DMDAVE'S MASS COMBAT RULES V1.2

A/ wo armies face each other from across the
battlefield. On one side: gleaming knights
mounted on barded war horses, long-bearded
mages waiting to lob spells, mangonels and
ballistas armed and ready, griffon riders, elven
scouts, and metallic dragons. On the other
side: fierce goblins, brutish ogres, wicked

cultists, hungry wolves, and winged demons.
Mass combat is a staple of any great fantasy story, and
Fifth Edition should be no different.
The optional rules in this article pertain to running large
scale combats with dozens, if not hundreds of combatants.
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PLAYTEST CONTENT
The material here is presented for playtesting and to spark
your imagination. These game mechanics are in draft form,
usable in your campaign but not refined by final game design
and editing. They aren’t officially part of the game.
Constructive feedback is welcome and appreciated in either
comments or social media. If you can give me a valid reason
with examples why something is off, 9/10 I'm likely to make
changes to the content and credit you for doing so.
Otherwise, feedback without anything to back it up gets
ignored (or at most a smile emoji like this () ) Thanks!

MAsS COMBAT PARTICIPANTS

In a mass combat encounter, there are two main types of
participants: units and individual creatures.

UNITS

A unit consists of eight creatures of the same type. The type
of creature that makes up the unit is known as the base
creature. In order to create a unit, you must add the mass
combat unit template to the base creature, detailed below.

INDIVIDUAL CREATURES

An individual creature is a character or monster that
operates by itself on the battlefield. Some individual creatures
may become heroes. Huge and Gargantuan creatures can
only be individual creatures and may not create units.

Hero. A hero is an individual creature that moves and
takes actions in initiative order without requiring an issued
command. All characters are heroes. The GM may also run
heroes on the opposing forces made up of commanders,
specialists, and other independent NPCs and monsters. All
legendary monsters are heroes.

Siege Weapons. In addition to units and heroes, armies
can also employ siege weapons in mass combat. Siege
weapons include trebuchets, catapults, ballistas and other
weapons that deal heavy damage at long range. Siege
weapons count as individual creatures.

MAss CoMBAT UNIT
TEMPLATE

Any Large or smaller non-legendary creature in Fifth Edition
can become a unit. The following characteristics change or
are added to a creature that becomes a unit.

Size. When it becomes a unit, the base creature's size
changes as follows:

e [f the base creature is Tiny, the unit's size is Small

e If the base creature is Small or Medium, the unit's size is
Large.

¢ If the base creature's size is Large, the unit's size is
Gargantuan.

Armor Class. The unit uses the same AC as the base
creature.

Hit Points. The base creature has unit hit points instead of
normal hit points. Unit hit points equal the base creature's hit
point average divided by 5, rounded down (minimum of one).
For example, a unit of Ogres would have 11 unit hit points
(59/5=11).

Speed. The unit's speed is the same as the base creature's.

Ability Scores. The unit's ability scores are the same as
the base creature's.

Initiative Score. Units have their own initiative score

Morale Bonus. A unit gains a morale modifier which is a
number added to the d20 roll made to prevent unit's from
breaking during combat. A unit's morale modifier is equal to
the base creature's Wisdom modifier + its current unit hit
points + any one hero within 30 feet's Charisma modifier (if
any).

Saving Throws. The unit's saving throw modifiers remain
the same as the base creature's.

Skills. The unit's skill modifiers remain the same as the
base creature's. If an ability check would normally gain
benefits from the Help action, the unit automatically receives
advantage on the check. For example, if a unit is trying to
knock down a barred door, it makes its Strength check with
advantage.

Vulnerabilities, Resistances, and Immunities. The unit
maintains all of the base creature's vulnerabilities,
resistances, and immunities.

Senses. Any special senses that the base creature has the
unit has as well In addition, the unit is always considered to
have advantage on its Perception rolls. The base creature's
passive Perception increases by +5.

Languages. The unit's languages are the same as the base
creature's.

Challenge. Units do not have a traditional challenge rating.
If a unit is used outside of a mass combat encounter,
reference the Creating a Monster rules in chapter 9 of the
DMG for details.

Traits. The unit keeps any traits that the base creature has.
However, some of the effects may be altered (details
forthcoming in a future article).



The unit gains the Unit trait as follows (be sure to change the
size and creature type):

Unit. The unit can occupy a Medium or smaller creature's
space and vice versa, and the unit can move through any
opening large enough for a Medium drow. The unit can't
regain hit points or gain temporary hit points, and if the unit
has half its unit hit points or fewer, it makes its attacks rolls,
ability checks, and saving throws with disadvantage.

Spellcasting and Innate Spellcasting. Units cannot cast
spells. However, if a spellcaster has an at-will spell or innate
spell attack, it can use that spell as one of its actions. For
example, a unit of acolytes can cast sacred flame as an
action, targeting a creature or unit with 60 feet of it.

Multiattack. If the base creature has multiattack, the unit
also has multiattack.

Attacks. The unit keeps the base creature's attack bonus,
reach, and range.

A unit may also make a melee attack against any hostile
creature that is sharing the same space as the unit.

Attacks are made by rolling to hit as normal. On a hit, the
unit deals its unit damage (see below). On a miss, the unit
deals half its unit damage (rounded down). If rounding down
would reduce the unit's damage to 0O, the attack has no effect.

Damage. Instead of rolling for damage, a unit deals unit
damage when attacking another unit. Unit damage is equal to
the base creature's normal average damage for the attack
divided by 5 (minimum of one). For example, a Gargantuan
unit of ogres would deal 2 bludgeoning unit damage with its
great clubs (13/5 = 2).

If the attacking unit targets an individual creature,
fortification, or siege weapon, it deals damage equal to its
unit damage times 20 on a hit. On a miss, the unit deals
damage equal to its unit damage times 10.

Actions. Any extra actions or reactions that the base
creature has may or may not be included with the unit's
actions depending on the action or reaction's effect.

THE ORDER OF COMBAT

A typical mass combat encounter is a clash between two
sides, typically armies, that employ militia, special units,
mounted combatants, archers, siege weapons, and heroes.
The game organizes the chaos of mass combat into a cycle of
rounds and turns.

A round represents about 6 seconds in the game world.
During a round, each hero in a battle takes a turn. Non-hero
individual creatures and units do not take their own turns,
but instead, move and take actions when commanded to by
heroes, or as part of the Clean-Up phase.

The order of turns is determined at the beginning of a
combat encounter when all heroes (characters and opposing
combatants) roll initiative. Once everyone has taken a turn,
there is a Clean-Up phase, and then the fight continues to the
next round if neither side has defeated the other.

SURPRISE

The GM determines who might be surprised. If neither side
tries to be stealthy with any of its units or heroes, they
automatically notice each other. Otherwise, the GM
compares the Dexterity (Stealth) check of any hero or unit
hiding with the passive Wisdom (Perception) score of the
opposing side.

Any unit or hero that doesn't notice a threat is surprised at
the start of the combat. If a hero notices a threat, it can alert
a number of units within 30 feet of it equal to its Charisma
modifier.

If a unit or a hero is surprised, it can't move or take an
action on its first turn of the combat, and it can't take a
reaction until that turn ends.

Drow UNIT

Large unit of Medium humanoids (elf), neutral evil

Armor Class 15 (chain shirts)
Unit Hit Points 2
Speed 30 ft.

|

STR DEX CON INT WIS CHA
10 (+0) 14 (+2) 10(+0) 11 (+0) 11 (+0) 12 (+1)

Senses darkvision 120 ft., passive Perception 10
Languages Undercommon

Fey Ancestry. The unit has advantage on saving throws
against being charmed, and magic can't put the unit to
sleep.

Unit The unit can occupy a Medium or smaller
creature's space and vice versa, and the unit can move
through any opening large enough for a Medium drow.
The unit can't regain hit points or gain temporary hit
points, and if the unit has half its unit hit points or
fewer, it makes its attacks rolls, ability checks, and
saving throws with disadvantage.

Sunlight. While in sunlight, the unit has disadvantage
on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

Actions

Shortswords. Melee Weapon Attacks: +4 to hit, reach
10 ft., one unit or target in range or one target in the
unit's space. Hit: 1 piercing unit damage or 20 piercing
damage if the target is a creature. Miss: O unit damage
or 10 piercing damage if the target is a creature.

Hand Crossbows. Ranged Weapon Attacks: +4 to hit,
range 30/120 ft.,, one unit or target within range. Hit: 1
piercing unit damage or 20 piercing damage if the
target is a creature, and the target must succeed on a
DC 13 Constitution saving throw or be poisoned for
one hour. If the target is a creature, it automatically
fails its saving throw. If the saving throw fails by 5 or
more, the unit or creature falls unconscious. Miss: O
unit damage or 10 piercing damage if the target is a
creature and the creature must make the
aforementioned saving throw.




MASS COMBAT INITIATIVE

Initiative determines the order of heroes during combat.
When combat starts, every hero makes an Intelligence check
to determine their place in the initiative order. The GM
makes rolls for each of the opposing side's heroes as well
Units and non-hero individual creatures do not roll initiative.

The GM ranks the heroes in order from the one with the
highest Intelligence check total to the one with the lowest.
This is the order (called the mass combat initiative order) in
which they act during each round. The initiative order
remains the same from round to round.

If a tie occurs, the GM decides the order among tied GM-
controlled heroes (including NPCs supporting the
characters), and the players decide the order among their tied
characters. The GM decides the order if the tie is between
one of the opposing side's heroes and a player character.
Optionally, the GM can have the tied characters and GM-
controlled heroes each roll a d20 to determine the order,
highest roll going first.

YOUR TURN

On your turn, you can move your hero a distance up to your
speed and take one action. You decide whether to move first
or take your action first. Your hero's speed-sometimes called
your walking speed-is noted on your character sheet.

The common actions your hero can take are described in
the "Actions in Mass Combat' section later in this chapter.
Many class features and other abilities provide additional
options for your hero's action.

The "Movement and Position" section later in this article
gives the rules for your hero's move.

You can forgo moving, taking an action, or doing anything
at all on your turn. If you can't decide what to do on your turn,
consider taking the Dodge or Ready action, as described in
"Actions in Combat" section of chapter 9 of the PHB.

BoNuUs ACTIONS, REACTIONS, AND OTHER
ACTIVITIES
For individual creatures, bonus actions, reactions and other
activities function the exact same way that they do in
traditional Fifth Edition combat encounters, however, some
effects may be limited by the mass combat rules.

The rules for units are slight modified:

¢ A unit may use its bonus actions (if any), but only if a hero
has commanded it to do so. A unit may only use one
bonus action per turn.

¢ A unit may use any additional flourishes available to it if
a hero has commanded it to do so.

¢ A unit may take reactions (including attacks of
opportunity) without being commanded to do so. A unit
only has one reaction per turn as normal.

MOVEMENT AND POSITION

In mass combat, units and individual creatures are in
constant motion, often using movement and position to gain
the upper hand.

On your turn, you can move your hero a distance up to your
speed. You can use as much or as little of your hero's speed as
you like on your turn, following the rules.

If you are part of a unit, you and the unit move as one up
the unit's speed even if your speed is less than the unit's
speed.

Any unit that you command using the Command action can
also move a distance up to the unit's speed.

Individual creature and unit movement can include
jumping, climbing, and swimming. These different modes of
movement can be combined with walking, or they can
constitute the unit or individual creature's entire move.
However the unit or individual creature moves, it deducts the
distance of each part of its move from the speed until it is
used up or until it is done moving.

BREAKING Upr THE MOVE

An individual creature or unit can break up movement during
its move, using some of its speed before or after its action.
For example, if a unit has a speed of 30 feet, it can move 10
feet, take its action, and then move 20 feet.

MOVING BETWEEN ATTACKS

If a unit or individual creature takes an action that includes
more than one weapon attack, it can break up its movement
even further by moving between those attacks. For example, a
unit of dwarves that can make two attacks with the
Multiattack trait and has a speed of 25 feet could move 10
feet, make an attack, move 15 feet, and then attack again.

USING DIFFERENT SPEEDS
If a unit or individual creature has more than one speed, such
as a walking speed and a flying speed, it can switch back and
forth between the speeds during its move. Whenever it
switches, subtract the distance it's already moved from the
new speed. The result determines how much farther it can
move. If the result is O or less, it can't use the new speed
during the current move.

For example, if a unit of griffon riders has a speed of 30
and a flying speed of 80, it could fly 20 feet, then walk 10 feet,
and then leap into the air to fly 60 more feet.

Di1FFicuLT TERRAIN

Difficult terrain can include overgrown gardens, uneven
grounds, or sucking mud.

Every foot of movement in difficult terrain costs 1 extra
foot. This rule is true even if multiple things in a space count
as difficult terrain.

Low furniture, rubble, undergrowth, steep stairs, snow, and
shallow bogs are examples of difficult terrain. The space of
another creature, whether hostile or not, also counts as
difficult terrain.

BEING PRONE

Combatants often find themselves lying on the ground, either
because they are knocked down or because they throw
themselves down. In the game, they are prone.

An individual creature or unit can drop prone without
using any of its speed. Standing up takes more effort; doing
so costs an amount of movement equal to half the creature or
unit's speed. For example, if a unit of ogres' speed is 30 feet, it
must spend 15 feet of movement to stand up. A creature or
unit can't stand up if it doesn't have enough movement left or
if its speed is 0.



To move while prone, an individual creature or unit must
crawl or use magic such as teleportation. Every foot of
movement while crawling costs 1 extra foot. Crawling 1 foot
in difficult terrain, therefore, costs 3 feet of movement.

MoVvING AROUND OTHER CREATURES
AND UNITS

The following are rules for moving through and around
creatures and units.

INDIVIDUAL CREATURES
An individual creature can move through a nonhostile
individual creature's or unit's space. An individual creature
can move through a hostile creature's space only if the
creature is at least two sizes larger or smaller than the hostile
creature. An individual creature can move through a hostile
unit's space, however, doing so provokes an attack of
opportunity from the unit.

Remember that another creature's or unit's space is
difficult terrain.

If a hero enters the same space as a nonhostile unit, it can
choose to join the unit as a free action.

UNITS

A unit can move through a nonhostile individual creature's or
unit's space. A unit can move through a hostile individual
creature's or unit's space if the creature or unit is at least one
size smaller than the unit.

A unit cannot willingly end its move in a another unit's
space.

If a unit enters the same space as a nonhostile hero and
ends its turn sharing the hero's space, the hero can willingly
join the unit at the start of its turn.

A unit can use the Attack action to make an attack against
a nonfriendly creature that it shares the same space with as
either a part of a command or during the Orders step of the
Clean-up phase.

HEROES JOINING UNITS

A hero can join a unit if it moves into a friendly unit's space.
When a hero joins a unit, it cannot be targeted by melee or
ranged weapon attacks. The hero can use the Command
action to control the unit and other units as normal, but
cannot take any other actions unless it leaves the unit.

FLYyING MOVEMENT

Flying creatures and units enjoy many benefits of mobility,
but they must also deal with the danger of falling. If a flying
creature or unit is knocked prone, has its speed reduced to 0,
or is otherwise deprived of the ability to move, the creature or
unit falls unless it has the ability to hover or it is being held
aloft by magic, such as by the fly spell.

CREATURE SIZE

Each individual creature and unit takes up a different amount
of space. The Size Categories table in chapter 9 of the PHB
shows how much space a creature of a particular size
controls in combat. Objects sometimes use the same size
categories.

SPACE

An individual creature's or unit's space is the area in feet that
it effectively controls in combat, not an expression of its
physical dimensions. A typical Medium creature isn't 5 feet
wide, for example, but it does control a space that wide. If a
Large ogre stands in a 10-foot wide doorway, other creatures
can't get through unless the ogre lets them.

An individual creature's or unit's space also reflects the
area it needs to fight effectively. For that reason, there is a
limit to the number of creatures or units that can surround
another creature or unit in combat. Assuming Medium
combatants, eight creatures can fit in a 5-foot radius around
another one. Because larger creatures take up more space,
fewer of them can surround a creature. If five Large creatures
crowd around a Medium or smaller one, there's little room
for anyone else. In contrast, as many as twenty Medium
heroes or units can surround a Gargantuan hero or unit.

SQUEEZING INTO A SMALLER SPACE

An individual creature or unit can squeeze through a space
that is large enough for a creature one size smaller than it.
Thus, a Large creature or unit can squeeze through a
passage that's only 5 feet wide. While squeezing through a
space, a creature or unit must spend 1 extra foot for every
foot it moves there, and it has disadvantage on attack rolls
and Dexterity saving throws. Attack rolls against the creature
or unit have advantage while it's in the smaller space.

HERO ACTIONS IN MASS
COMBAT

When you take your action on your turn, you can take one of
the actions presented in the PHB, one of the actions
presented here, an action you gained from your class or a
special feature, or an action that you improvised.

When you describe an action not detailed elsewhere in the
rules, the GM tells you whether that action is possible and
what kind of roll you need to make, if any, to determine
success or failure.

The actions normally available to a character in the PHB
are available to a hero during mass combat. However, there
are two additional action options available to heroes while in
mass combat: Challenge and Command.

CHALLENGE

You can target one unit within 5 feet of you that you can see.
You must then make a Charisma (Intimidation) check
contested by the unit leader's Wisdom (Insight) check. If you
are successful, you may enter the target unit without
provoking an attack of opportunity. While within the target
unit, you cannot be targeted by the unit's attacks and the unit
cannot move or take actions. You may then fight the target
unit's leader (either an enemy hero that is present within the
target unit or an individual unit using the base creature's
normal stats). If you defeat the unit's leader, the unit
automatically becomes broken (see "Morale Saving Throws"
below). If you leave the unit, the unit can move and take
actions again as normal



COMMAND

You can command a number of units within 30 feet of you
equal to your Charisma modifier (minimum of one). In
addition, you automatically Command any unit that you have
joined. You cannot command any unit that already has an
Activated token on it, or is incapacitated.

While under your command, the unit takes its turn during
your turn. The unit moves to where you want it to using the
normal movement rules, and it can take the Attack, Dash,
Defend, Guard, Hide, or Rally unit action.

You can only use the Rally action on broken units. See
details in the "Morale Saving Throws" section of this article.

After you command a unit, place an Activated token on the
unit to signify that it cannot be commanded again until the
next round.

UNIT ACTIONS IN MASS
COMBAT

A unit can only take actions in a round if it is commanded by
a hero. A unit not commanded by a hero can only take
reactions or follow any previously issued command such as
Defend or Guard during the Orders step of the Clean-Up
Phase. When Commanded, the unit can take one of the
actions presented here, or an action that the hero improvises.
Many monster units have action options of their own in their
stat blocks.

ATTACK

The most common action a unit takes in combat is the Attack
action. With this action, the unit makes one melee or ranged
attack. See the "Making an Attack" section for the rules that
govern attacks.

Certain features, such as Multiattack, allow the unit to
make more than one attack with this action.

DAsH

When the unit takes the Dash action, it gains extra movement
for the current turn. The increase equals the unit’s speed,
after applying any modifiers. With a speed of 30 feet, for
example, the unit can move up to 60 feet on its turn if it
dashes.

Any increase or decreases to the unit's speed changes this
additional movement by the same amount. If the unit's speed
of 30 feet is reduced to 15 feet, for instance, the unit can
move up to 30 feet this turn if it dashes.

DEFEND

When a unit takes the Defend action, it focuses entirely on
avoiding attacks. Place a Defend token on the unit. Until the
unit is commanded again, any attack roll made against the
unit has disadvantage as long as the unit can see the attacker,
and it makes Dexterity saving throws with advantage. The
unit loses this benefit if it is incapacitated or its speed drops
to 0. While defending, the unit does not make attacks during
the Clean-Up phase during the Orders step. If the unit is
commanded to perform a different action on a subsequent
round, remove its Defend token.

GUARD

When a unit takes the Guard action, it focuses entirely on
attacking enemies that come within range of it. Until the unit
is commanded again, it makes an attack against the nearest
enemy unit within its reach or range during the Orders step
of the Clean-up Phase. Unless a unit is incapacitated, broken,
or defending, it is automatically considered to have taken the
Guard command.

Hipe

When a unit takes the Hide action, it makes a Dexterity
(Stealth) check in an attempt to hide, following the rules in
chapter 7 of the PHB for hiding. If successful, the unit gains
certain benefits, as described in the "Unseen Attackers and
Targets" section later in this chapter.

RALLy

When a unit is commanded to rally, before it moves, the unit
must make a Morale saving throw and adds your Charisma
modifier to the roll On a failure, the broken unit must use its
full movement to move towards the edge of the battlefield. On
a success, you can move the unit to where you want.

ATTACKS BY CREATURES

The rules for creatures making attacks against other
creatures is the same as detailed in chapter 9 of the PHB.
However, the rules for a creature making an attack against a
unit have a few modifications as detailed below.

TARGETING A UNIT

A creatire cannot target a unit with an attack that targets only
one creature or target such as a melee weapon attack or
ranged weapon attack. However, if the creature has a spell or
other effect that targets an Area of Effect, it can target the
unit with the following restrictions:

o [f the attack's area covers 100% of the unit as well as each
space within 5 feet of the unit, completely enveloping it,
the creature makes its attack roll against the unit with
advantage or the unit makes its normal saving throw
against the attack with disadvantage. For example, if a
wizard targets a unit with a fireball spell and the fireball
completely covers the unit as well as everything within 5
feet of the unit, the unit makes its Dexterity saving throw
at disadvantage.

o If the attack's area covers 100% of the unit, the creature
makes its normal attack roll against the unit or the unit
makes its normal saving throw against the attack. For
example, if a cleric uses the thunderwave spell on a unit
and the area of the spell covers 100% of the unit, the unit
must make its normal Constitution saving throw to avoid
the spell's effects.



¢ If the attack's area covers less than 100% of the unit, but
at least 50% or more, the creature makes its attack roll
against the unit with disadvantage or the unit makes its
saving throw against the attack with advantage. For
example, if a sorcerer uses the burning hands spell and
only hits 75% of a unit, the unit makes its Dexterity saving
throw with advantage.

o If the attack's area covers less than 50% of the unit, the
attack has no effect.

A hero can use the Challenge action to target the unit's
commander as described in the "Heroes Actions in Mass
Combat" section.

INDIVIDUAL CREATURE ATTACK ROLLS
AGAINST UNITS

If a creature can attack the unit with an attack that requires
an attack roll, it rolls a d20 adding the appropriate modifiers
as normal. If the total of the attack roll plus modifiers equals
or exceeds the unit's Armor Class (AC), the attack hits.

OPPORTUNITY ATTACKS AGAINST UNITS
Hostile units do not provoke attacks of opportunity from
enemy units or creatures.

GRAPPLING AND SHOVING UNITS

A unit cannot be grappled or shoved unless done so by a spell
or similar effect that would affect the entire unit such as a
web spell

OPTIONAL RULE: HUGE AND GARGANTUAN
INDIVIDUAL CREATURES

Huge and Gargantuan creatures are large enough to deal
damage to multiple targets at once. A Huge or Gargantuan
creature receives a new Action that allows one of its normal
melee attacks to target a unit that is at least one size or
smaller than it. On a hit, the creature deals unit damage
equal to its attack's average damage divided by 8 (rounded
down). For example, an Ancient Black Dragon can make a
bite attack targeting a unit. On a hit, it deals 2 unit damage to
the unit or half as much damage on a miss.

ATTACKS BY UNITS

A unit makes attacks similar to how a hero makes attacks:

1. The unit chooses a target. Pick a target within the unit's
attack range: a creature, an object, or a location.

2. Determine modifier. The GM determines whether the
target has cover and whether the unit has advantage or
disadvantage against the target. In additional, spells,
special abilities, and other effects can apply penalties or
bonuses to the attack roll

3. Resolve the attack. The unit makes the attack roll. On a
hit, the unit rolls damage, unless the particular attack has
rules that specify otherwise. Some attacks cause special
effects in addition to or instead of damage. If there's ever
any question whether something the unit is doing counts
as an attack, the rule is simple: if you're making an attack
roll, you're making an attack.

ATTACK ROLLS

Units make attack rolls the same way that creatures make
attack rolls as detailed in chapter 9 of the PHB. However,
there are a few additional rules modifications:

UNITS ATTACKING SMALLER UNITS AND
INDIVIDUAL CREATURES

When a unit attacks a unit or individual creature that is one
or more size categories smaller than it, it makes its attack roll
with advantage.

GRAPPLING, SHOVING, AND SEIZING

A unit cannot grapple or shove another unit. However, a unit
can attempt to seize a target. The target of the unit's grapple
must be no more than one size larger than it and must be
within its reach. The unit tries to seize the target by making a
grapple check instead of an attack roll: a Strength (Athletics)
check made with advantage contested by the target's
Strength (Athletics) or Dexterity (Acrobatics) check (the
target chooses the ability to use. If the unit succeeds, the
target is subjected to the grappled condition. The condition
specifies the things that end it, and a unit can release the
target whenever it likes (no reaction required).

Escaping a Seizure. A seized creature can use its action
to escape. To do so, it must succeed on a Strength (Athletics)
or Dexterity (Acrobatics) check contested by the unit's
Strength (Athletics) check made with advantage.

Moving a Seized Creature. When the unit moves, it can
drag or carry the grappled creature with it at its normal
speed. If the creature is one or more sizes bigger than the
unit, the unit's speed is halved.

COVER

Cover functions the same way for units and individual
creatures that it does according to the rules in chapter 9 of
the PHB.

DAMAGE AND HEALING IN
MAass COMBAT

For individual creatures in mass combat, damage and healing
function the same way they normally do. Refer to chapter 9 of
the PHB for details.

However, there are a few rules modifications for units.

UNiIT HIT POINTS

A unit's unit hit points are the combination of the physical
and mental durability, the will to live, and luck of the entire
unit as a whole. Unit hit points are a simplified way of
tracking hit points for large groups.

The unit's unit hit points are usually the total hit points of a
unit divided by 40 (rounded down, a minimum of one). For
example, where an individual knight would have 52 hit
points, a unit of eight knights has 416 hit points, or 10 unit
hit points.



Whenever the unit takes unit damage, that unit damage is
subtracted from its unit hit points. If the unit's unit hit points
drop to half or less of its total unit hit points, the unit has
disadvantage on its attack rolls, ability checks, and saving
throws.

UNIT DAMAGE

Units deal a lot more damage with successful hits than
individual creatures do. When attacking another unit, that
damage is represented by unit damage. Unit damage is
usually the average amount of damage each member of the
unit would do combined divided by 40 (round down,
minimum of one). For example, an individual knight would
normally deal 10 slashing damage with its greatsword, but a
unit of eight knights would deal 80 slashing damage with
their greatswords, or 2 slashing unit damage.

In addition, when a unit misses and it did not have
disadvantage on its attack roll, it deals half its normal unit
damage (rounded down). If rounding the damage down would
reduce the unit's unit damage to zero, it deals 0 unit damage.
For example, if a unit of knights misses with its attack and it
didn't have disadvantage, it still deals 1 unit damage.

UNIT DAMAGE AGAINST INDIVIDUAL
CREATURES

When a unit hits with an attack against an individual
creature, it deals an amount of damage equal to its unit
damage times 20. For example, if a unit of knights attacks a
single ogre and hits it, the unit deals 40 unit damage to the
ogre.

If the unit misses on its attack roll against an individual
creature and it didn't have disadvantage on the roll, it still
deals an amount of damage equal to its unit damage times
10.

INDIVIDUAL CREATURE DAMAGE AGAINST
UNITS

If an individual creature hits a unit with an attack that can
target it such as a spell with an area of effect, the damage the
unit receives is equal to the damage rolled divided by 8
(rounded down). For example, a wizard lobs a fireball at a
unit of knights and the knights fail their Dexterity saving
throw. The wizard rolls 27 fire damage; that means the unit
of knights takes 3 unit fire damage from the attack (27/8 = 3)

UNIT CRITICAL HITS
Units do not receive the benefit of extra damage on a critical
hit.

UNIT DAMAGE AND ADVANTAGE/DISADVANTAGE
If a unit has advantage or disadvantage on its attack roll, its
unit damage output changes.

Advantage on Unit Attack Rolls. When a unit makes an
attack roll with advantage and hits, it deals double its normal
unit damage to the target. And if a unit makes an attack roll
with advantage and misses, it deals its normal unit damage.

Disadvantage on Unit Attack Rolls. When a unit makes
an attack roll with disadvantage and hits, it only deals half of
its normal unit damage to the target. And if a unit makes an
attack roll with disadvantage and misses, it deals O unit
damage regardless of what its unit damage is.

UNITS WITH DAMAGE RESISTANCE AND
VULNERABILITY
If a unit has resistance to a damage type, the damage of that
type is halved against it (rounded down). If rounding down
would reduce the damage to zero, the unit takes 0 unit
damage from the attack. If a unit has vulnerability to the
damage type, damage of that type is doubled against it.
Resistance and then vulnerability are applied after all other
modifiers to damage. Multiple instances of resistance or
vulnerability that affect the same damage type count as only
one instance.

HEeALING UNITS

Units can only be healed with a mass heal spell which can
heal up to 17 unit hit points for units within range.

DroPPING TO 0 UNIT H1T POINTS

When a unit drops to O unit hit points, it is destroyed. If a
hero is a part of a unit that is destroyed, the hero is placed in
an unoccupied space within 5 feet of the destroyed unit.

UNIT ATTACKS AGAINST INCAPACITATED
UNITS OR CREATURES

If a unit or creature is incapacitated, it is vulnerable to attacks
from enemy units. If an enemy unit makes an attack against
an entire unit that is incapacitated, the unit is instantly
destroyed. If an enemy unit makes an attack against an
individual creature that is incapacitated, the creature
instantly dies as if it had failed all of its death saving throws.

UNITS KNOCKING A CREATURE OUT

A unit can incapacitate an individual creature instead of
killing it. When a unit reduces a creature to 0 hit points with
a melee attack, the attacking unit can knock the creature out.
The attacker can make this choice the instant the damage is
dealt. The creature falls unconscious and is stable.

TEMPORARY H1T POINTS FOR UNITS

Units usually cannot receive temporary hit points.

MOUNTED COMBAT FOR
UNITS

As long as at least eight mounts are available within reach of
a unit, a unit can mount the creatures.

Eight willing creatures that are at least one size category
larger than the unit (but no larger than Large) can serve as
mounts for the unit using the following rules.

MOUNTING AND DISMOUNTING

Once during the unit's move, it can mount eight creatures
that are within 5 feet of it or dismount. Doing so costs an
amount of movement equal to half the unit's speed. For
example, if the unit's speed is 30 feet, it must spend 15 feet of
movement to mount horses. Therefore, a unit can't mount if it
doesn't have 15 feet of movement left or if its speed is 0.



If an effect moves the mount against its will while the unit's
on it, the unit must succeed on a DC 10 Dexterity saving
throw or fall off its mounts, landing prone in a space within 5
feet of its mounts. If the unit's knocked prone while mounted,
it must make the same saving throw.

If the mounts are knocked prone, the unit can use its
reaction to dismount it as it falls and land on its feet.
Otherwise, the unit is dismounted and falls prone in a space
within 5 feet of its mounts.

BENEFITS OF MOUNTING

Unlike mounted heroes, the units and mounts act as one. The
unit gains the following benefits while mounted:

MoUNTED UNIT SI1ZE
The unit's size increases according to the size of the unit it is
on as follows:

¢ Units mounted on Large creatures become a Gargantuan
unit.

¢ Units mounted on Small or Medium creatures become a
Large unit

MounTED UNIT HIT POINTS

The unit's unit hit points increases by an amount equal to the
mount's average hit points divided by 5. For example, if a unit
of knights mounts riding horses, the knight's unit hit points
increases by 2 to 12. The unit's speed equals the mounts'
speed. If the mounts have any special traits related to
movement or defense, the unit gains those traits. Units in
Underwater Combat Units are affected by being underwater
the same as individual creatures as detailed in chapter 9 of
the PHB.

SIEGE WEAPONS IN MASS
COMBAT

The rules for siege weapons are a little different than the
ones outlined in chapter 8 of the DMG.

SIEGE WEAPON STATS

The siege weapon's stats are different while in mass combat.
The siege weapons outlined in chapter 8 of the DMG have
the following updates:

Ballistas. The ballista is considered an individual creature.
Instead of its normal attack, a ballista fires a bolt in 120-foot
line that is 5-feet wide. Each individual creature in the line
must make a DC 14 Dexterity saving throw or take 16 (3d10)
piercing damage. If the line hits at least 50% of a unit, the
unit must make a DC 14 Dexterity saving throw or take 1 unit
damage.

Cannon. The cannon is considered an individual creature.
Instead of its normal attack, a cannon fires a cannonball in a
600-foot line that is 5 feet wide. Each individual creature in
the line must make a DC 14 Dexterity saving throw or take
44 (8d10) bludgeoning damage.

Suspended Cauldron. A suspended cauldron is
considered an individual creature. When it uses its boiling
attack against a unit, the unit must make a DC 15 Dexterity
saving throw or take 2 unit damage on a failed saving throw
or half as much damage on a successful one. Gargantuan
units have advantage on the saving throw and take no
damage with a successful save.

Mangonel A mangonel is considered an individual
creature. If the mangonel hits a unit with its mangonel stone,
the unit takes 5 unit damage. If the mangonel misses a
creature or a unit with its mangonel stone, the stone lands
somewhere off course. See "Missed Artillery" below. A
mangonel can make attacks against targets behind total cover
with disadvantage.

Ram. A ram must be carried by a Large or larger unit.
While carrying the ram, the unit has total cover against
attacks from above. If a unit carrying a ram hits an object, it
receives a +1 bonus to its unit damage if it is a Large unit or
+4 bonus to its unit damage if it is a Gargantuan unit.

Trebuchet. A trebuchet is considered an individual
creature. If the trebuchet hits a unit with its trebuchet stone,
the unit takes 8 unit damage. If the trebuchet misses a
creature or a unit with its trebuchet stone, the stone lands
somewhere off course. See "Missed Artillery" below. A
trebuchet can make attacks against targets behind total cover
with disadvantage.

MISSED ARTILLERY

If a mangonel or trebuchet misses its target with one of its
stones, there is still a chance that the stone deals damage.
Roll a d8 and a d6 at the same time. The d8 determines the
direction the stone flies; refer to the directional chart above.
Next, multiply the d6 result by 10, and that is the number of
feet away from the target the stone lands. For example, if you
roll a 7 on the d8 and a 5 on the d6, the stone lands 50 feet to
the southeast of the target.

If there is a creature, unit, or object in the space that the
stone lands, it automatically takes damage as if the siege
weapon successfully hit it with its attack roll.

UNIT MORALE SAVING
THROWS

Special circumstances may require a unit to make a Morale
saving throw. A unit's Morale saving throw equals its Wisdom
modifier + the Charisma modifier of a hero within 30 feet of
the unit.



CIRCUMSTANCES FOR MORALE SAVING
THROWS

The following are situations that can occur during mass
combat that can cause a unit to make a Morale saving throw.

THE UN1T HAS 50% OR LESS UNIT HIT POINTS
Whenever a unit's unit hit points drops to 50% or less than its
total, during the Clean-Up phrase, the unit must make a
Morale saving throw to avoid becoming Broken.

If a unit rolls 10 or higher on its Morale saving throw, it
becomes Hardened. Place a Hardened token on the unit's
token.

If a unit rolls 9 or lower, it becomes Broken. Place a
Broken token on the unit. During the Orders step of the
Clean-Up phase, a broken unit spends its turn moving as
close to the nearest edge of the battlefield as it can. It also
can't take reactions. For its action, it can use only the Dash
action or try to escape from an effect that prevents it from
moving. If there's nowhere to move, the unit can use the
Defend action.

Overrunning. If a hostile unit attacks a broken unit, the
broken unit is automatically destroyed by the attackers.

Rally. A hero can use the Command action to Rally a
broken unit. The broken unit makes a new Morale saving
throw adding the commanding hero's Charisma bonus to its
Morale saving throw modifier. If the unit succeeds on its
saving throw, the unit gets a Hardened token and the hero
can direct the unit to move up to its full speed where it wants.
If the unit fails its saving throw, it continues to move towards
the nearest edge of the battlefield.

THE UNIT 1S COMMANDED TO MOVE NEXT TO
A LARGER UNIT OR CREATURE

If the unit is commanded to move adjacent to a unit or
creature that is one or more size categories larger than it, the
unit must make a Morale saving throw. On a failed saving
throw, the unit cannot move towards the unit.

HARDENED UNITS

A unit with the Hardened token automatically passes all of its
Morale saving throws until the end of the mass combat
encounter.

THE CLEAN-UP PHASE

After all heroes have taken their turns, there is a Clean-Up
phase that occurs before the next round begins.
The Clean-Up Phrase is divided into the following steps:

1. Orders. All units without an Activation, Broken, or
Defense token that aren't incapacitated can make one
attack against the nearest hostile unit or creature within
its reach or range. The unit can only make one attack even
if it has the Multiattack action. Broken units move as
detailed in the "Broken Units" section.

2. Morale. All units without a Hardened token that aren't
incapacitated that have 50% or less unit damage points
must make Morale saving throws against becoming
broken.

3. Effects. Any lingering effects such as gases, fires, or spells
such as darkness are adjusted or removed.

4. Deactivate. All Activation tokens are removed from units.
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BoNus UNIT

Here is another unit for you to use in your mass combat
encounters.

GoBLIN UNIT

Large unit of Small humanoids (goblinoid), neutral
evil

Armor Class 15 (leather armor, shields)
Unit Hit Points 1
Speed 30 ft.

STR DEX CON INT WIS CHA
8(-1) 14 (+2) 10(+0) 10(+0) 8 (-1) 8 (-1)
I
Skills Stealth +5
Senses darkvision 60 ft., passive Perception 14
Languages Common, Goblin
—

Stealthy. When commanded, the unit can take the
Hide action as a bonus action.

Unit. The unit can occupy a Small or smaller
creature's space and vice versa, and the unit can
move through any opening large enough for a Small
goblin. The unit can't regain hit points or gain
temporary hit points, and if the unit has half its unit
hit points or fewer, it makes its attacks rolls, ability
checks, and saving throws with disadvantage.

Actions

Scimitars. Melee Weapon Attacks: +4 to hit, reach
5ft., one unit or target, or one creature in the same
space as the unit. Hit: 1 slashing unit damage. Miss:
0 slashing unit damage.

Shortbows. Ranged Weapon Attacks: +4 to hit,
range 80/320 ft.., one unit or one target. Hit: 1
piercing unit damage. Hit: 1 slashing unit damage.
Miss: O piercing unit damage.
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