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Insert Flavor Text Here about Skills & Combat
The use of skills is the backbone of any role-playing game.  Alpha Arkana uses the Alpha Chronicles system for skill use, combat, and most other dice systems.  This shared system is based upon percentile dice and d10s.  Most players will only need 9d10s and a percentile d10 to play our game.  Although just a pair of percentile dice is generally required for actual play.  The reason for percentiles is simple: people think in percentages.  You have a 50% chance of hitting your target.  I have a very slim chance (5%) of surviving this dive.  I am 99% sure I am right.  With this in mind we designed our system for ease of use and yet tried to keep it realistic.

The basic skill roll formula is simple as well:

SKILL PERCENTAGE + / - MODIFIERS 

= ROLL OR LESS REQUIRED ON D100

For example: A character wants to fire his crossbow at the charging mercenary. The character's skill percent with Bow Weapons is 45%. The player must roll percentile, and score less than or equal to 45 to successfully hit the mercenary.

It is just the modifiers that will confuse people.  Any modifier in this game can be used or ignored, as the GM believes is appropriate.  In an effort to keep it simple we have compiled a set of die roll modifiers with broad categories to assist in adjudicating difficult or easy actions.  For most easy actions we recommend not even requiring a skill roll.  Walking down the street obviously should not be difficult.  Driving a car in normal traffic should not require a skill roll.  Driving through rush hour traffic at high speeds while dodging gunfire and weaving through other cars should require a skill roll, maybe even with some hefty negative modifiers.  Sometimes more than one modifier will be applied. 

For example: A character with a Pick Locks skill of 60% is trying to pick a very simple lock. The trick is that she is hanging upside down. The GM would give her a bonus of +15 to her skill for a total of 75%, due to the simplicity of the lock. However, since she is hanging upside down, the GM would give her a penalty of -25% to the skill, for a total of 50% (60+15-25=50). She would need to roll 50 or less on percentile dice to successfully pick the lock.
Die Roll Modifiers

Modifier

Subjective Rating
+50

Nearly impossible to mess up

+25

Extremely easy

+15

Easy or simple to accomplish

+5

A little easier than normal

-5

A little harder than normal

-15

Complicated

-25

Difficult to perform

-40

Extremely difficult

-50

Almost impossible

-60

Nearly impossible

-85

Inhumanly impossible


No matter how difficult the task there is always a chance to succeed.  Even if the modified skill roll is a negative 15 percent chance, there will still be a 5% chance of success.  A roll of 01-05 will always save a character’s bacon, unless the task is simply beyond the character’s ability.  Normal humans can’t fly.  They can’t lift two tons of solid rock without aid.  They can’t cast spells without any knowledge or talent.  They can’t use knowledge that they could never have learned.  Once we add in options and abilities these restrictions suddenly change.  Logic, Common Sense, and verisimilitude still remain and should always be used.  

If the roll was less than 1/10th of the characters skill total, then the character rolled a Critical Success.  Always round to the nearest appropriate number when rounding in Alpha Arkana.  Most numbers should be rounded to the nearest whole number.  Some numbers such as Weight Allowances should be kept as precise as possible.  If the character requires a roll of 01-05 to succeed then there can be no possibility of a critical success. 
If the roll was between 96-100 then the die roll automatically failed, no matter what skill total.  Unless the character has a skill total equal to or greater than the resulting roll, the failure is a Critical Failure.  This is not an ordinary failure at using a skill. This is a major catastrophe. A weapon broke, a person lost their grip and fell off the 50 foot wall that he or she was climbing, or a spell caster miscast a spell.  Whatever happens is not pretty, nice, or helpful to the character or those around him.

In most cases Attribute Rolls are dealt with identically to skills.  If the character is braced, ready, or initiating the attribute check then allow them to roll using the Full Attribute.  If the character is acting reflexively, surprised, or otherwise hampered then they should use the Quarter Attribute.  Only in extreme cases should the 1/10th Attribute be used.

Luck is one of the few attributes that should be used very carefully.  Luck rolls may be used in a variety of situations where no other attribute or skill could apply.  This is strictly a GM call and should be tightly monitored.  The most common use of Luck rolls is Dynamic Scenery.  

In most games the GM states the scene, the contents of the area, and who is there.  The players are forced to ask questions to prompt the GM for something they need or simply make due with what was described.  The problem with this is that the GM is only human.  She will assume that certain items are there, or not even consider a logical possibility.  That’s where Dynamic Scenery comes in.  If the player wants something that should be in the room, then they should just say that their character uses it.  If the GM objects, then a Luck roll is in order.  Depending upon the likelihood of the player’s request a Full, Quarter, or even 1/10th Luck roll may be required.  If the element is absolutely not in keeping with the GM’s plot, scene, or puzzle then the GM will simply say no and move on.  Do not use this rule as an open-ended grab bag.  It is there simply to move the game along and make it more exciting for everyone.

Example:  Rianna and Klavin are dining with a local magistrate of a large village.  Rianna is playing coy and pumping the local official for information about a band of bandits and ruffians that are raiding the area.  During the dinner some of the brigands attack, leaving Rianna and Klavin unarmed in the Dining Hall.  Klavin dashes under the table, grabbing a serving tray lid to use as a shield as he dashes over to the china cabinet.  Inside the china cabinet he grabs knife after knife as he continues to throw them at the invaders.  The GM never mentioned the China Cabinet or the silverware inside, but seeing the opportunity for an interesting fight scene allows it.

It is sometimes possible for characters to help each other. Some examples include lifting heavy objects, trying to hold on to someone (to keep him or her from plummeting to his or her doom), or just a simple game of tug-of-war. This is often done with using attributes although skills can be used also.

When two characters help each other, they need to pool their abilities. One character uses his or her full attribute, and the second character needs to use one quarter of his or her attribute or skill, rounding all fractions up. The two values are added together. The result is the number needed to be rolled less than or equal to on percentile.

Example: Two big, strong warrior type characters are trying to lift a portcullis. Drak has a STR of 80, and Tog has a STR of 72. The players decide to use all of Drak's STR, and one quarter of Tog's. This gives them a 98% chance to lift the portcullis (72 / 4 = 18. 18 + 80 = 98). If they had decided to use all of Tog's STR and one quarter of Drak's, then they would have a 92% chance of lifting it. Of course, this is just the base chance. There would be penalties due to the weight of the portcullis. For each additional character that helps, they can add one tenth of their attribute or skill to the total. 

Sometimes two characters are in direct competition using skills or attributes.  This could be a tug-of-war, arm-wrestling, or even a battle of wills. This is one of the few times when the players don't need to roll under their character's attributes. Higher is better.  When characters are resisting each other, their players must take the appropriate attribute, roll percentile, and add the two numbers together. The character with the greater total wins the competition.

Combat


Most games would be pretty dull if there was never any conflict.  While intrigue, negotiation, and diplomacy are always good to try first, some situations just require an old fashioned ass whooping.  Even in these situations the combat system in Alpha Arkana is deadly enough to kill just about any character.  Treachery, good planning, and liberal use of a strategic mind will save many a party of heroes from an untimely death.  That said…on with the carnage.


There are two basic units of time during combat: Rounds and Phases.  A round is six seconds long and is divided into three phases of two seconds each.  Each character has a certain number of actions of which he can spend during each phase.


Unless the two sides just happen to stumble upon each other or start with a simple argument, most likely someone will have the surprise attack.  The first step in combat is to determine who, if anyone, has that surprise.  If one side is laying in wait then that side has surprise.  If one side is distracted and the other attacks from behind or out of sight, again surprised.  If someone unexpectedly draws a knife and stabs another in plain sight, while surprising, the victim does not count as surprised.  The only requirement is the party is surprised.  If the other group is expecting the attack, then they are not surprised.  A successful Notice Ambush or similar power will negate all surprise or even allow the group to set their own trap.  

The faction that surprised the other group has one phase in which to move, strike, aim, or otherwise act.  Any activity that requires more than one phase to complete will not be completed until the same time next round.  Certain characters from the surprised party may be immune to surprise.  In this case they are also allowed a single phase that occurs after the ambushing group has finished.
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Once the surprise phase, if any, has been spent it is time for initiative.  One individual for each faction in the combat rolls a d10.  The faction with the highest total, after modifiers, goes first.  All ties benefit the player characters.  If two factions of player characters roll equal initiative then a roll off between those factions continues.  This roll off enjoys no benefits from modifiers.  If the faction won the initiative last round, or had surprise, they receive a +1 cumulative bonus to their initiative.  This continues until the faction has an initiative bonus of +3.  The next round initiative is not rolled; instead it is given to that faction.  This continues until a drastic change of situation occurs in the combat.  Massive reinforcements, multiple friendly deaths, a leader falling, or a routing of friendly troops could all lead to a resetting of initiative.


Some characters have an option that allows them to bend the initiative rules.  Such a character follows the specific rules for that option or ability, and may be considered a separate faction for purposes of initiative.  If more individuals in a certain faction all use similar initiative benefits then they should be considered one faction.  Each combat round is only 6 seconds long.  As each character acts a miniscule amount of time passes.  The players for each group may choose the order in which the characters act.  If the players do not choose the order then the GM chooses an end of the table to begin, and then oscillates back and forth as all actions are completed.  

A group that wins initiative may choose to wait for a certain event to occur to or by the opposing faction.  They allow the other faction to act first in the round.  At any time during the phase the winning party may choose to suddenly act.  They insert the entire faction in any order that the players desire.  Other individuals may choose to continue waiting until other events occur.  Once all of the acting characters have finished, the other faction continues its actions.  
During each phase of combat the characters make choose to complete certain activities that are called Actions.  There are several different types of Actions depending upon how they are attempted.  Movement and Verbal actions are spent separately from Primary, Floating, and Reflexive Actions.
· 
Primary Actions – Those that must be spent every phase or they are lost.  For every three total actions the character possesses, one Primary action is converted.
· Floating Actions – Those that may be spent during any phase.  Only one floating action may be spent per phase.  Floating actions are the remainder after the number of Primary actions is determined.
· Extended Actions – These actions require longer than one action to complete.  They range in time required from one full phase, past one full round, and may require several minutes at least.

· Reflexive Actions – Those that are used for defensive purposes only.  It is usually spent during another faction’s portion of the combat phase, and will require an unspent floating action.  If no floating actions are un-spent then it will drain a Primary action from the next phase.  If no primary actions remain for the round then an Agility roll is required to successfully act.

· Free Actions – These actions are often done in conjunction with other actions.  They require very little time to complete. 

· Movement Actions – Everyone always has one per phase.  These include climbing, walking, crawling, swimming, etc.  The character may choose to move up to their fastest movement rate as allowable per encumbrance.  They may also be used simultaneously with other actions.  They may also be spent during another faction’s portion of a phase to stay near a moving opponent or target.
· Verbal Actions – Always one per phase.  2 seconds of speech.  May be used for talking or casting a spell.  They may also be used simultaneously with other actions.
	Total
Actions
	Primary Actions
	Floating
Actions

	
	1st Phase
	2nd Phase
	3rd Phase
	

	1
	0
	0
	0
	1

	2
	0
	0
	0
	2

	3
	1
	1
	1
	0

	4
	1
	1
	1
	1

	5
	1
	1
	1
	2

	6
	2
	2
	2
	0

	7
	2
	2
	2
	1

	8
	2
	2
	2
	2



Primary and Floating actions are the most common type of actions.  Most combat activities can be completed in this period of time.   Hitting a person, drawing a sword from a sheath, ducking behind a pillar are all common examples of primary and floating actions.  The only difference between the two action forms is how they may be spent.  Primary actions are the mainstay of combat; how well the warrior has trained and how fast they can strike during a round.  Floating actions are intended for those who are just a little better trained in combat.  They have that last bit of speed to act when it is absolutely necessary.

Extended actions require more than a split second to complete.  There are different types of extended actions dependant upon how long they take to complete.  Some extended actions only require a single phase or two before they are successful.  Others may need an entire six second combat round to complete.  Still others may demand an entire minute or two before they are completed.  The character attempting an extended action may not roll until the allotted time is spent.  If they are distracted, halted, or otherwise interfered with then the GM must determine the results.  Some instances may simply offer a success with a penalty to the skill roll.  Others may completely destroy any chance of success.  Others may allow the character to continue at a later time, with the previous time recorded and deducted from the total.

Free Actions

· See Verbal and Movement Actions

· Dropping an item held in a hand

· Some Defense (¼ DT)

· Quick Drawn Weapon

· Activating some continual spells

Primary & Floating Actions

· Striking with a Melee Weapon

· Shooting with a Missile Weapon

· Throwing a Missile Weapon

· Better Defense (½ DT)

· Hiding behind cover

· Readying a prepared Thrown Weapon

· Reloading a long bow or short bow

· Drawing a sword or sheathed item
· Sheathing an item or weapon

· Readying a prepared item
· Using a readied magical item

Quick Extended Actions (1 Phase)

· Readying an item in a belt or shoulder pouch
· Readying an item tied to a backpack

· Casting a Quick length spell

· Quickly binding a wound to stop blood loss

Short Extended Actions (2 Phases)

· Readying an item in a backpack
Medium Extended Actions (1 Round)

· Reloading a Light or Pistol crossbow

· Casting a Normal length spell

· First attempt at picking a lock
· Concentrated Defense (Full DT)

Long Extended Actions (2 Rounds)
· Casting a Long length spell

· Second attempt at picking a lock

· Reloading a Medium or Heavy Crossbow
Very Long Extended Actions (1 Minute or Longer)

· Casting a non-memorized spell or ritual
· Third or additional attempts at picking a lock

If a Movement Action is spent during a phase then there is a penalty to all other actions performed.  This penalty is also applied to anyone attempting to strike or physically interact with the moving character.  Movement actions that also require the use of hands or arms, such as swimming, climbing, or crawling, will inflict an additional penalty of -20.  This additional penalty applies only to those moving or attempting to assist the person moving.  Those striking or shooting at the moving character will incur no additional penalty.
	Movement Speed
	Penalty

	Walking
	- 0

	Jogging
	- 5

	Trotting
	- 10

	Running
	- 20
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Reflexive actions are used for defensive purposes only.  It is usually spent during another faction’s portion of the combat phase, and will require an unspent floating action.  If no floating actions are un-spent then it will drain a Primary action from the next phase.  If no primary actions remain for the round then an Agility roll is required to successfully act.  No more than one free reflexive action may ever be spent by a character during any one phase.  Most reflexive actions include such things as jumping for cover from an explosion or spell, using an option as a defensive measure such as teleporting or shape shifting, and anything else that requires time that the character usually does not have.  
The Strike roll is the most common of all actions taken during combat.  The strike roll uses whatever weapon skill is appropriate for the weapon being used.  If the attacker does not have an appropriate weapon skill, then use their Coordination Default instead.  Any applicable Specialization and the Defensive Tactics of the victim always modifies this skill.  Depending upon how fast they are moving there may be an additional penalty to strike.  
Once all of the modifiers have been determined: roll percentile.  If the strike roll is equal to or less than the modified skill percentage then the strike was successful, otherwise the strike missed or was deflected in someway.  Try to be creative in your descriptions of combat, as the most exciting brawls are those that aren’t just: I missed, I hit, I missed, I hit.  Yawn.  Snore.  Critical successes and failures in combat require additional rolls.  Each has its own chart and resulting events listed later in this chapter.


Only a very stupid or suicidal character would stand still in the middle of a fight.  Boxers dance around their opponents, archers shoot from behind cover, and martial artists weave nearly imperceptible patterns with their bodies as they fight.  These are all forms of Defensive Tactics.  Defensive Tactics applies equally to all directions around the character.  In a fight everyone tries to keep his or her back to a wall, object, or even keep it twisting in place.  Fighters twist, dodge, weave, twirl, and spin in combat as they fight opponents.  
When a character does little else but avoid injury in an entire six second combat round, this is called using Full Defensive Tactics.  It must be declared during the initiative roll for each round of combat.  A character focused upon only defending may subtract the full-modified Defensive Tactics value from every strike they are aware of.  The character may still use Free, Verbal, Reflexive, and Movement actions.  If they choose to change their mind and attempt any other action, there is an additional penalty of -60 to all subsequent actions for the round.  In addition, all remaining primary actions for the round are lost.
The full-modified Defensive tactics value is equal to the Defensive Tactics skill of a character, minus any armor penalties, plus any shield bonuses, and with any other modifiers such as magic, options, or specializations.  Most melee weapon specializations can be used as a bonus to the character’s Full Defensive Tactics.  Specializations with bows, crossbows, thrown weapons, or other projectiles cannot be used.  This total should be recorded, as it doesn’t often change.

Besides total defense there are other ways to avoid being hurt in combat.  Firing a missile weapon or other distance-based projectile from behind cover will grant the full defensive bonus as they pop up, shoot, and dive for cover.  However certain options or effects can negate this bonus.  Shooting through the cover negates any defensive tactics, but grants a large bonus to the PV of the character based upon the composition of the cover.  Other reasons for applying Full Defensive Tactics may be determined by the GM as game play continues.  Anything that keeps the character mostly hidden from the attacker is a good prospect for the Full DT usage.

Characters that have been well trained in the arts of war usually have more than one action during a combat round.  These characters may choose to enjoy a Half Defensive Tactics rating applied against their aggressor.  This level of defense requires one Floating or Primary action per combat phase to be spent.  Take the Full modified DT of the character and divide by two.  This level will remain until the start of the character’s next phase.

In most cases where the victim may not apply the Full DT, they still enjoy a partial Quarter Defensive Tactics.  Take the full-modified DT and divide by 4.  When the victim is attempting most actions, wary but surprised, or simply pre-occupied during combat they only receive this ¼ DT value.  Only in extreme cases where the victim is caught flat-footed, held un-resisting at gunpoint, or otherwise unmoving does the character receive No Defensive Tactics.  A character may choose at any time not to defend and surrender any possible defense.  Characters that are unconscious, bound, or otherwise fully immobilized are hit automatically.  Attackers should roll only to determine if a critical hit was made.  Critical failures are not possible.  The GM may further rule that called shots, critical hits, knockout blows, or death strikes are instant and automatic.

If the assailant rolls equal to or under their skill modified with the appropriate DT then they successfully strike.  Once a strike has been determined the attacker rolls a d10.  All weapons use a single d10 to determine injury dealt.  Consult the injury table for the applicable weapon to find the actual base injury dealt.  

All strikes gain a bonus to injury based upon 1/10th the assailant’s skill with the weapon.  Most Hand-to-Hand (Melee) weapons, thrown weapons, and bows have an additional bonus equal to 1/10th the character’s Strength.   Check the weapon table under the specific weapon to determine if it does grant a bonus to injury inflicted.
For example:  A brawny warrior with a 50% two-handed sword skill, a strength of 70, and a flamberge strikes an opponent.  The warrior rolls a d10 and gets a 7.  The injury total is 30 + 5 + 7 or 42 points.


Once injury has been determined, only one thing can prevent it: armor.  There are two primary forms of armor: natural and standard.  Both types of armor grant a Protection Value or PV.  The PV is subtracted from any injury dealt to the area of the strike.  Unless the attack was a called shot or critical hit the PV of body armor is always used.  In such cases use only the appropriate armor and PV.

Natural armor is that which the character has as part of their skin or natural bodies.  It covers the entire body and grants its protection to every location.  The only was for a player character to gain natural armor is through certain options.  Natural armor is considered weightless for the purposes of encumbrance, and only gives a very small penalty to movement.  Any character with natural armor has an agility penalty equal to one half the PV of the armor.  This is subtracted from all agility rolls and any skill that incorporates agility as one of its base attributes.  Natural armor can only be damaged through the use of certain magics, options, or critical hits.  It will heal at a rate of 1 PV for every 2 days of normal rest.

Standard armor is available to any who wish to purchase it.  It includes suits of plate mail, chain mail, and leathers.  Every suit has a separate PV, agility penalty, and weight.  Most ancient body armors are designed to cover all body areas except the head.  It is possible to piecemeal armor coverage.  The PV of each armor section only applies to that location.  Follow the formula in the Equipment section to determine the average PV of the character.  The Agility penalty is added together to determine the total.  
Even characters that are super fast, ultra tough, highly skilled, and heavily armored get injured eventually.  Whenever injury is inflicted it should be subtracted from the character’s current Injury Point (IP) total.  When the character drops below thirty injury points they begin to feel the effects of their injuries.  See the Injury Effects chart for more details.  If a character has zero or fewer injury points remaining they are in grave danger.  Falling unconscious, they will soon be dead unless they receive medical attention immediately.  They will stay in a coma for no more than their ¼ Health in rounds.  If they have not received sufficient magical healing or medical attention before this time elapses then they are dead.  If they suffer more than their ¼ Health in injury below zero then they are also dead.  


Injury is healed at a rate of 1d10 + 1/10th the character’s Health attribute per day of complete and total bed rest.  After all of the normal injury is healed, the character must then recover all of the accumulated injury that has accrued since the last period of rest.  Characters who continue to adventure with accumulated wounds will begin to feel the weight of the muscle soreness, small cuts, bruises, and other freshly healed wounds.  If the character does not rest after the adventure has been completed, then the character will suffer the effects as if currently only having 21 – 30 injury points remaining.  If they continue to adventure after this then after a week then they will suffer the effects of only having 11 – 20 injury points remaining.  

While certain magic spells, regenerative options, or prayers can reduce the wounds present on a character.  This only applies to actual injury (i.e. loss of injury points) and can NEVER affect accumulated injury.  The only way to accelerate the healing of accumulated wounds is to have a physician or other characters skilled in medicine tend to the patient.  The physician does not have to make the patient his only concern, and may tend to other patients during the same day.  Patients healing with the aid of a medic receive a bonus of 1/10th the First Aid skill of the medic in injury points recovered each day.  Doctors and surgeons with the Medicine skill and access to all needed tools, devices, and pharmaceuticals may apply that bonus every twelve hours.  Physicians who attempt to heal themselves only receive ½ their applicable bonus.  When more than one physician is aiding a patient, only the highest skill should be used to determine healing.

The empathic healing skill possessed by some characters will reduce the current actual injury by transferring that injury to the healer.  While the injury absorbed heals extremely quickly, the accumulated injury remains until the healer rests and recovers as normal.  Empathic healing can be used to absorb poison or toxin from a victim.  When used in this way the effect is lessened by one level, but no other healing is done.  The empathic healer will automatically receive the ¼ effect of the appropriate poison.  Disease and critical wounds can never be empathically healed.

The Save from Death spell is one of the most useful emergency spells in the book.  A first level spell that can restore a pulped character from negative 250 injury points to positive 1d10.  When cast during the next round it will save any victim from death.  The only unfortunate point is that it will place the recipient of the spell in a coma for 1d10 hours and is unable to heal by ANY means other than natural rest.  Empathic healing, magical healing, anything short of direct divine aid will be unable to improve their condition.  The more puissant 3rd Power spell Negate Injury has the same effects, but will not prevent further magical healing.

Injury Effects

	IP Total
	Results & Penalties

	31+ IP
	No problems

	30 – 21 IP
	The character is a bit winded and sore.  A HEA XE "Health"  or WIL XE "Willpower"  roll is needed to perform any strenuous activity with no penalties.  If the roll is not made, then the character will not be able to perform at his or her best.  There will be a penalty of – 5% to all skills, and the character can only run for a number of rounds equal to his or her HEA, but can trot indefinitely.

	20 - 11 IP
	The character is hurting.  He or she will automatically have a penalty of – 20% to all skills.  However, a successful HEA XE "Health"  or WIL XE "Willpower"  roll will reduce the penalty to – 10% for 1 action.  The character can only run for up to a number of rounds equal to 1/10 his or her HEA, and can only trot for a number of rounds equal to his or her HEA.  The character can still jog normally.

	10 – 6 IP
	The character is in a lot of pain.  He or she has a penalty of – 40% to all skills and the fastest that he or she can move is a jog, but for no more than ¼ HEA XE "Health"  in rounds.

	5 – 1 IP
	The character can do nothing except walk for a maximum number of rounds equal to his or her HEA. XE "Health"   Any skill that is attempted will have a penalty of – 60%, and will take at least 4 times as long as normal.  Combat and other strenuous activities are not and option for the character that is hurt this much!

	0 IP or less
	The character is down, and will die in a number of rounds equal to ¼ HEA XE "Health"  unless he or she receives medical, magical, or divine help.  Even then, he or she will only be able to walk for a number of rounds equal to ¼ his or her HEA before needing to rest.  Also, he or she requires three times as long to recover to his or her full IP.


Optional Combat & Skill Systems

· Aiming
· Automatic Weapons

· Breakage Points
· Called Shots
· Concealment

· Critical Hits & Failures

· Dual Weapon Combat

· Falling

· Guarding

· Hunting & Foraging

· Mind Control

· Miscellaneous Injuries

· Mounted Combat

· Overland Traveling

· Point Blank Attacks

· Poisons, Drugs, & Toxins

· Ranged Weapons and Reloading

· Sailing Travel

· Specialty Weapons & Attacks
· Supernatural Speed & Quickness

· Unarmed Combat

· Weapon Breakage


While these rules cover the basics of combat in Alpha Chronicles and Alpha Arkana there are quite a few additional rules, modifiers, and systems.  While we recommend the use of these systems as a balance between realism and cinematics the final decision is in the hands of the GM.  Some of the systems may not be immediately necessary for a pure fantasy campaign.  We have included them for those who wish mixed genre campaigns.  Please feel free to modify, ignore, or implement as many or as few of these systems as you desire.  As if we could stop you.

Aiming

This optional system is designed for missile weapons, effects that use the ranged strike skill, and thrown weapons.  Each phase spent aiming will grant a bonus of 1/10th of the character's weapon skill. The character can spend up to 1/10th of the weapon skill in actions aiming. The aiming character may not use any movement, primary, floating, free, or reflexive actions and retain any earned bonuses.  Their effective Defensive Tactics drops to zero.  Any additional time spent aiming will not improve the chance to strike the target.  This is perfect for assassins, snipers, and other spell casters or archers who need to make a single shot count.
Armor Piercing & Hardened Armor


Most attacks will deal injury normally and will be prevented normally by the applicable PV of any armor.  Unfortunately not all weapons and armor are created equally.  Some attacks are considered armor piercing and will only be affected by ½ the armor’s PV.  These attacks include lasers, Teflon bullets, some energy strikes, and in some cases magical weapons.  The description of the weapon or option will specify if an attack is armor piercing.  Look under Specialty Attacks for more information on more futuristic or esoteric weapons.  

GMs should be wary of what should constitute an Armor Piercing attack and what could be hardened against it.  Use your common sense, if a specific attack feels like it should more easily penetrate a defense, consider making it armor piercing.  If it doesn’t feel right, then leave it alone.  Just because a weapon can penetrate a type of armor doesn’t make it armor piercing.

Some attacks are automatically considered armor piercing based upon the armor worn to defend against.  Arrows, quarrels and piercing melee weapons always count as armor piercing to Kevlar, leather, and chain mail armors.  Kevlar armor is woven out of strands that are intended to distribute force from an expanding bullet.  Piercing attacks that retain their shape cut easily through.


Hardened Armor have been specially treated or enhanced to withstand an armor piercing attack.  In most cases the armor will absorb the full PV inflicted by the weapon.  In some cases the GM may rule that small arms or normal melee weapons will suffer 1.5x or 2x the normal PV for the armor.  This is exceptionally true in the case of very advanced armor such as high-tech power armor and battle armor.
Automatic Weapons


While most attacks are considered standard and require one action for a single strike, firearms are much quicker.  There are five Rates of Fire in Alpha Chronicles: Standard, Semi-Automatic, Fully Automatic, Entire Round, and Burst Only.  While some weapons may have odd variations of these rates, we have created simple groupings for the ease of playability.
Standard weapons, such as swords, bows, or axes receive one strike roll and deal injury normally.  Aimed shots are possible if using an appropriate ranged weapon.  Semi-Automatic weapons may attempt aiming, single shots, and fire short bursts.  Fully Automatic weapons may allow aiming, single shots, and all bursts.  These weapons usually have a selector switch between single shot, short bursts, and longer bursts.  It takes one action to switch between rates.  Characters skilled in the specific weapon may toggle between modes as a free action.  Burst Only weapons are those weapons that can only be fired as a burst.  These weapons include weapons such as machine guns, flamethrowers, and even energy streams.  Entire round weapons require a full 6-second round to ready, aim, fire, and cool down the weapon.

Single shots roll one strike attempt and deal injury normally.  Bursts require additional rounds of ammunition, grant a bonus to strike, and will inflict more injury.  The additional injury is based upon the weapon chart at the tenth value (as if the attacker rolled a 10 for injury) and is a percentage of that total without any other bonuses.  Each burst is considered a single attack for the purposes of PV and other armors.

Short bursts require three rounds, have a bonus of +5 to strike, and deals +30% injury to the target.  Short bursts only require one action but they may only be done once per phase.  Medium bursts require 10 rounds, have a bonus of +10 to hit, and deals +50% injury to the target.  They require all of the primary actions for two entire phases.  Long bursts require 20 rounds have a bonus of +20 to hit and deals an additional +100% to injury inflicted.  The use all of the primary actions for the entire round.  Floating actions may only be used as reflexive actions during medium or long bursts.


Critical hits or failures with bursts can change the entire flow of a battle.  Short bursts add a bonus of +15 when rolling on the critical hit effects chart.  A Medium burst grants a bonus of +30, while a Long burst increases the effect by a bonus of +60.  Any additional injury is added on top of the additional injury just for being a burst.


In addition to the bonuses to strike and injure, bursts may also be used to spray an area.  Each type of burst has a percentage chance to injure every victim in the chosen area of effect based upon size and length of burst.  The victim gets their current Defensive Tactics as a penalty to this percentage.  The attacker may choose to raise or lower the percentage on a victim-by-victim basis by 1/10th the character’s weapon skill.  This gives the attacker a slight edge on trying to hurt their enemies and not their friends.  Not that spray firing is at all safe or a good way to keep friends and allies.  

	Area of Effect or Spray
	Burst Type

	
	Short Burst (3 rounds)
	Medium Burst

(10 rounds)
	Long Burst (20 rounds)

	5ft by 5ft
	30%
	60%
	90%

	10ft corridor 
	20%
	50%
	80%

	Small room
	20%
	40%
	60%

	Medium room
	N/A
	20%
	40%

	Large room
	N/A
	10%
	20%

	Small Crowd
	10%
	30%
	50%

	Large Crowd
	N/A
	15%
	30%
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Breakage Points


Only living creatures have Injury points and sustain wounds and other injuries.  Inanimate objects are dealt damage and have breakage points.  Breakage points are identical to injury points except non-living objects and things only possess them.  If an item is ever reduced to zero breakage points it is irretrievably destroyed.  Most mechanical and electronic devices can only sustain 50% damage before ceasing to operate.  The PV of objects is the amount of damage that is reduced from every strike and how much protection is given if that item is used as cover.

	Object or Item
	BP
	PV

	Handcuffs
	40
	15

	Standard Door
	30
	20

	¼ inch steel 5’ x 5’
	100
	25

	Brick Wall 5’ x 5’
	200
	30

	Concrete Wall 5’ x 5’
	400
	50

	Wooden Wall 5’ x 5’
	50
	10

	Miscellaneous Gadget
	20
	5


Called Shots

When targeting a specific place on a humanoid creature, the attacker attempts a called shot.  Since these rules do not normally use hit-locations for determining injury, most injury is dealt to the Injury point total of the entire body.  These represent small cuts, bruises, and punctures that cover the body.  Called shots, while targeting a specific area, deal their injury to the full IP of the victim.  They also have a greater chance for a secondary effect similar to a critical hit.

To perform a called shot the location must be determined beforehand.  The body locations that may be targeted are: back, chest, head, arm, leg, hand, groin, eye, ear, nose, and foot.  Depending upon the location targeted, there is a penalty to strike cumulative with any other modifiers for that strike (DT, lighting, movement, etc).  Characters who would have under a 05% chance to hit may not attempt a called shot.

Back

- 10%

Hand 

- 30%
Lower Torso 
- 10%

Groin

- 30%

Upper Torso
- 10%

Eye

- 40%

Head

- 20%

Ear

- 40%

Arm

- 20%

Heart

- 40%

Leg

- 20%

Lung

- 40%

If the strike is successful then roll for injury normally.  Characters that fail by less than 10% are considered to have hit normally unless circumstances dictate otherwise.  In many cases there will not be any secondary effects to the target location.  If the die roll for injury is a 6 – 9 then the secondary effect is applied.  The secondary effect is always temporary and will only continue until injury points are healed.  If the injury roll is 10, or if a critical strike was rolled, then instead apply the appropriate effects as if a critical was rolled for that area.  All attribute rolls have a penalty equal to the injury inflicted.

	Body Location
	Secondary Effects
	Use Critical Results

	Back 
	AGL or fall down. 1 action to stand.
	70 – 72

	Lower Torso 
	Wind knocked out.  HEA or lose 1 round.
	64 – 66

	Chest 
	Add one effect level to the injury dealt.
	67 – 69

	Head 
	Stunned for 1 round.  – 5% to all skills for 1d10 rounds.
	91 – 93

	Left Arm 
	- 5 to skills w/ arm.  – 1 Injury Done
	73 – 75

	Right Arm 
	- 5 to skills w/ arm.  – 1 Injury Done
	76 – 78

	Leg
	- 5% to DT and all AGL based skills
	79 – 81

82 – 84

	Hand 
	- 10% to all skills with hand.
	85 – 87

	Groin 
	Stunned for 1 round.  – 10 to DT, and all AGL based skills.
	99

	Eye 
	Vision clouded.  – 10 to skills w/ depth perception
	94

	Ear 
	½ Hearing
	95

	Heart or Lung 
	2 Point bleeding injury until healed.
	100


Concealment


Very few adventurers wander down a busy street armed to the teeth.  Those who do are soon noticed, arrested, or killed.  Smart characters try to hide their weaponry and armor in voluminous clothes and outerwear.  Large two handed weapons, suits of banded mail, or obvious magical items often intimidate or entice the wrong element of a township.  While sanctioned local knights are often welcomed with their war-gear in plain sight, mercenaries will rarely receive the same warm hospitality.

So how does someone conceal an item or weapon?  Items that are two or more size levels smaller than the owner can be easily hidden in a hand, pocket, or any item of clothing.  Items that are only one size level smaller than the owner must be hidden in larger clothing items such as boots, shirts, jackets or pants.  Items of the same size level as the owner could only be hidden or concealed in larger jackets, robes, or voluminous cloaks.  Many items of the same size as the owner cannot be hidden or concealed by any amount of clothing.   

Common sense needs to be final arbitrator when it comes to concealing these items.  Even if the item itself can be hidden, does it leave a visible bulge?  Does it make a scratching, brushing, sloshing or squeaking noise when the owner moves about?  Does it generate some sort of magical effect or light?  


Armor in the medieval world is a bit more common, especially for anyone who leaves the relative safety of a town or city.  Lighter leather armors and chain mail is common and will rarely cause a stir.  Even some of the heavier metal armors can be explained away with a clever cover story or even some early consideration.
Critical Hits & Failures

These tables should only be consulted on a critical success in combat. If this occurs roll a percentile set of d10s. The weapon used does not matter to this table, but should be considered when describing the blow. Clubs, hammers, and staves crush and break bones while swords and axes slash and cut. The penalty to an attribute in the next column is a permanent one and can only be cured with powerful magic or modern-day medical care.   The final column is the additional effects column.  These effects occur in addition to whatever total injury is inflicted to the victim.  They reflect the actual injuries sustained to the appropriate body location.

The Extra Injury Effect table is based upon the maximum possible on the 1d10 injury roll. No bonuses may be included in calculating the extra injury. Spells that may be saved against with defensive tactics should use this chart for critical successes.  Limbs and other extremities have the dire potential to be chopped off or mangled during combat.  Any strike that inflicts in excess of 60 points of injury means that the locale has been destroyed.  This is the total amount inflicted, after all armor and protective measures have reduced the total injury amount.  This has the potential to be a death blow in some cases.

Extra Injury Dealt Chart

 Die Roll

      Effects
001 – 030

+25% Injury

031 – 060

+50% Injury

061 – 090

+100% Injury

091 – 110

+200% Injury

111 – 140

+250% Injury

   141 +


+300% Injury

Critical Failures should always be considered bad and will not aid the character even accidentally.  Melee fumbles are very straightforward and usually involve minor self-injuries, dropped weapons, or over balancing.  Missile fumbles deal with line of fire rules.  Similar to sprays, anyone between the attacker and the victim count as a Line of Fire target.  The first individual, friend or foe in this line is the first line of fire target.  Line of Fire starts with a direct line between combatants, but may be expanded in both directions if there are no applicable targets.
Critical Melee Fumbles

	Die Roll
	Effects

	01
	Hit nearest friend or innocent for normal injury +10

	02 – 04
	Hit nearest friend or innocent for normal injury.

	05 – 09
	Hit nearest friend or innocent for ½ normal injury

	10 – 16
	Hit nearest friend or innocent for minimum injury

	17 – 19
	Wound self for normal injury.

	20 – 24
	Wound self for ½ normal injury

	25 – 29
	Wound self for minimum injury

	30 – 36
	Break Weapon.  30% chance + 1/10th Strength

	37 – 41
	Break Weapon.  50% chance + 1/10th Strength

	42 – 44
	Break Weapon.  70% chance + 1/10th Strength.

	45 – 47
	Footgear damaged.  -5 DT until removed or repaired.  Cannot move faster than a walk

	48 – 50
	Backpack or pouch damaged.  15% chance every sudden action that one item falls out

	51 – 53
	Armor damaged.  1.5 Normal Armor Penalty until removed or repaired

	54 – 56
	Shield Damaged.
Shield only grants ½ normal bonus to DT until removed or repaired

	57 – 61
	Lose footing.  Agility roll or fall

	62 – 64
	Lose footing.  Agility roll - 20 or fall

	65
	Lose footing.  Agility roll - 40 or fall

	66 – 70
	Lose grip on weapon.  Dexterity roll or drop weapon 1d10 feet away

	71 – 73
	Lose grip on weapon.  Dexterity roll - 20 or drop weapon 1d10 feet away

	74
	Lose grip on weapon.  Dexterity roll - 40 or drop weapon 1d10 feet away

	75 – 79
	Twist ankle.  Agility roll or attacker can only walk for 1d10 ÷ 2 days

	80 – 84
	Sprain muscle / wrist.  Health roll or suffers a -20 to all Dexterity and Strength skills.

	85 – 87
	Sprain muscle / wrist.  Health roll - 20 or suffers a -20 to all Dexterity and STR skills

	88 – 92
	Vision obscured.  All actions until the end of the next phase suffer a penalty of -10

	93
	Blinded.  All actions until the end of the next phase suffer a penalty of -80

	94 – 96
	Off-balanced.  All strikes against this attacker next phase do not suffer any DT

	97
	Off-balanced.  All strikes against this attacker next phase do not suffer any Defensive Tactics and gain a bonus of +10 to strike.

	98 – 00
	Opened to strike.  Victim of strike gains a free strike against the aggressor.  Aggressor has an effective DT of zero


Critical Hit Chart

	Die Roll
	Location
	Penalty
	Description

	01 – 05
	Miscellaneous
	NA
	Knocked over / knocked down.  Contested Strength or Agility to remain standing.  Victim has penalty equal to injury to roll.

	06 – 10
	Miscellaneous
	NA
	Disarm Opponent.  Contested Weapon Skill vs. ¼ Dexterity or Strength.  No injury is dealt.

	11 – 15
	Miscellaneous
	NA
	Second Strike.  One additional strike this phase.  If using an off-hand weapon this weapon should be used, otherwise use the standard weapon.

	16 – 20
	Miscellaneous
	NA
	Chink in armor.  No PV this strike.  Once discovered a called shot at additional -30 penalty will hit the same location.

	21 – 25
	Miscellaneous
	NA
	Break opponent’s weapon.  Percentage chance = 30% + Injury dealt.

	26 – 30
	Miscellaneous
	NA
	Armor Shredded.  Opponent’s PV drops by 1 for every 10 points of total injury dealt before PV.

	31 – 35
	Miscellaneous
	NA
	Helmet Removed.  If they are wearing a helmet it is sent 2d10 feet in random direction.  If they aren’t, then it counts as an automatic head location.

	36 – 40
	Miscellaneous
	NA
	Pushed around.  Contested Strength or Agility roll with a penalty equal to the injury dealt.  If the attacker wins then the victim is shoved 5 feet in the direction of attacker’s choice.  Every additional 40pts difference between the contested rolls equals an additional 5 feet shoved.  The victim may attempt to roll Agility to make the direction random if desired.

	41 – 45
	Miscellaneous
	NA
	HEA roll – injury sustained or victim is stunned for the next two phases of combat.  Victim may not defend, attack, or move.

	46 – 50
	Miscellaneous
	NA
	Nasty wound.  No special effect, but this strike inflicts additional injury as normal.

	51 – 55
	Miscellaneous
	NA
	Light Bleeder.  Additional 2 points of injury per phase until healed.

	56 – 58
	Miscellaneous
	- 2 HEA
	Heavy Bleeder.  Additional 5 points of injury per phase until healed.

	59 – 63
	Random
	-10 BEA
	Wound will leave nasty scar.  – 10 to BEA if location is in view.  Permanent.  Roll 1d10.  1-2 Chest.  3-4 Back.  5-6 Arm.  7-8 Leg.  9-10 Face.

	64 – 66
	Lower Torso
	- 5 HEA
	Gut wound.  5 point bleeder per phase until healed.  HEA or WIL to act with penalty equal to injury sustained.  

	67 – 69
	Chest
	- 5 HEA
	Nasty chest wound.  5 point bleeder per phase until healed.

	70 – 72
	Back
	- 5 HEA
	Spinal damage.  – 20 penalty to all physical actions until healed.

	73 – 75
	Left Arm
	- 5 DEX
	- 10 to all rolls using this arm.  Weapons using this arm deal 5 less injury.

	76 – 78
	Right Arm
	- 5 DEX
	- 10 to all rolls using this arm.  Weapons using this arm deal 5 less injury.

	79 – 81
	Left Leg
	- 5 AGL
	- 20 penalty to AGL based rolls and skills.  Victim can only walk until healed.

	82 – 84
	Right Leg
	- 5 AGL
	- 20 penalty to AGL based rolls and skills.  Victim can only walk until healed.

	85 – 87
	Hand
	- 10 DEX
	- 30 penalty to all rolls using this hand.  Roll HI/LO to determine which hand.

	88 – 90
	Ankle
	- 10 AGL
	- 30 penalty to AGL based rolls and skills.  Victim can not walk until healed.

	91 – 93
	Head
	NA
	KO opponent.  HEA roll – Injury taken or KO’ed for 1d10+3 rounds.  Either way victim suffers a penalty of -5 to all INT + AWA based rolls and skills.  Scar.

	94
	Eye
	- 10 AWA
	- 20 penalty to all rolls requiring sight.  Scar.

	95
	Ear
	- 10 AWA
	Hearing is halved.  -20 Penalty to AGL based rolls and skills until healed.  Scar.

	96 – 98
	Nose
	- 5 AWA
	No sense of smell until healed.   Scar.

	99
	Groin
	- 5 HEA
	HEA – injury or incapacitated for 1d10 + 3 rounds.

	100
	Vital Areas
	- 10 HEA
	Hit a lung, heart, or other vital organ.  10 points of injury per phase until healed.


Critical Missile Fumbles

	Die Roll
	Effects

	01 – 05
	First Line of Fire target hit for critical injury.

	06 – 10
	First Line of Fire target hit for normal injury +10.

	11 – 20
	First Line of Fire target hit for normal injury.

	21 – 30
	First Line of Fire target hit for base injury.  (No bonuses.)

	31 – 40
	First Line of Fire target hit for minimum injury.

	41 – 75
	Weapon becomes unusable, jammed, or irretrievable.

	76 – 90
	Injured self.  Skill used in this attack and all related skills gain a penalty of -20 until end of scene.

	91 – 00
	Ricochet.  Random target within the weapon’s short range from the intended target is hit for normal injury.


Dual Weapon Combat

The warrior must have a weapon skill for each hand.  For example: Sword Right Hand, and Sword Left Hand.  The character can then make one of three specialty actions.

· Feint - If the target is defending against the character, then a feint will reduce the level of Defensive Tactics by one.  This lowering of defensive tactics is only applicable by one immediate strike at the lower defense.  The Feint requires a successful contested skill roll with the weapon used for feinting. 

· Extra Strike - Gains one additional strike with alternate weapon once per round with a successful Dexterity Check.   This counts as a floating action that may be spent during any of the three phases.

· Defending - If defending, the character gains a bonus of 1/10 the alternate weapon's skill.   This is applied to the character’s Full Defensive Tactics.

Characters that use firearms or unarmed combat deal with two-weapon combat slightly differently.  Those who use firearms must still learn the Left Hand and Right Hand versions of the weapon skill.  They may not use the other weapon to feint or defend, but may fire both weapons at the same target as one action.  For weapons with a standard Rate of Fire this allows the weapon to fire a Short Burst.  Burst weapons count as if the burst was one level higher than normal.  If the shooter prefers to select two separate targets, then they may attempt an extra strike as normal.  A successful Dexterity check is still required.

The three skills of weaponless combat can never learn more than one version of the same skill.  The skills already presume that the character is learning to fight with the entire body, not just a single limb.  At certain skill levels the character gains the ability to attempt simultaneous maneuvers.  These maneuvers are the benefit of years of study and practice.
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Falling

Oops...that trap door just opened under your hero, or your scout just missed his climbing roll on the highest treetops.  What happens next?  Does your character plummet to her death, or just break a leg?  

The first step in determining the effects of any fall is simple; just refer to the table below for the correct height of the fall.  All armor worn will reduce the injury of any fall by 3 points due to the layer of padding underneath.  No other bonuses due to PV are applicable.  In addition there is a penalty to all AGL rolls based on the current weight being carried by the character.  Consult the table of penalties at the very end of this section.  Spells or options that will slow falls of a certain distance or trans-locate a specific range will reduce the effective distance fallen by the appropriate amount.

· Under 10 Feet

If the character is ready and braced for the drop, such as a jump from a high branch or wall, then the character needs only roll AGL.  Failure results in the character landing off-balance and on the ground for 1d10/2 injury.  A critical failure deals 1d10 injury plus the height of the fall and a HEA roll.  If the HEA roll is failed then the character has a sprained ankle and can only walk for the next 2d10 hours.  A critical failure on a HEA roll will result in a broken leg.  No movement greater than 5’ hobbles per turn is possible for the wounded character. 

If the character is surprised and plummets due to the results of a trap or sudden shove from behind, then the character is only allowed a 1/4 AGL check.  All other results are identical.

· 11 – 20 Feet

If the character is ready and braced for the drop, then the character may roll a full AGL roll to avoid injury with a penalty equal to the height of the drop.  Failure results in the character off-balance and on the ground for 1d10 injury and a HEA roll.  A critical failure will deal 1d10 injury plus the height of the fall and require a HEA roll with a penalty equal to the height dropped.  If the HEA roll is failed then the character has a sprained ankle and can only walk for the next 2d10 hours.  A critical failure on a HEA roll will result in a broken leg.  No movement greater than 5' hobbles per turn are possible for the wounded character.

If the character is surprised and plummets due to the results of a trap or sudden shove from behind, then the character is allowed only a 1/4 AGL check with a penalty equal to the height fallen.  The victim will receive 1d10 injury plus the distance fallen in feet, and a HEA roll with a penalty equal to the height of the drop.

· 21 – 35 Feet

At this height the character will have enough time to try and anticipate the landing, so everyone receives their full AGL roll with a penalty equal to the distance fallen.  

On the way down the GM may allow a DEX roll to catch onto a protruding object near the falling character, while characters that are surprised should only receive a 1/4 DEX check.  A successful DEX roll will prevent any injury from falling, as they grasp on for dear life.  Only a critical failure on the DEX roll will distract the falling character, requiring a 1/4 AGL roll instead of a full AGL check.  Instead if a DEX roll, some GMs may allow a Concentration roll for a spell-caster to cast one Quick spell. 

Regardless of whether the AGL roll is successful or not, everyone will lose their balance and take injury from a fall of this height.  A failed check will inflict 1d10 injury plus the height fallen, while successful AGL rolls will reduce that by half.  A failed AGL roll will also require a HEA check with a penalty equal to the distance fallen.  A critical failure on the AGL roll will require a roll on the Critical Combat Success chart.  Treat the 1d10 as the base for the additional injury dealt.  Ignore impossible effects.
If the HEA roll is failed then the character has a sprained ankle and can only walk for the next 2d10 hours.  A critical failure on a HEA roll will result in a broken leg.  No movement greater than 5' hobbles per turn are possible for the wounded character.

· 35 – 50 Feet

Same as above, only the chance of critical failure is 91 - 100 for both AGL & HEA.

· 51 – 100 Feet

Same as above, only the chance of critical failure is 86 - 100 for both AGL & HEA.  Due to the time spent falling, the GM may allow two DEX rolls, spells or other attempts to slow the decent.  A Normal spell could be cast in this span of time.

· 101 – 200 Feet

Same as above, only the chance of critical failure is 80 - 100 for both AGL & HEA.

· 201+ Feet

Same as above, only the chance of critical failure is 75 - 100 for both AGL & HEA.

Falling Modifiers

	Modifier
	Cause of Modifier

	+ 5
	No Encumbrance (Able to Run)

	- 0
	Light Encumbrance (Able to Trot)

	- 10
	Medium Encumbrance (Able to Jog)

	- 20
	Heavy Encumbrance (Able to Walk)

	- 50
	Bound, or other leg restraints.

	Varies by Spell
	Spells, enchantments, or other modifiers to AGL.  (E.g. Sticky Goo or Mage Bind)

	- 10
	Handcuffs or other wrist restraints

	- 15
	Each item in hand.

	Armor Penalty
	Armor worn while falling.  This is in addition to any penalties due to weight carried.

	+ 20
	Water Landing.  Not diving but landing in water or another liquid.

	+ 50
	Nice cushiony pillows, hay, or other soft material.

	Varies
	Ingenious idea on how to slow decent.  Varies by situation and dice rolls.


Guarding

The guard must state that she is guarding a specific person, close group, or item. The recipient will receive the Full Defensive Tactics of the guard. The guard must spend the entire action guarding and cannot attempt any other actions. If the guard herself is targeted while defending, then the guard only receives her ¼ Defensive Tactics. If the target is missed while being guarded there is a chance that the guard will take injury. The guard must make a successful Agility or Dexterity roll (whichever is appropriate) to avoid injury.  A guard may also choose to intercept a strike intended for another with a contested agility versus combat skill roll.  This may be done as a reflexive action.  They will suffer full injury, and a roll of 10 will inflict critical injury to the guard.
Hunting & Foraging

While traveling inland, there is always the opportunity to delay and gather food.  The party can forage for plants, leave snares to catch small game, hunt large game, use dogs or falcons to acquire food, or fish.  Each attempt requires three hours of constant hunting XE "Hunting" .  During this time the party cannot be traveling with their companion, although she can attempt to catch up later.  Anyone foraging XE "Foraging"  for plants uses the Foraging skill.  This same skill can be used to find local herbs and plants that have specific uses, purposes, or even healing properties.  While the character may not discover exactly the plant he was looking for, they may find one with very similar properties.
Leaving snares to catch small game uses the Set Snares XE "Set Snares"  skill.  This requires that the character have the ropes, boxes, baskets, or other materials to fashion the snares.  Hunting for large game is based on the missile skill used to bring down the beast.   Hunting with spears or lances on horseback is also a very common hunting style and should use the appropriate melee skill.  Other skills XE "Skills"  including camouflage and stealth will grant a modifier to hunting depending upon their value.  Fishing XE "Fishing"  with rods or nets uses the Fishing skill, but spears and tridents uses the appropriate weapon skill plus a modifier for stealth.  Using dogs or falcons to assist in catching game uses the animal’s hunting skill.  
	Plentiful game / plants
	+ 25

	Some game / plants
	No modifier

	Scarce game / plants
	- 25

	No game / barren
	- 75

	Unknown terrain / wilderness
	- 10

	
	

	Very common plant /  herb
	+ 10

	Common plant /  herb
	No modifier

	Uncommon plant  /  herb
	- 25

	Rare plant /  herb
	- 50

	Very rare plant /  herb
	- 100

	
	

	Small Hunting XE "Hunting"  Party (1 – 5 people)
	- 10

	Large Hunting XE "Hunting"  Party (6 – 10 people)
	- 20

	Huge Hunting Party (10+)
	- 50

	
	

	Improvised Snares
	- 20

	Standard Snares
	No modifier

	Exceptional Snares
	By quality

	
	

	Camouflage Skill (01 – 20%) XE "Camouflage" 
	- 5

	Camouflage Skill (21 – 50%)
	No modifier

	Camouflage Skill (51 – 75%)
	+ 10

	Camouflage Skill (76% +)
	+ 25

	
	

	Stealth Skill (01 – 20%)
	- 5

	Stealth Skill (21 – 50%)
	No modifier

	Stealth Skill (51 – 75%)
	+ 10

	Stealth Skill (76% +)
	+ 25


Mind Control


Dealing with supernatural creatures, skilled enchanters, or powerful psychics will eventually lead the party against mind control.  Unless the mind control is spell based in origin the character will resist using a contested ¼ Willpower check versus the Mentalism skill of the assailant.  Spell based mind control allows a standard Willpower roll modified on the caster’s level and spell-casting type.  Both types will have a cumulative penalty of –5 to any victim to fails to resist against the same controller at another time.  


Miscellaneous Injuries

· Burns & Fire Injury (Non-magical)

Torch
1d10 Injury per strike.  3d10 per round of direct contact.

Branding Iron
1d10/2 Injury per strike.  2d10 per full round.

Campfire
2d10 per strike/action.  3d10 per full round.

Bonfire
3d10 per strike/action.  6d10 per full round

· Drowning & Suffocation

Every character can hold their breath for a number of rounds equal to their 1/10th Health attribute if they are prepared.  Those that are unprepared or caught unaware may only hold their breath for a number of phases equal to their 1/10th Health attribute.  After this period of time has elapsed the character must begin making Health rolls every phase or lose temporary points of Health.  Every failed Health roll will inflict 1d10 points of temporary loss.  Critical failures will inflict 2d10 points and will require an additional Health roll to remain conscious.  Unconscious characters will automatically suffer 3d10 temporary Health loss each phase.  Every round that passes after the initial safe rounds will incur a cumulative -10 penalty to these rolls.  If a character ever reaches 0 temporary health then they will automatically fall unconscious.  They will expire when they reach their normal negative quarter health.
· Extreme Weather Conditions

Heat & Cold will deal 1d10 injury per hour of direct exposure.  Indirect exposure will deal 1d10 injury daily.  Certain precautions may limit or negate any injury dealt.  No injury acquired from extreme weather conditions may be healed with options or magic.  It must be healed naturally.  Certain locales such as deep space or ice planets may deal injury every round or minute.

· Physical Injuries
Most of the time people use weapons to hurt others, but sometimes you just have to beat down that goblin thief with a crowbar, candlestick, or anything else handy.  Small lighter items deal 1d10 points of injury.  Heavier items should deal 2d10, and very heavy items 3d10 points of injury.  Oversized weapons such as those used by ogres and giants may even inflict as much as 4d10 to 6d10.  It should be a judgment call based on the size, weight and composition of the item.


Mounted Combat


When in combat, the mounted warrior is the medieval equivalent to a tank: able to be heavily armored, very strong, and able to deal incredible injury to other opponents. A mounted warrior will have all of the normal combat rules apply, except for skill modifiers, against other mounted opponents. Against footmen, the mounted warrior will deal an additional level of injury. For example: A knight charges into the fray attacking a footman with a bastard sword. The knight rolls an eight for injury and would normally deal 24 points of injury. Due to the greater gravity and length of swing, the actual injury dealt will be increased as f he rolled a nine. The footman will be hit for 27 points of injury plus the knight’s bonuses. If the initial injury roll is a 10 then count that strike as a critical roll, re-rolling to determine the effects and additional injury.

Mounted warriors cannot use small weapons such as knives, hatchets, or clubs while mounted. Two handed weapons may only be used while the horse is stationary, and if the horse bolts or is spooked the rider will have a penalty of 20 to a riding control roll. Normal bows most crossbows use the same rules as two handed weapons, but light and pistol crossbows can be fired one handed from horseback. They cannot be reloaded until the horse becomes still however.

Mounted warriors also have very little defense from footmen when stationary. At full defense they can only use 1/4 of their modified Defensive Tactics. When striking or otherwise occupied they have no defensive tactics. They do however retain any bonus from a shield or weapon specialization at full value. While moving they use all of the above rules, but also enjoy the movement penalties to strike from both missile weapons and melee weapons.

Striking or attempting any other actions while trying to control a horse is not the easiest thing in the world. In addition to any movement penalties for the rider to strike, they suffer an additional penalty based inversely on their riding score. The chart below will show the additional penalty for unskilled riders.

	Ride Animal Skill
	Modifiers to skills while riding

	01 – 20
	- 25 to most skills

	21 – 30
	- 20 to most skills

	31 – 40
	- 10 to most skills

	41 – 50
	- 5 to most skills

	51 – 80
	- 0 to most skills

	81 +
	+5 to most skills


Overland Travel

During most adventuring travel XE "Travel"  is not as simple as going from point A to point B.  Out in the wilderness XE "Wilderness"  everything appears the same, wooded glen after wooded glen, plains  XE "Strength" stretching to the horizon, and endless deserts.  Hills, mountains, and rivers also proceed to slow even the most determined adventuring party.  

The following chart displays movement rates for groups of people traveling with various means.  Normal movement rates apply to any easily traveled area including plains, roads, or very small hills.  Even then inclement weather such as rain or strong winds could easily drop the terrain to rugged, very rugged, or stop travel XE "Travel"  all together.  Rugged terrain also includes lightly forested areas, medium sized hills, and muddy dirt roads during and after rain.  Very rugged terrain includes very tall hills, mountains, deep forests, swamps and marshes.

Listed in the chart are three subjective rates of travel XE "Travel" .  They refer to the determination of the party traveling.  In most cases the party will go a set standard speed.  If there is an emergency or they have a time limit they may choose to push themselves or attempt to go all out.  In each case after a specific amount of time a health XE "Health"  roll must be successful or the character will be too tired to continue at that rate.  

If this happens the character can only go at one rate lower than before, but must make another health XE "Health"  roll after one half hour.  If successful the character may continue at that rate for the rest of the duration.  If failed the character drops to the next lower rate of travel XE "Travel" .  If any character drops below standard rate of travel then the party must carry him, leave him, or stop for rest.  Standard travel only requires a roll every eight hours, pushing every three hours and all out every hour.  When not on foot use the mount’s health score.  In the instance of a critical fumble XE "Fumble"  someone has most likely sprained a leg or ankle.  Some spells can be used to increase the party’s overall speed and endurance for such travels.
	Travel XE "Travel"  Rates
	Normal
	Rugged
	Very Rugged

	On Foot
	Standard
	2 mph
	1.5 mph
	1 mph

	
	Pushing
	3 mph
	2.25 mph
	1.5 mph

	
	All Out
	4 mph
	3 mph
	2 mph

	Mount
	Standard
	3 mph
	2.5 mph
	-----

	
	Pushing
	4 mph
	3.25 mph
	1 mph

	
	All Out
	5 mph
	4 mph
	-----

	Wagon
Or Cart
	Standard
	2.5 mph
	2 mph
	-----

	
	Pushing
	3.5 mph
	2.5 mph
	-----

	
	All Out
	4.5 mph
	3 mph
	-----


While traveling along through the wilderness XE "Wilderness"  there is a good chance to become lost.  Unless the party is traveling in an area well known to one member of the party, following a river, a road or a series of obvious landmarks roll an orienteering check every two hours.  If this orienteering check fails, the party has become lost and deviates 45 degrees from their chosen direction. The following list describes what bonuses or penalties may apply to the roll.

Well populated area

+ 25

Semi-populated area

+ 10

Dense Forest


- 25

Light Forest


- 5

Mountains


- 25

Large Hills


- 10

Small Hills


- 5

Desert



- 10

Swamp



- 25

Full Moon


- 5

Half Moon


- 10

No Moon / Total Darkness

- 25

Fog / Smoke


- 10

Point Blank Attacks


Point blank attacks only apply to missile and thrown weapons; a melee weapon can never qualify.  An attacker must close to under 10 feet from his target to be considered point blank.  Weapons that have their shortest range as less than 10 feet cannot qualify.   All injury at point blank range is considered a critical hit and has a bonus of +20 to strike if uncontested.  Bows, crossbows, handguns, and thrown weapons all have different events that occur at point blank range – if the victim is resisting.  The victim just needs to spend a reflexive action and announce they are interfering with the attack.  This interference counts for the entire round, but they may not attempt any other non-verbal actions while interfering.

Once the victim has begun interfering with the attacker, the attacker and victim must roll contested Agility.  Any speed increasing options, magic, or other abilities should give a significant bonus to this roll.  If the attacker wins then he may make the shot with a penalty of -10 to strike.   At this point the defender has a choice: attack first, grab the weapon, or tackle the attacker.  Attacking first enables the victim to strike with the reflexive action.  The attacker may choose to cancel the attack and gain the appropriate DT (normally ¼) or continue with the strike.  If the attack continues neither participant has any effective DT, but they strike simultaneously.  Both may very well be injured or killed.  Grabbing the weapon will result in a contested STR, DEX, or Hand to Hand Combat skill as each participant desires.  The final option is to tackle the attacker.  Roll a contested Athletics, Hand to Hand Combat skill, Gymnastics, or other such skill roll.  The results from this point depend upon the missile weapon used in the attack.

Bows and other weapons that require more than a simple clicking of a trigger are the easiest to resist.  If the target tries to wrestle the bow away then the winner will retain the weapon, but either way the attack is negated.  If the attacker avoids a tackle then he may attack with only a - 30 penalty and double the normal chance for critical fumbles.
Handguns, small crossbows, and other simply activated items are far harder to resist.  Striking a man with a handgun is fairly suicidal.  All normal rules apply for simultaneous attacks.  Wrestling a pistol from a gunman is much harder to do.  In this event the gunman has a bonus of +10 to the contested roll because of the size of the weapon and the relative ease of pulling the trigger.  If the gunman wins the contested roll by more than 40, then the attack is automatically successful.  If the gunman wins by less than 40, then the shot may still be successful but a skill roll must be made.  No defensive tactics of the victim may be applied.  If the gunman loses by more than 40, the gun is wrestled away and is now in the possession of the target.  If the attacker avoids a tackle then he may attack with only a - 30 penalty and double the normal chance for critical fumbles.

Poisons, Drugs and Toxins


These substances have the potential to do grave injury or inconvenience to most characters.  There are several forms of these substances: Sleeping, Paralytic, Debilitative and Injury Dealing.  Each form has a differing effect.  Sleeping agents will cause a character to become comatose or drift to sleep.  Paralytic poisons will allow a victim to remain conscious but be unable to move portions of the body.  Debilitative drugs will create penalties to all skills, attribute rolls, and will impair basic motor functions.  The most deadly of all are the Injury Dealing poisons.  These poisons will inflict a certain amount of injury either to the Injury point total or the Health of the victim. 


Each of these forms has a general grouping of ability called a type.  Type 0 substances will always only impair a victim by 10 to all skills.  Types 1 through 5 all have differing penalties to the Health roll required when first exposed to the substance.  The effect upon the character is always based upon this HEA roll.

	Poison Type
	Penalty to HEA roll

	Type 0
	No Penalty

	Type 1
	- 5%

	Type 2
	- 10%

	Type 3
	- 20%

	Type 4
	- 40%

	Type 5
	- 80%



Roll Health for every exposed character.  Some characters that are immune to poisons, diseases, and other toxins may not have to roll.  Characters that succeed have reduced the type by one level for their effects.  Characters that succeed at ¼ HEA reduce the effect by two.  Critical HEA successes reduce the level by three.  If the effect becomes less than zero there is no effect upon the victim.  Those that fail their HEA roll will suffer the full effect of the toxin.  Any character that critically fails a HEA check will suffer one greater level of effect.  The GM must determine which effects are applicable for the poison or toxin in question.

	Effect Level
	Effect

	Under 0
	No effect on the Victim.

	Type 0
	-10% to all skills and attributes.  Impaired powers, movement, and thought.

	Type 1
	- 15% to all skills.  No move greater than a walk.  Unconsciousness in 1d10 rounds.  Deals 1d10+ Poison Type in injury every minute.  One body location unresponsive.

	Type 2
	- 25% to all skills and attributes.  No movement possible.  Unconsciousness is immediate.  Body partially paralyzed.  Character receives 1d10 + Type in injury every round.

	Type 3
	- 40% to all skills and attributes.  No movement possible.  Unconsciousness is immediate.  Entire body paralyzed.  Character receives 2d10 + Type in injury every round.

	Type 4
	- 50% to all skills and attributes.  No movement possible.  Unconsciousness is immediate.  Entire body paralyzed.  Character receives 3d10 + Type in injury every round.

	Type 5
	- 75% to all skills and attributes.  No movement possible.  Unconsciousness is immediate.  Entire body paralyzed.  Character receives 4d10 + Type in injury every round.

	Type 6
	- 100% to all skills and attributes.  No movement possible.  Unconsciousness is immediate.  Entire body paralyzed.  Death is instant.


Ranged Weapons & Reloading

Ranged weapons, while having the advantage of being able to inflict injury at a distance, have two drawbacks: range penalties and reloading.  Each weapon that may be fired or thrown has four ranges. The ranges of most missile weapons are predetermined. 

The farther away a target is, the harder it will be to hit it. At short range, there is no penalty to strike. At medium range, there is a penalty of -5 to strike. Attacks at long range suffer a penalty of -10, while those made at maximum range have a penalty of -20 to strike.  No weapon may be fired at a target outside of the character’s current vision.  Since most gaming firefights occur in daylight it will generally be Day Vision.  Only through the use of magic or technology can most humans hit targets at the extreme range of certain weapons.  

Reloading is exactly that: reloading the weapon. Bows take one action to reload. Light and pistol crossbows require one round to reload. Medium and heavy crossbows require two rounds to reload.  Repeating crossbows requires 10 rounds to fully reload.  Firearms have clips, magazines, drums, or chambers.  Loading any of these items with a fresh container requires one action.  If a clip or magazine must be reloaded it requires one action for every round of ammunition.  For single, double, or six chambered weapons this requires one action for every cartridge.  Thrown weapons cannot be reloaded, although others can be readied.  

Sailing Travel


Sailing is one of the fastest non-magical forms of transportation of the game.  As long as there is a river or ocean nearby, the player characters will be able to travel far faster than a horse and in much greater comfort.  Assuming the ship has a crew, and the player characters are only passengers, they may rest, heal, relax, and even study new skills or spells.  There is always the potential for a nasty storm to arise, especially on the open sea, and the speed of travel is very dependant upon the winds and the current.

The following chart details how far a ship can travel in miles during any four-hour watch.  If the GM desires less time to be spent on determining each watch, just roll for one watch and then multiply the results by six for a full day.  Unless the ship is traveling along a coast or river, a navigation check must be made every watch to remain on course.  If a storm results, then a control roll must be made using the average of the crew’s skill in Sailing.
	Ship Type
	01 - 05

Calm
	06 – 20

Poor
	21 - 80

Good
	81 - 95

Strong
	96 - 00

Storm

	Barge
	3
	6
	12
	18
	14

	Cog, Small
	3
	9
	18
	25
	19

	Cog, Large
	3
	8
	16
	24
	18

	Cog, Great
	2
	7
	15
	23
	18

	River Trader
	3
	8
	16
	24
	18

	Caravel
	5
	13
	25
	34
	26

	Carrack
	4
	11
	22
	32
	25

	Ship Type
	Crew
	Officers
	Cargo (tons)
	Draft

	Barge
	1
	0
	20
	Shallow

	Cog, Small
	8
	2
	70
	Shallow

	Cog, Large
	35
	5
	250
	Deep

	Cog, Great
	75
	5
	700
	Deep

	River Trader
	4
	1
	30
	Shallow

	Caravel
	12
	3
	50
	Versatile

	Carrack
	60
	5
	500
	Deep


Specialty Attacks

· Electricity Attacks & Ion Weapons- These attacks have a percentage chance to disrupt non-protected electrical systems.  The percentage is equal to the amount of injury dealt.  EMP shielded systems will only be neutralized upon a critical hit.

· Entanglement - These attacks deal no injury, but instead force the victim to roll agility or be entangled.  Some weapons are strictly entangling weapons and are marked by an “E” before an injury amount.  Other weapons such as chains and whips can be used to entangle.  These weapons deal ½ normal injury and have an effective entangling rating of ½ normal injury.  This amount is subtracted from the initial Agility roll and all subsequent actions until the victim is freed.  The victim is unable to move unless an additional agility roll is successful, and even then only five feet can be traveled each round.  Victims can free themselves with successful Agility, Strength, or Dexterity rolls and one action.  Victims cannot move during the same action as they freed themselves.

· Flame Throwers & other incendiary devices – The injury dealt is a percentage chance that other objects may ignite within the area of effect.

· Future Stun Weapons – Deal no physical injury.  The injury columns are a penalty to a HEA roll that must be successful to remain conscious.  Multiple strikes will add a cumulative penalty during the round.  Certain options may ignore stun weaponry.  Stun weapons are denoted by a “S” followed by the HEA penalty on the weapons chart.

· Future EMP Weapons – These attacks do no actual injury.  Instead the injury dealt is a percentage chance to disrupt protected electrical systems.  If the system is not protected the percentage doubles.

· Grenades & Explosives – All explosives will deal full injury at the point of contact.  This means that if someone is holding or clutching a grenade they take the full possible injury it can inflict.  In most combat situations the five-foot area surrounding the explosive will take the full blast, roll the amount of injury.  From that point reduce the amount of injury by a set amount at a set distance.  If someone or something is blocking the explosion then they receive the full injury, but unless all of the injury is absorbed by the item or object the remaining force will continue outwards.  Any remaining injury should be considered the total for the purpose of force reduction.  Use logic when determining if any portion of the anatomy is no longer remaining with the victim, or if death was instant.

For example: All Fragmentation grenades will deal a maximum of 130 points of injury.  Those within 5’ of the explosion will receive 10d10 +30 injury.  Roll only once.  Every five feet past that initial radius will suffer ¼ less of the total rolled for injury.  Anyone brave or stupid enough to jump onto a live grenade will take all 130 points.  At that point everyone within five feet will receive only the amount of injury that the victim could not sustain.

· Knock back – These weapons will knock the victim back unless a successful agility or strength roll is made.  Failure will knock the victim back 5 feet for every 10 points that the roll failed.  If the roll is failed by more than 20, or was a critical failure, the victim is knocked to the ground.  Knock back weapons deal no actual injury and grant an additional penalty equal to the number followed by a “K” on the weapons chart.

· Laser Weapons – Automatically ignore ½ the PV of all leather, cloth, and Kevlar based armors.  Reflective surfaces will add a bonus to the PV of the victim.

· Modern Cannons – All modern cannons have an explosive radius and act like all other explosives.  A standard cannon will lose ¼ injury dealt every 15 feet out from the point of impact.  Most energy based sci-fi cannons do not have this effect.

· Mono-filament Edge – These hand to hand weapons have an edge that comes to a single molecule in width.  These unnaturally sharp weapons automatically count as armor piercing, and ignore all PV of soft armors such as leather and Kevlar.  They are extremely fragile and have a greater chance to snap than regular weapons.  All critical hits and maximum injury rolls will require a weapon breakage roll.  Base breakage chance is 30% and actual breakage critical fumbles will have an additional 30% chance to snap the blade.

· Power Tools – These weapons usually cannot be parried normally.  They will require a Strength roll each round to prevent the parrying item from being thrown 2d10 feet in a random direction.  Power tools also require batteries or gasoline motors than will expire if not monitored.

· Vibro-weapons – These weapons have a small energy charge that causes them to vibrate several hundred times a second.   This vibration allows them to slice into their targets better and grants a bonus of +10 to all injury rolls and are usually considered armor piercing.

Supernatural Speed and Quickness


In addition to any bonuses to movement and actions that these characters receive, they also gain additional maneuvers.  Anyone who can run or fly faster than five times normal movement automatically stays fully defensive while in combat and moving at the faster rate.  

The character may also attempt a Swoop attack upon one or more victims.  It requires one action to execute and may only be attempted once per phase.  The character flies past the victim, strikes, and continues out of harms way.  Only one strike may be attempted on a victim, but the character may continue rolling strike rolls against other victims in a line until he runs out of actions.  The swooping character cannot be struck back by the victim unless they have supernatural quickness, more than four actions, or have some other form of reaction boosting ability.

If a speeding character crashes into another character, vehicle, or even a wall they will deal normal injury plus a bonus based upon speed.  This does not apply in a swoop attack against multiple targets, only one that reduces the speed of the attacker dramatically.  Both the attacker and the defender take an amount of injury equal to the current MPH before impact subtracted by the MPH after the impact (usually 0) and divided by two.  

For example:  Captain Glory rams the hideous misshapen monster at a full 120 MPH.  At the end of his attack he is no longer moving.  Both Captain Glory and the beast both take 60 points of injury in addition to the Captain’s 1d10 Power Fists.  Luckily our hero has Invulnerability and therefore receives no injury.

Unarmed Combat


There are three distinct styles of hand-to-hand fighting that can be found in this game.  The most common is known as Brawling XE "Brawling" .  This skill can be learned without a character having to be taught by another.  It is simple and straightforward.  It offers only a very few basic abilities such as bites, punches, kicks and other less refined methods of hurting another.


The second combat skill is known as Unarmed Combat XE "Unarmed Combat" .  This is a more disciplined skill, which requires the use of 2 skill slots in 1 letter code to learn.  Another person must initially teach this skill to the character.  However, after a certain point, the character can increase this skill on his own, without the need of an instructor.


Finally, there is the skill called Martial Arts XE "Martial Arts" .  This is the most costly, and deadly, of the three hand-to-hand fighting skills XE "Skills" .  It requires that the character spend 3 “A”, 3 “B”, or 3 “C” skills.  Some occupations or options allow the character to purchase this skill at a greatly reduced cost.  Such methods will explain the exact cost in the description.
[image: image2.jpg]




Each of the three skills XE "Skills"  allows the character to perform different abilities at different levels of skill.  The charts below list the skill percents, and the special abilities that come with them.  While most of the abilities granted by the three styles of hand to hand combat are grounded in realism, higher levels begin to gain abilities that are less so.  In a world of super heroics and unnatural creatures XE "Selan"  the focus of a lifetime of dedication and training can allow such maneuvers.

Some maneuvers refer to levels of defensive tactics.  The four levels of Defensive Tactics are: Full, Half, Quarter, and None.  Each is a fraction of the modified Effective Defensive Tactics that a character possesses.  Except when using a maneuver, the normal rules for defensive tactics levels apply.  Maneuvers that utilize combinations of other maneuvers may never utilize a third special maneuver.  Hold maneuvers may attempt to use the victim as human shield.  Characters with human shields will generally use their ½ Defensive Tactics to defend with unless the attacker chooses to strike through the held victim.  In that case only ¼ DT is applicable, but the PV of the held victim, 1/10th their Health, and the normal PV of the attacked character are all totaled together.  The victim automatically is considered to be critically hit.   This can only be done with long thrusting weapons otherwise the injury is dealt to the held victim.


All hand to hand combat styles except brawling require the character to enter an appropriate stance.  The player may choose either to spend one action, or one phase to enter a proper stance.  Characters may exit a stance instantly if they so choose.  These stances are first learned without any training in mixing in melee weapons into the stance.  Until an appropriate weapon Kata is learned, all weapon rolls while in a hand to hand stance suffer a penalty of - 40.  If a special maneuver beyond those listed in brawling is attempted outside the proper stance, the character suffers a penalty of - 40.  Spell casting counts as a Kata, and will suffer a similar penalty if not learned in conjunction with the martial art.

Brawling

	Skill Percent
	Special Abilities

	01 – 50
	Choke, Crush, Disarm, Feint, Knock Out, Tackle, Grab / Hold

	51 – 69
	Roll with Punch

	70 – 100
	Stun Attack

	101+
	May roll an Agility check for one additional action as per two-weapon combat.


Melee Weapons

	Skill Percent
	Special Abilities

	01+
	Disarm, Feint, Knock Out (Blunt)


Unarmed Combat

	Skill Percent
	Special Abilities

	01 - 40
	Choke, Crush, Disarm, Knock Out, Tackle, Grab/Hold, Feint

	41 – 45
	Sweep Kick, Roll with Punch

	46 – 50
	Instant Stand

	51 – 55
	Lesser Combination Strike/Defend

	56 – 60
	Body Throw

	61 – 70
	Hard Parry, 1st Weapon Kata, Stun Attack

	71 – 80
	Jump Kick, Joint Lock

	81 – 90
	Concentrated Defense

	91 – 110
	Hard Strike

	111+
	Nerve Strike, 2nd Weapon Kata


Wrestling

	Skill Percent
	Special Abilities

	01 - 40
	Choke, Crush, Disarm, Knock Out, Tackle, Grab/Hold, Feint

	41 – 45
	Leg Sweep (Sweep Kick)

	46 – 50
	Body Throw

	51 – 65
	Combination Hold/Attack

	66 – 70
	Joint Lock

	71 +
	Stun Attack


Martial Arts (Balanced)

	Skill Percent
	Special Abilities

	01 – 29
	Choke, Crush, Disarm, Knock Out, Tackle, Grab/Hold, Feint

	30 – 34
	Break Fall, Roll with Punch

	35 – 39
	Sweep Kick

	40 – 44
	Instant Stand, 1st Weapon Kata

	45 – 49
	Lesser Combination Strike/Defend, Body Throw

	50 – 54
	Hard Parry, Stun Attack, Combination Hold/Attack

	55 – 59
	First Strike, Jump Kick

	60 – 64
	Concentrated Defense

	65 – 69
	Back Flip Evasion, Joint Lock

	70 – 74
	Hard Strike

	75 – 79
	Break Weapon

	80 – 84
	Parry Arrows, 2nd Weapon Kata

	85 – 89
	Rapid Strike

	90 – 94
	Advanced Hard Parry

	95 – 99
	Combination Strike/Defend

	100 – 104
	Nerve Strike

	105 – 109
	Advanced First Strike

	110 – 114
	Advanced Concentrated Defense

	115 – 119
	Advanced Hard Strike

	120 – 124
	3rd Weapon Kata

	125 – 129
	Advanced Rapid Strike

	130 – 134
	Mental Fortress

	135 – 139
	Advanced Combination Strike/Defend

	140+
	Death Blow, 4th Weapon Kata


Martial Arts (Defensive)

	Skill Percent
	Special Abilities

	01 – 29
	Choke, Crush, Disarm, Knock Out, Tackle, Grab/Hold, Feint

	30 – 34
	Break Fall, Roll with Punch

	35 – 39
	Sweep Kick

	40 – 44
	Instant Stand

	45 – 49
	Lesser Combination Strike/Defend, Body Throw

	50 – 54
	Hard Parry, Stun Attack, Combination Hold/Attack

	55 – 64
	Concentrated Defense, Back Flip Evasion

	65 – 69
	Joint Lock

	70 – 74
	Parry Arrows 

	75 – 79
	Break Weapon, First Strike

	80 – 94
	Advanced Hard Parry

	95 – 99
	Combination Strike/Defend

	100 – 104
	Nerve Strike, Advanced Concentrated Defense

	105 – 109
	First Strike

	110 – 134
	Mental Fortress

	135 +
	Advanced Combination Strike/Defend


Martial Arts (Offensive)

	Skill Percent
	Special Abilities

	01 – 29
	Choke, Crush, Disarm, Knock Out, Tackle, Grab/Hold, Feint

	30 – 34
	Break Fall, Roll with Punch

	35 – 39
	Sweep Kick

	40 – 44
	Instant Stand, 1st Weapon Kata

	45 – 49
	Lesser Combination Strike/Defend, Body Throw

	50 – 54
	Stun Attack, Combination Hold/Attack

	55 – 59
	First Strike, Jump Kick

	60 – 74
	Hard Strike, Hard Parry

	75 – 79
	Break Weapon, Rapid Strike

	80 – 89
	Parry Arrows, 2nd Weapon Kata

	90 – 94
	Nerve Strike

	95 – 99
	Combination Strike/Defend

	100 – 104
	Advanced Hard Strike

	105 – 109
	Advanced First Strike

	110 – 119
	Advanced Hard Parry

	120 – 124
	3rd Weapon Kata

	125 – 129
	Advanced Rapid Strike

	130 – 134
	Death Blow

	135 – 139
	Advanced Combination Strike/Defend

	140+
	4th Weapon Kata


The descriptions of the skills XE "Skills" /abilities/powers are:

· Back Flip Evasion: With a dramatic back flip, the character can move up to 10 feet away from where he or she is.  This grants an increase of one level of Defensive Tactics for the current phase.   XE "Defensive Tactics:use in combat" 
· Body Throw: This skill will allow a martial artist to grab a person, and throw him or her to the ground.  A successful contested skill roll is required using the hand to hand skill or athletics.  The person thrown five feet in any desired direction and will take 1D10 injury regardless of armor XE "Armor" .  He or she must also spend 1 action to stand.

· Break-Fall: With this ability, the character will automatically take ½ injury from any fall up to ½ the current rating of the hand to hand skill in feet.  With a successful skill roll, the injury is quartered.  On a critical success XE "Critical Success" , the injury taken is only 1/10th.

· Break Weapon: When an attacker fails to hit a martial artist with this ability, the martial artist may attempt to catch and break the weapon.  A hand to hand skill roll is required, with a penalty of 20.  Then a weapon breakage XE "Strength"  roll is needed, with a bonus of 1/10th the Strength of the attacker.  If both rolls are successful, then the weapon is broken.  This ability can also be used against arms and legs.  Limbs require a contested Strength vs. Health roll: do not roll weapon breakage.

· Choke:  This requires a contested hand to hand or athletics skill roll, or a sneak attack upon an unsuspecting victim.  The attacker puts his or her hands around the throat of the victim and begins to squeeze.  The victim must roll a contested hand to hand combat skill, athletics, or ¼ Strength to break free.  The victim may attempt to break free once every phase, and requires one action.  The attacker may not do anything else while choking his victim unless he is significantly larger than man-sized.  In the case of these giants they must spend at least one primary action each phase to choking.  This attack will inflict 1D10+1/10 the attacker’s STR directly to the victim’s HEA XE "Health"  attribute per round.  When the victim reaches 0 HEA, he or she will be unconscious for the next 5D10 rounds.  Should the victim reach –20 HEA, then he or she is dead.  HEA points will recover at a rate of 10 per round (assuming that the victim hasn’t died).

· Combination Hold/Attack: Once a Hold maneuver is successful, this martial artist may retain his victim and strike at the same time.  If selecting the held victim, they have no effective Defensive Tactics.  If striking at another within range there is no additional penalty for the struggling victim in their arms.  This maneuver will require one primary action per phase, but all other actions may be spent normally.  

· Combination Strike/Defend: With this ability, the character may use his or her full Defensive Tactics XE "Defensive Tactics:use in combat"  skill, and still have one floating action per round.  Those with Advanced Combination Strike/Defend may have two floating actions per round.  Those with Lesser Combination Strike/Defend may only use their ½ Defensive Tactics and have one floating action to spend per round.

· Concentrated Defense: This ability allows the character to defend him or herself better than normal.  Whenever the character chooses to use his or her Full Defensive Tactics XE "Defensive Tactics:use in combat"  skill, he or she will receive a bonus of +20% plus any specialization in this ability.  Advanced Concentrated Defense will grant a bonus of +40% plus any specialization available.

· Crush:  Counts as a Hold maneuver.  In this maneuver, the attacker grabs the target in a bear hug, and starts to squeeze.  This requires a successful skill roll with a penalty of –15%.  If successful, then the target’s arms are pinned, and he is very limited on what actions may be attempted.  The target will suffer injury equal to 1/10 the attacker’s STR XE "Strength"  per round.  The person being crushed may spend an action and attempt to get out of the hold by rolling a contested hand to hand combat skill, Athletics, Gymnastics, Escape Artist, or ¼ Strength.  The attacker may not make any actions without releasing his victim.

· Death Blow: This ability is one of the most feared of the martial arts abilities.  The character must make a skill roll with a penalty of -85%.  If successful, the victim must immediately roll ¼ Health.  If failed, their Injury Points XE "Injury Points"  will fall to 1D10 BELOW 0.  If the victim does not receive medical attention immediately, he or she will die.  If the skill roll was unsuccessful, then normal injury was inflicted.  This ability can only be attempted once per round, and uses all of the character’s actions for the current phase.

· Disarm:  A combatant may attempt to knock an opponent’s weapon out of his or her hand.  This is done so with a contested weapon or hand to hand combat skill check.  If the strike is successful, then the opponent must make a ¼ DEX XE "Dexterity"  or ¼ STR XE "Strength"  roll to retain the weapon.  

· Feint: With a successful contested skill roll, the attacker makes an aggressive move, and then suddenly changes direction when the defender attempts to defend him or her self.  This will lower the Defensive Tactics XE "Defensive Tactics:use in combat"  level of the defender by one level for this attack from the attacker.  The attacker may immediately make a strike roll to actually hit his victim.

· First Strike: This skill is used at the beginning of a phase.  With a successful skill roll, the martial artist may make all of his or her attacks for that phase before any other person, regardless of initiative.  This ability should be considered as fast as supernatural quickness for determining initiative.  Advanced First Strike will allow a martial artist to spend all of their actions during this initial attack.

· Grab/Hold: Counts as a Hold maneuver.  This ability allows the attacker to attempt to grab and hold onto an opponent.  The grab attack is made with a penalty of –10.  This penalty only applies to the initial grabbing strike.  If successful the opponent is pinned to the aggressor and cannot move or attempt any actions except kick strikes and escape attempts.  An escape attempt can be made once every phase and can rely on a contested martial arts skill, Gymnastics skill, Escape Artist, ¼ Strength XE "Strength" , or Athletics XE "Agility" .  Each attempt will require one action from the victim.  Any other strikes or actions made while held have a penalty of -40.  

· Hard Parry: This ability can only be used when the martial artist is using his or her Full Defensive Tactics XE "Defensive Tactics:use in combat"  skill.  When an attacker misses the martial artist, the character may choose to roll a hand to hand combat skill check.  If successful the character has injured the attacker for normal punching injury.  This may be done only once per phase.  Advanced Hard Parry may be repeated any number of times during a phase.

· Hard Strike: This is a lesser form of the Death Blow.  With a successful strike, the martial artist will automatically inflict maximum injury (including bonuses from STR XE "Strength"  and skill).  There is a double normal percentage chance for a critical success.  This strike may only be attempted once per round, and spends all of the current phase’s actions.  Advanced Hard Strike works identically to Hard Strike, except there is a triple normal chance of inflicting critical injury.

· Instant Stand: If the martial artist has fallen, then he or she may instantly come to his or her feet without using an action.  A hand to hand combat roll is necessary to accomplish this.

· Joint Lock:  Counts as a Hold maneuver.  The martial artist may attempt to grab a joint on the victim and immobilize them.  Fingers, wrists, and elbows can be affected.  A called shot to the specific joint is required with an additional penalty of -10.  The victim may attempt to free themselves from a lock only by allowing the joint to be broken and 5 points of injury inflicted.  Broken fingers will incur a penalty of -10 to all actions using that hand.  Broken wrists cannot be used and will incur a penalty of -20 to all actions based on agility, and -50 to all actions that normally require two hands.  Elbow locks cannot be escaped but require both hands of the aggressor.  A victim in a joint lock cannot attack, defend, or otherwise act until released.  The attacker cannot do anything except continue to hold the victim, move them around, or use them as a human shield.

· Jump Kick: The martial artist leaps into the air, and kicks a target.  The target is knocked back 5 feet, and must make an Agility roll with a penalty equal to the total injury inflicted XE "Agility"  to avoid falling to the ground.  There must be at least 5 feet between the martial artist and the target, and the martial artist will land in the 5-foot area that the target was in.  This maneuver requires a skill roll with a penalty of -10%.

· Knock Out: To knock a person out requires a successful skill roll with a penalty of –35.  The victim will receive full normal injury, and must roll Health.  An unsuccessful Health roll means that the victim is unconscious for 5d10 rounds.  This maneuver may only be done with hand to hand combat skills and blunt weapons.  Helmets do provide PV to the head and will lessen the penalty to the Health roll.

· 
Mental Fortress:  This maneuver reflects a life-long dedication to balance, harmony, and internal peace.  The character with this maneuver, and a successful Willpower roll, may spend one phase to calm and center his mind.  For the rest of the scene he gains a bonus of +20 to all further Willpower rolls, Perception rolls against illusions and holograms, and cannot berserk in combat.
· Nerve Strike:  A successful called shot with an additional penalty of -20 to the shoulder, elbow, wrist, hip, or knee will make the limb totally useless for the next 2D10 rounds.  The victim may resist the effects of a nerve strike with a successful ¼ Health roll.  The target will suffer only ½ normal injury.

· Parry Arrows: The martial artist can attempt to block and deflect arrows away from his person.  This maneuver may only be attempted while the character is fully defensive.  This maneuver may be combined with other defensive maneuvers.  The character must roll a contested hand to hand combat check against the weapon skill of the attacker.  Multiple shots may be deflected, but every shot after the first will add a cumulative penalty of -10 to the victim.  A missile may be caught instead of deflected with an additional penalty of -20.  Missiles that can be deflected or caught include sling stones, arrows, quarrels, and thrown objects.  Missiles such as bullets, fletchettes, and most spells cannot be deflected by this maneuver.

· Rapid Strike: On a successful skill roll, the martial artist may make 1 additional attack.  After that attack, he or she may make additional rolls for additional attacks.  However, each additional roll during the same round will incur a cumulative penalty of -20.  No more than one additional action may be gained in this way per phase.  Advanced Rapid Strike may gain no more than two additional actions per phase.

· Roll with punch: Allows the character to minimize the injury received from blunt weapons and hand to hand combat.  A successful skill roll will allow the character to subtract 1/10th their hand to hand combat skill from the total injury inflicted.

· Stun Attack: This maneuver will knock the breath out of an opponent for one round.  Requires a successful strike with a penalty of -20.  The victim may attempt a Health roll with a penalty equal to the injury inflicted to avoid the effects.  Stunned characters may not move, defend, or attack.

· Sweep Kick: This is a low kick, meant to make an opponent fall to the ground.  It is with a skill roll with a penalty of –20.  If successful, then the defender will be knocked to the ground, and must spend his or her next action getting up (unless he or she has the Instant Stand ability).  The defender will suffer ½ the normal injury rolled.

· Tackle:  This maneuver requires an Athletics, Gymnastics XE "Gymnastics" , hand to hand combat XE "Unarmed Combat" , or an applicable Sports skill roll.  Whichever skill is used, there will be a penalty equal to the target’s Defensive Tactics XE "Defensive Tactics:use in combat"  skill (assuming that the person knows that he or she is about to be tackled).  If the defender is aware of the attempt, then he or she may make a contested Strength or Agility XE "Strength"  roll with a penalty of –20% to stay on his or her feet.  If not, then he or she is knocked down, and back 5 feet, with the tackler on top of him or her.  The target will suffer 1D10 injury.

· Weapon Kata: This maneuver allows a character to use a melee weapon while in a specific weaponless combat stance.  The character may attempt to use maneuvers that use any free hands, feet, or movement.  Each specific weapon, like a specialization, must have a weapon kata.  Spell casting is also considered a separate kata.  Weapons cannot be used to inflict injury with most maneuvers.  For example, Hard Strike and Rapid strike can never utilize the injury dealt by a weapon.

Weapon Breakage

Most of the time in Alpha Chronicles a weapon will never break.  The game assumes that each character will sharpen, polish, repair, and keep her weapons in good physical condition.  Except for very unusual circumstances, only critical fumbles will have the potential to break a weapon.  On the Melee Critical Fumbles table there are several entries that require a weapon breakage roll.  These percentages are based on the standard iron weapon used by most warriors in and around the Empire.  If the GM desires, the following modifiers based on the material used and the quality of the weapon may be used.  Some weapons are made from two different materials that have been fused or joined in some way.  Use the modifier that closely describes the endangered weapon.  

	Material Used / Quality
	Modifier

	Leather
	+ 20

	Bone
	+ 15

	Wood
	+ 15

	Wood & Bronze
	+ 25

	Bronze
	+ 10

	Wood & Iron
	+ 15

	Iron
	+ 0

	Wood & Steel
	- 5

	Steel
	- 20

	Bows (Line snaps)
	+ 30

	Special Materials (Stone, ivory)
	Varies

	Pathetic Craftsmanship
	+ 25

	Poor Craftsmanship
	+ 10

	Good Craftsmanship
	- 2

	Exceptional Craftsmanship
	- 5

	Superlative Craftsmanship
	- 10

	Indestructible Magical Item
	NEVER
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