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Simple Mass 

Combat

Most combat is carried out one-on-one, with each set of stats 
(HP, AC, combat bonuses, etc) applying to a single character 
or creature.

It can be extended by adding in Combat Scale. This takes the 
basic combat mechanics and uses them to apply to anything 
from Tactical Units to Armies.

Combat Scale is a multiplier that shows the size of the unit 

relative to the norm. It is only applied to damage in combat 
between units of different size. Hit Points, AC and all other 
stats remain the same.

For example, a unit of 20 Goblin warriors will have CSx5 as 
per the table below. The combat stats are still HD1d8+1 
(5hp), AC15, Morningstar +2 (1d6) or Javelin +3 (1d4). 
Against anything with the same Combat Scale (for example, a 
unit of 15 Elves), combat is resolved normally as if it was one 
goblin against one elf.

Number in Unit Combat Scale
2-5 x3
6-10 x4
11-20 x5
21-40 x6
41-80 x7
81-160 x8
161-320 x9
321-640 x10
641-1280 x11
1281-2560 x12
Etc.

Combat Scale comes into play when battling against forces of 
a different size. It acts as a multiplier for damage taken, and 
also divides any damage given.

If the battle started between units of different CS, reduce the 
size of the Combat Scale as Hit Points as lost. For example, if 
the twenty Goblins above are reduced to 2hp, they have lost 
over half their unit, so are now CSx4. When down to just 1hp, 
they are CSx3 with just 5 goblins remaining.

If the Combat Scale becomes the same for all opponents, 
resolve combat normally; the playing field is now level.

Experience from Mass Combat
Experience is gained from taking part in a battle equal to the 
HD of the opponent, +1 for each CS higher than your own. 
For example, a member of the 20-strong Grey Company 
(CSx5) will earn 3 EL in a battle against 35 Gnolls (a 2HD 
creature, CSx6).

Combat Examples

Orcs vs Elves
Twenty orcs enter a forest glade where they are beset upon 
by 15 elven archers. As their CS is the same, it is treated as a 
straight single combat. The elven archers fire their longbows 
(+3, 1d8), hitting for 3 points of damage. The Orcish unit is 
down to 2hp. As the combat started with both opponents 
having the same Combat Scale, there is no change to CS and 
combat continues. 

The Orcs rally and snarl, preparing to flush out the Elves with 
their barbed falchions. They charge into the bushes. The elves 
calmly fire another volley, hitting for more 4 more hp - more 
than the Orcish unit can take. Silence falls in the clearing as 
orcish blood soaks into the grass.

Goblins vs Lone Warrior
Twenty goblins ambush a lone 5th level Fighter. Their CS is 
x5, so any damage dealt is multiplied by five before it is 
applied against his Hit Points. Similarly, any damage he does 
is divided by five. 

In the first round he hits well for 10 damage. That is divided 
by 5, to 2hp lost by the Goblin unit; They are down to 3hp - if 
they lose another hp they will drop down to CSx4 as they will 
have lost more than half their hit points.

In reply, the Goblins hit, attacking with their Morningstars en 
masse. The Fighter is hit for 4hp, x5 due to their numbers. He 
takes 20hp of damage. Good luck to him!

Knights vs Red Dragon
The 500-strong Order of the Purple Flame stand ready against 
the Red Dragon. They are CSx10, while the Dragon - a single 
critter - is just CSx1, though formidable.

• 500 Knights: HD2d8+4 (14hp), AC18, Lance +7 
(1d10+4) or Longsword +6 (1d8+2), CSx10

• Red Dragon: HD13x12+39 (123hp), AC21, Bite +20 
(2d6+7) or Breath 10d10 DC24

The Dragon flies high above and breathes flame across their 
phalanx for 46hp damage. The knights dive for cover beneath 
their shields (i.e. they attempt their saving throw). They 
make their saving throw. They take 1/2 damage - 23hp, 
divided by CSx10 for 2hp. The Knights are down to 12hp.

They ready their horses to charge as the Dragon lands, the 
thunder of 2,000 hooves causing the young Red to pause. 
They hit (rolled 18+7 = 25 vs. AC21), scoring 11 damage, 
CSx10 for a massive 110hp damage. The Red Dragon is down 
to 13hp against the small army, bleeding from the impact of 
many lances. It roars and lunges in anger, biting savagely. It 
hits easily (rolled 6+20 = 26 vs. AC18) for 17 damage,
divided by 10 = 2hp. The Knights are down to 10hp. If they 
fall below 7hp they will be at half their numbers and down to 
CSx9.

They draw their Longswords and surround the downed 
Dragon, though their weapons to little more than scratch the 
drake’s hide (6 + 8 = 14, a miss). The Dragon turns to bite 
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again, and rolls a Natural 20. It’s a critical, so the Knights 
take 19hp damage, CSx10 so 2hp lost. They’re down to 8hp 
after watching a few more of their number be gobbled up.

Their longswords bit true (18 +6 = 24 vs. AC21), for 6hp 
damage, CSx10 for a total of 60hp against the drake. It’s 
down, finally, though the Knights have lost 143 (500x4/14) of 
their number in the battle. The commend their souls to their 
gods in valor.

Knights vs Gnolls
The Knights of the Purple Flame, bolstered by their successes 
and reinforcements decide to tackle the Gnoll threat to the 
South. They ride out at full strength against the 300 Gnolls of 
Ghakak Khan.

• 500 Knights: HD2d8+4 (14hp), AC18, Lance +7 
(1d10+4) or Longsword +6 (1d8+2), CSx10

• 300 Gnolls: HD2d8+2 (11hp), AC15, Battleaxe +3 
(1d8+2) or shortbow +1 (1d6), CSx9

The Knights charge the Gnolls as the Gnolls fire shortbows 
into their midst. The Gnolls roll well (18+1 = 19) for 5 
damage. 9/10th of it applies, which still rounds up to 5hp. 
The Knights are at 9hp as riders fall from their mounts.

The next round, the Knights hit hard (roll 14+7+2 (from the 
charge) = 23, easily beating AC15) for 9hp, multiplied by 
10/9th for 10hp. This leaves the Gnolls with just 2hp. Just 54 
Gnolls remain standing (300x11/2). The Gnolls rout and the 
Knights are victorious!
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The following text is the property of Wizards of the Coast, Inc. and is 
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark 
owners who have contributed Open Game Content; (b)"Derivative Material" 
means copyrighted material including derivative works and translations 
(including into other computer languages), potation, modification, 
correction, addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may be recast, 
transformed or adapted; (c) "Distribute" means to reproduce, license, rent, 
lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d) 
"Open Game Content" means the game mechanic and includes the 
methods, procedures, processes and routines to the extent such content 
does not embody the Product Identity and is an enhancement over the prior 
art and any additional content clearly identified as Open Game Content by 
the Contributor, and means any work covered by this License, including 

translations and derivative works under copyright law, but specifically 
excludes Product Identity. (e) "Product Identity" means product and product 
line names, logos and identifying marks including trade dress; artifacts; 
creatures characters; stories, storylines, plots, thematic elements, dialogue, 
incidents, language, artwork, symbols, designs, depictions, likenesses, 
formats, poses, concepts, themes and graphic, photographic and other 
visual or audio representations; names and descriptions of characters, 
spells, enchantments, personalities, teams, personas, likenesses and 
special abilities; places, locations, environments, creatures, equipment, 
magical or supernatural abilities or effects, logos, symbols, or graphic 
designs; and any other trademark or registered trademark clearly identified 
as Product identity by the owner of the Product Identity, and which 
specifically excludes the Open Game Content; (f) "Trademark" means the 
logos, names, mark, sign, motto, designs that are used by a Contributor to 
identify itself or its products or the associated products contributed to the 
Open Game License by the Contributor (g) "Use", "Used" or "Using" means 
to use, Distribute, copy, edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) "You" or "Your" means the 
licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be Used 
under and in terms of this License. You must affix such a notice to any 
Open Game Content that you Use. No terms may be added to or subtracted 
from this License except as described by the License itself. No other terms 
or conditions may be applied to any Open Game Content distributed using 
this License.
3. Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the Open 
Game Content.
5. Representation of Authority to Contribute: If You are contributing original 
material as Open Game Content, You represent that Your Contributions are 
Your original creation and/or You have sufficient rights to grant the rights 
conveyed by this License.
6. Notice of License Copyright: You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the COPYRIGHT NOTICE 
of any Open Game Content You are copying, modifying or distributing, and 
You must add the title, the copyright date, and the copyright holder's name 
to the COPYRIGHT NOTICE of any original Open Game Content you 
Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of that 
Product Identity. You agree not to indicate compatibility or co-adaptability 
with any Trademark or Registered Trademark in conjunction with a work 
containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content does 
not constitute a challenge to the ownership of that Product Identity. The 
owner of any Product Identity used in Open Game Content shall retain all 
rights, title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open Game 
Content.
9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version of 
this License to copy, modify and distribute any Open Game Content 
originally distributed under any version of this License.
10 Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have written 
permission from the Contributor to do so.
12 Inability to Comply: If it is impossible for You to comply with any of the 
terms of this License with respect to some or all of the Open Game Content 
due to statute, judicial order, or governmental regulation then You may not 
Use any Open Game Material so affected.
13 Termination: This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall survive the termination 
of this License.
14 Reformation: If any provision of this License is held to be unenforceable, 
such provision shall be reformed only to the extent necessary to make it 
enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.
System Reference Document Copyright 2000-2003, Wizards of the Coast, 
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, 
Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, John D. 
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Chris Sims, and Steve Townshend, based on original material by E. Gary 
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