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Flesh wounds (<.............) Lost to fatigue
INTIMIDATION
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—1 energy
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Missile Weapons
%‘j’ —,‘53‘ Ready Ease Bonus  Attack Damage Shock Distance Evasion ease
Readying a missile uses bonuses in CO-ORDINATION and MISSILES.
Aiming uses bonuses in INTUITION, PERCEPTION and MISSILES.
Attacking uses bonuses in CO-ORDINATION and MISSILES. Half the degree of success of the Aiming roll is also added.
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SITUATIONAL MODIFIERS SNAKE EYES
Above Opponent +2 Roll Effect
Bad Footing -1to-4 2 Gain 1 point of bad joss
Bad Light -1to-4 3-4 Rip clothing
Totally dark -5 5-6 Drop possession (not weapon)
Cramped Environment -1to-3 7 Dirtied (if enemy injured, splashed with blood, otherwise
Encumbered -1to-3 splattered by mud, beer or nearest available stain)
Shield/Second Weapon -1* 8-9 Get nosebleed
Off hand —2** 10-11 Twist ankle (-1 on RUNNING for a day)
Opponent a pupil +1 12 Drop weapon
Opponent cantering/galloping -3
Opponent trotting/running -2 MANOEUVRES
Opponent to Rear -3 Ease Abilities
Rlpos.te +1 Crafty Move -5 (both combat rolls)
Surpr.we Attack +2 Desperate Defence +2 (combat roll)
Waiting Opponent -1 Draw Weapon 7 CO-ORDINATION, FAST DRAW
*~1 per point by which combined weight Get Up 8 GRACE
exceeds 1, with a min of -1. Intimidate 4 INTIMIDATION, PRESENCE
. Land from Leap 8 LEAPING, GRACE
Plus AMBIDEXTERITY
Leap 7 LEAPING, CO-ORDINATION
Move 6 GRACE, FIGHTING
WEAPON DAMAGE Pick up Weapon 7 CO-ORDINATION
Type of weapon Damage Chance Bonus Reckless Attack +2 (combat roll)
Fine weapon 0 4 Ride (stationary/walk) 10 RIDING, ANIMALS, GRACE
Good weapon 2 3 Ride (canter) 8 RIDING, ANIMALS, GRACE
Average weapon 4 1 Ride (trot/gallop) 6 RIDING, ANIMALS, GRACE
Poor weapon 6 0 Turn Round 7 GRACE
WEAPONS
Ease Damage | Protection | Shock | Weight | Tactics
Axe 7 +2 0 2 +1 disarm 4, slam 6, trip 3
Battle-axe 6 +3 0 2 +2 slam 5
Chain 6 +1 0 3 0 disarm 5, grab 5, trip 4
Dagger 7 0 0 1 0
Flail 6 +2 +1 3 +1 disarm 5, trip 4
Halberd 8 +2 0 2 +1 slam 5
Hammer 7 +2 0 3 +1 disarm 4, trip 3
Hook 6 0 +1 3 0 disarm 4, grab 4, trip 5
Lance 7 +2 0 2 +1
Mace 7 +1 +1 4 +1 disarm 3
Sabre 8 +1 0 2 0 slam 6
Shield 6 -1 +3 4 +1
Spear 7 +2 +1 2 0
Staff 7 +1 +1 4 0
Sword 8 0 +1 2 0 disarm 4, slam 6
Unarmed 7 -1 -2 4 0 grab 6, throw
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WOUNDS
body flesh bad serious fatal ARMOUR

> L 2 34 ot Protection

6 1 2-3 4-5 6+ None 0

7 1 2-3 4-6 7+ Light 1

8 1-2 3-4 5-7 8+ Medium )

9 1-2 3-4 5-8 9+ Metal 3

10 1-2 3-5 6-9 10+ Full 4

11 1-2 3-5 6-10 11+

12 1-2 3-6 7-11 12+ Requires the use of energy equal to the protection

13 1-3 4-6 7-12 13+ bonus each round otherwise -2 to all actions.

14 1-3 4-7 8-13 14+

15 1-3 4-7 8-14 15+

16 1-3 4-8 9-15 16+ Bad wounds: lose 1 energy to fatigue. Roll with ease 6 (plus
17 1-3 4-8 9-16 17+ ENDURANCE and WILL) to remain conscious.
18 1-4 5-9 10-17 18+

19 1-4 5.9 10-18 19+ Serious wounds: lose 2 energy to fatigue. Roll with ease 4 (plus
20 1-4 510 11-19 20+ ENDURANCE and WILL) to remain conscious.
MISSILE AIMING MISSILE ATTACKING MODIFIERS

Still target: ease 10 No aim -1

Moving target  ease 7 Moving target -1

Moving attacker -1
-1 per complete multiple of (Dist + target size) Range -1/Dist
Aiming +half DoS

plus PERCEPTION, INTUITION and MISSILES

plus CO-ORDINATION, MISSILES

MISSILE WEAPONS
Ready Ease Damage Shock Distance | Evasion Ease
Composite Bow 6 3 +1 1 15yd 0
Heavy Crossbow 0 6 +2 1 16yd 0
Light Bow 7 3 0 1 12yd 0
Light Crossbow 2 6 +1 1 12yd 0
Chain 7 0 2 6 1
Combat Weapon 6 +1 4 6’ 3
Dagger 7 0 2 6’ 1
Dart 8 -1 1 5 0
Javelin 7 +1 1 1o 1
Spear 6 +1 3 6’ 3
Stone 7 0 4 10’ 1
Sword 7 +1 3 4 3
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