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AD&D MECHANICS FIX-UP


For a new AD&D campaign, assume the following mechanical changes.

Core Mechanic


In this fix-up, the AD&D core mechanic can be expressed as follows: roll d20 + modifiers, and try to get a total of 20 or more. This will be seen in more detail below.

Time and Distance

One round is considered to be 30 seconds. Indoors, 1” equals 5 feet. This allows miniature figures to be used at an equivalent ground scale; all distances expressed in inches (movement, missile fire, spell ranges, etc.) are unchanged. 

Encumbrance and Movement


Encumbrance is quickly computed in "stone" units of 14 pounds each. Heavy armor weighs 3 stone (plate).  Medium armor weighs 2 (chain). Light armor and large items weigh 1 (leather, polearm, large shield, 10' pole, large book). Medium items weigh 1/2 stone each (hand weapon, small shield, bow, helm, lantern, rope, rations, waterskin). Small items weigh zero unless in great quantity (dagger, clothes, backpack, potion bottle, scroll case, jewelry). Assume 150 coins weighs 1 stone.


After modifying for strength, apply the following effects. Up to 3 stone: 12" movement rate. Up to 6: 9";  up to 9: 6", and up to 12: 3" movement.

Surprise and Initiative


Surprise is as written in the DMG. Roll 1d6 for each party, with a roll of 1 or 2 indicating units of surprise, modified by individual Dexterity. Invisibility and/or silence will add a +1 chance to surprise. Spells can only be used with 1 or 2 segment casting time, as appropriate (1st or 2nd level).


Initiative is simply a 1d6 roll for each side; high roll goes first, in order around the table. Spellcasters must declare spells prior to this roll, and any successful attack before their action ruins the spell. As an option, ties may be broken by low casting time or weapon speed.

Combat Tables

Combat is performed by rolling d20 + AB + AC + modifiers; if the total is 20 or more, a hit is scored. (A natural roll of 20 is counted as 25.)

AB (attack bonus) is equal to fighter level or monster hit dice. For non-fighters, use the DMG matrix (AB = 20 – table) or assume half level. As an option, you may use Weapon AC adjustments when fighting NPCs in armor.

Saving Throws

In general, saving throws for fighter-types and monsters are made by rolling d20 + level + modifiers; if the total is 20 or more, the save succeeds. They add +3 against poison/death magic, +2 versus petrification/polymorph, and +1 for rod/staff/wand. 

Non-intelligent monsters use half hit dice except for poison/death magic. Other classes should consult the DMG matrix (modifier = 20 – table).

Ability Checks


Ability checks are performed by rolling d20 + the applicable ability score; if the total is 20 or more, the check succeeds. Thief skills can be rolled in the same way, adding the thief’s level, but subtracting -10 for overall difficulty (i.e., requires a target number of 30).


Extremely easy situations can give a bonus of +5 to this roll. Unusually difficult situations can give a penalty as large as –5 or –10 or more to a roll like this.

Unearthed Arcana


Unearthed Arcana must be taken as a collection of optional rules. Nonlethal and weaponless combat uses the rules therein (System I). New equipment, spells, and magic items may be discovered in the course of campaign play. New race and class options (including weapon specialization and multiclass possibilities) are considered for NPCs only, unless special DM dispensation is given. Paladins and cavaliers remain sub-classes of fighter.

