


COMBATCOMBAT
Advanced Combat Summary

Opening Move At Statement of Intents, your Opening Move determines your Strike Rank for the round.

Life Points Negative Life Points are subtracted from a combatant’s Strike Rank at the beginning of each round.

Strike Rank Each combatant takes action in SR order. Each Action or Reaction decreases SR, determining a new order for the following actions, 
until no one has SR left  to act.

Acting without 
Strike Rank A combatant who cannot pay the full SR price for an Action or Reaction suff ers a Penalty to Skill and a loss of Life Points.

Actions and 
Movement

A combatant can combine movement up to his or her Move score with most actions or attacks that cost at least fi ve SR. Moving 
further requires a Non-Combat Opening Move.

Exchanges An Attack action triggers a Combat Exchange. Attacker and defender roll the dice and compare the results in an Opposed Skill Roll. 
The winner gains one or more Combat Eff ects.

Tactical Effects If the defender made the roll, the winner of an exchange can only use Tactical Combat Eff ects to gain an advantage in future 
exchanges, or to try to circumvent the opponent’s success.

Damage Effects If the defender failed, the attacker rolls for damage, and  can use either Tactical Combat Eff ects or Damage Combat Eff ects, which 
can alter the nature and amount of damage dealt.

Armour The unit die of the attack roll determines which of the defender’s armour values to subtract from the rolled damage.

Toughness A damage total below the defender’s Toughness causes a Minor Wound, and is subtracted only from current Strike Rank. Minor 
wounds are not cumulative.

Wounds A damage total matching or exceeding the defender’s Toughness constitutes a Major Wound, which immediately brings the 
defender to Negative Life Points.

Localised 
Damage 
[optional]

If localised damage is in use, each location has a diff erent value for armour and Toughness. Major wound eff ects are only cumulative 
if they aff ect the same location.
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ARMOUR

Body armour is a form of protection used to reduce the damage one may suff er in 
combat. It reduces weapon damage before it is applied to Toughness. Th e damage 
reduction is expressed in Armour Points (AP), which depend on the materials 
and thickness of the armour. When a combatant is covered in an armour suit 
made of several layered pieces, the AP of the strongest armour layer is considered 
to include also the AP of any underlying padding. 
Like damage and wounds, armour can be localised or non-localised depending 
on your game’s level of detail.

ARMOUR COVERAGEARMOUR COVERAGE
In many cases the pieces of an armour suit do not overlap totally, and some portions 
of a fi ghter’s body are protected only by the thinnest armour. A medieval man-at-
arms had his skull covered by both mail and a helm, but his neck was protected by 
mail only. 
Th us, knowing how many points of damage an armour piece will stop is not enough 
to defi ne its eff ectiveness. It is also necessary to determine its Coverage, that is the 
chance that a hit will land on the part(s) of the body it protects. Each armour piece 
has a separate chance of being hit, depending on the relative body surface it covers. 
For instance, if the only piece of plate armour a fi ghter is wearing is a helmet, and the 
rest of the body is covered in mail, the chance of hitting the more robust plate armour 
is low. Similarly, if the only parts not covered in mail or plate are his hands and face, 
the chance of hitting the non-armoured parts will be equally low.
Th e relative armour coverage for all armour pieces is expressed with number ranges 
which, when read together, constitute a  linearised table of armour protection. Th e 
number ranges corresponding to each armour piece are in the format AP/Coverage+, 
where AP is the armour points of the piece and Coverage is the lower limit of the 
range. Numbers for Coverage go from 0 to 9, and armour pieces are usually arranged 
in increasing AP order, with 0 and sometimes other low values representing non-
armoured areas, if the target has any. Number 9 usually represents the headgear, 
which is the hardest piece in the majority of armour suits.
Whenever an armoured target is hit, the unit die of the attack roll is read as the 
Coverage Roll, and compared to the Coverage values of all armour elements to 
determine which protection to apply. In practice, you need to fi nd the highest possible 
Coverage number which is still inferior to the Coverage Roll. For instance, if one 
piece has AP/Coverage 4/4+ and another 8/7+, then a roll of 8 hits the 8-point piece 
because both numbers are below 8 but the 7+ Coverage takes precedence, while a roll 
of 6 hits the 4-point piece because only the 4+ Coverage is below the roll.

Let us examine the armour of a typical medieval militia infantryman, made of a 
cloth padding suit (gambeson), a mail shirt and a pot helm. Th e gambeson is not 
very strong but covers everything except the hands, feet and face of the fi ghter 
(2/1+). Th e mail shirt has short sleeves and skirt attached, for a 5/3+ totals. Th e 
pot helm is made of steel, but it covers only a part of the head, for an 8/9+ total. 
In game, we will describe this armour as: 2/1+, 5/3+, 8/9+.
Which is a shorthand for the following table:

Unit die of the attack roll Attack hits
0 on an unarmoured area

1-2 on the gambeson (AP 2)
3-8 on the mail (AP 5)
9 on the helm (AP 8)

RECORDING NON-LOCALISED 
ARMOUR AND TOUGHNESS. 
Let us examine the way you 
record the armour, coverage and 
toughness of your Player and Non-
Player Characters, to show you 
how to write down the data quickly 
and in a clear fashion 
When you use non-localised 
damage, you will probably record 
the values of AP/Coverage for up 
to three diff erent armour elements 
per character, and a single value 
for Toughness beside them. Use 
the lines for the legs for the fi rst 
two layers, like this:

If writing down stats for Non-
Player Characters on scrap paper, 
leave some room to the right of 
the Toughness score, as you may 
need to write down subsequent 
cumulative damage scores for 
major wounds. The Toughness 
score remains in eff ect even when 
the character is wounded, so you 
will never “erase” the original 
value.

SEPARATE COVERAGE ROLL. 
If you dislike knowing the armour 
you will strike before choosing 
combat eff ects, you may roll an 
additional d10 instead of using 
the unit die. However, using the 
unit die follows the D100 tradition 
that a very successful roll usually 
bypasses armour.

ARMOURARMOUR
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Adapting an item to a use that is not exactly what it was intended for is a procedure 
similar to repairing it. Add the appropriate numeric values that represent the extra 
features to add to the item Value rating. For weapons see the Modifi cations Table 
on page 165. Th e required Time Scale is one level lower than the one required to 
create the item. Th e Challenge Rating is 50%.
Any Negative Consequences from the repair process will apply to the item, as fl aws 
and minor malfunctions due to the temporary nature of the works. In some cases, 
depletion of important resources may also be appropriate.

BLUEPRINTSBLUEPRINTS
Technological equipment and scientifi c gadgets are not as easy to build as a spear or 
a helmet. A complex item like a fi ghter aircraft  cannot be constructed from scratch 
without blueprints, assuming the craft er has a workshop equipped for aircraft  
assembly. Even repairing such an item without blueprints will be a problem.
For a realistic treatment of equipment, the craft er need have an actual blueprint in 
paper or electronic format. Th e Narrator can make some exceptions for equipment 
the craft er has assembled or repaired oft en during his or her career. When the 
weird gadgets of Weird Science, or the eidetic memories of some alien races, are 
concerned, the craft er may know the blueprints by heart. More details are in the 
Weird Science chapter. 
Firearms are the most complex thing you can repair or adapt without having a 
blueprint. Anything more complex will bestow a Penalty to your skill if you do not 
have a blueprint. Th is is cumulative with lack of an applicable Trait. 

CREATING BLUEPRINTSCREATING BLUEPRINTS
Of course, the most exciting part of playing a character with repair or craft  abilities 
in a hi-tech environment is that of inventing new gadgets or models of equipment. 
In order to do so, the character must create a blueprint. Th is is a task that you 
can normally perform only in Downtime, and is identical to the creation process 
except that the designer need not have any materials available other than paper or a 
computer. Th e Challenge Rating to beat to create a blueprint is 80%, as the craft er is 
attempting something completely new.
Once the blueprint is ready, any craft er can use it to create the item once the 
necessary materials are available. Any Consequences of the blueprint creation 
process are inherent faults of the design, that will be present in all item pieces 
subsequently created until the blueprint itself is redesigned, using the equivalent of 
a “repair” of the blueprint itself. Th e high Challenge Rating of the design process 
implies that most initial versions of blueprints will contain fl aws.

Crafting Summary
Action 
attempted

Time Scale Opposed RP 
pool

CR Quick Exit

Creating a 
blueprint

Downtime always Value 80% No

Creating an item Usually downtime, 
Narrative Time for 
one-use items

Value 50% No

Repairing an 
item

One level less than 
crafting

Value plus 
Toughness lost 
plus Consequences

20% Yes, but the repairs will 
work only once

Adapting an item One level less than 
crafting

Value, including 
new features

50% Yes, but the 
modification will work 
only once

FAST REPAIRING. 
When repairing or adapting an 
item, the craft er can use a Quick 
Exit from the Confl ict in order to 
make haste or avoid Consequences. 
However, this will limit the 
eff ectiveness of the intervention. 
Once the item has been used again 
for a Confl ict or Combat, it will stop 
working or need repairs again.

RECIPES AND FORMULAS. 
Alchemical recipes are rudimentary 
forms of blueprints and follow the 
same rules. You can use the rules in 
this section and the Weird Science 
chapter to guide your alchemist 
character on the dangerous path 
of creating formulas for new 
concoctions.
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Mass [offensive power] Priest/Allegiance 61+ 
Might 2, Overcome [as per basic power], Range S, Target 7+ individuals

Th e worshipper chooses an off ensive power  with an Overcome attribute available to the 
cult. Th e power can be used at once on up to seven targets, plus two additional targets 
per each full 10% the worshipper has in Allegiance beyond the minimum.

Shield of [Deity] Acolyte/Allegiance 31+
Might 2+, Range S, Target 1 individual

Th e worshipper blesses the recipient with the Protection power and an appropriate 
Resist power depending on the deity (usually Magic but other power defi nitions may 
apply). Both eff ects start at Might 2, plus one extra point of Might each per each full 10% 
the worshipper has in Allegiance beyond the minimum.

Totem of the [beast] Acolyte/Allegiance 31+
Might 3+, Self

Th e worshipper shapechanges into an animal up to Medium size class which is holy to 
the cult. In addition to this, the caster receives the following benefi ts:
• Either the ability to shapechange into an animal of Large Size Class if the totem animal 
is bigger than Medium, or the acquisition of a major innate power the animal form has, 
like breathing underwater, fl ying or using venom.
• All Traits, senses and natural attacks, that the totem animal has and humans usually lack.
• One point of Protection and one point of Damage Boosting on the animal’s natural 
weapon, plus one additional Might to each per each full 10% the worshipper has in 
Allegiance beyond the minimum.

True Lycanthropy Priest/Allegiance 61+ 
Might 6+, Self

Th e worshipper gains the same benefi ts as Totem of the Wolf, plus Immunity to kinetic 
weapons. Elemental-based attacks still aff ect him or her, as does magical damage. Th e 
variable Traits and Powers gained are Bite, Smell and Track. Other were-beast variants 
can be devised from this template by improving Totem of the [beast].

True [weapon] Initiate/Allegiance 31+ 
Might 6+, Target 1 weapon, Touch

Th e worshipper bestows a Damage Enhancement 6 on a cult weapon of the deity, plus 
two extra points of damage enhancement per each full 10% the worshipper has in 
Allegiance beyond the minimum. If the weapon has not been Ritually dedicated to the 
deity, a roll on the Allegiance score is necessary to activate the power or the Blessing 
will fail. Using the Blessing on a weapon of the right kind but holy to an enemy deity is 
possible, but the Allegiance roll will suff er a Penalty. Th is Blessing is very powerful, and 
only the most single-minded war cults grant it. Other war cults will grant the variant 
that includes elemental damage or a Bonus.
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DWARF DWARF 
Th ese short, stocky, bearded humanoids live in vast underground halls. Long lived 
and proud off  their work, Dwarfs are the natural enemies of Orcs and Elves, who 
oft en encroach upon their realms. 

Characteristic Attribute d6/d8 Location AP/Cov AP/Cov Toughness

STR 14 4d6 Size Class S 1 R Leg 2/3+ 5/7+ 6

CON 14 4d6 Might +1 2 L Leg 2/3+ 5/7+ 6

DEX 10 3d6 Strike Rank 12 3,7,8 Torso -/- 5/0+ 7

INT 10 3d6 Encumbrance 5 4 R Arm 2/1+ 5/6+ 5

WIL 10 3d6 Life Points 24 5 L Arm 2/1+ 5/6+ 5

CHA 10 3d6 Move 4 6 Head 5/1+ 8/4+ 6

Weapon SR
SR to 

Att/Def Damage
Parry/
Range Special

Hammer 15 6/3 1d3+2d2 3 impale (eff ect)

Shield 14 4/2 1d2+1d2 3 block, coverage +1

Axe 16 8/4 1d6+3d2 4 slash (auto)

Crossbow 30 3*/- 1d10+3d2   300 (M) impale (eff ect)

Skills: Close Combat [Hammer, Axe, Shield] 54%, Perception [Dark Vision] 50%, 
Ranged Combat [Crossbow] 50%, Survival [Underground] 54%.

Armour: Short gambeson (2/2+), mail shirt/coif (5/6+), helm (8/9+).

Powers: Dark Vision, Strong Build +1, Toughness +2; may have Science or Alchemy gadgets.

Notes: A dwarf is at -2 SR when in melee with a Medium-sized opponent. Usually has a hammer and one 
of the other three weapons.

Dwarf Background Table
Background Traits (and applicable skills) Starting 

Money per 
Status

Sample 
Motivations 

Warrior Clan of the 
Bombardiers

Craft  [any related to gunpowder]
Knowledge [Hills of the Bombardiers]
Communication [Language: Dwarven] 
Perception [•Dark Vision]
Close Combat [Hammer or Axe]

Rich: 3D6x500
Affl  uent: 3D6x200
Average: 3D6x100

Despise elves.
For the Bombardiers!

Underground Clan of 
Yado

Craft  [any related to mining]
Knowledge [Dwarven Halls of Yado]
Communication [Language: Dwarven]
Perception [•Dark Vision]
Close Combat [Hammer or Axe]

Rich: 3D6x500
Affl  uent: 3D6x200
Average: 3D6x100

Despise surface dwellers.
Lust for treasure.

Steampunk Dwarfs Craft  or Operate [any]
Knowledge [Engineering]
Communication [Language: Dwarven] 
Perception [•Dark Vision]
Ranged Weapon [any fi rearm]

Rich: 3D6x500
Affl  uent: 3D6x200
Average: 3D6x100
Poor: 3D6x20

Scorn adepts of the 
supernatural.
Lust for scientifi c 
knowledge.

[•] This Trait does not use up a Slot.
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