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Statement of Intent Phase: each player and
gamemaster declare their intentions for their =
characters, Suggestion: first statement given by
character with lowest DEX. 35Rrequnmd ter
changeactionsin themidstof the MR,

Action Phase: 105R per ME. An adventurer may
begin moving on his DEX SR. Roll D100 to suc-
ceedinskill use, and D204 affecting a hit bocation.
Check for knockback (sutomatic for special hits).

Bookkeeping: subtract all damage done: note
Fatigue point loss; check for bleeding and Heroic
rolls; make experience checks.

Limitto Activities
Anadventurer can perform two of the three melee
actions (attack, parry, dodge). He may also cast
speells if sufficient SEs remain in the meles round,
though he may not attack, parry, or dodge while
casting spells, Spellcasting activities can carry-
awverbo the next melee round.

Use of these tables will speed game play. They are grouped by color. Remove the center forms and use them as
masters with which to make copies for gamemaster use.
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Combined Melee Weapons
and Parry Weapons Fumbles Dropped Oil Lamp Table
roll DI00  result

Di00  MNature of Fumble; Effect on Fumbler 0130 Light isextinguished: Laenp s unharmed.

01-05 Lose next parry 31-70 LamEtl ciontinuc; [14] 'lt;-:rn u;harrned:
7 . fo irection.

06-10  Losenextattack 7175 lamp B nna;qm E;:.ﬂ:

11-15  Losenext attack and parry. Eﬁﬁﬁ:& g ::e fm::__‘ fﬂﬁ

16-20  Losenextattack, parry, and Dodge. ik helghmnaisaf candle;

21-25  Lose next 1D3 attacks. 7685  Lamp breaks irreparably and spreads

26-30  Losenext 1D3 attacks and parries. f'm{"’ f'm « leaving slick surface.

31-35  Shield strap breaks: shield immediately falls. B0 Lamp ke any ada hnsing ol

36-40  As31-35above, and also lose next attack. across floor: treat flames as a small

41-45  Armor strap breaks: roll for hit location from where the armor fell. firw {ree The World chapier).

46-50  Armorstrap breaks: as41-45 above, and also lose next attack and parry.
51-55 Fall: lose parry and Dodge thisround, and take 1D3 melee rounds ko get up.
56-60  Twistankle: halve movement rate for 5D10 melee rounds.
61-63  Twist ankle and fall: apply both 51-55 and 56-60 above.
64-67  Vision impaired: lose 25 percentiles from attacks and parries; fix helmet or clear eyes in 1D3 unengaged
melee rounds. \
§8-70  Vision impaired: lose 50 percentiles from attacks and parries; fix helmet or clear eyes in 1D6 unengaged
melee rounds.
71-72  Vision blocked: lose all attacks and parries; fix helmet or clear eyesin 1D6 unengaged melee rounds.
73.74  Distracted: foes attack at +25 percentiles effectiveness for next round.
75-78  Attack—weapon dropped: recover in 1D2 melee rounds.
Parry—parrying weapon or shield dropped: recoverin 102 melee rounds.
79-82  Attack—weapon knocked away: roll 1D6 meters for distance, 108 for compass direction, and recovery time
of 1D3 +1 melee rounds.
Parry—parrying weapon or shield knocked away: roll 106 meters for distance, 1D8 for compass direction,
and recovery time of 103 4 1 melee rounds,
83-86  Attack—weapon shattered: 100% chance if unenchanted, subtract 10 percentiles from chance per point of
spirit magic or sorcery onweapon; subtract 20 percentiles from chance per point of divine magic on weapon.
Parry—parrying weapon or shield shattered: 100% chance if unenchanted, subtract 10 percentiles from
chance per point of spirit magic or sorcery on weapon; subtract 20 percentiles from chance per point of
divine magic on weapon.
87-80  Attack—hit nearest friend for rolled damage:; hit self if no friend is near.
Parry—wide open: foe automatically hits for rolled damage.
90-91  Attack—hit nearest friend for maximum rolled damage; hit self if no friend is near.
Parry—wide open: foe automatically hits for rolled damage.
92 Attack—hit nearest friend for maximum rolled damage and ignore any armor; hit self if no friend is near.
Parry—wide open: foe automatically hits for rolled damage.
93-95  Attack—hit self: do rolled damage.
Parry—wide open: foe automatically hits for rolled damage.
96-97  Attack—hit self: do maximum rolled damage.
Parry—wide open: foe automatically hits for rolled damage.
Attack—hit self: do maximum rolled damage and ignore any armor.
Parry—wide open: foe automatically hits for critical success with weapon.
Attack or Parry—blow it: roll twice on this table and apply both results.
Attack or Parry—blow it badly: roll three times on this table and apply all three results.

88 &

Missile Weapons Fumbles

Di1g0  Result

01-10  Lose next attack.

11-20  Lose next 104 attacks.

21-30  Lose next 103 melee rounds for any activity.

31-40  Weaponstrap breaks: lose melee weapon.

41-50  Armor strap breaks: roll for hit location to determine which piece breaks and falls.

5160  Armor strap breaks: as per entry 41-50, and neither initiate action nor parry in the next melee round.

61-65  Falltoground.

86-70  Vision impaired; lose 50 percentiles from all attack chances for 103 melee rounds.

71-73  Vision blocked: cannot see for 103 melee rounds.

74-80  Drop weapon: weapon lands 1D6-1 meters distant,

§1-85  Weapon shatters: 100% chance if unenchanted, —10 percentiles per point of spirit magic or sorcery on
weapon; — 20 percentiles per point of divine magic on weapon.

B6-50  Hit nearest friend: do regular rolled damage. If no friend is near, apply as per entry 81-85.

20-92  Hit nearest friend: do impaling damage. If no friend is near, apply as per entry 81-85.

93.94  Hit nearest friend: do critical damage. [f no friend is near, apply as per entry 81-85.

95-98  Blow it: rall twice on thistable and apply both results.

29-00  Blow it badly: roll three times on this table and apply all three results.










Range Cost Duration Cost Sorcery Spells
Range MP Frgc Duration MPF Free Spell fqualifier} Frotective Circle
Cost INT In Minutes Cost INT Animﬁleiﬁq.mml Regenerate
Apprentice i —{riguall - :
10m 0 i 10 0 0 Armaring Enchantment —{ritual) :55::; g:::‘::ﬂ
20 m +1 1 20 +1 1 Binding Enchantment —(rituall Shapechange (Speciest 1o (Specats)
0m +2 2 40 Ep X CastBack Skin of Life
80m +3 3 80 (1 hour +) +3 3 i e Smather
160m  +4 & 160 (Zhours+)  +4 4 s 1A R
i e 320 (4 hours+) 45 5 Damai Bacsting s
640 m +5 & 640 (10 hours+})  +6 ] Dmam Reyigince Stupefaction
1.28 km +7 7 1280 {21 hours+ ) +7 7 Dl@%thrﬁtrnslxex:eﬁ]hT POWI Strempthening Enchastment — (snaall
2.56km  +8. 8 2560 (1 day +) +8 8 e Semma (Crastere)
rain ;
5.12 km +9 2 5120 (3 dﬂﬁrg‘l' | +9 9 Enhance { Characteristic except INT /POW) -::E..fl:"clm“m
10.24 km +10 10 10240 {1 week +) +10- 10 Fy Telepost
2048km +11 11 20480 (2 weeks+) +11 11 Farm/Set (aibtanee) Trear Wousds
4096 km +12 12 40960:(4 weeks+)  +12 12 e Vemom
81.92km +13 13 81920 (8 weeks+) +13 13 Hind
l63.84 km +14 14 163840 (16 weeks+)  +14 14 Haldfas:
32768km +15 15 327680 (32 weeks+)  +15 15 Homing Circle
655.36 km +16 16 655360 (1 year+) +15 16 ;Tm?m*i'r caha :
1310.72km +17 17 1310720 (2 years+)  +17 17 et B
;g;g; tn‘l I 18 18 2621440 ES years+ ) ; +:lig 18 Mewtralice Magic
: m 195 19 5242880 (10 years +- EfE 19 Palsy
10485.76 km +20 20 10485760 (20 years+) +20 20 Phantom [Sense)
Common Divine Spells Extension 1 point Cloud Clear 1 point
Spell PO Cost H:: Enemy 1 point Command (Species) 1 point
i : Find (Substance) 1 point Create Ghost 1 point
mmmﬂmn:ﬂ ::z: Heal Wound 1 paint Fear 1 paint
Dmma'_"ﬁfg 4 ; Magic Point Matrix Enchantment  ritual Float 1 point
Magic 1 point g :
Dbatton 1 point Mliradlink 1 paint Heal Body 3 points
2k Sanctify 1 paint husory Motion 1 point
Excomamunication ritual
Saoul Sighe 1 point Mlusory Odor 1 point
Spell Matrix Enchantment ritual [lhusory Sight 1 point
Spellteaching Fitisal Musory Sound 1 point
. Spirit Block 1 point Ilhusory Substance 1 point
Ceremony Time to SKill Sl BT Ahal ik Tt ST
Summon (Species] ritual Lightning 1 point
Duration  Roll Duration  Roll Warding 1 point Madness 1 points
1 1D& 144 1106 Waorship (Deity) ritwal Mindblast 2 points
2 Do 223 12D6 Reflection 1 point
o D& 377 1306 SP'ECiaI Di\'iﬂe Spells Regrow Limb 2 points
Restore Health 1 poi
% ;Eg g;g }:g Spell POW Caost R e,
13 D% 1507 16D Absorption 1 point Shield 1 point
21 7D 2587 17D% Berserk 2 paints Sunspear 3 polnts
34 8D 4181 18D% Bless Crops 1 podnt Sureshol 1 point
&5 ol 6768 1906 Breath Air/Water 2 points Thunderbalt 3 points
o) 100% 10949 2006 Cloud Cali 1 peint True (Weapon) 1 paint
When augmenting the changes of a non-ritual spell, the left
column number is melee rounds of time. When augmenting
the changes of a ritual spell, the left column number is hours
of time, Spirit Spells e ale g
Spell Value Glue variable
Armoring Enchantment ritual Heal variable
Befuddle 2 palnts Ignite 1 paint
Summons Encounters Binding Enchantment ritual [ranhand variable
Bladeshary variable Light 1 paint
1D100  Encounter INT  POW B vatiable risp AR OIS A e
Conitra s 1 paint agic Po Fix ual
a1 Bad Man 20 L Coordination wariable Mindsperch wariable
0z-07 demon iDs iD&+6 Conumtermagic SEELT Mability variable
08-17 disease spirit — 3De+6 Diackwall 2 poits Multienistile rariabl
;g:g; elemental — varies Deracralite 2 poinis Prabection yariable
22 Ehﬁ_st é+6 6D6 Dt Bk T v T,
Cpgin h::a:"m o) Do 3De+é Dietect Magie 1 point Second Sight 3 points
healing spirit. ~ — D6 Detect (Substanicel 1 point Shimmer variable
67=71 intellect spirit 1D% 2010 Dispel Magic SR Slow ariable
7276 magic spirit D6 4De+é i - eyl
7781 f s a D6 Disruption 1 point Speedart 1 point
U 5’355“”:‘ il s +é Dullblade variable Spell Matrix Enchantment ritual
87-01 npmw?mpr spirit ok EhEes Yasle Syl Scryen I
o2t eodl ot per spall 306 Extiog it o ST et
07-00 ielih SD6+6 SD6+6 Fanaticismn 1 paint Strengthening Enchantment ritual
Farsee yariable Summon (Species) rikwal
*This refers to the hellion's COM, which is also equal to its Firearraw 2 poims Vigar variable
armor and magic points, Fireblade 4 points Visibility 2 points




Wind Measurement Armor Points for Objects
STR  Result Armor
02  Calm, noair movement. Object Paints
3-6  Light air, little movement: will gutter a Light Wooden Furniture 5

candle, may not blow it out. Light Wooden Door &

7-12  Breeze; easily blows out a candle. Heavy Wooden Furniture 8
13-18  Light wind. Lower limit for good sailing Heavy Wooden Door B
inboats. Hut Wall 6

19-24 Moderate wind. Dangerous to flying Fenvce Rail 12
creatures and may knock them down. Farmhouse Wall (wood & plaster) 15

Birds always roost in such wind, Postern Gate 20

25-30 Strong wind. Menacing to average Large Stone 20
humans; may knock them down. Upper Locse Stone Wall 0

limit for sailing ships to endure, Adobe 25

31-36  Fresh gale. Impossible for average Castle/ Town Gate 0

humans to remain afoot. Wooden Pallisade a0

37-45  Whole gale. Mortared Stone/Brick Wall 35

46-50  Hurricane.

Cloud Cover

% coter  scale of cover prossile precip,

0-10 none 0-10mm

11-20 scant couds 11-20mm

21-30 scatbered clowds 21-30mm (17 +1]

3140 slightly overcast 31-40mm

41-50 masderately overcast 41-50mm (2°)

51-65 mosthy overcast S1-65mm

B6-80 completely owercast 66-B0emm (37)

8100 dense clouds, lttle B1-100mm (47)

light Wind /Sea Damage

Wind Damage  Average
Description te Craft  Damage
Calm - —

Temperature Light Air 1 1

: Breeze 103 2

temp. reference degrees in C° Light Wind 106 35

water freezes o Moderate Wind ~ 2Dé+3 10

water boils 100 Strong Wind AD6+6 20

human optimal range 17127 Fresh Gale 606 +12 32

human-acceptable 10/40 Whale Gale BD6424 66

human-survivable —20/45 Hurricane 1000 + 458 a7

Terrain Effects on Perception

Light Medim Heavy
Scrub Bush Trees Scrub Bush Trees Scrub Bush Trees

=0 =10 —-10 =10 -20 —20 —15 =30 —50

If ground is broken, halve Search and reduce Scan by 25%
before subtracting the terrain percentile.

Terrain Effects on Stealth
Light Medium Heavy
Scrub Bush Trees Scrub Bush Trees Scrub Bush Trees
Hide +5 +10 +10 410 +20 +20 +15 +30 +50
Sneak —5 —10 —10 =10 =20 —20 —15 —30 -50
If terrain is flat, halve the Hide percentiles before adding the
terrain modifier.

If terrain is broken, double the Hide percentiles before
adding the terrain modifier.

Definitions of Headings

Light: Mo more than one item of the terrain type per 9 sguare
meters. Mormal vision range possible except for items of terrain,
Medium: Mo more than five items of the terrain type per @
square meters, Vision range cut to half of normal by overlapping
terrain items.

Heavy: More than five items of the terrain type per @ square meters.
Vision range cut 80 25% of normal by overlapping terrain items
Scrub: Ground cover perhaps waist high, mostly grass and light
brush. [t does not impede movement.,

Bush: Ground cover up to slightly above man height, with many
dense clumps of brush. [t will reduce movement by 15% to 50%,
depending on density,

Trees: Forest of trees several man-heights high, It will impede move-
ment as Bush does; the trees can support human weight.

Daily Movement Rates

Type Notes Rate®
Hiking Assumes an average of 30 km/day
10 hours of steady

walking, on road or
path with no en-
cumbering wagons/
animals
Marching Marching in organized
groups for 10 hours,
ready to fight at the
end of the march
Moving at a walk,
possibly accompa-
nied by pack train or
Wagons
Unhindered by
wagons, pack animals
at a disciplined walk-
trot-walk pace

30 km/day

Riding 30 km/day

Cavalry S50 km/day

*seeterrain effects guidelines, just below.

Terrain Effects Guidelines

Effects
Adds one day per km to cross
unless bridged or on a very
shallow ford. Gamemaster should
call for Swim skill rolls and World
Lore rolls.
Depends on density of vegetation.
Mo effect if on road or well-used
trail.
Light —slows movement to
B85% of normal,
Medium —slows movement to
70% of normal.
Heavy—slows movement to
50% of normal.
Slows movement to 70% of
normal,
Slows movement to 30% of
normal,

Terrain
Major River

Vegetation

Rolling Hills

Mountains

These conditions are cumulative. Example: if
adventurers attempt cavalry movement through
medium vegetation on mountains, movement iscut
to 30% for mountains, and to 70% of that modified
amount for vegetation. Instead of 50 km/day,
movement will be 11.5km/day (30km X .30moun-
tains = 15km * .70 medium vegetation = 10.5km
actual movement rate).

Disease Effects

Fatlures Degree of Mness

o none

1 mild: lose 1 characteristic point weckly

2 acute; lose 1 characteristic point daily

3 serious: lose 1 characteristic point hourly
4+  terminal: lose 1 characteristic point / minute

Aging and Inaction

206 points lost 206 points lost
2 4 7 none
3 3 B none
4 i L 1
i 1 10 2
& nome 11 3

12 4
1010 characteristic

1-2 —=15TR

3-4 =100N

56 —1DEX

7-8 -1 APP
9-10 o loss

Imprnvement Summar}'

Muthod Die Roll  Add  Time

Experience” 1D& 3 ane adventure
plus approx., 1
ame week,

Training 1De-2 2 hours equal to
sheill %

Eesearch® 1D%-2 1 hours equal to
skill %

POW Gain® 1031 1 one adventure
plus approx. 1
garme week.

Character- 1031  none  current charse-

istic®" Reristic = 25 hrs.

“Mlust havesucoessful experience increase roll,
**hlay increase by training or by research.




Attack, Parry
and Dodge Results

Attack: an adventurer can make one attack and
one parry during a melee round, unless attacker's
weapon skill is greater than 100%, orif he is using
two-weapon use rules,

miss  no damage; attacking weapon may
bedamaged by parrying weapon,
no damage: attacking weapon may

be damaged by parrying weapon;
attacker suffers effects of roll on

fumble

simple  weapon absorbs current AP in dam-
age. If weapon AP exceeded by
damage then AF reduced by one. Ex-
cess damage passes to defender’s

armor, Sword parry will do normal

PB—Players Book  MB—Magic Book

S Sreailt Missile + Melee Fumble Table or tt::.;pnn damage to unssccessful at-
critical  weapon does maximum possible Matural Weapons Fumble Table. ing weapon,
;c;;?cnmi;?ﬁ:ftiﬁ;n;h;] :;rn: Bt t 1 Cme ERiryine ek can benised apaiint miss  anysuccessful attack hits.
S T -.-ril:;cal dodge results: one attack, Except for 2H weapons, no weapon fumble  any successful attack hits, plus
target suifers automatic knockback; used to parry can be used to attack in the same ME. defender suffers effects of roll on
critical parry will completely block SHCCRSS resulf Parry Fumble Table.
critical attack. et ;
critical  stops critical attack, parrying wea- 0 s Each polnt cEEM :
special  weapon does normal weapon dam- pon suffers no damage. Check sk?;ljg; lgrcim?homgc;:ﬁwﬁﬁﬁ
age plus user's damage modifier: knockback. Swords, axes and similar attacks from a ﬂng-l.e source, but m:gﬂ._‘ rolled
thrusting weapons (spear, short- weapons will do normal weapon against each attack y
sword and missile weapons) (arrows, damage to unsuccessful attacking !
sling stones will also impale); target weapon, success  resulr
;ﬂ;’m:mfk“ﬁmgﬁswm tpecial - wiking shield. sal. and specially: critical  avoid criticalattack.
: constructed weapons entangle at- special  avoidaspecialattack.
simple  weapon does normal weapon dam- tacking weapon. Swords and axes or simple  avoid normal successful attack.
age plus user's damage modifser. [F similarly-bladed weapons will do miss  anysuccessful attack hits.
total damage is greater than target's normal weapon damage to unsuc- fumble  automatic normal hit unlessrolled hit
S1Z. then target s knocked back. cessful attacking weapon. isbetter,
Aimed Blow {PB *ﬂ] that weapon knocked from wser’s hand to dis- cannot replace severed or maimed limbs, cannot

Specify hit location ta be hit during Statement of
Intent. Cn SR 10rollattack at ¥z chance,

Damage (FB 40)

An adventurer will fall unconscious if only 1-2
total HP remain, and also loses all positive fatigue
peints, He or she will dic at end of MR if total HF

are equal to or less than zero, Damage Equals or
Exceeds Location HF (IPB41):

Head: Adventurer unconscious. Lose all positive
FP. Make CON x5 orlose 1 HP /MR (blood loss).
Blowod loss stops OR character can be Heroic if
CON %1 rolled (gain no experience).

Chest: Adventurer falls, cannot fight. Cancrawl,
magically Heal, or use First Aid. Make CON x5
or loze 1 HR/MR (blood loss). Blood loss stops
OR adventurercan be Herobe if CON % 1rolled.

Abdomen: Both legs useless, adventurer falls.
May fight from ground. May magically Heal or
First Aid self. Make CON %5 or lose 1 HP/MR
{blood lossh. Blood loss stops OR adventurer can
be Heroicif CON x 1rolled.

Arm: Limb useless, drop item, continue standing
unless knockback, May magically Heal or First
Aidself.

Leg: Limb useless, adventurer falls, May fight
from theground, magically Heal or First Aid self, i

Damage Equals or Exceeds Double Location I

Head, Chest, or Abdomen: Adventurer un-
conecious, lose all positive FP and 1 HP/MRE, No
CONroll, Heroic action, orother action,

Limb: Limb is maimed or severed, adventurer is
unconscious, Lose all positive FP and 1 HF/MR
(blood loss). IF COM =1 rolled can be Heroic,
will not stop blood loss, Must be Healed to +HP
within 10 MR or lost permanently. No more than
23 location HF can be done as damage to total HP.

Disarm (PB 58)

Attacker states that opponent’s weapon is target
of attack; opponent automatically parries if that
was his declaration during Statement of Intent.
Attacker retains normal success chance against
SR 0weapons: he loses 10 percentiles against SE 1
weapons; 20 percentiles vs. SR 2 weapons: and 20
percentiles against SR 3 weapons. He has these
options;

Strike to Damage Weapon: each point of damage
in excess of weapon armor points reduces AP by
one, Purely thrusting weapons will not damage
other weapons.

Hit With Flat of Weapon: match rolled damage
vs, target’s STR {or STR 1.5 if he uses 2H
weapon using resistance table, Success means

tance in meters equal to difference between
damage done and targets STR.

Entangle Target Weapon: entanglement occurs
when the user of a whip, lasso, flail, etc. achievesa
special result, Then match STR of attacker vs, STR
of target towrench weapon From target’s hand .

Swordbreaker Tactics: usable with viking
shields, sias, and specially-made weapons (dou-
ble cost}. User must achieve special parry result
with swordbreaker: sucoess means either that at-
tacker's weapon is entangled as above or match
swordbreaker user's STR ws. remaining armor
points of attacker's weapon using resistance table.
Success indicates broken attacker weapon.

Fatigue (PB 43)

Total FP equals STR+CON. Subtract 1 FP for
cach point of ENC carried or worn, Lose 1 FP for
cach,melee round of action, or each hour march-
ing, oreach 1.5hoursriding. Subtract one peroen-
tile from each skill rell, resistance table roll, or

. characteristic roll for each negative FP. Reaching

a negative FP total equal to STR +CON causes
unconsciousness (exhaustion). Unconscious
character must recover to positive FP to aveaken
103-1 FI regained per ME of rest (can ride, walk
Im/MR).

Grapple (PB 60)

Successful grapple skill use catches random hit
location (shield if defender makes successful
shield parry roll), Grapple attack is blocked if
defender succeeds in grapple ar fist roll or
detender can dedge grapple attack, After initial
attack, base MR SR on combatant’s DEX alone
{de not include SIZ). A successful roll by each
cancels the other's action. A sobely successful
grappler may:

Throw Foe: match thrower's STR +DEX v, op-
ponent’s S1Z + DEX on resistance table. Success
means that opponent must make DEX %5 roll or
suffer 106 damage to random location {armor
protects), Failure means opponent not thrown,
but attacker maintainsgrip.

Immaobilize Limb: succeed in STR vs. 5TR roll,
Failure means that limb not immobilized. but
attacker maintainsgrip.

Healing (FB 42)

Healing remowves damage. An impaled adven-
turer cannot be healed until impaled weapon is
removed, Matural Healing (PB 43): recover 103
HF per location per week. If adventurer is work-
ing while healing rate is 1D4-2 for each location,
Total hit point damage will heal after all hit loca-
tionsare healed.

First Aid (FB 75): can be used once per wound,

be used on adventurers with negative HP. One
miebee round is needed to stop bleeding, Five meles
rounds and normal sucoess heals 103 HP; special
success heals 203 HP; critical success heals
1D3+3 HP; fumble causes 103 additional dam-
age. Any other action by user during process sub-
tracts 2 HP from those healed. First Aid will work
against total hit point damage (asphyxiation,
paison).

Magic Healing (MB 21, 34, 51): can be used any
number of times against a wound. 1f used within
10 MR, any spell that restores HP immediately
can be used to cure a maimed or severed limb.
Spells will not work on total HP damage that is
unrelated to location damage: can be used on
adventurer suffering from negative HP if applied
before 5K 10

Knockback (PB 49, 56)
Ewvery 5 points of damage in excess of target S[Z
knocks the target back 1 meter, target will fall
unless DEX x5 roll is successful. A special hit
automnatically knocks a target back 1m/5 points
of damage regardless of SIZ.

Knockback Inte Small Objects or People:
primary target must make second DEX X 5;
secondary target must also make DEX x5, If
primary target suffered at least a 3 meter
knockback, both he and secondary person suffer
1D% points of random damage per 5 meters to be
traveled (i.e. 106 damage per 25 points of
knockback ).

KEnockback Into Solid Objects: target suffers ad-
ditional 1Dé random damage per meter traveled.

Intentional Knockback: state intention to knock-
back; at fist-attack SR attacker maiches his
STR+51Z vs, 512+ DEX of target. If successful,
treat attacker STR451Z as if weapon damage.,
Unsuccessful attacker is knocked back as if
defender SIZ + 5TR is weapon damage.

Martial Arts (PB 78)

User must roll D100 less than both natural
weapon skill percentile and martial arts skill
percentibe, Martial arts doubles natural weapon
damage (roll twice the dicé); it does not affect
user'sdamage modifier.

OtherMelee Maneuvers

PB&2 Area-Effect Attacks
PB57 CloseCombat
PB53 Darkness

PB52 Disengaging

PB&4 MissileFirelnto Melee PES1 Stun Damage
PB65 MissileFire Vertically PB62 Sweep Attack
PB51 Mounted Combat
FB5% Movingand Melee

PEE2 Owerhead Blow

PB59 Two-Weapon

PE47 Multiple Activities
PB59 Opportunity Melee

PBS5: SetSpearvs, Charge

Phse Two-Handed Weapon
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