
COMBAT RULES

In  Labyrin t hi a n,  Co m b a t  is no t  t h e  only a c tivity a dve n t u r e  exis t s  to  p rovide,  b u t  
it  is of t e n  t h e  m os t  exci ting,  w h e t h e r  it is a s  s m all a n d  in tim a t e  a s  a  d u el  
b e t w e e n  h a t eful r ivals, o r  a s  e pic  a s  a  cla s h  of a r mi es,  wi t h  t h e  ve ry fa t e  of t h e  
u nive r s e  in  t h e  b al a nc e ,  o r  ind e e d,  a ny t hing  in-b e t w e e n.  

The r e  a r e  t h r e e  typ es  of Co m b a t  t h a t  c a n  b e  e n g a g e d  in, Du els, Ski r mis h e s ,  a n d  
Bat tle s.  While  t h e  s a m e  b a sic  r ul e s  a n d  p roc e d u r e s  will b e  ide n tic al in  bo t h,  t h e  
sc al e  involved  will b e  consid e r a bly diffe r e n t .  Ski r mis h e s  will b e  t h e  typical 
co m b a t  sc e n a rio,u s u ally involving  a  s m all b a n d  of co m b a t a n t s  on  ei th e r  sid e,  a n d
will b e  w h a t  t h e s e  following  r ul e s  a s s u m e s  a s  a  s t a n d a r d .  

Du els  m e a n w hile  a r e  m u c h  s m alle r  a n d  of t e n  fas t e r  p a c e d,  involving  no  m o r e  
t h a n  2-3  co m b a t a n t s .  Ba t tl es  on  t h e  o t h e r  h a n d,  a r e  co nsid e r a bly la rg er, a n d  c a n  
involve  co u n tl es s  individu als  a s  p a r t  of g r e a t e r  Pa r ti e s,  H o r d e s,  a n d  Armies.  
Du els  a n d  Bat tl e s,  a n d  t h e  ch a n g e s  t h ey in t rod uc e,  a r e  cove r e d  in  t h ei r  ow n  
s ec tion.  
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Th e  Co m b a t  Pro c e d ur e  

The  typical Ski r mis h  involves  cla s h  of t wo  to  t h r e e  b a n d s  of co m b a t a n t s  w ho  
h ave  b e co m e  hos tile  to  on e  a no t h er. They m ay in t e n d  to  slay e ac h  o th er, b u t  
killing  is no t  alw ays  t h e  ai m  of co m b a t ,  no r  is it alw ays  t h e  wis e s t  w ay to  e n d  
t hin gs.  Thos e  w ho  d evelop  a  r e p u t a tion  for  killing  mig h t  e njoy t h e  b e n efi t s  of 
fear, b u t  m ay no t  e njoy t h e  ven g e a nc e  t h a t  will soon  b efall t h e m.  

Likewis e,  b ein g  too  ski t ti sh  a bo u t  t aking  a  life  c a n  of t e n  b e  a  c r u el mis t ak e .  I t  
will b e  u p  to  you  a n d  you r  p a r ty to  m a k e  s e n s e  of w h a t  is wor t h w hile,  t hou g h  it 
c a n  oft e n  b e  s aid  t h a t  t hos e  w ho  hold  to  t h ei r  H o no r  in b a t tl e  a r e  alw ays  
r e s p e c t e d ,  eve n  if Ho no r  alon e  is no t  e no u g h  to  avoid  hos tili ti es.  

Co mb at  – Qui ck R ef er e n c e:
The  following  is q uick r ef e r e nc e  g uid e  for  t h e  Co m b a t  P roce d u r e:

1. E a c h  Co m b a t a n t  m a k es  t h ei r  Co m b a t  Roll (2d2 0) a n d  a n no u nc es  t h ei r  
Totals. Hig h e s t  valu e  s eize s  Ini ti a tive  a n d  m ay  m a k e  t h ei r  Tur n.

2. The  Co m b a t a n t  u tilizes  w h a t eve r  Actions  t h ey h av e  availabl e  to  t h e m.  
3. If t h ey  Attack  a n d  a r e  no t  Re a c t e d  a g ains t ,  o r  if t h ey  do  no t  m a k e  a ny 

Att acks,  t h ey m ay d e sig n a t e  a ny o t h e r  Co m b a t a n t  a s  t h e  n ex t  to  a c t  af t e r  
concludin g  t h ei r  t u r n.  

4 . If t h ey  Attack  a n d  a r e  Re ac t e d  a g ain s t ,  t h e  e n e my w ho  Re a c t e d  will s eize  
t h e  Ini ti a tive.  

5 . Re p e a t  1-4  u n til a ll Co m b a t a n t s  h ave  p a r ticip a t e d ,  u po n  w hich  a  n e w  
Roun d  will b e  ini tia t e d  by  t h e  World  Keep er, a n d  ev e ry r e m aining  
Co m b a t a n t  will m a k e  a  n e w  Co m b a t  Roll. 

• If Ini ti a tive  is to  b e  p a s s e d  to  a no t h e r  Co m b a t a n t ,  b u t  it  is no t  im m e dia t ely 
cle a r  w ho  c a n  s till t ak e  a  Tur n,  t hos e  w ho  h av e  a  Tu r n  r e m aining  s hould  
a n no u nc e  t h a t  t h ey c a n.  

• If t his  h a s  h a p p e n e d  a n d  no  on e  s t a t e s  t h a t  t h ey  h ave  a  Tur n  r e m aining,  
t h e  Ini ti a tive  will p a s s  b a ck  to  t h e  op posing  sid e,  a n d  t h ey will a n no u nc e  
w ho  h a s  a  Tu r n  r e m aining.

• If a t  t his  poin t  no  on e  a n no u nc e s  t h ey  h ave  a  Tur n,  t h e  Rou n d  is consid e r e d
ove r  a n d  a  n e w  Rou n d  s ho uld  b e  Initi a t e d .  

Roun d s  a n d  Turn s:
Co m b a t  is b rok e n  do w n  in to  Roun ds,  w hich  a r e  m a d e  u p  of Tur n s  a n d  Re ac tions .  
Roun ds  r e p r e s e n t  t h e  to t al  a c tions  t ak e n  by all Co m b a t a n t s ,  w hile  Tu r ns  a n d  
Re a c tions  r e p r e s e n t  t h e  individu al a c tions  t ak e n  t h e m s elves.  

E a c h  Rou n d  is consid e r e d  to  t ak e  u p  1 0  S eco n ds  of Tim e  wi t hin  t h e  g a m e w o rld,  
a n d  t h e  Tu r ns  a n d  Re a c tions  will t ak e  pl ac e  wi t hin  t h a t  1 0  s eco n ds.  

Th e  Co m b at  Roll  ( 2 d 2 0 ):
The  Co m b a t  Roll (2d 2 0) s e rves  a s  t h e  foun d a tion  for  Co m b a t,  d e t e r mining  a  



Co m b a t a n t ' s  c a p a bili ti es  in  e ac h  Co m b a t  Rou n d.  At t h e  s t a r t  of eve ry Rou n d,  
e a c h  Co m b a t a n t  r olls  2 d 2 0.  The  m ain  p u r pos e  of t h e  Co m b a t  Roll is to  d e t e r min e
Action  Ratin g s ,  t h ro u g h  w hich  you  c a n  u s e  Action s  in  Co m b a t.  (Se e  Action s  in 
Co mb at )

The  Co m b a t  Roll, how ever, al so  influe nc e s  Cri ticals  a n d  Abili ty Thr e s holds  (S e e  
Action s  in  Co m b at ), a s  w ell a s  b a s e  Move m e n t  (Se e  M ov e m e n t ). All of t h e s e  
a s p e c t s  a r e  discus s e d  in  fu r t h e r  d e t ail in o t h e r  s ec tions .  

To cla rify, t h e  Co m b a t  Roll consis t s  of t wo  si m ul t a n eo u s  1 d 2 0  rolls. Jus t  like  Skill 
Ch eck  rolls  t h a t  u s e  1 d 2 0,  you  m ay  b e  a ble  to  a d d  you r  Talen t  Mo difie r s  to  e a c h  
di e.  The  Co m b a t  Roll g e n e r a t e s  Skill Poin t s  for  m ul tiple s  of 5 ,  1 s,  o r  2 0s .  The  
s p ecific Skill t h a t  r e c eives  t h e s e  poin t s  d e p e n d s  on  t h e  Actions  you  t ak e .  

Initiat iv e:
Ini ti a tive  in co m b a t  allows  a  co m b a t a n t  to  a c t  a n d  d e t e r min e s  t h e  o rd e r  in  w hic h  
co m b a t a n t s  t a k e  t h ei r  t u r n s .  Re a c tions  do  no t  g r a n t  ini ti a tive  a n d  s e rve  a s  a  
m e a n s  to  t r a n sfe r  ini ti a tive  b e t w e e n  opposing  sid es  d u rin g  a  co m b a t  s c e n a rio.

Firs t  t o  Act:
At t h e  co m m e n c e m e n t  of co m b a t ,  e a c h  co m b a t a n t  a n no u nc e s  t h ei r  Co m b a t  Roll 
to t al. The  co m b a t a n t  wi th  t h e  high e s t  to t al  s eizes  t h e  ini ti a tive.

In  c a s e  of a  t ie  a m o n g  op pon e n t s ,  t h e  t i ed  co m b a t a n t s  roll a  1 d 4  di e,  a n d  t h e  on e
wi th  t h e  hig h e s t  roll t ak e s  t h e  ini ti a tive.  If a  ti e  p e r sis t s ,  t h e  roll-off con tin u e s  
u n til on e  co m b a t a n t  ou t-rolls  t h e  o t h er.

Whe n  allies  ti e  in ini ti a tive,  t h ey c a n  m u t u ally d e cide  t h e  t u r n  o r d er. Ho w ever, 
it ' s  e s s e n ti al  to  no t e  t h a t  ini tia tive  c a n  s till c h a n g e  h a n d s  d e s pi t e  t his  a g r e e m e n t .

Pa s s i n g  Initia t iv e:
Ini ti a tive  s hift s  b e t w e e n  co m b a t a n t s  u n d e r  on e  of t wo  con ditions.

Fi r s t ,  if a  co m b a t a n t  ei t h e r  r ef r ains  fro m  a t t acking  d u ring  t h ei r  t u r n  o r  do e s n ' t  
fac e  a  r e a c tion,  t h ey d e sig n a t e  t h e  n ex t  co m b a t a n t  to  a c t  af t e r  t h ei r  t u r n  
conclud e s.

S e con d,  if a  co m b a t a n t  a t t a cks  a n d  r e c eives  a  r e a c tion  in  r e s po n s e,  t h e  r e a c ting  
co m b a t a n t  a s s u m e s  t h e  ini tia tive.  The  only exc e p tion  is if t h e  r e ac ting  co m b a t a n t
is killed  o r  inc a p a ci t a t e d  by t h e  a t t a ck,  in w hich  c a s e  t h e  initia tive  r e m ains  wi th  
t h e  a t t a ck er.

Ini ti a tive  al t e r n a t e s  a m o n g  co m b a t a n t s  u n til e a c h  h a s  t ak e n  t h ei r  t u r n.  N o t  all 
r e a c tions  n e e d  to  b e  u s e d.

Pa s s  Ba ck:
To facili t a t e  a  s moot h  t r a n si tion  b e t w e e n  co m b a t  r o u n d s  a n d  p r eve n t  exc e ssive  
d el ays  in d e t e r mining  w ho  c a n  s till a c t ,  a  Pas s  Back  m e c h a nic  is in  pl ac e.



Whe n  a  co m b a t a n t  wis h e s  to  p a s s  t h e  ini tia tive  a n d  it ' s  u n c e r t ain  w ho  c a n  s till 
a c t ,  a ll r e m ainin g  co m b a t a n t s  on  t h ei r  sid e  s hould  a n no u nc e  t h ei r  r e a din e s s.  
Ini ti a tive  c a n  t h e n  b e  p a s s e d  b a s e d  on  t h e s e  a n no u nc e m e n t s .

If no  on e  d ecl a r e s  t h ei r  r e a din e s s  for  a  t u r n  d u ring  t h e  Pass  Back, t h e  ini ti a tive  
a u to m a tically r eve r t s  to  t h e  opposing  side.  Co m b a t a n t s  on  t h a t  sid e  wi t h  
r e m aining  t u r n s  s hould  t h e n  a n no u nc e  t h ei r  in t e n tions,  a n d  t h ey  c a n  m a k e  
a g r e e m e n t s  a m o n g  t h e m s elves  r e g a r ding  t h e  t u r n  o r d er.

If t h e  Pas s  Back occu r s ,  a n d  s till no  on e  a n no u n c e s  t h ei r  r e a din e ss  for  a  t u r n ,  t h e
World  Keep e r  will d e cl a r e  t h e  ro u n d ' s  e n d.  A n e w  ro u n d  will b e gin,  a n d  t h e  
r e m aining  co m b a t a n t s  will b e  c alle d  u po n  to  m a k e  n e w  Co m b a t  Rolls.



En er g y

In  Labyrin t hi a n,  e ac h  Co m b a t a n t  pos s e s s e s  fou r  e n e r gy pools:  Co m pos u r e  (CP), 
M a n a  (MP), S t a min a  (SP), a n d  Acuity (ACU). The s e  e n e r gie s  r e p r e s e n t  a  
Co m b a t a n t ' s  p hysical a n d  m e n t al  c a p a bili tie s  d u rin g  a n  Adven t u r e .

Co mp o s ur e:
Co m pos u r e  (CP) m e a s u r e s  a  Co m b a t a n t ' s  a bili ty to  r e ac t  a n d  d efe n d  t h e m s elves,  
b u t  do e s  no t  r e p r e s e n t  p hysical wou n d s.  Whe n  a  Co m b a t a n t  t ak e s  d a m a g e,  CP is 
r e d u c e d  a t  a n  e q u al  r a t e .

At 0  CP, t h ey ' r e  limit e d  in Co m b a t  c a p a bili tie s  a n d  c a n ' t  r e a c t  a g ains t  a t t a cks,  
a n d  will a d di tion ally a u to m a tic ally fail a ny S aving  Throw t h ey a r e  forc e d  to  
m a k e.  While  losing  Co m pos u r e  do e s  no t  le a d  di r ec tly to  d e a t h ,  Co m b a t a n t s  a t  0  
CP a r e  vulne r a ble  to  Inc a p a ci t a tion  a n d  Killing  Blows.

M an a:
M a n a  (MP) r e p r e s e n t s  a  Co m b a t a n t ' s  inn a t e  s to r e  of m a gic al e n e r gy for  s p ells  
a n d  a bili tie s.  M P  is s p e n t  w h e n  u sin g  a c tions  t h a t  d e no t e  t h ey  cos t  M a n a,  u s u ally
in 1  M P inc r e m e n t s.  

At 0  MP, t h ey  will s t ill b e  a bl e  to  u tilize  Ca n t rips,  b u t  in d e s p e r a tion,  t h ey  c a n  
a c c e p t  a  M ajor  Cor r u p tion,  w e ak e ning  t h e m  conside r a bly d e p e n ding  on  how  it 
m a nife s t s ,  in o r d e r  to  Cas t  1  S p ell. 

S t a min a:
S t a min a  (SP) m e a s u r e s  p hysic al e n e r gy. S p e n ding  SP  ide n tic al to  s p e n din g  MP, 
wi th  1 S P  inc r e m e n t s  b eing  t h e  s t a n d a r d.  

At 0  SP, Co m b a t a n t s  c a n ' t  u s e  S t a min a-r e q ui ring  a c tions,  b u t  t h ey  c a n  u s e  
Si m ple  S t rike s  o r  t a p  in to  t h ei r  Co m pos u r e  a s  ex t r a  S t a min a.

Acuity:
Acui ty, o r  ACU, is a  m e a s u r e  of a  co m b a t a n t ' s  m e n t al  cla ri ty a n d  s h a r p n e s s,  
w hich  will gove r n  how  w ell t h ey  r e s po n d  to  m e n t al  s t r ain s  a n d  t h ei r  c a p a bili ty of 
s po t ting  hidd e n  o r  obsc u r e d  e n e mies.  

S p e n ding  ACU iden tical to  s p e n ding  M P  o r  SP, wi th  1ACU inc r e m e n t s  b eing  t h e  
s t a n d a r d .

Whe n  a  co m b a t a n t  h a s  d ro p p e d  to  0ACU, t h ey will b e  u n a ble  to  m a k e  u s e  of a ny 
Action  t h a t  r e q ui r e s  Acuity, a n d  will no t  b e  a bl e  to  ci rc u mve n t  t his  u n til t h e  
co m b a t a n t ' s  Acuity h a s  b e e n  r e s to r e d .

Addition ally, a ny Co m b a t a n t  t h a t  h a s  d ro p p e d  to  0ACU will b e  consid e r e d  
u nin t elligible  if t h ey  a t t e m p t  to  s p e ak  to  a nyon e  el s e.  



S a vin g  Thro w s  ( 1 d 2 0 ):
S aving  Throws,  o r  S aves,  a r e  a  kind  of 1 d 2 0  roll m a d e  w h e n  a  co m b a t a n t  
a t t e m p t s  to  r e sis t  c e r t ain  effec t s  t h a t  a r e  t a r g e t e d  a t  t h e m.  E ac h  E n e r gy 
r e p r e s e n t s  a  possible  typ e  of S aving  Throw, a n d  w h e n  a  co m b a t a n t  m u s t  m a k e  a  
S ave,  t h ey  will a d d  t h ei r  c u r r e n t  E n e r gy valu e  to  t h e  roll. 

H ow ever, S ave s  a  co m b a t a n t  inflic t s  u po n  t h ei r  op pon e n t s  a r e  al so  e m po w e r e d  
by t h ei r  ow n  E n e r gies.  Wh e n  a  co m b a t a n t  u s e s  a n  a bili ty t h a t  t rigg e r s  a  S ave,  
t h ey  will t r e a t  t h ei r  cu r r e n t  E n e r gy Value,  plus  a ny m o difie r s  t h e  a bili ty 
indica t e s ,  a s  t h e  t a r g e t  n u m b e r  for  t h ei r  op pon e n t  to  roll a g ain s t .  

Wound s:
U nlike  Co m pos u r e ,  w hic h  do e s n ' t  r e p r e s e n t  sig nifica n t  wo u n d s,  Woun ds  do.  
Woun d s  a r e  s t a t u s  effec t s  co r r e s po n ding  to  diffe r e n t  d a m a g e  typ e s,  r e p r e s e n tin g
t h e  m ajor  p hysical inju ries  a n d  d a m a g e  co m b a t a n t s  s u s t ain  in b a t tl e ,  a n d  c a n  b e  
inflic t e d  di r ec tly by  ei th e r  u tilizing  Mo m e n t u m,  o r  by a t t a cking  t hos e  w ho  h av e  
los t  t h ei r  Co m pos u r e ,  w ho  will b e  inflic t e d  wi th  Woun ds  a u to m a tically. 

For  ins t a nc e ,  t h e  d a m a g e  co m bin a tion  Blun t/Sla s hing,  co m m o nly foun d  in Axes,  
c a n  inflic t  a  Lac eration , c a u sing  t h e  co m b a t a n t  to  s uffe r  Ble e d  d a m a g e  (eq u al  to  
t h e  axe ' s  la rg e s t  d a m a g e  die) eve ry ro u n d  a n d  w h e n  hi t  by a ny o t h e r  typ e  of 
a t t a ck.  This c a n  b e  inflic t e d  by  s p e n ding  Mo m e n t u m,  o r  by a t t acking  a n  e n e my 
t h a t  h a s  los t  t h ei r  Co m pos u r e .  

E a c h  co m b a t a n t  c a n  only h ave  on e  of e a c h  s p ecific typ e  of Woun d,  b u t  Woun d s  of
t h e  s a m e  typ e  c a n  inc r e a s e  in s eve ri ty if a  Woun d  is inflic t e d  wi t h  a  la rg e r  
d a m a g e  di e.  

For  ex a m ple,  Sla s hing  d a m a g e  c a us e s  t h e  Blee d  wo u n d,  w hich  d e als  t h e  
w e a po n ' s  hig h e s t  d a m a g e  die  a s  d a m a g e  eve ry  ro u n d.  If a  Blee d  is ini ti ally 
inflic t e d  a t  1 d 6,  it  will r e q ui r e  a  Blee d  of 1 d 8  to  ove r rid e  t h e  o rigin al Blee d,  
o th e r wise  t h e  n e w  Woun d  is w a s t e d .  

R e s t orin g  En er g i e s  in  Co m b at:
The r e  a r e  t wo  m e t ho ds  to  r e s to r e  E n e r gie s  wi t hin  Co m b a t,  a n d  w hich  a  
co m b a t a n t  c hoos e s  will d e p e n d  on  t h e  ci rc u m s t a n c e s  a n d  w h a t  t h ey  h ave  
av aila ble.  

Potion s  a n d  Poult i c e s:
The  e a si es t  w ay to  r e s to r e  E n e r gie s  is t h ro u g h  t h e  u s e  of Potions  a n d  Poul tice s.  
The s e  c r af t a bl e  objec t s  a c t  a s  a  for m  of m e dicine  w hich  will a cc ele r a t e  t h e  
body' s  ow n  c a p a bili ty of r e s to ring  it s elf. 

Whe n  u sing  t h e s e  objec t s,  t h ey  will cos t  1  Action  to  u tilize,  a n d  t h ey  will a llow 
you  to  roll a  c e r t ain  n u m b e r  of you r  a cc u m ula t e d  E n e r gy Dice,  w hic h  a r e  g ain e d  
fro m  e a ting  a n d  d rinking.  The  value s  rolled  m ay  ei th e r  b e  a d d e d  all to  on e  
E n e r gy, o r  s plit  a m o n gs t  a ny co m bin a tion  of t h e  four. 



Cl e arin g  Woun d s :
Woun d s  a r e  cle a r e d  a  bi t  diffe r e n tly, a n d  r e q ui r e  s p e ci al va ria n t s  of Potions  a n d  
Poul tice s  c alled  Elixe r s  a n d  S alves ,  r e s p e c tively. By u tilizing  t h e s e  i t e m s,  a  
co m b a t a n t  c a n  s t a bilize  t h ei r  Woun ds,  r e m oving  a ny n e g a tive  effec t s .  H ow ever, 
t his  do e s  no t  r e m ove  t h e  Wound.

If t h ey  a r e  inflict e d  wi th  t h e  s a m e  typ e  of Wound  a g ain  w hile  in t his  s t a t e ,  it s  
effec t s  will r e s u m e.  

To r e m ove  t h e  Woun d  p e r m a n e n tly will r e q ui r e  Res t  las ting  a t  le a s t  6  ho u r s;  
u po n  doing  so,  t h e  co m b a t a n t  c a n  s p e n d  on e  of t h ei r  E n e r gy dice  to  r e m ove  t h e  
Woun d.  Thos e  w ho  a r e  highly skilled  in  S u rvival o r  H e r b alis m,  how ever, c a n  
c r e a t e  Elixi rs  a n d  S alves  po w e rful e no u g h  to  im m e di a t ely cle a r  t h e  wo u n d s  t h ey 
s t a bilize.  

M e ditation:
Thos e  w ho  a r e  skilled  in M e di t a tion  will a lso  b e  c a p a ble  of r e s to ring  t h ei r  ow n  
E n e r gie s,  t ho u g h  a t  a  m u c h  slow e r  r a t e ,  a n d  wit ho u t  a ny a bili ty to  cle a r  a  
Woun d.  

By m a kin g  a  Skill Action  u tilizing  M e di t a tion,  wi th  a  difficul ty of 1 0,  t h ey  will b e  
a bl e  to  s elec t  on e  E n e r gy die  a n d  m ay  roll it  a n d  a d d  it s  valu e  to  a ny E n e r gy t h ey
wish,  o r  to  a  mix of t h e m.  The  En e r gy Die  is exp e n d e d  w h e n  u s e d  in t his  w ay. 



M ov e m e n t  a n d  M a ppin g
Move m e n t  in Labyrin t hi a n  is a no t h e r  co r n e r s ton e  of ev e ry co m b a t  sc e n a rio, a n d  
m o bili ty is a  highly valu a ble  r e so u rc e  for  Co m b a t a n t s  w ho  wis h  to  ove rco m e  
t h ei r  foes.  Move m e n t  it s elf is s u p po r t e d  by t h e  u s e  of a  u niqu e  a n d  highly 
a d a p t a ble  m a p ping  sys t e m  c alle d  t h e  Co m b a t  Grid.  

Th e  Co m b at  Grid:
 In  Labyrin t hi a n,  co m b a t  sc e n a rios  u s e  a  posi tion-b a s e d  g rid  c alled  t h e  Co m b a t  
Grid.  This flexible  sys t e m  allows  m a p pin g  va rious  sc e n a rios  a n d  t r a n si tioning  
b e t w e e n  t h e a t e r  of t h e  min d  a n d  p hysical, m a p,  a n d  minia t u r e  s tyles  of play 
wi tho u t  t h e  n e e d  for  p a r allel r ul e  s e t s .

U n d er s t a n din g  th e  Grid:
The  Co m b a t  Grid  co m p ris e s  2 1  Posi tions,  e ac h  r e p r e s e n tin g  a  s p a c e  wi thin  a  
sc e n a rio. The  size  of t h e s e  s p a c e s  is a r bi t r a ry, b u t  t h ei r  r el a tions hips  to  e a c h  
o th e r  a r e  d efine d.  The r e  a r e  six b a sic  Posi tion  Types: Ch u r n ,  Fl a nks,  R a n g e d,  
S u p po r t ,  Aerial, a n d  De p t h s.  Fl a nks,  Ra n g e d,  a n d  S u p po r t  co m e  in t wo  typ e s:  
Ally a n d  En e my.

Th e  Churn :
At t h e  Ce n t e r  of t h e  Co m b a t  Grid  lies  t h e  Ch u r n .  This posi tion  m a k e s  u p  t h e  
p hysical s p a c e  t h a t  occ u pie s  t h e  “ce n t e r”  of t h e  sc e n a rio, a n d  is w h e r e  all side s  
in  a  b a t tl e  a r e  likely to  conve r g e  in  b r u t al m el e e.  This  mi g h t  so m e ti m e s  b e  fixed  
on  a  s p ecific loca tion  o r  fea t u r e ,  b u t  c a n  al so  jus t  b e  a  r a n do m  s po t  in a  r oo m  o r  
field.  



Ext e n din g  fro m  t h e  Chu r n  a r e  1 4  posi tions,  c a t e go rize d  in to  Ally  a n d  En e m y  
posi tions,  divide d  by t h e  Divid e  line  r u n ning  t h ro u g h  t h e  Ch u r n  it s elf.

Th e  Flank s :
Im m e dia t ely a dj ac e n t  to  t h e  Chu r n  a r e  t h e  posi tions  know n  a s  t h e  Fla nks.  The  
Fl a nks  includ e  Left,  Righ t ,  a n d  Ce n t e r  posi tions.  They a r e  s t r a t e gic loca tions  for  
m a n e uve ring  in  co m b a t ,  e s p eci ally r el a tive  to  t h e  Ch u r n.  

Ran g e d :
The  Ra n g e d  posi tions  a r e  a dj ac e n t  to  t h e  Fl a nks.  Thes e  posi tions  r e p r e s e n t  a r e a s
b eyon d  t h e  a r e a s  w h e r e  t h e  co m b a t a n t s  would  conve r g e ,  a n d  a r e  typically w h e r e
r a n g e d  co m b a t a n t s  s uc h  a s  a r c h e r s  o r  s p ellca s t e r s  will exc el. 

M ele e s  will p ro b a bly b e  r a r e  h e r e ,  b u t  a t  t h e  s a m e  ti m e,  on e  s ho uld  no t  b e co m e  
co m plac e n t  in t h ei r  s afe ty. A b r e ako u t  ho r s e m a n  o r  fas t  r u n n e r  c a n  q uickly 
exploi t  t h a t  co m plac e n cy to  you r  doo m.  

S u p p ort:
The  S u p po r t  posi tions  lie  a t  t h e  fa r t h e s t  r e a c h e s  of t h e  sc e n a rio,  n e a rly so  fa r  
a w ay t h a t  t h ey mig h t  no t  eve n  b e  conside r e d  a  p a r t  of t h e  figh t  if t h ey  w e n t  jus t  
a  bi t  fa r t h er.

The s e  a r e a s  a r e  no t  a  p a r t  of t h e  no r m al Grid,  b u t  c a n  b e  occu pie d  a n d  t r av ele d  
in to  a n d  ou t  of jus t  a s  t h e  o t h e r s  t h ro u g h  t h e  Ce n t e r  R a n g e d  posi tions  on  ei th e r  
side  of t h e  Divide.  

Aerial  a n d  D e p th s :
Aerial a n d  Dep t hs  posi tions  a c t  a s  al ti t u d e  a n d  d e p t h  m a rk e r s ,  facilit a ting  
sc e n a rios  involving  a  g r e a t  d e al  of el eva t e d  a n d  s u nk e n  a r e a s ,  a s  w ell a s  t hos e  
t aking  plac e  in t h e  Air o r  in t h e  Wat er. They a r e  co m bin e d  wi t h  t h e  s t a n d a r d  
posi tions  r e g a r dl e s s  of t h e  sc e n a rio. 

M ov e m e n t  o n  th e  Grid:
Move m e n t  wi thin  t h e  Co m b a t  Grid  is vit al  to  u n d e r s t a n d,  a s  it  n a t u r ally gove r n s  
how  co m b a t a n t s  a r e  a ble  to  m ove  u p  a n d  e n g a g e  t h ei r  foes.  Co m b a t a n t s  c a n  
m ove  a n d  a c t  fr e ely wi t hin  t h ei r  Posi tions,  b u t  m oving  b e t w e e n  posi tions  
r e q ui r e s  a  r e sou rc e  c alled  Move m e n t.

Ge n er atin g  a n d  U ti li zin g  M ov e m e n t:
Move m e n t  is t h e  p r inciple  r e so u r c e  for  m o bili ty. Moving  fro m  on e  Posi tion  to  a n  
a djac e n t  on e  cos t s  1 0  Move m e n t .  

E a c h  co m b a t a n t ' s  b a s e  Move m e n t  is d e t e r min e d  by t h e  to t al  of t h ei r  Co m b a t  Roll
a t  t h e  s t a r t  of e a c h  ro u n d.  Addition al Move m e n t  c a n  b e  g ain e d  t h rou g h  Agili ty 
(eve ry + 1  in Agility a d d s  + 1  to  e a c h  Rou n d ' s  Move m e n t  to t al), a n d  in  a  pinc h  on e
c a n  s p e n d  a  poin t  of S t a min a  to  g e t  a  boos t  e q u al  to  t h ei r  S t a min a,  b efo r e  t h e  
poin t  is s p e n t ,  of Move m e n t .  



Diffi c ult  Terrain  a n d  Turbul e n c e :
You m ay  r u n  in to  a r e a s  t h a t  a r e  e s p e ci ally difficul t  to  t r ave r s e  no r m ally. S ticky 
s w a m p s,  rocky ou tc ro p pings ,  a ny t hing  you  c a n no t  e a sily w alk o r  r u n  over. Thes e  
a r e a ' s  on  land  a r e  d e sig n a t e d  a s  Diffi cul t  Terrain , a n d  m oving  t h ro u g h  t h e m  
will cos t  do u ble  Move m e n t.  

Bu t  you m ay  al so  r u n  in to  s uc h  a r e a s  w hile  in  t h e  ai r  o r  u n d e r w a t er, a r e a s  w h e r e
t h e  ai r  o r  t h e  w a t e r  h a s  b e co m e  violen t  a n d  m a k e s  flying  o r  s wi m min g  e s p eci ally 
difficul t ,  a n d  t h e s e  a r e a s  a r e  c alled  Turbul e n t , a n d  t h ey al so  cos t  do u ble  
Move m e n t.  

In  co m b a t ,  c e r t ain  Posi tions  m ay  b e  m a r k e d  a s  Difficul t  a n d/o r  Tur b ule n t ,  a n d  
so m e  effec t s  o r  a bili tie s  m ay  ev e n  c a u s e  a  Posi tion  to  b e co m e  Difficul t  o r  
Tu r b ule n t .  To e n t e r  o r  le ave  t h e s e  Posi tions,  you  will h ave  to  s p e n d  2 0  Move m e n t
to  do  so. 

On  occ asion,  you m ay  al so  e ncou n t e r  Difficul t  o r  Tu rb ule n t  a r e a s  t h a t  h ave  h a d  a
m o difie r  a n d  a n  E n e r gy a t t a c h e d,  s uc h  a s  + 1 5  S t a min a  Difficul t  o r  + 2 0  
Co m pos u r e  Tur b ule n t .  This  indica t e s  t h a t  t h e  a r e a  will r e q ui r e  a ny w ho  a t t e m p t  
to  c ross  into  Posi tion  to  m a k e  a  S aving  Throw  a g ains t  t h ei r  ow n  E n e r gy. 

To do  so,  t h ey will m a k e  a  1 d 2 0  S aving  Throw, a n d  a d d  t h ei r  c u r r e n t  E n e r gy. 
They m u s t  b e a t  t h ei r  Cu r r e n t  E n e r gy +  t h e  Modifier. If t h ey  s ucc e e d,  t h ey will b e
a ble  to  p a s s  in to  t h e  Posi tion,  a n d  t h ey  will s till b e  affec t e d  by  t h e  inc r e a s e d  
Move m e n t  cos t s .  

If t h ey  do  no t  s ucc e e d,  t h ey  will no t  only b e  u n a ble  to  p a s s  in to  t h e  Posi tion,  b u t  
will a l so  b e  knock e d  p ro n e  a s  a  r e s ul t .  U n d e r w a t e r  t his  is no t  too  d a n g e ro u s  a  
posi tion,  r e q ui ring  only t h e  1 0  Move m e n t  to  r e o ri e n t ,  b u t  in fligh t  t his  c a n  b e  
e s p e cially d a n g e ro us,  r e q ui ring  t h e  flye r  to  al so  s ucc e e d  a t  S t a bilizing  in o r d e r  to
no t  t ak e  fall d a m a g e.  (Se e  Fli g h t )

Flankin g:
While  t h e  posi tions  im m e dia t ely a dj ac e n t  to  t h e  Ch u r n  a r e  c alled  t h e  Fl a nks,  t h e  
p roc e s s  of flanking  it s elf do e s  no t  r e q ui r e  t h a t  you  occ u py t hos e  posi tions  fi r s t .  

Fl a nking  g e n e r a t e s  1  fre e  u s e  of Mo m e n t u m  w h e n  a t t acking  a  foe  in a n  a djac e n t  
Posi tion  in t h e  s a m e  Posi tion  b a n d,  s uc h  a s  a  R a n g e d  Posi tion  to  a n  a djac e n t  
R a n g e d  Posi tion,  o r  w h e n  a t t a cking  inw a r d s ,  s uc h  a s  fro m  R a n g e d  to  t h e  Fl a nks,  
o r  Fl a nks  to  t h e  Ch u r n ,  wi th  so m e  exc e p tions  d e p e n ding  on  t h e  op pon e n t ' s  
S t a n c e,  w hich  m ay  allow t h e m  to  n e g a t e  t h e  Fl a nk  e n ti r ely. 

Velo c ity:
Co m b a t a n t s  in Labyrin t hi a n  h ave  a  g r e a t  po t e n ti al for  Move m e n t,  a n d  t h e  m o s t  
p hysically t ale n t e d  c a n  exploi t  t h e  high  Move m e n t  t h ey  g e n e r a t e  to  m ove  a t  
inc r e dible  s p e e d s  d u ring  t h ei r  m el e e  a t t a cks,  w hich  c a n  b e  leve r a g e d  for  a  g r e a t  
d e al  of b e n efi t s,  b u t  wi th  so m e  ri sks.  



Char gin g:
A b a sic  m e a n s  of u sing  Move m e n t  in  you r  a t t acks  is Ch a r gin g;  you  r u n  dow n  
you r  foe  a n d  leve r a g e  you r  s p e e d  for  d a m a g e .  

Eve ry poin t  of Move m e n t  you  s p e n d  will a d d  + 1  to  you r  ini ti al Da m a g e,  a n d  t his  
d a m a g e  is also  do u ble d  if you  h ave  m a n a g e d  to  roll a  C ri tic al Action.  If you a r e  
hi t  wi t h  a ny so r t  of Move m e n t  Pen al ty by a n  e n e mie s  Re ac tion,  you r  Ch a r g e  will 
b e  c a nc ele d  a n d  you  will no t  b e n efi t  fro m  t h e  ex t r a  d a m a g e .  

Jump Atta ck s:
Anot h e r  b a sic  u s e  of Move m e n t ,  Jum p  Att acks  a r e  a  u s eful w ay of g e t ting  a n  
e d g e  in  a  figh t,  b u t  t h ey c a n  b a ckfir e .  

To Jum p,  you  will s p e n d  1 0  Move m e n t  to  t e m po r a rily occu py t h e  Eleva t e d  
Posi tion.  If you  a r e  Jumping  for  so m e  o th e r  r e a son,  s uc h  a s  to  a t t a ck  so m e o n e  in 
t h a t  Posi tion,  o r  to  g r a b  so m e  objec t ,  you  c a n  sim ply co m ple t e  t h a t  a c tion,  a n d  
you  will g ain  no  o t h e r  b e n efi t s.  

Bu t  if you Jum p  a n d  t h e n  m a k e  a n  a t t a ck  a t  t h e  Posi tion  you  w e r e  in, so  long  a s  
you r  a t t a ck  is no t  n e g a t e d,  you will g ain  a  fr e e  u s e  of Mo m e n t u m.  H ow ever, you r  
oppo n e n t  will a lso  g ain  + 1 0  to  on e  of t h ei r  Action  Ra tings  to  r e ac t  a g ain s t  you. 

Verti c al  As s a ult s :
For  flying  o r  eleva t e d  co m b a t a n t s ,  Ver tical Assa ul t s  offe r  a  m o r e  r elia ble  ye t  
r i skie r  op tion  t h a n  Jum p  Att acks.  To p e rfo r m  a  Ver tical Assa ul t ,  you  m u s t  b e  a t  
le a s t  on e  posi tion  a bove  you r  t a r g e t ,  wi t h  a  cle a r  p a t h  fro m  you r  posi tion  to  
t h ei r s .  

If t his  con di tion  is m e t ,  d e cl a r e  a  Ver tical Assa ul t  a n d  ju m p  dow n  to  t h e  t a r g e t ' s  
posi tion.  E ac h  posi tion  t r ave r s e d  a d d s  1 d 1 0  to  you r  d a m a g e  (affec ting  
Du r a bili ty), r olled  s e p a r a t ely. If you r  t a r g e t  c a n no t  r e a c t  o r  n e g a t e s  you r  a t t a ck,  
a p ply t h e  ex t r a  d a m a g e.  

H ow ever, if you r  t a r g e t  o r  t h ei r  allies  c a n  r e a c t ,  t h e  d a m a g e  m ay  b e  t u r n e d  
a g ain s t  you. You'll t ak e  t h e  d a m a g e  if you e n co u n t e r  a  Move m e n t  Pen al ty o r  if 
you r  a t t a ck  is n e g a t e d.

Wat er Environ m e n t s:
If t h e  co m b a t  sc e n a rio h a s  d e e p  w a t er, s uc h  t h a t  t h e  Dep t h  posi tions  a r e  u tilized  
for  posi tions  wit hin  t h e  Water, Ver tical Assa ul t s  fro m  ou t side  of t h e  w a t e r  c a n no t  
t a r g e t  co m b a t a n t s  d e e p e r  t h a n  t h e  S u rfac e.  

H ow ever, if a  co m b a t a n t  is in t h e  S u rf ac e  o r  S h allows  Level, t h ey  c a n  m a k e  a  
ve r tical a s s a ul t  in to  t h e  low e r  posi tions,  w hich  wo uld  m a nifes t  a s  a  Dive.  

Targ e t in g  o n  th e  Grid :
In  g e n e r al, co m b a t a n t s  t h a t  a r e  limit e d  to  m ele e  r a n g e  figh ting  a r e  only a bl e  to  
fre ely t a r g e t  foes  wi thin  t h ei r  Posi tion  if t h ey do  no t  wis h  u tilize  Move m e n t  fir s t .  



H ow ever, for  co m b a t a n t s  t h a t  c a n  a t t a ck  a t  r a n g e,  s uc h  a s  Arch e r s  o r  Cas t e r s ,  
t h ey  a r e  no t  limit e d  in  t hi s  w ay, a n d  m ay  t a r g e t  foes  in dis t a n t ,  no n-a djac e n t  
Posi tions.

Targ e t in g  a t  Ran g e
Bet w e e n  s p ells  a n d  r a n g e d  w e a po n ry, co m b a t a n t s  h av e  a  n u m b e r  of op tions  to  
a t t a ck  foes  fro m  a  dis t a nc e .  

For  P rojec tile  w e a po ns,  s uc h  a s  Bows,  Ca t a p ul t s ,  a n d  t h e  like,  t wo  op tions  a r e  
av aila ble  for  t a r g e tin g  b e t w e e n  Line  of Sigh t ,  a n d  Volley Fi r e .

Mos t  S p ells  a n d  Th row n  Weapo ns,  how ever, will only b e  a bl e  to  b e  u tilized  wi th  
Line  of Sigh t .  S p ells  t h a t  c a n  b e  u tilized  a s  a  Volley a r e  ve ry r a r e ,  a n d  c a n  b e  
s t r e n uo u s  to  Cas t  a s  w ell, b u t  m a g e s  w ho  h av e  m a n a g e d  to  c r e a t e  o r  find  s uc h  
s p ells  will b e  a  po t e n t  force  ind e e d.  

Lin e  of  S i g h t :
Co m b a t a n t s  wi th  a n  u no b s t r u c t e d  line  of sig h t  to  a  t a r g e t  in a no t h e r  posi tion  c a n
m a k e  a  s t a n d a r d  a t t a ck.  Obs t acle s  like  la r g e  c r e a t u r e s  o r  objec t s,  t h a t  a r e  a ble  
to  occu py a n  e n ti r e  Posi tion,  will block line  of sigh t ,  b u t  so m e  a bili tie s  m ay  
byp a s s  t his  limit a tion.  

Voll ey  Fir e :
Volley Fi r e  is a  s p e cial kind  of t a r g e tin g  t h a t  is only av ailable  in  sc e n a rio t h a t  a r e
a ble  to  s u p po r t  t h e  Skyw a r d  posi tion,  w hich  allows  r a n g e d  co m b a t a n t s  to  fi r e  u p  
a n d  ove r  t h e  obs t acle s  to  t ry  a n d  hi t  t h ei r  t a r g e t s .  
H ow ever, t his  co m e s  a t  t h e  loss  of a cc u r a cy, wi th  t h e  co m b a t a n t ' s  Action  R a ting  
t aking  a  -1 0  for  eve ry Posi tion  t h ey  t ry to  c ro ss  wi th  a  Volley, w hich  will g r e a tly 
inc r e a s e  t h e  c h a n c e  of t h ei r  t a r g e t  r e a c ting  a g ains t  t h e  Att ack.  

Oth er  Kind s  of  M ov e m e n t:
Aside  fro m  t h e  typical w alking, r u n ning,  a n d  ju m ping  t h a t  Move m e n t  p rovides,  
t h e r e  a r e  o t h e r  m e a n s  of Move m e n t  av ailable  to  co m b a t a n t s,  w hich  all inc r e a s e  
t h ei r  m o bili ty a c ros s  t h e  Co m b a t  Grid.  

B ei n g  Kno ck e d  Pron e d:
On occ asion,  so m e  a bili ty o r  m e c h a nic  will kick  in w hich  will c a u s e  a  co m b a t a n t  
to  fall p ro n e.  In  t hi s  con di tion,  t h ey h av e  b a sic ally fallen  fla t  on  t h e  g ro u n d,  a n d  
in  o r d e r  to  g e t  b a ck  u p  t h ey will h ave  to  s p e n d  1 0  Move m e n t.  While  p ro n e,  
co m b a t a n t s  c a n  only m ove  on e  Posi tion  a t  a  ti m e,  r e g a r dl e s s  of how  m u c h  
Move m e n t  t h ey  h ave  availabl e  to  t h e m,  a n d  t h ey will no t  b e  a bl e  to  u tilize  a ny 
Velocity op tions.  

Co m b a t a n t ' s  c a n  d elibe r a t ely go  p ro n e  if t h ey wish,  w hic h  c a n  b e  b e n eficial for  
avoiding  r a n g e d  a t t a cks  a n d  e n t e rin g  in to  S t e al th .  P ro n e  co m b a t a n t s  will r e c eive
+ 1 0  to  t h ei r  Action  R a tings  w h e n  r e a c ting  a g ains t  R a n g e d  Att acks,  a n d  will a l so  
e njoy + 1 0  to  t h ei r  S t e al t h  Ra ting,  so  long  a s  t h ey  s ucc e e d  on  t h ei r  Hid e  c h eck  



(Se e  S t e a l th ), b u t  t h ey will al so  b e  vuln e r a ble  to  m ele e,  b eing  u n a ble  to  Re ac t  a t
all a g ains t  m ele e  a t t a cks  w hile  P ron e.  

Climbin g :
Clim bin g  is no t  a u to m a tic  for  m os t  co m b a t a n t s ;  it ' s  c h allen ging  in t h e  h e a t  of 
co m b a t  u nle s s  t h e r e  a r e  r e a dily available  tools  like  lad d e r s .  To b e gin  climbin g,  a  
co m b a t a n t  m u s t  p e rfo r m  a  Skill Action  u sin g  Condi tioning,  ai ming  to  b e a t  a  
sco r e  of 1 5.  S ucc e ss  allows  t h e m  to  a sc e n d  by on e  posi tion,  w hile  failu r e  r e s ul t s  
in  t h e  co m b a t a n t  b eing  knock e d  p ro n e.

If t h ey  c a n ' t  r e a c h  a  fla t  s u rfac e  o r  ove rco m e  t h e  obs t a cl e  wi th  jus t  on e  Posi tion  
c h a n g e,  t h ey m u s t  exe r t  ex t r a  effo r t  to  m ain t ain  t h ei r  posi tion.  They c a n  op t  to  
skip  o th e r  a c tions  a n d  con tin u e  t h e  clim b  on  t h ei r  n ex t  t u r n.  

H ow ever, if t h ey  n e e d  to  p e rfo r m  ot h e r  a c tions,  e a c h  a c tion  will cos t  t h e m  1  
poin t  of S t a min a  to  s t ay s t a ble.  Being  knock e d  p ro n e  w hile  in t his  s t a t e  le a ds  to  
falling  fro m  t h e  c u r r e n t  Posi tion.  U pon  imp a c t  wi th  a  s u rf ac e,  s uc h  a s  t h e  
g ro u n d,  a n  objec t ,  o r  eve n  a n  s ufficien tly la rg e  c r e a t u r e ,  t h ey  will s uffe r  1 d 1 0  
Da m a g e  for  e a c h  Posi tion  t h ey  fell t h ro u g h.  

S w i m min g :

To b e gin  s wim min g,  a  co m b a t a n t  n e e d s  to  si m ply e n t e r  a r e a s  occ u pie d  p ri m a rily 
by  w a t e r  o r  so m e  ot h e r  s u rvivable  liquid,  a n d  t h ey  will b e gin  to  s wi m. 

While  S wi m ming,  a ny m ele e  op tions  a r e  alw ays  available,  a s  is s p ell-c a s tin g,  b u t  
m os t  p rojec tile  a n d  t h row n  w e a po ns  will no t  b e  a bl e  to  b e  u tilized  w hile  
s wi m ming.  

In  Co m b a t,  d u e  to  t h e  s ho r t  t im e sc al e s,  you  will g e n e r ally no t  h ave  to  wo r ry  
a bo u t  d ro w ning  u nle ss  you  w e r e  al r e a dy d row nin g  o r  w e r e  a bo u t  to. 

Fli g h t :
Fligh t  in  Labyrin t hia n  is s pli t  b e t w e e n  N a t u r al  Fligh t  a n d  U n n a t u r al  Fligh t .  The  
for m e r  r e q ui r e s  so m e  for m  of Wings  in o r d e r  to  e n g a g e  in, a n d  r e q ui r e s  cons t a n t
u s e  of Move m e n t,  w hile  t h e  la t t e r  is typically m a gic al in n a t u r e ,  b u t  allows  you  to
hove r  in plac e .  

N a t ural  Fli g ht :
If a  c r e a t u r e  c a n  e n t e r  in to  N a t u r al  Fligh t ,  t h ey will h av e  s eve r al  m oves  available
to  t h e m:

Tak e  Off : 
If you  a r e  t aking  off fro m  a n  a e r i al  Posi tion,  a t  le a s t  Eleva t e d ,  you  m ay  e n t e r  
N a t u r al  Fligh t  im m e dia t ely by  si m ply s p e n ding  1  Move m e n t.  If you  a r e  no t  a bl e  
to  do  t his,  you will b e  a bl e  to  s p e n d  1  Poin t  of S t a min a  to  Take  Off ins t e a d.  

S t ayin g  Aloft :
To s t ay  in t h e  air, a  n a t u r al  flyer  will h ave  to  s p e n d  t h ei r  e n ti r e  Move m e n t  eve ry 



single  ro u n d.  If t h ey  a r e  p r eve n t e d  fro m  doing  t hi s,  o r  a r e  hi t  wi th  a ny kind  of 
Move m e n t  d r ain  o r  p e n al ty (suc h  a s  b eing  knock e d  P ron e,  o r  h aving  t h ei r  
Move m e n t  d r ain e d  di r ec tly by so m e  a bili ty o r  effec t),  t h ey will b e  knock e d  ou t  of 
fligh t .  H ow  t h ey s p e n d  t h ei r  Move m e n t  is no t  impor t a n t ,  a s  long  a s  it  it  is all 
s p e n t  in so m e  w ay. 

Addition ally, to  m ai n t ain  fligh t,  t h e  Flye r  m u s t  roll t h ei r  Minim u m  Fligh t  S p e e d,  
o r  M FS. A m e diu m  size d  c r e a t u r e  typically h a s  a n  M F S  of 3 0,  a n d  t h e  M F S  will 
inc r e a s e  a n d  d e c r e a s e  by  5  for  eve ry  size  la r g e r  a n d  s m aller, r e s p e c tively. Thos e  
skilled  in  Con di tioning  will a l so  d e c r e a s e  t h ei r  ow n  M F S  by 1  for  eve ry  poin t  of 
Condi tioning  e a r n e d.  

As c e n d  a n d  D e s c e n d :
Asce n din g  a n d  Desc e n ding  in  Alti tud e  is a cco m plish e d  by si m ply s p e n din g  
Move m e n t  a s  you  wo uld  no r m ally, wi t h  1 0  Move m e n t  co r r e s pon ding  to  on e  
c h a n g e  in Aerial posi tion.  

Divin g :
To g ain  a  b u r s t  of Move m e n t,  on e  c a n  ini tia t e  a  co n t rolle d  Dive  by s p e n din g  1  
poin t  of S t a min a,  so  long  a s  t h ey h ave  t h e  a bili ty to  d ro p  1  Aerial Posi tion  
wi tho u t  imp a c ting  t h e  S u rf ac e.  

They will t h e n  a d d  t h ei r  S t a min a  to  t h ei r  Move m e n t .  N a t u r al  Flye r s  c a n  also  
ini ti a t e  a  dive  for  fr e e  if t h ey a r e  Taking  Off fro m  a n  Ove r h e a d  o r  Skyw a r d  
Posi tion.  

S t a biliz e :
If a  n a t u r al  flye r  h a s  b e e n  knocke d  ou t  of fligh t ,  o r  is o t h e r wise  falling,  t h ey  c a n  
a t t e m p t  to  s t a bilize  t h e m s elves  a n d  r e t u r n  to  fligh t .  To do  t his,  t h ey will m a k e  a  
Condi tioning  Skill Action,  a n d  t h ey  m u s t  b e a t  t h ei r  M F S + 1 0.  

If t h ey  co m e  wit hin  5  of t his  n u m b er, t h ey  c a n  s p e n d  a  poin t  of S t a min a  to  r e t u r n  
to  Fligh t .  If t h ey b e a t  o r  m a t c h  t h e  n u m b er, t h ey  c a n  r e s u m e  flying  wi tho u t  
s p e n din g  S t a min a.  If t h ey b e a t  i t by  a t  le as t  1 0,  t h ey will g ain  a  boos t  in 
Move m e n t  e q u al  to  t h ei r  r oll. 

U n n atural  Fli g ht:
U n n a t u r al Fligh t  is typic ally m a gic al in n a t u r e ,  a n d  is m o r e  limit e d  t h a n  n a t u r al  
flying  in so m e  w ays,  b u t  also  m o r e  flexible.  

Re g a r dle s s  of t h e  so u rc e ,  U n n a t u r al  Fligh t  will no t  k ey off of you r  Co m b a t  Roll 
for  Move m e n t,  a n d  will ins t e a d  b e  b a s e d  on  t h e  so u rc e ,  s uc h  a s  a  s p ell o r  a  
po tion,  w hic h  will lis t  t h e  Move m e n t  r a t e  p e r  Rou n d  you  a r e  g r a n t e d .

H ow ever, you  a r e  no t  r e q ui r e d  to  u tilize  you r  full Move m e n t  eve ry  Rou n d,  a n d  
m ay Hove r  in  pl ac e  if you  wis h.  If t h e  effec t  g r a n ting  you  U n n a t u r al  Fligh t  e n d s,  
o r  is so m e ho w  n e g a t e d,  you  will b e  s u bjec t  to  fall d a m a g e  e q u al  to  1 d 1 0  for  
eve ry Posi tion  you  fall. 



U si n g  M ap s  a n d  Miniatur e s :
( to  b e  do n e  af t e r  I a c t u ally s e t  t his  u p  for  r e al  a n d  pl ayt e s t  it)



Da m a g e  v s  D ef e n s e

In  t h e  si m ple s t  of Co m b a t  sc e n a rios,  b u t  eve n  in t h e  m os t  co m plex, Da m a g e  a n d  
Defe ns e  a r e  c e n t r al  to  ho w  a  give n  figh t  is won.  You no t  only n e e d  to  d e al  e no u g h
Da m a g e  to  win,  b u t  you 'll a lso  h ave  to  a d e q u a t ely Defen d  a g ain s t  you r  e n e mie s  
a t t a cks.  

H o w  to  Atta ck a n d  D ef e n d:

Ini ti a ting  a n  a t t a ck  sim ply involves  s el ec ting  you r  w e a po n,  eve n  if it ' s  you r  b a r e  
h a n d s,  o r  a  s p ell a n d  rolling  it s  Da m a g e  Dice.  The  rolled  to t al  r e p r e s e n t s  t h e  
Da m a g e  d e al t  to  t h e  t a r g e t .  Oppon e n t s  m ay  a t t e m p t  to  Defen d,  a n d  you  m ay  do  
t h e  s a m e  w h e n  t h ey a t t a ck.  Bot h  a r e  gove r n e d  by Re ac tions,  w hich  a r e  
el a bo r a t e d  on  in t h e  Action s  in Co mb at  s ec tion.

Whe n  you  c a n  Re ac t,  c hoos e  you r  Defe ns e  m e t ho d,  w h e t h e r  i t ' s  e m ploying  a  
S hield,  Ga u n tle t ,  o r  eva din g  by dod ging,  o r  by u sing  so m e  so r t  of s p ell. 
Re g a r dle s s  of you r  c hoice,  r oll t h e  Defe ns e  Dice  (which  in  so m e  c a s e s  m ay  b e  t h e
s a m e  dice  a s  Da m a g e,  s uc h  a s  p a r rying  wi th  a  w e a po n  o r  w a r ding  wi t h  a n  
offensive  s p ell) a s socia t e d  wit h  i t, a n d  s u b t r a c t  t h e  r e s ul ting  to t al  fro m  you r  
a t t a ck e r ' s  Da m a g e  roll.

Cla s h e s:
The  in t e r ac tion  of Da m a g e  a n d  Defens e ,  r e s ul ting  in  a  posi tive  o r  n e g a tive  
n u m b er, is c alled  t h e  Cla s h , w hich  is t h e  in t e r p r e t e d  r e s ul t  of w h a t  t wo  
co m b a t a n t s  look like  a s  t h ey a t t ack  a n d  d efen d  a g ains t  e ac h  o t h er. A give n  Clas h  
mig h t  b e  a  mig h ty blow of bl a d e s  a n d  s hields,  o r  mig h t  b e  a  d r a m a tic  w hiff, a s  
on e ' s  axe  t h u ds  in to  t h e  g ro u n d  af t e r  a  cleve r  Dodg e.  

To r e solve  w h a t  h a p p e n s,  t h e  Cla s h  n e e d s  to  b e  in t e r p r e t e d .  

Int erpr e t in g  Cla s h e s:
Fi r s tly, eve n  if on e  do e s n ' t  r oll for  Defens e ,  t h e  ove r all a t t a ck  s till for m s  a  Cla s h  
a n d  s hould  b e  in t e r p r e t e d .  The  s eco n d  r ul e  for  in t e r p r e ting  a  Clas h  is to  ex a min e
t h e  final Da m a g e  to t al, w hich  c a n  va ry fro m  posi tive  to  n e g a tive  b u t  typically 
c e n t e r s  a ro u n d  ze ro.  A r e s ul t  of ze ro  signifies  a  p e rfec tly m a tc h e d  s t rike  a n d  
d efe ns e ,  wi th  co m b a t a n t s  on  e q u al  footing.  While  in t e r p r e t a t ions  c a n  c h a n g e  
b a s e d  on  s p e cific a c tions  (e.g.,  a  Dod g e  vs. a  Pa r ry), t h e  fund a m e n t al  ide a  is 
e q u ali ty, t hou g h  co m b a t a n t s  m ay in t e r p r e t  t his  diffe r e n tly.

In  c a s e  of a  posi tive  r e s ul t,  t h e  a t t ack  is s e e n  a s  so m e w h a t  s ucc e s sful, wi t h  
hig h e r  r e s ul t s  indica ting  m o r e  imp ac t .  If t h e  a t t a ck e r  los es  Co m pos u r e ,  t h e  
d e sc rip tion  m ay  involve  t h e  t a r g e t ' s  d e mis e .  A r e s ul t  clos e r  to  ze ro  e m p h a size s  
t h e  d efe n d e r ' s  r ole  in t h e  int e r p r e t a tion.

A n e g a tive  r e s ul t  s u g g e s t s  a  p a r ti ally failed  a t t a ck,  a t t r ib u t e d  to  t h e  n a t u r e  of t h e
Defe ns e.  A low e r  n e g a tive  r e s ul t  highligh t s  t h e  d efe n d e r ' s  s t r e n g t h.  N e a r-ze ro  



r e s ul t s  d e pic t  a  n e a r  miss  o r  a  si mila r  ou tco m e.

Exa m pl e:
S u p pos e  you  a t t a ck  a  Ban di t  wi th  you r  2 d 1 2  Axe, r olling  a  to t al  of 2 0.  The  Ban di t
r e a c t s  wi t h  a  Dod g e  roll of 1 8,  r e s ul ting  in  a  Clas h  to t al  of 2 .  This inflic t s  2  
d a m a g e  to  t h e  Ba n dit ' s  Co m pos u r e ,  int e r p r e tin g  a s  a  n a r ro w  miss.

In  t h e  s e con d  ro u n d,  you  roll a  5  wi th  you r  Axe, a n d  t h e  Ba n di t  r olls  a n  1 8 ,  
r e s ul ting  in a  -1 3  Clas h  to t al.  The  Ba n di t  exp e r tly dod g e s ,  a n d  you r  Axe t h u d s  
in to  t h e  g ro u n d.

Weap on s  an d  Armor:
Da m a g e  a n d  Defe ns e  r ul e s  a r e  s t r aigh tfo rw a r d.  Wea po ns  d e al  s p e cific d a m a g e  
typ e s,  including  Blun t ,  Pie r cing,  a n d  Sla s hing.  Co m bin e d  d a m a g e  typ es ,  s uc h  a s  
Blun t/Slas hing  in Axe w e a po n s,  s pli t  d a m a g e  eve nly. All w e a po n  typ e s  h ave  
diffe r e n t  effec t s  a n d  u s e s ,  a n d  so m e  a r e  m o r e  hig hly ve r s a til e  t h a n  o th e r s ,  a n d  it  
will b e  n ec es s a ry  to  exa min e  w h a t  you  a r e  a t t a cking  wi th  if you wish  to  exploi t  
t h e  vuln e r a bili tie s  of you r  e n e mies.  

Defe ns e  m e a n w hile  is les s  s p e cific; a ll a r m o r  a n d  d efe n sive  t ec h niqu e s  will 
p rovide  so m e  m e a s u r e  of d efe ns e  a g ains t  all d a m a g e  typ e s.  H ow ever, so m e  m ay  
b e  m o r e  o r  les s  effec tive  a g ain s t  s p e cific typ e s  of d a m a g e ,  b u t  t h ey a r e  no t  
s t r ic tly r e q ui r e d  to  b e  a ble  to  d efe n d  a g ains t  it  effec tively. 

Det ailed  info r m a tion  on  Da m a g e  Types,  Weapo ns,  a n d  Armor  is availabl e  in 
r e s p e c tive  s ec tions.  

S p e l l s  a n d  Ward s:
S p ells  work  simila rly to  w e a po n s,  in t h a t  t h ey  p rovide  so m e  n u m b e r  of Da m a g e  
dice  w hic h  a r e  t h e n  rolled  a s  a n  a t t ack.  Ho w ever, t h ey  c a n  al so  co m e  with  
a d di tion al effec t s  d e p e n din g  on  how  t h e  Cas t e r  w e ave d  t h ei r  s p ell, a n d  t h e s e  
a d di tion al effec t s ,  if t h ey  a r e n ' t  d e aling  Da m a g e,  c a n  b e  in t e g r a t e d  wi th  t h e  
Cla s h  o r  do n e  s e p a r a t ely. 

Wards  a r e  also  s p ells, b u t  Defe ns e  o rie n t e d.  While  t h ey  c a n  b e  u niqu e  s p ells  in 
t h ei r  ow n  rig h t ,  Wards  c a n  al so  b e  a  m a nip ula tion  of a  conve n tion al s p ell, m a kin g
t h e m  “War d e d”, if t h e  s p ell r e q ui r e s  m ul tiple  Actions  to  Ca s t .  P u t  a no t h e r  w ay, 
on e  c a n  t hink  of Wardin g  a s  a  m a gic al va ri an t  of Weapon  Pa r rying.

For  ex a m ple,  a  m a g e  mig h t  w ri t e  a  s p ell t h ey 've  c alled  Tsun a mi, w hich  t ak es  2  
Actions  to  Cas t  a n d  c a n  b e  Ward e d,  a n d  d e als  3 d 1 2  Wate r  Da m a g e.  Assu ming  
t h ey al r e a dy u s e d  on e  s p ell, a n d  a r e  u sing  t h ei r  s eco n d  Action  to  b e gin  c a s tin g  
Tsun a mi,  Tsun a mi is eligible  to  b e  “War d e d”.  

The n,  t h e  e n e my m a g e  a t t a cks  t h e m  with  a  h u g e  fir e  a t t a ck,  a n d  ou r  m a g e  is 
a bl e  to  Re ac t  a g ain s t  t his,  r e di r e c ting  t h e  w a t e r  for ming  a ro u n d  t h e m  u p  in to  t h e
ai r  a s  a  s hield  to  p ro t ec t  t h e m s elves  fro m  t h e  inco min g  s p ell. They will h ave  to  
r e c a s t  t h e  s p ell to  u s e  it  a s  a n  a t t a ck,  b u t  in exch a n g e  t h ey  g ain  a  po t e n t  



d efe nsive  op tion.  

S p e l l  D a m a g e:
The r e  a r e  diffe r e n t  d a m a g e  typ es ,  including  Arca n e  Da m a g e  (pu r e  m a gic al 
d a m a g e)  a n d  Ele m e n t al  Da m a g e  (Fir e ,  Water, E a r t h,  e t c .). E ac h  d a m a g e  typ e  
c a r ri e s  dis tinc t  effec t s ,  a n d  w h e n  Warding,  t h e  ele m e n t s  c a n  ev e n  in t e r a c t  to  
c r e a t e  n e w  on e s,  w hich  a  cleve r  m a g e  c a n  exploi t  for  g r e a t  effec t  t h ro u g h  Welds.

S p e l l  Weldin g:
Whe n  c e r t ain  s p ell d a m a g e  typ e s  collide,  typically t h rou g h  a  Ward,  t h ey  will 
c r e a t e  a n  effec t  know n  a s  a  “Weld”, w hich  is e s s e n ti ally a  co m bin a tion  of t h e  t wo
d a m a g e  typ es .  Fi r e  a n d  Wat er, w h e n  colliding,  will dis p e r s e  m a gic al S t e a m  in to  
t h e  a r e a ,  w hic h  a c t s  a s  it s  ow n  d a m a g e  typ e  wi th  it s  ow n  effec t s .  

Mo r e  info r m a tion  on  S p ells  a n d  Wards,  a n d  ho w  M a gic  in t e r a c t s  will b e  cove r e d  
in  t h e  M a gic  s e c tion.
 

Cla s h e s  of  Ma gi c  a n d  S w ord:
U nlike  in a  lot  of fan t a sy, wi thin  t h e  wo rlds  of Labyrin t hi a n,  t h e  va rious  effec t s  of
m a gic  a r e  t a n gible  objec t s  t h a t  c a n  b e  in t e r a c t e d  wit h  p hysic ally. As a  r e s ul t ,  a  
w a r rio r  is no t  lef t  to  b e  h elples s  a g ains t  t h e  w ayw a r d  wiza r d.  They c a n  figh t  b ack
r a t h e r  effec tively, in fac t .  

Whe n  S p ells  a n d  p hysical Weapo ns  a n d  Armo r  a r e  involved  in a  Cla s h,  t h e  s a m e  
g uid elines  for  in t e r p r e ting  Clas h e s  a p ply, b u t  wi th  t h e  a d di tion  t h a t  p hysical 
w e a po ns  c a n  a b solu t ely b a s h  w ay, block, o r  o t h e r wis e  r e sis t  t h e  m a gic  t h ey 
collide  wi th,  p rovide d  of cou r s e  t h a t  t h e  co m b a t a n t  w ho  wields  t h e m  is a ble  to  to  
d efe n d  t h e m s elves  w ell. 

A fir e b all typ e  s p ell t h a t  g e t s  co m ple t ely n e g a t e d  by a  s wor d s m a n  mig h t  b e  
t r e a t e d  like  a  c hild  b a t ting  a w ay a  b all, w h e r e a s  t h e  s wo r ds m a n  failing  to  n e g a t e  
a  s p ell mig h t  b e  d e sc rib e d  a s  t h ei r  a r m s  fal t e ring  a g ain s t  t h e  forc e  of it.



Actio n s  in  Co m b at
Du ring  e a c h  co m b a t a n t ' s  t u r n ,  t h ei r  Actions  a n d  Re ac tions  m a k e  u p  t h e  to t ali ty 
of eve ryt hin g  t h ey  c a n  do. S t ric tly s p e a king,  t h e r e  is a n  effec tively infini t e  
a m o u n t  of possible  t hings  a  co m b a t a n t  could  c hoos e  to  do,  b u t  w hich  a  
co m b a t a n t  c hoos e s  to  u s e  will d e p e n d  on  t h e  figh t  a t  h a n d.  

Gainin g  Action s :
At t h e  s t a r t  of e a c h  Rou n d,  co m b a t a n t s  r oll a  d 2 0  for  t h ei r  Co m b a t  Roll, 
g e n e r a tin g  1  Action  p e r  r oll. Thes e  Actions  c a n  b e  u s e d  a s  ei t h e r  r e g ul a r  Actions  
o r  Re a c tions,  a s  d e t ail ed  in  t h e  Typ e s  of  Action s .

N o r m ally, no  m o r e  t h a n  t wo  Actions  c a n  b e  g ain e d  in a  sin gle  ro u n d.  Ho w ever, 
t aking  ce r t ain  S t a n c e s  c a n  e n a ble  co m b a t a n t s  to  h av e  po t e n ti ally u nlimi t e d  
Re a c tions  w hile  m ain t aining  t h e  S t a n c e .

D efinin g  Action s  a n d  R e a c t i on s :
An Action  is typically a ny p ro a c tive  a c tion,  s uc h  a s  Att acks  o r  c e r t ain  Abili ties,  
a n d  c a n  only b e  u s e d  d u ring  t h e  co m b a t a n t ' s  Tu r n.

A Re a c tion,  ho w ever, is g e n e r ally a ny a c tion  t ak e n  in r e s po n s e  to  so m e t hin g  t h a t  
h a s  h a p p e n e d,  u s u ally inco ming  Att acks.

Action  Ratin g s:
The  Co m b a t  Roll no t  only p rovide s  Actions  b u t  al so  d e t e r min es  t h ei r  
effec tive n e s s  t h ro u g h  a n  Action  R a ting,  w hich  c a n  b e  a djus t e d  by Talen ts  if a  
co m b a t a n t  e m ploys a  Skill d u ring  t h ei r  Action.

Action  R a tings  imp ac t  Cri tical Actions,  Skill Poin t s,  Abili ty Thr es holds,  a n d  
w h e t h e r  a  co m b a t a n t  c a n  Re ac t .  Whe n  m a king  a n  a t t a ck,  a  co m b a t a n t  m u s t  
d ecla r e  t h e  Action  Ra tin g  t h ey  a r e  u sin g,  facili t a ting  s moot h e r  co m b a t  
p roc e d u r e s  a n d  allowing  o t h e r s  to  d e cide  if t h ey c a n  Re ac t  to  t h e  a t t a ck.

Criti cal  Action s:
Whe n  a  Co m b a t  Roll r e s ul t s  in  on e  o r  bo t h  d 2 0s  s howing  a  2 0,  t h e  co m b a t a n t  
g ains  u p  to  t wo  Cri tical Actions.  Thes e  a c tions  do u ble  t h e  d a m a g e  o r  d efe ns e  
rolled  d u rin g  t h ei r  Actions  a n d  Re ac tions.

Wea pons  a n d  a r mo r  u s e r s  h ave  a  s p e cial va ri an t  know n  a s  Bru t al Cri tic al, w hich  
t r igg e r s  w h e n  a  co m b a t a n t  u nin t e n tion ally o r  in t e n tion ally b r e a ks  t h ei r  
e q uip m e n t  d u ring  a n  a t t a ck  o r  d efe n s e.  In  s uc h  c a s e s,  a ll ini tially rolle d  d a m a g e  
o r  d ef e ns e  is do u ble d,  eve n  if a  p r evious  Cri tical Action  h a d  al r e a dy do u ble d  it.

S kill s  a n d  Action s:
Co m b a t a n t  Skills  a n d  Actions  a r e  clos ely linke d.  Skill Poin t s  c a n  b e  e a r n e d  
t h ro u g h  Co m b a t  Rolls, wi th  eve ry  m ul tiple  of 5  e a r nin g  on e  poin t  (1s  a n d  2 0 s  
g r a n t  2  poin t s). The  Skill g aining  t h e  poin t  d e p e n d s  on  t h e  c hos e n  Action.

For  ex a m ple,  r olling  a  1 0  a n d  a  7  on  you r  Co m b a t  Roll yields  a  pos sible  Skill 



Poin t  fro m  t h e  1 0.  The  Action  you  t ak e  wi th  t h a t  r a ti ng  d e t e r min e s  w hic h  Skill 
r e c eives  t h e  Skill Poin t .  A Sim ple  Att ack  wi th  a  s wor d ,  for  ex a m ple,  e n h a nc e s  t h e
S t riking  Skill. So,  if you u s e  you r  1 0  for  t his  Action,  you  e a r n  a  Skill Poin t  in 
S t riking.

Ability Thr e s h old s :
Ce r t ain  Abili tie s  do  no t  h ave  fixed  effec t s .  So m e  will h ave  diffe r e n t  o r  va riously 
pow e rful effec t s  t h a t  will co r r e s pon d  to  you r  b a s e  Action  R a ting.  Fo r  ex a m ple,  a  
give n  a bili ty m ay  r e q ui r e  a  r oll of 1 5  to  u s e  it s  m os t  pow e rful effec t ,  b u t  could  
p rovide  a  less e r  effec t  on  rolls  of 1 0  o r  5 .  

Pa s s iv e  a n d  Activ e  R e a c ti on :
Eve ry Co m b a t a n t  h a s  a  value  know n  a s  t h e  Pas s iv e  R e a c t ion . This valu e  is 
d e rived  fro m  t h e  co m b a t a n t ' s  s t a ti s tics,  b ein g  t h e  co m bin a tion  of t h ei r  Agility, 
Wisdo m,  a n d  In t ui tion,  divide d  by 2.  

If a  co m b a t a n t  wis h e s  to  Re ac t  a g ain s t  a  p a r ticul a r  Attack,  t h ei r  Passive  Re ac tion
si m ply n e e d s  to  b e a t  t h e  Action  R a ting  t h a t  t h e  Att ack e r  is u sing,  a n d  t h ey will 
b e  a ble  to  do  so,  wi t ho u t  r e q ui ring  t h e  u s e  of a n  Action.  

H ow ever, if t h ey  h a d  t h e  for e t hou g h t  to  t ak e  a  S t a n c e  p rio r  to  t h e  Att ack,  t h ey 
will b e  a bl e  to  a d d  on e  of t h ei r  Action  Ra tin gs  to  t h ei r  Pas sive  Re ac tion,  u sin g  it  
u p .  S t a nc e s  a r e  a  vit al tool, a n d  t h ey a r e  di sc us s e d  in fu r t h e r  d e t ail in t h e  S kill  
Action s  s ec tion.  

Typ e s  of  Action s :
The r e  a r e  a  n u m b e r  of pos sible  Action  typ e s  t h a t  c a n  b e  u tilized  d u rin g  a  
co m b a t a n t ' s  Tu r n:  F r e e  Actions,  Sim ple  Attacks,  Pow e r  Att acks,  a n d  Abilities.  
E a c h  is disc us s e d  in m o r e  d e t ail b elow. 

Fr e e  Action s :
F r e e  Actions,  a s  t h ei r  n a m e  signifies,  do  no t  t ak e  u p  ei th e r  of a  co m b a t a n t ' s  
Actions,  a n d  c a n  b e  u s e d  fre ely t h ro u g ho u t  t h ei r  Tu r n,  a n d  so m e  c a n  also  b e  
u s e d  d u ring  a ny Re a c tion  t h ey  c a n  t ak e.  

F r e e  Actions  includ e:

• Talkin g : Durin g  t h e  1 0  s econ d s  of e a c h  Co m b a t  ro u n d,  a ny co m b a t a n t  c a n  
s p e a k  fre ely a t  a ny ti m e.  This c a n  b e  u s e d  to  t ry  a n d  co m m u nic a t e  pl a n s  
wi th  allies  o r  sim ply to  t a u n t  o r  o t h e r wis e  co m m u nica t e  wi th  you r  e n e mie s.
N o t e  ho w eve r  t h a t  c e r t ain  kinds  of Ch a ris m a  a bili ti e s,  s uc h  a s  In timid a tion  
o r  Appe al a t t e m p t s,  will r e q ui r e  t h e  u s e  of a  Skill Action.  

• M ov e m e n t : Mos t  Move m e n t  will t ak e  pl ac e  d u ring  a  co m b a t a n t ' s  t u r n  a s  
t h ey  t ry to  posi tion  t h e m s elves  to  m a k e  t h ei r  Actions,  b u t  t h ey c a n  also  
u tilize  it  d u ring  t h ei r  Re ac tions  if t h ey a r e  a t t e m p ting  to  d efe n d  a n  ally 
a g ain s t  a n  a t t a ck.  

• Obje c t  Int era c t ion : This r efe r s  to  a c tions  involving  objec t s,  w h e t h e r  in t h e



e nvi ron m e n t  o r  c a r ri e d  by a  co m b a t a n t ,  s uc h  a s  picking  u p,  d r a win g  a  
w e a po n,  o r  t h rowing.  The r e ' s  no  s e t  limit  on  ho w  m a ny  objec t  in t e r a c tions  
a  co m b a t a n t  c a n  p e rfo r m  in a  r o u n d,  b u t  t h ey m u s t  b e  a c hieva ble  wi t hin  
t h e  1 0-s eco n d  ro u n d  d u r a tion.  The  World  Kee p e r  m ay  r e q ui r e  a d di tion al 
Tu r ns  if n e c e s s a ry, o r  t h e  u s e  of a n  Action.

N o t e  t h a t  a cc es sin g  it e m s  in po uc h e s  o r  b a g s  t h a t  a r e n ' t  d e sig n e d  for  q uick
a c c e s s  do e s n ' t  cou n t  a s  a n  objec t  in t e r ac tion.  For  ins t a nc e,  a  b a n dolie r  
wi th  Quick Pouc h e s  allows  q uick a cc e ss  to  Potions,  Poisons,  a n d  Poultice s,  
o r  o th e r  it e m s  a s  a  fr e e  a c tion,  b u t  r e t ri eving  s uc h  it e m s  fro m  a  kn a ps a ck  
r e q ui r e s  a  s e p a r a t e  Action.

S i m pl e  Atta ck s  a n d  D ef e n s e s :
The s e  b a sic  Actions  a r e  u s eful for  Co m b a t a n t s  looking  to  co ns e rve  t h ei r  E n e r gy 
a n d  E q uip m e n t.  The s e  do  no t  cos t  a ny E n e r gy, s uc h  a s  S t a min a  o r  M a n a,  to  
u tilize, a n d  conve r s ely will no t  induc e  a ny kind  of Dur a bili ty o r  Cor r u p tion  loss e s  
to  t h ei r  i t e m s  a n d  bodie s,  r e s p e c tively. 

As a  r e s ul t ,  ho w ever, t h e s e  Actions  will limit  t h e  d a m a g e  a n d  d efe ns e  t h a t  c a n  b e
rolled  to  only a  single  di e  ( th e  la rg e s t)  t h a t  t h e  it e m  o r  s p ell p rovide s.  
Addition ally, Mo m e n t u m  will no t  b e  g e n e r a t e d  by t h e s e  Actions.  

The s e  Actions  includ e:

• S i m pl e  S trik e s:  U sing  p hysical w e a po n s,  you  a t t a ck  u sin g  only t h e  la r g e s t  
d a m a g e  di e  you r  it e m  p rovides.  

• S i m pl e  Guard s: U sing  p hysical a r m o r  o r  d efe nsive  t e c h niqu e s ,  you  d efe n d
u sing  only t h e  la r g es t  d efe ns e  die  you r  it e m  or  t ec h niqu e  p rovides.  

• Cantrip s: Any s p ell you c a n  c a s t  c a n  b e  u s e d  a s  a  Ca n t rip,  a llowing  you  to  
u tilize  only t h e  la rg e s t  d a m a g e  o r  d efe n s e  die  i t p rovides.  

Cla s s  Action s :
The s e  a dva nc e d  Actions  allow a  Co m b a t a n t  to  wield  t h ei r  full po w e r  a n d  
g e n e r a t e  Mo m e n t u m,  b u t  co m e  a t  a  cos t  of E n e r gy a n d  t h e  po t e n ti al loss e s  of 
Du r a bili ty a n d  Cor r u p tion.  As t h ei r  n a m e  implie s,  t h ey  a r e  g e n e r ally u nlock e d  
t h ro u g h  Class e s,  b u t  m ay also  co m e  fro m  hig h  Skill levels.  

• S trikin g:  Pa r t  of t h e  S t riking  Skill, S t riking  allows  a  co m b a t a n t  to  m a k e  a  
Pow erful At tac k .  This is a  s p e ci al kind  of Att ack  t h a t  allows  for  Mo m e n t u m  
to  b e  g e n e r a t e d  w hile  a t t a cking  wi t h  p hysical w e a po ns  o r  objec t s,  o r  on e ' s  
b a r e  h a n d s.  This cos t s  1  S t a min a.

• Guardin g:  Pa r t  of t h e  Gua r ding  Skill, Gua r ding  allows  t h e  co m b a t a n t  to  
m a k e  a  Pow erful Guard . This is a  s p e ci al kind  of Defens e  t h a t  allows  for  
Mo m e n t u m  to  b e  g e n e r a t e d  w hile  d efe n ding  wi th  p hysical w e a po n s,  
objec t s ,  a r m or, o r  on e ' s  body. This  cos t s  1  S t a min a.

• Ca st in g:  Pa r t  of t h e  Run e w e ave  Skill, Cas ting  allows  a  co m b a t a n t  to  c a s t  
t h ei r  Offensive  S p ells  a t  full pow er, g e n e r a tin g  Mo m e n t u m  in t h e  p roc es s .  



U nless  t h e  s p ell s ays  o th e r wise,  Cas tin g  cos t s  1  M a n a.  
• Wardin g : Pa r t  of t h e  Warding  Skill, Wardin g  allows  a  co m b a t a n t  to  c a s t  

t h ei r  Defe nsive  s p ells  a t  full pow er, g e n e r a tin g  Mo m e n t u m  in t h e  p roc e ss.  
U nless  t h e  s p ell s ays  o th e r wise,  Cas tin g  cos t s  1  M a n a.  

• Co m m a n din g: A p a r t  of t h e  Lea d e r s hip  Skill, Co m m a n ding  le t s  a  
co m b a t a n t  ins t r uc t  t h ei r  t roops,  follow e r s ,  m o u n t s ,  o r  s u m m o n e d  c r e a t u r e s
to  t ak e  ei th e r  a n  Offensive  o r  Defe nsive  Action,  o r  n ei th er, d e p e n ding  on  
t h e  e n ti ty ' s  c a p a bili tie s.  Thes e  Actions  do  no t  co u n t  a g ain s t  t h ei r  t wo  
Actions,  a n d  will occ u r  wi thin  t h e  Co m m a n d e r ' s  t u r n .  Co m m a n ding  cos t s  1  
Acui ty.

• Chan n e lin g : Pa r t  of t h e  M e di t a tion  Skill, Ch a n n eling  allows  a  co m b a t a n t  
wi th  c e r t ain  kinds  of pow e r s  (such  a s  a  Mys tic ' s  Psionics  o r  a  Disciple ' s  
Disciplines) to  roll for  t h e  effec t s  of t h e  pow e r s  t h ey wish  to  invoke.  
Ch a n n eling  c a n  also  b e  u s e d  by o t h e r  ch a r ac t e r  typ es  to  cons u m e  a n  
E n e r gy di e,  allowing  t h e m  to  r e s to r e  t h e m s elves  so m e  E n e r gy in a  pinc h.  
Ch a n n eling  cos t s  1  Acui ty. 

S kill  Action s :
Skill Actions,  a s  t h ei r  n a m e  implie s,  involve  invoking  a  co m b a t a n t ' s  va rious  Skills
for  so m e  u s e  in co m b a t .  Si mila rly to  how  Skills  a r e  u s e d  ou t sid e  of co m b a t ,  e a c h  
Skill involves  a  1 d 2 0  roll, a d din g  t h e  Talen t  Modifie r  for  t h e  Skill you  a r e  u sing.  
H ow ever, you  wo n ' t  b e  rolling  a  n e w  d 2 0  w hile  in  Co m b a t;  ins t e a d  you will jus t  
u s e  on e  of you r  Action  Ra tin gs,  a d ding  t h e  r eleva n t  Talen t  Modifier, a s  you r  roll. 
Skill Actions  do  no t  cos t  a ny E n e r gy (St a min a,  M a n a,  o r  Acuity). 

Call e d  S h o t:
On occ asion,  you o r  you r  p a r ty m ay ide n tify a  p a r tic ula r  Vulne r a bili ty in a  t a r g e t ,
s uc h  a s  a  w e ak  s po t  in a r m o r  o r  a  t e n d e r  p a r t  of t h ei r  body. By m a kin g  a  Called  
S ho t  a g ains t  t his  Vulne r a bili ty, you c a n  d e al  significa n t  d a m a g e  to  t h e  t a r g e t ,  a n d
m ay eve n  inca p a ci t a t e  t h e m  ins t a n t a n eo u sly. 

To m a k e  s uc h  a  s ho t ,  you  will b e  u tilizing  a  Skill Action  u sin g  ei th e r  S t riking  o r  
Run e w e aving  (de p e n ding  on  if you ' r e  u sin g  a  w e a po n  o r  a  s p ell), a n d  you r  World  
Keep e r  will info r m  you  of t h e  DC you m u s t  m e e t  o r  b e a t  in o r d e r  to  m a k e  t h e  
s ho t .  If you  do,  you  will roll you r  d a m a g e  dic e  a n d  will a p ply w h a t eve r  m o difie r s  
t h e  Vulne r a bili ty indica t e s .  

Improvi s e d  Action:
Im p rovise d  Action  is a  ve r s a tile  Skill Action  available  in e a c h  Skill a n d  Talen t ,  
includin g  Co m b a t  Skills. H ow ever, c e r t ain  g uid elines  m u s t  b e  obs e rve d  d u ring  
co m b a t  in p a r ticula r:

• Do no t  jus t  s ay “Im p rovise d  Action” to  g e t  ou t  of a  jam; you  s ho uld  t hink  
t h ro u g h  w h a t  you  w a n t  to  do,  a n d  d e sc rib e  it di r ec tly, including  w h a t  
effec t s  you  a r e  looking  to  c a us e .  

• Any d a m a g e  o r  d efe ns e  r e s ul ting  fro m  a n  Im p rovis e d  Action  c a n no t  exc e e d
t h e  Action  R a ting.  For  exa m ple,  if you  roll a  1 5  on  you r  d 2 0  a n d  a d d  + 1 5  
fro m  a  Talen t ,  you r  d a m a g e  o r  d ef en s e  c a n no t  exc e e d  + 3 0 ,  r e g a r dl e s s  of 



t h e  sou rc e  (e.g.,  u sing  a  3 d 1 2  M a ul in t h e  cou r s e  of a n  Imp rovise d  Action  
will only d e al  u p  to  3 0  d a m a g e).  

• Actions  m u s t  logically align  wi t h  t h e  c hos e n  Skill o r  Talen t .  Your  World  
Keep e r  m ay e nfo rc e  diffe r e n t  Skills  if n e c e s s a ry, a n d  t h ey  c a n  r e q ui r e  
E n e r gy cos t s  o r  d e ny a c tions  t h a t  go  too  far.

For  ins t a nc e ,  u sing  you r  In t ellige nc e  Talen t  to  m a nip ula t e  a  bo uld e r  m ay  
wo rk  if how  you  d e s c rib e  t h e  a t t e m p t  is logically so u n d.  Ho w ever, if t h e  
bo ulde r  is too  h e avy o r  if so m e  ot h e r  iss u e  p r e s e n t s ,  you r  World  Kee p e r  
mig h t  r e q ui r e  t h e  u s e  of t h e  S t r e n g t h  Talen t  ins t e a d,  possibly wit h  a  
S t a min a  cos t.

In  t h e  c a s e  of dis p u t e s ,  it ' s  b e s t  to  avoid  a r g u m e n t s.  The  World  Kee p e r  c a n  d e ny 
a c tions  if a n  a g r e e m e n t  isn ' t  r e ac h e d.  Re m e m b er, you r  c h a r a c t e r  h a s  n u m e ro u s  
op tions,  a n d  t h e  World  Keep e r  is e nco u r a g e d  to  b e  flexible.  If a n  ide a  is d e nied,  it
m ay si m ply b e  too  ou tl a n dis h  for  t h e  s e t tin g.

S t a n c e s:
S t a n c es  a r e  u niq u e  Skill Actions  ti e d  to  t h e  Defe nsive  skills  Gua r din g  a n d  
Warding.  S t a nc e s  allow for  Co m b a t a n t s  to  a d d  t h ei r  Action  Ra tin g  to  t h ei r  
Passive  Re ac tion,  a n d  m ay al so  p rovid e  a d di tion al effec t s .  

To e n t e r  a  S t a n c e,  a  co m b a t a n t  m u s t  do  so  b efor e  a n  a t t a ck  is m a d e,  oft e n  by 
u sing  Mo m e n t u m  o r  s p e cific Clas s  a bili tie s.  S t a nc e s  p e r sis t  u n til t h ey a r e  
s u s p e n d e d,  r e pl ac e d  by a  n e w  S t a nc e ,  o r  di s r u p t e d  by  a n  e n e my's  a t t a ck,  
r e q ui ring  d a m a g e  exc e e ding  t h e  S t a nc e ' s  Action  R a ting  o r  a  byp a s sin g  a bili ty, 
s uc h  a s  t hos e  t h a t  knock t h e  co m b a t a n t  p ro n e.  

For  ins t a nc e ,  if a  co m b a t a n t  d e cide s  to  e n t e r  a  S hield  Wall S t a nc e  wi t h  a  + 3 2  
Action  R a ting,  t h ey 'll b e  a bl e  to  e n d u r e  a t  le a s t  + 3 2  d a m a g e  b efor e  i t will b e  
b rok e n.  So m e  a bili ti es  c a n  byp as s  t his  r e q ui r e m e n t ,  like  t h e  S ton e  Ca rve r  
So rc e r e r ' s  Gole m  of E m e r ald  Obsidia n,  w hich  dis r u p t s  S t a n c es  by knocking  
p ro n e  a ny w ho  a r e  in t h e  s a m e  Posi tion  a s  t h e  So rc e r er.

Oth er  S kill  Action s:
As a  c h a r a c t e r ' s  Skills  level u p,  s p e cific Skill Actions  b eco m e  availabl e,  offe ring  
dis tinc t  effec t s .  Thes e  a c tions  wo rk  a s  d e sc rib e d.  Eve n  wi t ho u t  t h e  
co r r e s pon ding  Pe rk,  you  c a n  a t t e m p t  t h e s e  a c tions  wi th  Di s tra c t ion . You'll r e-
roll you r  Action  Ra tin g  a n d  a c c e p t  t h e  lowe r  r e s ul t .

For  ins t a nc e ,  t h e  Tactics  skill offe r s  t h e  Analyze  Oppo n e n t  a c tion.  I t  a llows  a  
co m b a t a n t  to  a s s e ss  a n  oppo n e n t ,  po t e n ti ally u n cove ring  Weakn e s s e s  to  
d e t e r min e  t h ei r  vuln e r a ble  poin t s  for  m o r e  effec tive  a t t a cks.  A high e r  roll mig h t  
eve n  r eve al  Vulne r a bili tie s,  e n a bling  co m b a t a n t s  to  m a k e  p r e ci se  Called  S ho t s  
for  significa n t  d a m a g e  o r  possible  inc a p a cit a tion.  N u m e ro us  Skill Actions  a r e  
av aila ble,  a n d  e a c h  Skill lis ts  it s  op tions.  For  m o r e  d e t ails, cons ul t  t h e  Skills  
s ec tion.



M o m e n t u m
Mo m e n t u m  is a n  a dv a nc e d  r ul e  in co m b a t  t h a t  allows  for  s u b s t a n ti ally pow e rful 
Actions,  w hich  c a n  oft e n  b e  t h e  d eciding  fac to r s  in a ny give n  figh t .  

Ge n er atin g  M o m e n tu m:
Mo m e n t u m  is g e n e r a t e d  w h e n  u sing  t h e  Class  Actions  S t riking,  Guarding,  
Cas tin g,  or  Warding . Wh e n  rolling  for  Da m a g e  o r  Defens e,  if a ny of t h e  dice  
co m e  u p  a s  t h ei r  m axim u m  value  (such  a s  a  4  on  a  d 4,  o r  a n  8  on  a  d 8), t h e n  t h e  
co m b a t a n t  g ain s  on e  u s e  of Mo m e n t u m.  

The  co m b a t a n t  g ain s  on e  u s e  of Mo m e n t u m  for  e a c h  di e  t h a t  rolls  it s  m axim u m  
value..  The  t h r e s hold  for  w h a t  cou n t s  a s  m ax  value  m ay  b e  low e r e d  by c e r t ain  
Cla ss e s .  

For  ex a m ple,  if a  co m b a t a n t  r olls  3 d 8  w hile  S t riking  a n d  t h ey roll a  5 ,  a  6 ,  a n d  
t wo  8s ,  t h ey wo uld  g ain  t wo  u s es  of Mo m e n t u m.  If t h ey roll a  5 ,  a  6 ,  a n d  a n  8,  
t h ey  wo uld  g ain  only on e  u s e .

Th e  M o m e n t u m  Gradi e n t:
Du e  to  ho w  Mo m e n t u m  is g e n e r a t e d ,  a n  u nin t ui tive  g r a die n t  e m e r g e s  a c ros s  
diffe r e n t  i t e m s  a n d  s p ells, w h e r e  low e r  size d  dice,  like  d 4 s,  c a n  b e  jus t  a s  
valu a ble,  if no t  m o r e  so,  t h a n  la r g e r  dice  like  d 1 2s.  

Low e r  di e  sizes  will favor  Mo m e n t u m  g e n e r a tion,  a s  t h e  likelihood  of rolling  m ax  
value  inc r e a s e s  t h e  s m alle r  t h e  di e  size  is. 

On  t h e  o t h e r  e n d,  la r g e r  die  size s  will t e n d  to  favor  t h e  infliction  of Woun d s  a n d  
t h e  b r e a king  of S t a nc e s ,  a s  t h e  la rg e r  dic e  will m a k e  Woun ds  m o r e  cons e q u e n ti al
a n d  S t a n c e s  e a sie r  to  b r e a k.  

Thos e  in t h e  mid dle,  o r  t hos e  t h a t  mix diffe r e n t  di e  size s,  will b e  m o r e  ve r s a tile, 
b ein g  u s eful for  ei t h e r  e n d  of t h e  g r a die n t .  

Which  so r t  of it e m  or  s p ell you u s e  a c ro s s  t his  g r a die n t  will d e p e n d  on  you r  
a bili ti es,  r e so u rc e s ,  a n d  p r efe r e n c e s.  The r e  is no  d efini tive  ri gh t  o r  w ro n g  
c hoice,  a n d  if you  h ave  t rou ble  choosing,  you  c a n no t  go  w ro n g  by favoring  
ve r s a tili ty. 

S p e n din g  M o m e n tu m
The r e  a r e  a  few diffe r e n t  u s e s  for  Mo m e n t u m,  a n d  t h ey m u s t  b e  u s e d  wi thin  t h e  
Action  o r  Re a c tion  t h ey w e r e  g e n e r a t e d  fro m. Mo m e n t u m  its elf do e s  no t  c a r ry  
ove r  in to  n e w  Roun ds  o r  n e w  Actions.

H ow ever, a  co m b a t a n t  c a n  con tinu e  to  g e n e r a t e  m o r e  Mo m e n t u m  b eyond  t h ei r  
o rigin al Class  Action.  If t h e  b elow us e s  d e t ail t h a t  t h e  di e  is to  b e  r e-rolled,  if it 
r olls  m ax valu e  you  will g ain  a no t h e r  u s e  of Mo m e n t u m.  

This  m ay  con tinu e  ind efini t ely, eve n  in t h e  m a t h e m a tic al impos sibili ty t h a t  you  



k e e p  rolling  m ax  value .  If t hi s  h a p p e n s  to  you, b e  s u r e  to  exp r e s s  you r  u n dying  
love  to  t h e  di e  b efo r e  its  p ro m p tly jailed  for  b eing  w eig h t e d .  

The  u s e s  for  Mo m e n t u m  a r e  d e t ailed  b elow, a n d  e a c h  on e  cos t s  on e  u s e  of 
Mo m e n t u m  to  invoke:

• Extra  S trik e /Gu ard : Pick  u p  t h e  Mo m e n t u m  die  a n d  r e-roll i t. The  n e w  
value  is a d d e d  to  ei t h e r  d a m a g e  o r  d efe n s e.  Da m a g e  c a n  al so  op tion ally b e  
a p plied  to  a  n e w  t a r g e t .  

• Tak e  a  S t a n c e : Im m e dia t ely t ak e  a  S t a n c e  of you r  choice,  a n d  r e-roll you r  
Mo m e n t u m  Die.  This will s e rve  a s  you r  n e w  Action  Ra tin g  for  t h e  S t a n c e ,  
a n d  you m ay  a d d  t h e  a p plica ble  Talen t  m o difie r  for  you r  S t a n c e  to  it. 

• Infli c t  a  Wound : Im m e di a t ely inflic t  a  Woun d  b a s e d  on  t h e  d a m a g e  typ e  of
you r  o rigin al a t t a ck  to  you r  o rigin al t a r g e t ;  you r  Mo m e n t u m  die  a c t s  a s  t h e
die  for  t h e  Woun d.

If u s e d  w hile  Defe n ding,  you  will u s e  t h e  Blun t  d a m a g e  Woun d  (to  b e  
n a m e d  la t er)  if Defe n ding  u sin g  a  p hysical objec t ,  o r  a r m or. If you  a r e  
Defe n ding  u sin g  a  w e a po n  o r  a n  Ele m e n t al  s p ell, you  will inflic t  t h e  
co r r e s pon ding  typ e  of Wound.  If you  a r e  no t  u sing  a n  Ele m e n t al  S p ell, you  
will inflic t  t h e  Arca n e  d a m a g e  Woun d  (to  b e  n a m e d  la t er ). 

• H old  Fas t : If you  do  no t  wish  to  u s e  you r  Mo m e n t u m  for  a ny o t h e r  effec t ,  
you  m ay  r e t ain  t h e  Mo m e n t u m  die  u n til you r  n ext  t u r n,  a n d  m ay  roll it 
a lon gside  you r  Co m b a t  Roll, a d din g  it s  value  to  t h e  roll, exp e n ding  it in t h e
p roc e s s.  If w hile  holding  you  a r e  knock e d  P ron e  o r  lose  you r  Co m pos u r e ,  
you  will lose  a ny dice  you  h ave  r e t ain e d  u sin g  t his  op tion.  



S t e al t h  a n d  S urpri s e
For  t h e  cleve r  a n d  t h e  s n e a ky, S t e al t h  a n d  S u r p ris e  a r e  po t e n t  w e a po ns  in t h ei r  
ow n  rig h t ,  a n d  c a n  h e avily s wing  t h e  a dva n t a g e  in co m b a t  tow a r d s  t hos e  w ho  
m a k e  u s e  of t h e m,  po t e n ti ally e n ding  co m b a t  sc e n a rios  b efo r e  t h ey c a n  ev e n  
b e gin.  

D efinin g  S t e a l th  a n d  S urpri s e:
S t e al t h  is t h e  p roc e s s  by  w hich  a  co m b a t a n t  m ove s  wi t ho u t  b eing  s e e n  o r  
no tic ed,  w hic h  in t u r n  allows  t h e m  to  S u r p ris e  t h ei r  op pon e n t s,  w hich  allows  
t h e m  to  a t t a ck  wit h  s p e ci al effec tiven e s s.

S t e al t h  is no t  jus t  possible  ou t side  of Co m b a t;  it c a n  b e  u s e d  d u rin g  Co m b a t,  
t hou g h  it will t ak e  a n  e s p e cially Skilled  co m b a t a n t  to  do  so  consis t e n tly. 

Achi evin g  S t e a l th :
S t e al t h  r elie s  on  t h e  S n e a k  Skill, p a r ticula rly t h e  Hid e  a c tion.  To Hid e ,  roll a  
1 d 2 0  Skill Ch e ck, a d din g  you r  Agili ty Mo difier, a g ains t  t h e  E nviron m e n t  R a ting  
(w hich  is a  fac to r  of diffe r e n t  e nvi ron m e n t al  fac to r s  s uc h  a s  ligh t ,  t e r r ain,  a n d  
cove r).

Whe t h e r  you  s ucc e e d  o r  fail wit h  t his  ch e ck, you  will g e n e r a t e  a  S t e a l th  Ratin g , 
w hich  is e q u al  to  t h e  to t al  of you r  roll. 

If you  s ucc e e d,  you will b e  conside r e d  Hid d e n,  a n d  will a u to m a tic ally s ucc e e d  in 
m a king  S t e a l th  Atta ck s  a g ains t  a ny t a r g e t  you  wis h,  so  long  a s  you  do n ' t  m ove.  

If you  fail, you  m ay  ina dve r t e n tly al e r t  you r  foes  to  you r  posi tion  a s  you  a c t .  

B ei n g  D e t e c t e d:
If you  h av e  failed  you r  c h e ck,  o r  a t t e m p t  to  Move  w hile  Hid d e n,  you r  e n e mies  
Passive  Pe rc e p tion  m ay  al e r t  t h e m  to  you r  p r e s e nc e .  If t h ei r  Acuity b e a t s  you r  
S t e al t h  R a ting,  you r  S t e al th  Att acks  will no t  wo rk  a g ains t  t h e m,  a n d  t h ey will b e  
al e r t e d  to  you r  Posi tion  on  t h e  a t t e m p t  to  m ove,  o r  to  a t t a ck  t h e m.  

H ow ever, if a n  e n e my h a s  al r e a dy b e e n  al e r t e d  to  you r  p r e s e nc e  d u ring  Co m b a t ,  
t h ey  will b e  eligible  to  a t t e m p t  to  loca t e  you  by m a king  a  Skill Action  u sing  t h ei r  
Pe rc e p tion  Skill, r e g a r dle s s  of w h e t h e r  o r  no t  you  h av e  b e co m e  Hidd e n.  If t h ey 
p roc e e d  to  b e a t  you r  S t e al t h  R a ting,  t h ey will b e  al e r t e d  to  you r  loca tion,  a n d  
will b e  a bl e  to  co m m u nic a t e  t his  to  t h ei r  allies.  

Re-a c hieving  S t e al t h  will r e q ui r e  you  to  dis pl ac e  you r s elf fro m  you r  c u r r e n t  
Posi tion,  a n d  r e a t t e m p t  t h e  S t e al th  ch e ck. 

S t e a l th  Atta ck s :
Whe n  you  h ave  a c hieve d  a  S t e al th  Ra tin g,  you  will b e  eligible  to  m a k e  S t e al th  
Att acks,  w hich  will b e  a  po t e n t  m e a n s  of a t t a ck  a g ains t  you r  e n e mie s.  



Whe n  you  choos e  to  u tilize  a  S t e al th  Att ack,  you will b e  u sin g  you r  S t e al th  
R a ting  to  a d d  bo n u s e s  to  you r  ove r all a t t a ck.  F ro m  + 1  to  + 1 0 ,  you  will a d d  t h e s e
values  to  you r  Action  Ra tin g,  inc r e a sin g  t h e  likelihood  t h a t  no  on e  will b e  a bl e  to  
Re a c t  a g ain s t  you r  a t t a ck.  Beyon d  + 1 0 ,  ev e ry a d di tion al + 1  will r e d uc e  you r  
Cri tical Action  r a n g e  by + 1 .  

For  ex a m ple,  h aving  a  + 1 5  S t e al th  Ra tin g  wo uld  a d d  + 1 0  to  you r  Action  Ra tin g,  
a n d  t h e  r e m aining  + 5  will conve r t  you r  Action  to  a  Cri tical if you  rolled  a t  le a s t  a
1 5  on  you r  d 2 0.  

If you r  S t e al t h  R a ting  s ho uld  b e  so  hig h  t h a t  you  r e d u c e  you r  Cri tic al Ra n g e  to  0,
a ny exc e ss  t h a t  you  h ave  r e m aining  will ins t e a d  b e  co nve r t e d  in to  di r ec t  
Da m a g e,  w hich  is al so  do u ble d  by t h e  Cri tic al. 

S t e a l th  a n d  S urpri s e  Out  o f  Co mb at :
Ou t  of Co m b a t,  S t e al th  is a  po t e n t  force  m ul tiplie r  to  u tilize  a g ains t  you r  foes,  a s  
s ucc e s sful s t e al t h  a t t e m p t s  will a llow you  to  ini tia t e  a  S urpri s e  Roun d , allowing  
you  a n d  po t e n ti ally o t h e r s  to  t ak e  a  full r o u n d  of Co m b a t  wi tho u t  t h e  a bili ty of 
you r  foes  to  do  a ny t hin g  a g ain s t  you. 

S urpri s e :
To ini ti a t e  a  S u r p ris e  ro u n d,  on e  of two  con di tions  m u s t  b e  m e t :

• A co m b a t a n t  m u s t  s u d d e nly a n d  forc efully co m mit  to  a n  a t t a ck  ou t sid e  of 
co m b a t  a g ain s t  a  foe  t h a t  h a s  no t  p r e p a r e d  t h e m s elves  for  po t e n tial  b a t tl e.  
For  ex a m ple,  s uck e r  p u nc hing  so m eo n e  you  w e r e  t alking  to  wo uld  cou n t ,  
b u t  t rying  to  a t t a ck  so m eo n e  w ho  al r e a dy h a d  t h ei r  s wo r d  d r a w n  wo uld  
no t.  

• For  a  m o r e  r eli abl e  m e a n s,  on e  o r  m o r e  co m b a t a n t s  m u s t  h ave  al r e a dy 
s ucc e s sfully u s e d  t h e  Hid e  Action,  a n d  g e n e r a t e d  a  S t e al th  Ra ting.  In  o r d e r
for  t h e  S u r p ris e  Roun d  to  b e  initi a t e d,  e a c h  co m b a t a n t  t h a t  wis h e s  to  will 
m a k e  a  S t e al t h  Att ack.  

E a c h  co m b a t a n t ' s  S t e al th  Ra tin g  m u s t  exce e d  t h e  Acuity of t h ei r  Targ e t  o r  
Targ e t s  in o r d e r  for  t h e  S u r p ris e  Roun d  to  s t a r t  in  t h ei r  favor, a llowing  
t h e m  to  t ak e  a  s e con d  Action,  w hich  includ e s  a ny so r t  of Re a c tion.  

If a t  le a s t  on e  t a r g e t  h a s  a  hig h e r  Acuity t h a n  t h ei r  a t t ack e r ' s  S t e al t h  
R a ting,  t h e n  t h ey will b e  a ble  to  Re a c t  a g ain s t  t h e  a t t a ck,  a n d  will b e  a bl e  
to  roll for  a n d  m a k e  a  single  Action.  The  co m b a t a n t  w ho  a t t a ck e d  t h e m  will
s u b s e q u e n tly los e  t h ei r  s eco n d  Action.  

Di s p at c hin g  Fo e s :
On  occ asion,  you will find  it  n e c e s s a ry  to  elimin a t e  c e r t ain  e n e mi es  im m e dia t ely, 
a n d  q uie tly. In  s uc h  ins t a nc e s ,  you  m ay  no t  wis h  to  r ely on  a t t a cking  fro m  a  



dis t a n c e ,  s uc h  a s  wi t h  a  bow  o r  t h ro win g  w e a po n,  a s  t h ey  mig h t  no t  r elia bly 
inc a p a ci t a t e  you r  t a r g e t s  in on e  go.

Ins t e a d,  by g e t tin g  u p  clos e  a n d  p e r son al, you  m ay b e  a ble  to  dis p a t c h  you r  foe  
ins t a n t a n eo usly; w h e t h e r  t h a t  m e a n s  killing  t h e m  or  si m ply knocking  t h e m  ou t  is 
u p  to  you. 

To do  so,  you  m ay h ave  to  m a k e  on e  o r  m o r e  s ucc es sful S t e al th  c h e cks  in o r d e r  
to  a p p ro a c h  you r  t a r g e t ,  d e p e n din g  on  t h e  ci rc u m s t a n c e s .  U pon  doing  so,  you r  
S n e a k  Att ack  d a m a g e  will b e  m ul tiplied  by 1 0  ins t e a d  of 2 .  

While  t his  m ay  no t  allow for  t h e  s t ro n g e s t  of foes  to  b e  im m e dia t ely dis p a tc h e d,  
m os t  will fall im m e dia t ely. Be w a ry, how eve r;  w hile  t his  c a n  b e  ex t r e m ely po t e n t  
for  t h e  skilled,  eve n t u ally you r  e n e mi es  will b e  al e r t e d  to  t h e  fac t  t h a t  t h ei r  
frien d s  a r e  b ein g  inc a p a ci t a t e d ,  eve n  if t h ey fail to  ide n tify w hy o r  how. 



Endin g  Co m b at
Co m b a t  e n d s  w h e n  on e  sid e  of a  co m b a t  h a s  ei t h e r  b e e n  fully inc a p a ci t a t e d,  
forc e d  to  flee,  o r  h a s  o t h e r wise  b e e n  killed.  If t h e r e  a r e  m o r e  t h a n  jus t  two  sid es  
to  a  given  co m b a t ,  Co m b a t  will con tinu e  u n til on e  side  r e m ains  left  s t a n ding.  

In c ap a ci ta tion:
U nlike  in o th e r  g a m e s,  co m b a t a n t s  a r e  no t  n ec e s s a r ily a s s u m e d  to  b e  slain  
im m e dia t ely u po n  b ein g  d ro p p e d  to  0  Co m pos u r e .  Ins t e a d ,  t h ey will b e  
inc a p a ci t a t e d,  a n d  w hile  s till a bl e  to  a c t  minim ally, will g e n e r ally no t  b e  m u c h  of 
a  t h r e a t .  Agains t  a ny s uc h  oppo n e n t ,  a  co m b a t a n t  m ay c hoos e  to  t ak e  a  F r e e  
Action,  on  t h ei r  t u r n,  to  knock  t h e m  ou t  if t h ey  do  no t  wis h  to  kill t h e m  ou t righ t .  

They will b e  r e n d e r e d  U nco nscious,  a n d  will r e m ain  in t h a t  s t a t e  u n til ei t h e r  6  
ho u r s  h a s  p a s s e d .  If co m b a t  con tin u e s ,  t h e  U ncon scious  co m b a t a n t  is p e r mi t t e d  
to  m a k e  on e  Acuity S aving  Throw, ai ming  to  b e a t  2 0,  a t  t h e  b e gin nin g  of e ac h  
n e w  ro u n d  to  a t t e m p t  to  w a k e  u p.  If s ucc e s sful, t h ey  m ay  b e gin  t aking  Tu r ns  
a g ain.  

H ow ever, u n til t h ey a r e  r e s to r e d  fro m  0  Co m pos u r e ,  t h ey  will s t ill b e  vulne r a ble  
to  fu r t h e r  Inc a p a ci t a tion  a n d  Killing  Blows. 

S urr e n d erin g:
S u r r e n d e ring  is a  s p ecial for m  of Inc a p a ci t a tion.  A Co m b a t a n t  m ay, a t  a ny ti m e,  
c hoos e  to  S u r r e n d e r  to  t h ei r  e n e mie s.  They will b e  consid e r e d  Inc a p a ci t a t e d ,  
r e g a r dl e s s  of t h ei r  c u r r e n t  Co m pos u r e ,  a n d  t h ei r  e n e mi es  will h ave  to  ei t h e r  
a c c e p t  o r  r ejec t  t h e  s u r r e n d er. 

If t h ey  r ej ec t  t h e  s u r r e n d er, t h e  s u r r e n d e rin g  co m b a t a n t  m ay  c hoos e  to  con tin u e  
to  r efus e  co m b a t ,  b u t  u nle s s  t h ey  Fle e,  t h ey will b e  vuln e r a ble  to  fu r t h e r  a t t acks  
by  r e m aining  wi thin  t h e  a r e a .  

If t h e  s u r r e n d e r  is a cc e p t e d ,  how ever, a c tions  will h av e  to  b e  t ak e n  by t h a t  p a r ty 
to  e n s u r e  t h a t  t h e  s u r r e n d e r e d  co m b a t a n t  do e s  no t  t u r n  on  t h e m,  s uc h  a s  
r e s t r aining  o r  p a r alyzing  t h e m.  Any co m b a t a n t  t h a t  s u r r e n d e r s  is eligible  to  
r e t u r n  to  co m b a t  a t  a ny ti m e  if t h ey h ave  t h e  will a n d  c a p a bili ty. 

N e g o t i a t in g:
If a  give n  side  in a  b a t tl e  h a s  d e cide d  to  collec tively S u r r e n d er, t h ey m ay  a t t e m p t
to  n e go tia t e  t h e  e n d  of hos tili ti e s  wi th  t h ei r  e n e mies.  The  a s p e c t s  of w h a t  t h a t  
n e go tia tion  will look like  will d e p e n d  on  w h a t  is s aid,  a n d  m ay  eve n  r e q ui r e  a  full 
Deb a t e  to  b e  co m m e n c e d,  b u t  ul tim a t ely, w h e t h e r  o r  no t  t h e  S u r r e n d e r  is 
a c c e p t e d  is s till no t  g u a r a n t e e d ,  a n d  m ay  b e  fre ely igno r e d  alon g  wi th  a ny t e r m s  
t h a t  m ay  h ave  b e e n  offe r e d.  

In  s uc h  c a s es ,  if on e  side  h a s  a t t e m p t e d  to  S u r r e n d er, t h ey  will s u r r e n d e r  
Ini ti a tive  to  t h ei r  e n e mie s,  a n d  t h ey  will h ave  to  s t e al  it b a ck  in o r d e r  to  k e e p  
figh ting,  o r  t h ey will h av e  to  Fle e  if t h ey c a n no t  o r  do  no t  wish  con tin u e  t h e  figh t .



Fl e e i n g:
Playe r s  in  g e n e r al  a r e  a dvis e d  to  flee  w h e n  t h ey feel t h e  co m b a t  h a s  t u r n e d  
a g ain s t  t h e m.  Cow a r dice  is alw ays  a n  op tion,  a n d  so m e tim e s  it is b e t t e r  to  live 
t h a n  figh t  to  t h e  d e a t h .

Mo ns t e r s  a n d  N PCs,  ho w ever, h ave  s p e cific r e q ui r e m e n t s  b efo r e  t h ey  will b e  
co m p elled  to  flee,  t h e  m o s t  obvious  of w hich  is r e d u cin g  t h e m  to  0  Co m pos u r e;  
m a ny  e n e mies  will a t t e m p t  to  flee  if t h ey a r e  no t  inc a p aci t a t e d  o r  sl ain  fir s t  w h e n
t his  h a p p e n s.  Ot h e r s  t ho u g h  mig h t  figh t  on  no  m a t t e r  w h a t .  

Ot h e r  op tions  exis t ,  ho w ever. In timid a tion  a t t e m p t s  c a n  so m e ti m e s  s c a r e  off t h e  
w e a k  min d e d,  a s  c a n  m a gic al fea r  effec t s .  A s t r aigh tfo rw a r d  w ay to  c a u s e  
e n e mie s  to  flee  is to  kill t h e  on e  t h a t  le a ds  t h e m,  u s u ally t h e  big g e s t  on e,  o r  t h e  
on e  p a rking  o r d e r s.  This  c a n  b e  q ui t e  effec tive,  e s p e ci ally if it s  do n e  in a s  b r u t al 
a  w ay a s  possible.  

Any e n e my t h a t  h a s  b e e n  co m p elled  to  flee,  how ever, m ay  r e t u r n  to  t h e  figh t  
give n  ei th e r  ti m e  o r  r e s to r a tion.  So m e ti m e s  it m ay  b e  wor t h w hile  to  p u t  do w n  
t h e  poo r  b a n di t ,  r a t h e r  t h a n  s p a r e  t h e m.  Wh a t  you  choos e  will r eflec t  on  you r  
ho no r  a n d  r e p u t a tion,  a n d  so m e ti m e s  t h e  m o s t  p r a c tical m e t ho ds  a r e  h a t e d  t h e  
m os t.  

Cha s e s:
Ch a s e s  occ u r  w h e n  on e  sid e  h a s  fled,  b u t  t h ei r  e n e mies  s till wish  to  figh t  t h e m  
for  w h a t eve r  r e a so n.  In  s uc h  c a s es ,  t h e  co m b a t  p roc e d u r e  c h a n g e s  sligh tly. 

Fi r s t ,  t h e  Co m b a t  Grid  is no  long e r  in u s e .  The  Ch a s e  is h a n dle d  p u r ely t h ro u g h  
t h e a t e r  of t h e  mi n d.  

S e con d,  Ini ti a tive  s wi tch e s  fro m  t h e  no r m al  p roc e d u r e  to  a  side-b a s e d  
p roc e d u r e .  Thos e  t h a t  a r e  Fl e eing  will a lw ays  go  fir s t ,  wi t h  t hos e  Ch asing  going  
s eco n d.  The  World  Keep e r  will ke e p  t ally of how  m u c h  Move m e n t  e a c h  sid e  h a s  
m a n a g e d  to  g e n e r a t e  fro m  ro u n d  to  ro u n d.  

F ro m  h e r e ,  Co m b a t  con tin u e s .  Fl e eing  co m b a t a n t s  will u s e  t h ei r  av ailable  
Actions  to  t ry  a n d  g e t  a w ay, a n d  a r e  eligible  to  a t t a ck  o r  o th e r wis e  di r ec t  t h ei r  
Actions  tow a r d s  t hos e  c h a sing  t h e m.  

Ch a sin g  co m b a t a n t s ,  likewis e,  will b e  a bl e  to  Re ac t  a g ain s t  a ny s uc h  Actions,  a n d
d u ring  t h ei r  Tu r ns  will a t t e m p t  to  u s e  t h ei r  Actions  to  imp e d e  o r  o t h e r wis e  c a t c h  
u p  to  t hos e  t h ey a r e  c h a sin g.  

A Ch a s e  e n d s  t h ro u g h  s eve r al  m e t ho d s:

• The  Fle eing  s top  fleeing,  a n d/o r  t h e  Ch a sin g  s top  c h a sing.  They c a n  c hoos e
to  do  t his  a t  a ny tim e,  a n d  u po n  doing  so  no r m al co m b a t  will r e s u m e.  

• A collec tive  diffe r e nc e  of 8 0  Move m e n t  h a s  b e e n  g e n e r a t e d  b e t w e e n  t h e  
Fle eing  a n d  t h e  Ch a sing.  This  r e p r e s e n t s  t h a t  t hos e  w ho  fled  h ave  



m a n a g e d  to  co m ple t ely ou t p ac e  t h ei r  p u r s u e r s .  While  t h ey m ay  con tinu e  to
t ry  a n d  c a t c h  u p ,  t h e  Co m b a t  p roc e d u r e  sim ply e n d s.  Ch a sing,  o r  a  n e w  
co m b a t  sc e n a rio, m ay b e gin  d e p e n ding  on  t h e  ci rcu m s t a n c e s  of t h e  
a dve n t u r e  a s  ti m e  con tin u e s.

• The  Ch asing  ove r t ak e  t h e  to t al  Move m e n t  g e n e r a t e d  by  t h e  Fle eing.  If t h e  
Fl e eing,  by ro u n d  3,  h ave  g e n e r a t e d  a  to t al  of 5 0  Move m e n t ,  a n d  in t his  
r o u n d  t h e  Ch a sing  roll a n d  g e n e r a t e  a  final to t al  of 5 5  Move m e n t,  t h ey a r e  
con sid e r e d  to  h ave  c a u g h t  u p  to  t h e  Fle eing.  Co m b a t  t h e n  r e s u m e s  a n d  t h e
Co m b a t  Grid  is r ein s t a t e d .  

• If on e  o r  m o r e  co m b a t a n t s  on  ei th e r  sid e  h a s  b e e n  r e d uc e d  to  0  
Co m pos u r e ,  t his  could  al so  r e s ul t  in t h e  e n d  of t h e  Ch a s e.  Thos e  t h a t  Fl e e  
a r e  eligible  to  sim ply a b a n do n  t h ei r  co m r a d e  if t h ey wish,  a n d  likewise  t h e  
Ch a sin g  could  c hoos e  to  do  so  a s  w ell; in t h e  bo t h  c a s e s  t h e  Ch a s e  wo uld  
con tinu e.  

Killin g  Blo w s:
The  m o s t  s t r aig h tfo rw a r d  a n d  p e r h a p s  e a sie s t  w ay to  e n s u r e  t h a t  Co m b a t  e n d s  is
by  m a king  a  Killing  Blow a g ain s t  t hos e  you h ave  d efe a t e d .  If a  co m b a t a n t  h a s  
b e e n  r e d u c e d  to  0  Co m pos u r e  by a n  a t t a ck,  t h ei r  Att acke r  m ay  c hoos e  to  
im m e dia t ely u s e  a  Killing  Blow a g ain s t  t h e m,  a n d  m ay  d e sc rib e  ho w  t h ey slay 
t h ei r  t a r g e t .  

If t h ey  do  no  do  t hi s,  ho w ever, t h e  co m b a t a n t  wi t h  0  Co m pos u r e  will b e  a t  r i sk  of 
h aving  a  Killing  Blow t ak e n  a g ains t  t h e m  by a ny o t h e r  e n e my, w ho  will h ave  to  
u s e  on e  of t h ei r  Actions  to  do  so.  

U po n  r e c eiving  a  Killing  Blow, t h e  co m b a t a n t  will di e.  

Oth er  M e a n s:
The r e  a r e  no t  m a ny ot h e r  d efine d  si t u a tions  t h a t  m ay r e s ul t  in Co m b a t  e n din g,  
b u t  so m e  m ay  w ell co m e  u p  d e p e n din g  on  t h e  ci rc u m s t a n c e s  of you r  a dve n t u r e s;  
a  d r a go n  colliding  wi t h  a  m o u n t ain  m ay w ell c a u s e  e no u g h  m ay h e m  t h a t  
con tinuing  to  figh t  is a  los t  c a u s e ,  a t  le a s t  u n til ou t  of d a n g e r  of b eing  c r u s h e d  by
t h e  rocks.  

S uc h  si t u a tions  will ul tim a t ely h ave  to  b e  consid e r e d  on  a  c a s e  by  c a s e  b a si s  by 
t h e  World  Keep e r  to  d e t e r min e  if Co m b a t  t r uly e n d s  a s  a  r e s ul t .  This  will a l so  
includ e  si t u a tions  w h e r e  u n s e e n  co m b a t a n t s  h av e  m a n a g e d  to  hid e  t h e m s elves  
a w ay fro m  t hos e  t h ey  wis h  to  figh t;  t h e  World  Keep e r  will ke e p  t h e  Ini ti a tive  
going  in t h e  b a ck g ro u n d  in s uc h  c a s e s ,  wit h  t hos e  u n s e e n  co m b a t a n t s  t aking  
t h ei r  t u r n s  a s  no r m al u n til t h ey  r eve al t h e m s elves  o r  o t h e r wis e  a r e  discove r e d .  

Th e  S p oil s:
Afte r  Co m b a t  h a s  conclud e d,  t h e  g a m e  r e t u r n s  to  it s  typical t u r n  s t r u c t u r e  
d e p e n din g  on  w h e t h e r  t h e  Pa r ty w as  Delving,  R a m bling,  Exploring,  o r  Traveling.  



Any ling e ring  effec t s ,  s uc h  a s  s p ells  o r  al t e r e d  t e r r ain,  fro m  t h e  co m b a t  will 
p e r si s t  p e r  t h ei r  ow n  r ul e s,  wi th  so m e  r e m aining  in p e r p e t ui ty. 

If a ny e n e my co m b a t a n t s  r e m ain  u n sl ain,  b u t  inc a p a ci t a t e d ,  t h ey  c a n  b e  fre ely 
killed  a t  t his  ti m e,  o r  t h ey  m ay  b e  s p a r e d  a n d  lef t  to  t h ei r  ow n  d evices  to  le ave  
t h e  a r e a ,  o r  t h ey  m ay  b e  t ak e n  a s  a  p r ison er. 

F ro m  t his  poin t,  a ny slain,  u n co nscious,  o r  imp rison e d  e n e my m ay  b e  loote d  by  
t h e  Pa r ty if t h ey  wis h.  Wh a t  t h ey will find  will d e p e n d  on  t h e  e n e my a n d  w h a t  
t h ey  h a d  on  t h e m.  In  g e n e r al  m os t  of w h a t  you 'll find  is no t  going  to  b e  
wo r t h w hile  to  hold  on  to  o r  eve n  to  u s e  in lieu  of you r  ow n  e q uip m e n t.  

While  sc r a p ping  t h e s e  it e m s  c a n  b e  luc r a tive  for  t hos e  w ho  wis h  to  m a k e  a n  
e n t e r p ris e  of it, if t h ey  h av e  t h e  c a p a bility to  g a t h e r  u p,  t r a n s po r t ,  a n d  b r e ak  
t h e m  all dow n,  b u t  for  typical a dve n t u ring  it  is b e t t e r  to  si m ply m ove  on  a n d  w ai t
to  find  so m e  m o r e  valua ble  t r e a s u r e s  o r  m a t e ri als  to  ke e p  on  you r  p e r son.  

The  only exc e p tion  of cou r s e  is in t h e  c a s e  of c e r t ain  kinds  of b e a s t s  a n d  
m o ns t e r s,  w hich  m ay  c a r ry valu a ble  m a t e ri als  to  c r af t  wit h.  While  looting  a  
b a n di t  for  his  r u s ty c h ain m ail is g e n e r ally a  w a s t e  of tim e  if you do n ' t  h av e  a  
t hous a n d  b a n di t s  to  loot,  le t ting  a  d r a go n ' s  co r p s e  go  to  w a s t e  is a  t r aves ty, a s  
eve n  so m e  poo rly ex t r a c t e d  Dr a go n  Blood  o r  a  m a n gle d  p a t c h  of Dra gon hide  a r e  
wo r t h  m a ny  tim e s  t h ei r  w eig h t .  



Du el s  a n d  Batt l e s
Ski r mish e s ,  w hic h  t h e s e  r ul e s  h ave  cove r e d ,  a r e  no t  t h e  only typ es  of co m b a t  
sc e n a rios  on e  m ay e n co u n t er. Duels  a n d  Ba t tl e s  a r e  diffe r e n t  kinds  of s c e n a rios  
t h a t  a r e ,  r e s p e c tively, m u c h  s m alle r  a n d  fa r  la rg e r  in  sc al e  t h a n  t h e  ave r a g e  
Ski r mish.  

A Du el is a n  in tim a t e  figh t  b e t w e e n  only a  few co m b a t a n t s ,  so m e ti m es  eve n  jus t  
t wo, b u t  could  eve n  b e  si t u a tions  s uc h  a s  t h e  figh t  b e t w e e n  t h e  Pa r ty a n d  t h ei r  
long  a w ai t e d  foe.  Duels  a s  a  r e s ul t  a r e  s m all sc ale ,  a n d  g e n e r ally q uicke r  to  
r e solve,  b u t  will t e n d  to  b e  r a t h e r  d r a m a tic.  

A Bat tl e,  m e a n w hile,  is a  m a s sive  sc e n a rio involving  a  g r e a t  m a ny co m b a t a n t s;  
po t e n tially t e n s  of t hou s a n d s  on  a ny n u m b e r  of sid es .  The s e  sc e n a rios  will 
op e r a t e  on  a  diffe r e n t  sc al e  fro m  t h e  typical co m b a t ,  a n d  c a n  inco r po r a t e  e n ti r e  
Citi es  o r  For t r e s s e s  a s  e n ti tie s  on  t h e  Co m b a t  Grid.  

The  following  s e c tions  di scus s  t h e  r ul es  ch a n g e s  t h a t  occ u r  in  e ac h  sc e n a rio. 

D u el s
 TBD

Battl e s
 TBD


