LOTR CODA: Rules Revisions and Clarifications (V4.2)
Author: scott_metz@yahoo.com
Character Creation – Attributes: This revision amends Table 2.1 (p. 48) to prevent the 4-7 score range from being “min-maxed” so easily.  Change the table so that a score range of 0-1 yields a -3 modifier, a score range of 2-3 yields -2, a score range of 4-5 yields -1, and a score range of 6-7 has no modifier; other score ranges are unchanged.
Character Creation – Flaws and Free Ranks: This revision aligns initial flaws with their advancement value and limits the bonanza of free ranks based on Wits.  Each additional flaw taken during character creation lets you pick +2 ranks in an Order skill, +1 in any other skill, or one extra Order edge.  During character creation your free ranks in Racial Language and Lore skills are equal to your Wits x2 (instead of Wits x3 as written on p. 60).
Combat – Block/Parry: This revision better differentiates between Block and Parry (p. 229) and expands the range of possible outcomes.  Block is primarily used against unarmed attacks; there is a -2 penalty on the Unarmed Combat test to block an armed melee attack.  Parry can be used against any melee attack; you must have a melee weapon in hand in order to parry.  Using a shield grants a bonus to your Unarmed Combat test (for Block) or your Armed Combat test (for Parry, using the weapon you are wielding).  If the opponent’s attack misses, you defer the block/parry until you are successfully hit within the same combat round.  If you get an extraordinary success on a block/parry test, you may immediately make a free unarmed attack (or shield bash) that costs 1 action against that opponent at no penalty, or you may instead disarm that opponent (see Combat – Extra Successes).
Combat – Called Shots: This revision refines the rules and effects for “called shots” (p. 232).  Targeting a specific body part (such as the head/neck) imposes only a +6 TN penalty if the target is unarmored.  The penalty is +9 TN if the target is lightly armored (e.g., mail corslet) and +12 TN if heavily armored (e.g., mail hauberk).  A “called shot” to the head/neck is required for a stunning blunt attack.  A regular “called shot” attack to the head/neck inflicts +2d6 extra damage.  A “called shot” to an arm inflicts regular damage and imposes a -2 penalty to tests made using that arm, and a “called shot” to a leg inflicts regular damage and imposes a -4 penalty to Run and other movement tests; the penalties last until the wound is treated (Healing test TN = amount of damage inflicted) or until the Health points are naturally healed.  Most beasts are naturally lightly armored (heavily if they have natural damage reduction).
Combat – Extra Successes: This revision expands the range of possible outcomes, replacing the “maximum damage” effect as written (p. 231).  When you get a superior success on an attack test you inflict +1d6 extra damage, and on an extraordinary success you inflict +2d6 extra damage.  Instead of inflicting this extra damage, a player-character or feature NPC may choose one of the other listed special effects.  The attack still inflicts regular damage if “crippling wound”, “automatically gain initiative”, or “unhorse opponent” is selected, but no damage is inflicted if “break equipment”, “attack bonus”, or “defensive bonus” is selected; “crippling wound”, “unhorse opponent”, and “break equipment” all require an extraordinary success.  Alternatively, on an extraordinary success the attacker may choose to disarm the opponent’s weapon (or shield) instead of inflicting damage; if an unarmed attack disarms the opponent, then the attacker seizes the weapon (or shield).
Combat – Mounted Combat: Adapted from official errata, this revision clarifies mounted combat (p. 235-36).

· Horses with riders do not take separate actions.  The rider simply substitutes the horse’s movement for his own (Table 9.22; Canter and Run revised to cost 2 actions).  Movement requiring a Run test uses the rider’s Ride skill (or the horse’s, if it is higher) instead.  Ride tests are normally considered free actions, although if the horse is panicked (suffering from a fear effect) any required Ride test costs the rider one action.

· Horses with the Steady ability are less likely to panic (+3 bonus to their tests against fear), and horses with the War-trained ability are never panicked by mundane battle effects (noise, weapons, fire, etc.).

· A mounted attacker is in a fully advantageous position (-3 TN on Armed Combat tests) against a dismounted foe (this benefit is negated if the foe is armed with a long-reach weapon, like a pikestaff).  A rider normally cannot make unarmed attacks or armed attacks with a small weapon against a dismounted target.

· Attacking while moving increases the difficulty of any required Ride tests by +5 TN.  When making an attack during or immediately after moving (e.g., a mounted charge), the rider can substitute his horse’s STR for his own for the purposes of determining damage and the TN of the target’s test to avoid being knocked prone.
· A mounted charge uses the normal Charge rules with the same benefits and restrictions, except the rider can move up to the horse’s Run distance before making his attack.  A mounted charge still costs the rider 2 actions, but requires a Ride test (TN 10) instead of Run; on a disastrous failure the rider falls off the horse.  A rider with additional actions (from order abilities or edges) may use them to do other things before or after charging.

· If ever a rider falls off his horse (or is knocked off), he must make an Acrobatics or Jump test (TN 15) as a free action.  If he fails he takes 1d6+1 falling damage and lands on the ground prone; if he succeeds he does not take damage, and on a superior success or better he lands on his feet (instead of prone).

Combat – Reach Attacks: This revision makes it possible for a long-reach attack to hold an opponent at bay.  Large-size weapons (as well as an overly large beast’s unarmed attacks using its arms, legs, or tail) are considered long-reach attacks.  A long-reach weapon can keep distance between the attacker and target (generally 2 yards) and still attack normally.  If a combatant with a long-reach weapon chooses to delay (p. 228) and subsequently interrupts the actions of an opponent moving against him, he gets a +2 bonus on his first attack test against that opponent (unless the opponent also has a long-reach weapon), and on a complete success or better on his attack test the target’s movement is stopped short of reaching him (generally by 2 yards).  If stopped short, the opponent will need to spend 1 action to close the distance before he can attack—unless he has a long-reach weapon, too.  It is possible to delay from one round to the next in order to interrupt the actions of an opponent, though the delaying character still gets only his normal action allowance for the round (not for both rounds).

Combat – Special Maneuvers: The following rule rewrites expand special combat maneuvers, making them more detailed and balanced.  Each costs 1 action to attempt.  Text portions changed from the core rules are underlined.
· Sweep (p. 228): If two or three foes stand close together and are within your reach, you can try to attack all of them with one action (not 2 as listed on Table 9.14).  You make a separate attack roll against each target (maximum of three), rolling damage separately for each.  The attack test to hit the first target suffers a -2 penalty, the second -4, and the third -6.  If one target parries the attack, you cannot make further attack rolls.
· Grab (p. 229): This unarmed attack allows you to get a hold on an enemy.  You do not inflict damage when you first grab an opponent, but he now suffers a +5 TN penalty to any action tests other than trying to break free.  A grabbed combatant can use punch/kick or a small weapon (like a dagger) to attack (at +5 TN), but attacking with a larger weapon is impossible.  You keep hold of the target until you release him or he breaks free (by using 1 action to win an opposed STR test).  While you still hold the target, at a cost of 1 action you may squeeze/throttle the opponent (inflicting normal unarmed damage), actively maintain the hold (granting you a +3 bonus on the next opposed STR test), or throw the target.  A test is not required to actively maintain a hold or to squeeze/throttle a grabbed opponent.  Throwing a grabbed opponent to the ground (knocking him prone) or against a wall (stun effect) requires winning an opposed STR test and inflicts normal unarmed damage; you can choose to keep hold or let go of a thrown opponent.  Once you establish a hold, allies can join in as a combined test.  While you hold an opponent your own physical tests against other enemies can be hindered.  The bigger combatant in a grab gets +2 on the STR tests for each size level larger than his opponent.
· Trip (p. 230): This attack (usually unarmed, but the Narrator may permit certain weapons such as a staff to be used) allows you to knock an opponent to the ground.  If the attack test hits, no damage is inflicted but you and your target must make opposed Swiftness tests (at an action cost of 0 and no multiple-action penalty); you get a +1 bonus on the Swiftness test if you roll a superior success on the attack test to hit, +2 if you roll an extraordinary success.  If you win the Swiftness test your opponent falls to the ground and suffers penalties for being prone until he gets back up (at a cost of 1 action).  If the target gets a superior or better success on the opposed test, then the trip is reversed and the attacker is knocked prone instead.  The attacker gets a +1 bonus if using a staff, whip, or similarly appropriate weapon.  The target gets a +1 bonus for each pair of legs it has over 2.  The bigger combatant gets a +2 bonus for each size level larger than his opponent.
· Blunt Attack (p. 231-32): You can use a blunt weapon or blunt parts of a weapon to stun an enemy.  An unarmed attack can also be used to stun, though the target receives a +1 bonus on the Stamina test.  The target must be basically humanoid, you must be able to reach the head/neck and make a called shot (+12 TN if the target is heavily armored, +9 if lightly armored, +6 if unarmored).  The attack test uses STR, not NIM.  This attack does not inflict normal damage.  Instead, the target is knocked out for the duration roll if he fails the Stamina test (Table 9.17); the duration roll is doubled on a complete failure, quadrupled on a disastrous failure.  On a marginal or complete success he remains conscious but suffers a -1/-3/-5 test penalty (instead of -5/-9/-12 as written) for the duration roll, only ½ of the duration roll on a superior success, ¼ on an extraordinary success.  If struck by multiple stun attacks, the effects do not stack (apply only the worst penalty/duration).
Combat – Unarmed Damage: This revision makes unarmed damage more realistic.  Base damage for unarmed attacks (p. 229) by most creatures is 1d6.  Hobbits and creatures of similar size inflict only 1d3 base damage, and only +1d3 bonus damage on a superior success and +1d6 on an extraordinary success (instead of +1d6 and +2d6).  Additionally, this revision allows Power Attack (p. 228) to be applied to regular unarmed attacks (representing heavy kicks, hard body slams, etc.).
Movement (Tactical): Adapted from official errata, the revised chart below amends Table 9.1 (p. 214):
	Action
	Cost
	Effect
	Test

	Step/Crawl
	0/1
	Move up to 2 yards
	No test

	Walk
	1
	Move up to 6 yards (4 for small characters)
	No test

	Jog
	1
	Move up to 9 yards (6 for small characters)
	No test

	Run
	2
	Move up to 27 yards (18 for small characters)
	Run test

	Sprint
	F/R
	Move up to 40 yards (27 for small characters)
	Run test


Step lets your character move 2 yards as a free action once in a round, but that must be his only movement for the entire round.  Crawl and Walk are cautious moves used when faster movement is impossible (e.g., fighting in a low tunnel, on icy ground, etc.).  Jog is the typical way to move in combat.  Run and Sprint represent all-out movement and require a Run test (TN 10 plus situational modifiers).  On a superior success you can move up to 50% farther, 100% farther on an extraordinary success; if you fail the Run test you can only move up to ⅔ the maximum distance, and on a disastrous failure you trip and fall prone.  Sprint is a full-round action, and you cannot be encumbered with a very heavy load.  Movement cannot be taken as additional actions (you can only use your action allowance).
Movement – Charge: This rule rewrite clarifies Charge (p. 228).  Text portions changed from the core rules are underlined.  You must move at least three yards and then make an attack test.  You receive a +1 bonus to the attack test, but you suffer -3 on dodge and block/parry attempts for the rest of the round.  If your attack hits, you multiply the damage inflicted by x1.5 and force the target to make a STR test (TN = your STR +2) to avoiding being knocked prone.  If the target attacks the charger during the charge or later that round and the charger does not attempt to dodge or block/parry the attack, the opponent receives a +1 attack bonus.  Charge costs 2 actions and combines double movement and an Armed Combat or Unarmed Combat attack into a single maneuver.  You can move up to twice your Jog distance before making your attack.  Charge requires a Run test (TN 10 plus situational modifiers).  If you fail the Run test you still move and attack (and suffer the above penalties), but you do not get the +1 attack bonus, inflict extra damage, or knock the target prone; on a disastrous failure you trip and fall prone.
Movement – Push and Overrun: The core rules do not cover how to forcibly move past opponents.  Using this new rule, you can attempt to push an opponent a short distance or overrun his position.  Push and Overrun cost 2 actions, impose a -3 penalty on dodge or block/parry tests you make for the remainder of the round, and opponents can get a +1 test result bonus to attack you (as with Charge).  The bigger combatant in a Push or Overrun test gets a +2 bonus for each size level larger than his opponent.

· Push is resolved by making an opposed STR attribute test, and if you move at least 3 yards to reach the target your STR modifier is increased by x1.5 (round up, minimum +1 increase).  If you win the test you push your target 2 yards in the desired direction, 4 on a superior success or better, and on an extraordinary success the target must also make a STR test (TN = your STR +2) to avoid being knocked prone; if your opponent wins the test, then you must make a STR test (TN = the opponent’s STR +2) to avoid being knocked prone.  You may move twice your Jog distance to reach the target as part of a Push attempt, and you may choose to move with your target the same distance you push him.

· Overrun is resolved by making the same STR test as Push.  If you win the test, you may move twice your Jog distance unimpeded by your target; on an extraordinary success the target may be knocked prone (as with Push).  If your opponent wins the STR test you are stopped in front of him, your movement ends for the round, and you also must make a STR test to avoid being knocked prone (as with Push).
Misc. – Armor and Shields: This revision clarifies important details about armor (p. 208).

· A hauberk adds +5 lbs. to the weight listed (instead of imposing a -1 penalty to NIM tests as written).

· An appropriate helmet is assumed to be part of all armor heavier than a leather corslet.  Wearing the helmet protects against a “called shot” to the head/neck: you are considered unarmored (+6 TN) while wearing no armor or just a leather corslet, you are considered lightly armored (+9 TN) while wearing any mail corslet or leather hauberk and the included helmet (mail coif or basinet), and you are considered heavily armored (+12 TN) while wearing any mail hauberk and the included helmet (great helm or casque).

· You reduce the armor’s weight by 5 lbs. if you do not wear the included helmet, but you are considered unarmored against a “called shot” to the head/neck (and if hit your armor’s Damage Absorbed will not apply).

· A large shield weighs up to 12 pounds and is man-sized; a small shield weighs up to 8 pounds and is man-sized (treated as a large shield when used by small-sized characters); a small shield for small-sized characters weighs only half as much, but it grants only +1 parry bonus/-1 ranged attack modifier if used by a man-sized character.

Misc. – Combat Skills: This revision clarifies the combat skill groups (p. 119).  Armed Combat consists of Hafted Weapons (axes, clubs, maces, hammers), Hilted Weapons (swords, daggers, knives), and Pole Weapons (spears, pikes, staffs).  Ranged Combat consists of Bows and Thrown Weapons (including spears).  Unarmed Combat consists of Wrestling and Brawling (which includes Shield Bash attacks and other body slams using heavy objects).
Misc. – Encumbrance: This revision amends Tables 9.2 (p. 215) and 9.40 (p. 249), making encumbrance more gradual and the penalties better balanced.  For overland travel (p. 252), a light load is up to STR x5 pounds and a moderate load is treated as heavy.  Encumbrance can also affect physical tests involving athletic movement or flexibility such as jumping or climbing (+2 TN per level above light).

	Load (in pounds)
	Movement Penalty
	Weariness Modifier

	Light (up to STR x5)
	None
	None

	Average (STR x10)
	None
	+5 TN

	Moderate (STR x15)
	¾ normal pace
	+5 TN

	Heavy (STR x20)
	½ normal pace
	+10 TN

	Very Heavy (STR x30)
	½ normal pace; cannot Sprint
	+15 TN


Misc. – Natural Healing: This revision modifies natural healing so that both quicker recovery and deterioration from infection are possible.  At the end of every week a wounded character must make a Stamina test at TN 10, modified by the injury penalty (replacing Table 9.36 on p. 247).  The character heals additional Health points based on degree of success (3 on extraordinary, 2 on superior, 1 on complete, and 0 on marginal) plus his Vitality modifier (a minimum of 0).  On a failure the character’s wounds become infected and he suffers an additional 1d6 damage, 2d6 on a complete failure, 3d6 on a disastrous failure (there is no set time during the day at which the Stamina test must be made, so a dying character’s final moment can come at a dramatically appropriate time or, if randomness is desired, 4d6 hours after midnight).  If a character is under the care of a healer, he gets to make a bonus Stamina test to heal extra damage (a minimum of 0); a failure on this bonus Stamina test is ignored (no damage is suffered).
Misc. – Vala Virtue, Power of Words: This revision adds more Valar whose names can be invoked; these eight are the Aratar (“High Ones”).  Each Vala provides the following special benefits if selected for Vala Virtue (p. 87):

· Varda the Lady of the Stars, patroness of the Elves, who call her Elbereth Gilthoniel: see core rules (p. 87).

· Oromë the Hunter, Lord of Forests, who frequented Middle-earth in the Elder Days: see core rules (p. 87).
· Manwë the Elder King, the chief Vala, brother of Melkor (who became Morgoth), and mate of Varda: +1 to Insight and Inspire tests, and +1 to spell tests involving light and the Secret Fire.

· Ulmo the Lord of Waters: +2 to Sea-craft and Swim tests, and +1 to spell tests involving weather and water.

· Aulë the Smith, creator and patron of the Dwarves, and mate of Yavanna: +2 to Smithcraft and Stonecraft tests, and +1 to spell tests involving smoke and fire.

· Yavanna, protector of nature, creator of the Two Trees (Telperion and Laurelin), and mate of Aulë: +2 to Track and Weather-sense tests, and +1 to spell tests involving beasts and birds.

· Mandos, Keeper of the Houses of the Dead, brother of Nienna: +2 to Healing tests, and +1 to spell tests involving healing and restoring life or strength.

· Nienna, who teaches pity and endurance, sister of Mandos: +1 bonus to all Stamina tests to resist Weariness, and +1 to all Wisdom and Willpower tests against evil powers.

Optional – Attacks as Additional Actions: With this optional rule heavy weapons (those that roll 2 or more dice for base damage) and weapons with special attacks (like the whip) cannot be used to make attacks as additional actions over your normal action allowance for the round.  Light weapons (those that roll only 1 die for base damage) and unarmed attacks can be used to make attacks as additional actions.  Abilities or edges that give you a specific bonus action can let you to make additional attacks with a heavy weapon.

Optional – Damaged Armor: This optional rule provides a simple method for keeping track of damaged armor.  Armor has a Damage Threshold equal to its Damage Absorbed rating +7.  If the damage dealt by a regular Armed Combat or Ranged Combat attack exceeds the Damage Threshold, then one “chink” is inflicted on the armor; two chinks are inflicted if the damage dealt exceeds twice the threshold, three chinks if it exceeds three-times, etc.  Each chink reduces the armor’s Damage Absorbed rating against subsequent attacks by 1 (which, in turn, reduces the Damage Threshold).  Armor can be repaired by making a Smithcraft (Armoursmith) test at TN 5 per chink (plus situational modifiers) with a time interval of 1 hour per chink.  The degree of success modifies the time interval (Table 9.11 on p. 220); a complete failure on the test inflicts one more chink on the armor, two more on a disastrous failure.  Armor is completely destroyed if its Damage Absorbed rating is ever reduced to 0.
Optional – Heroes in Army Battles: This optional rule expands the role of heroes in battles between armies.
· If using the “Basic Rules” for battles (p. 238-29), each hero participating in combat for the round can make an attack test (using whatever weapon they wish) at a TN equal to the Defence of the enemy force’s most numerous type of combatant.  Alternatively, he can make an Inspire test (TN 15) instead.  These are treated as combined tests (p. 225) that add a bonus to the army commander’s 2d6 + Siegecraft roll that round.  A hero can spend multiple actions to make multiple tests, but only the best result is kept.
· When declaring his participation in battle for the round, the hero must specify whether he is fighting in the outskirts of battle (-4 to his attack test), thick of battle (+0), or heart of battle (+2 bonus to his attack test).
· If fighting on the outskirts, the hero suffers one strike from the enemy’s most numerous type of combatant; in the thick of battle, he also suffers a second strike from the enemy’s next-most numerous type of combatant; in the heart of battle, he also suffers a third strike from the enemy’s most powerful type of combatant.  The hero’s remaining or additional actions can be used to dodge or parry the enemy strikes.

· If a hero is the army’s commander, he does not make the combined test described above.  Instead, he spends an action (only one) making the 2d6 + Siegecraft roll for the whole army, applying the modifier from his specified position in the fight (outskirts, thick, heart) to the result.  The army’s commander faces enemy strikes depending on his position in the fight; he can spend any remaining or additional actions to dodge or parry.

· If the army’s commander is killed or incapacitated, a designated lieutenant can take over as commander and make the subsequent 2d6 + Siegecraft rolls, but at a -4 penalty due to the loss of morale.  If there is no designated lieutenant, then other heroes can spend an action making an Inspire test (TN 10, +5 for each additional commander struck down) to rally the soldiers and take charge (the army obeys the hero who succeeds with the highest test result).  Without a commander the army gets an automatic 0 on its 2d6 + Siegecraft rolls.
· If using the “Unit Combat” system (p. 239-41), the heroes’ tests (whether as army commander or as supporting combined tests) only apply to the specific unit they are with.  The enemy strikes they face in return (based on their position in the fight) come only from the target enemy unit their own unit is attacking.

Optional – Horde Creatures: This optional rule manages large groups of creatures in combat more easily.  If a creature in a horde takes damage equaling half or more of its Health Levels (round up) in a single blow, it falls mortally wounded (removed from combat).  If it takes damage equaling at least two Health Levels in a single blow, it is seriously wounded (and will flee the battle on its next action).  If it takes damage equaling at least half of its Health score (round up) in a single blow, it is lightly wounded.  Any attack that inflicts less damage than half its Health score is a glancing blow that is ignored.  A horde creature lightly wounded twice becomes seriously wounded, and a lightly wounded creature that is seriously wounded becomes mortally wounded.  A horde creature seriously wounded twice, or that is seriously wounded and then lightly wounded, becomes mortally wounded.  Horde creatures do not track Health boxes individually and do not suffer penalties for losing Health Levels.  

Optional – Rolling Double Ones: This optional rule makes it possible for even highly skilled heroes to fail at tasks due to bad luck.  Whenever double ones are rolled on the dice for any test, you must roll 1d3 and subtract it from the test result.  If this die rolls another 1 (but not 2-6), roll another 1d3 and subtract it, repeating this process until something other than a 1 is rolled.  These penalty rolls can reduce the test result to a negative number.

Optional – Sleeping in the Rough: This optional rule makes camping out in the wilderness more trying and tiring.  A character recovers Weariness from the previous day normally, but upon waking after sleeping in the rough he must make a Stamina test at TN 5 plus modifiers for any of the following conditions that apply: sleeping on the ground without any bedding (+5), insufficient or interrupted sleep (+5), not sufficiently protected against cold weather, wind, or rain (+5), insufficient food or water (+5), sleeping in leather armor (+5) or in mail armor (+10).  On any degree of success, the character does not suffer any additional Weariness; on a failure the character suffers 1 level of Weariness (2 levels on a disastrous failure).
Edge – Agile (New): Through training, battle experience, or natural reflexes, you make a difficult target to hit in combat.  Requisite: Nimbleness 10+, Dodge edge.  Effect: Your Defence is increased by +1.  Improvement: You may select this edge up to two times, increasing your Defence by +2 maximum.

Edge – Quick Draw (Revision): The edge functions as written in the core rulebook, except that it only provides one free action per round (even if taken multiple times).  This free action can be used to ready an arrow in a bow.

Errata – Armed Combat Weapons: Using official errata amending Table 8.2 (p. 205), these revised charts are formatted to fit right over the charts in the book and align with the other columns.  As a realistic and balanced revision, the hammer’s Parry Bonus can be changed to -1 and the mace’s to +0, since a mace costs and weighs more.
	Weapon
	Damage*
	Parry Bonus

	     Axe, Battle
	2d6+4
	+1

	     Axe, Great(
	3d6+2
	+1

	     Club
	1d6+1
	+1

	     Dagger
	1d6+2
	-2

	     Dagger, Long Knife
	1d6+3
	+0

	     Dagger, Orc
	1d6+3
	+0

	     Hammer
	2d6+1
	+0

	     Mace
	2d6+1
	-1

	     Mattock(
	2d6+4
	+1

	     Pikestaff(
	2d6+1
	+0

	     Shield (Bash)
	1d6+1
	+3 or +5

	     Spear
	2d6+3
	+1

	     Staff
	1d6+2
	+2

	     Sword, Longsword
	2d6+5
	+1

	     Sword, Longsword, Orc
	2d6+5
	+1

	     Sword, Scimitar
	2d6+3
	+1

	     Sword, Short Sword (Eket)
	2d6+1
	+0

	     Whip
	1d3+Grapple
	-3

	Damage*

	2d6

	See ‘Arrow’

	See ‘Arrow’

	See ‘Arrow’

	1d6+2

	2d6+4

	2d6+3

	1d6


