Combat

Mechanics changes or additions to existing combat rules.

Critical Hits: When confirming a critical hit, if your confirmation rolls lands within your weapon’s normal critical range you score a critical hit (even if that roll would not normally hit your opponent).  All rules for critical hits still apply as normal; the above rule is an addition.

Defensive Stand: A character can stand defensively, incurring no attacks of opportunity while doing so.  A defensive stand is a full-round action and allows the character to move at half their speed (5 ft minimum) as part of the action.

Trip Attacks: Instead of the normal rules to perform a trip attack, both opponents roll d20 + their Strength (or Dexterity) and Base Attack Bonus.  Any bonuses to resisting or performing trip attacks still apply.

