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COMBAT OPTIONS�
	EFFECTS�
�
Aggressive Attack (200)�
+3 Steps to Attack and Damage Tests, +3 Attack Steps for Opponents, 1 Strain�
�
Attack to Knockdown (200)�
Use (Damage Test Result - Armor) as Difficulty Test for Knockdown�
�
Attack to Stun (200)�
Stun Damage Cannot Kill: It puts enemy in a coma. 1st Recov. Test + Will Step�
�
Called Shot (200)�
Attempt to hit Exact Spot.  -3 Attack Test.�
�
Defensive Stance (200)�
Physical Defense +3, All Steps -3 for the Combat Round�
�
Giving Ground (201)�
For every 3 ft. x Rank yielded, +(Rank) Physical Defense.  1 Strain  �
�
Going Inside a Shield (201)�
Attempt to ignore opponent's shield.  If win Init, success.  If not, -2 Attack Test�
�
Splitting Movement (201)�
-2 to Physical Defense for the round.�
�



SITUATION MODIFIERS�
	EFFECTS�
�
Blindside Attack (202)�
+2 Attack Step�
�
Cover (Partial or Full) (197)�
Full: No Missile Attacks; Partial: -2 to Attack Step of Ranged Attacker�
�
Changing Declared Action (193)�
+2 to all Difficulty Numbers (same as Held Actions)�
�
Darkness (202)�
Reduce all steps by 3 unless character has low-light vision, etc.�
�
Harried (202)�
Reduce all steps by 2 (Harried = 4 Simultaneous Attackers)�
�
Knocked Down (202)�
-3 to Physical and Spell Defenses, Reduce all steps by 3.�
�
Range (196)�
Short: No Penalty        Medium: -2 Att,Dam Steps        Long: -3 Att, Dam Steps�
�
Surprised (202)�
Cannot Attack and Suffer -3 to Physical and Spell Defenses�
�



TYPES OF COMBAT�
	EFFECTS�
�
Aerial: Swooping Attack (199)�
Must Split Movement (-2 Physical Defense).  Attacking a swooping attacker


requires winning initiative and then holding the action.�
�
Grappling an Opponent (197)�
Must have a Good Success on Unarmed Combat Test vs. Physical Defense.  To


break the hold, must make Unarmed Combat Test vs. Successful Roll of above.�
�
Mounted: Charge w/Lance (198)�
Must Split Movement, Add Strength of Mount to Damage Step.  If attack is


successful, attacker must make test to stay mounted (see below.)


�
�
Mounted: Staying Mounted (198)�
Make Strength Test vs. Toughness Step of target.  Failure is to be thrown, taking


step 5 falling damage.�
�
Mounted: Melee Weapon (198)�
If Attack Successful, Must make Strength Test vs. Toughness Step of target.


Failure means attacker has dropped his weapon. �
�
Set vs. Mounted Charge (198)�
Must have a 7 ft. weapon (like a spear or lance) and win Initiative.  If a Good


Success with weapon, he knocks mounted character off.  Damage Step is normal


Damage step plus the Strength of the Mount.�
�
Throw an Object to a Spot (196)�
Use Throwing Weapons Test; Difficulty Number is 7.�
�



SKILLS & RACIAL ABILITIES


SPECIAL ITEMS & EQUIPMENT


			Att/	Skill


	Skill	Rank	Step	Step	Dice
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