[15.7] ACTION SUMMARY

Actions allowed of Engaged figures.

· MeleeAttack

· Evade

· Withdraw

· Pass

· Prepare or Loose a Spell

· Close and Grapple

IF IN CLOSE COMBAT…

· Grapple

· Withdraw

· Pass

Actions allowed of Non‑Engaged Figures.

· Move up to full TMR

· Move up to 1/2 TMR and Melee attack

· Move up to 1/2 TMR and Charge and Close

· Move up to 1/2 TMR and Evade

· Move up to full TMR and Charge with a Pole Weapon

· Retreat

· Fire

· Pass

· Prepare or Loose a Spell


[18.2] SPECIAL DAMAGE CHART

DAMAGE

MODIFIED
POSSIBLE
DIRECTLY

STRIKE

GRIEVOUS
AFFECTING

CHANCE

INJURY

ENDURANCE

01…09

-

01…01

10…16

01

01…02

17…23

01

01…03

24…28

01

01…04

29…36

01…02

01…05

37…43

01…02

01…06

44…49

01…02

01…07

50…56

01…03

01…08

57…63

01…03

01…09

64…69

01…03

01…10

70…76

01…04

01…11

77…83

01…04

01…12

84…89

01…04

01…13

90…96

01…05

01…14

97…103

01…05

01…15

104…109

01…05

01…16

110…116

01…06

01…17

117…123

01…06

01…18

124…129

01…06

01…19

130+

01…07

01…20

Note: Though this chart lists Modified Strike Chances of greater than 100, these are useful only in determining the range of damage affecting Endurance and Grievous Injuries. The highest possible Strike Check is 100. A figure who rolls a 99 must check if the weapon has broken, and a figure who rolls a 100 must check to see if he dropped the weapon. Both checks are (3 x MD) or less on D100.


[65] Natural Weapons

Monsters always add Manual Dexterity to their Base Chance and may achieve Rank with their natural weapons.

Type A: Teeth, horns, tusks.

Type B: Talons, claws.

Type C: Hoove and other appendages, butt, kick. 

[17.6]
STRIKE CHANCE MODIFIERS SUMMARY

Close Combat Modifiers

ADVANTAGE
FOR


+ 1
...
each point attacker's PS is greater than target's PS


+20
...
target has 0 Fatigue Points remaining


+20
...
target is Stunned

PENALTY
FOR


‑ 1
...
each point target's PS is greater than attacker's PS


‑20
...
attacker has 0 Fatigue Points remaining

Melee Combat Modifiers

ADVANTAGE
FOR


+10
...
target has 0 Fatigue Points remaining


+15
...
target being attacked through a Flank hex


+15
...
target is Stunned


+20
...
target is kneeling or prone ‑


+20
...
attacker is Charging with Pole Weapon or Shield


+30
...
target being attacked through a Rear hex

PENALTY
FOR

- 4
...
each Rank the target has with his prepared

weapon if Evading


-10
…
target is currently Evading (in addition to above)


-10
…
attacker has 0 Fatigue Points remaining

-15
...
attacker is Charging with non‑Pole Weapon

-20
...
attacker is Melee attacking while Withdrawing

-20
…
target is Withdrawing with Shield

Ranged Combat Modifiers

ADVANTAGE
FOR


+10
...
target being attacked through a Flank hex


+10
...
target is Stunned


+10
...
attacker is kneeling


+20
...
target being attacked through a Rear hex

PENALTY
FOR


‑ 3
...
every hex through which a Thrown Weapon

travels


‑ 3
...
each five hexes (or fraction) after the first five




through which a Missile Weapon travels


‑ 5
...
target is currently moving


‑10
...
target is kneeling or prone


‑20
...
target is currently Evading


‑20
...
target occupies Sheltered hex

Lighting Condition Modifiers

PENALTY
FOR


‑10
...
starry night or shadowy interior


‑20
...
cloudy night


‑30
...
cave or unlit interior


‑40
...
pitch blackness

Miscellaneous Modifiers

PENALTY
FOR


‑20
...
striking weapon held in attacker's Secondary hand

‑10
...
multiple strike; attack with weapon in Primary

hand


‑30
...
multiple strike; attack with weapon in




Secondary hand


‑10
...
multiple strike; attack with each weapon




if ambidextrous


‑20
...
multiple strike with Class B two‑handed weapon

Each modifier is added to the Strike Chance of the attacker in each instance where it applies; all modifications are cumulative.

