
Tunnel & Trolls Close Combat System

Weapon
Class

‘To Hit’ At First
Contact

Critical Hit Space
Required

Back-
stab

Fight
from 2nd

Rank?1-handed 2-handed 1-handed 2-handed

Swords: 
Straight 11% 42% 36% 89% 58% 2 x Length 64% no
Curved 39% 44% 39% 61% 56% 2 x Length 56% no
Unusual 12% 41% 27% 88% 59% 1 x Length 73% no
Gentleman’s 18% - 33% 82% - 1 x Length 67% no
Bizarre 36% - 46% 64% - 2 x Length 54% no
Estok 33% - 43% 67% - 2 x Length 57% no

Hafted Weapons:
Slicing heads 37% 42% 37% 63% 58% 2 x Length 63% no
Stabbing heads 23% 36% 36% 77% 64% 2 x Length 64% no
Mashing heads 41% 44% 39% 59% 56% 2 x Length 61% no

Pole Weapons:
Poleaxe - 40 35 - 60 1 x Length 78% yes
All others - 37 22 - 63 1 x Length 74% yes

Spears:
Spontoon - 37% 22% - 63% 1 x Length 73% yes
All others 36% - 26% 64% - 1 x Length 74% yes

Daggers:
All 9% - 59% 91% - 1 x Length 41% no

Shields:
Viking, spiked: 36% - 56% 82% - 5’ 72% no

Madu 36% - 56% 82% - 3’ 72% no

Key:
Weapon can be used to Stab; Cut; Thrust and Chop

Weapon can be used to Stab; Cut and Chop

Weapon can be used to Cut and Chop

Weapon can be used to Stab and Thrust

The number shown is the minimum score needed on percentile dice (1-100) to hit the target. The 
attacker’s Luck & Dexterity ratings are added to the dice roll.

‘To Hit’ 1-handed & 2-handed
Use the relevant column dependant on whether a weapon is classed as a on or two-handed weapon (if a 
player has a choice  of either then he can choose).



Fumble!
If the total score is one third or less of the score on the table then the character/monster potentially
drops his/her weapon. Make a 1st level saving roll on Dexterity not to drop the weapon.

STAB Attacks
STAB attacks are the equivalent of a Dagger attack but can be attempted twice in one combat round. 

Critical Hit!
If the minimum score required for a critical hit is attained then either ignore armour or inflict double
damage (attacker’s choice).

Space Required
The space required is  the minimum score needed to use the weapon effectively.  L  = length of  the
weapon in feet (or the number of dice equating to feet if no length given).

• If  the  less than half the space required is not available then  triple  the minimum to hit  scores
required.

• Otherwise if not enough space double all minimum to hit scores required. 

Back Stab (& Parrying)
Use this column any target either behind your character or that surprised you this round. It may also be
used to parry an opponents blow, rather than attack the opponent (this must be declared before the
start of the combat round). 

2nd Rank
This column specifies whether or not a weapon can be used from a 2nd rank. If it can be no personal adds
are added to any dice score in this case. 

Table 1. Hit Location Table Table 2. Body Area Damage table
STAB CUT THRUST CHOP % CON Ratio to: DEX STR SPEED

Head 1 1 1 1 - 2

🢂

10% 1: 2 1 -

Chest 2 - 3 2 - 3 2 - 4 3 - 5 50% 1: 1 1 1

Trunk 4 - 5 4- 5 5 - 6 - 30% 1: ½ ½ ½

Arms 6 6 - 6 10% 1: 1 2 -

Explanation of Table 2
% CON = the percentage of the total constitution attributed to that area of the body (Humanoids only,
others at the DM’s discretion) that is lost.

Ratio to: = the number of points lost from Dexterity, Strength and Speed for each point of constitution
lost.

Effect of Body Area Loss of Constitution
There  is  no  penalty  for  a  loss  of  Constitution  in  any  one body area  as  Table  2.  should  make this
unnecessary. If one area looses all it’s Constitution then all damage on that body area in future can only
affect  Dexterity, Strength and Speed (applying the ratio as if there was Constitution).

Effects of Exertion
Each time a character uses a  CHOP attack deduct one point from his/her  Strength  or a character is
carrying more than half the weight possible  for the individual to carry enters or engages in combat or
moves at full speed. Recovery being at one Strength point per one combat round of rest or two combat
rounds where the character does not use a CHOP attack or move at full speed encumbered and has not
suffered a loss of strength in combat in both rounds.


