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This document prades some suggestions for playing classic D&D adventures from the 1970s and 1980s using
SIMGENS. Therere seeral different versions of D&D,ven from that time period (not to mention the prolifera-

tion of versions since). The particular one Védnan mind is described in the Rules Cyclopedia (RC) published by
TSR in 1991: that one is relatly simple, yet complete, and is a natural fit for thisveosion. Havever, these sug-
gestions are general enough thaytseould work for ag version of D&D.

Note that most of the cuarsion described here can be done “up ffamhen creating player characters or preparing
adwentures. Actuaplay occurs using the SIMGENS rules, supplemented by the material in the RC pertaining to
things like ells, monsters, magic items, etc. This shouldenddy extremely fast and fun!

1. Abilities and Skills

Use the D&D character abilities (Strength, Intelligence, etc.) unaltéfed.the skills listed in § 2 of this document,
plus aly extra skills you want to add (Chapter 5 of the RC has some more good ifReamgmber that you can
always add ne skills to the game as appropriate; you're not bound by this listyoirgtial list.

To match the system with the way D&D already works, the skills go from 1-20, instead of 1-10 as in standard SIM-
GENS. Thaimeans that skill rolls use d20 instead of dE¥ectively, compared to ordinary SIMGENSyerything
is multiplied by 2.

1.1. GeneratingSkills

D&D characters hae mary different capabilities, most of which are determined by their class/race (AD&D treats
class and race as separate concepts, while RC D&D folds them togetherehnBxamplesnclude weapon fight-

ing capabilities, spell casting capabilities, lock-picking or noise-hearing capabilities, savingapabilities, etc.
These capabilities are handled in different ways: most times a high roll on d20 is requtireasnbtimes (as with
thief skills) it's a bw roll on d%; and other times, st'some range (for example, elves find secret doors by rolling
1-2 on d6).

Conversion principles. Use the following general principles to eert D&D capabilities into SIMGENS skills:

1. If a D&D capability requires a roll o or abave a d20, translate it to a skill of 20n in SIMGENS. For
example, a first heel thief saves against Death Ray/Poison with a 13 or better on 20 (RC, p. 106). That trans-
lates to a skill of 7.

2. If a D&D capability requires a roll ofi or less on d100, translate it to a skillrdé in SMGENS. For exam-
ple, a first lgel thief can open locks with a 15 or lower on d100. That translates to a skill of 3 in Enter
ing/Escaping (see § 2).

3. If a D&D capability requires a roll within a range of scores,veonto the corresponding percentage and use
principle (2). For example, a character with a success chance of 1-2 on d6 (33%) has skill 6.

Weapons. Assign each character a skill in all the weapons he or she is able to use, according to D&D class/race and
level, plus unarmed combat skill. In each case compute the skill by using the chardztece to hit £ 9 gven

on RC p. 106, as described in themsion principles.Treat ay chance with a dagger next to it as gatizve rum-

ber Optionally, use the rules gen for “Number of Wapon Choices” at RC p. 75 to limit the number of weapons
assigned in thisashion. Br example, you could say that a fighter starts out at firdtwgth four weapons assigned

this way, while other character classes start witlo.twin ary case, additional weapons (and/or additional skill in
individual weapons) can be purchased by spending general skill points (see below).
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Armor. Classes that can use armor automatically get skill 8 in each type of argnoanhese.

Spell casting There is one skill for each type of spell (clerical, druidic, and magiéabharacter of leel L in a
spell-using class automatically gets skilt T in the releant spell type.

Saving throws. These are skills liany ather Translate them according to the gersion principles.
Turning undead. This is a skill like any ather. A cleric of level L automatically gets skill # L in turning undead.

Thief skills. Translate these using the gersion principles, but caert them to the corresponding skills from § 2.
For example, translate Open Locks to Entering/Escaping.

Other class and race functions.Use the cowersion principles to translate all other class and race functions into
skills. Theskills given in 8§ 2 $would caver most cases, but in some cases you may want to create special skills for
special class functiond-or example, it might maé& £nse to hee a ‘Halfling Hiding” skill (RC p. 27), gien the
special circumstances in which that function is appliddother option would be to g Halflings the ordinary
Sneaking skill from § 2, but note the circumstances in which it can be used.

General skills. Give each first l@el character a fund of 152d10award pointsto apply to increasing skills, or
learning nev skills. Give 2110 avard points for each advancement indiafter the first.

In most cases,verd points should cormrt to skill points on a one-to-one basislowever, for spell casting and
undead turning, it is suggested that you require tperaliture of fie avard points to obtain one skill poinfThe
reason is that each skill point in spell casting or undead turning really reflects a range of skills (commare sa
throws and thief functions, in whichwaeeal different skills are wolved).

Notice that sard points can be used inyaway the player ants, so for example a fighter who really wants to can
learn spell casting! In such a case, all theious factors should be role played: there is the matter of securing a
teacher who is willing to takon sich a student, the time and costdiwed in learning the skills, etc.

Not all applications of this idea will be appropriate: feample, if a clerical order prohibits edged weapon use, then
a deric of that order shouldhbe gending these points to learn edged weap@&@isiilarly, the DM may rule that
certain powers or abilities (turning undead, gmythe Mystics unarmed combat skills) are onlyadable to initiates

of an order (i.e., members of the corresponding D&D “clagdtwever, these kinds of restrictions are left as a mat-
ter of role playing, rather than edict, in this system.

1.2. UsingAbilities and Skills

Recall that in SIMGENS, mostery action is adjudicated via an opposed roll using compgtenve vs. dificulty

level (SIMGENS Rules, § 3.4)To adapt the mechanics to D&D, dérompute competeydevds using aerages,

as stated in the SIMGENS rules. Instead, use the Bonuses and Penalties for Ability Scorestathepgio é the

RC, which provides a bonus ef. for every two ability points abee 11, or a penalty of1 for every two ability

points belav 10. For example, a character with skill 3 in Entering/Escaping (correlated ability DEX, see § 2.3) and
DEX 15 would hae a ompeteng of 4 in that skill.

Notice that a character who is untrained inveegikill (i.e., has skill 0) uses just the bonus or penalty of the associ-
ated ability as the competgnscore. Thismeans the competenscore may be 0 orven negdivel Howeve, even

with a n@aive mmpeteng score, the character shouldveaa ©iance to do most things, unless the difficultyelliés

very high. Of course the DM canvedys rule that a gen action is impossible without at least some training in the
relevant skill. Or the DM could require an INT or WIS check first, to see whether the untrained character is able to
malke an &empt.

Otherwise, for the most part, the use of abilities and skibiksvas in ordinary SIMGENS, except that the attempt
and opposing rolls both use d2The competencleve usually comes from the skill of the character (or NPC or
monster) attempting the actioMany times the difficulty lgel will come from the defendes’avn competenglevd

in whatever skill is used to oppose the action. Where the difficultellés not obvious, either makane up oywhen

in doubt, use a default of 10. If you are making up a difficulglleemember to use the Rule of Ten (SIMGENS
rules, § 2.3): think about hodifficult (or easy) the intended action is on a scale of 1 to 10, and assign a difficulty on
that basis; then (because of the D&D@rion) multiply the result by 2.

Here are some particular cases to note:

Opening doors, bending bars, etcUse an opposed roll amst Strength. A normal door has difficulty 6-8; bars
and gates he dfficulty 10-12; and locked, barred, or magically held dooksetdfficulty 14 and up.
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Secret doors. To detect secret doors (e.g., by tapping onal wo find a hollev spot, or simply by noticing a
strange crack in the wall), use Noticingo figure out har to trigger a secret door once it is detected, use Enter
ing/Escaping.

Listening at doors. Use Noticing to notice something, Discerning to identify the sound oe m#akhe words.

Surprise. Surprise comes into play when (1) one party is trying to ambush anoth®@) one party detects the
other while the other is still unare. Sometimesdt will be obvious when surprise occurs — e.g., one party is lying

in ambush or making anfeft not to be detected, while the other is making a lot of noise, casting light around, not
paying attention, etc. Otherwise, if one side is attempting stealth, and it iswiot®lvhether the other side is
awae, then use the first sideSheaking ability opposed by the other sglbticing (if theres no pior knowledge

of something amiss) or Discerning (if the other side is on guardvestigating). If neither side is attempting
stealth, hee each side mak a Nbticing roll against an appropriate fitifilty level; failure on this roll indicates sur
prise. Noticehat it is possible for both sides to be surprised, which is consistent with classic D&D.

Combat. Combat works mostly as in SIMGENS, except that armor class functions as in D&D, and armdr doesn’
absorb damage. See § 3 for more details, including simple rules for unarmed combat.

Spell casting A spell casting skill of # L entitles a character to cast spells as an ordinary D&D casterebl.le
For example, a character with skill 10 in magic user spells has the casting ability of avdirddgic user Notice
that casting ability is é&yed toskill, not competency: gnskill bonus (or penalty) &kcts saving throws (see belp
but it does not affect the number or kind of spells a caster may cast.

A character with a spell casting skill of less than @& @reater than 0) functions as a firsielecaster Howeve, he

or she must makan @tempt roll against difficulty hel 8 for each spell castfFalure means that the spell has no
effect (but the spell slot is still used upyou can also require an attempt roll (atyeskill level) for spell casting in
difficult situations, e.g., during combat.

Turning undead. To turn undead, subtract 7 from the skill in turning undead and use the result as thes‘Cleric’
Level” on the Turning Undead Table (RC p. 13j.the result is less than 1, then use thed & column, but sub-

tract 1 minus the result from the 2d6 roffor example, a character with skill 5 irufining Undead would need to

roll a 10 or better to turn a skeleton.

Saving throws. To saveagainst a spell or other effect caused by a skilleceeshry use an opposed roll with the
attackers ell casting competegdskill plus ability bonus) vs. the defendesaving throv competeng. Where its
not clear what the attackertompeteng is, either ma& one up or use a default of 10.

1.3. NPCsand Monsters
For the most part, NPCs and monsters just need the following skills:
1. Their“to hit” skill for each &ailable attack type.
2. Theirsaving thrav sKills.
3. Any spell casting or (for NPCs) other class functions, such as turning undead.

Where possible, these scores should be computed before the adveginse B NPCs with classes, the proce-
dure is exactly as stated in the previous sectiéims.monsters, use the cagrsion principles to compute the corre-
sponding skills. If no castervd is given, assume a skill corresponding to the lowesg#l [that can cast the spell.
Of course you can elaborate NPCs and monsters by giving theothan skills you wish.

2. Skill Descriptions

The following skills are taken from my AD&DR rulesgaept that to makthings simple, | include just one skill for
each broad type of spell casting (cleric, druid, and magical) instead of one skill for dantgubtype (abjura-
tion, conjuration, etc.). Also, | omit psionics skills here, as RC D&D doéstiude psionics.

The skills are divided into the following &k, groups or bundles of related skills: Arms & Arméwareness, Clan-
destine, Commerce & Manufacture, Diplomaé&ntertainment, Knaledge & Lore, M@ement, Nature, Sang
Throws, and SpellsFor each skill, | provide a suggestion for the correlated ability in parenth&ses.is folloved
by a short description of the skill, where the description is not self-evident.
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2.1. Armsé& A rmor

Armor and shield (DEX). Separate skill must be taken for each separate armor and shield. At theifdwtion,
skill with one armor or shield can carryap to a smilar one, perhaps with a slight penalty.

Armor skill comes into play when (1) a character witl kkill (less than 8) attempts to use armor; or (2) etmar-
acter attempts to do something difficult @ifjumping around or casting a spell) while wearing armarthe first
case, an attempt roll is required basically to dgtdng while wearing armor; failure means the intended actias w
not accomplished. In the second case, an attempt roll is required to ddithdt diftion. Note that casting spells
while wearing armor is extremely hard (difficulty 18 and up) and will probablyirf most cases,ven with very
skilled armor-wearers (which spell casters are usually not!). Where arma@srnaakaction more difficult (e.g.,
Sneaking) you can adjust the difficultyékaccording to the £. For example, you can use 20AC as the dfi-
culty level.

Striking weapons (STR). Separate skill must be taken for each weapblne striking weapons are the “melee”
weapons from D&D plus “unarmed” (striking with a fist, grappling, eté).the DM’s dscretion, skill with one
weapon can carryver to a smilar weapon, perhaps with a slight penalty.

Missile weapons (DEX). Separate skill must be taken for each weapanthe DM's dscretion, skill with one
weapon can carryver to a smilar weapon, perhaps with a slight penalty.

2.2. Avareness

Deciphering (INT). Includes reading ancient languages and coldsh regard to magical scrolls and tomes, Deci-
phering might be able to discern what the writing is abautptagical ability is required to makt function (except
for curses of course).

Direction Sense (INT).Includes finding compass direction, which way is up, or direction to a known position or
destination. Cabe used both undground and in the wilderness (or anywhere else, though on another plare there’
a penalty because of unfamiliarity).

Disceming (INT, WIS). Includes reading or making things out at a distance, hearing things (including listening at
doors), and focused searcBan be used in underground settings to attempt to discern thiagirdiktion and dis-
tance. Alsdncludes “reading” peopls’anotions and motes. Oftencomes into play after Noticing (g.v.).

Noticing (WIS). Includes noticing anunusual sights, sounds, smells, something amiss, etc. Can be used for notic-
ing unusual stone work, something tBagcently changed, the passage of a creature, a noise, an ambus€laretc.
counteract Sneaking in potential surprise situations. In general, Noticiwg doarr attention to something interest-

ing; while some other skill lé& Discerning, Deciphering, or Tracking would be used to find out more information
about it.

Tracking (WIS). Falowing tracks. Noticing (g.v.) might alert the character to the presence of tratksabking
would be required to follw them.

2.3. Clandestine.

Disguise (WIS). Making yourself up to look li& ssomeone or something you are ndb judge disguises you can
use a Noticing roll to see if an observer notices anything arissccessful Noticing would then alloan gpposed
roll of Disguise vs. Discerning to dises the ruse. The difficulty lel increases for more difficult disguises, e.g.,
altering your height, weight, or race.

Entering/Escaping (DEX). Encompasses the traditional thief function of Open Lo@dso escaping from ropes,
chains, or bonds.

Sabotage (INT DEX). Encompasses the traditional thief function of Find/Remmdraps. Alsodemolition,
destruction, laying traps, booby traps, etc.

Sneaking (DEX). Encompasses the traditional thief functions of Hide in Slvadmd Mee Slently. Use this skill
for anything to do with sneaking around without detection. Often opposed by Noticing (g.v.).

Stealing (INT, DEX). Encompasses the traditional thief function of Pick Rtk Alsoused for more elaborate or
ambitious attempts to steal things.
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2.4. Commece & Manufacture
Architectur e & Engineering (INT). Design of buildings and simple machingncluding siege engines.

Commerce (INT, WIS). Trade, barterappraisal. Includeknowing hav much things are worth and knowing what
to say and do to get a good de¥bu can average this skill with Lav & Customs or Negotiation (q.v.).

Construction (INT, DEX). Procuring materials and hiring labor to buildltdings. Designrs covered by Architec-
ture & Engineering (g.v.).

Manufacturing (INT, DEX). Fabrication of smaller goods. Design isveped by Architecture & Engineering
(g.v). Includessimple repairs to armor or equipment, with the proper tools.

Tinkering (INT, DEX). Improvising to get something to workyen if the correct tools or materials are not at hand.
Includes simple repairs to armor or equipment, with improvised tdotsnker won't do as @od a job as a manu-
facturer under ideal circumstances, but under non-ideal circumstances the manufacturer may not function at all.

2.5. Diplomacy
Skills in this bundle are useful for interacting with NPCs of all kinds, both friendly and hostile.

Bluffing (CHA). Self-explanatory Use this skill to fool a goblin raiding party into thinking you are friends with
their chief (against a high difficultyvel, of course).

Leadership (CHA). Use this skill to try to influence other§fery important for acquiring and retaining henchmen
and followers.

Manners (CHA). Etiquette and proper behaviddseful in conjunction with Negotiation, to shidhat you belong.

Negotiation (CHA). Use this skill to try to get youray or resole a dfficult situation. Can be used to haggier
goods or talk down an angry opponent.

2.6. Entertainment

These skills are useful for entertaining others, possibly as a prelude to diplomdeeption, or as a\@rsion.
They are also highly useful for role-playing colo€an you hit that high note? Or hold that liqud®? win that card
game? Lets roll to find out.

Artistic expression (CHA). One for eachygression type (singing, lute, etc.). Basic competence in the skill (8 or
higher) allavs a routine performance. Roll against the skill to attempt to impress an audience \or adiffieult
feat (like a hgh note or virtuosic passage).

Carousing (CON, CHA). Being the “life of the party attracting the opposite sgCHA); holding your liquor
(CON).
Gambling (INT, WIS). One for each type (cards, etc.). Use with opposed rolls to play games against others.

Legerdemain (DEX). Simple illusions and sleight of hand, for entertainmezite. Successfulse of this skill
could influence Ngotiation (g.v). Notethat this skill could be used in conjunction with Bluffing (g.v.) tovioce
an audience that the performer has actual magic powers of the Transmutation or Illusion/Phantasm kind.

Juggling (DEX, CHA). Routine use of this skill encompasses straight juggling of 2—-3 biditse balls or more
difficult tricks (e.g., while balancing) require a skill roll, with afidiflty level that represents the difficulty of the
attempt.

2.7. Knowledge & Lore

These skills represent a highly simplified form of the sage fields of stuely @i p. 32 of he AD&D DMG. For
player character skills, this list seems sufficient without becoming unduly complex.

Chemistry/Alchemy (INT). Making simple compoundsHow materials react when combined. Could be used for
Potion brewing.

Geography (INT). At the players gotion, either a broad knowledge of a wide area or deewlkdge of a specific
area.

History (INT). At the players option, either a broad knowledge or an in-depthwdedge of particular times and
peoples.
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Laws & Customs (WIS). At the players gption, either a broad knowledge or an in-depth knowledge of particular
peoples. Includesommon knowledge about religious practices.

Legends & Lore (INT). All the ancient and mysterious things that youeh pore over musty tomes or go to the
ends of the earth to learn. At the plagegption, can be focused on particular legends or lore. Includes obscure or
forgotten religious knowledge.

Medicine (WIS). Use this skill to treat diseases or traumidne DM is going to hae  improvise the use of
Medicine on injured or diseased characters, because RC D&D doewvaatriyagttailed rules about treating disease
or staving of death. Onesimple rule you could adopt is that if a character is broughib@lbp, a successful
Medicine check is required against difficulty, 2vheren is the number of hp bel0; otherwise the character dies.

2.8. Movement
All skills having to do with moving around, on foot, on mount, or byvegance.

Acrobatics (DEX). Everything having to do with balance and coordination, including gymnastics, tight edpe w
ing, swinging, leaping, and landing on ané&at. Athletic§q.v.) is used to see if you can jump far or high enough,
or run fast enough; while Acrobatics might be used to see whether you land on your feat or in a heap.

Athletics (STR, DEX, CON). Includes all strenuouscercise: running, jumping, swimming, swinging from ropes
or vines. If balance is requiredyenage with Acrobatics (g.v.) or require dwolls. For instance, in the nwe
Casino RoyaleBond used Athletics to leap from a crane to a girder then used Acrobaticse¢aureake didrt fall

off when he landed.

Climbing (DEX). The standard thief function of Climb Walls.

Riding (DEX). Riding mounts. Horses and similar animals are the most common, but all Etedand air based
mounts are included. Use this skill to stay on your mount, to calm a frightened mount, or to push your mount to
keep riding or perform a difficult jump or other maneuver.

Seamanship (WIS). Everything having to do with ships, includingvigation, steerage, rigging, sails, oars, mainte-
nance, and prasioning. Average with Commerce if you are trying teakiate a ship, and with Commerce and/or
Negotiation if you are trying to purchase a ship.

2.9. Nature
Animals (WIS). Care and handling of animals, feeding and mating habits, etc. Also hunting, trapping, fishing.
Plants (INT). Agriculture, identification of plants, separating food from poisonous plants, etc.

Surviving (WIS). Staying ale in the wild. Finding food, building sheltegproper clothing and equipment, impro-
vising equipment when none igalable. Therds a separate skill for each terrain type and climate.

2.10. Saing Throws

In this system, the standard D&D saving throws are target roéimsigthe appropriate skill. See § 1 for more
details.

Death ray or poison (CON).

Magic wands (DEX, WIS)}. For bequiling and charm attacks, use WIS as the correlated abhity physical
attacks (likefireball), use DEX.

Paralysis or turn to stone (CON).
Dragon breath (DEX).

Rod, staff or spell (DEX, WIS). For bequiling and charm attacks, use WIS as the correlated abiday physical
attacks (likefireball), use DEX.

2.11. Spells

Essential functions for spell casters. Note thatae can learn these skills, though only spell casting classes get
them automatically in iesl progression.

Spells, Cleric (WIS).
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Spells, Druidic (WIS).
Spells, Magical (INT).
Turning Undead (WIS). The standard Cleric functionfurning uses a check against this skill. See § 1.1.

3. Ewerything Else
Everything else can work exactly as in yoavdite flavor of D&D, with the following modifications.

Time. For purposes of spell durations, casting times, etc., assume that one round of D&D time equals one combat
turn of SIMGENS time.The lengths are actually different (one RC D&D round equals ten seconds, while one SIM-
GENS turn equals about three seconds),this difference doesnimatter within the approximate frame ochrge
timekeeping. Infact some versions of the D&D rules say thatrg combat takes exactly one turn (ten minutes),

with the rest of the time after all the combat rounds filled out by rest, treating injuries, etc.

As suggested in 8§ 5.1 of the SIMGENS rules, tdaorry about exact time in non-tactical situationkist lkeep

track of time in the ordinary ay (minutes, hours, etc.) remembering that a D&D “turn” equals about ten minutes of
game time (see RC, p. 87For example, if a spell or otherfetct lasts “three turns” in D&D, that means a half hour

If you need to kne more precisely hw long an action tads (for example, to determine whether the PCs can com-
plete the action before a spell duration ends), then the answemisrg exact timeg&eping. Thisis generally
impossible ayway, even with precise attention to mement rates: ho long, &actly, do ron-mosement actions
take? Insteadgdetermine on a scale of 1 to 10ahkikely it is the PCs can do what theant, and roll for it.Use an
opposed roll against some ability (for instance DEX, if physical coordinationdséa) if thats gopropriate.

Movement. As suggested in § 5.1 of the SIMGENS rules, tam@rry about exact m@&ment rates in non-tactical
situations: just &ep track of rough nvement rates and (when it matters) who is faster than whom. In tactical situa-
tions, scale the D&D mement rates assuming that a normal manvement rate 40’/round in RC D&D) nves 5

feet per secondFor example, a 60’ meement rate corresponds to 7-8 feet per second.

Wandering monsters. In the D&D rules, one of the main medtions for keeping careful track of m@ment and

time is to knav when to roll for wandering monsters. In SIMGENS, we trymaicthat kind of in-game booldep-

ing. Itjust diverts vital DM brainpower from its primary job, which is to pide a compelling adnture. 1t5 dso a

pain!

As an alternatie, before the adventure pms, you can just mark places on the map where the PCs will (or may)
encounter wandering monster®r you can simply roll for monstersviey so often” (e.g., when theeea break in

the action, or the party hashiad a good fight in a while).

Weapon speeds and lengthsThe classic D&D rules dot'incorporate ay idea of weapon speed or length.
AD&D does include these conceptsitlin a cumbersomeay. In a SMGENS-based D&D game, you can use the
suggestions in § 5.6 of the SIMGENS rules to enag $eeds for the various D&D weaponRelative length is
usually obvious from the weapon descriptions.

Encumbrance. Forget about the compteencumbrance rules in D&D; just use the suggestion in 8 5.2 of the SIM-
GENS rules, or something 8kt.

Money, equipment, and treasure. These can work exactly as in D&D, except that for simpligitys can use the
value point system described in § 4.1 of the SIMGENS rules, with a ratio 1 gp = 1 valueBasidally that means
rounding costs &fto a logarithmic scale: that is, an itemowth 1 gp or less according to the D&D rules corresponds
to 1 value point, an itemarth more than 1 and up to 10 gp corresponds to 10 value points, etc. Then yaardan a
treasure and compute purchase costsainevpoints: for example, moner treasure worth 10 value points pur
chases (or can be bartered for) roughly 10 items worth 1 value point. This keeps things simple and approximate.

Armed combat. Use the SIMGENS combat rules, with the following modifications:

1. Inresolving attacks against defending or undefended opponents, 4$€228s the difficulty leel, where AC
is the defendes’ AC. TheAC dready takes into account armoexterity, shield, etc. Attacks against unde-
fended opponents should use the armor-oryife., no DEX bonus or shield bonus).

2. Keep arecord of character (and NPC and monster) hit points, as in standard\@&pons do normal D&D
damage, and damage is subtracted from the tadgigpoints in the standard way.

3. Asin D&D, armor does not absorb damage in this system (it just deflects attacks).
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If there are particular maneuvers or combat ideas from D&D that you likegredmem to SIMGENS: figure out an
ability or skill to roll against, a difficulty iesl, and a result for a successful outcome (and possibly a bad result for an
unsuccessful outcome!However, try to use the principles of SIMGENS to simplify and streamline wieepossi-

ble. For example, tadé the rules for using a bola on p. 64 of the Rhey're kind of neat. But who is going to be
able to remembetet alone applyal those rules in the heat of play? It just bogs thingsrdolnsteaddo some-

thing very simple.For example, say that to use a bola to entangle the defethéeattacker has to succeed on an
opposed roll using his bola skill vs. the defensl®EX. If he succeeds, then the defender is entangled until he can
malke a siccessful DEX roll vs. difficulty 18 n, wheren = 0 is the amount by which the attackerdll succeeded.

Unarmed combat. Here are some simple rules for unarmed combat (borrowed from AD&DR):

1. Punching. This is just a striking attack, using unarmed striking skilhmage is 1 + STR bonus, with a mini-
mum of 1 (RC, p. 110). Double your STR bonus if striking with mailed fist or pommel.

2. Grappling. Make an warmed strik atack. If you succeed, you're grapplingfou can hold the defender
immobile for the rest of the combat turn. On the next turn, both grapplers are on equal footing; either can
choose to wrestle or try to break the grapple (see below).

3. Wrestling. Once you are grappling, you can try to wrestiéake an @posed STR check against the defender
If you succeed, you can w® the defender up to half your speed or wrestle him one position (standing to
kneeling, kneeling to prone, prone to pin), making\a deeck &ery combat turn. If apcheck fails, then the
winner of the next check can start wrestling thiés/wA pinned character is fekctively helpless until the hold
is released.

4. Breaking a gapple. Once you are grappling, you can try to break the grapple. Assuming the defamder w
to keep grappling, ma&kan @posed STR check amst the defenderf you succeed, you break the grapple.
If you fail, you keep grappling. If both combatants want to stop grappling, then the grapple is automatically
broken.

Multiple attacks. When a high-leel character gainsxtra attacks per round (e.g., RC p. 104) just add @ e
attacks to the number of attacks already granted by the SIMGENS Raeexample, in SIMGENS tw unarmed
attacks are usually possible per turn, see SIMGENS rules 8TBetefore a figher who could nalwo unarmed
attacks per round in ordinary D&Daowld get three unarmed attacks per tufior monsters that get multiple attacks,
just apply the attacks as in D&D.

Lar ge-scale battles.Use the suggestions for large-scale combat in 8 5.9 of the SIMGENS rules instead af the W
Machine (RC Chapter 9), Siege Machine, andAF BLESYSTEM.

Non-combat functions. Non-combat functions use the SIMGENS skill system, instead of the standard D&D rules,
where appropriate. In particuJasommon functions such as opening doors, bending bars, finding secret deors, sur
prise, etc. work as discussed in § 1.2.

Experience points and lgel advancement. In the spirit of SIMGENS, simply dispense with the idea ofpti-
ence point§,and all the accounting tlgeentail. For extended campaigning wherevé advancement matters, just
decide hwv fast you want the characters to advance, in adventuresvpgraled proceed on that basis (see RC p.
129 for some suggestions about this).the RC, where non-human functions increase with XP afterhis fenax
out; just treat those increases awevds. If you want to preide revards for good playgive out extra skill points

or an early chance atig advancement.



