CHARACTER GENERATION EQUATION SUMMARY

[5.6] Tactical Movement Rate Table

Modified

Tactical Movement

Agility is…
Rate is…

3 or 4

2

5 to 8

3

9 to 12

4

13 to 17

5

18 to 21

6

22 to 25

7

26 or 27

8

[5.4] A character’s Perception value begins at 5.

[5.5] Physical Beauty = 4D5 + 3

[6.1] Gender modifiers
Female = -2 Strength, +1 Manual Dexterity, +1 Fatigue

[6.2] Determine Primary Hand

D10 > D5 = Right

D5 > D10 = Left

D5 = D10 = Ambidextrous 

[83.2] Horsemanship = [(Modified Agility + Willpower)/2 + (Rank x 8)], rounded down +/– modifiers listed in 83.2

[83.3] Stealth = (3 x Agility) + (5 x Rank) +/- Armor modifiers listed in Chart 18.1


COMBAT EQUATION SUMMARY

Initiative Value for Engaged figures

Perception + Modified Agility + Rank

(with any prepared weapon)

Initiative Roll for Non‑Engaged Figures

D10 + (Perception + Military Scientist Rank of Leader)

Strike Chance with Ranked Weapon

Weapon's Base Chance + Attacker's Modified

Manual Dexterity + (4 x Rank with Weapon)

‑ Opponent's Defense

Strike Chance with Non‑Ranked Weapon

Weapon's Base Chance – Opponent’s Defense

Figure's Defense

Modified Agility + Shield Defense (if any)

Repulse a Charge Attack

D10 versus Rank of Repulser's Prepared Weapon

Withdraw from Close Combat

D10 + Total Friendly Physical Strength ‑ Total

Hostile Physical Strength

Strike Chance to Trip

40% + Attacker's Modified Manual Dexterity 

+ (4 x Rank with Weapon) ‑ Opponent's Defense

Damage: D10. Target rolls under 3 x Modified Agility or falls prone

Restrain

[(Physical Strength + Modified Agility of Attacker(s))

· (Physical Strength + Modified Agility of Defender)] x 3

Shield Rush

40% + Attacker's Modified Manual Dexterity

+ (4 x Rank with Shield) ‑ Opponent's Defense

Damage: D10-2.  Target rolls under 3 x Modified Agility or falls prone

Disarm

‑ 20 to  Modified Strike Chance, 1 damage to Endurance
Knockout (see 16.5 for restrictions)
(15% of Modified Strike Chance + 10), for D10+5 minutes

If using a Sap, see chart 20.2 note D

If you are an Assasin, add 2% per rank to SC, see 51.7
Entangle

Same as normal Strike Chance with Weapon

Damage: D10 – 4. Target rolls under 3 x Modified Agility or falls prone.  Target requires 2 pass actions to disentangle himself

Avoid Weapon Breaking (99) or Being Dropped (100)

D100 roll less than or equal to 3 x Modified Manual Dexterity

Stun Recovery

(2 x Willpower) + Current Fatigue

Parry Result (on a result > 30 on a Modified Strike chance roll; target must be evading)

D10 + Evader's Rank ‑ Attacker's Rank


1,2,3 or less: Successful Parry;

Evader must Pass next Pulse


4,5,6,7: Disarm


8 or greater: Disarm plus a Riposte;

Evader may Melee attack

Attempt to strike in obscured hex (due to smoke, magic, etc.)

Roll under 4 x Perception then resolve the attack
Multi-Hex Monsters may trample

Base Chance = 40%; Damage = D10 + size in hexes.

Spell Cast Chance

[Base + (3 x Rank)] + Modifiers listed in 27.7

Magic Resistance

Willpower + Modifiers listed in 31.4

Adept Concentration Check

4 x Willpower

Unarmed Combat

Strike Chance = [(Modified Agility x 2) + 1 for every point 
of Strength above 15 + (4 x Rank) + Modified Manual Dexterity (if Ranked)] – Opponent’s Defense
Damage = (D – 4) + 1 for every 3 points of Strength  above 15

Surprise gains 1 free pulse

Readiness Factor (see 4.1) x highest Perception

