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    SRD 5e

Pure-Elixir tabletop RPG dice management and rule resolution modeled on the System
Reference Document (SRD) 5.2.
This is early, volatile work. The API is not stable and most of it is not built yet.
Installation
Add srd_5e to your dependencies in mix.exs:
def deps do
  [
    {:srd_5e, "~> 0.1"}
  ]
end
License
The code is released under the Apache License 2.0. See LICENSE.
This work includes material from the System Reference Document 5.2 ("SRD 5.2") by
Wizards of the Coast LLC, available at https://www.dndbeyond.com/srd, and material
from the System Reference Document 5.1 ("SRD 5.1") by Wizards of the Coast LLC,
available at https://dnd.wizards.com/resources/systems-reference-document. Both are
licensed under the Creative Commons Attribution 4.0 International License, available
at https://creativecommons.org/licenses/by/4.0/legalcode.
The engine is modeled on SRD 5.2 by default and incorporates specific rules from
SRD 5.1 as explicit opt-ins.
This project is not affiliated with or endorsed by Wizards of the Coast, and uses
no Wizards trademarks or Product Identity.


  

    Changelog

The format is based on Keep a Changelog, and this project follows Semantic
Versioning.
[0.2.0]
First working release, modeling SRD 5.2 by default with 5.1 rules as explicit
opt-ins.
	Dice: parse and roll dice notation, tagged reducers (sum, max, min,
drop-lowest), a Srd.Dice.Roll result, and named roll constructors in
Srd.Dice.Rolls.
	Rules: the d20 test and its faces (Attack, Save, Check); Damage with
the 13 damage types and resistance/vulnerability/immunity; Hitpoints with
temporary hit points, clamping, and downed/dead/recovered outcomes;
DeathSaves; and Initiative.
	Content: SRD 5.2 weapons (with masteries), armor, and conditions, loaded from
data at compile time and looked up by slug.
	A Srd module documenting a full combat round end to end.

[0.1.0]
	Initial package scaffold. Srd.Dice placeholder module; no functionality
yet.



  

    LICENSE


                                 Apache License
                           Version 2.0, January 2004
                        http://www.apache.org/licenses/

   TERMS AND CONDITIONS FOR USE, REPRODUCTION, AND DISTRIBUTION

   1. Definitions.

      "License" shall mean the terms and conditions for use, reproduction,
      and distribution as defined by Sections 1 through 9 of this document.

      "Licensor" shall mean the copyright owner or entity authorized by
      the copyright owner that is granting the License.

      "Legal Entity" shall mean the union of the acting entity and all
      other entities that control, are controlled by, or are under common
      control with that entity. For the purposes of this definition,
      "control" means (i) the power, direct or indirect, to cause the
      direction or management of such entity, whether by contract or
      otherwise, or (ii) ownership of fifty percent (50%) or more of the
      outstanding shares, or (iii) beneficial ownership of such entity.

      "You" (or "Your") shall mean an individual or Legal Entity
      exercising permissions granted by this License.

      "Source" form shall mean the preferred form for making modifications,
      including but not limited to software source code, documentation
      source, and configuration files.

      "Object" form shall mean any form resulting from mechanical
      transformation or translation of a Source form, including but
      not limited to compiled object code, generated documentation,
      and conversions to other media types.

      "Work" shall mean the work of authorship, whether in Source or
      Object form, made available under the License, as indicated by a
      copyright notice that is included in or attached to the work
      (an example is provided in the Appendix below).

      "Derivative Works" shall mean any work, whether in Source or Object
      form, that is based on (or derived from) the Work and for which the
      editorial revisions, annotations, elaborations, or other modifications
      represent, as a whole, an original work of authorship. For the purposes
      of this License, Derivative Works shall not include works that remain
      separable from, or merely link (or bind by name) to the interfaces of,
      the Work and Derivative Works thereof.

      "Contribution" shall mean any work of authorship, including
      the original version of the Work and any modifications or additions
      to that Work or Derivative Works thereof, that is intentionally
      submitted to Licensor for inclusion in the Work by the copyright owner
      or by an individual or Legal Entity authorized to submit on behalf of
      the copyright owner. For the purposes of this definition, "submitted"
      means any form of electronic, verbal, or written communication sent
      to the Licensor or its representatives, including but not limited to
      communication on electronic mailing lists, source code control systems,
      and issue tracking systems that are managed by, or on behalf of, the
      Licensor for the purpose of discussing and improving the Work, but
      excluding communication that is conspicuously marked or otherwise
      designated in writing by the copyright owner as "Not a Contribution."

      "Contributor" shall mean Licensor and any individual or Legal Entity
      on behalf of whom a Contribution has been received by Licensor and
      subsequently incorporated within the Work.

   2. Grant of Copyright License. Subject to the terms and conditions of
      this License, each Contributor hereby grants to You a perpetual,
      worldwide, non-exclusive, no-charge, royalty-free, irrevocable
      copyright license to reproduce, prepare Derivative Works of,
      publicly display, publicly perform, sublicense, and distribute the
      Work and such Derivative Works in Source or Object form.

   3. Grant of Patent License. Subject to the terms and conditions of
      this License, each Contributor hereby grants to You a perpetual,
      worldwide, non-exclusive, no-charge, royalty-free, irrevocable
      (except as stated in this section) patent license to make, have made,
      use, offer to sell, sell, import, and otherwise transfer the Work,
      where such license applies only to those patent claims licensable
      by such Contributor that are necessarily infringed by their
      Contribution(s) alone or by combination of their Contribution(s)
      with the Work to which such Contribution(s) was submitted. If You
      institute patent litigation against any entity (including a
      cross-claim or counterclaim in a lawsuit) alleging that the Work
      or a Contribution incorporated within the Work constitutes direct
      or contributory patent infringement, then any patent licenses
      granted to You under this License for that Work shall terminate
      as of the date such litigation is filed.

   4. Redistribution. You may reproduce and distribute copies of the
      Work or Derivative Works thereof in any medium, with or without
      modifications, and in Source or Object form, provided that You
      meet the following conditions:

      (a) You must give any other recipients of the Work or
          Derivative Works a copy of this License; and

      (b) You must cause any modified files to carry prominent notices
          stating that You changed the files; and

      (c) You must retain, in the Source form of any Derivative Works
          that You distribute, all copyright, patent, trademark, and
          attribution notices from the Source form of the Work,
          excluding those notices that do not pertain to any part of
          the Derivative Works; and

      (d) If the Work includes a "NOTICE" text file as part of its
          distribution, then any Derivative Works that You distribute must
          include a readable copy of the attribution notices contained
          within such NOTICE file, excluding those notices that do not
          pertain to any part of the Derivative Works, in at least one
          of the following places: within a NOTICE text file distributed
          as part of the Derivative Works; within the Source form or
          documentation, if provided along with the Derivative Works; or,
          within a display generated by the Derivative Works, if and
          wherever such third-party notices normally appear. The contents
          of the NOTICE file are for informational purposes only and
          do not modify the License. You may add Your own attribution
          notices within Derivative Works that You distribute, alongside
          or as an addendum to the NOTICE text from the Work, provided
          that such additional attribution notices cannot be construed
          as modifying the License.

      You may add Your own copyright statement to Your modifications and
      may provide additional or different license terms and conditions
      for use, reproduction, or distribution of Your modifications, or
      for any such Derivative Works as a whole, provided Your use,
      reproduction, and distribution of the Work otherwise complies with
      the conditions stated in this License.

   5. Submission of Contributions. Unless You explicitly state otherwise,
      any Contribution intentionally submitted for inclusion in the Work
      by You to the Licensor shall be under the terms and conditions of
      this License, without any additional terms or conditions.
      Notwithstanding the above, nothing herein shall supersede or modify
      the terms of any separate license agreement you may have executed
      with Licensor regarding such Contributions.

   6. Trademarks. This License does not grant permission to use the trade
      names, trademarks, service marks, or product names of the Licensor,
      except as required for reasonable and customary use in describing the
      origin of the Work and reproducing the content of the NOTICE file.

   7. Disclaimer of Warranty. Unless required by applicable law or
      agreed to in writing, Licensor provides the Work (and each
      Contributor provides its Contributions) on an "AS IS" BASIS,
      WITHOUT WARRANTIES OR CONDITIONS OF ANY KIND, either express or
      implied, including, without limitation, any warranties or conditions
      of TITLE, NON-INFRINGEMENT, MERCHANTABILITY, or FITNESS FOR A
      PARTICULAR PURPOSE. You are solely responsible for determining the
      appropriateness of using or redistributing the Work and assume any
      risks associated with Your exercise of permissions under this License.

   8. Limitation of Liability. In no event and under no legal theory,
      whether in tort (including negligence), contract, or otherwise,
      unless required by applicable law (such as deliberate and grossly
      negligent acts) or agreed to in writing, shall any Contributor be
      liable to You for damages, including any direct, indirect, special,
      incidental, or consequential damages of any character arising as a
      result of this License or out of the use or inability to use the
      Work (including but not limited to damages for loss of goodwill,
      work stoppage, computer failure or malfunction, or any and all
      other commercial damages or losses), even if such Contributor
      has been advised of the possibility of such damages.

   9. Accepting Warranty or Additional Liability. While redistributing
      the Work or Derivative Works thereof, You may choose to offer,
      and charge a fee for, acceptance of support, warranty, indemnity,
      or other liability obligations and/or rights consistent with this
      License. However, in accepting such obligations, You may act only
      on Your own behalf and on Your sole responsibility, not on behalf
      of any other Contributor, and only if You agree to indemnify,
      defend, and hold each Contributor harmless for any liability
      incurred by, or claims asserted against, such Contributor by reason
      of your accepting any such warranty or additional liability.

   END OF TERMS AND CONDITIONS

   APPENDIX: How to apply the Apache License to your work.

      To apply the Apache License to your work, attach the following
      boilerplate notice, with the fields enclosed by brackets "[]"
      replaced with your own identifying information. (Don't include
      the brackets!)  The text should be enclosed in the appropriate
      comment syntax for the file format. We also recommend that a
      file or class name and description of purpose be included on the
      same "printed page" as the copyright notice for easier
      identification within third-party archives.

   Copyright 2026 Kevin Hoffman

   Licensed under the Apache License, Version 2.0 (the "License");
   you may not use this file except in compliance with the License.
   You may obtain a copy of the License at

       http://www.apache.org/licenses/LICENSE-2.0

   Unless required by applicable law or agreed to in writing, software
   distributed under the License is distributed on an "AS IS" BASIS,
   WITHOUT WARRANTIES OR CONDITIONS OF ANY KIND, either express or implied.
   See the License for the specific language governing permissions and
   limitations under the License.



  

    
Srd 
    



      
Tabletop RPG rules resolution modeled on the SRD 5.2.
Three layers fit together: Srd.Content loads SRD items and data, Srd.Dice
rolls, and Srd.Rules resolves a completed roll into an outcome.
A combat round
alias Srd.Content.{Weapons, Armors}
alias Srd.Dice
alias Srd.Rules.{Initiative, Attack, Damage, Hitpoints, DeathSaves}

# Order the combatants. The caller rolls each initiative and captures the roll.
Initiative.order([
  {"knight", Dice.Rolls.initiative(2)},
  {"orc", Dice.Rolls.initiative(1)}
])
#=> [{"orc", %Srd.Dice.Roll{...}}, {"knight", %Srd.Dice.Roll{...}}]   # highest first

# The knight attacks the orc with a longsword, against its chain-mail AC.
longsword = Weapons.get("longsword")          # 1d8 slashing, versatile 1d10
orc_ac = Armors.get("chain-mail").base_ac     # 16

attack = Dice.Rolls.attack(5)                 # 1d20 + attack bonus
result = Attack.resolve(attack, target_ac: orc_ac)
#=> %Srd.Rules.Attack{hit?: true, critical?: false, natural: 14, total: 19, target_ac: 16}

# On a hit, roll the weapon's damage (parsed from content) and apply defenses.
if result.hit? do
  damage = Dice.roll(longsword.damage)
  dealt = Damage.resolve(damage, longsword.damage_type)
  #=> %Srd.Rules.Damage{type: :slashing, raw: 4, final: 4}

  # Apply to the orc's hit points. The outcome drives what happens next.
  Hitpoints.new(15, 15) |> Hitpoints.damage(dealt.final)
  #=> %Srd.Rules.Hitpoints{hp: 11, max_hp: 15, temp_hp: 0, outcome: :ok}
end
When Hitpoints reports :downed, the caller starts death saves; a hit taken
while at 0 hit points is a failure it routes in.
down = Hitpoints.new(4, 15) |> Hitpoints.damage(4)
down.outcome
#=> :downed

DeathSaves.new() |> DeathSaves.record_save(Dice.Rolls.death_save())
#=> %Srd.Rules.DeathSaves{successes: 1, failures: 0, status: :dying}

      




  

    
Srd.Content.Armor 
    



      
An SRD armor.

      


      
        Summary


  
    Types
  


    
      
        category()

      


    


    
      
        t()

      


        An SRD armor
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      category()



        
          
        

    

  


  

      

          @type category() :: :light | :medium | :heavy | :shield


      



  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %Srd.Content.Armor{
  base_ac: non_neg_integer(),
  category: category(),
  name: String.t(),
  slug: String.t(),
  stealth_disadvantage: boolean(),
  strength: non_neg_integer() | nil
}


      


An SRD armor:
	:slug - stable identifier used for lookup
	:name - display name
	:category - light, medium, heavy, or shield
	:base_ac - the base Armor Class (for a shield, the bonus it grants)
	:strength - the minimum Strength score the armor requires, or nil
	:stealth_disadvantage - whether wearing it gives disadvantage on Stealth


  


        

      


  

    
Srd.Content.Armors 
    



      
SRD armor, looked up by slug.

      


      
        Summary


  
    Functions
  


    
      
        all()

      


        Every armor.



    


    
      
        fetch!(slug)

      


        Look up armor by slug, raising if there is none.



    


    
      
        get(slug)

      


        Look up armor by slug, returning nil if there is none.



    





      


      
        Functions


        


  
    
      
    
    
      all()



        
          
        

    

  


  

      

          @spec all() :: [Srd.Content.Armor.t()]


      


Every armor.

  



  
    
      
    
    
      fetch!(slug)



        
          
        

    

  


  

      

          @spec fetch!(String.t()) :: Srd.Content.Armor.t()


      


Look up armor by slug, raising if there is none.

  



  
    
      
    
    
      get(slug)



        
          
        

    

  


  

      

          @spec get(String.t()) :: Srd.Content.Armor.t() | nil


      


Look up armor by slug, returning nil if there is none.

  


        

      


  

    
Srd.Content.Condition 
    



      
An SRD condition.

      


      
        Summary


  
    Types
  


    
      
        t()

      


        An SRD condition
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          @type t() :: %Srd.Content.Condition{
  effects: [String.t()],
  name: String.t(),
  slug: String.t()
}


      


An SRD condition:
	:slug - stable identifier used for lookup
	:name - display name
	:effects - the condition's effects, one statement per entry


  


        

      


  

    
Srd.Content.Conditions 
    



      
SRD conditions, looked up by slug.

      


      
        Summary


  
    Functions
  


    
      
        all()

      


        Every condition.



    


    
      
        fetch!(slug)

      


        Look up a condition by slug, raising if there is none.



    


    
      
        get(slug)

      


        Look up a condition by slug, returning nil if there is none.



    





      


      
        Functions


        


  
    
      
    
    
      all()



        
          
        

    

  


  

      

          @spec all() :: [Srd.Content.Condition.t()]


      


Every condition.

  



  
    
      
    
    
      fetch!(slug)



        
          
        

    

  


  

      

          @spec fetch!(String.t()) :: Srd.Content.Condition.t()


      


Look up a condition by slug, raising if there is none.

  



  
    
      
    
    
      get(slug)



        
          
        

    

  


  

      

          @spec get(String.t()) :: Srd.Content.Condition.t() | nil


      


Look up a condition by slug, returning nil if there is none.

  


        

      


  

    
Srd.Content.Weapon 
    



      
An SRD weapon.

      


      
        Summary


  
    Types
  


    
      
        category()

      


    


    
      
        kind()

      


    


    
      
        mastery()

      


        A 2024 SRD weapon mastery property.



    


    
      
        property()

      


    


    
      
        t()

      


        An SRD weapon
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      category()



        
          
        

    

  


  

      

          @type category() :: :simple | :martial
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          @type kind() :: :melee | :ranged


      



  



  
    
      
    
    
      mastery()



        
          
        

    

  


  

      

          @type mastery() :: :cleave | :graze | :nick | :push | :sap | :slow | :topple | :vex


      


A 2024 SRD weapon mastery property.

  



  
    
      
    
    
      property()



        
          
        

    

  


  

      

          @type property() ::
  :ammunition
  | :finesse
  | :heavy
  | :light
  | :loading
  | :reach
  | :special
  | :thrown
  | :two_handed
  | :versatile


      



  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %Srd.Content.Weapon{
  category: category(),
  damage: Srd.Dice.Expr.t(),
  damage_type: Srd.Rules.Damage.damage_type(),
  kind: kind(),
  mastery: mastery(),
  name: String.t(),
  properties: [property()],
  slug: String.t(),
  versatile: Srd.Dice.Expr.t() | nil
}


      


An SRD weapon:
	:slug - stable identifier used for lookup
	:name - display name
	:category - simple or martial
	:kind - melee or ranged
	:damage - the damage dice
	:damage_type - the damage type dealt
	:mastery - the weapon's mastery property
	:versatile - the two-handed damage dice, present when the weapon is versatile
	:properties - the weapon's properties


  


        

      


  

    
Srd.Content.Weapons 
    



      
SRD weapons, looked up by slug.

      


      
        Summary


  
    Functions
  


    
      
        all()

      


        Every weapon.



    


    
      
        fetch!(slug)

      


        Look up a weapon by slug, raising if there is none.



    


    
      
        get(slug)

      


        Look up a weapon by slug, returning nil if there is none.



    





      


      
        Functions


        


  
    
      
    
    
      all()



        
          
        

    

  


  

      

          @spec all() :: [Srd.Content.Weapon.t()]


      


Every weapon.

  



  
    
      
    
    
      fetch!(slug)



        
          
        

    

  


  

      

          @spec fetch!(String.t()) :: Srd.Content.Weapon.t()


      


Look up a weapon by slug, raising if there is none.

  



  
    
      
    
    
      get(slug)



        
          
        

    

  


  

      

          @spec get(String.t()) :: Srd.Content.Weapon.t() | nil


      


Look up a weapon by slug, returning nil if there is none.

  


        

      


  

    
Srd.Dice 
    



      
Dice rolling for SRD 5.2 resolution.

      


      
        Summary


  
    Functions
  


    
      
        d20(modifier \\ 0, opts \\ [])

      


        Performs a d20 roll. Options can modify the number of D20s rolled



    


    
      
        roll(input, opts \\ [])

      


        Roll a dice expression and return an immutable Srd.Dice.Roll.



    





      


      
        Functions


        


    

    

  
    
      
    
    
      d20(modifier \\ 0, opts \\ [])



        
          
        

    

  


  

Performs a d20 roll. Options can modify the number of D20s rolled:
	:advantage - Rolls 2d20 and takes the max
	:disadvantage - Rolls 2d20 and takes the min

Normal behavior is a 1d20.

  



    

  
    
      
    
    
      roll(input, opts \\ [])



        
          
        

    

  


  

      

          @spec roll(
  String.t() | Srd.Dice.Expr.t(),
  keyword()
) :: Srd.Dice.Roll.t()


      


Roll a dice expression and return an immutable Srd.Dice.Roll.
Takes a notation string or a parsed Srd.Dice.Expr. The :reduce option names
how the dice are combined before the modifier is added. The default is :sum
iex> Srd.Dice.roll("2d6+3")
%Srd.Dice.Roll{count: 2, sides: 6, modifier: 3, dice: [4, 5], reduce: :sum, total: 12}

iex> Srd.Dice.roll("2d20", reduce: :max)   # advantage
%Srd.Dice.Roll{count: 2, sides: 20, modifier: 0, dice: [7, 18], reduce: :max, total: 18}

  


        

      


  

    
Srd.Dice.Expr 
    



      
A parsed, unrolled dice expression. A dice expression can be built
  manually or can be parsed from human-readable dice notation like d20, 2d4+1, etc.
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    Types
  


    
      
        t()

      


    





  
    Functions
  


    
      
        parse(expr)

      


    


    
      
        parse!(input)
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      t()



        
          
        

    

  


  

      

          @type t() :: %Srd.Dice.Expr{
  count: pos_integer(),
  modifier: integer(),
  sides: pos_integer()
}


      



  


        

      

      
        Functions


        


  
    
      
    
    
      parse(expr)



        
          
        

    

  


  

      

          @spec parse(String.t() | t()) :: {:ok, t()} | {:error, {:invalid_dice, String.t()}}


      



  



  
    
      
    
    
      parse!(input)



        
          
        

    

  


  

      

          @spec parse!(String.t() | t()) :: t()


      



  


        

      


  

    
Srd.Dice.Roll 
    



      
An immutable representation of a completed roll.

      


      
        Summary


  
    Types
  


    
      
        t()

      


        Represents the immutable result of a completed roll of dice. This is only
ever used to represent a single type of die. Rolling a d20 and a d10 is two
rolls while 2d10+3 is a single roll.
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      t()



        
          
        

    

  


  

      

          @type t() :: %Srd.Dice.Roll{
  count: pos_integer(),
  dice: [pos_integer()],
  modifier: integer(),
  reduce: :sum | :min | :max | :drop_lowest,
  sides: non_neg_integer(),
  total: integer()
}


      


Represents the immutable result of a completed roll of dice. This is only
ever used to represent a single type of die. Rolling a d20 and a d10 is two
rolls while 2d10+3 is a single roll.
Fields
	:count - The number of times the die was rolled
	:sides - The number of sides on the die
	:modifier - A flat modifier applied to the die roll value after calculation
	:dice - A list containing the raw value for each die roll. Occasionally needed for criticals, etc
	:reduce - Indicates what function to run on the die rolls, e.g. sum (default), max, min, drop-lowest, etc
	:total - The final result of the role. In most cases, this is the value used for rule resolution


  


        

      


  

    
Srd.Dice.Rolls 
    



      
The SRD's standard rolls, named by intent.
Every function here returns a Srd.Dice.Roll and applies no meaning
to the roll. These are convenience functions so developers don't have
to memorize the SRD rules for dice rolling.

      


      
        Summary


  
    Functions
  


    
      
        ability_score()

      


        An ability score: 4d6, drop the lowest.



    


    
      
        attack(bonus, opts \\ [])

      


        An attack roll: 1d20 + bonus (2d20 keep highest/lowest under advantage).



    


    
      
        check(modifier, opts \\ [])

      


        An ability check: 1d20 + modifier.



    


    
      
        death_save()

      


        A death saving throw: 1d20, no modifier.



    


    
      
        initiative(dex_mod, opts \\ [])

      


        An initiative roll: 1d20 + Dex modifier.



    


    
      
        save(bonus, opts \\ [])

      


        A saving throw: 1d20 + bonus.



    





      


      
        Functions


        


  
    
      
    
    
      ability_score()



        
          
        

    

  


  

      

          @spec ability_score() :: Srd.Dice.Roll.t()


      


An ability score: 4d6, drop the lowest.

  



    

  
    
      
    
    
      attack(bonus, opts \\ [])



        
          
        

    

  


  

      

          @spec attack(
  integer(),
  keyword()
) :: Srd.Dice.Roll.t()


      


An attack roll: 1d20 + bonus (2d20 keep highest/lowest under advantage).

  



    

  
    
      
    
    
      check(modifier, opts \\ [])



        
          
        

    

  


  

      

          @spec check(
  integer(),
  keyword()
) :: Srd.Dice.Roll.t()


      


An ability check: 1d20 + modifier.

  



  
    
      
    
    
      death_save()



        
          
        

    

  


  

      

          @spec death_save() :: Srd.Dice.Roll.t()


      


A death saving throw: 1d20, no modifier.

  



    

  
    
      
    
    
      initiative(dex_mod, opts \\ [])



        
          
        

    

  


  

      

          @spec initiative(
  integer(),
  keyword()
) :: Srd.Dice.Roll.t()


      


An initiative roll: 1d20 + Dex modifier.

  



    

  
    
      
    
    
      save(bonus, opts \\ [])



        
          
        

    

  


  

      

          @spec save(
  integer(),
  keyword()
) :: Srd.Dice.Roll.t()


      


A saving throw: 1d20 + bonus.

  


        

      


  

    
Srd.Rules.Attack 
    



      
Attack rules

      


      
        Summary


  
    Types
  


    
      
        t()

      


        Represents the results of evaluating an attack rule



    





  
    Functions
  


    
      
        resolve(roll, list)

      


        Resolve a single attack based on a dice roll and the target's AC



    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %Srd.Rules.Attack{
  critical?: boolean(),
  hit?: boolean(),
  natural: pos_integer(),
  target_ac: pos_integer(),
  total: pos_integer()
}


      


Represents the results of evaluating an attack rule

  


        

      

      
        Functions


        


  
    
      
    
    
      resolve(roll, list)



        
          
        

    

  


  

Resolve a single attack based on a dice roll and the target's AC

  


        

      


  

    
Srd.Rules.Check 
    



      
Ability check rules

      


      
        Summary


  
    Types
  


    
      
        t()

      


        The result of an ability check: whether it met the DC, plus the values behind
the outcome. A check is a d20 test against a difficulty class, with no critical
semantics.



    





  
    Functions
  


    
      
        resolve(roll, list)

      


        Resolve an ability check against a difficulty class



    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %Srd.Rules.Check{
  dc: integer(),
  margin: integer(),
  natural: 1..20,
  success?: boolean(),
  total: integer()
}


      


The result of an ability check: whether it met the DC, plus the values behind
the outcome. A check is a d20 test against a difficulty class, with no critical
semantics.

  


        

      

      
        Functions


        


  
    
      
    
    
      resolve(roll, list)



        
          
        

    

  


  

      

          @spec resolve(Srd.Dice.Roll.t(), [{:dc, integer()}]) :: t()


      


Resolve an ability check against a difficulty class

  


        

      


  

    
Srd.Rules.D20 
    



      
Basic support for the d20 test

      


      
        Summary


  
    Types
  


    
      
        t()

      


        Many rules rely on a simple d20 test that compares a d20 roll total against
a target number. These rules need the actual value as well as the unmodified
(natural) roll. The D20 type exposes that functionality to other rules.



    





  
    Functions
  


    
      
        test(roll, target)

      


        Performs the d20 test against a completed die roll



    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %Srd.Rules.D20{
  margin: integer(),
  natural: 1..20,
  success?: boolean(),
  target: integer(),
  total: integer()
}


      


Many rules rely on a simple d20 test that compares a d20 roll total against
a target number. These rules need the actual value as well as the unmodified
(natural) roll. The D20 type exposes that functionality to other rules.
Attack, save, and ability check are all rulesets that rely on the d20 test.

  


        

      

      
        Functions


        


  
    
      
    
    
      test(roll, target)



        
          
        

    

  


  

      

          @spec test(Srd.Dice.Roll.t(), integer()) :: t()


      


Performs the d20 test against a completed die roll

  


        

      


  

    
Srd.Rules.Damage 
    



      
Damage resolution.
Resolves a completed damage roll into a final amount after applying the
target's resistances, vulnerabilities, and immunities to the damage type.

      


      
        Summary


  
    Types
  


    
      
        damage_type()

      


        One of the SRD damage types.



    


    
      
        option()

      


        A defense a target has against certain damage types. Each is a list of the
types it covers: :immune negates, :resist halves, :vulnerable doubles.



    


    
      
        options()

      


        The defenses accepted by resolve/3.



    


    
      
        t()

      


        The result of resolving damage



    





  
    Functions
  


    
      
        resolve(roll, type, opts \\ [])

      


        Resolve a damage roll of the given type against a target's defenses.



    


    
      
        types()

      


        The SRD damage types.



    





      


      
        Types


        


  
    
      
    
    
      damage_type()



        
          
        

    

  


  

      

          @type damage_type() ::
  :acid
  | :bludgeoning
  | :cold
  | :fire
  | :force
  | :lightning
  | :necrotic
  | :piercing
  | :poison
  | :psychic
  | :radiant
  | :slashing
  | :thunder


      


One of the SRD damage types.

  



  
    
      
    
    
      option()



        
          
        

    

  


  

      

          @type option() ::
  {:immune, [damage_type()]}
  | {:resist, [damage_type()]}
  | {:vulnerable, [damage_type()]}


      


A defense a target has against certain damage types. Each is a list of the
types it covers: :immune negates, :resist halves, :vulnerable doubles.

  



  
    
      
    
    
      options()



        
          
        

    

  


  

      

          @type options() :: [option()]


      


The defenses accepted by resolve/3.

  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %Srd.Rules.Damage{
  final: non_neg_integer(),
  raw: non_neg_integer(),
  type: damage_type()
}


      


The result of resolving damage:
	:type - the damage type
	:raw - the amount rolled, before defenses
	:final - the amount after resistance, vulnerability, or immunity


  


        

      

      
        Functions


        


    

  
    
      
    
    
      resolve(roll, type, opts \\ [])



        
          
        

    

  


  

      

          @spec resolve(Srd.Dice.Roll.t(), damage_type(), options()) :: t()


      


Resolve a damage roll of the given type against a target's defenses.
Immunity yields no damage, resistance halves it (rounded down), and
vulnerability doubles it.

  



  
    
      
    
    
      types()



        
          
        

    

  


  

      

          @spec types() :: [damage_type()]


      


The SRD damage types.

  


        

      


  

    
Srd.Rules.DeathSaves 
    



      
Death saving throw rules.
A creature at 0 hit points makes a death saving throw at the start of each of
its turns. This tracks the running tally of successes and failures and
resolves it to stable, dead, or revived.

      


      
        Summary


  
    Types
  


    
      
        t()

      


        The state of a death-save sequence



    





  
    Functions
  


    
      
        new()

      


        A fresh death-save sequence for a creature that has just dropped to 0 HP.



    


    
      
        record_damage(state, opts \\ [])

      


        Record a hit taken while at 0 HP: one failure, or two on a critical hit.
Recording against a settled sequence is a no-op.



    


    
      
        record_save(state, roll)

      


        Record one turn's death saving throw against a completed d20 roll.



    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %Srd.Rules.DeathSaves{
  failures: 0..3,
  status: :dying | :stable | :dead | :revived,
  successes: 0..3
}


      


The state of a death-save sequence:
	:successes / :failures - the running tally (0..3)
	:status - :dying while still rolling, then a terminal :stable
(three successes), :dead (three failures), or :revived (a natural 20,
which regains 1 hit point)


  


        

      

      
        Functions


        


  
    
      
    
    
      new()



        
          
        

    

  


  

      

          @spec new() :: t()


      


A fresh death-save sequence for a creature that has just dropped to 0 HP.

  



    

  
    
      
    
    
      record_damage(state, opts \\ [])



        
          
        

    

  


  

      

          @spec record_damage(
  t(),
  keyword()
) :: t()


      


Record a hit taken while at 0 HP: one failure, or two on a critical hit.
Recording against a settled sequence is a no-op.

  



  
    
      
    
    
      record_save(state, roll)



        
          
        

    

  


  

      

          @spec record_save(t(), Srd.Dice.Roll.t()) :: t()


      


Record one turn's death saving throw against a completed d20 roll.
A natural 20 revives the creature (regain 1 HP); a natural 1 counts as two
failures; otherwise a total of 10 or more is a success and anything lower is a
failure. Three successes stabilize, three failures kill. Recording against a
sequence that has already settled is a no-op.

  


        

      


  

    
Srd.Rules.Hitpoints 
    



      
Hit point rules.
Applies damage and healing to a hit point pool, accounting for temporary hit
points and clamping to the range 0..max_hp. Each operation reports an outcome
describing the transition, such as dropping to 0 or dying outright.

      


      
        Summary


  
    Types
  


    
      
        outcome()

      


        The outcome of the most recent operation on a hit point pool



    


    
      
        t()

      


        A hit point pool



    





  
    Functions
  


    
      
        damage(pool, amount)

      


        Apply damage. Temporary hit points absorb it first and current hit points floor
at 0. Damage that leaves the pool at 0 with an excess of at least the maximum
is instant death.



    


    
      
        heal(pool, amount)

      


        Apply healing, up to the maximum. Temporary hit points are unaffected.



    


    
      
        new(hp, max_hp, temp_hp \\ 0)

      


        Build a hit point pool.



    





      


      
        Types


        


  
    
      
    
    
      outcome()



        
          
        

    

  


  

      

          @type outcome() :: :ok | :downed | :hit_while_down | :dead | :recovered


      


The outcome of the most recent operation on a hit point pool:
	:ok - hit points remain above 0
	:downed - damage dropped the pool from above 0 to 0
	:hit_while_down - damage was taken while already at 0
	:dead - instant death, when the damage past 0 is at least the maximum
	:recovered - healing brought the pool from 0 back above 0


  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %Srd.Rules.Hitpoints{
  hp: non_neg_integer(),
  max_hp: pos_integer(),
  outcome: outcome() | nil,
  temp_hp: non_neg_integer()
}


      


A hit point pool:
	:hp - current hit points (0..max_hp)
	:max_hp - the hit point maximum
	:temp_hp - temporary hit points, a separate buffer that absorbs damage first
	:outcome - the result of the most recent damage/2 or heal/2, or nil


  


        

      

      
        Functions


        


  
    
      
    
    
      damage(pool, amount)



        
          
        

    

  


  

      

          @spec damage(t(), non_neg_integer()) :: t()


      


Apply damage. Temporary hit points absorb it first and current hit points floor
at 0. Damage that leaves the pool at 0 with an excess of at least the maximum
is instant death.

  



  
    
      
    
    
      heal(pool, amount)



        
          
        

    

  


  

      

          @spec heal(t(), non_neg_integer()) :: t()


      


Apply healing, up to the maximum. Temporary hit points are unaffected.

  



    

  
    
      
    
    
      new(hp, max_hp, temp_hp \\ 0)



        
          
        

    

  


  

      

          @spec new(non_neg_integer(), pos_integer(), non_neg_integer()) :: t()


      


Build a hit point pool.

  


        

      


  

    
Srd.Rules.Initiative 
    



      
Initiative ordering.

      


      
        Summary


  
    Types
  


    
      
        entry()

      


        A combatant identifier paired with its initiative roll.



    





  
    Functions
  


    
      
        order(entries)

      


        Order combatants by their initiative rolls, highest total first.



    





      


      
        Types


        


  
    
      
    
    
      entry()



        
          
        

    

  


  

      

          @type entry() :: {term(), Srd.Dice.Roll.t()}


      


A combatant identifier paired with its initiative roll.

  


        

      

      
        Functions


        


  
    
      
    
    
      order(entries)



        
          
        

    

  


  

      

          @spec order([entry()]) :: [entry()]


      


Order combatants by their initiative rolls, highest total first.
Ties keep their input order, so a caller can break ties by sorting the input
by its own tiebreaker first; a stable sort preserves that order within a tie.

  


        

      


  

    
Srd.Rules.Save 
    



      
Saving throw rules

      


      
        Summary


  
    Types
  


    
      
        t()

      


        The result of a saving throw: whether it met the DC, plus the values behind
the outcome. A save is a d20 test against a difficulty class, with no critical
semantics.



    





  
    Functions
  


    
      
        resolve(roll, list)

      


        Resolve a saving throw against a difficulty class



    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %Srd.Rules.Save{
  dc: integer(),
  margin: integer(),
  natural: 1..20,
  success?: boolean(),
  total: integer()
}


      


The result of a saving throw: whether it met the DC, plus the values behind
the outcome. A save is a d20 test against a difficulty class, with no critical
semantics.

  


        

      

      
        Functions


        


  
    
      
    
    
      resolve(roll, list)



        
          
        

    

  


  

      

          @spec resolve(Srd.Dice.Roll.t(), [{:dc, integer()}]) :: t()


      


Resolve a saving throw against a difficulty class
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