COMBAT ROUND:


-------------





Monster Action Determination:  me








PLAYER ACTION DETERMINATION:  starting from my right go around the table and have players state what they are  going to do.








INITATIVE:


one person rolls 1d10 for the group. and I roll, the winner goes


first on each of the ten phases. you add your weapon speed or action speed 


plus one to determine which phase you start on.    











RESOLUTION OF ACTIONS:


on your phase you perform the stated action, if you have more than one action


in a round they follow one after the other till all actions are complete.











END OF ROUND RESOLUTION:


fatigue points: mark off one point per action taken.





retreats: whoever was hit but didn't hit back moves 1 square back or to the


          side if cant move back.





morale check: npc's only





status: poison damage, continual spell effects like melf's acid arrow,


        critical hits complications-- bleeding, stuned , negative hp blood


        loss, etc:














COMBAT ACTIONS WITH MOVEMENT:


-----------------------------





(each 1" of movement equals 1 square during combat)





NO MOVE ACTIONS:


attack


cast a spell


cover


fire/throw missiles (normal rate of fire)


guard


parry


use a magic item








HALF-MOVE ACTIONS:


attack (normal atks per round)


charge


fire/throw missiles (half normal rate of fire)


guard


withdraw








FULL-MOVE ACTIONS:


charge (1 normal attack)


move


run


sprint

















1 square free movement during your action phases.


if threatened, can only move into one of the attackers front squares to avoid


an attack of opportunity.














COMBAT ACTIONS:


---------------





ATTACK:


monsters with multipule attacks do all on the same phase.


pc's go on their phase an every phase thereafter till all atks done.


if using two weapons you use the speed factor of the slowest weapon.


can do 1 atk then a half-move then your next atks till done.








CAST A SPELL:


while casting a spell no dex bonus to armor class and -1 on your normal AC.


caster can make a half-move at the end of the round.








CHARGE:


one an a half times your movement rate.


start on phase 1 go half of the allowed movement, then on phase 2 complete


movement an get 1 atk.


+2 to hit but no dex on AC and -1 on normal AC.


guarding creatures with bigger weapons than the charging creature get to atk


first.








COVER:


on initial encounter an archer can delcare they are covering a square in


their short range.


hold atk till needed.


+2 hit with this shot and has initative on the covered creature.





meele weapons can be used to cover if creature is stunned, dazed, pinned,


unconcious, suprised.


hold atk till needed.


+2 hit with this swing an have initative on the covered creature.








FIRE/THROW MISSILES:


still get your shot off if a creature is moving up to threaten you.


you must then draw a meele weapon or leave the area if you can.








GUARD:


wait for creature to come to you.


or do a half-move to close with a creature.


the guarding creature attacks first unless the creature is charging, then 


the person with the biggest weapon atks first.


if not attacked while guarding the person can abort to an atk at the end of


the round by making a half-move to reach someone.








MOVE:


go normal movement without dropping your defenses.


half the distance on phase 1 and the rest on phase 2 but no attacks.


you can do a half-move an still get your attacks.








PARRY:


no movement, atk, spell casting, etc.


this is all you do for the whole round.


non-fighters get an AC bonus of one half your level rounded down.


fighters get an AC bonus of one half your level rounded down plus one.

















COMBAT ACTIONS:


---------------








RUN:


double movement rate, no other actions this round.


no dex on AC an -1 on normal AC.


run till fatigue points are gone.


non-combat running, 1 round per constatution point.








SPRINT:


3 times movement rate but AC is 8.








USE MAGIC ITEM:


potion    speed 3


scroll    speed 8


rod,staff,wand   speed 3


miscellaneous magic item  speed 5








WITHDRAW:


one half movement , no atks, get your total AC


carefully backing away on phase 1.


-------------------------------------------------------------------------------





FATIGUE POINTS:


the dice you roll for hit points (1d10 = 10) plus con. hp bonus


endurance non-weapon proficiency increases this by 50%.





(normal) no change


 


(fatigued) -3 on movement, -1 hit, -2 dam





(exhausted) -6 on movement, -2 hit, -4 dam








if you move or attack it costs 1 fatigue point , when you reach the end of 


your fatigue points you are fatigued. it now costs 2 fatigue points to move 


or attack when you reach the end of your fatigue points again your exhausted


to recover you must spend 1 round of doing nothing to move up one slot.








exhausted to fatigued   1 round


fatigued to normal      1 round  for a total of 2 to get from exhausted to


                                 normal.


-------------------------------------------------------------------------------


CALLED SHOTS:  (missile weapons only)





+1 on weapon speed, -4 to hit


do a called shot into a group of friends an not hit one if you miss.


knock small size items from peoples hands, trip a moving target.


head shot equals auto knockdown an a free attack by anyone within 1 square.


-------------------------------------------------------------------------------








SIZE CATEGORIES:





TINY           2' OR LESS


SMALL          2'  TO 4'


MAN            4'  TO 7' 


LARGE          7'  TO 12'


HUGE           12' TO 25'


GARGANTUAN     25' AN MORE

















KNOCKDOWN:





TARGET SIZE              KD ROLL, THIS OR BETTER





TINY                     3


SMALL                    5


MAN                      7


LARGE                    9


HUGE                     11





save vs death magic to remain standing.





you can stand back up if you have any attacks left or a half-move.





large creatures use the next higher KD dice of the weapon they are using.


-------------------------------------------------------------------------------


ATTACKS OF OPPORTUNITY:





when a threatened creature ignores enemys next to it or turn their back.





only 1 atk per creature in a round.





if there are several creatures who ignore you or turn their back you can 


hit as many as you have free attacks.





fighters:  3 atks plus 1 per 5 levels





others:  1 atk plus 1 per 5 levels





-------------------------------------------------------------------------------


