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(1.0) INTRODUCTION

ARMS LAW is the first of the Rolemaster Systems for role-playing
games to be published by Iron Crown Enterprises. It has been designed
to provide a logical, detailed, manageable procedure for resolving combat
between individuals and small groups. Future Rolemaster Systems will
encompass a new world of fantastic adventure by covering magic, char-
acter development, and other aspects of fantasy role-playing.

ARMS LAW provides a tactical sequence to be followed in resolving
melees involving from 2 to 50+ combatants. It integrates spell casting,
missile fire, unusual maneuvers, and opportunity action. This system
may become unwieldy for more than 50 combatants, but can be easily
simplified for such situations.

The system itself, like those to follow, is self-contained and can be in-
tegrated into any role-playing game. There are 20 types of armor and 30
different weapons, each with its own strengths and weaknesses. A player
can kill or be killed with a single swing. Provisions are made for specific
damages, such as the loss of an eye or limb, and for the results of such
damage to the player, ranging from stunned inactivity to instant death.

This system is meant to provide ‘‘guidelines’’ for combat in a role-
playing game; the referee is the final authority in applying this system to
an actual game.

NOTE: The specific damage mentioned above may necessitate
some innovation on the part of a referee in regards to healing.
Suggested solutions include healing herbs and detailed healing
spells, both of which should require varying degrees of recupera-
tion time.

(2.0) DEFINITIONS

Combat Roll: A roll representing a combat swing or missile attack.

Concussion Hits: Accumulated damage to the body, possibly leading to
shock and unconsciousness.
NOTE: The term ‘‘hits’’ will sometimes be used instead of ‘‘con-
cussion hits.”’

Critical Strike: An especially effective swing resulting in more than just
concussion hits to the target.

Defensive Bonus: The total subtraction from the combat roll due to the
defender’s advantages, including bonuses for defender dexterity,
shield, superiority of armor, position, and magic items.

Fumble: An especially ineffective swing or a mishandling of the weapon
which may put the attacker in a disadvantageous position and/or
damage him.

Initiative: The sum of all factors affecting the speed of a swing.

Maneuver: An action performed by a combatant that requires unusual
concentration, concentration under pressure, or risk (i.e., climbing a
rope, balancing on a ledge, leaping a chasm).

Maneuver Roll: A rol/l representing an attempted maneuver.

Net Combat Roll: The combat roll, plus the offensive bonus, minus the
defensive bonus.

Net Maneuver Roll: The maneuver roll modified by bonuses and
penalties.

Offensive Bonus: The total addition to the combat roll due to the at-
tacker’s advantages—including the attacker’s physical prowess, su-
periority of weapon, expertise, magic items, etc.

Orientation Roll: A rol/lrepresenting a combatant’s degree of control fol-
lowing unusual action or surprise.

Parry: The use of some or all of a combatant’s ¢ffensive bonus to in-
crease his defensive points.

Roll: Normally a percentile ro// giving randomresults from 01 to 00 (100).
NOTE: In certain circumstances, this roll must be adjusted through
the use of an open-ended system, yielding results above 100 or below
0l1.



(3.0) TACTICAL COMBAT SEQUENCE

COMMENTARY

This Tactical Combat Sequence is based on the probable experience of
“hand-to-hand combat within a time frame of 10-second battle rounds and
I-minute turns (i.e., 6 rounds always equals 1 turn). In a typical battle
round, adversaries could expect to swing their weapons from 2 to S times,
depending upon weapon type. The assumption critical to the Tactical
Combat Sequence is that two opposing combatants would normally get
no more than one opportunity to land a potentially lethal swing during
any given 10-second round of combat, regardless of the number of swings
a combatant can make in a single round. This connecting blow would be
a swing at the opponent’s body that at least partially clears any shield or
weapon that the defender is using to nullify blows. Such a swing would
normally hit home, and only armor or luck would aid the defender. Thus,
for purposes of the Tactical Combat Sequence, a ‘‘swing’’ is actually that
one blow of the several probably, delivered which can be expected to land
cleanly. All other blows delivered in the same battle round are assumed
to be fully nullified by a shield, movement, a weapon, and/or fate. Only
the one unnullified blow per round counts as a swing. The same reasoning
applies to missile attacks, where only one shot or throw is allowed per
round.

(3.1) BATTLE ROUND SEQUENCE

During each battle round, play proceeds through each phase of the
Battle Round Sequence in the following order:

1. SPELL PHASE
. SPELL RESULTS PHASE
. SPELL ORIENTATION PHASE
. MISSILE PHASE
. MISSILE RESULTS PHASE
. MOVEMENT AND MANEUVER PHASE
. MELEE PHASE
. MELEE RESULT PHASE
9. FINAL ORIENTATION PHASE
This sequence is reproduced for easy reference in Table 8.23.

0 N A W A WN

(3.11) Spell Phase:

All combatants who will cast spells during the current round must
specify any pertinent information (e.g., spell type, target area, oppor-
tunity fire, etc.).

(3.12) Spell Results Phase:

All spells specified in the previous phase are resolved simultaneously,
unless an exception is indicated by a magic system and/or by the referee.
Results are applied immediately, except for opportunity spells (see 3.2).
Movement for all spell casters is reduced to a maximum of 25% of their
normal allowance for the current round.

(3.13) Spell Orientation Phase:

All combatants who performed unusual activities during the previous
phase (for example, magical transportation) must make an orientation
roll. What constitutes unusual activity must be determined by the referee.

(3.14) Missile Phase:

All combatants who will fire or throw missiles during this round (can-
not have thrown a spell) must specify missile type, target/target area, and
any other pertinent information.

(3.15) Missile Result Phase:

All missile attacks specified in the previous phase are resolved simul-
taneously, unless an exception is indicated by the referee due to circum-
stance or spells. All results are applied immediately, except opportunity
missile attacks. Movement for all combatants performing missile attacks
is reduced to 25% of normal.

(3.16) Movement-Maneuver Phase:

All combatants in play may move up to the maximum of their move-
ment allowance (depending on the movement system being used by the
referee and subject to restrictions due to actions in any of the previous
five phases—including opportunity action). Any conflicts in the move-
ment of two or more combatants must be resolved by a comparison of
maneuver rolls (see 7.3) or by common sense. The success or failure of an
extraordinary maneuver attempted by a combatant is determined by a
maneuver roll (i.e., leaping a ten-foot chasm).

(3.17) Melee Phase:

All combatants may attempt to conduct melee attacks except those
that have done the following:
1. Cast a spell in the current round;
2. Fired or thrown a missile in the current round;
3. Moved more than 50% of their normal movement allowance in the
current round;

4. Failed an orientation roll or maneuver roll during the current
round;

5. Announced opportunity action that has not been executed;

6. Been previously incapacitated.

(3.18) Melee Result Phase
Within each group of combatants attempting to melee attack each
other, attacks are conducted according to the following sequence:
1. Determine order in which involved combatants will swing by com-
paring initiative (see 6.1).
2. First combatant attacks and results are implemented immediately.
3. Second combatant, third combatant, etc., attack and implement
results in order.
4. First combatant attacks again with any additional usable weapon
(see 5.2).
5. Second combatant, third combatant, etc., attack in order with any
additional usable weapon.

(3.19) Final Orientation Phase

In the judgment of the referee, any combatant who has been under
significant pressure (e.g., surprise), or has made an unusual maneuver
may ve required to make an orientation roll, which may affect his ability
to act in the next round.

(3.2) OPPORTUNITY ACTION

Combatants may plot opportunity action if they wish to perform a
combat activity in a following phase of the current round or a following
round. For example, a combatant may wish to withhold his missile attack
until he sees who is moving where, and then fire. Opportunity action is
announced during the correct phase for the desired action. Movement re-
strictions apply as if the combatant had actually performed the action
during the correct phase (see 3.11 and 3.15). A combatant who has
planned opportunity action can take no other action (except reduced
movement) until the action is performed or canceled. Opportunity fire
occurs first in a phase, unless otherwise indicated by magic system or
referee.

EXAMPLE: During the missile phase, a combatant with a bow
announces opportunity bow fire. He may then fire in any of the
following phases of this and the following rounds. However,
until he fires, he may neither melee attack nor actively melee de-
fend, and he can only move 25% of his normal movement. His
movement is still reduced even if he cancels his opportunity fire.
During the spell phase of the following battle round, a magic
user attempts to cast a spell. The bowman who has planned op-
portunity fire now may fire, resolving his missile attack before
the spell is thrown, unless otherwise indicated by the referee.



(4.0) DEFENSIVE CAPABILITIES

COMMENTARY

In combat there are many factors affecting the efficiency and severity
of a “‘swing.”” The defender has several capabilities which work to his ad-
vantage. These include armor, shield, quickness, magic items, and the
ability to parry. A parry is defined as an extraordinary defensive action
‘by the defender to the detriment of his offensive capabilities. Armor is
the basic classification of protection. All other defensive capabilities are
expressed in terms of a defensive bonus which will modify the combat roll
in the defender’s favor.

(4.1) ARMOR

Armor is the basic protective capability assigned to the material cover-
ing the body. Armor is divided into five categories of four types each (i.e.,
20 types). The column numbers listed with each armor type refer to the
column corresponding to that armor on the weapon tables.

(4.11) Cloth-Skin Base:

Normal cloth attire, robes, and normal animal hides.
(4.111) Skin (Column 1):

Normal clothing, assumed worn if other covering is not specified.
(4.112) Robes (Column 2):

Full-length robes normally worn professionally by magic-users and
certain other combatants.

(4.113) Light Hide (Column 3):

The natural hide of certain classes of animals, both normal and un-
usual (e.g., deer, dog, wolf).
(4.114) Heavy Hide (Column 4):

The natural hide of certain classes of animals, both normal and un-
usual (e.g., buffalo, elephant, bear).

NOTE: The referee will have to decide on the armor class of the
creatures that populate his game.
(4.12) Pliable Leather Base:

The heavy outer garments normally worn as weather protection by
civilians and as combat protection by some militia and irregulars.
(4.121) Leather Jerkin (Column 5):

A leather vest-like covering without arms and reaching only to the
waist or mid-thigh.

(4.122) Leather Coat (Column 6):

A leather coat covering the arms and to mid-thigh.
(4.123) Reinforced Leather Coat (Column 7):

A leather coat covering the arms and to mid-thigh, but with either
rigid-leather sections or metal sections sewn in for reinforcement.
(4.124) Reinforced Full-Length Leather Coat (Column 8):

A coat as in 4.123 except that it covers to the lower leg.

(4.13) Rigid-leather Base:

Rigid-leather armor and the rigid hide covering of creatures like cer-
tain reptiles and of fantastic creatures such as dragons.
(4.131) Leather Breastplate (Column 9):

A rigid-leather breastplate covering the torso to mid-thigh and part of
the upper arms.

(4.132) Leather Breastplate And Greaves (Column 10):

As in 4.131 above, but with leather greaves covering the forearms and
lower legs.

(4.133) Half-Hide Plate (Column 11):

Rigid-leather armor which covers the body completely, and the hide
of certain creatures that contain at least a few rigid plates (e.g., rhi-
noceros, alligator).

(4.134) Full-Hide Plate (Column 12):

As in 4.133 above, except that the rigid-leather or plates are harder
and/or more plentiful (e.g., turtles, certain dragons, crabs).
(4.14) Chain Mail Base:

Metal chain-link armor, metal scale armor, and the hides of certain
fantastic creatures.

IN COMBAT

(4.141) Chain Shirt (Column 13):
A chain mail shirt covering the torso to mid-thigh and half of the
upper arms.

(4.142) Chain Shirt And Greaves (Column 14):
As in 4.141 above, but with greaves on the forearms and lower legs.

(4.143) Full Chain (Column 15):

Chain mail covering most of the body in the form of a shirt and
leggings.
(4.144) Chain Hauberk (Column 16):

A full-length chain mail coat split from the waist in the front and back
to facilitate movement; certain dragons may be of this type.

(4.15) Plate Base:
Rigid armor of metal plates and the heaviest animal hides.

(4.151) Metal Breastplate (Column 17):

A metal breastplate plus smaller plates covering the torso to mid-thigh
and part of the upper arms.

(4.152) Metal Breastplate And Greaves (Column 18):
As in 4.151 above, but with greaves on the forearms and lower legs.

(4.153) Half Plate (Column 19):

Rigid plate armor covering the body, but with chain mail between the
plates at the joints and covering the legs.

(4.154) Full Plate (Column 20):

Rigid plate armor as in 4.153 above, but with the plates overlapping
at joints, and plate armor covering the legs.

(4.16) Armor Bonuses:

Especially good armor in terms of material, construction, or enchant-
ment, does not change in basic type. Instead it adds a percentage to the
defensive bonus (see 4.3).

(4.17) Armor Penalties:

Due to its weight and constrictive nature, there are penalties associ-
ated with wearing armor while attempting to maneuver, attack, defend,
and throw/fire missiles. These penalties are summarized in the Armor
Table, Table 8.24 (back cover).

NOTE: The armor types, bonuses, and penalties mentioned
above cannot, of course, include all possible types of armor.
The referee will have to fit any unusual armor into the above
system of types, bonuses, and penalties. For example:

Mithril Chain Shirt:

Armor Type: 17

Defensive Bonus: -20

Armor Penalties: As Armor Type 5

Mithril Full Plate:

Armor Type: 20

Defensive Bonus: -30

Armor Penalties: As Armor Type 11

(4.2) SHIELDS

Shields are represented in combat by an addition to the defensive
bonus. In addition, when fighting with one or two weapons, one weapon
may be used as a shield, but may not be used for an attack in the same
round. The additions to the defensive bonus for a shield, or using a
weapon as a shield, are detailed in the Shield-Parry Table (see Back Cover,
Table 8.25). Other limitations due to using a shield are also noted on that
table. Obviously, a shield may only be used against one opponent’s attack
per round, and only if it can be positioned properly (e.g., a shield does
not affect a rear attack).

(4.3) DEFENSIVE BONUS

The sum of all bonuses and penalties that affect the defender’s capa-
bility in combat is the defensive bonus. This number will be subtracted
from the combat roll. The defender can possibly receive bonuses and/or
penalties for superior armor, a shield, his quickness, his position, and for
magic items.
(4.31) Superior Armor:

Especially good armor may result in an addition to the combat bonus.



(4.32) Shield:
See 4.2.

(4.33) Defender’s Quickness:

An addition to the defensive bonus can be given to a combatant
judged to be especially quick. This bonus will depend on the system being
used to determine the physical characteristics of the combatants.

(4.34) Defender’s Position: ,

A variable bonus can be awarded to the defender if his position in the
melee, relevant to the attacker, is judged sufficiently advantageous (e.g.,
behind a wall could be —40 ). Penalties due to a defender’s disadvan-
tageous position (e.g., defender prone) are reflected in an attacker’s of-
fensive bonus (see 5.25 and Table 8.27).

(4.35) Magic Items:
Certain enchanted items such as magic gauntlets, a magic cloak, etc.,
may give an addition to the defensive bonus.
EXAMPLE: A defender wearing Mithril chain (—20 ), using
a non-magic shield (-20 ), possessing excellent quickness
(—25 ), standing above his attacker and behind a stone wall
(—40 ), and wearing magic gauntlets (—10 ), would have a
defensive bonus of (120). This bonus of (120) would be sub-
tracted from the attacker’s combat roll (obviously an unusual
situation).

(4.4) PARRYING OPTIONS

The defender may decide to place more emphasis on his personal de-
fense in combat than is implicit in this tactical system. A combatant may
sacrifice some or all of his offensive bonus and movement capability in
order to increase his melee and/or missile defense. In order to parry, a
defender must use a weapon, shield, or similar item or terrain feature as
summarized in Table 8.25.

(5.0) OFFENSIVE CAPABILITIES

COMMENTARY

The success of an attack will partially depend on the weapon or
weapon combination used, and any offensive capabilities possessed by the
attacker which can alter the combat roll in his favor. The factors which
can affect the combat roll include a superior weapon, physical prowess,
experience, position, magic items, etc.

(5.1) WEAPON/WEAPON COMBINATIONS

(5.11) One-Handed Weapon With/Without Shield:

Any weapon not designated as two-handed is considered to be one-
handed and may be used with or without a shield. When using this com-
bination, parrying may be performed with either the weapon or the shield
(within the restrictions of Table 8.25).

(5.12) Two-Handed Weapon:
These types of weapons require both hands to wield and are very re-
stricted in parrying (see Table 8.25).

(5.13) One-Handed Weapon Combination:

The use of a weapon in each hand is to be considered very difficult to
learn and use. Considerable agility, physical strength, and training should
be required, depending upon the relative difficulty of the combination
being attempted. For example, the difficulty would range from sword/
dagger, rapier/main gauche, etc., up to morning star/ morning star (and
beyond for some quick and large creatures).

(5.2) OFFENSIVE BONUS

The offensive bonus is the sum of the bonuses and penalties that affect
an attacker’s capability in combat. This number is added to the combat
roll. The attacker can possibly receive bonuses and/or penalties for a
superior weapon, physical prowess, expertise, experience, position, magic
items, etc.
(5.21) Superior Weapon:

An especially good weapon in terms of material, construction, or en-

chantment can result in additions to the offensive bonus. The extent of
the addition will be decided by the referee.

(4.41) Melee Parry:

During the Melee Phase, a combatant may elect to commit some or all
of his offensive bonus to parrying. This part of offensive bonus is then
added to his normal defensive bonus to give a new total defensive bonus.
His offensive bonus is reduced by the amount that was added to defense.

(4.42) Missile Parry:

During the Missile Phase, a combatant may elect to parry a missile
attack as in 4.41 above. However, that part of his offensive bonus used
to parry is no longer available for the current round (i.e., the following
Melee Phase). In addition, movement is reduced to 50 of normal in the
following movement phase. Common sense should be used here in de-
termining what part of an offensive bonus can be used to missile parry
(e.g., not bonuses due to weapons).

(4.43) Parrying Limitations:

Certain weapons have parry restrictions, summarized in Table 8.25.
Parry can only be used versus one opponent per Melee Phase. A com-
batant may use part of his offensive bonus for a missile parry, another
part for a melee parry, and the remainder for a melee attack, but the sum
of these may not exceed his total offensive bonus.

EXAMPLE: A defender has a defensive bonus of (—50 ) and
an offensive bonus of (+85 ). He uses a missile parry of (25 )
during the Missile Phase resulting in a total subtraction of (75)
from one missile attack directed at him (his choice if several
missile attacks are incoming). Then, during the Melee Phase, he
parries with (10 ), resulting in a subtraction of (60) from one
melee attack [his choice—his normal defensive bonus of (50 )
will be subtracted from any other incoming attacks]. This leaves
him (50 ) to add to his own melee attack.

IN COMBAT

(5.22) Physical Prowess:

A combatant with extraordinary physical strength and/or quickness
may receive an offensive bonus. This will depend on the system used for
character development and the referee’s judgment.

(5.23) Expertise:
A combatant judged to be particularly expert in the handling of a cer-
tain weapon may be given a bonus by the referee, when using that weapon.

(5.24) Experience:
A combatant judged to be at a certain level of experience may be given
an offensive bonus by the referee.

(5.25) Position:

A combatant judged to be in a particular favorable/unfavorable posi-
tion vis-2-vis his opponent may be given an offensive bonus/penalty by
the referee. Some of these bonuses and penalties are suggested in Table
8.27.

(5.26) Magic Items:

Certain magic items may be judged by the referee to be effective in im-
proving the accuracy and power of an attack, and can therefore be given
an of fensive bonus. For example, a Helm of Quickness could improve the
attacker’s quickness by adding (+20 ) to his swing.

(5.27) Offensive Penalties:

Certain variable occurrences can decrease an attacker’s offensive bonus
(e.g., wounds, armor, movement, etc.). Some of these penalties are
shown in Table 8.27.

EXAMPLE: An attacker using a Mithril sword (+15 ), pos-
sessing an unusual strength (+ 10 ) and quickness (+5 ), ex-
pert in the use of swords (+5 ), being of intermediate experi-
ence(+ 20 ), behind his opponent (+ 30 ), and wounded 25
(—10 ), would have an offensive bonus of (+75 ). This
bonus (75) would be added to his combat roll.



(6.0) RESOLUTION OF COMBAT

COMMENTARY

An attack swing or missile attack is resolved by cross-indexing of the
net combat roll with the target’s armor type on the correct combat table
for the weapon being used. The effects of fumbles and critical strikes are
found on the correct Fumble Table or Critical Strike Table. First deter-
mine the order in which the combatants will swing, and then resolve each
attack in sequence, implementing the results immediately. Missile attacks
conducted during the Missile Results Phase are resolved simultaneously.

(6.1) FIRST SWING DETERMINATION

Each combatant in a melee sums up the first swing points that apply to
him. First swing points are detailed in Table 8.28. The combatant with
the largest total swings first, the second largest total swings second, and
so on. After all combatants have attacked once, those capable of swing-
ing a second weapon recompute their order of attack and resolve their
second weapon attacks.

(6.2) SWING (AND MISSILE ATTACK) RESOLUTION

The net combat roll representing the swing is the combat roll plus the
attacker’s offensive bonus minus the defender’s defensive bonus. This
number is cross-indexed with the target’s armor type on the combat table
corresponding to the attacker’s weapon to arrive at the result of the swing.
In certain cases where a swing is especially bad or good, another roll may
be required to determine the results of a fumble or critical strike.

(6.21) The Combat Roll:
A swing is represented by rolling percentile dice. The number result is
the combat roll for the attack.

(6.211) Fumble:

Each weapon‘type has a fumble range. An unmodified combat roll
within this range results in the attack having no effect. Instead, another
percentile dice roll is made and this number is referenced to the Fumble
Table (see Table 8.21) to determine the result of the fumble.

(6.212) Over-Hundred Roll:

The combat roll is open-ended, providing the possibility for any com-
batant to hit any given opponent—no matter what the respective offensive
and defensive bonuses are. If the combat roll is between 96 and 100 in-
clusive, the dice are rolled again and the second roll is added to the first.
The dice rolls can continue to be made and summed ad infinitum, until a
roll is made that is less than 96. This stops the process and the total at this
point is the relevant combat roll.

(6.22) Result Determination:

The net combat roll is determined by adding the offensive bonus to,
and subtracting the defensive bonus from, the (non-fumble) combat roll.
The net combat roll is then cross-indexed with the defender’s armor type
on the table corresponding to the weapon used by the attacker. This will
give a result such as the one that follows:

17 B K

A typical result will have up to three components. The first component
will be a number from 0 up, which is the number of concussion hits given
to the target. The second and third components, if present in the result,
indicate that a critical strike has been achieved, and describe, respectively,
the severity and type of critical strike delivered. In the above example,
the target has taken 17 concussion hits and a Krush type critical strike of
B level severity. (NOTE: Crush is spelled as “‘Krush’’ and denoted by a
‘K’ in order to distinguish between a Krush type critical strike and
C level severity.)

(6.23) Concussion Hits:

Each combatant is limited in the number of concussion hits that he
can take. When this limit is passed, the combatant is unconscious and can
take no further action until he is once again under the limit. Death may
be caused if this limit is exceeded by a certain amount. The point at which
death occurs is proportional to the combatant’s physical constitution, and
depends on the system used in the game for deriving physical characteris-
tics. The referee will have to decide on the point at which death results
(e.g., a doubling of the number of concussion hits causing unconscious-
ness could result in the victim’s death or, alternatively, the number of con-
cussion hits causing unconsciousness added to a multiple of the
constitution).

(6.24) Critical Strike Types:

A critical strike can be one of three types: Slash, Krush, or Puncture.
They are denoted on the combat tables by an S, K, or P, respectively.
Each of these 3 types is described on a separate table (see Tables 8.11,
8.12, and 8.13).

(6.25) Critical Strike Severity:

The severity of critical strikes ranges from A (least severe) to E (most
severe). When a critical strike is indicated by the net combat roll, then the
table to be consulted is determined by the type of critical strike (either K,
S, or P). A second roil (always 01-100) is then made and the resulting
number is cross-indexed with the severity of the strike (either A, B, C, D,
or E). The new result is added to the number of concussion hits and im-
mediately applied to the target.

(6.26) Unusual Creature Strike Tables:

Certain unusual creatures are so large that the normal critical strike
tables are not used to determine critical strikes against them Unusual
creatures are separated into two categories: large creatures and super-
large creatures. Each category has its own critical strike table that is con-
sulted if a sufficiently severe critical strike is obtained against them. The
roll on these tables is open-ended as described in 6.212. What constitutes
a large creature or super-large creature must be decided by the referee
(e.g., giants, trolls, lesser demons, etc., might be large creatures, and
dragons and powerful demons might be super-large creatures).

(6.261) Large Creatures Critical Strike Table (Table 8.14):

Only critical strikes of severity B, C, D, or E affect large creatures,
A severity strikes being ignored. A roll is made in the same manner as a
combat roll (i.e., open-ended). This roll is cross-indexed with the proper
weapon make to obtain a result which is applied immediately. Note that
the severity of the critical strike is irrelevant, except that it must be a B or
higher. This reflects the fact that creatures present such a large target.
(6.262) Super-Large Creatures Critical Strike Table (Table 8.15):

The Super-Large Creatures Critical Strike Table is used exactly as in
6.261 above, except that only critical strikes of severity D or E affect these
creatures and A, B, or C severity strikes are ignored. This table should be
consulted only for creatures such as dragons and very powerful demons."

(6.27) Critical Strike Interpretations:

Most of the critical strike results are self-explanatory. However, cer-
tain results may have to be modified due to circumstances (i.e., a defender
behind a low stone wall hit by an arrow receiving a critical strike calling
for damage to his ankle should, instead, be hit in the wrist). Similarly, if
a critical strike calling for an unspecified limb to be broken or cut off is
rolled, which limb is to be affected should be determined randomly. A
stunned combatant may parry to his front at 50% of normal (unless no
parry is indicated), but may not move or attack or change facing.

NOTE 1: All damages (including hits), unless otherwise noted,
are only applicable to the target combatant.

NOTE 2: Bleeding indicated on the critical strike tables is re-
[flected in the form of additional concussion hits. This is meant
to show the gradual weakening brought about by bleeding.
NOTE 3: Next swing can refer to a missile attack as well as to a
normal melee attack.



(7.0) MANEUVERING, ORIENTATION, AND MOVING

COMMENTARY

Problems can arise during combat situations when combatants at-
tempt unusual or difficult maneuvers, and when two or more combatants
come into conflict while moving. The guidelines for maneuvering, ori-
entation, and moving provide one method for resolving these conflicts.

(7.1) MANEUVER RESOLUTION
When a combatant indicates an attempted maneuver, the referee

should assign a degree of difficulty to the maneuver. The degree of diffi-
culty is chosen from those listed across the top of the Maneuver Table (see
Table 8.22). The combatant then makes a maneuver roll. After the ma-
neuver roll is modified by maneuver bonuses and penalties, the net ma-
neuver roll is cross-indexed with the degree of difficulty on the Maneuver
Table to obtain the result of the maneuver.

NOTE: Certain maneuvers may be deemed impossible by the

referee; such maneuvers always fail.

(7.11) Maneuver Roll:

The outcome of an attempted maneuver is resolved by rolling percen-
tile dice. The number result is the maneuver roll, which is open-ended
both upwards and downwards.

(7.111) 01-05 Roll:

A dice roll between 01 and 05 inclusive indicates exceptional clumsi-
ness. The dice are rolled again and subtracted from the first roll. If the
second roll is between 96 and 100 inclusive, then a third roll is made and
also subtracted, and so on. The sum of these rolls is the maneuver roll.

(7.112) 96-100 Roll:

A dice roll between 96 and 100 inclusive indicates exceptional agility.
The dice are rolled again, and the result is added to the first roll. If the
second roll is between 96 and 100 inclusive, then a third roll is made and
also added, and so on. The sum of these rolls is the maneuver roll.

(7.113) Maneuver Bonuses And Penalties:

Attempted maneuvers can be affected by various factors such as ar-
mor or magic items. Bonuses and penalties for these factors are outlined
in Table 8.29. The sum of these bonuses and penalties is added to the
maneuver roll to determine the net maneuver roll.

(7.12) Maneuver Results:

Most results are self-explanatory, but a percentage result can be in-
terpreted in several ways by the referee. In the case of an all-or-nothing
maneuver (i.e., no partial success), a second dice roll must be made. If
this second roll is equal to or less than the original percentage result, then
the maneuver succeeds. Otherwise, the maneuver fails. If a maneuver can
be partially successful, then the original percentage result is the degree of
success.

EXAMPLE: Suppose a combatant attempts to leap 15 feet over
a chasm 11 feet wide. The referee assigns the leap a degree of
difficulty of ‘‘complex.’’ The combatant wearing a chain shirt
(—10 ), possessing excellent quickness (+30 ), wounded
30 (-10 ), rolls75, resulting in a net maneuver of 85. Cross-
indexing 85 and ‘‘complex’’ on the Maneuver Table reads 80

This means that the combatant has leaped 12 feet and therefore
crossed the chasm. If this maneuver had been to throw a rope
around a rock on the opposite side of the 11-foot chasm, and the
same result as above had been obtained, then a second dice roll
would have to be made. If the second roll (unmodified) was
equal to or less than 80, then the rope throw would be successful.

(7.2) ORIENTATION ROLL

When required by the referee, combatants must make an orientation
roll to determine their degree of self-control and awareness. The referee
must determine the degree of difficulty of the orientation attempt. The
combatant then makes the orientation roll in the same manner as a ma-
neuver roll. Failure means disorientation and no further action is allowed
for that round. Success means that the combatant is under control and
aware of the situation, and may take further action that he would nor-
mally be allowed.

EXAMPLE: The combatant described in the example under
7.12 above kills an opponent during the Melee Phase. However,
while he was engaged, another opponent has been sneaking up
behind him. During the Final Orientation Phase, the referee di-
rects him to make an orientation roll to see if he has successfully
become aware of the threat to his rear. The combatant possess-
ing the same bonuses and penalties as described above rolls 38,
resulting in a net orientation roll of 48. Cross-indexing it with a
degree of difficulty of ‘‘very hard’’ assigned by the referee reads
of as 60 . A second roll of 73, larger than 60 , indicates that
he has failed his orientation roll and is not aware of the oppo-
nent coming up behind him, and that he can take no action re-
garding this threat. Of course, how to keep the combatant from
taking action against this threat is up to the referee.

NOTE: During this phase, gamesmaster may allow certain ex-
traordinarily trained unarmed combatants (e.g., expert warrior
monks) to make a recovery roll versus stunning or unbalancing
effects incurred in previous melee result phases.

(7.3) MOVEMENT CONFLICTS

When two or more combatants attempt to perform conflicting move-
ments, the referee may choose to resolve the conflict by having the com-
batants in question make maneuver rolls. If all the maneuvers are success-
ful, then the conflict is considered a draw, and movement for the involved
parties terminates at the point of conflict. In these cases of conflicting
movement, the referee will have to ultimately decide himself the outcome
of the conflict. The maneuver rolls of theinvolved parties are intended to
aid him in his decision.
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TABLE 8.23 BATTLE ROUND SEQUENCE

. SPELL PHASE

. SPELL RESULTS PHASE

. SPELL ORIENTATION PHASE

. MISSILE PHASE

. MISSILE RESULTS PHASE

. MOVEMENT AND MANEUVER PHASE
. MELEE PHASE

. MELEE RESULT PHASE

. FINAL ORIENTATION PHASE
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TABLE 8.27 OFFENSIVE BONUSES AND PENALTIES TABLE

(+ is beneficial to the attacker, effects cumulative)

CATEGORY EFFECT
Each unit added due to attacker’s physical prowess,

magic items, combat expertise, level, etc. +5
Flank attack +15
Rear attack +20
Surprise +20
Stunned foe' +20
Downed foe' +30
Prone foe' +50
Wounded more than 25% (Concussion hits) -10
Wounded more than 50% (Concussion hits) -10
Wounded more than 75% (Concussion hits) -10
Armor (See Missile Attack Penalty on Armor Table) — (Variable)
Moving (% of possible movement equals subtraction) — (Variable)
Drawing weapon (also applies to movement) -20
Changing weapon (also applies to movement) -50

On horse or any analogous animal) - 50

On horse (or any analogous animal) and using missile -20
Miscellaneous (to be determined by the referee) + (Variable)

'Only one of these penalties can apply at any given time.
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TABLE 824 ARMOR TABLE
ARMOR MINIMUM' MAXIMUM® MISSILE® QUICKNESS*
TYPE MANEUVER MANEUVER ATTACK PENALTY
PENALTY PENALTY  PENALTY
1 0 0 0 0
2 0 0 0 0
3 0 0 0 0
4 0 0 0 0
5 0 0 0 0
6 0 -20 -5 0
7 -10 -40 -15 10
8 -15 -50 -15 15
9 -5 -50 0 0
10 -10 -70 -10 5
11 -15 -90 -20 15
12 -15 -110 -30 15
13 -10 -70 0 )
14 -15 -90 -10 10
15 -25 -120 -20 20
16 -25 -130 -20 20
17 -15 -90 0 10
18 -20 -110 -10 20
19 -35 -150 -30 30
20 —45 -165 -40 40

'Minimum maneuver penalties apply to persons fully trained in maneu-
vering while wearing the given armor type.

*Maximum maneuver penalties apply to persons fully untrained in ma-
neuvering while wearing the given armor type.

*Missile attack penalties act as subtractions from the offensive bonus used
for missile attacks. This is meant to reflect the disadvantageous effect of
armor worn on the arms of a combatant.

*Quickness penalties act to reduce or cancel the given percentage points of
a combatant’s defensive bonus (i.e., those points based on the defender’s
quickness). Unlike those above, this penalty can only apply against the
armor-user’s quickness, and will not reduce a combatant’s defensive
bonus below the level it would be had there been no quickness bonus
whatsoever.
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TABLE 8.25

SHIELD-PARRY TABLE

TABLE 8.26 DEFENSIVE BONUSES AND PENALTIES TABLE

SHIELD TYPE ‘lllé)liﬂslljjss ‘llié)liﬂslljjss WEIISHT PARRY (— is beneficial to the defender, effects cumulative)
MELEE MISSILE POUNDS LIMITATIONS CATEGORY EFFECT
wall Shield 30 40 45-50 NONE Each }mit add due to physic.:al quickness, defensive items,
. superior armor and/or shield, etc. -5
e Shleld' 25 25 el DAL Quickness penalty (See Armor Table) + (Variable)
S . 20 15-20 NONE Shield bonus (See Shield-Parry Table) ~ (Variable)
W 20 . Al Do Miscellaneous (Determined by referee) + (Variable)
Main Gauche 15* 0 1-3  Cannot parry missiles.
One-Handed Arms SE 0 — Cannot parry missiles.
Two-Handed Arms S 0 — Cannot parry missiles/
T s e TABLE 8.28 FIRST SWING DETERMINATION TABLE
armsat 50% (maximum). (Highest total swings first, effects cumulative)
Pole Arms 5* 0 — Parries non-pole arms
at 50% (maximum). CATEGORY EFFECT NOTE
Terrain (Variable) — To be determined by the Strength +10 Applies only to stronger
referee (i.e., a stone combatant.
wall could be used to Weapon ready +30
parry a missile attack). Quickness +(1-100) Based on a 1-100 quickness
*Can only be used if weapon not used to attack with. range. This may vary accord-
ing to the game system
TABLE 8.29 MANEUVER BONUSES AND PENALTIES TABLE employed.
. . . ) One-handed weapon 0
(+ is beneficial to the maneuvering combatant, effects cumulative) Two-handed weapon ~10
CATEGORY EFFECT NOTE Pole Arm +40 Firstround of combat between
Agility and quickness —35to +35 Range based on humanoid two given opponents.
agility and quickness. (OR)
Wounded more than 25% -10 Concussion hits. Pole Arm -20 All subsequent rounds between
Wounded more than 50% -10 Concussion hits. same opponents.
Wounded more than 75% -10 Concussion hits. Shield -10
Armor — (Variable) See Armor Table for Maneu- Surprised —40
ver Penalty. Encumbered —-40
Experience level, training, + (Variable) To be determined according to Wounded more than 50% —49 COHCUSSi.OU hits.
game system. Moving — (Variable) Subtraction equal to percent-
Bonuses due to spells + (Variable) Tobe determined according to age of movement allowance
game system. expended.
Unusual absurdities + (Variable) To be determined by the Longer weapon +10
referee. Longer weapon +30 Where one or both combat-
Miscellaneous + (Variable) To be determined according to ants are charging.
game system. Two weapon combination -5
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Lose goumr aRIP
AND THE oPMATwm'/
To GET IN AN OPEN
Brow. MAyBE you
Wi IMPROVE .

Lose gouR GRiP.
Ldau LoSE THE
OPPORTUNITY To
Take AN OPEN
SWiNG.

Lose your &RIP,
ou LoSe THE
aP)aAfumr/ To
TAKE AN OPEN

SWING.

Lose ”oa& GRIP.,
ndou LOSE THE
OPPORTYUNITY To
TAKE AN OPEN
STRIKE .

Lose your GAWP.
you ELECT NoT To

ATTACK BECAUSE
OF LOST CONTROL.

| ose YouR GRIP.

oU ELECT NoT
To ATAcK . Goop
CHOICE.

DRoP govR WEAPON,
Ir wiee TAkE L
ReUND To DRAW A
NEW ONE, OR 2 RPs
To RECOVER 0LD ONE.

DRoP ouR WEAPON.
IT wir TAKE 2 RDs,
To DRAW NEW ONE
O0R 4 Rounds To
RECOVER OLD ONE.

FumBLE  govr
DELVERY . Ldou
LoSE THE oPTioN
To ATACK BUT CAN
STk PﬁRk)’.

FomBLE ouR
DEu\/&A/. gdou
LeSE 2 RouNDS
BuT CAN STILL
PARRY.

oU FuMBLE tﬂnuR
DELIVERY AND HANG
ONTo YOUR WEAPoN.
SvBTaAcT 107, From
YouR NEXT ATACK.

ONE's TeN THumBS
JUST CANNoT
HANDLINC LOAPING.
You LosE THe
ROUND.

Yfov sup wiTH
GRACE ANOD LOSE
THE OPPeRTuUNITY
To GET In THE
VITAL Blow.

ou SLP INTo
Foa 0F MIND. You
Lose 1 Round N
ORPER IN COLLECT
Your THOUGHTS,

You swP AND ARE
srunnen FoR 1
RouND . Ammyr/ you
TUST LoOK uw'u/.
TRY AGRIN.

oV SLP AND LOSE
JOUR SADDLE PoSITioN.
ou Lose Z ROUNDS
BUT CAN STILL
PQRA/.

ou SLIP AND lose
2 RoUNDS To Fuu/
RECovER. Yov
HoLD ONTo WEAPON
AND CAN STILL PARR7/_

lJou FumBLE our
AMMUNITION . Ldau
Losg 2. Rounps
TRYING To RECOVER.,
ReAL WEAK, KiDp.

H-50

Bap  ForowTrRovGH .
gdgu LOSE gauk
onakﬂmlrx AND
GIVE {oURSELF 1
HiT. REAL WEAK.

StumaLe OVER AN
UNSEEN  IMAGINARY
DECEASED TURTLE.
gau LOSE 2. ROuNDS
oF OFFENSIVE ACTioN
BUT CAN STIWL F'ARR7’A

Lose youR Rip AND
JUGGLE WEAPON FOR
2. RouNDs. you CAN
ST PﬂkR}/‘ t/ouk
NEXT SwiNG IS AT
—10%.

0UR MOUNT REARS
AND tfou ARE QuITE
STUNNED FoR 2

ROUNDS DVURING
THE chavst{)/.

ldau FumBLE Your
WEAPON AFTER
LoSING YouR GRIP.
(Jnu ARE STUNNED
ForR 3 RounDsS.

BRreak ARROW AND
LosSE (JoUR cooL .

oU FIND (OURSELF
ouUT OF 2 RouNDS
OF AeTioN.

Si-69

Vw SUP wWiThHouT
GRACE AND LOSE 2
ROUNDS WORTH OF

OPPORTUNITIES . (x00D
Luek PAL.

BAv Move. {ou
LoSE 2 Rounds
OF OPEN SWINGS.
Fomuar::.yl you
CAN ST PARRY.

%nu SwuP AND ALmosT
FALL. \JoU ARE
STUNNED AND UNABLE
To PARRY FeR 2.
RoUNDS .

LﬂUU LosE (ouR
GRIP AND FumBLE
oUR WEAPON. liau
ARE STUNNED FoR
3 RounbDs.

Poor RELEASE.
WEAPON LANDS
HARMLESSLY 20
FEET T THE LEFT
oF TARGET.

DRoP youR ARRowW .
Yov Lose X
ROUNDS RELOADING .
TRY HAND ARMS
NEXT TimE.

GA-74

Lose (ove GRiP
AND  TUGGLE {foUR
WEAPON  FoR 2
ROUNDS . vou CAN
STILL  PARRY -

Lose vwk &RIP
AND  TJuGGLE YouR
WEAPoN FOR 2.
ROUNDS . \ﬂnu can

ST PARRY-

Lose gouR GRIP
AND TUGaLE WEAPoN
For 3 ROUNDS.
LdmlR NEXT SWING
is AT —10%.

0UR PooR MouNT
STUMBLES AND yeu
ARE STUNNED AND
UNABLE To PARR
FoR 2 RoUNDS .

VERy PooR RELEASE
SENDS WEAPON OFF
DIRECTLY To THE
RIGHT, 'RERowL IF
SomgonE LES IN
THE NEw PATH.

DRoP yourR Bow
Yov Lose FS

ROUNDS WHILE
RETRIEVING IT
AND RELOADING,

71-89

Lose your GRi?
AND TucaLE YOUR
WEAPN FoR X
RoUNDS, UNFORTUNATELY,
{ou  cAnNor PARRY «

Very BAD MavE,
fou ARE STunmEp
AND UNABLE To

PARRY FoR 2. RDS,

NoT Geoo,

FumsLe youR
FollowTHROUGH . \dou
Lose 3 RounDs.
{fou ARE STUNNED
FoR. 2. ROUNDS,

ou BREAK ”GUR
WEAPON AND |OSE
2 ROUNDS WHILE
PRAWING A NEW
ONE,

ou SUP AND LOSE
3 RouNDs To Fuu/

RECOVER - \dou HoLp
ONTo WEAPON, BuT
CANNoT Pnkky.

BowsTRING BREAKS,
You LosE 2 Rounps
DRAWING A NEW
WEARPoN OR &
ROUNDS WHILE
RESTRINGING BoOw,

81-85

Yfou lose goua
"winp" AND REALISE
THAT {OU SHouLp
RELAX AND NoT

Swine For 2. Ros.

Lose ygovR GRiP
AND TUGGLE \’evl{
WEAPON For 3
Rounbs, \deu AN
ST PARRY.

CLums/ MovE,
Ldou ARE STUNNED
AND UNABLE To
PARRy For 3
ROUNDS .

ou DRoP loaul
WEAPON IN ONE
oF ndz!uR LIGHTER
momenTs. LosE 2

ROUNDS DPRAWING
A NEw ONE.

oUu DROP lvauK

WEAPon . IT Wi
TAKE 2 Rounbps
To DRAW NEW ONE
OR 4 ROuNPS T
REcOVER oOLD ONE.

/

Ldau FumBLE ,ouR
WEAPON . ou ARE
STUNNED AND QUITE
UNABLE To FIIRR/
FoR THE NExT 3
ROUNDS .

G670

Fog's SmooTn Moves
LEAYE You STUNNED
FoR A. Rounobs,
HopeFuwy, ffou witk
LEARN .

Tncrepiguy 8AD
meveE. You ARE
STUNNEDP AND UNABLE
To PARRY FoR 3
RouNps.

DRop yourR WEAPON.
TIr wil Take 2
RouNDS To PRAW
NEw ONE OR @ RS
To RECOVER OLP OWE.

ov BREAK ”ﬂuk

WEAPON AND L0SE
2. RoUNDS DRAWING
A NEw ONE, \dou
TAKe 10 HiTs,

\you FumBLE YouR
WEAPoN BADLY Bur
HANG ONTo IT. ljau
ARE STUNNED AND
UNABLE To PARRY
FoR & ROUNDS.

Lduu LET (‘aun
ARRow F:.] MUCH
Too SooN. ov
STRIKE 20 FEET
SHORT OF TARGET.
ﬁ‘ou ARE ouT 2 RDS,

95

oy sTumsLE . THe
CLASSLESS DISPLAY

LEAVES ou STUNNED
FoR 3 RouNps, Yoy
MIGHT STILL SURVIVE.

ou STUMBLE AND
NEARLY FALL DownN
IN AN APPARENT
ATTEMPT To CommiT
SvicIoE, ch ARE
STUNNED 4 ROUNDS.

{fou TRiP AND FALL.
I+ wiw TARE 4
’ RounNDs To RECOVER
ou ARE UNABLE To

PARRY FoR 3 RoUNDS,

OUR SEATING IS
ImPROPER AND jou
FIND JoURSELF
STUNNED AND UNABLE
To PMK\/ For 3
ROUNDS.,

ou LET Go of
WEAPON Too EARLY
AND SEND IT OFF
30 FeET BeHIND

ycu_

S1iP AND FALL DOWN.,
OUR SHOT GOES
ASTRAY. You ARE

STUNNED For G
ROUNDS, AND UNABLE
To PARRY 2 Rounps.

F6—%%

SwALLLW ToNGUE
IN THE ExcitemenT.
eu ARE STUNNED
AND UNABLE To PARR”
FoR 3 Rounbs.

OU TRIP AND FALL .
Ir wi Taxe 4
Rounos To RECOVER.
dev ARE UNABLE To
PARRY FoR 3 Rounbs.

Udou INJURE §ouR
SHOULDER . oV ARE
STUNNED AND UNABLE

To PARRy For 3
Rounps “AND FIGHT

AT —-25%

QUR Bopy ABSORBs
THE IMPACT. !d""
TAKE A0 HiTs AND
ARE STUNNED AND
UNABLE To PARRY
FoR ( RouNDS.

(dou FALL DOowN.
0UR SHOT Goes
AsTRAY . oV ARE
sTunNep For 2
ROUNDS.

BREAK your Bow.
ouU ARE STUNNED
AND UNRBLE To
PARRY FoR 4 Rps
oF AcTien. Goop
Luek , PAL,

4108

BAD TASTE AND PooR
EXECUTION . liou
ATEMPT To MmAarm
\,ouusur. Rowr onN
THe "D" eRITicAL
TABLE (SLASHES).

WoRST mMave ANfoNE
HAS SEEN IN Aues.
50% CHANCE You ARE
ouT 2 DAys wiTH A
PULLED GROIN. 5070
CHANCE OPPONENT OUT
3 ROUNDS LAUGHING.

Lﬁau BREAK YoUR
WEAPoN AND ARE
STUNNED AND NoT
ABLE To PARRY FoR
G RouNps.

ov  FALL OFF OF

OUR  MouNT, RoLE
oN THE "D " crusH
CRITICAL STRIKE
TABLE.

Ldou HiT ”aURSELF
DURING DELIVER/.
ReLe onN The "D
CRITICAL STRIKE

TABLE ( CRUSHES).

PooR TubGEMENT,
ov LET ARROW
Fiy AND LOSE AN
EAR. +5 HITS. You
TAKE 2 HITS PER

ROUND.




123) 06 UM
$30J [[B SUNIS A0

e

0] punoJ ay) jiey aaey
NS NOX 193] Of ulygim
$30J [[B SUNIS A0

'SpuUnol g 10§
sifo1 Apuauj 03 o PPV

‘satjje JnoA sandsut aaop

'Spunoi p Ioj
Sl1o4 A[puaLyj o} of PPV
‘sat[[e JnoA saxdsul Ao

‘SpUNoI ¢ 10§
s[ios A[pualsj 01 og PPV
'sal[[e JnoA sandsul Ao

'SpunoJ ¢ Joj
sfios Ajpuanj 01 6 PPV
‘salf[e JnoA sasdsul a0

‘Spunoi ¢ 1oy

sfio1 Apusny 01 07 PPV
‘salf[e JnoA sandsul a0

'SpUNoI 7 10§ %01 +
Je2IESII[|RINOL B
sandsut2a0 Jueljug

‘[e100

Y JUILIND INOA WOy
€ 1engng 18313 [29)
NOA *3A0W 3[qIP3Iou]

‘oe 0)

*SpuUnoJ ¢ J0j
s[[o4 A[pusuij 01 of PPV

‘SpUNOI ¢ 10
s[io1 A[puauj 0} G PPV

'SpUnoI ¢ 10§
siio1 A[puanj 01 0Z PPV

‘spunoi z Joj
%0l + 18 31BS3Y|e IN0 L
‘pauUNISUN 318 NO A ‘[[8

‘e
NYuaLIND 10K wouy
€ 1venqng 18213 29

001 001 PUNOJ 3Y) J{ey Ay NOX sa1jje 1noA sasidsut sAop ‘sa1[[e 1noA sasidsul a0y 'sat[[e JnoA sandsut a0 sandsut aA0p uelUg noA "3Aoul 3[qIpaIou] 0S1 SLL — 9T
‘Spunol 7 10§
‘Spunou z oy 'Spunol ¢ 10 %0§ + 1B 2B SAN[[B INOL ‘[210) JUILIND WOJJ
s[jos A[puauj O} O PPV s[03 A[puailj 01 07 PPV ‘pauuUNISUN 2IB NOA |8 SNY p 1981QNG “13112q
06 001 ou 'salf[e Jnok sandsut 3a0p 'sal[[e JnoA saaidsur Ao sandsul 3A0 uelUY [93) NOX "dA0W B3I ovl 0SI SIT — 981
‘SpUNOI 7 10j S[[0J SAl[[e ‘[210} JURLIND INOA WO}
0] 0] PPV "Pauunjsun sy p 19eNQNg “j821d
08 06 o1l oct 218 NOX ‘2AOW JUI[[3IXF 193 nox "aaowsadng ogl ovl ovl s8I — 991
0L 08 001 o1 (114 (1141 (141 otl ov1 S91 — 9sI
09 0L 001 001 or1 (141 (114 ofl otl SSI — 91
0S 09 06 001 001 (1101 (174 (174 (0% SPL — 9¢l
oy 0S 08 06 001 001 ort ozl (074 S¢l —
0€ oy 0L 08 06 001 o1l oll 14! 114 St
0T 0o 09 oL 08 06 001 (1181 (1181 111 St
0l 14 0S 09 0oL 08 001 001 ol sor —
S 0 oy 0S 09 0L 001 001 001 s6 —
TEoTTe ol 03 o 05 0 001 001 001 8 —o 3
SPUROLT 10§ L3344 S 0T ot o¥ 0S 06 001 001 S — =
‘SpUNOJ 7 JOJ INO 3B N0, ..M
‘punossad siy ¢ axer m
nox SHY L+ ‘umop[[eq 198 0] reg o1 ot ot oF 08 06 001 9 — 9§ .0
SMH SI+ "%0€- ~
18 318 no A ‘juawedi Jea) ‘SpuUNo.U ¢ 10§ N0 31 m
pueapyue ureidg ‘e NOA 'SITH S+ "umop fief S ol 0z ot oL 08 001 sS — Iy
‘SIH Ol + ‘Sspunos ‘SPUNOJ 7 JOJ N0 3JB MO Z
0€10JIN03IB NOL ‘punoi sad sy ¢ el m
‘IN0 fjasInoA yoouy| ‘[ied nox SNH L+ "umopieq 108 0} [1eg IS ol 0z 09 oL . 06 o0 — 1%
‘Spunol M
‘spunos ZINO3IBNOL "%GZ- =
9 10 INO 218 NOX ‘uLle je 218 NOA “3pdsnui 33 'SpUNOI ¢ 10 INO 3e =
easg "SIH SI + ‘led eqind noX ‘SHH G+ ‘Ied NOL 'SIH G+ "umop [[ef weolieg S 1] 0S 09 08 o — 10
‘spunol Y1oows A1aA
1IN0 2JB NOL "%GL- 18 JON 'SPUNOJ 7 INO e ‘SUH Ol + "%0€- ‘spunos
arenoj ‘3a1 Jnok yeaiq nox ‘ISLM INOA yeaiq JB 318 NOX ‘3[oSnuI Jea) ¢ Jojuonde jo no a1e
noX 'SMH 01 + ‘lied nOX 'SMH 07+ ‘lied pue 3[yue uresds ‘e NOX "SIH G+ ‘umopjied weoleg S ot 0S oL 0 —(ST°)
Ted
‘SIY 67+ ‘suue ‘spunol *250[ NO | 'SpUNo1 gJ I0j SWH SI + "%0€-
4)oq ¥eaIq NOL ‘Spunos 9 JOJ N0 3JB NOL ‘ULE MO 24 NOX ‘INO Jj9sINOK e 218 no ‘Judwedy teay ‘SpUNoJ ¢ 1IN0 a1e
81 In0 2se NOA “[led Yealq 'SUH ZI+ ‘lled Yd0uy 'SIH Of + ‘Ied pue apjue utesdg e nox 'SIH G+ ‘umop|eq RELAVE LR ol ot 0S (9z:) — (0S”)
“yroowss K1aA
‘Apoq Jamo[ jo ‘9,08~ 18 3J8 N0 22Uy ‘Spunol JON ‘SpuUnoi Z 1no aie SHH
sisk[esed "snH g7+ 's3ap 12)1BYS 'SPUNOJ g INO 9J0J N0 318 NOA ‘uue noyx ‘Isum Inok yeaq G+ '%GZ- 18 3JBNOL ‘SHH ¢+ ‘spunol
pue yoeq yeaig Ted ase noX ‘sMH of+ Med Yeaxg ‘SIH Z1+ ‘ed nox ‘sH 0z + ‘lied *apyue utesdg ‘'umop fjeg 7 3507 'umop [leg “Jo' 0} [1eg o1 oc (1s-) — (oor1-)
‘SpunoJ
1834 | JOJ BWIOD ‘SpUNoI (9 INO e *94,08- 18 318 NOX 23Uy ‘spunol € pauun)s'spunos “SUH
B Ul 3JE PUE 3UOQYORq * nox ‘SitH O£+ "Yd3u pue Janeyg ‘'spunos g Jno 9JOJ N0 e no ‘SIH Q1IN0 3Je no A “SIH 9+ "%GZ-1e e nox ‘SpUNOJ 7 10j N0 I8
anoA ysews nox ‘[ied suue y1oq yeaig Ted a1enoX ‘SiH 0c+ Ied G1+ ‘3a[yeauq Jred 0l + "uue yeaiq ‘jleg ‘apjue uteids ‘umopjied nox “SIH 7+ "umop [eq "Joe 0} 1 O.— (ror ) — (0s1°)
“Jeak [ JOJ ewOd "Apoq Jamo] jo *$S3[aSN SULIY "SPUNOJ ‘spunol ‘spunoJ
‘umop ¥d3u B Ul 18 pUE dUOQYORq sishjesed ‘siH 67+ 's39| g1 IN02IB NOA "SHH 6IN0 1B NOL ‘SUH 9I0j N0 31e N0 ‘SIUH ‘SPUNOJ  JOJ INO 3s8 ‘SNH 7+ ‘spunol
woij nok sazA[esed [[e4 anoA ysews noyx ‘[ieqd pueoeq yeasqg ‘|ed 07+ ‘swieyealq [[eq S1 + "33 yeasq ‘[eq 01 + 1sum Yealq ‘jleg nog 'sitH €+ "umop [[e4 7 25077 "umop [je4 1o 0] g (IS1-) — (00T}
-ouids uaxoug ‘SHH ‘SpUNoJ ()9 IO e ‘SS3[ASN SWIY ‘SPUNOJ “spunoJ *spunoJs ‘SHH 6+
‘spunou ¢ ut 31p 0f+ 'siead ¢ 10jewOd noj 'SMH Qg+ "Yo3u pue 8l INO 3B NOA “SIH 640 IN0 218 NO A “wie 9 10§ INO 31 NOA “SHH *SpUnoI 7| 10j N0 aIe *SpuUNoI ¢ N0 1B
TINYS saysnid [je NOX "Yd3u syealq [[eq ® OJUI NOA SPU3S [[ey swue yjoq yearq ‘[[eqd 07+ 'swie yealq ‘ped Yealq ‘SiH S+ ‘led 0 + ‘swae yeaiq ‘fed noj ‘Ino jjas ydouy ‘jed noj ‘S 7+ "umop [[e4 102

pInsqy

Afiod 199yg

PI*H
Apwanxy

pisy Lap

PIsH

3y

Aswg

aupnoy

JdT4VL INTFWIAON / dIANINVIN 778




o

Bhrikes

f ¢

Lr

,5 ! is%res

LR

WEAK STRIKE Yr1€ELps

Qi‘ ZIpP NO  EXTRA DAMAGE .
06 +6 + [ Wi +2  HITs +3 HiTs
ag 1@ | UNBALANCE FoE.
e 4= HIT +5 HITS. You RECENVE
: +2Z Hits + 3 HITS +"+ HITS INITIATIVE Z()\Y RouND,
Yov RECEWVE INITIATIVE GLANCGNG  Bow To Bww To FOE'S Sip€
+ 3 WiTs + 4 HiTs

H-45

NEXT ROUND.
+4 AT

FoE's SIPE. + 3 HiTs,
You RECEIVE INITIATIVE
NEXT ReuUND.

YiEws + & HITS.
ujou RECEIVE INITIARTIVE
NEXT  RoUND.

FoE MuST PARRY FoR
NEXT RoUND oF ACTioN.

FoE mMUST PARRY NEXT
ROUND OF ACTION,

4820

Fee musT PARRY NEXT
ROUND . !
+ 1 wmr

Brow To si0e . + 2.
HiTS, Foe musT PARRY
NEXT RouNO AT —10%7,,

Bow To Sive. + 4
Hits. Foe must pARRY
NEXT RaUND — 20% .

MINGR SIDE  WOUND.
Fo€ FiGHTS AT -107.
+ 2 MITS. You REcevE
INITIAT/IVE NEXT RounP.

STuN Fo€ For 1 Reuno,
fo€  MAy NoT anal-
ADD  +10%% To YovR Néxr
SWiNG .

Foe musT PA&A] NEXT
Rounb. + 2 HiTS. AdD
+10% To NEXT SwWiNG.

FoE MUST PARRY NEXT
RounND AT =209 .
+ L HITS.

\aou BREAX Foe's RIB,
3 EXTRA HITS. Foe IS
STUNNED NEXT RoUNP.

STRIXE To sive. FoE

IS STUNNED FoR NEXT

Roung AND cAnNNoT PARRY,
+ 3 RS

Fe€ RECEIVES MINOR
SIDE  WeUNB, FIGHTS AT
~10 7 and TaAkes | WiT
PER RouND. + 3 HITS.

26-45

MINOR  CALF WOUND.
Foe  RecewEs L HiT
PER RouND.

MINOR CALF WounD.
Foe TAkEs 1 WiT Per
RouND. + 2 HITs.

ou SLASH FoEs hEG,
Fo& TAKES 2 HITS PER
Rounp. 4+ 2 Hits,

You ScAsn Fof's UPPER
LEG AND DELIVER 3
EXTRA MITS. fo0E TAKES
2 HiTs A RoeunND.

Brow To foe's uPPER
LEG. IF FoE HAS LeG
ARmMOR + & HiTs. IF Fo€
HAS No ARMeR, + 3 HITS
AND + 3 HiTS PER ROUND.

Mo =50

Biow To FOE's BACk .
+ 2 WiTs, FoE must
PARRY NEXT Rounp -307,,

Brow To Fot's BAck,
Foe mMusT PARRY NEXT
Rouno AT —30%;.

+ 4 HiTS

Birow TO FoE's BAcK STuNs
o€ I Rounb. FoE may Nor
PAARY. +3 HiTs AND Fo€
7axes 1 HiT PER Rouwd.

STRIKE To Fo€'s LOWER
BACK . FoE MAY NOT PARR
AND IS ouT NEXT Rouno.
+ 3 HITS. FOE TAKES 2.
HITS PER ROUND.

STRIKE To FOE'S LowéER
Back. FoE MAY NoT” PARRy
AND IS ouT NEXT Reunp.’
44 HiTS. FoE TAKEsS 3
HITS PER ROUND,

S4-6§

Biow To Fos's cHEST.
+2 HITS. FoE MmusST PARRY
NEXT Round - 25 % . FoE's
woeund GIVES | HiT PER RoUND.

MinoR CHEST WOUND. Fof
TAKES 1 HIT PER ReunD
AND MuST PARRY NEXT
2. Rounps. + 3 HiTs. Foe
FlanTs —5% .

MiNoR CHEST wounp. +4
HITS . FoE TAKES 2 HITS
PER RoUND ANO FIGHTS AT
-lo Foe musT PARRY
NEXT ROUND.

MEDIUM CHEST WOUND.
+5 HiTS. Fo€ TAKES 3
HITS PER Rounp, FIGHTS
~157%, ANp MmusT PARRY
NEXT "Rounp.

CHEST WOUND, Fo& TAKES
4 HITS PER ﬂ-mo’ Is AT
-10% , AND is STUNNED
2 RounDs. + G HITs,

SE-Go

MinoR THIGH WOUND.,
Fo£ TAKES 2 HITS PEA
Round AND MuST PARRY
NEXT RounND. + 3 HITS,

MINOR THIGH WOUND .
Fo& TAKES 2 HITs PER

RouND. + 4 HITS. Fof
MUST PAARY NEXT 2. Rps.

MINOR THIGH WOUND .
Fog TAKEs 2 HITS PER
RounND . + &5 HITS. Fo&
15 STUNNED NEXT ROUND.

MEDjum THIGH Wounpd.
+ & HiTs, Foe TAKES 2.
HITS PER RouND AND Is
STUNNED 2 RounDds.

THiIGH WOUND . FOE 5
STUNNED FoR 2 RoUNDS.
+8 HITS., Foe Takes 5
HITS A RounD |

61-65

MINOR  FOREARM WOUND.
+ 3 HiTs. Fo€ TAkes 2
HITs PER RounND AND /5
AT - 107

MinNnoR  FOREARM LIOUND,
Fo£ /5 STUNNED NEXT
Rounp . + 4 HITS. Fo£
TAKES 2 HITS PER RounND
ANno /S AT - 109,

MEDIUM FOREARAM WOUND,
+4 HITS. Foe TAKES 3
Hits PEA Rounp, IS AT
-10% , Anb IS STUNNED
NEXT RounD.

MEDIUM FOREARM WOUND.
+ 4 HiTs. Fo€ Taxes 3
HiTs PER Rounp, IS AT
~10%, , AND 15 STUNNED
NEXT 2. Rounbds.

ForREARM WOUND. FOE s
STUNNED FoR 2. RouNDS,
+ G HiTs. FoE Taxes 3
HITS PER RoUNP AND |s AT
-157.

21

ou SHATIER SHOUWER IN
FoE's SWIELD AmM. ARM IS
UsELEss. + 10 NEXT SwWiNG,
FaE IS SrumnNEP 3 ROUNPS .
+ T HiTs. Yeur INITATIVE |

SHATER EiBow IN FOE'S
WEAPON ARM. 4+ 8 HITS,
FoE IS STUNNED 4 ROUNDS
AND CANNOT P;u;z}/ DURING
FIRST 2. ROUNDS.

ou SHATTER Fo€'s KNEE.
Fo£ 15 KMNOCKED DOWN. + &
HITs. foe AT — 90% AND
/85 DOWN FoR 3 RouNDS
(AND CANNOT PARRY ).

ou KNOCK fof 0uT For
& Hours WITH A STRIKE
To SiDE OF HEAD. + 1S
HITS. LF FO£ HAS No HELM
You KIL HIM INSTANTLY.

SEVER Fo£'S WEAPON
ARM, + 12 HITS, Fo&
EXPIRES IN 12 Rounds,
DRopPs ImmMEDIRTELY, ADD
+10% To YouR NEXT SwWiNG.

770

SLASH FoE's NECK . + G
HITS. FOE IS STUNNED FoR
3 RounNps AND CANNOT Pﬁuf
DURING NEXT ROUND-

Bwow To FeE's NECK
AREA, Fog TAKES 3 HITS
PER  RounND AND FiGHTS AT
-5% .5TuN Foe 2 RoUNDS.
+ 7 RITS.

SLASH FoE'S NECK. foE
15 STUNNED 4 RouNDS AND
CANnOT PARRY DURING NEXT
2 Rounds. + 8 HITS. Ado
+ 10 % NEXT RounND.

SLASH  MUSCLE N Fog's
SHoULDER AREA. +5 HITS.
Fo£ 1S STUNNED 3 RounDs,
AND 15 AT -20% . A0D

+ 10 7 To youR NEXT SwiNG,

SLASH TENDONS AND CRUSH
THE BoNE IN FoE'S SHIELD
SHOULDER. ARmM USELESS AND
FoE TAKES 2. HITS PER ROUND.
STuN Fo€ 4 ROUNDS.

1-75

SLASH TENDONS IN FoE's
LOWER LEG. FoE AT - 307,
AND TAKES 2 HITs PER
RouND, + 4 HITS. STUN Fo€
2 RouNDS, Poor SuckER.

StasH MusE IN FoE's
CALF, Fo£ Is STUNNED Fop
3 RourDS AND CANNOT p,,“f
DURING NEXT ROUND. +
HITS. FoE AT = 40%,.

SLASH MuU3CcLE AND TENDONS
IN FoE'S LOwER LEG. for
15 STuNNEP FoR 2 RouNp$
AND CANNOT PARRY. + 7
HITs. Fog AT —~ 45%.

StLasy MUSCLE AND SEVER
TENDONS IN FOE'S LOowER
LEG. FoE 15 STUNNED FoR
3 Rounds ANS cam«ofﬁﬂuy
FoR NEXT 2. Fo& AT =507,

SiasH FoE's LoweR LE AND
SEVER MUSCLE AND TENDONS.
Foe AT ~ 70%, AND TAKES 3
AITS PER Rounp, + 8 HiTs,
STuN FoE & ROUNDS.

680

SLASH Fok's uPPER ARM .
+5 HITS. Fok TAKES 3
HITS PER Round AND IS
AT ~ 25% . Fok /S STUNNED
AND UNABLE To PARRY 2 RBS.

SLASH MuScE IN FOE'S
SHIELD ARM. FoE 15 AT =307
AnD TRKES 3 HITS PER Round,
FoE IS STumMES AND UNABLE
TO Pnlﬂy For 2 ADS. g HITS,

SLASH MUSCLE AND TENDONS
IN FOE'S SHIELD ARM.+9 HiTs.
Fo€ TAKES 4 HITS PEA RouND

AND ARmM I3 USELESS, foE IS

STUNNED & RouNDS.

SLASH MUSCLE AnD TENDONS (N
FoE!S WEAPON RARM. ARM IS
USELESS AND Fof IS STUNNED
i ROuNDS, Fof CANNOT PARRY
NEXT 2 ReunDs.+ 10 HITS,

SLASH TENDONS AND BREAK
BONE [N FOE'S SHIELD ARM .
ARM 15 VSELESS. + 12 HiTs.
Fo£ 15 STUNNED AND CANNOT
PARRY FoR NEXT 3 ROUNDS,

-85

SLASH Fof IN SiDE . G HITS
AND A MATOR WOUND, FoE
TAKES G HITS A ROUND ANOD
Is STUNNED § Reunds. Abo
+20%, To JouR NEXT SWiNG.

SLASH Fof iIn SIDE.+7T WiTS
AND A MATER WOUND. Fof
TAKES & HITS PER RounD,
Fo€ i5 STUNNED AND CANNOT
7,“;7, ForR NEXT 2 ReuNdS,

STRIKE TO FoE's SI0E. +8
HITS. FoE TARES 4 HiTS PER
ROUND AND 1S AT =20 7. FoE
IS STUNNED AND CANNOT
Pﬁka/ FoR NEXT 2. RouNDS,

/MAToR ABDOMENARL WOUND,
+ 10 AiTs. Fof TAKES 8 HiTs
PER RoUND, IS STUNNED FaR
4 RounD3, AND IS UNABLE To
PARRY NEXT 2 RoS. Fo€ AT 107,

SEVER OPPONENT'S HAND.

+ 5 HITS. FoE 15 STUNNED
AND UNABLE Ta PARRY FoR
NEXT {2 RoundS. FoE THEN
DIES -

86-90

SLAsSH FoE IN BACK. +8 HITS,
FoE 15 STUNNED AND CANNeT
PARRy FOR 2. ROUNDS. WouNbd
y,;J’; 2 HITS A ROuND. FeE
AT -10%.

STRIKE To BACK KNOCKS Fof
DowN. FOE 15 STUNNED AND
UNABLE To PARRY FeR 3
RouUNDS. 4 10 HITS. FOE TAKES
3 HITS A Rounbd.

BLAST T» BACX BREAKS BonE
AND KNeLKS FOE DownN. +9
HiTs ANP foE AT - 109 Fo€
1s STuNNED AND UNABLE To

PARRY FoR 4 Rounps,

SEVER OPPoNENT'S HAND,
+ G HITS. fo€ /S STUNNED
FoR & RounOS, UNABLE

To PARRy. Fo€ THEN DRoPs
AND DIES G ROUNDS LATER.

SEVER Foe's (EG.+ 15 wirs.
Fo& DROPS AND LAPSES (NTo
UNCONSCIOUSNESS. Fo€ DIES
iN 9 Reunos. Apo + 107
To YouR NEXT Swing .

94-95

CuT OFF FoE's EAR. +3 MiTs,
Fo€ TAKES 3 HITS PER Round
AND HEARS AT - 507, Fof
IS STUNNED 3 ROUNDS AND
UNABLE To PARAY NEXT Rov.

STRIKE To Fo€'S wip. + 7 wits
AND Fof IS STUNNED 3 Rbs,
FoE CANNoT PARRY NEXT
RouNp AND FiGHTS - 207,
Aop +10 % To YeuR NEXT suiNG,

SEVER FE'S LEG. FoE

DROPS IMMEDIATELY AND

DIES IN (p ReunNDS DUE

7o SHock ANbD BLoop Loss,
-+ 20 HITS,

SEVER FOE'S WEAPON ARM.
Fo€ IS STUNNED AND UNABLE
To PARRY FoR NEXT 9 ARounos,
Foe THEN DIES. + 15 HITS,

SEVER FotE's SPINE, +20
HITS . Fo€ COLLAPSES IN R
SECOND , AND IS PARALYZED
FROM THE NECK DOWNKS
PEAMANENTLY.

%77

SLASH FOE'S NosE, fMyNoR
WouND. + 2 HITS AND A
PERMANENT SCAR. FOE TAKES
2 HITS A ROUND AND IS AT
~30%,. Foc STUNNED G Rounbds,

STRIKE To fo£'S HEAD AnD
NECK BREAKS SKUw AND
CAUSES MASSIVE BRAIN
DAMAGE . FoE DROPS AND
DIES IN ( RounNDs., + 20 HITS,

SEVER FoES SHIELD ARM .

FoE IS STUNNED UNABLE

To PARRY For NEXT 12

Rounds, /Fag THEN DIES.
+ 18 HiTs

SLASH FOE'S SI1DE. + 20 wiTs,
Fo& DIES IN 3 Rounps DuE
To MASSIVE INTERNAL ORGAN
DAMAGE . Fof IS Down AND
UNConSeaus IMMEDIATELY .

STRIKE To FoE'S HEAD
DESTROYS BRAIN AND /MAKES
LIFE DIFFICULT FoR THE PsoR
FooL. FoE EXPIRES /N A
HEAP — IMMEDIATELY .

406

NECK STRIKE SEVERS
CARoTIb ARTERY AND JUGULAR
VEIN. Fof 'S NECk 15 BRoKEN,
Fo€ DiEs IN L Reund oF
INTENSE AGonNy,

DISEMBOWEL FOoE, KNG
Him INSTANTLY. 25'%7,
CHANCE HOUR WEAPON 1S
STuek N OPPONENT DURING
NEXT ROUND .

DEsTRoy Fo£'s £yes. +5

HITS AnD Fo€ IS STUNNED
AND UNABLE To PARRy foR
NEXT 30 RounNDS.

Impace ADVERSARY IN HEART.
+ 12 HiTs, Foe DiEs INSTANTLY.
HEART 15 DESTReyED. 25 %
CHANCE YoUR WERPON IS
STUCK /N FoE 2. RouNDS.

STRIKE To FoE's GROIN AREA.
+ 10 HiITs. AwL VITALS ARE
DESTROYED IMMEDIATELY. Fo€
IS STUNNED AND UNABLE TO
PARRY Fok 12 ROuNPS.




&kl
Stils

?unézre#

8.4z

GLANCING Blow. No

— 5 EXTRA DAMAGE.
ZiP + 1 AT + 1
Q s L2 wiTs +3 TS
) UNBALANCE FoE WITH A
i~ + 1 HIT HITS NiCE GRAZING STRIKE.
4 >$ :ig + 2 +3 HiTs +4 HITS gou GAIN INITIATIVE.
+ 5 HiTs
l,éeu RECEIVE INITIATIVE GLANCING  Blow Te Biow To Fof's SiDE.
+2 HiTs + 3 HITS

M- 45

FoR NEXT ROUND.
+ 1 wT

FoE's si0E. +3 HmiTs,
ou  RECEIVE INITIATIVE
NEXT ROUND .

+5 HiTs. tdnu RECEIVE
INITIATIVE  NEXT ROUND.

Fo£ Musr PARRY FoR
NEXT ROuND.

Fo& musT PARRY FoR
NEXT ROUND.

Foe musT PARRY NEXT
Rounbp.

+ 1 wr

Biow To sipE. + 2
HITS . Fo€ MmusT PARRY
NEXT Rouno AT —10%,.

Biow AcRoss $ioe . Foe
Mmusr PARRY NEXT RO
AT ~20%, .

+3 Hirs

MiNoR SIDE WOUND,
FoE FIGHTS AT - 107.
You HAVE THE INITIATIVE
NEXT ROUND.

STun FoE Fom 1 Rounop.
Avo 207 To youR NEXT
ATTACK .

24-35

Foe MusT FPARRY NEXT
Rouno. +2 HITS. Ass
+109, To NEXT ATTALK.

Fo& must PARRY NEXT
ROUND AT =20% .
+ 2 WS

oL WOUND Fof ALONG
SIDE oF CHEST. FoE i3
sTunNED 1 RounD AND
TAKkEs 4 HIT PER RounD.

\gov wounD FoE ALonG
sipE  oF Hip. Fo€ us
STUNNED § Rounp AND
TAKES 2 HITS PER RounD.

FoE RECEIVES MINOR SIDE
WeUND. +2 HITS. FoE is

AT = 10%,, Fo€ TAKES 2.

HITS PER ROUND .

3645

MINOR CALF WounND.
Fok RECEIvES L niT
PER  ReuND.

MiNOR CALF WOUND .
FoE TAKES 1 HIT
PER RaunND.

+ 2 HITS

MINOR CALF Wounp,
Fo€ TAKES 2 HITS
PER RoUND .

MiNor THIGH wounD.
Foe TAKES 3 HITS PER
RounD .

THiaH STRIKE., IF Fo€
HAS LEG ARMOR | +3
HiTs. IF Foe HAS No
ARMOR, + 2 RITS ANO 3
HITS PER RounD.

46-50

STRIKE ALONG Fofls BAcK.
+2. HiTS. FoE must New
PARRY NEXT RounD AT
-30% -

SrR/<€ ALonNG FoE's
BAcK. FoE 15 STUNNED
For L RounNp AND TAKES
§ HIT PER Rounp.

STRIKE ACROSS Foe's
BACK STuNs FoE FoR
2. Rounbs. Fof TAKES
i HIT PER ROUND.

STRIKE To Fob's LOWER
BAck . Foz 1S STUNNED
AND UNABLE To PARRy
NEXT RounD .+ (& HITS.

STRIKE To Fo€'s LOWER BACK.
Fo£ TAkEs 3 riTs PER RO.
+5 HITS. Fof 15 STUNNED
AND UNABLE To PARRY
DURING NEXT RoUND.

5k-§5

STRiKE To FoE'S CHEST,
Foe musT PARRY NEXT
Rouno AT -25%. Fo€
TAKES 2 MiTs PER
RounND.

MIiNoR CHEST wounD.
Fof TAxEs 2 HiTS PER
Round. +3 HiTs. FoE
MusT PARRY FoRr NEXT
2. RounDS.

MINGR CHEST LOUND.
FoE TAKESs 2 HiTS PER
Rounp. +3 HITS. FoE S
STUNNED FoR 2. RounDS-

STRIKE To CHEST, 45
HiTs. Fog TRKES 3 HiTs
PER AOUNDP AND FIGHTS
AT =15% . Fo€ musT
PARRY NEXT ROUND.

CHEST WouND. FOE TAKES
4 HiTs PER Rouno.+ 5
HiTs. FoE FIGHTs AT =10%,.
FOE |5 STuNNED AND UNABLE
To PARRY NEXT ROUND,

S6-69

MINOR THIGH WOUND.
FOE TAKES 2 WITs PER
ROUND. 4 2 HITS. Fo€ IS
STUNNED NEXT ROUND.

MINOR THIGH WOUND .
Fog TakEs 2 HiTS PER
RouND. +3 WITS. Fo€ IS
STUNNED AND UNABLE To
PARAY NEXT ROUND.

THiGH WOUND.
+85 HiTs., Foe TAkEs 2
RiTs PER. ROUND AND 15
AT — 107 . Fo€ 18 STUNNED
FoR 2 RouNus.

MinoR

STRIKE To TwiaK. Fof
TakEs 3 HITS PER RounD.
FoE 15 STUNNED AND UNABLE
To PARRY FoR THE NEXT
RouND, +3 HITS.

THIGH WOUND. FoE TRKES
S HiTs PER RouND. +(
HITS. FoE !5 STUNNED AnD
UNABLE To PARRY NEXT
RouND.

6l-65

MiNoR  FOREARM WOUND -
+2 HiTs, FoE Takes 2
HiTS PER Round. Fog is
AT — 10%.

MiNeR FoREARM WOUND .
Foe 15 STUNNED DURING
NEXT RGUND. + 2. Hirs,
Foe 15 AT ~10%, anD TAKES
2 HITS PER RouND.

ForeaRm wounp. FoE Thxes
2 HITS PER ROUND AND IS
AT =10 %,. +3 wTs. Foe s
STUNNED FOR 2 RoUNDS.

Forearm wouno . FoE TAKES
3 HiTs  PER Round AND IS
AT —40%- +3 HiTs. Fo€ IS
STUNNED For 2. Reunds.

FoR€EAR™M WoOUND. Fo€ TAKES
3 HiTs PER ROUND AND i3
AT —15%.+8 HITS. Fo€£ /S
STUNNED FoR 2_ ReundDs.

&6

STRIKE ThRouGH FOE'S
SHIED SHOUWER . ARM IS
UsewEss. Aoo +10% To

JOUR NEXT ATTACK . Foe s
SruNnED FOR 3 AounDS .

STRixe SHAMERS ELBOW
N Foe's LIEAPON ARM. +3
HITS. ARm 15 USELESS.

FoE 1S STUNNED 4 RouNds
AND CANNOT PARRY FoR 2 R23.

STRIKE SHATERS FOE'S
KNEE. FoE 1S KNOCKED POWN,
Is AT =90% , AND STAYS
DowN FoR 3  RounDs. FoE
IS UNABLE To PARRY 2. RPS.

SsMaike To Sipe OF HEAD.
Foe 15 KNockED oUT FoR G
Houms. 410 HiTs. IF Fet
HAs No MELm you Kiu HIM.

STRiKE THReuGH BOTH OF
Fog's +uNGS, Foe DRoPs
AnD PASSES ouT. Foe
pI€S IN o RounPS. ADp
+10% To yoUR NEXT ATTACK.

770

STRIKE Awne Fok's NECk .
45 wits. Foe 15 STunnep
Fom 3 RouNDS AND CANNOT
PARRY NEXT RouND .

STRIKE To Fot's Necxk AREA.
Foe TAKES 3 HITS PER
Rounp AND 15 AT —§ OF .
FOE 15 STUNNED ForR 2_
Rounps .

STRIXE ALONG FoE's NECK.
Fo& 15 STUNNED FoR 4 RPS.
AND CANNOT PARRY Fom 2
RounNDs. ADD +15%, To
youR NEXT ATTACK.

STRIKE FoE IN SHOULDER.
43 WITS. Foe 15 STUNNED
AND UNABLE To PARRY FoR
2. ROUNDS. Fof IS A
=R0%

STRIKE FOE IN SHOULDER.
SEVER MUSCLE AND TENDONS.
ARM |s USELESS. Fo£ TAKES
3 HiTs PER ReUND. Fog 15
STunnED FoR G Rounds.

-5

STRIKE HOWER LEG . Tear
TENDONS. FoE 1S AT —25%,.
+3 HITS, Fo€ 15 STUNNED
AND UNRBLE To PARAY NEXT
ROUND .

STRIKE To FoE's CALF.
SLASH MUSCLE . Fof 15 AT
— 40T +3 HITS. For 15
STUNNED AND UNABLE To
PARRY FoR 2. Reunos.

STRIKE To LOWER LEG.
FoE 15 STUNNED AND UNABLE
To PARRY FoR A ROUNDS.

+ 5 HiTS. Foe !5 AT ~ 50%,.
SLASH MUSCLE AND TENDONS.

STRIKE T6 WWER LEG. FoE
Is AT -—50%. SLASH
MUScLE AND CARTIAGE. + 6
HITS, FoE 15 STUNNED AND
UNABLE To PARRY 2 AOUNDS.

STRIKE THROuGH LOWER
LEG. Foe 15 STUNNED AND
UNABLE To PARRY FoR 3
ROUNDS. SEVER Musell.
Fo€ 1s AT ~75%,.

&80

STRIKE To FoE'S UPPER
ARm. +3 HITS. Foe TAKES
3 HiTs PER Roun0 AnB s
AT =25 . Foc 15 STUNNER
For 2. ROUNDS .

STRIKE THROUGH MUSCLE
IN Fo€'s SHIELD ARM. For
/s AT =309, AND TAKES 3
HITS PER ROUND, FOE IS
STUNNED FoR 3 ROUNDS .

STRIKE Fo€ N SHIELD ARM,
TEAR MUSCLE AND TENPONS,
Foe TAKES 3 HITS PER RoUND,
FiGHTS AT —25 . FoE IS
STUNNED & ROUNDS.

STRIKE FOE In SHIELD ARM.
ARM 15 USELESS. FoE 15
STUNNED FoR & ROUNDS .
Foe TAKES 3 HiTs PER RD.
412 HiTS.

STRIKE Foe IN WEAPON ARM,
Bone 15 BRoKEN. Foe is
STUNNED AND UNABLE To
PARRY FoR 3 Rounps.
+10 HITS.

81-85

SiDE WouND. Foe TAKES
5 nirs PER ROUND AND IS
STUNNED FoR & Rounbds,
Aop 207, To youR NEXT
ATTACK .

S10E WwounD. + & HITS,
Foe TRKES 5 HiTs PER

RoUND. FOE 13 AT -25%
Fo& 15 STUNNED AND UNABLE
To PARRY FoR 3 Rounps.

Sipe wounp - + T HITS.
Foe TAKEs S HITS PER Ro.
Fog 15 AT —30%,. Fo€ 15
STUNNED AND UNABLE To
PARRY FoR 3 RouNDS.

MATOR  ABDOMENAL WOUND.
Foe TAKES & HITS PER ROUND.
410 HiTs. FoE 15 STUNNED
AND UNABLE To PARRY
FoR 3 Res. Fo& 15 AT=207.

STRIKE THROUGH Fo£'s
BAck SEvers A VEIN. FoE
IS STUNNED AND UNABLE
To PARRY FoR 12 RoUNDS —
THEN DIES.

86-

STRIKE Fok IN PACK,
FoE 15 AT — 209, AND
TAKES 3 HITS PER RoUND.
Foe 15 STUNNED AND
UNABLE To PARRY 2 RDS.

STRIKE To BACK of HEAD.
IF Fo€ HAS No HELM, HE
DIES. IF Fof HAS A HELM

46 HITS AND FoE IS DOWN
FoR 2. Rounos.

STRIKE To BACK OF HEAD.
IF Foe HAS No HELM  HE
DI1ES. IF FoE HAs A HELM,
HE 15 KNOCKED POWN AND
STUNNED FoR (» Rounp3.

STRIKE THRoUGH FoE's
KibnEys. Foe DRoPs.+ %
HiTs. Fo€ DIEs AFTER &
RounNDs OF VERY INTENSE
AGoNy. SAD.

STRIKE THRoUGH LEG
SEvERs AN ARTERy. Fog
DRoPs , LAPSES INTo
UNCONSCIOUSNESS, AND DIES
AFTER 12, ROUNDS.

1-95

Rip OFF FoE's EAR.+ 3
HiTs. FoE TAKES 2. HWITS
PER RounD, HEARS AT =50%,.
Fo€ '3 STUNNED AND NOT
ABLE To PARRY X ROUNDS,

STRIKE THROUGH FoE's HIP.
FoE TAkES 3 HiTs PER RD.
45 HiTS. FoE !5 STUNNED
NEXT ROUND. fFoE 15 AT

—25%.

STRIKE THROUGH FOE'S
CHEST SEVERs A VEIN. FoE
DRoOPS le"\ED!RTELy AND
DIEs N 9 RouNps DUE To
SHoCK AND BLoOD LOSS,

STRIKE THRoUGH Fok's

SIDE DESTRoyS A VARIET)
OF ORGANS.' FOE FIGHTS

NORMALLY FoR ( Rounps
THEN DIES.

SEVER ARTERy IN Foe's
ARM, Fo€ 1S STuNNED
FoR 12, RounDS AND
THEN DIES,

P6-9%

STRIXE Fo€'s NosE. THERE
is A PERMANENT SCAR.

Foe TAKES 3 HiTs PER RD.
FOE IS STUNNED AND NoT
ABLE To PARRy 3 Rounods.

STRIKE THRouGH FoE'S
CHEEK. Fo€ DROPS AND
DIES AFTER 9 RouNDS OF
INCAPACITy. ADD +20%s
To YOUR NEXT ATTACK.

STRIKE THROUGH FoE's
NEek BREAKS BACKBONE
AND SEVERS SPINE. FofE
Is PARALyZED FRom THE
NEUC POWN .. .PERMANENTLY .

NAIL SUCKER (N LowéRr
PAck. INTERNAL BLEEDING
AND SMoek ki Fof N

& ROuNDS. FoE 1S DowN
AND OUT-

SHOT THR6UGH HEART
SENDS Fog REELING 10O
FEET To A SPoT SUITABLE
FoR DYING. WEAPON IS
STUCK IN REELING FOE,

409

STRIKE THRouGH NECK -
SEVER VEIN AND ARTERY,
Fo& CANNoT BAEATH. FbE
DRoPs AND DIES OF A
MASSIVE HEART FAILURE ,

STRIKE THROUGH FOE'S
EYE. Fof DIES INSTANTLY.
AoD +1076 To ALl FRIENDLY
Arracxs wiTHiv 30 Feer
NEXT ROUND .

SHOT THRouGH BoTH EARS
PROVES EFFECTIVE. FoE
DIES INSTANTLY. ADD +20%
To 0UR NEXT (b ROUNDS.
Pﬂeny SHoT.

STRIKE THRoUGH BARAIN
MAKES LIFE DIFFICULT FoR
Fo€. You HAVE 1/, Rounp
LEFT To ALT. ADD +20%
To youR NEXT ATTACK.

STRIKE THROUGH FoE's
EyE. Fo€ DIES INSTANTLY-
App +25 P, TO YOUR NEXT
ATTACK . CARRY ON.




WEAK GRIP. NO EXTRA

+ 1w

NEXT ROUND.

Q vg ZiP DAMAGE . +2 HiTS +3 HiTs
i + 0
GLANCING BLow. 4§
+1 wr +2 HiTs +3 HiTs oAb pars ,::;A&:EC;I: Sucay
INITIATIVE NEXT ROUND.
GLANCING BLow. Fag GLANCING Blow. +3 BlLow To Foe's SiDE. +5 HiTs 4+ 6 HiTS
TAXES + 3 HITS. {ou HITS. ou HAVE THE +7 HITS, (ou REcEwE FoE MUST PARRY NEXT FoE 15 STUNNED FoR
HAVE THE INTIATIVE INITIATIVE NEXT ROUND. INITIATIVE NEXT ROUND. Rounp AT —10%,. L Rounp. Abd +5%

To YouR NEXT SWiNé.

+2 niTs

Fo€ musT PARRY NEXT
ROUND OF ACLTION.

Biow To Foe's SiDE.
+ 4 HITS. Foe musT
PARRY NEXT ROUND AT
-10%.

Blow To Foe's sipE.
+G& HITS. Foe mMmusT
PARRY NEXT ROVNO AT
-20%a -

MINOR FRACTURE OF
RIBS. + 5 HITS. Fof
FlanTs AT — 5 ,. {ou
HAVE INTIATIVE NEXT RD.

STRoNG Blow. Fof s
STUNNED AND UNABLE To
PARRy NEXT. Ao + 107
To youR NEXT SwWinNG.

Foe musT PARRY NEXT
RouND. +3 HiTs. Avo
+5% Te ysuR NEXT
SwiNG.

Foe musT PARRY NEXT
Rounp AT =20%.
+ 4 HiTSs

You BREAK Fo€'s RiB.
+5 Hirs, FoE IS STUNNED
DURING NEXT Rounp, HARD
Blow To Fog's SIPE.

STRIKE 7o Fo£'s siDE.
+ 4 HITS. Fo£ IS STUNNED
AND UNABLE To PARRY
DURING NEXT RounD,

STRIKE CRACKS FoL's
Ri8S. +o HiTs. Foe
IS AT = 10% . You HAVE
INITIATIVE NEXT ROUND.

BRruise Foé's caLr. + ¢
HITS, You GAIN THE

INITIATIVE, Fo€ FIGHTS
-5% ForR NERT Rounbd.

BRuisE Fof's cALF. + &
HITS. You GAIN THE
INITIATIVE , FoE FiGHTS
-209, For NeExT L RounNDs,

BRruise Foe's caLF. + 9
HITS. You GAIN THE
INITIATIVE . Fo€ FIGHTS
=259, For NEXT 2 ROUNDS.

MATOR CALF BRUISE,
+10 HiTs. Foe FiaHTs
-10%. You HAVE THE

INITIATIVE NEXT ROUND.

STRIKE To UPPER LEG
MiNoR FRACTURE. 442
HITS, FoE FiuHTS — 10 %%,
l‘ou HAYVE THE INITIATIVE
NEXT Round.

Brow To Fot's BAck. + 4
HITS, FoE MusT PARR
NEXT ROUND AT -2_57/%_ |

HARD, GLANCING STRIKE.

Biow To Foe's Back. t6
Hits. Fof musT PARRY
NEXT Rounb AT =257,

HARD BLow To BAck. +5
HITS. Fo£ 15 STUNNED AND
UNABLE T> PARRY NEXT
RouND. fou HAVE THE
[NITIATIVE FoR 2 ROUNDS.

HARD Blow To Back. 4+ 10
HITS. FoE IS STUNNED
AND UNABLE To PARRY
DURING NEXT RounNp.

STRIKE To FoE's LOWER
BAacx. + 15 HiTs, Fog 15
STUNNED AND UNABLE To
PARRY DURING NEXT
ROUND.

Biow 7o Fok's CHEST. +5
Hits. Fog musT PARRY
NEXT ROUND AT =159 .
Fog HAS A BRUISED RiB.

Brow To Foe's CHEST,
+ 6 HiTs. FoE MusT
PARAY FoR NEXT 2
RoUNDS.

STRIKE FoE's THIGH. +5
HITS. FoE 15 FoRCED To
PARRY NEXT Reunpd AT
=257 . GLANCNG BLow.

STRIKE FOE's THIGH. + (o
HITS. FoE HAsS A BRuUISE
AND IS FoRcEp To PARRY
{1 R0 . Fog 15 AT -5,

HARD Blhow To CHEST. + 5
HITS. Foe FiaHTs =10%,
FoE Is STUNNEpP PURING
NEXT ROUND.

STRIKE FoE's THIGH. + (&
Hirk; Kok 13 A7 5%, .

Aoo {09, To YouR NExT

SwiNG. FoE MUST PARRY
NEXT Rouno.

et

Brow To cHEsT. + 10
HITS. Fof HAS A PAIR of
BROKEN RIBS AND MUST
FiaHr AT -15%.

Brow To cHEsT. + 15

HiTs. FOE 15 STUNNED
FoR 2 RouNDS, Foc
Fiants =159,

Biow To THiGH. FoE s
STUNNED NEXT RouND.
+G HITS. Fog 1S AT
~10%, AND 1S UPSET.

Birow T® THiaH. FoE Is
STUNNED AND NABLE To
PARRY NEXT Rounp.t 10
HITS! FoE 15 AT -109;.

Blow To FeE's fomeARM.
+5 HITS. For Is STunnED
DURING NEXT Rounbd. Adp
+20% To YoUR NEXT Swink.

Brow To Fof's FOREARM.
Fog 15 Ar —~10%,. +9
HITS. Fo€ 1S STUNNED
DURING NEXT RounNbD.

H
|

DisARm FoE WiT™ A
Bow To FOREARM. 48
HITS, FoE IS STUNNED
DURING NEXT ROUND.

Biow To ForEAmRM. FoE
IS STUNNED AND UNABLE
To PARRy NEXT Reunb.
+10 HWits. Foe aT -107,

Biow To FoREARm. Fof
DRoPs WEAPoN. FoE I5
AT = 15%,. + 10 HiTs,
FoE IS STUNNED For
NEXT ROUND.

SHATER SHOULDER /N FeE's
SHIELD ARM, ARM 1S5 QUITE
USELESS. FOE /5 STuNNED
AND UNABLE To PARRy FoR
NEXT 2. Rounos. +8 HITs,

SHAMER ELBOW /N FOE'S
WEAPON ARM ., ARMm 1S
USELESS. FoE DRAPS WEAPON,
AND 15 STUNNED AND UNABLE
To PARRY FoR 3 Rounps.

STRIKE UPPER CHEST
AREa. + 8 HITS. Fer s
STuNNEDP FoR 3 Rounbds
AND UNABLE To PARRY
DURING NEXT Rounp.

STRIKE UPPER CHEST
AREA. FoE 1S STUNNED AND
UNABLE To PARRy For 2.
Rounds, + 10 iTs. Feg 15
AT =10%.

STRIKE UPPER CHEST ARER,

SHATTER Foe's KNEE.+9
HITS. FoE |S KNOCKED

PowN AND IS STUNNED AND
UNABLE To PARRy FoRr 3

RouNpS. Foe AT =900,.

Brow To SIPE OF FoE's HEAD.
IF FoE HAS No HELm, yov
CRusy His SKuke . TF Fo€
HAS HELM , you KNoCK HIM
OUT FoR 4 HouRs.+ 20 HiTs,

Brow To BACK oF NECK

CRuSHES BACKBONE AND
SEvERS SPINE. + 15 HiTS.
Fo& DIES INSTANTLY. ADD
+ 10% To yoUR NEXT SwiNG.

FoE 15 STuNNED For 3
Rounds AND UNABLE T
PARRY DURING NEXT 2.
Rounws, +10 HITS. Foe -107.

Brow To Fof's SHouwER
AREA. MiNoR FAACTURE.
Foe 1S AT = 20%, For 15
STUNNED AND UNABLE To
PARRY FOR 2. ReunNDs,

Biow 7o Fog's SHIELD
SHOULPER . IF HAS A SHIELD,
1T 1S BROKEN, IF FOE HAS

No 5“/[&0{ THE SHOULDER
/s SHATTERED, ARM USELESS,

Biow To FoE'S LowéR
LEG. BAv BRuisE .+ 5 HiTs,
Foe 15 STUNNED FoR 2.
ROUNDS AND UNABLE TO
PARRY NEXT Ro. Foe AT =207,

Brow BARUISES Fog's CALF.
Fo€ is AT ~35%,. + 10
HITS. FoE I5 sTUNNED Fok
2. ROUNDS AND UNABLE To
PARRY NEXT Rouns.

Biow BRUISES Fok's KNEE.
Fok is AT - 40% .+ 10
MITS. Fo is STUNNED AND
UNABLE To PARRy FoR 2.
RouNDS.

BLow BREAKS BoONE IN LEG.
Fo€ IS AT —50%,. + 42 wrs,
FoE 15 STUNNED AND UNABLE
To PARRY FOR 2 ROUNDS.
MAToR CARTILAGE DAMAGE.

Biouw BREAKS Fo€'s HIP.
Foe IS AT =75 P ANp IS
KNOCKED DOWN. + 15 HITs.
FoE IS STunnEp 3 Rounps.

Birow To FoE's SHwiEwp
ARM . IF Fof nAs A SHIELD,
IT 15 BROKEN. IF Fo€ HAs
No SHigLD, THE ARmM IS BaoLy
BROXEN AND USELESS,

BlLow To foe's

ARM SHATIER'S

SHIEWD
WRIST.

ARM 1S Us€LEss. Fo€ is
STUNNED FOR NEXT RounNbD.
+ &6 HITS.

Bilow To Foe's WEAPON
ARm, Bab Bauise. +9
HITS. Fo€ IS STUNNED
AND UNABLE To PARRy FOR
NEXT RD. Fof 15 AT =507,

Brow BREAKS Fo£s WEAPON
ARM . FoE 15 STuNNED AND
UNABLE To PARRY FoR 1
ReuND. ARm IS5 USELESS,

+ 8 HS. Tenpon DAMAGE.

Brow To FoE'S £i80w.+9
HITS. JoINT /S SHATTERED.
ARM IS USKLESS. FOE IS
STUNNED AND UNABLE To
PARRY FeR 2. RovNPs.

Biow To FaE's sipE. + 10
HITS. FoE 15 STunNED AND
UNABLE To PARRY FoR 2.
RounbS. FoE IS AT =20 %.

Blow 7o Foe's Sipe.+12
HITS, Foe HAS BROKEN
RiBS, FokE 15 STuNNED AND
UNABLE To PARRY FoR 2.
ROUNDS. FoE IS AT =25%,.

STRIKE To Foe's SiDE
BREAKS 3 RIBS. Fo€ I3
AT ~ 40 %e. + 12 HITS.
FoE 1S STUNNED AND
UNABLE Td PARRY 3 RounbDS.

STRike To Fo€'s swE. t 15
HiTs. Foe 1S KNOCKED DowN .
APD 107, To youR NEXT
SwiNG, Fo€ IS STUNNED AND
UNABLE To PARRy 3 ROUNbS,

CATCH Foe IN ARMPIT. 4+ 30
HITS. CRUSH Fo€'s RIBS AND
DESTRoy S/PE. Fog DRoPS
AND Difs OF NERVE AND
ORGAN DAMAGE /N 3 RounDS,

STRIkE Fo£ IN BAck, +12
HITs. MUSCLE AND CARTILAGE.
Fog 15 STUNNED AND UNABLE
To PARRY FoR 3 Rounos.
FoE 15 AT —25%,.

STRIKE To BAK KNotks
For DowN AND SMASHES
TENDONS. FOE IS STUNNED
AND UNABLE Te PARRY FoR
4 RoUNDS, FoE Is AT =309,

Brow To BACK SMASHES

MuseLE AND BREAKS BonE, |
+20 HITS. Foe Is AT =509, |

FoE 1S KNOCKED DOwN AND
STUNNED FOR { Rounos,

Biow To FoE's NECK AREA
BREAKS BACKBONE AND
DESTRoyS SPiNE. +R25 HITS.
Fo& FALLS AND DIES N 2.
Reunbs.

Necx STRIKE SHATTERS BoNE
AND SEVERS AN Am'mz. FoE
CANNOT BREATH AND !

INACTIVE FOR 12 Rounps.THE |
PooR FsoL THEN EXPIRES, |

BREAK Foe's NosE. foe s
STUNNED AND UNABLE To
PARRY FoR 3 Rounds. + 45
MITS. FOE FIGHTS AT = 30%
FoR 2. DAYS. CLoSE.

UPPER HEAD HiT. IF fok
HAsS Neo HELM, HE IS IN A
ComA For 3 weEks. Ir Fof
HAS A HELM, +20 HITS AND
FeE IS STUNNED 1A Reunps.

Blow SHATTERS THiGH. +9
HiTS ANP A COMPOUND
FRAcrume. BonE SEVERS AN
ARTERy. Fof DIES AFTER
12 RouNDS OF INALTIVITY.

Biow SHATER's SMIELD ARM,
BonE SEVERS VEIN AND AN
ARTERY: FoE DIEs oF SHeck
AND Biood Loss AFTER 9
INRETIVE ROUNDS .

BLAST To Fo€'s BAck. +2S
HiTs. BONE IS DRIVEN INTe
VITAL ORGANS AND Fof IS
DOWN FOR & ROUNDS...THEN
OIES. SAD.

Brow To foe's HEAD. IF
FoE HAs NO HELm HE IS DEAD,
IF foE HAS A HEUM, HE IS
KNOEKED Pown, TAKES +20
HITS, AND IS STUNNED & RDS.

BLAST Fof's CHEST. SEND
RIBLAGE THROUGH HEART,
Foe DRops AND bi€s. ADD
20% To YoUR NEXT SwiNG.
visclous.

Buow To Fog's ABPOMEN
DEsTRoyS A VARIETy OF
ORGANS. THE PooR Fooi
EXPIRES AFTER & RouNDs
OF INALTIVITY »

Biow To Fog£'S SiDE CRUSRHES
CHEST CAVITy. FoE DRoPS
AND DIES IN 3 RounDs. Abp
259, To youR NEXT
SwiING.

CRUSH Fots SKui. + 30
HITS, OPPONENT DIES
IMMEPIATELY . ADD +20 %
To youR NEXT SWING . Yov
HAVE /2 ROVND LEFT To acT.

Brow To Fo€'S JAw PRIvEs
BoNE THROUGH BRAIN. FoE
DIES INSTANTLY. + 50 HiTs,
ADD 20%, To YouR NEXT
SWING.

Blow T BAck OF NEex
PARALYZ2ES Fof FRom THE
SHOULDERS DowN., + 25

HITS. FoE IS QUITE STUNNED.

STRIKE To FoREHEAp -+ 30
HITS. You SQUASH FoE'S
Ey&S AND DESTROY THEM.
Foe IS STuNNED AND IS
UNABLE Ta PARRY 24 RDS.

BLasT Te FoE's CHEST
AREA. DEstRoy Fof's HEART.
Foe DIES IMMEDIATELY. ¥25
HITS, FINE WORK,

CRusH FoE's wip, 435
HITS . OPPONENT Is STUNNED
FoR 2 ROUNDS ACTIVE THE
FOLLOWING 4 ROUNDS AT -3075,
THEN DIES OF NERVE FAILURE.

14
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+ 12 Hirs + 45 nits e
HITS
01005 ouR WEAPON BREAKS IN 00 FUMBLE yoUR WEAPN . mw:iwmd e +20 wits
HALF . You ARE UPSET, AND MUST PARRY NEXT §i€ THE INTIATIVE ;‘mr BLow. SusRAcr 10 %, +5 mTs
ROUND. Goop LUCK PAL - NEXT ROUND. RoM YyouR NEXT SWING.
540
-+ 3 Hits + 4 miTs + 5 HiTs +9 HiTs +10 HITS
’ZQ + 6 Hirs +8 HiTs
+ 9 HiTs 412 wiTs +15 wits
21‘3& +9 wirs + 10 Hivs | + 12 wiTs +15 HiTs +20 WiTs
3Lv% + 12 wrs + 15 wrs +20 HITS “+25 Hirs + 30 wits
LiGHT uoug0.+ 12 HITS.
1- FoE TAkEs 5 HITs PER
5& +15 s + 18 wirs +25 Hirs + 30 Hits ReonD ANb 1S FORCED T
PARRY NEXT ROUND, Aoo
1 + 10%% To youR NEXT SWiNG.,
i i LiGHT wound . + 10 HITS. HARD FLAT Swine. + 15
he | Foe TAKES 3 HITS PER .
g 65 +20 wirs +25 wrs + 30 HiTs Roino Ao 15 ForcEd T8 Foe P i gl

PARRY NEXT Rounp. You
HAVE INITIATIVE FOR 3'RDs.

UNABLE To PARRY FoR
THe NEXT RoUND.

66

WELL PLACED STRIKE To
Fek's NEck SEVERS THE
JuGuLAR VEIN .+ 15 HITS,
FoE DiES IN (o ReunDS,
AND IS INACTIVE UNTILTHEN.

Viscious STRIKE To FOE'S
ABDOMENAL REGION DESTROYs
A VARIETY OF /MPORTANT™
ORGANS.' FoE DRops AND

DIES IN 3 RounNDs. +30 s,

STRIKE To FoE's WEART,
+ 12, HIrs AND Foe DIES
INSTANTLY. AOD + 107
To YOUR NEXT SWiNG.
VERY CLEAN KILL.

I NSPIRED STRIKE THAT
CATCHES Fo€ BETWEEN THE
EYES. +20 Hits. Fof DIES
INSTANTLY . You HAVE Ya.
A ROUND LEFT 7o ACT,

STRIKE THRoUGH FoE's
EAR DESTROyS BRAIN.
Fo€E DIES IMMEDIATELY.
Aop + 1097, To AL FRIENDS
SWINGS NEXT ROUND.

'

LiaHT WounNp, + 15

HArD STRIKE. 420 HITS,

BRUTAL STRIXE THRoUGH
Foe's HEART. + 20 HITs.

. HITS., FoE 15 STUNNED FoR Foe )S STumNED AND UNABLE
425 HiTs 4+ 30 HiTs 2 ROUNDS AND FIGHTS AT To PARRY Fof. 2 Rounps, Foe DIES IMMEDIATELY. AbD
~20% - Apo +107 To your Avp +10% To your MNEXT + 1075 To youR NEXT
NEXT SWiNG. SWING. SWiING,
LIGHT Wounbd. 4+ 3 HiTs, HARp Buw. +.20 HiTs, Foe STRIKE To Foe's Lea. +9 SHATER SHOULPER IN FoE's
- FéEN;‘ 5A'::N£D ::‘a[sar | l: ;‘fWWEP AND UNABLE To HITS. Fof 15 STUNNEP AND wearen ARM, + 15 HITS.
+30 MiTs 5“:“; s T:: e © PAR /’__;Rufr RounoS. fo£ UNABLE To PARRY FoR 4 Foe 15 STUNNED Fom 3
R:wvb Taee e ﬁ"w Rouno. Fog 15 AT — 1070, RounDs . ARM IS QUITE
. PuE TO LIGHT wouND. Takes 3 HITs PER Rounb. USELESS .
STRoNG BLAST STAGGERS Harp Blow STUNS Foe FoR STRIKE To Fok's Lea. +15 STRIKE To FBE'S FOREHEAD. STRIKE To Fog's CHEST
FoE. + 20 HITS. FoE IS 3 RouNnbs . FoE 1S UNABLE HITS. Fo€ IS STUNNED FoR IF FE HAS No HELM, You DESTRoYS THE HEART +25

81-90

STUNNED AND UNABLE To
PARRY FoR 2 ROUNDS.
AGD 57 To NEXT SWING.

To PARRY NEXT RouND,
4 22 HiTs. Apo + 107,
Te YoUR NEXT SWING,

2. Rounps ANP FIGHTS AT
~20%. FoE Takes 2 Hirs
PER  RouND,

Kiel Him. IF Fo€ HAS A
HELM, Yov KNOCK HIM ouT.

+ 30 HiTs.

HiTS, Fo& DIES mr—\zumr;‘j,
Abo + 15 % To Yeur N&
SwinG.

495

FiNE STRIKE To Fo€'s LEG
yiewos + 18 HITS. foe
TAKES 5 HiTS PER Rounp
AnD )5 AT = 107, Foe Is
STUNNED FoR 3 Rounos.

STRIKE Fog IN FACE.+5
HITs, FoE TAKES 3 HITS
PER ROUND AND FIGHTS
AT ~25 Yo. Apb 20% To
gouR NeEXT SWING .

STRIKE Fo€ IN HEAD, + 30
HiTs AND FOE IS KNOCKED
our. Aoo + f0% To AL
FRIENDLY SWiNGS NEXT RounNbd.
FINE SHOT,

CRUEL STRIKE To FRE'S

CHEST SEVERS A VE/N. FoE
15 STuNNED FoR 2 ROUNDS,
FALLS INTO UNCONSCIoUSNESS,
THEN DIES AFTER () ROUNDS,

SEVER AN ARTERY IN
Foe's LeG. T 10 HiTs.
Foe pies AFTER 12 sap
RouNPs oF |NAL-r.vn'\I.

698

STRIKE FoE IN HEART,
Foe pigs INSTANTLY AND
FALLS UPON ¢ou. oy
THEN TAKE 20 HITS Anp
ARE PINNED FoR G RpPs.

STRKE Fo€ THRouGH

BoTH LUNGS, Foe DIES
IN 3 ROUNDS . ouR
WEAPON 1S STuck IN FoE

For 12 Rounds.+25 WiTs,

STrikE FoE IN NosE AND

DRIVE Bone INTo BRAIN. Fo€
DIES INSTANTLY AND You
HAVE ’/2 Roullp To Alf.
CLEAN KitL .

STRIKE THROUGH FOE's
EAR DRoPs SUCKER . + 15
MiTs. Foe DIEs NEXT RoUND,
Aoo 425 T To youR NEXT
SWING.

SHATER Foe's SKuil.
+30 Hits. Foe DIES
INSTANTLY. A PIECE oF
FOE'S SKuLL SAILS STRAIGHT
BACK 10 FeeT. Nor paejTy.

79400

STRIKE THRouGH Foe's
LNGS. Foe FRLLS DOwN
AND DIES AFréR ( Rounds.
+2% Hirs. Avd +20% To
AL FRIENDLY SWINGS NEXT RD,

HARp BVT FLAT STRIKE .
Foe TAKES + 35 Hrs, IS
STUNNED FOR A Round, ANp
1S UNABLE To PARRY- ‘10(/&
WEAPON BREAKS IN HALF,

STRIKE FoE IN NECK.+20
HITS. fo£ IS STUNNEP AND
UNABLE T®> PARRY FeR G

RouNDs — THEN Bies. YouR
weapoN 1S stuek 2. Rofiwps.

BuLND FOE CLEANLY. FO€ 15
STUNNED AND UNABLE TO
PARRY FoR 2 Rounps. +5
HITS. Foe Is AT - 1007,
Precision SuRuERy .

STRIKE Foc THWROUGH CHEEK.
Fog DIES IMMEDIATELY .+ 15
HITS, UNFa,{TuNATEL/z{;QJOUR
WEAPON 1S STUCK 1

BoNE ForR 2 ROUNDS.

€

A9E-ASD

AWESOME STRIKE, +50
HITS . FeE IS STUNNED
For 3 Rounbs AND IS
UNABLE T» PARRY. foE
FranTs — 25 %

STRIKE To Si0E OF For's
HERD KNOCKS Fof o0vT. + 20
HITS, Fa€ IS ouT FoR AT
LEAST 3 Hours. Aoo +10%
7o ynul NEXT SWING .

STRIKE To Fog'S CHIN
SHATIERS TAw AND KNOCKS
FoE OUT. + 40 HITS AND
Fo€ s !N A ComA For 30
DAYS.

SHATER  FOE'S KNEE. FoE
TRKES 2 HITS PER RounD,
Fianrs AT =307, AND IS
STUNNED FoR 3 RouNDS.

SevErR A VEIN IN FoE'S
Foreumg. Foe 15 STunned
AND UNAgLE Td PARRY foR
G ROuNDS. Fa€ THEN Faus
PEAD. 4+ 20 HITS,

A% A75

STrRIkE PRIVES BoNE /INTo
KIPNEYS AND LIVER. Foe
FaLLs', TAKING 40 HITS.
FoE THEN DIES... PITY.

STRIKE DRIVES SHATERED
REMNANTS oF FoE's TAW
INTe THE BRAIN. FoE DIES
INSTANTLY . ou HAVE /2
ROUND LEFT To ALT.

STRIKE To FoE's ABDOMEN
DESTRoYs A VARIETY OF
ImPORTANT ORGANS. ' Foe

pRops Anp Pi€s AFTER G
RouNps . 430 HITS.

SMooTH STRIKE TAROUGH
Foe's cHeEx. t 10 HiTs,
Foe Dpi&s ImmEPIATELY.

ou HAVE !/y Reund 'LEFT
IN WHIEH To ACT.

STRIKE THRouGH Foe's
NECK, FoE DIES l~.\‘f4~rl./.
+25 wirs. Apo 107, T
your NEXT swinG. FinE
PIEcE OF weRK,

L6200

STRIKE To BowELs DESTReys
Foe's ABPOMENAL ARER, FE
FALS AND DIES AFTER 12
Rounps, +35 HTS, Ase
15% To youR NEXT Swing.

STRIKE THROUGH FoE'S EAR
Kiws FoE WITH CLEAN EASE.

+10 wirs. Ao +20% Ta

THE SwINGS OF ALL NEﬁRlY
ALLIES NEXT RouNd .

STRIKE SEVERS AN ARTER
IN FOE'S LEL. Fof FIGHTS
AT —20 % FoR 2. Rounbds,
THEN DROPS, Fo& IS THEN
INACTIVE AND DIES AFTER G RPS.

STRIKE SEVERS Fog's
SPINE. + 20 HITS., foE
DRops IMMEDIATEL! ANP
IS PARALYZED FREM THE
WAIST Pown.

STAIKE FoE THRovaH THE
EYe. FoE DIES IMMEDIATELY.
+ 15 Hirs. Abd 20% 7>
YouR NEXT SWING. t#au HAVE
'/z Rounid To Aer.

204250

Brow To FOE'S FaRELIMB
seveErs A VEIN AND STUNS
Foc FoR G Rounss. fee
DRoPs oN ROUND 7, PAsses
0UT, THEN DIES. 415 HiTs,

STRIKE SEVERS Fo€'S SPINE.
+ 15 HiTs. Fo€ IS PARALyZED
FRom THE NECK Pown,
SapLy , YeuR WEAPoN BREAKS
IN HALF.

STRIKE To FOE'S HEART, +20
HITS, FoE DiEs INSTANTLY.
Avd + 157 To A FRIENDL/
SWINGS FOR THE NEXT 2
ReunDs OF ACTION .

STRIKE To Fob'S HEART.
+25 HiTs. Foe piEs. Avp
+ 207, To AL FRENDL
SWinGs FoR THe NExt’3
RounpS OF ALTien.

STRIKE CARRIES ALL THE Way
THRouH FoE's WEap. FOE
DIES m!fANn./, THE ACTION
CARRIES ONTo' ANy NEARBY
OPPaNENT (Twis Round),

1+

EXTREMELY HARD BUT FLAT
SwinG. 4+ 35 NiTs. Fof I3
STunneD AND UNABLE To PARR
For 3 Rounbos, U~ruawnnr::7/,
Law KNot YouRSELF ouT,

STRIKE THROVGH FOE's EYE
PROVES FATAL. Foe DIEs
1mmepiaTeLy. 420 HITS,

Apd +25 P/ To yeuR NEXT
SwiNG.

BLIND Fo€ wiTH Visciovs
CROSSING STRIKE . Fo& IS
AT — 100, AND 1S UPSET,
+ 10 Hirs AND FoE 15 QUITE
STUNNED ForR G Rounbds.

STRIKE THRouGH FOE's RIBS
PUNCTURES A LuNG. + 30

HITs. Fo€ 1S KNotKED 6uT,
ouR. WEAPON 1S STULK FoR
G Rounds. (coop LWEK.

BLIND FoE WITH PAECISION
STRIKE AcRoss EYES. + G
HiTs. Fo€ IS STUNNED AND
UNABLE To PARRY For 24
Reunps .
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+ 10 HiTs
levR WEAPON BREAKS
IN HALF, Stosey

WORKMANSHIP,

+ 10 wiTs
0V DROP WERPON AND WiLL

TAKE 2 ROUNDS To GET IT
BACK, Bum Luck Budoy.

+ 10 HiTs
ou FUMBLE WEAPON FosR
REMAINDER ©F RounD. You
ARE STUNNED NEXT ReUND',

+ 10 wi7s
LAN FUMBLE WEAPON FoR

EMAINDEA. OF ROUND. 15“
MmUsT PARRY NEXT RouN
AT = 5%.

+ 10 Hirs
oU (MUST PRARY
NEXT  ROUND.

INITIATIVE NEXT 2 ROUNDS.
Aoo + 10 7% NEXT Swiné.

PARRy NEXT Reunp. Fee
TAKES 3 HITS PER Round.

- |
| I
ﬁa m } + 2 HiTs + 3 s + 4 niTs + G HITS + 8 HITS
|
ﬁ 2& +3 HiTs + 4 wirs +5 HiTs + 8 HiTs + 10 nits
|
&’3&
4+ 4 HWTs + 5 HTS + & HITS + 10 HITS +12 miTs
31'
5 W - |
+ +¢ H + 7 HiTs | + 12 HITS +15 HiTs
H-50
+G6 hiTs +7 WiTs + 8 HiTs +15 HiTS + 18 wits
+7 TS + 8 HITs +9 HiTs + 18 HiTs + 20 HITS
SL:‘:,:’DG/:.E?{::ZITIZGHT Bw?ﬁnﬁwﬁ fgz HL‘I:’HTF : Heavy wounp ., + 20 KiTs, STRIKE To Fo€'S HEART
. . . . Fo FOE 1S STUNNED AND UNABLE AND KiLL SUCLKER, ADD
+ 20 HiTs FoE TAKES 3 HITS PER TAKES 5 HiTs PER Rovnd, To PRRAY NEXT ROUND. For +20 T, To YOUR NEXT SwiNG.
ROUND AND FIGHTs - 07 FIGHTS =10, AND YIELDS FIGHTS — 15 % AND TAKES ou ARE, HOWEVER, COVERED
Your WeaPoN BREAKS, INITIATIVE NEXT ROUND . 10 HITS PER RoOUND. jmv FoE’s BLoob, +50 HITS.
G? ’7@ | Heavy BLow BREAKS Bones
-
IN Fog's UPPER Boby.+ 30
+8 HiTs + 9 HITS + 10 niTs + 20 HITS HiTs. FoE 15 STUNNED AND
UNABLE To_PARRY FeR 2.
ROUNDS. FLAT STRIKE,
LiaHT wound, +13 HiTs, HARD BLow. + 24 HITS ANp
- Foe TAKES 5 HITS PER Foe FiGHTs AT —20% . Foe
4 & +9 wrs + 10 HiTs +15 airs RoUND, FIGHTS — 40 %, AND is sTUNNED FoR 3 Reumbs
16L0S” THE INITIATIVE, ADD AND UNABLE To PARRY. Fo&
+10% 7o \ng NEXT SWiNG - TAxESs 5 HITS PER Rounb.
LienT wound. + 12 HiTs, HEAVY WOUND. + 25 Hirs,
- 15 FoE TAXES 4 HITsS PER Fo€ TAKES 20 HITS PER
+10 wirs + 15 wirs +20 wirs RouND AND MUST PARRY | RouND AND FIGHTS AT -259
NEXT RounND. Abp +20%, | Fog 1S STUNNED AND UNABLE
Te YOouR NEXT ROUND, ! 7o PARRY ForR 3 Rounbs.
LiGHT wouND, 4 12 HiTs, Haro BLow. 25 KiTs, STRIKE To FoE's NECK SEyERS]
= FoE TAKES 4 Hits PER FoE 1S STUNNED For 2 A VARIETY OF BLOOD VESSELS
+ 15 Hirs +20 HiTs ROUND AND 40U HAVE THE ROUNDS AND S UNABLE To AND KNOCKS Fof DOWN, Fof
EXPIRES [N 3 RouNDS DVE To

SHocK.+ 35 HiTs, NICE.. .

V%98

Biow SEVERS VEIN AND
ARTERY. FoE 1S STUNNED
FoR 12 RouNbps, DAoPs,
THEN DIES, Awesome.

MASSIVE Blow To NELK
CRUSHES BoNE AND BREAKs
SPINE. FoE DIES IN {
Rounp, BUT DRoPS INSTANTLY,
AbD + 25% To NEXT SwinG,

Blow To [bwWER SKULL AREA
KILLS FoE INSTANTLY. Fo€
STAGGERs FoR 1 Rounps
BEFORE DRoPPING . ADD +20%
To YOUR NEXT SWiNG.

U cuT FoE's sKuil IN
HALF. WEAPSN 15 STuck
IN CARNAGE FoR G RounDS.
Abo +10%, To ALL FRIENDLY
SwWiNGS FoR & ROUNDS.

STRIKE DRIVES BONE THReUGH
Fo€'s HEART, FoE DIEs
INSTANTLY, BUT {OUR WEAPON
15 STuck IN FoE FoR 12
ROUNDS. + 40 HITS.

G940

BlLow SHATERS Bone . +30
HiTS AND 10 HiTs PER
ROUND DUE To ComPoUND
FRACTURE, Fof js AT =257

STRIKE Fo€ IN LEGC AND
SEVER VEIN, + 25 HiTs.
Foe DReps /N 2 Rounps

AND DIES. Fo€ CAN FIGHT IN
THE INTERIM,

CRUSK BONES IN Fog's NECK,
507, CHANCE Fo€ Is PARALyzZED
FRom NECK DPOWN. 50 7, CHANCE
THAT FOE IS KILLED. You
HAVE /3 ROUND LEFT To AGT.

STRIKE THREUGH HEART
KiuS Fo€. + 20 HITS.
25%. CHANCE FoE FALLS ON
You ouT oF sPiTE.

CATCH FoE BETWEEN THE
EYES AND SHATTER THE SKuLL.
Foe DIES INSTANTLY. gou

HAve Y2 ROUnD Te Acr. Abdo
25, To YOUR NEXT SWING,

HU-150

LIGHT wWwouNp. + 12
HITS. FOE BLEEDS AT
1 H(T PER RouND. Abp
4 10% To youR NEXT SwiNG,

LIGHT wounp. + 13 Hits
AND FOE MUST PARRY NEXT
ROUND. Fo€ TAKES 2. HITS
PER RounNd. Apd +20%,To
Youn NEXT SwiNg,

HARD Buew. + 30 HITs. Foge
IS STUNNED FOR 3 Rounbs
AND JS UNABLE To PARR

DURING NEXT Reuno, ADP
+ 10, To YouR NEXT SWiNG,

SERIOUS COMPOUND FRACTURE.
+30 HITS AND FOE IS STUNNED,
UNABLE To PARRY, FoR 2.
Rounps.

STRIKE FeE THRevaw LEG
AND SEVER VEIN. FoE IS
STUNNEP AND UNABLE To
PARRY FOR & ROUNDS. Foe
THEN DjES. + 20 HiTs,

AGL-475

Biow curs musce AND
CAUSES LIGHT WOUND. + 20
HITS. Fog IS5 AT -20% AND
TAKES 5 HITS PER Round.

Bisw STUNS FoE FoR 1
RouND AND FOE 1S UNABLE
To PARRy. +25 HiTs.
Fog 15 AT —20% AND
IS QUITE UPSET,

KNotK FoE DownN. + 25
HITS. FOE IS5 DowN AND
UNRBLE To PARAY FoR NEXT
2. RouNDS. App + 109, To
YOUR NEXT SWING.

KMotk Foe Down WITH A
Visdous Blow . + 40 MiTS
HITS, 50%, CHANCE OF COMA =
50%, CHANCE FOE 15 PowN

AND UNABLE To PAARY & Rouwps,

ARWESOME BLOW KNOLKS FoE
DowN, FoE BREAKS BACK
AND NECK AND SUFFOCATES
IN L2 Rounds. +25 HiTs.
ADD 20 % To YOUR NEXT SwWiNG.

178-200

Biow cuTs TENDoNs .
+15 HiTS AND Fof
FIGHTS = 25% . App
207 To YouR NEXT
SwinNG.

KNOCK FoE POWN, + 20

HITS. Fo€ IS Pown FoR

2. ROUNDS AND UNABLE To
PARRy. Aod +25%, To

YOUR NEXT SwiNé.

HEAvy Wouno. + 28
HITS AND FoE 15 AT - 40,
Fog 15 UNABLE Te PARRY AND
STUNNEO For NEXT 3 RoUNDS.
Fo€ TAKES 10 HITS PER RoUND.

STRIKE SEVERS VAST
NUMBER OF BLOOD VESSELS,
+25 HITS AND Fo€ IS

STUNNED, UNABLE To PARRY)
FoR 9 RDs. Foe Is AT =257,

STRIKE THReUGH FoE'S

EYE HITS HOME ANC RiPS
THRovaH BRAIN. T 24 HITS,
FoE DRopS IMMEDIATELY AND
DIES. FiNE BLAST,

24-25¢

Brow SHATERS Bone.
+ 35 HITS., FoE TAKEs
10 HiTs PER RouND, /s
STUNNED 2. RoUNDS, AND
FiaWrs — 30%.

HEepvy wounp, +35 Hits
AND FoE )S $TunNED FOR 3
Rounps — UNABLE To PARRY.
FoE FiaHTS — 409, AND
TAKES 10 HITS PER RouND.,

Viscious Blow To Foe's

LEG. + 30 HITS. FoE TAKES
12 HITS A ROUND AND FIGHTS
~50%. Fog 1S STUNNED AND
UNABLE To PARRY & Rounbds.

STRIKE THRouGH FOE's EAR.
4+ 15 Hits. Fog pi€s OF
MASSIVE BRAIN DAMAGE IN
3 Rounps. Abd +207 To
JOUR NEXT SwiNG.

MAGNIFICENT ABDOMENAL
STRIKE DROPs FOE IN A HEAP,
435 HITS AND Fo€ DIES OF
SHoeK IN 4 ROUNDS. You
ARE STUNNED NEXT Rounp,

251+

Foe 15 BunNoEp. + 20
HITS AND Fof FiGHTS
~100 %, . Foe 15 STUNNED
AND UNABLE To PARRY

For (o RouwNbs.

STRIKE THROVGH Foe's Eye.
L’,a Kite FoE INSTANTLY.ADD
207, To YOUR NEXT SWiNG.
209, CHANCE YoUR WEAPON IS
STuek IN Fok FoR 3 Reunos.

AWE INSPIRING STRIKE
PRIVEsS BONE THRovGH
BeTH LUNGS. FOE TAKES
loo WiTs, Faus v A comn,
AND DIES IN L8 RovnDS.

INCREDIRLE STRIKE SEVERS
AN ARTERY AND VEIN AND
BREAKS Fok'S SPINE.+ 50
HITS, FALS, AND DIES AFTER
2. ROUNDS oF RGONY.

STRIKE THROVGK SIDE KiLLs
Fo€ AFTER A CHAIN REACTION
OF BRokEN BONES SPUNTER.
oV ARE COVERED WITH Fof's
Busop. + 100 wiTS.

16
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4-6 pounds
2-3 feet

Weight:
Length

One-hand

Type:

8.33

HAND
AXE

10 feet (-15%)

Range

25 feet (-30%)
50 feet (-45%)

1-4

Fumble



8.34

MATIN

GAUCHE

1-2 pounds

1-2

Weight:
Fumble:

10 feet (-15%)

One-hand
1-1% feet

Type:
Range:
Length:

cooo

cocoo

cococo

cocoo

cooco

cooocoococoocoo

cocooo

coocoof

cocococo

cococoof

coocoo

coococo

ocoocoo

coocoo0o0o0oo00

coococo

cocooco

cocooco

cocooco

cocococo

d
7
7
7
7
0
0
0
0
0

cocooo

cocooco
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cocooococococoo0o

coocococoocoo©o

cococoocoooo0o00o

coocococococo~—

ccocococoococoo

cococococococoo

coocococococoo
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ocooococococoo0

coococococococo

coococooo0o00o

0
0
0
0
0
0
0
0
0
0

coocococococooO

coococococooo0

8.3

IMITAR

Sc
1-4

3-5 pounds

Weight :
Fumble:

One-hand
2%5-4 feet

Range:
Length:



8.36

RAPTER

1%-3 pounds

te

One-hand

ype:
Range:

Ty

Fumble

3-5 feet

Length:

coooocoo000Q
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o000 0000 00
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2
2
2
2
2
2
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0
0
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4
4
4
4
4
3
3
3
3
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>Pooo0 0000000
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)EI
20ES
20EP
I9ES

19EP
19DS
19DP
18DS
18DP
18DS

>oooo0oooooo

PO 00000000 0D
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©oooococoocococoo

cococoocococooo

Poococoocococco

coccoccococoo

ccococococooo

coococococococoe

coooocoo000Q

3-5 pounds

ight?

Wei

One-hand

Type:

BROADSWORD

Range:

1-3

umble:

5

2-3% feet

Length



8.38

=N
|
>
32
197)
—
[<4
S
T
%)

2-4 pounds

1=2

Weight
Fumble

10 feet (=30%)

One-hand
1%-2 feet

Type:
Range:
Length:

NN NP NN

coocococoococo -

coococococoo0o

coococoococoooo

coocoocococooo

cooomNNNNN

cocococoocoooo
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coocoocoocooe

Soooco0o0o0o00O]

13CK

13Cs
12CP
12CK
12CS
12CP
12CK
12CS
12CP
12CK

10BP
10BK
10BS
10BP
10BK
10BS
9BP
9BK
9BS

9BP

16CS
16CP
16CK
15CS
ISCP
15CK
15CS
I5SCP
15CK

15CS

12BK
12BS
12BP
12BK
12BS
11BP
11BK
11BS
11BP
11BK

cococoococoo0o00

8
0
0
0
0
0
0
0
0
0
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5
S
5
5
§
5
5
4
4
4

coocooccooo

1
0
0
0
0
0
0
9
0
0

cococoo o0 oo

ccocococococoo
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cocococococooco

cococoocococoocol

One-hand

Fumble

(lose swing)



3-7 pounds

Weight:

Two~hand

Type:

Q
S
-~
O

10 feet (-40%)

3-5 feet

Range:

Fumble:

Length:

cococoocococooo
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cococococoocooo
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0
0
0
0
0
0
0
0
0
0

ccococooccooook
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9AK

9AP
9AK
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8AK

9.
9
8
8
8
8
0
0
0
0
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WAR
HAMMER

4-7 pounds
15-4 feet

Weight
Length

One-hand

Type:

10 feet (-20%)
25 feet (-40%)

Range

Fumble

eet (-60%)

£

50



8,44

One-hand Weight: 3%-8 pounds

Type

MACE

10 feet (-35%)

Range

1-2

Fumble

1-3 feet

Length

20

1AK
11AK
11AK
11AK
11AK
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0
0
0
0
0
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0
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8.45

25EK
24EK
24EK
24EK
23EK
23EK
23EK
23EP
22DK
22DP

£
=
)
(O}
2
—
=2
[
=)
=
)
o
=1
2
(o]
(=9
o] [e'e]
1 [}
or: < —
7 0
7 9
7 9
6 9
6 8
6 : g
0 o s o
0 0 22
0 0 () o
= [
4 0 0
0 0 0 0 0
0 0 0 0 0
0 0 0 0 0
0 0 0 0 0
0 0 0 0 0
0 0 0 0 0
0 0 0 0 0 o b
0 0 0 0 0 = 1)
0 0 0 0 0 ™
; d \
T' ¢
]
g d
-
QB
O bs &0
g o
~ o O
Hx A

fococcocococcool
cococococococoo
Scccococococooco

'oooooooooo‘:

,‘cooocoooco“
4oo°°occ°oo




8.46

WHIP

2-5 pounds

ight:

We

One-hand

Type

Range

umble:

F

6-9 feet

Length

cocococoococococoo

10DK
10DK
10DK
10DK
9DK
9DK
9CK
9CK
9CK

9CK

8CK
8CK
8BK
8BK
8BK

TAK
7AK
TAK
TAK
TAK
TAK
6AK
6AK
6AK

_6AK

14DK
14DK
14DK
14DK
14DK
14DK
14DK
13CK
13CK

13CK

12CK
12CK
12BK
11BK
11BK
11BK

9AK
9AK
9AK
9AK
9AK
9AK
9AK
9AK
8AK

8AK

cococoocoooocos

ocococcocococooo

coocococococooo

0
0
0
0
0
0
0
0
0
0
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cooococo000O

cococoococo0 000

cCoo0oC00O — = ——i

14CK
14CK
13CK
13CK
13CK
13BK
13BK
13BK

13BK

cococoocooo

cococo0000 ——

Poocooocooooo!

Poooo0o0oocooO

cococooo0ooo

Pooocoocococoooo

14EK
14EK
14EK
13EK
13EK
13EK
13EK
13DK

13DK

cococoocoo0o

ccococococococook

12CK
11CK
11CK
11CK
11CK
11BK
11BK
11BK
10BK

10BK

Poo0o00000000

8
8
o
7
T
i
7
0
0
0

2-6 pounds
3-6 feet

Weight
Length

Two~hand
50 feet

Type

BOLA

Range

100 feet (-20%)

1-7

Fumble

150. feet (-40%)



2-3 pounds
2Y2-4 feet

Weight:
Length

Missile

Type

COMPOSITE BOW

10 feet (+25%)

100 feet

Range

8.52

1-4

Fumble

200 feet (—35%)

300 feet (- 60%)

cococococococo0o~—

foooocoocoooO

coocoo0co00O0O} ;

cocococoocoo~
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joocococooococooo

coocoococococonN
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0
0
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8.53

HEAVY CROSSBOW

8-12 pounds
3V2-4Y; feet

1-5

Weight
Length
Fumble

0
0
0
0
0
0
0
0
0

e

20 feet (+30%)
200 feet (- 25%)

Missile
100 feet

lcoccoococoook
cocococococococoo
cococoocoococoo
coccocococococos
cocococoocococoo
coccocococococoo
ccococococococoo
coococococococoo

Type
Range

33

300 feet (—40%)
360 feet (—-55%)



4-8 pounds
2-4 feet

Weight:

Missile

Type:

8.54

LIGHT CROSSBOW

Length:

10 feet (+ 15%)

100 feet

Range:

1-5

Fumble:

200 feet (—35%)

300 feet (—50%)

360 feet (- 75%)

2
2
2
1
1
1
0
0
0
0

Coocococococococoo
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8.55

20 19 18 17 16 15 14 3 12 11 10 9 8 7 6 5 4 3 2 1

LONG BOW

2-3 pounds
5-7 feet
1-5

Weight
Length
Fumble

~

300 feet (—40%)
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400 feet (—50%)



1%-2 pounds
2%-3% feet

Weight
Length

Missile

Type

SHORT BOW

10 feet (+10%)

100 feet

Range

8.5

1-4

Fumble

180 feet (-40%)
240 feet (-70%)

 PooOoO————NNN
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5
5
5
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4
4
4
4
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Y4-1 pound

Weight:

Missile

Type:

8.5/

SLING

1Y2-3 feet

Length:

10 feet (+15%)

60 feet

Range:

Fu'mble:

1-6

120 feet (—40%)
180 feet (—65%)
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9
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8
7
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coococoococococoo

Scoocouwuuaaa

coococooocoo®

coococoocooow
coocooooo000

coococococococoo cocococococococoas

cocococooccooo

poococococococcoco

Scocococooo0o000d

coocoococococood

coocooo0oco000d

coococococoooo

coocococo0o0000d

i coocooocoooo

4-8 pounds

.
B

Weight

Two-hand

Type

FLATL

2%-4 feet

.

Range

1-8

Fumble

Length



8.63

Two-hand Weight: 4-8 pounds

Type

WAR MATTOCK

3%5-5 feet

Range

1-6

Fumble

Length

cocooococococoo

coccococococonN

cocoococoococo

28EK
28EK
27EK
27EK
26EK
26EK
26DK
25DK
25DK
24DK

19CK
19CK
18CK
18CK
17CK
17CK
16CK
16CK
16CK

11BK
10BK
10BK
9BK
9BK
9BK
8BK
8BK
7BK
7AK

32EK
31EK
31EK
3IEK
30EK
30EK
29DK
29DK
28DK
28DK
"

22DK
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2ICK
2ICK
20CK
20CK
19CK
19CK
19CK

L
14CK
13CK
13CK
12BK
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9BK

6AK

o
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14CK
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20 19 18 17 16 15 14 13 12 n 10 9 8 7 6 5 4 3 2 1
I8SEK  IBEK 2lEK  2IEK | 20EK 22EK 26EK 26EK | 28EK 28EK 33EK 36EK | 30EK 33EK JEK 38EK
18DK  18DK 21EK  2]1EK | 20EK 22EK 26EK 26EK | 28EK 28EK 33EK 36EK | J0EK 33EK 36EK  38EK
18DK  18DK 2IDK 2IEK | 20EK 22EK 26EK 26EK | 286K 28EK J3EK 36EK | 30EK 33EK 36EK 38EK
18CK  I18DK  21DK 2IEK | 20DK 22EK  26EK 26EK | 28EK 28EK 33EK 36EK | 30EK 33EK 36EK 37EK
1IBCK I8CK 21DK 2IDK | 20DK  22EK  26EK 26EK | 2BEK  28EK 32EK 3SEK | 29EK 32EK 3SEK  37EK
18CK 18CK  2IDK 210K | 20DK 2IDK 2SDK 2SEK | 27EK 27EK  32EK 35EK | 29EK  32EK  35EK  37EK
I8CK 18CK 20CK 20DK | 190K 2IDK 25DK 2SEK | 27EK  27EK  32EK 3SEK | 29EK  32EK  3SEK  36EK
I7CK  J7CK  20CK 20DK | I9CK 2IDK 25DK 25EK | 27DK 27EK 32EK 34EK | 28DK 3IEK 34EK  36EK
17CK  17CK  20CK  20DK | 1I9CK  2IDK 25DK 25DK | 27DK  27DK  31EK 34EK | 28DK 31EK  34EK  J6EK
I7BK  17CK 20CK  20DK | ISCK  2IDK  24DX  24DK | 27DK  37DK 31DK 34EK | 28DK 3IEK 34EK  3SEK
17BK 17CK  20CK 20CK 19CK  20CK 24DK  24DK | 26DK  26DK  31DK  33EK 28DK  30DK  34EK  3SEK
17BK 17BK 20CK 19CK 19CK  20CK 24DK  24DK | 26DK  26DK 3IDK  33DK 27DK  30DK  33EK ISEK
17BK 17BK 19CK 19CK 18CK 20CK 24CK 24DK | 26CK  26DK  30DK 33DK | 27DK  30DK  33EK 34EK
17BK 17BK 19CK 19CK 18CK  20CK  23CK  23DK | 26CK 26DK 30DK 320K 27CK 29DK  33EK 34EK
16BK 16BK 19CK 19CK 18CK  20CK  23CK 23DK | 26CK 25DK  30DK  32DK | 26CK  29DK  32EK 34DK
16BK 16BK 19CK 19CK 18CK 19CK 23CK 23DK | 25CK  25DK  29DK  32DK | 26CK  29DK  32EK 33DK
16AK 16BK 19BK 18CK 18CK 19CK  23CK 23DK | 25CK 25DK  29DK  32DK | 26CK  29DK  32DK  33DK
16AK 16BK 18BK 18CK 18CK 19CK 22CK 22CK 25CK 25DK  29DK  JIDK | 26CK  28DK  32DK  33DK
16AK 16BK 18BK 18CK 17BK 19CK  22CK 22CK | 25CK 25CK  29DK  3IDK | 25CK  28CK JIDK  32DK
16AK 16BK 18BK 18CK 17BK 19CK  22CK 22CK | 25CK 24CK  28CK  3IDK | 25CK  28CK 3IDK  32DK
16AK  16AK 18BK 18CK | I7BK I8CK 22CK 22CK | 24CK 24CK  28CK 30DK | 25CK  27CK  31DK  32DK
ISAK  ISAK 18BK 18BK | 17BK I8CK 22CK 2ICK | 24CK 24CK 28CK 30DK | 24CK  27CK  30DK 31DK
15AK  ISAK  I8BK 17BK | 17BK I18BK 2ICK 2ICK | 24CK  24CK 28CK 30CK | 24CK 27CK  30DK  3IDK
I5SAK  ISAK 17BK  17BK | 17BK  IBBK 2ICK 2ICK | 2¢CK 24CK 27CK 25CK | 24BK 26CK 30DK 3ICK
ISAK  ISAK  17BK  17BK | 16BK 18BK 2ICK
ISAK  ISAK  17AK  17BK | 16BK 17BK  2ICK
1SAK  I1SAK  17AK  17BK | i6BK 17BK  20BK

9 ISAK  14AK 17AK  16BK | 16BK 17BK  20BK
13AK | 14AK 14AK 16AK  16BK | 16BK 17BK  20BK
59! 14 I4AK  16AK 16BK | 16BK 16BK  20BK

9 14 14AK 16AK 16BK 15AK 16BK 19BK

9 14 14AK 16AK 16BK 1SAK 16BK 19BK

9 t4 14AK 16AK ISBK 15AK 16BK 19BK

9 14 14AK 16AK 15AK 15SAK 16BK 19BK

9 14 13 15AK 15AK 15AK 15SBK 18BK

9 13 13 15AK 15AK 15AK 15AK 18BK

9 13 n 15AK 15AK 14AK 15AK 18BK

8 13 3 1SAK 14AK 14AK 15AK 18BK

8 13 13 t5AK 14AK 14AK 15AK 18BK

8
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3-5 pounds

Weight:

Two-hand

Type

8.64

QUARTERSTAFF

1=3

Fumble

5-7 feet

Range:
Length



8.65

5-12 pounds

Weight

Two-hand

Type

TWO-HAND SWORD

Range

1=5

Fumble

3%-6% feet

Length

27EK
27EK
27ES

26DK
26DS
26DK
25DS

25DK
25DS

24DK

24DS

30EK
29EK
29EK
29DS
28DK
28DS
28DK
27DS
27DK
26DS
D

12CS
12CK
11CS
11BK
10BS
10BK
9BS
9BK
8BS

cocococococococoo

ccoocococococoo

cocococoocoocoo
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3-5 pounds
4-7 feet

Weight
Length

Pole Arm
10 feet

Type

8.71

JAVELIN

Range

50 feet (-20%)

1-4

Fumble

100 feet (-40%)
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~24EK

24EP
24EK
23DP
23DK
23DP
22DK
220P
22DK

2IDP

18CK
18CP
17CK
17CP
17CK
16CP
16BK
16BP
15BK

_15BP

11AK

26EP
25EP
25EK
24EP
24EK
24DP
23DK
23DP
22DK
22DP

18CK

17CP
17CK
16CP
16CK
16CP
15CK
15CP
15CK
14CP

10AK
9AP
9AK
9AP
8AK
8AP
TAK
TAP
TAK

cococoocoococown

coococooococoo

coccoococoo
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36EP
I6EP
ISEP
ISEP
34EP
34EP
J3EP
JIEP
33EP
32EP

19CP
18CP
18CP
17CP
1ce
16CP
16CK
16CP
ISCK

1SCP

coccocoococ000O!

cocoooococooo

if used unmounted use spear table
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cococooccomo

coococococoocoog

coooo0oo0oo

c0oo00O0O0COOGg

5-12 pounds

Weight

Pole Arm

Type

POLE ARM

Range

1-7

Fumble

6-15 feet

Length



8.74

3-8 pounds
5-10 feet

Weight
Length

Pole Arm

Type

SPEAR

10 feet (-10%)

Range

25 feet (-20%)
50 feet (-30%)

1-5

Fumble

coocococoooOoO!
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TABLE 11:31

GRAPPLING

Crittodl Fhrikes
-}#r
Crragpling

\
= WEAK GRIP, INDECISION AND
No Bonus. AN OPPORTUNITY +1 HT +2 HTS +3 Hres
Losr,

GLANCING ATTACK . Jou

- HAVE THE (NITIATIVE
g +1 AT +2 HITS “+3 HiTs + 4 TS nExr RAGND: S WITS,
GLANCING ATTACK . NO PAssinNG STRIKE. You GRAZING SIDE STRIKE . GUINGNG BLow. You LAME ATIACK, BuT FoE

44-45

EXTRA DAMAGE , Bur
ou MAVE THE INTIATIVE
NEXT ROUND . PRACT (€ .

HAVE THE |NITIATIVE NEXT
ROUND. +2 HITS.

ou RECEIVE THE INITIATIVE
NEXT Round. + 4 HITS.

RECEIVE THE |NITIATIVE
NEXT ROUND. -+ G HITS,

MusT PM\RY NEXT RevND,

+ G HITS

16 -20

Foe is Fre€, BuT qou
HAVE THE [NITIATIVE
NEXT Rouno. + 3
HiTs,

Fo€ FENDS oFF ATACK
8uT 1S FORCED To PARRY
NEXT RounD. + 2 HITs.

Fo€E REcovERS BUT Is
FORCED To PRRR)' NEXT
RouND . + 4 HiTS,

SipE STRIKE UNBALANCES
FokE . Ldﬂu HAVE INMATIVE
FoR 2. Rounds. +5 HfTs,

STRoNG, PASSING BLow.
Fok 1S STunnED For L
RounNp. + 3 HiTS,

39

GRAZING HIP STRIKE,
You HAVE THE INITIATIVE
NEXT ROUND. + 5 HITS,

ATrack HAS PUNCH, BUT
NOTHING MORE. Fo€ MusT
PARRY NEXT ROUND AT
~20%.-

GLANCING  ATIALK . FoE
IS STUNNED Fer 1 Rouwp.

+2 HiTs

HARD BT MiSPLACED
STAIKE. fo€ ELUDES
GRIP BT )5 STUNNED
For 1 Rounp.+3 HITs.

DiSToINTED ATAck AnD A
LUTLE  LweK Auowd FoE To
ESCAPE GRASP, FOE IS

STUNNED For 1 Rounp. You
HAVE INITIATIVE 1 ROUNDS.

Blow To LOWER BAcK.
Fo€ MusT PARRY NEXT
ROUND .

UNBAIANCE FoE. + 4
HITS . FoE MUST PARR
NEXT ROUND . %cv AVE
INITIATIVE Fom 2= RAUNDS.

FUAIING ATIRek. ., Fog 1S
STuNNED | Reuno anD
MusT PARRY THE FoubwING
RouND .

STRIKE To Fok's SHIEL
ARM. IF Fo€ WAS sHIELD, +3
HITS. TF NoT, ARm 1S CAUCHT
For G RounND3 (AND IMMSBILL),
AND FOE STUNNED 3 ROUNDS.

ATTAck To UPPER EG. Fol

IS $PUN ABOUT AND BREAKS
LA0SE, BUT 1S STUNNED AND
UNABLE To PARRY 1 Rovwp.

PassinG HIP STRIKE . FoE
MUST PARRY NEXT RoUND
AT —20%. + 3 HITs.

Blow Td CHEST STUNS
Fo& For 1 Round.

+5 HITs

Your AmAck PRooucES A
WEAK GRASP AROUND Fok's
WAIST. Fok 15 AT ~25%
For 3 Reunds,

ATTacK {IELDS WEAK HoLd
ARGUND Fog's CHEST. FoE Is
AT ~30% FeR 3 Rounps.
ou HAVE INITIATVE 4 ReunDS .,

ATTAex PRODUCES A Hoid
AROUND Fok's LE&. FoE
SUPS AwAY, BUT IS STUNNED
2. ROUNDS AND IS UNABLE
To PARRy NEXT Rouwno,

_su(.nny UNBALANCING
Blow To CHEST. Fo€ Musr
PARRY NEXT ROUND. Yov
HAVE (N1TIATIVE 2. RoUNDS.

BLow Td BACK STUNS
Fof Fom { ReunD.

+7 HiTs

ATTACK  yIEDS SUPPING
GRASP AROUND Fo€'s L.
FoE IS STUNNED ANO UNABLE
To PARRY 1 RounD,

ATrACK RESULTS IN SUPPING
GRIP ARGUND Fo€'s WAIST,
Fo£ 15 Ar ~ 5070 FoA 3
ROUNDS.

Fok BREAKS FREE OF HOLD
AROUND SHIED AAM. Fo€ is
STUNNED 2 ROUNDS AND UNABLE
To PARRy NEXT RoUND. +5
HITS.

GLANCING BAck BLow. Foe
MusT PARRY NEXT RouND
AT ~25% fou HAVE
INITIANVE 2 ReUNDS.

UNBALANCING STRIKE, Fo€
SPINS FREE BUT IS STUNNED
FoR 1 RounD AND MusT
PARRY THE FowowiNG RGUND.

Fo& BREAKS FREE OF Howo
ARGUND THICH, BuT IS
SITUNNED AND UNABLE To
PARRy 1 Reuwd. +3 HiTs,

Avrack Prooucks How
AROUND LEG. GRIP IS
SLIPPING BUT Fo€ STUNNED
3 Rounos. + G HITs,

GRASP AReuND FoE'S LEG.

FoE IS STUNNED AND UNABLE
To PAARy 1 ROUND AND IS AT
~259, THE FouowiNG 3 RouNDS,

Bwow To SHOULER. FOE IS
sTunnEP 1 Rounp.

+3 Hrs

SLipPING GRASP AROUND
Fo€'s WAIST is WEAK,
Fe€ 1S STuNNED FoR 2
Rounos.

CrRASP AROUND FOE'S CHEST,
Fo€ IS AT —50% For 3
RounDs. + 3 HiTs,

GRASP AROUND FOE'S
CHEST, Fok 15 STUNNED AND
UNABLE To PARRY FOR 1
RounD AND IS AT ~20%e THE
ForowinG 2. ROUNDS.

Arrack To FeE's SHIELD AAm,
IF Fo€ WAS SHIELD, +G HITS.
IF NoT, Fo€ 15 STUNNED AND
UNABLE To PARRy 3 Rounbds,
TAKES +7 HITS.

GrRASP ARoun» LJEAPON
ARM DISARMS For. +2-
HITS. Fog IS STUNNED FoR
2_ Rounbs.

GRASP AROUND WEAPON
ARM DiISARMS Fo€ AND
SPRAINS HiS wWRIST. Fel Is
STUNNED Z RovnDs, AnS
FIGNTS AT =255,

GRASP ARounbd BOTH OF
Foe's LkaS, FOE SuLPS
Away, Bur 1§ KNOCKED

Down AND PRenE FoR 1
ROUND. +5 HITs.

CxRASP AReunND LEG KNocks
Fo& DOwN. TicHT GRIP.
FOE 1§ PRONE AND IMMOBILE
2 RouNDS, + (G HITS,

GRASP FOE AROUND NECK
AND KNocr HIMm DownN. Foe
HAS ToRN NECK MUSCLES, IS
AT — 20% . Fok IS PRONE AND
ImmegiILE For 3 ReunDs.

PAsSSING CHEST STRIKE .
Fo£ ELUDEZ ENTANGLEMENT
Bur Mmust PARRY NEXT 2
Rounds AT =207 -

ENTANGLE FoE'S LEG.

+ 4 HITS. FoE IS STUNNED
AND UNABLE To PARRY |
ROUND .

ENTANGLE SHIEWD ARm . IF
Fok HAS SMIELD, HE IS AT
-50%7% UNTIL HE DROPS 7.
IF NoT, Fok IS AT ~50%o .

ENTANGLE LEG. Foe IS
STUNNED FoR 2. ReunDdS
AND UNABLE T® PARRY

NEXT ROUND. + T HITS.

ENTANGLE (EAPON ARM
FoE /5 STUNNED AND UNABI
To PARRY FoR 2 Reunps,
ANp AT ~T75%5 RD FOLOWING .

ATTACK RESULTS IN AN UNEASY
HOW oN FOE's MIDSECTION -
Fot is AT —50% For 2
RoUNDS, +5 HITS.

ATALK YIEMDS A wEAK
HOLD AROUND FOE'S AOWER
CHEST. FoE 15 AT —50%
For 3 Rounbps. + 4 WrTs.

ATACK RESULTS IN LOOSE
GRASP ON FOE'S MipSECTION .
FoE IS STUNNED Fom 2.
RounDs AND IS AT —50% For
THE Fouowing 3 RounDs.

ATALK iELDS LDOSE HOLD
AROUND FOE'S MIDISECTIeN,

FOE 1S STUNNED AND UNABLE
To PARRy | Rounp AND IS AT
~70%s THE FouoOwING 3 ROS.

ENTANGLE FOE's LEG. FoE S
KNOLKED DOWN, AND STUNNED
AND UNABLE To PaRRy FoR

2 RounDs. + 9 HITs.

INFIRM Ho> ON FOE'S
MiDSECTIoN. FOR THE NEXT
3 Rounos Fot 1S A —507%
AND yuv HAVE THE INITIATIVE .

ENTANGLE SHIEWD ARM, TF
FoE HAS SHIEWD, HE i5 AT
~30% UNTIL HE DRoPs IT. IF
NeT, Fo£ IS AT — 40%.

ENTANGLE WEARPON ARM .
FoE 15 STUNNED AND UNABLE
TO PARRy FoR 2 RouNDs, ANP
IS AT — 50 % DVRING THE
FoLLowING ROUND.

ENTANGLE Fo€'s wEAPIN
ARM. Fog HANGS ONTo
WEAPON, BUT THE ARM IS
IMMOBILIZED. +3 HITS,

GRAPPLE WEAPON ARM, foe
1S DISARMED AND HIS LEFT
STUNNED FoR 3 RounDS.
ToRN LGAMENTS AND PULLED
MUSCLE LEAVE Fof AT = 40%.

GRASP FoE'S LEG. Fof
BREAKsS FREE BUT IS STUNNED
For 2. Roumps. +3 HITs.
Yoo HAVE INITIATiVE G ReUNDS,

INFIRM GRASP ON FoE's

MiDSECTion, FoR THE NEXT
& RounDs FoE i35 AT = 507
AND gou HAVE THE INITIATIVE,

GRASP AROUND Fog's CHEST
BREAKS RI@ AND LEAVES Fo€
STUNNED AND UNABLE TO
PARRY Fom 3 RounDS. Fof
Fients AT —5%.

ENTRNGLE FoE's LEG. Fo€
1S KNOCKED DOWN, STUNNED
AND UNABLE Td PARRY -
ReuUND3, AND DISARMED. FALL
BREAKS SHIELD ARM.

ENTANGLE BOTH oF Fo£'S
ARMS AND PIN THEM To
His CHEST. FoE CANNOT
MovE HIS ARMS AND HAS
MoB/LiTy REDUCED By —75%,

AfrAcKk To FOE'S SHIELD ARm .,
IF Fof HAS SHIELD, HE MUST
PARRy NEXT Round. IF NOT,
ARM 15 IMMOBILIZED AND FOE
Is AT -50%.

ENTANGLE Fog's LEG. Fo€ IS
KNOCLKED DOowN AND IS STUNNED
AND UNABLE To PARRY Fom 2.
RounDS. PulLED Muscif
LEavEs FoE AT —10%.

ENTANGLE Fok's FeeT, Fo€
STUMBLES, FAUS, AND BREAKS
SHouLDER. +8 HITS. Fo€ IS
STUNNED (> ROUNDS AND
FIGHTS AT —30%.

Tie UP BoTH OF FoE'S ARMS
S0 THEY ARE IMMOBILE.
Fo€ Is STUNNED For 9
ROUNDS AND CANNOT FIGHT.
+ G HITS.

ENTANGLE FoE'S Foor, Fog
STUMBLES, FaLLS, BREAKS
WEAPON ON IMPACT, AND IS
STUNNED 2. ADS. IF NO CHEST
ARMOR, RoLL ''D" CRUSH CRIT.

ENTANGLE FOE'S LEG . Foe IS
KNOLKED DOowN AND 1S STUNNED
AND UNABLE To PARRy For 2.
RounDs. +3 MiITS.

BeTH OF Fok's LEGS ARE
TED UP. Fof€ IS DowNED,
DISARMED, AND STUNNED AND
UNABLE To PARRy & RounNoS.

ANKLE SPRAIN, FOE 1S AT—=25% .

PiN BOTH OF FoE's ARMS T
CHEST. FOE IS STUNNED AND
UNABLE To PARRY 4 RounDs,
THEN FIGHTS AT — 95 %%,

ENTANGLE AND COMPLETELY

IMMoBIUZE Fol'S LEGS. FoE
FAUS AND 15 LEFT STUNNED

AND UNABLE To PARRY FOR

30 Rounps. + 10 HITs.

WRAP UP BoTH OF FOE'S LEGS.
FoE TUMBLES To GRound AND

IS KNOCKED OUT. Fo€ IS AT-95%,
DUE To 2. BROXEN ARMS AND

A BROKEN ANKE.+20 MITS.

TiE Fo€ UP ComPLETELY. Foe
1S ENTIRELY 1MMOBILUZED
Fomr 12 ROuNDS, AND IS AT
~ G070 FoR THE FouowiNGe
3 Rounps. + 7 HiTs.

ATrack COMPLETELY ENTANGLES
AND IMMOBILIZES FOE. THE
PIMFuL CREATURE IS LEFT
PRONE BUT CONSCIoUs. BRoXEN
LEC LEAVES FoE AT = H0%.

ENTANGLE AND ampmgz
IMM0BILZE FoE'S LEGS. FOE
FALS, 'S DISARMED, BREAKS
WEAPoN ARM, AND IS
KNoCKED OUT. +20 HITS.

GRAPPLE Fok's NEwc, IF FoE
HAS NECK ARMOR, WE IS LEFT
DISARMED, AND STUNNED AND

UNABLE To PARRY 3 ROUNDS.
IF NoT, HE DIES IN (p ROUNDS,

ATk RESULTS IN STRANGUNG
HoLD. FOE 15 UNABLE To
BREAK FREE AND DIES AFTER
9 Reunps oF AMAZINGLY
HELPLESS STRUGGLING, GRIM .

BoTH OF Fo€'S LEGS ARE

ENTANGLED. FoE 1S DOwWNED
AND KNOLKED ouT. + 9 HITs.
AP0 +20 To YouR NEXT RoiL.

ATTACK YIELDS Vicious How
ARoUND FoE's NECK. FoE 'S
KNOKED OuT. SPRAINED NEWK
LEAVES FoE AT ~90%.

GRAPPLE FoE'S Neck. IF Foe
HAS NECK. ARMOR, HE IS AT
—15% DUE To NECK SPRAIN
AND STUNNED 3 Reunps. IF
NOT, HE DIES OF BROKEN NECK.

GRAPPLE FOE'S HEAD. TF FOE
HAS HELM, HE IS STUNNED
AND UNABLE To PARRY For. 9
ROUNDS. IF NOT, Foe FALLS
INTO CaMA DUE To FRACTURE .

CRUSH Fo€'S WINDPIPE. Foe
DIES INSTANTLY DUE To
MASSIVE SHOCK AND SAVAGE
ASPHYXIATION . APD +25 To
YOuR NEXT ROUW .
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TABLE

11:32 MARTIAL

ARTS (STRIKES)

C rfh‘qi ,54?1}#%}'
or

Martizl Aorty
iker

FINE ARNSTRY, 8UT NO

+2. HTS

+3 HiTS

SoRRy - EXTRA DAMALE.
) GLANCING STRIKE MAKES
- FeE RESPECT yov A UTME
+1 HiT +2 HITS +3 HITS + 4 urs P
+5 Hrs
WEAK sTAIKE, BUT You MiD Buow. ov GAN Mub STRIKE. o0 HAVE Kick To Fog's 510€ yI€LDS MesERATE STRIKE STUNS
iiq— 15 GAIN THE INITIATIVE . THE INITIATIVE NEXT THE INITIATIVE NEXT +4 HITS. You HAVE THE Fo€ FoR 4 RouND.
Revnd . RevnND. INITIATIVE NEXT ROUND.
+3 wits + 4 wrs +5 nrs +7 HiTs

K1tk T® FoE's SIDE YI&LDS
4 4 NITS AND You HAVE
THE INITIATIVE NEXT
ROUND.

SE STRIKE. FOf Lpses
INITIATIVE NEXT 2. ROUNDS,

+5 HiTs

SIDE  STRIKE FoRCES Fok
To PARRY NEXT Roeunp.

+G HITs

S1D€E STRIKE FemcES Fok
Te PARRY AT ~10%,
NEXT Reuno. +8 HITS,

SipE STRIKE CRACKS

Fec's RIBS AND STUNS
Fee Fom { Rouno, + 5
HITS. Fe€ /5 AT —10%%.

L;agrl BuT WELL- PLACED
STRIKE FORCES Feg To
parry 1 Rounp. +5
HITS.

STRONG, BUT PooRL
AIMED STRIKE FoRcks
Fo& To PaRRy NEXT
ReunNd. + G HITs.

Kick Fok IN R1BS AN® STUN
HiIMm FoR 4 RouND.

+6 HITS

SI2& STRIKE. Fok IS
STUNNED NEXT ReUND
AND 1OSES INITIATIVE FOR
3 Reunps. + 2 HiTs.

FINE SIDE STRIKE CRACKS
3 R8BS, Fes IS AT -20%,.

+ & MITS

Mub CHEST STRIKE Fapces
FoE To Mklr NEXT ROUND
AT -{0% .+ G HITS,

CHEST STRIKE. FOE MUsT
PARARY NEXT ROUND AT
-20%,. + 7 HITS.

CLEVER FAKE YIELDS FiNE
BUT LIGHT CHEST STRIKE .

Fok 15 STunn€Dd 1 meuno.
+ 8 HTs.

CHEST STRIKE. FOE IS
STUNNED AND UNABLE Td
PARRY NEXT Rounp. +5
NiTS,

BACK STRE STUNS Fok

1 Reuno. (Jou HAVE A
CLEAR SHeT Te Fok'S REAR
NEXT Reuns .

AcCRoBATIC MOVE FoRcEs
Fok To PARRY NEXT Rounp
AT -25%. + & HITS,

GlANCGNG Kick To Fog's
BAcKk . fo€ |5 STUNNED 4
ROUND. +5 HiTs,

STRIKE Te FoE's BAck .,
Fok IS STUNNED AND
UNABLE To PARRY FoR
RouND.

CHEST STRIKE. Fo€ IS
STUNNED Fem 2. ROUNDS.
BROKEN RIBS. Kok IS AT
~10% . +3 HiTs.

CHEST STRIKE. oK (S
ITUNNED 2. ReuNDS AND
UNABLE Tb PARRY L Reuno.
+5 Hirs,

STRIKE Te HIP STuNS
Fof For 1 ROUND.

+3 MITS

STRIKE To Fof's CHEST
STuns Him FoR 1 ROUND,

+& Hrrs

SipE STRIKE. Fox IS
STUNNED AND UNABLE To
PARRY NEXT RouNP. AD®
+20% NEXT ATACK ,

UPPEA IEG STRIKE CAUSES
DEEP BRUISE . Fo& OPERATES
AT -25%%. + & HITS.

HiP STRIKE SPINS Fof.
+5 Hms. Fok STowNED
FoR 3 RounDs,

STRIKE To Fok's LOWER
CHEST SYvns FoE For 1
Rouno. +5 HITS.

BAck STRIKE . FoE I3
STUNNEP Fom 2 RevnsS,

+3 Hms

STReNG WHEEL KieK SENDS
Fo€ 10 FEET IN ANy DESIRED
DimEcTIon. FOE 15 STUNNED
2. Rounps. +8 HITs.,

BACK STRIKE. FOE IS
STUNNED Fog 3 Rounps,

+4 HiTs

CHEST STRIKE. Fe& IS
STuNNED Z ReunDS, UNABLE
To PARRY NEXT RevN®

AND OPERATES AT - L0%%.

Bow To ToP OF Fog's
FooT IS SWGHTLY MISPLACED
BUT Quick. Fog OPERATES
AT ~20%. + 5 HrTs.

STRIKE To BACK OF LowéR
LEG. Fo€& IS STUNNED FeR
2 Rounds.

+ 7 HITS

UPPER. LEG STRIKE. Fe€
HAs DEEP BARUISE AND
OPERATES AT ~15 P
+5 HITS.

Biow T® NERVE 1N UPPER
LEG. Fok 15 STUNNED 2
ROUNDS AND OPERATES AT
“R5% For & RoundSs,

Fomearm STRixe uum./

STRIKE To ACHILLES
TENDoN. Vicious BAUISE .
Fog 15 AT ~509, . +7
HITS AND Fok STunnED
2 Reunss.

Krek To Fog's MH&AD
SPRAINS NECK AND
FRACTURES TAw. FOE IS
IS STUNNEP 7 ReunDs,
OPERATES AT ~S509, .

KNIFE HAN® STRIKE BREAKS
Fo&'S WEAPON ARM, LEAVING
IT vSELESS. Fowow - uP
PUNCH To SOLAR PLEXUS
KNOCKS Fof ouT.

SUPERS MavE€. BRreak
Fot's waaPen. Fec Is
STUNNED Fom 3 Reunss.
ABD +20 NEXT Roi

DISARMs Fe€,
+3 Hitx
SimuLTaANEeus OPEN

PALM STRINES PESTAsY
Feg's HEARING AND
BALANCE. Fo&k AT ~15% .
HE IS STYNNE® 24 RDS.

WEAK SPEAR HAND STUNS
Fo& FoR 2 ReunDs.

+2 HiTs

SPEAR HAND To Foe's
CHEST, FoOE 'S STUNNED
3 Rounps,

STRoNG KNIFE HAND T
UPPER PeRTIenN OF FOE's
SHIELD ARM. ARm 1S
BROKEN AND USELEss.

STRIKE To Top OF Fo£'s
FeoT. Fof !5 STUNNED AND
UNABLE To PARAY FRR

2 Reunds.

ComBINATION ElBow Td SoiAR
PLEAUS AND BACK FiST To
FACE DROPS Fek. FoE IS
SYUNNED 3 RovnaS Anp
UNABLE TS PaRRY 1 ReuN®S.

KNIEE HAND, SPEAR HAND
ComBiNATION . FeE MusT
RowL. ON FUMBLE TABLE ANOD
IS STuNNED 1 Reunbp.

STRIKE Tb Fo&'S WEAPON
ARmM, DEEP BRUISE. faoE

15 Ar —20% . + & HITS.
Foe sTvwNED L ROUNDS.

STRIKE TO BAck of wwER
MAG . Fef !5 STUNNED AND
UNABLE To PAnny Fom
2 Reunps.

KNIFE HAND STRIKE BREAKS
Fo&'s CoLARBONG. Fok IS
STUNNED ANDP UNABLE Te
PARRY 2 ADST, ACTS AT -8R,

HEEL Kick BREAKS BonN€
IN Fo&'S FeeT: Fo£ 15

AT -50% . +5 HITS, Feer
STunnED FeR 3 Reunbs,

Kick To Foe's SHIELD ARM.
IF Fos HAS Swmaw, 1T is
BRox&N. TF NoT, ARM Is
USEcEss AND 46 NITS,

Biow 70 BAK oF Fec's

NNEE DAMAGES TENDONS.
FOE IS STUNNE® 2. ReuNDs
AND OPERATES AT ~25%,.

Kick DISARMS Fog AN»
STUNS Him For [ Rounp .
Fo€& FI&NTS AT - 109, DuE
Te CARTILAGE PAMAGE.

STRIKE To AREA BEHIND
Fos's Knk&. TENDON AND
CARTILAGE PAMAGE. Fok IS
AT =759,

FReNT KicK To mibS€crron
DoUB LS Fok oVER. deu
Foow wiTH HNEC STRINRG
WrieH BREAKS Fok 'S NesE
AND KMOCtKS Him ouT,

Kiex To Fok's wEAPoN
ARM DISARMS Him,

“+3 NTs

Kick FOE's wWEAPeN 5
FEET AwAy AND BREAK
2 FinGERS. Foll STUNNED
2 RouNDS AND FIGHTS AT
—20%,.

HEEL Kick BREAKS Ben€
IN FeE'S FeoT. FoL is AT
~50%; HE I3 ALSo STUNNED
AND UNABLE To PRRRY FoR
2 Rewnps.

Kiex BREAKS Fek's LEG,
FoE IS STUNNED AND
UNABLE TP PARARY 2
ROUNDS, AN® OPEARATE S
AT = JFR . +5 NS,

STRIKE Te KNEE SNATERS
JeINT. Fek BROPS AND IS
STUNNED AND UNABLE TO
PaRRY @ RovndS. Fog

15 AT ~80%K .+ 6 HITS.

Fiuip MevE Forowkd 8y
A LEAPING Kick To Fog'S
BAK KNNOKS Fo€ DewnN

AND STUNS Mim 3 Reunbds.

WHEEL KILK KNOCKS Fof
FLAT, SMAgH TENOeNS
AND TEAR MuScLE. FOE IS
AT —30% . HE IS ALso
STUNNED 9 RounNps.

STAIKE To L&& SEVERS
Ackici ks TENOON AND
PROPS Fok. +10 Hirs, FeE
STLNNED 9 RevNDS, Aurs
AT — 809, .

OPEN - HANDED Biow T3
FeE's ABAM'S APPLE
(NEcr) CRUSHES WINPPIPE.
Fok DIES IN 18 ROUNDS =
SHeck AND ASPHYRIATION,

ROUNDHOUSE KicK HITE
mon(/ PRoPs Fok. yoeuR
Foiow - UP KNIFE D
SNAPS FRE'S KnEck. HE IS
KNoCKkED ouT, DiES 1N 9 RDS.

STRIKE To NERVE N UPPER

LG +8 HITS. Fos sTUNNED
AND UNABLE T3 PARRY FoR

2 Rounps, AND OPERATES AT
— 40% For § Reunbds.

STRIKE To Fo&'s KNEE&
SHATIERS Teo/nT. Fo€
DAePs, IS AT - 85%,. HE
1S STUNNED AND UNABLE
Tb PARRY 4 Reunos.

Fiyive Kiex TO Fof's BACK.

ov KNecx Fof Dewnw, Disarm
Mim, AND LEAVE STUNNED AND
UNASLE T PAR" For {2
Reunss.

TAB Tv fos's EykS Bunss
Hit, CAKSCANT KieK SENDS
Fok 10 FEAT T6 RIGHT oR LEFY,
Suckar 18 AT ~100% . NE IS
STuNNED 18 Reunds.

STRIKE T STOMACH DESTR:
A VARIETY OF ORSANS. fok
DRePS M Say AND DI&S
In 48 Reunos. Abd +10 T8
YOUR NEXT Rec.

A CHoP DEFLECTS Fok's
ATACK, AND A SUBSEQVENT
STRIKE KNeCKS HiM DOWN.
Fok STUNNED ANP UNABLE TS
PARRY For 3 RewniOS.

RoundHeusE Riex KNOCKS

FO& our AND FRACTURES
CoLARBONE. Fox HAS
SPRAINED NECK AND SHOWDER.

Kick To soiAR PLEXVS DRePS
FoE AND LEAVES NIm STUNED
AND UNABLE TO PAARYy 30
Rounps. +-30 Hiry.

BAuTAL HEAD Kiek FuPs
Fo& OVER onTY MIS HEAD.
SKvis. FRACTIRE 1§ MavoR
Bur Concuasion sEvRS. ok
Dics OF HEmoraHAGE v T ROS,

bevBit PaimsTRINE TV Fek's
NOSE BREAKS CARTUAGE
AND DRIVES BoNE MTe
BRAIN. Fol& DRePS HEPLUESSL
AnD DIKS IN & ReundS.

GeosEnack STRIKE, Fok's
INNER EAR RUPTURED (HE
HEARS AT ~50%,, OPERATES
AT «75% ). Fek 1§ KnecKED
OUT BY Fouow ~up STRINE .

KNIFE HAND STRIRE TO FOE'S
WEAPON ARM BREAKS BONE.
Kick TO LOWER BACK BAREAKS
BAcxBone, LEAVING FRE
PARALYZED fRef WAIST DewnN.

SwEEP LAYS Fo& our AN
HEEL STRIKE To Fok's STERNUM
COLLAPSES THE RIBCAGE. FOof
13 HEWLESS Awo DIES IN

4 Rounps,

AwEssme SPEAR HAND STRIKE
Finds S€AM, PENETRATES
SOLAR Puexus AND RUPTURES
TNE HEART, FoE Di&s
INSTANTLY .

Kick DISARMS Fos. A
Fosaw - uP CHOP SNAPS NI§
NEK AND A SuBSEovENT
Fup SEnos Fex § FEET In Any
DESIRED DREcTIon. Foe DIES,
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TABLE 11:33 MARTIAL ARTS (SWEEPS AND THROWS)

Lribicat Srikes
s

Martist }fﬁ?
5”?‘1 f ‘Tﬁrfw/

AcmoBaTic, BuT No EXTRA
DAmAGE .

Snapny FoLLoWTHROUGH .

ai‘as +1 W +2 HiITs +3 WS
+0 HITs +0 HITs
) UNBALANCE FoE. Q‘ou
HAVE INITIATIVE NEXT
ée.ie +1 HT +4 ur +2 HiTs +3 HITS ROUND . *

<+ 4 HITS

14-4§

Hol) HAVE INITIATIVE
NEXT ROUND.

+1{ Hir

Fo€ TAKkES 3 Exrma
HITS AND You HAVE
THE INMATIVE NEXT
ROUND,

tJou HAVE THE INIDATIVE
NEXT RouND. A0D +20
To YyouR NEXT ATTACK.
Fo€ 1S CONFUSED.

FoE  musT PARRY NEXT
ROUND,

+ 4 HiTS

STuUN FoE WITH youR
FiNE movES. Apo +10
To NEXT ATTAcK. For s
STUNNED [ mounp.

1620

FoE musT PARRY NEXT
RoUND -

+2 HITS

DAzzLE FoE. H& mustT
PARRY NEXT ROUND AT
~10%.

+2 HITS

Fo€ UNBALANCED AND
MUusST PARRy NEXT
ROUND AT —=20%.

+3 HITS

FeE 15 STUNNED Fom 1
RevAND .

+4 HTs

SWEEP STAGGERS Fof
+2 HITS. Foe is
STUNNED AND UNABLE
To PARRY 1 Rouno.

24-35

SwEEP FomcEs FoE T®
PARRY NEXT" RouND AT
~10%.

+2 HITS

SweEp UNBALANCES FoE .
+3 HITS, FoE MusT
PARRy Ne&xT RounD

AT —20%.

Sweep STuNS FoE FaR
1 Reuno.

+ 4 Hrrs

SwEEP SENDS Fok To His
KNEES. FoE !5 STUNNED
AND UNABLE Tb PARRY FoR
1 Round. + 4 prrs,

SwEEP DOWNS Fof.
Fok& IS STUNNED For 2.
RoUNDS .

3643

SwEEp STACGERS FoE -

Fo£ musT PARRy NEXT

ROUND AT ~20%,.
+3 HITs

SWEEP BRUISES Fot's
LEG. FOE OPERATES AT
~25% For 3 Rounps.

+ 4 HiTS

Sweep BRuises Fo€'s
LEG. Fog FiGHTS AT
-10% - (’ou HAVE THE
INTIATIVE NEXT ROUND.

SwWEEP BRUISES FOE's
CALF. Fok OPERATES AT
-20%.

“+5 HITs

SwEEP DROPS fog AND
BRuISES THIGH. FoE IS

STUNNED L RounD. +5
HITS . Fo& IS AT ~20%,.

465

SWEEP FoRCES Fok To
P4M7’ NEXT RounND AT

SwWEEP STUNS Fok FoR
1 RounpD.

+5 HiITs

SwEEP Downs Foe. + 4
HITS, Fo€ I5 STunnED
FoR 2. ROUNDS WHILE
TRyNG To RAu.)/.

Swegp PRoPs fog. +5
HITS. FoE s STUNNED AND
UNABLE To PARRY FoR

1 Rouno.

Foe SuPs To HIS KNEES

+ 7 HITS. Fo£ 15 STUNNED
Fom 2. RoUNDS AND /5
UNABLE Tb PARRY NEXT Round,

54-55

SWEEP DPRIVES FoE BACK
3 FeET. o€ MUST PARRY
NEXT RouND AT —30% -
+ 5 HiTs.

THROW KNOCKS WIND ouT
oF Fog, AND HE IS
STUNNED FoR 1 Rouno.
+6& Hrrs.

THROW STUNS Fok FoR
2 Rounps.

+ & HITS

THRow BREAKs 3 of FoE's
R185. Fo€ |5 STUNNED FOR 1
ROUND AND OPERATES AT
~20%. + 6 HITs.

THRow DROPS FoE. +8
HITS. FoE I STUNNED FoR
3 RounDs.

56-6¢

THRow STUNS FOE FoR 1
ROUND ,

+ & HITS

THRow STUNS Fek FeR 1
RouNp AND SPAAINS A
FingER ON HIS WEAPON
HAND. Fok 1S AT =10,

SweEP KNowKs Foe BACKk
5 FEET, FoE IS STUNNED
AND UNABLE To PARRY FoR
1 Rounp,

Sweep NEARLY KNOcKs Fok
DOwWN, FOE IS STUNNED
AND UNABLE TO PARRY FoR
1 Reuwp. +7T HiTS.

SURPRISING SWEEP SENDS
FOE REEUNG. FOE IS
STUNNED FoR 3 ROUNPS.
~+9 HITS,

61-65

THRow DownNs Fo€, Bur

ThARow PuLLS MUSCLE IN

THERE IS A GoodD y.
FoL 15 STUNNED Fom i
ReuND. + 7 HiTS.

FoE's WEA ARM. FoE
IS STUNNED FoR L ROUND -
+3 HITS, Fo€ is AT =207,

THRow DISARMS Fox . +3
HITS AND FOE IS STUNNED
For 1 Rounp. IF you WANT
To RuN, THE TIME IS New.

THRow PISARMS FOE AND
LEAVES HiIMm STUNNED Fom
2. ROuNDs,

FiNE THROW. FOE LANDS
ON HIS WEAPeN ARM , IS
DISARMED, AND (S

STUNNED For 3 Reunos.

69

THRow DISLOCATES Fok's
SHIELD SHOULDER . Fok IS
STuNNED AND UNABLE To
Pnlny 3 R85, AND i$ ~ 50

NIFTy THROW. Yo HAVE
FoE PINNED, ON HIS FACK,
AND IN AN ARM 10cX. 49
HITS . Fok IS DISARM&D
AND IMMOBILIZEP.

SWELP SHATMERS Fok's
KNEE. Fok IS STUNNED
AND UNASLE To PARRY
RouNDS, 0PERATES ~80%.

SmooTH THROw. Fo€ LANDS
ON His HEAap. IF FoE HAs
HELM, HE IS KNOCKED ouT.
IF NOT, HE IS PARALY2ED
FRom THE WAIST DowN.

PeRFecr Toss SENDS FOE
FujiNG OVER YoUuR SHOULDER
AND 10 FEET. Fok DIES on
ImPacT. Add +10 NEXT RowL..

6770

HARD, BUT UNSMooTH THROW
STUNS Fo€ FOR 2 ROUNDS.

+7 HTs

STRONG \THRow STUNS FRo€
FeR 2. RouMDS. Jou HAVE
THE INMATIVE FoR @
RouNDS. +8 HITS.

Foe 15 KNockEp BAcK S
FEET AND HAS A BRuISED
CHEST Musci£. FoE IS
STUNNED 2. RDS, IS ~10%,

THAGW DROPS Fo£ ON His
SHIELD SHOULDER. ARM AND
COLLAR BONE BROKEN, ARM
USELESS. + & HITS.

FoE LANDS ON SHIEWD ARM.
IF FoE NAS SHiEW, + 10 HITS
AND SHIELD IS BROKEN. TF
NeT, Fo£'S ARM SHATIERED
AND USELESS, 20 HITS.

7475

FAL BRUISES Fo€'s THIGH.
Fo€ IS STUNNED AND UNABLE
To PARRY 4 RouND. +2.
MITS, Fo€ Is AT -5%%.

FaLL TEARS LIGAMENT IN
UPPER LEG. FoE IS AT

~10%. +5 HITS. Foe Is
STUNNED AND UNABLE To
Parmy i Rounp,

Fau. PuLLS MuScc€ IN
FOE'S (EG. FoE STUNNED- 2.
ROVNDS AND UNABLE To
PARRY NEXT Rounp. FOE€
OPERATES AT —25

FoE FAWS AND BREAKS LEG.
Minor FRACTURE, BuT FoE

OPERATES AT ~30%. Poor
FooL STUNNED Fom 3 ROUNDS .

Fo& FRuLS ANP BREAKS HIS
HIP. MiLD FRACTURE, Fok IS
AT ~40%,. HE IS STUNNED
AND UNABLE T PMA/ 2. pos.

7680

Fo& LANPS oN SHIELD AmM.
IF FoE HAS SHIEW, IT IS
BROKEN, If NOT, ARM |5
SPRAINED AND Fo€ IS AT =107,
AND STUNNED FoR 2. ROUNDS.

Foe BREAKS FALL WITH HIS
WEAPON HAND AND SPRAMNS

2 FINGERS. Fo€ 1S AT -25%
AND IS STUNNEP FoR 2. ReuNDS,

Fog FAWS AND DISLOCATES
SHIELD SHOULDER, + G HiTs.
Fok IS AT — 40 % AND MmusT
PARRY FoR & RoUNDS.

THRow PUTS FoE on BAcK
AND BREAKS SHOULDER
BLADE . Fok IS AT ~20%.
49 HITs. Fok STUNNED ANOD
UNABLE To PARRY L ROUNDS.

THRew IJENDS Fo& POWN ON
His EBow. To/nT SHATTERED
ANP ARM 1S USELESS. Fof
IS STUNNED 4 Reunns,

8485

SweEP UNBAIANCES Fok.
+3 Hrvs, Fok IS STUNNEP
For 3 Reunps. Abd +25 Te
7.ul NEXT ATTACK.

SweEP KNoeks fok 10
FekT To SIDE. fo€ STuNNED
AND UNABLE To PARRY 2.
Reunps, +9 HITS,

Sweer STAGERS Foe, +7
HITS. FoE 15 STUNNED An®
UNABLL Te PARRY 2 Reunps.
App +30 To NEXT ATTAcK.

BREAK Fok€'S WRIST OGN
wEaPon ARM. ARM IS
USEUEsS. + 10 NITS.
Fing HAND THROw.

Tumrew Fof 1o Feer. For
IS POWN ON HIS FAcE,
PISARMED, AND STUNNED AND
UNABLE To PARAY { Rounbds,

869

Fa€ LANDS onN HiS BACK
MUSUE AND CARTILAGE PAMAGE.
FoE QuicKLy RECOVERS), BUT IS
STUNNED AND UNABLE TO PARRY
FoR 2 ReuND3. Fo€ 1S AT =207,

Fo£ LANDS ON HIS BACK AND
1S STUNNED AND UNABLE To
PARRY FoR A RoUNDS. ToAN
TUNverd AND BROKEN BONE,
Sk 16 AT =25

TuRow DROPS Kok ON MiS
BACK. VERTEBRAE CRACKED
AND Fok IS AT —50%,. FoE
1S STUNNED AND UNABLE TD
PARRY 3 RounDdS.

THROW DROPS Fo€ AND you
PUT HIM INTD A SEVEAELY
IMMOBILIRING ARM LOCK.
FOE IS STUNNEP AND UNABLE
To PARRY FoR & RouNDdS.

THRoW SENDS Fof FLyiNG
INTD NEAREST ENEMY WITHIN
10 Fee&T. Aw InvoLVED ARE
STUNNED ANP UNABLE T
PARRY 3 ADS, TAXE 4+ HITS.

92495

THRow BOWNS FoE AND BREAKS
HiS NoSE. FOE IS AT —25%,.
4T H1TS, Fok 15 STUNNED AND
UNASLE To PARAY 2 ReUNDs.

FAL. BREAKS RI8S, DISARMS
Fok, AND SENDS HiMm ROMING
1o FEET. Fog 15 AT =30 % Anp
IS STUNNED ANO UNABLE T
PARRY FoR 12. meunDS.

SWEEP PewNs Fok AND gou
PUT Him 1N A LEG- BREAKIN G
HowD. +9 NITS. Fe€ 1§
PiNNED AND STUNNED AND
VNAPLE To PARRY 15 Rounds.

THROW BASHES Fok AGAINST
NEAREST HARD SURFACE. ok
IS KNeCKED OUT ANP (Jou
CAN USE A KiuiNG Kiel IF
Yyou so DESIRE.

Sty RoLING THRow SENDS
Fof£ INTo AIR. Fo& IS L&FT
DISARMED AND UNCONSCIOUS.
You SPRING To ouR FE€T
1o FEET Away.

96-99

ThRow SENOS Fok DowN onl
His HEAD. IF Fe€ HAS HELM,
HE 15 sTunnED T Rounds. IF
NoT, Fog IS KnockED euT.

Swker STUNS Fok j Kiek
PISARMS HiM} AND ANOTHER
SWEEP KNOLKS HIM FILAT ON
H1s BACK. Fo€ IS UNCoNSCious,
+20 HITS.

THROw CRACLKS Fok's SKviL
IF Fo& MAS HEwm, HE IS IN
A CoMA. IF NoT, HE DI&S
oF BRA DAmAGE IN 1
RouND.

THROW SENBS Fok DOWN .
HE 1S IMPALED BY BROXEN
Rig OR MiS owN WEAPON
AND DIES IN & ROUNDS.

FALL SNAPS Fok'S NECK,
KILLING HIM INSTANTLY.
Abp +25 To YyeuR NEXT
ATIACK .

100

SNARRY THROw, FOE IS STYANED
AND UNABLE To PAARY & Ros.
Fog 1S PRonE AND You CAN
Fiisn Him (IF you So DESIRE)
WITH A KNEE To THE SOLAR PLEXUS,

FaBuwous THRow SENDS Fof
FLyiNG. Foe's NELK IS

BAOKEN ON IMPACT AND HE
DIES AFTER ROLUNG 15 FEET.

FALL BREAKS FO&'S BAcK.

+12 HITS. FoE PARALYZED
FRom THE NECKX PewN. App
+20 NEXT ROLL.

SwEEP SENDT Fo€ TwiSTING
BACKWARDS 5 FEET. Fok's
SPINE 15 SNAPPED AND ME
IS LEFT A QUABRIPLEGIC .

UsiNG BuT HALF THE RouND,
you VSE A Rerune THRow TO

SEND Fo£ AGAINST NEAREST

HARD SURFACK. Fof DIES, {fou
ARL UP, PRESS ON.
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TABLE 11:34 TINY ANIMALS

Criﬁeai 54';4 kﬁf
77? Priimdly

DuBloUs STRIKE . NoT Enoveu . REAL WEAK .

-’QS +0 HITS +0 HiITs +0 HITS HA . +1 T

2 No Benvus,

aﬁqﬁ zir. +0 HiTs NoTHING EXTRA. +1 wir +2 uirs
LoOKING  BAD.

— +0 HITS +1 wr +1 wr + 4 T +2 HITs
CUTTING STRIKE.
+2 HITE AND FoL

}'6-'2@ +1 wr +1 wr +1 nr +a WiTs ks 1 i pER
AROUND .
MINOR CALF WOUND
+2 HITS AND Fof
2&‘—35 + 1 W +2 HiTs +2 HITS +3 Hirs TAes 4d HiT PER
ROUND .
CRUEL Blow . UGHT WwounNd. + 2 LEG STRIKE. IF Fek L&G MIT. + 3 HITS ANo
3 HITS AND Fe€ TAKES HAS Ne LEG ARMOR, Fof TAKES +1 WiT PER
i +2 s +3 nms +] WIT PER RounNd. +S8 HITS ANP HE TAKES ROUND.
+1 HIT PER Round .
PooR FouowTHROVGH. Mid PoNCTVRE. +3 LlowEr BACK STRIKE.
o€ TAkESs + 4 HITS BuT HITS AN® FoE TAKES +1 +5 HiITs. Fak musT
+3 s + 4 s HIT PER RoUND. PaRRy NEXT ReUND AND

Yeu LesE A CLAW AND
FIGHT AT =59, FoR 2 MoS,

TakLs +1 HIT RevNOD.

LEAPING CHEST
STRIKE YIEWS +3
TS,

LiGHRT wound . FoE
TAKES +1 WIT PER ROUND.

+3 HiTs

MILD CHEST WOoUND.
FoE TAKES +2. HITS PER

Rouno,
+4 Hirs

SIASH Fof's LoweER
CHEST. IF Fo€ HAs No
METAL CHEST ARMOR,
+5 HiTs Anp +3 PER RD.

CHEST STRIKE, +( HITS
AND Fog IS Ferc€o TO
PARRY NEXT Reuns. Fog
TAKES T2 HITS PER RounNd.

LIGHT THIGH WouND.
Fok TAKES +1 WIT PER.
ROuND .

e +4 mr

THIGH STRIKE, BVT No
REAL PENETRATION.

+ & WiTs

Mid THIGH WOUND STUNS
Fe& NEXT Rouno, +4
HITS ANe Fof TAKES +2.
HITS PER RouND.

THIGH STRIKE STUNS Fek
FoR NEXT Reunp. +G
HITS AND Fof Tanes
42, HITS PER ROUND.

THIGH WeUND. Feg IS
STUNNED R NEXT ROwND.
47 HITS AND Fof TAKES
+3 HiTs PER MUND .

MiLdD FoREARM WOUND.
Fo& TAxEs +2 HiTs PER
ReunDd .

+2 mTS

RAKING FOREARM STRIKE
LEAVES NA: SCAR. FoE
TAKES +2 HITS PER
ROUND. + 3 HITS.

FoREARM STRIKE. Fof IS
FoRcED To PARRY FeR
2 ReunDs. +3 HiTs Ane
Fo& TAKEs +2 W(TS PER
Reuno.

FoREARM WeuND. Fof IS
FoRcED To PARRY FoR 2
Reunds. +5 MITS. Fef

TAKES +2 HITS PER RovN® .
Ao +10 To YouR NEXT AoiL .

STRIKE To FeREARM . Fok
15 STunNED NEXT Reund
AND you GAIN INITATIVE Fort
NEXT 2 Reunds. Fok TAKES
+3 WTS PR RO.+ G HITS.

LEG STRIKE. Fe& 1S STUNNED
AND UNABLE To PARR;

NEXT Reund. +4 NITS.
Fol TARES +2 WITS PIR
ROUND .

CALF STRIKE. Fek TEARS
Musc, IS STUNNED 2.
ReUNBS, AND IS AT =209,

+5 Hits

BI2ARRE WRIST STRIKE
PISARMS FeE. + 4 WiTS.
Fek IS STUNNED NEXT
Reund. Apd +10 Teo your
NEXT RoiL .

ASTounNDING HEAD STRIKE.
IF Fo€ KAs A HEU™, + 4 NiTs.
IF NeT, 4+7 HITS AND Fe€ Is
STUNNED AND UNASLE To
PARRY FoR & ReuNdS .

B12ARE STRIKE To EYES
DésTReys | EyE AND BuNds
THE c\r‘:'l € RR 2 pAys.
Fo& 15 AT ~ Q5% Ano 1S

STUNNED FoR 24 RevnDsS.

SHourDER STRIKE . FoE
TAKEs +3 HiT PEA Reund
AND MmusT PARARY NEXT
Rouno. 4+ 3 HITS,

UPPER CHEST STRIKE .
Fof 15 STUNNED NEXT
RoUND. + 4 MITS. Fof
TAKES +1 HIT PER RounD.

STRIKE To Fof's SHOULDER.
Fo€& TAKES +2, HITS PER
ROUND . +5 HITS. Fo€ IS
STUNNED NEXT RD AT-20%,.

UPPER ARM STRIKE . Fok
TRKES +2 HITS PER RD.
+@ MITS. FOE STunNED AND
UNABLE To PARRY NEXT AD.

INSPIRED SHOULDER STRIKE
TEARS MUSCLE. FoE IS AT
“20%.+ 7 HITS. Foe Is
STUNNED AND UNABLE TO
PARRY NIXT Reunop.

LowER LEG STRIKE. IF FoE
HAS LEG ARMOR, + 1 HIT,
1F NOT; FoE TAKES +4 HITS
AND +2_ HITS PER ROUND. Fof
HAS INITIATIVE NEXT ROUND,

STRIKE 7o LOWER LEG. IF
FOE HAS LEG ARMOR., +3 HITS,
IF NoT; Fo€ TAKES 4G HITS,
+2 HITS PER ROUND, AND MuST
PARRY NEXT 2. RounNDds.

CALF STRIKE. SLASH MUSCLE.
FOE IS AT =20 R, . WOUND GIVES
FOE +2 HrTs PER ROUND AND
STuNS Hif FoR 2 ROUNDS.

LOWER LEG STRIRE . TF FOE HAS
LEG ARMOR , + 3 HiTs AND HE IS
STUNNED NEXT Round. IF NeT,
FOE IS STUNNED X ReunDs, IS
UNABLE Te PARRY NEXT ROUND.

Vicious LEG WouND. FoE
TAKES +4 HITS PER RouND
AND IS STUNNED 3 AROUNDS.

+5 HITS

WEAK, BUT PRECISE STRIKE To
FoE's ARM. Foe TAKES +1
HIT PER ROUND AND IS
STUNNED NEXT Rouno.+3
HiTs,

STRONG, BUT IMPRECISE ARm
STRIKE. Fo£ TAKES +2 HITS
PER RouND AND IS AT —15%
DUE To MODERATE WwOUND.
+5 HITS.

FOREARM STRIKE . Muscif AND
TENDON SLASHED. FOE FIGNTS
AT ~25%,, TAKES +2 Hrrs
PER RouND, AND IS STUNNED
2 ReunNDS. +5 HITS.

ARm STRIKE. MUSCLE AND
TENDON ToRN. FOE FiaHTS AT
~25%, , TAKES +2. HITS PER
RounD, AND IS STUNNED 3
ROUNDS. +5 HITS.

Siy ARM STRIKE GIVES Fof
A TROUBLESOME WOUND. fof
1S STUNNED AND UNABLE To
PARRY FoR 2. ROVNDS AND
TAKES 3 HITS PER ROUND,

STRIKE To FOE'S FACE. +4
HITS. FoE 1S STUNNED NEXT
ROUND AND TAKES +2 HITS
PER ROUND.

FLyING FACE STRIKE. IF Fof
HAS FACIAL ARMOR, +2 HITS
AND FOE MUST PARRY NEXT RP.
IF NeT, Fok TAKES +3 HITS PER
RD AND STUNNED FoR 3 Reunbs.

HEAD STRIKE, IF Fok HAS HEum,
43 NITs AND HE IS STUNNED
NEXT RoUN®. TF NoT, FoE HAS
VICiouS SCAR, TAKES +3 HITS
PER ROUND, AND IS AT - 40%,

AcRoBATIc FACE STRIKE. IF Fo6
HAS FACIAL ARMOR, +5 HITS. IF
NoT; FOE's Nes€ Toan AND NE
TAKES +3 MITS PER ROUND, IS
STUNNED 3 ROuUNDS, AND IS ~4070,

HEAD STRIXE. IF FoE HAS HELM,
+4 HITS AND NE IS STUNNED

NEXT ROUND. IF NeT, FOE TAKES
+3 HITS PER Rounp, FIGHTS AT
=25%,ANO IS STuNNED T ROUNDS.

SUDDEN, WELL= PLACED Blow .
FOE IS STUNNED FoR 2
ROUNDS.

+6 HITS

SLASH RE's NEWK. FOE TAKES
+2 HITS PER RoUND AND IS
STUNNED FoR 3 ROUNDS.

+5 HITS

SHOULDER STRIKE SPINS FOE.
FOE 1S STUNNED AND UNABLE
To PARRY 2 RounDs.

+o HITS

STRIKE To FoE'S WEAPN ARM ,
FOE IS DISARMED AND STUNNED
NEXT RouND.

+5 wirs

UPPER THIGH WOUND . MuScLE
ToRN. Fo£ 15 AT ~ 40% AND
TAKES +3 WITS PER Rouns. +4
MITS, Fok IS STUNNRD Fom 3
ROUNDS, UNABLE TO MARRY § RD.

LEAPING HEAD STRIKE. IF
FOE HAS HELM, +3 HITS AND
FoE 1s STUNNED NEXT RouND.
IF NoT, FoE IS AT =309, AND
STUNNED 2. RDS... EAR ToRN .

WRIST STRIKE. Wound yIELDS
42, HITS PER ROUND, FoE IS
STUNNED FoR 3 ReunbDs AND
UNABLE Tb PARRY NEXT
RouND. +5 HITS,

NECK STRIKE. FoE£ iS STUNNED
AND UNABLE To PARRy FOR 2
ROUNDS AND TAKES +2 HITY
PER ROUND. FBE FiGHTS AT
~20%.+3 HITS,

WEWLL-TIMED ATTACK TEARS
MuscLE IN THUMB ON Fok's
HAND, FoE IS DISARMED AND
STUNNED AND UNABLE T PARRY
2. ROUNDS ., FoE FIGHTS AT ~50%.

DAZZUNG LEAP KNoiKS Fot
DawnN. Feg IS DISARMED AND
UNCONSCIOVS .

+97 nits

TINSULTING STRIKE To Fok's
NOSE.IF Fok HAS FuiL HEUM,
HE 15 STUNNED 2 ROUNDS. IF NeT,
FOE HAS SHREDDED NOSE, TAKES 43
HiTs PER RD, AND IS STUNNED § RpS.,

HeAD STRIKE, FOE IS BAINDED
8y BLEEPING, TAKES +3 HITS PER
RovND, AND IS STUNNED AND
UNABLE To PARRY FoR 3 RouNps.
FoE AT —=40% WHILE BLEEDING .

SLASH Fok'S ACHILLES TENDON.
FDE IS KNOCKED DOwN AND IS
STUNNED AND UNABLE To PARRY
FoR 3 ROUNDS. FoE TAKES +1
HIT PER RD, OPERATES AT ~75%,.,

STRIKE To Fot's Eyas, IF Fok
HAS Fuis NELM, HE IS BLND AND
AT -95 % For 1 WEEK,IF NoT;
For Loses 1 EyE AND IS BuND
IN THE OTHER... AND AT ~400%.

HEAD STRIKE KNeckS Fof Down .
Foe HAS MASSIVE CONCUSSION
AND DIES IN ] ROUNDS DUE To
SHoCK AND INTERNAL BLEEDING .
PITIFUL SIGHT,

STRIKE To Fok's EYEs.Ir roe HAS
FuiL HELM, HE 1S STUNNED AND

UNABLE TO PARRY ROR 2 RBS. IF
NoT, Fo£ L0SES 1 EYE, 1s AT =75%,
AND 1S STUNNED ANO UNABLE To

PARRY 3 Rounps.

SLASHING THROAT ATTACK
KNecKS Fok Pown. Foe 1s
STUNNED AND UNABLE To PARRY
FoR G ROUNDS, TAKEs +3 MITY
PER RoUND, ANP FiGHTS ~50%, .

BIZARRE ATACK Td Fok's HEAD
AREA CAUSES Fof TO STRIKE
HIMSELF . Fof MUST Rol- oN
THE Y€ " CorumN ON THE CRUSH
CRITICAL STRIRE TABME .

STrIkE TO Foe's EyEs. v
WITS. FoE IS STUNNED ANO UNRBLE
TO PARRY FoR & ROUNDS, TAKES
+2 MITS PER o.,uwn. AND IS AT
~95%. BUNDNESS PERMANENT,

UNBEUEVABLE NECK STRIKE
KNoeKS Fo& DOWN. YEIN AND
Am/ ARE SEvEREp. Fob
TAKES +20 HITS PER ROUND,
DIES AFTER & INACTIVE ROUNDS.
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TABLE 11:35 UNBALANCING

Critied Sk :
uﬂwns’

Fum.f WEAK .

NARY A THING EXTRA.
g 5 +0 HiTs +o 2P Nop£: + 4 wr +2 HiTS
. SeRRY PAL,
oé_w Tﬂr‘:& £ NEXT +1 T +2 miTs +3 Hirs +.5 HiTs
GLANCING STRIKE. LAmME 519€ STRIKE . Wieax Biowi . BALK STRIKE. Biow To BAK.
+ 4 wirs +5 mirs + G HiTs + T HITe

M-45

+3 W

49-

FoE mrr’ﬁun/ NEAT
ROUND .

+3 nts

GLANCING SIDE Prows,
44 HITS AND FoE MusT
parny NEXT ReuND .

Siv€ sTrikg - Fok
muST PARRY NEXT
ROUND .

+5 NITS

Bisw To Fos's Siof.
Fok 15 AT ~10% NEXT
ROUND .

+7 HiTs

Si1pE Bisw . Fof 15 AT
~20%s NEXT RoUND.

+8 HrTs

24-35

ON URE, BUT” WEAK ,
Fak MusT fM&/ NEXT
Reunp. + 4 HITS.

FoE 1S UNBALANCED
AND /S AT ~207
NEXT ROUNP.

+5 nrs

CHEST STRIKE. Fof
IS STUNNEP NEXT
ROUND. G HITS.

Birow i3 weAx BuT
STUNS Fo& FoR NEXT
ROVND .

+8 HiTs

BLow CRACKS Fof's
RiB. FoE IS STONNED
AND AT -10%% NEXT
ROUND. + 9 HITS.

3645

BREAK Fog's CONCENTRATION .
ou GAIN INITIATIYE FoR
NEXT RounND.
-+ 4 HiTS

LEG STRIKE UNSTEADIES
Fok. +5 TS, (Jou GAN
INITIATIVE NEXT™ ROUND .
Fok IS AT = 5% FoR 2-
ReUNDS.

Bisw To WG, Feb 1§ AT
~40%, NEXT Reund.

+5 wirs

CALF STRIKE. Fal’s MuRT
MuseLE  IMPAIRS MANEUVERS
:! =25 %%. Jov GAIN THE

ITIATIVE NEXT AOUND.
47 Hirs.

HARD GLANGNG Blsw Te
18G. 1 Fol RAS LEG ARMOR,
410 HITS. IF NoY, +12 HiTS
AND FoE 15 STUNNED FoR

2 RounNDS .

-50

BAK STRINE. + 5 WiTs.
Fot MVST PARRY NEXT
ReuND AT - {0 Y, Gee,
GLANCING SHeT,

BAck HIT Fopehs Fok To
PARRY NEXT RouUND AT
-20%.

+5 TS

LawiR  BAwx STRIKE. Feot
REELS AND 15 STUNNED AND
UNABLL To PARRY NEXT
RouNd. +5 HITS.

Biow To BACK SPINS MoL.
48 Hits AND Fof IS
STUNNED AND UNABUL TO
PARRY NEXT ROUND.

STReNG BACK Beowd
STAGGERS Fok. +12 WiTs.
Fok IS STUNNED AND SASLY
UNABLE To m/ NEXT RaUND,

54-55

CHEST 3TAIKE KNOCKS Fof

BACK.. Fob MUST PARR

NEXT ROUND AT ~207%
+5 Hirs

Biaw STUNS Fof FoR NEXT
Reuno.

+5 TS

BLAST STAGGLERS Fok.
4G HITS AND Fok IS
STUNNED ANP UNABLE
To PARRY NEXT ReUND.

CHEST STRIXE TANES
wing our oF fes. 410
HITS. Fok IS STUNNED AND
UNABLE To nny NEXT
Reund.

Fok 15 KNOCKED DOWN.
4= 42 Hitg. Fek IS STUNNED
FoR 2. Reunds AND UNABLE
Te PARRY nexT ROOND.

56-

GLANCING 18C STmixe. IF
Fo€ HAS LEGC ARmeA, 4+ 8
HITS. IF NoT, 47 miTs And
Fok 15 STUNNED NEXT
Revnb.

THIGH ITRIKE PBRUISES
Fek. + G4 WiTs, Fof IS
FoRcED To PARRY AT
=30% NEXT RoJnod.

SriPmNG CALF STRIXE. TF
Fok HAS i8e ARMOR, + 7
HITS. TF neT, +9 MiTs,
Fob IS STUNNED 2. ROUNDS,
ANp MevES AT ~10%%.

Twicn STRKE. + 12, wrrs,
Fek i3 STundED FOm 2.
Rounds . 909 HAVE INDATNE
NEXT 3 ReUNDS.

GLANCGING STRIRE To LEG.
Fok 1S STuNNED For 3
RouNDS .

+ {4 Hirs

1-65

ARM STAIXE. Fof IS
STuNNED foR NEXT Reunod.

+6 WTF

FoREARM STRIKE DISAAMS
Fek .

-+ 6 NITS

SHOULPER STRIKE DISARMS
Fe€ AND LEAVES Fof
STUNNED FoR NEXT 2.
Rounips, + G HITS.

ARM STRIXE DiSAAMS Fo€.

ACTioN, + 7 HITS,

Bisw To SHOULDER SPINS
Fek. 4 13 WiTs, Feg 15
STUNNED AND UNABLE To
PARRY For 2. Rounss.

SHovLOEAR ITRIME IJENDS Fok
SPNNING . 4 T MITS. Fo£
15 STUNNED AND UNABLE
To PARRY FoR Z Rounps
WHILE REGAINING BEARINGS .,

ErBow STRIKE NumBS
Fo£'s FOREARM , +8 HITS.
FoE DRoPS MUis WERPeN
AND IS STUNNED AND
UNABLE T® PARRY 2. RoUNDS.

KNEE STRIKE KNocks FOE
Dewn. + 9 HIs, Fe€ i5
AT - 807 Duk To BReKEN
KNEE AND IS STUNNED AND
UNABLE To PARRY 3 Reunps.

HARD HIT STRIKE . IF Fok
HAS HELm, HE IS KNOLKED
BACK 10 FEET AND STUNNED
FoR & Ros, IF NeT, FoE i5
KNocKED our FOR 24 MouAs.

FoE IS KNGCKED Down AND
15 UNCoNsCiaus.

+30 Hrs

77

CHEST STRIKE UNBALANCES
Fok. + & HITS, Fof 15
UNBALANCED AND FIGHTS AT
~50% FoR 2 Rounds.

Biow T Fok's CMEST. +T
HiTs. CoNFusEp Fok I
STUNNED AND UNABLE To
hu/ NEXT ROUND.

STRIKE Td CHEST, Fog IS
AT -20%, DUE To BROXKEN
RiBs. + 8 HITS. FOE IS
STUNNED FoR 2. Rounbds.

SHOULDER STRIKE 3PINS FoE.
+10 HITS. Fag 1s Ar =25,
DUE To A BROKEN COLAR
BONE AND IS STUNNED AND
UNABLE To PARRY NEXT RD.

SHOULDEA. BLAST KNOCKS
FOE DOWN, FOE IS STUNNED
AND UNABLE To fﬁ&RY FOR
4 Rounips AND 1S AT =10%
DUE 76 mINOR. FRACTURE .

7475

Biow 7o FOE'S LowER LEGe,
Fof 15 STuNNED For 2.
Rounps.

+7 wirs

Buwow BRUISES Fok's CALF,
Fog 15 STUNNED NEXT
Round. +9 HiTs. FoE Is
Ar -jo0%.

BRutsE Fof's s, + {0
HITS, FOE 13 STuNNED AND
UNABLE To PARRY NEXT
ROUND. FoE OPERATES
AT ~20%.

Brow BAEAKs Fot's LEG.
Fof Moves AT =75 %.
412 Hirs. Fok i Srynneo
AND UNABLE Ta PARRY
NExT Round.

HARD BUOW T3 Fot's THIGH
KNocKs Fo€ Deun. + 48
HITS . FOE 15 _STUNNED AND
UNABLE To PARRy Fom 3
Rounps.

Biaws To Far's SHIED ARM.
IF Fox HAS A SWELD, IT IS
ToAN AwAy AND -+ 8 HITS.
IF NOT, + 12 HiT§ AND Fot
18 STUNNED FoR 2 Reunps.

STRikE T& FoE'S SHIFLO
ARM, FoE |5 STUNNED FoR 2.
ROUNDS AND 1S KNOCKED
BAKwARDS 5 FEET. + 10
HITS. BRUISE ~ Fo& AT ~10% .

STRIKE To Fo£'s EAPON ARM,
Foc is KNockep BAK 5 FEeT
AND 1S STUNNED Fom 3 ASUNDS,
+ L HITS. MuD FRACTURE.

FoE 15 AT ~25%, .

STRoNG Blow To fOE'S WEAPON
ARM. Fos is WneckEd Back 16
FEET. +10 WITS. Fo& i5 AT -25%,
AND DRoPS WEAPON. FOE I5
STUNNED FOR 3 ROUNDS.

STRIKE To Fo&'s SHIELO ARM .
FoE STUMBLES BACK 3 FEET
AND FALLS DOWN. F 15 WITS,

FOE |5 STUNNED AND UNAME TS
PARRY FOR 4 RDS AND IS DISARMED,

4-85

SiDE STRIKK . + 12, HITS.

FOE IS STuNNED ANO UNABLE
To PARRY NEXT Raund. Apo
+10 To YOUR NEAT Aoil.

Buosw Te Fok's SIDE. Fok IS
Knockko SIDEwAYS 3 Feser
AND IS STUNNED For 3 Rounps.

+45 Hits

SHeT > SIDE KNocks Fof 5
FUET SIDEwWAYS. FOE DROPs
ANYTHING CARRIED IN HIS
SHIELD HAND (AND ANY SWELD)
AND 1S STUNNED FaR (o ROUNDS.

STRike To RE'S SHIED SIDE
KNocks Fof 5 FEET SIDEWAYS.
Fok BREAKS ANKE AND FAUS
DOWN . Fof 15 AT —S0%0. +11
TS,

AWESOME SIDE SHOT SENDS
Fof TRIPP1NG SIDEWAYS, Fok
BREAKS LG AND Rous S Feer.
FoE 1§ AT ~50%, IS STUNNED
AND UNABLE “To PARRY & RoUNODS.

8690

Brow To BAcKk, Fo£ STumMBIES
5 FEET SIDEWAYS AND IS
STUNNED FoR 3 RounDs.
443 HiTS, Aop +20 To yauR
NEXT RoLL..

STRIKE T FOE's BACK Knlocks
FOE SibEwAYs 10 FEET, +42.
HITS. Fof 15 STUNNED AND
UNABLE T& PARRY FOR 2.
RounD.

PRECISE BACK STRIKE KNOCKS
Fok DOWN. FOE (5 DISARMED
AND STUNNED FoR (b ROUNDS.
+14 TS, ADD +20 To
YOuR. NEXT ROUND.

BRUTAL BALK STRIKE KNocKkS
Fot DOWN.+ 12 HITS, FoE 15
DISARMED AND STUNKED AND
UNABLE To PARRY RR 4
ROUNDS .

CRUEL HEAD STRIKE... Fof
SEE€S STARS. +20 HITS.
Fof 15 KNockkD 1o FEET
BACKWARDS AND 1S STUNNED
AND UNABLE To PARRY {2 RDS.

H-95

HEAD STRIKE BREAKS FoE's
NOSK.XF FOR HAS HELM, HE
15 STUNNED 3 RounDs, IF
NOT, Fok IS KNOCKED OuT
FoR X7 LEAST 2. HOURS.

Blow To SIDE OF Fo£'s HEAD
CRUSHES EAR AREA. Fot IS
STUNNED FOR & Rounps.+9
HITS. FoE iS5 AT =50% FoR.3
WEEKS... IMPAIRED BALANCE.

Si10E STRIKE SPins Fo€ 40
FEET SIDEWAYS. FoE MusT
Rout oN APPROPAIATE FUMBLE
TABLE NEXT 3 RouNbDs,

+8 nirs

STRIKE To FOE'S SHIELD ARM,
IF FoE HAS SHIELD, HE LOSES
IT AND. TAKES 4-4p HiTs. IF
NOT, FOE'S ARM IS USELESS AND
HE 15 STUNNED FoR' 9 Reunds,

BLow Tb FoE'S SHIELD
SHOULDER. IF Foff HAS SHIELD,
HE 1S STUNNED & RouNDS. IF
NOT, HE 1S KNOCKED DOWN, HAS
A USELESS ARM, PASSES OUT:

7679

Nickry PLACED STRIKE SENDS
FOE SPRAWLNG ON HIS FACE.
410 HiTs. Fo£ IS STuNNED
AND UNABLE To PARRY Fok
3 Rounds.

S1DE STRIKE CAVSES Fof To
UNGRACEFULLY “TUMBLE To
AN EMBARRASSING PRONE

Posimen. FoE 15 PrunnE0 AN
UNASLE To PARRY & RouNDS,

SMooTH AND SNAZRY STRIRE
SENDS FoE To MiS KNEES. IF
FoE WAS uSING L-HAND WEAPON,
1T 15 THROWN BAcKkwARDS 10
FEET. Fo£ 15 STUNNED 24 RounDS,

STRIKE To Fot'S HEAD SENBS
Him 10 Feer BAckwARDS. IF Fof
HAS NEwm, +9 MiTs , THE HELM
15 DESTROYED, AND Fo€ STUNNED
& Rounps. IF NOT, EoE 1S SENT
INTo COmA FoR 4 LIEEKS.

PiNPOINT STRIKE BREAKS FoE's
NECK . FoE FALS BACK 5 FEET,
SPINE, AND STUMBLES To THE
GROUND. Fof DIES OF SHOCK AND
SUFFOCATION IN 3 ROUNDS.

BRUTAL HIP STRIKE KNocKS
Fof Down, TAARS TENDeN, AND
SHATTERS J0iNT, FOE STUNNED
AND UNABLE To PARRY FoR 9
HOURS. LEG USKLESS, Fot -90%,,

TINSPIRED BACK STRIXE SENDS
Fok Frymne 40 FEET AND ONTe
MiS FAcE. SEVERE NERVE
PAMAGE. Fok IS PARALyZED
FRoM WAIST DoWN,

UPPER CHEST STRIKE KNOCKS
Fof 10 FEET SipEwAYS. Fo€
FAUS DOWN AND BAEAKS
BoTH ARMS. Fok 18 SENT
INTO A 2 MONTH COMA.

SAVAGE BLow To Fok's HEAD
KNOCKS Fot DowN, FOE FALLS
INTO Coma AND DIES IN 22
ROUNDS DUE To SEVERED
VEIN. ADD +20 NEXT Row..

FRIGHTENING STRIKE To Fok's
TEMPLE KNOCKS Fof BACK 20
FEET. Fok DIES INSTANTLY.
APD +20 To yeuR NEXT
RewS. BE KiNDp Now.
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11.41 GUIDELINES FOR USE OF WEAPON STATISTICS

The weapons given in table 11.42 are historical weapons that
have actually been used. The statistics given are suggested values
for their use with Arms Law. They indicate which Arms Law attack
tables to use and what modifications to make. These weapons are in-
tended to be examples of how to use the Arms Law/Claw Law
system to simulate any weapon.

The weapons in table 11.43 are fantasy (made up) weapons.
They are very powerful; and depend on special design and material.
They are included to illustrate how you can make up your own
weapons using this system.

11.51 GUIDELINES FOR USE OF ANIMAL STATISTICS

Most animals will rarely attack a human unless they or their
young are threatened. When an attack does occur, however, it is
often sudden and ferocious. The ferocity of animal attacks is re-
flected to a certain degree by the ten animal attack tables found in
Claw Law. Some of these tables make huge animals more terrible
than the most fearsome weapon in Arms Law. The comparative
ferocity and prowess of animals is subject to the value judgements of
the gamesmaster. The summary of animal combat capabilities pro-
vides some suggested combat capabilities for common earthly ani-
mals using the animal attack charts. Only the broad physical char-
acteristics are presented, the tactical application of the animals’
characteristics (as well as any unusual abilities) should be developed
by the gamesmaster.

Each animal described on the summary charts has at least one
type of attack and possibly three (Primary, Secondary and
Tertiary). To determine which attack is used roll percentile dice
(1-100), low (and in the given percent range) indicates that the pri-
mary attack is used while the higher rolls indicate secondary and
possibly tertiary attacks.

EXAMPLE: Examine the Wolverine entry, on a roll of 1-4C the
wolverine will use the Bite Attack Table with an of-
fensive bonus of 50 and a Maximum result of Medi-
um (M). On aroll of 41-50, the wolverine will use the
Claw/Talon Attack Table with an OB of 45 and a
Maximum result of Medium. On aroll of 51-100, the
Wolverine will make both of the attacks just mentioned.

The gamesmaster may always change the given pattern of attack
for a given animal or situation; the provided values are only meant
to be guidelines for the use of the Claw Law tables. The explanation
for the <€ and » symbols, is that the attacks so marked only occur as
a result of another successful attack (an attack obtaining a critical
strike) by the same animal. A definition and example of these types
of attacks is given on the KEY for the Combat Characteristics
tables.

The statistics given for animals apply in general to the size and
nature of the animal found in our world. For creatures smaller than
normal (e.g. a baby elephant), decrease the SZ, HITS, and MAX
(on attacks), but leave the pattern of attack the same. Similarly, for
larger than normal animals (e.g. giant crab, huge bird, giant spider,
etc.) increase the SZ, HITS, and MAX (on attacks), but leave the
pattern of attack the same. The bonuses (ADD) for various attacks
should be decreased for smaller animals and increased for larger
animals. ~

Swarms or groups of tiny creatures (bees, ants, etc.) may be given
a small attack on the appropriate table. Some of these ‘‘swarm’’ at-
tacks are indicated on the charts (Bees, Birds, Crabs, Lizards, etc.).

Trained or usually intelligent animals may have higher offensive
bonuses (ADD) and use different combinations of attacks. These
statistics are only meant to be a sample and the gamesmaster should
feel free to use the provided tables for describing and designing his
own animals and monsters.

11.61 GUIDELINES FOR USE OF MONSTER STATISTICS

All the above comments apply to any monsters, and a sample of
commonly used monsters is provided on the summary of monster
combat capabilities. This chart and this package only provide the
Combat capabilities of the listed monsters, any special abilities (fire-
breathing, invisibility, flying, etc.) must be provided by whatever
spell and system you use in your game. A good rule of thumb for
converting monsters is to first determine the size (Tiny, Small,
Medium, Large, or Huge) and type of attack. Then determine the
Maximum damage for each type of attack (usually the size). Finally,
an appropriate offensive bonus must be determined. If this cannot
be easily set, approximate itby + 10 per hit die that the creature nor-
mally has under your system.

ATTACK TYPE CHART SIZE CHART

[

= Stinger

= Bash/Ram/Butt/Knockdown/Sluy Tiny 30
= Bite Small 20
= Claw/Talon Medium 0
= Horn/Tusk Large -10
= Tiny Animals Huge -20
= Trample/Stomp

= Grapple/Envelope/Swallow

= Fall/Krush

= Weapons

gx:ﬁg—-}:owgmv
b

SPEED CHART*

AQ Ms
Ms* AQ Charge/Lunge Flee/Evade
abbr. RATE DB Mod. 1st Swing Pt. DB Mod. DB Mod.

Creeping -20 10 0 0
Very Slow -10 20 0 0
Slow 0 50 0 0
Medium 10 85 =t 5
Maderately Fas 20 a7 -10 10
Fast 30 101 -15 15
Very Fasi 40 110 -20 20
Blindingly Fast 50 120 -20 25

V'S

M
MF

Z v &
nonon

VE
BF

) This DB Moadifier is only used when an animal attacks a target from the
front without surprise. The animals’ DB is only modified with respect to
the target’s attack. If this modifier is applied the target gets the first attack.

C This DB modifier applies if the animal is actively fleeing or evading pur-

suit, the animal must be moving.

L2 Have not been factored into the DB’s of the sample animals and

monsters, and thus must be applied as the situation calls for.

*These modifications have already been factored into the animal and mon-
ster stats given, thev are included to facilitate designing vour own animals
and monsters.

NOTE: Ifyou are using a weapon that falls into a column found on the Fumble Table
(see Arms Law), roll and refer to the approgmate result. Weaponry that
doesn’t fall into a *‘fumble category’’ (e.g. bare fist, hooves, etc.) makes no
Sfumble roll; the opportunity is simply lost.

NOTE: The offensive bonuses and defensive subtractions given to
monsters, animals and martial artists are based upon
I.C.E.’s systems. In these systems, a fighter can have an
offensive bonus as high as 80 or 90 at around 5th level. For
use with other systems, the OB’s and DB’s given should be
examined for their relation to characterbonuses. It may be
that the bonuses given should be cut to % or % for some
systems.

Beak/Pincher Size DB Mod.*

EXAMPLE: If a lion attacks a man, he would first attack on the Claw/Talon (C) Attack Table with an Offensive Bonus of 85 and a maximum result at the Large point (L). If
the Lion obtained a critical result of A, B, C, D, E, or F, it would make a second attack the same round on the Bute table with a 85 OB and a maximum result at the
Large point. If the Lion obtained a second critical, it would attack the next round on the Claw/Talon table with an 120 OB. If the lion failed to get a critical on
atther of the first two attacks mentioned, it would attack the next round on the Claw/T alon table with a 85 OB. (The Tertiary Attack represents the Lion biting the
Joe and clawing at it with all four paws). 64



11.42 SUMMARY OF HISTORICAL WEAPONS

RANGE MOD. (in feet)
10 25 50 100 150

NAME OF WEAPON

Bola (replaces - ) 0 0 -20 -40
Bola Table)

Boomerang ) .5 5. 0

Cat of Nine Tails

Claymore

Cudgel

0 -20 -30

Foil
Harpoon

Jo

Katana

Lance (incdieval)

Nunchaku
Pick

Pilum . -] 5.5-6 | 0 =20 -30
Sabre S 3- 2-! f - - -

11.43 SUMMARY OF FANTASY WEAPONS

ARMOR MODIFICATIONS
TABLE USED |20-17 16-13

12-9 8-5 4-1|SPECIAL

Envelop

Club
Whip
2H-Sword
Club

Dagger
 Javelin

Q-stall
Club

Broadsword

Lance

Morning Star
Flail

Mattock
Javelin

Broadsword

Maximum result 1s Large.

If user trained, it returns.

Scottish 2H-Sword.

Large walking stick.

All criticals are Punctures.
Hard to remove.

Japanese stafl.

 Japanese sword.

If jousting, all criticals are A’s.

Okinawan cereal beater.

Normally used as a tool.

Roman throwing spear.

Baw ¢7- 1HS 4-5 2-3 §51 - - - s Handaxe +15 +15 410 +10 +10fCan be used as an ice axe.
Cabis g e 1HS 2-3 1.52.5)4 0 0-10 -25 - Handaxc -10 -10 -10 ~10 =10 'Hasi(‘ally a throwing weapon.
Dag 1HS 5-6 3-4 |6 = = Falchion +10 +10 +10  +10  +10] A very large bladed weapon.

SR co
Ge @ TH 4.6 4-5 8 as Bola Bola (2x Dam.)] +10 +10 +10 +10 + 10 Treat any criticals as both K and G.

—3 (a super bola) If fumbled, roll a *“DG’’ on the thrower.
Irgaak 2H 56 5-6 |3 - - 2H-Sword +15 +15 +15 +15 +10] Roll any critical twice applying all results
4 -
v v

Kynac —_——3me |!HS 1-2 1-2 |2 0 0 0-25-40] Rapier -5 -5 0 0 0] A great throwing dagger.
Long Kynac tHs |23 23 |3 ]-20-20 -20 —50 - | Rapicr +15  +15  +15 415 +15|A great long dagger.

— T |
Shang 1HS 1-2 1-2 1 0~-10 - Scimitar —10 -10 -10 =10 -10] +30 vs. melee if not used to attack.

""“"}. (a parrying sword)
Typh e THC 4-5 3-4 |6 0o 0-10 - Flail -10 -10 -10 -10 -10}Hf fumbled, roll a *“DK’’ on thrower
Yarkbalka 1HS 4-5 3-4 |6 - # ¥ 2H-Sword -10 -10 -10 -10 -10}If fumbled, roll a ““CS” on thrower.
#
KEY
TYP : 2H = Two-Handled Weapon; IHS = One-Handed Slashing Weapon; IHC = One-Handed Concussion Weapon; MIS = Missile Weapon
(not usable in melee); PA = Pole Arm; TH = Thrown Weapon (not usable in melee).
WT. : Weight of weapon in pounds.
[LEN : Length of weapon in feet.

1 or equal to this number).

sess than or equal to the given distance (only one modifier applies). (- means not allowed.)
.a to resolve the attack.
~u upon the armor of the defender.
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F : Fumble range (a fumble occurs if rol
RANGE MOD. : Modifications apply to use #~



171.52 SUMMARY OF ANIMAL COMBAT CAPABILITIES

PRIMARY SECONDARY TERTIARY
ADULT ATTACK ATTACK ATTACK
ANIMAL NAME SZ Hits TY Max Add Prob TY Max Add Prob TY Max Add Prob | SPECIAL

Bees ) m----- ‘ 2 Poison does hit 1 hit/bee.

Bird (small) K Sparrows, doves, ctc.
(largey 1S )} 8})1(50) JF F@ P S 0100 |  3ormore----|- Gull, ravens, etc.

Boa Constrictor (15")

Boar '

Bull (oxen, etc.

Unpredictable, ill-tempered.

Dolphin ntelligent.
Eagle
Elephant (male)
(female)
Elk (male)

Falcon

Could grapple if trained.
Could grapple if trained.
Loner except during mating season.

w

A— . . . T Thte 1gent, voracious.
Kraken (squid-like) 70 » P-attack due to beak.
Lion 85 = 3rd attack as long as criticals are obtained.
Lizard (general class) = 6 or more - - -
(large) 3 or more - - - If poisonous, 1st attack is 50%.
Lobster

) S ~ | Primanly

Piranha 6 or more - - - § - +20 when water bloody.
Rats 3 or more - - -
Rhonoceros Ba H 110 = Blind charge, poor eyesight.

quid (large)
Tiger 4(30) Rushes from short range.
Turtle (large) 12(30)
(large sea) 12(40) If not in water, as above.
Weasel 1(50) Vicious.

T = Tiny, S = Small, M = Medium, L = Large, H = Huge
L* = Any criticals against this creature are resolved using the Large Creatures rules from Arms Law.
H* = Any critical against this creature are resolved using the Super-Large Creatures rules from Arms Law.
Hits = Number of concussion hits that the adult animal can absorb and remain conscious.
AT = Arms Law armor type (types 1-20).
DB = Defensive Bonus (this number is subtracted from any physical attack rolls).
MS = Movement Speed (rate at which the animal is capable of traveling).
AQ = Attack Quickness (speed of animal’s attack, see speed chart for relation to First Swing Points in Arms Law).
LVL = Approximate adult level for such purposes as resistance rolls vs. spells.
TY = Type of attack (see Attack Type Chart).
Max = Maximum result allowed on attack table (S =small, M = Medium, L =Large, H = Huge -- Special for Tiny attacks).
Add = Offensive Bonus (this number is added to the animal’s attack roll).
Prob = Probability of attack being used (% chances of various attacks).
If < : attack occurs in the same round of combat as the attack described to the left, only if the attack on the left has obtained a non-Tiny critical.
If v . attack occurs the round immediately following the round that an attack of the type described to the left has obtained a non-Tiny critical.
If opt : creature may use this attack (usually weapon) if it desires (determined by gamesmaster.)
* = Defensive Bonuses (DB) so marked are obtained from the normal process with an extra bonus for especially tough hides, quickness, stature,
and general factors concerning the fearsomeness of the creature.
2X DAMAGE = Target receives double the hits and critical damage normally indicated by the tables. Criticals are not rolled twice, the damage from
one critical is doubled. 66
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11.62 SUMMARY OF MONSTER COMBAT CAPABILITIES (SUGGESTED NORMS)

PRIMARY SECONDARY TERTIARY
ATTACK ATTACK ATTACK
T(DB) [IMS AQ LVL | TY Max Add Prob TY Max Add Prob TY Max Add Prob SPECIAL

Demon (Pale I) 350 1(20) 100 < - Types as given in Spell Law. Demons from
(Pale II) 0] 3(30) i 2 100 < P - § other systems may be placed into these
(Pale 111) 90| 450)|VF F i 100 | K L = classes.
(Pale 1V) 4(60*)| BF | j : 100 < : fo-
(Pale V) 8(50*)| VF 100 < ;- 2x damage with weapon,
(Pale VI) 12(60*) 3 g 100 < fo- 2x damage with weapon.

100
100
100
100
100
100
100
100

Elemental (weak-AIR) 1(40) Ba criticals are Impact it Spell Law is used.
(weak-EARTH) 1(40)
(weak-FIRE) 1(40)
(weak-WATER) 1(40)
(powerful-AIR) 1(30)
(powertul-EARTH) 1(30)
(powerful-FIRE) 1(30)
(powerful-WATER) | L. 1(30)

Ba criticals are Heacif Spell Law is used.
Ba criticals are Impact it Spell Law is used.
Ba criticals are Impact it Spell Law is used.

Ba criticals are Heat it Spell Law is used.

mmTmTm Ty
el &4
A W U U U O O WA

Ba criticals are Impact it Spell Law is used.

Golem (Flesh) 100 < ) 3 Golems usually have very litde intelligence.
(Clay) E 100 < : The sizes tor the golems need not be Loand
(Stone) 1 100 < . H: the LL* and H* are given o indicate the
(Iron) k 100 < . critical charts used when the golems are
(Mithril) 100 < attacked.

Hydra 16(20*) 50 100 4-7 heads, cach head gets an attack.

Lich M i - 100 Has very unusual abilities (good luck).

Medusa > - 100 Has unusual abilities.

Ogre (small) M : 5 90 V / 30 10 Weapon capability rises with intelligence.
(large) p 85 3y P 60 15 Weapon capability rises with intelligence.

Pegasus 3(: > < : 70 E Has unusual abilities.

Roc (huge bird) 100 . Trained rider could also attack.
Sphinx ) 50 Extremely vicious physical fighter.
Titan 100 < - 120 opt 4x damage with weapons. use at will,

Undead (Class I) - Classes as given in Spell Law. Specific un-
(Class IT) ’ : 5 dead from other systems may be placed into
(Class III) 5 - one of these classes. The sizes for Classes V
(Class IV) ” and VI need not be L and H; the L* and
(Class V) " H* are given to indicate the critical charts
(Class VI) ¢ used when these undead are attacked.

KEY
(See key for Animal Combat Capabilities Summary)
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11.71 GUIDELINES FOR USE OF MARTIAL ARTS

MARTIAL ARTS IN GENERAL

In Claw Law, the martial arts rules have been designed to max-
imize playability while maintaining as many facets of real martial
arts as possible. The summary of martial arts combat capabilities
gives the combat capabilities of a sample of the martial arts existing
in our world. Any other capabilities of martial artists are dependent
upon the character system being used. Combat capabilities are de-
scribed in terms of 2 attack tables and 2 critical tables devoted to
martial arts (terminology used is from the rules in Arms Law). All
rulesin Arms Law apply — if they are not specifically superceded by
Claw Law.

The martial arts forms given are broad generic classifications and
represent no specific style. The gamesmaster may modify any or all
of the statistics given to simulate a specific martial art form. The
forms given are primarily intended to provide an example of how
the system can be used.

We suggest that any player-character wishing to run a martial
artist (warrior monk) be allowed to choose (or be assigned) one of the
forms given. The fantasy role player level values (experience or skill
level) would determine the rate of progression of combat capabil-
ities. Level capabilities that are not given can be easily extrapolated.
It is suggested that non-trained characters be treated as novice box-
ers and novice wrestlers.

Kung Fu is the source of most martial art forms (it has no belt sys-
tem, but belts are included for comparison purposes). Kung Fu re-
quires spiritual and mental training as well as physical training and
thus the stats given are superior to the other forms (Kung Fu pro-
gresses equally in striking and sweeps and throws). It is suggested
that characters wishing to be Kung Fu martial artists be given cer-
tain restrictions. Suggested restrictions include: (1) a background
(youth) spent in a religious order or retreat; (2) a specific mission in
life due to the background; (3) personal enemies due to affiliation
with the religion; and/or (4) a very, very strict alignment of good (or
evil).

The combat capabilities given include bonuses for expertise and
level, but not for personal characteristics (strength, agility, etc.). A
gamesmaster should examine the normal Arms Law offensive bo-
nuses of his standard characters and compare them to the stats
given. If there is a large difference, merely reduce the offensive bo-
nuses given by 25-50 % . The stats given are those obtained when us-
ing I.C.E.’s character development system (to appear in the sum-
mer of 1982).

Example: Consider a martial artist with a 3rd degree black belt in_Japanese style
karate. He could choose to fight using any one of his 8 rank abilities (4 striking, 4
sweeps and throws), or he could attempt to grapple with an offensive bonus (OB) of
50 (maximum result on the Grapple attack table of Small). With striking rank 4
and all four sweeps and throws ranks, he could only fight one target per round with
the OB given. However with striking rank 3, he could:
1) Fight one foe with a 70 OB.
or 2) Fight 2 foes (within a 90° arc) with a 50 (70-20) OB against each.
With striking rank 2 he could:
1) Fight one foe with a 85 OB.
or 2) Fight two foes with a 65 (85-20) OB against each.
With striking rank 1 he could:
1) Fight one foe with a 100 OB (1 attack).
or 2) Fight one foe with a 70 (100-30) OB (2 attacks).
or 3) Fight two foes with a 80 (100-20) OB (1 attack each).
or 4) Fight three foes with a 60 (100-20-20) OB (1 attack each).
His DB of 60 applies to all foes that he is aware of. This example ignores
weapon KATA. '

NOTE: The offensive bonuses and defensive subtractions given to
monsters, animals and martial artists are based upon
I.C.E.’s systems. In these systems, a fighter can have an
offensive bonus as high as 80 or 90 at around 5th level. For
use with other systems, the OB’sand DB’s given should be
examined for their relation to character bonuses. It may be
that the bonuses given should be cut to % or % for some
systems.

NOTE: If you are using a weapon that falls into a column found on the Fumble Table
(sce Arms Law), roll and refer to the appropriate result. Weaponry that
doesn’t fall into a *‘fumble category’’ (e.g. bare fist. hooves, etc.) makes no
fumble roll: the opportunity is simply lost.
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EFFECT OF WEAPON KATA

Certain martial artists use weapons as part of their KATA (kata
are patterns of attack and defense that form the basis for the various
forms of martial arts). Weapon kata may be usedifa - 20 modifica-
tion is made to the OB of the particular rank being used. Normal
martial arts weapons include knives (daggers), jo sticks, nunchakus,
tonfas, various swords, and other exotic weapons.A gamesmaster
may wish to limit which types of weapons may be used and at which
level of development in martial arts training their use should begin.
[tis suggested that knife kata be allowed at striking ranks with an of-
fensive bonus (OB) of at least 50, and stick kata be allowed for
sweeps and throws ranks with an OB of at least 50. It is further sug-
gested that each martial artist be allowed to pick two other ap-
propriate weapon kata that can be utilized by a rank that has an OB
of 90 or more.

A weapon kata attack is resolved in the follow manner:

1) A normal attack is conducted on the appropriate martial arts at-
tack table (striking or sweeps and throws). The OB modification
of -20 is applied.

2) The weapon being used may be fumbled as specified in Arms
Law. However, the fumble range is decreased by 1 for each in-
crement of 10 that the OB is over 50 (round down and the range
can never be reduced below 2).

3) The number of concussion hits indicated on the martial arts at-
tack table is increased by: the difference between the maximum
number of hits the weapon can give [to the armor type (AT) be-
ing attacked] and the maximum number of hits that can be given
to the AT being attacked by the martial arts attack table being
used. The result is the actual number of concussion hits inflicted
by the weapon kata.

4) In addition to the normal (if any) critical strike indicated by the
martial arts attack table, a weapon kata also inflicts a second cri-
tical of one severity level less [e.g. a result of C on the martial arts
(m.a.) striking attack table would also inflict a B slash (or punc-
ture) if a knife kata were used]. IMPORTANT:: Only one die roll is
made to resolve both criticals. The type of extracritical is always Un-
balancing for sweeps and throws weapon kata; while, the extra
critical type can be Slash, Puncture, or Krush for striking
weapon kata. If more than one type of critical is appropriate for
for a given striking weapon kata, the attacker should choose
which is to be applied — before the attack roll.

Example:
Consider a martial artist with a rank 1 striking OB of 110. He decides to use

a weapon kata utilizing a morning star against a foe with an armor type (AT) of
9( - 30). His OB is reduced to 90 (110-20) dueto using a weapon kata( - 20
found on Offensive Bonus Modification Chart). A momning star normally
fumbles on 1-8; but his OB is 40 more than 50, so he would fumble on an attack
roll of 1-4. He makes an attack roll of 45, thus his net attack roll is 45 (attack
roll) + 90(0B) — 30 (defender’s DB) = 105 (if he had made a higher attack
roll, 1t would not have changed the result because the maximum result for a rank
1 attack is 105). The result from the martial arts striking attack table is 10B.

The maximum number of concussion hits that a morning star can inflict upon
AT 9is 27, the maximum for martial arts (m.a. ) is 19, so the actual number of
concussion hits inflicted s 10 (normal striking damage)

+ (27 - 19) = 18huts. A single critical roll is made, and the results for both
a B martial arts striking critical and a A krush critical are applied to the
defender. Thus, if the martial artist rolled a critical result of 52 the m.a. strik-

ing critical (B) would stun the foe for 1 round and inflict 6 concussion huts,

while the krush critical (A ) would force a parry at — 25 for one round and inflict
5 moreconcusston hits. The grand total of damage would be: 18 + 6 + 5 = 29
concusston hits, stunned one round, and forced to parry at — 25 the next round
(the worst damage inflicted is applied first).

OFFENSIVE BONUS MODIFICATIONS (cumulative)
~20 = For each foe over 1 engaged during a given round.
—30 = For using two attacks versus one foe in a given round.

-20 = For using a weapon kata.



11.72 SUMMARY OF MARTIAL ARTS COMBAT CAPABILITIES

RANK STATISTICS FOR STRIKING RANK STATISTICS FOR SWEEPS & THROWS
FRP
Form Belt/Degree |LVL DB Rank 1 Rank2 Rank 3 Rank 4 Rank 1 Rank 2 Rank 3 Rank 4 Grapple
OB #1/72/73 OB FI/R2/#3 OB F1/72/#3 OB F1/72/73 | OB #1/72/#3 OB FI/R2/F3 OB FI/R/F3 OB FI/F2/73

Karate Yellow Y 5] 10 -25 -25 -25 5 -25 -25 -25 S 10
(Korean)  Green 1 10} 20 S) -25 -25 10 ) -25 -25 S 20
Blue 3 25] 40 25 10 -2 20 10 -25 -25 S 30

Brown 4 30} 50 40 20 10 30 15 -25 -25 S 40

Black 1st D. 5 35| 601/2/ 90° 45 30 15 40) 20 10 5 M 50

2nd Degree 7 45| 801/2/180° 65 50 35 50 1/2/ 90° 25 20 10 M 60

3rd Degree 9 55| 951/3/180° 80 1/2/ 90° 60 50 60 1/2/180° 30 25 15 M 70

4th Degree 11 611105 2/4/180° 90 1/2/180° 70 1/2/ 90° 60 70 1/3/180° 40 30 20 M 80

5th Degree 13 63]1102/5/180° 100 1/3/180° 80 1/2/180° 70 1/2/ 90° | 80 1/3/180° 50 1/2/ 90° 40 30 M 85

Kung Fu  Yellow 1 10] 20 5 -25 ~25 20 5 -25 -25 S 20
Green 3 30f 40 30 15 -25 40 30 15 -25 S 40

Brown 5 50| 601/2/ 90° 50 40 30 60 1/2/ 90° 50 40 30 M 50

Black 1st D. 7 60] 802/2/180° 70 1/2/ 90° 60 50 80 2/2/180° 70 1/2/ 90° 60 50 M 60

2nd Degree 10 701100 2/3/180° 90 1/2/180° 80 1/2/ 90° 70 100 2/3/180° 90 1/2/180° 80 1/2/ 90° 70 M 70

3rd Degree 15 75]120 2/4/180° 110 2/3/180° 100 1/2/180° 90 1/2/ 90° | 120 2/4/180° 110 2/3/180° 100 1/2/180° 90 1/2/ 90° M 90

4th Degree 20 80]1302/5/180° 120 2/4/180° 110 1/3/180° 100 1/2/180° | 130 2/5/180° 120 2/4/180° 110 1/3/180° 100 1/2/180° M 100

5th Degree 25 82]1402/6/180° 130 2/5/180° 120 2/4/180° 110 1/3/180° | 140 2/6/180° 130 2/6/180° 120 2/4/180° 110 1/3/180° M 110

Novice

Beginner

Intermediate
Trained

Expert

KEY

FORM

- The style of martial arts as it is known in our world to-
day. This is a very general, generic classification.

BELT/DEGREE - Ranking in the particular style.

OB #1/#2/#3

- Each rank one set of these combat statistics; each
round the combatant must choose one of these sets of
statistics to use. If #1,#2, and #3 are left out they are as-
sumned to be 1/1/--.

OB - The Offensive Bonus(OB)as defined in the Arms Law

FRPLVL - Fantasy Role Playing Level: the equivalentlevel of an rules. The OB can be used for parry or attack or part on
averagecharacter with these abilities(useful for resist- both. However, the same proportions must be used on
ance rolls and player characters). attack and parry for all foes fought and all attacks

made.

DB - Defensive Bonus: defined in Arms Law rules. Applies
to all attackers that the martial artist is aware of. #1 - The number of attacks which may be made against

one target in a given round (if two attacks are made

RANK # - Rank # limits the maximum possible result on the at- against the same target the OB for both attacks is de-
tack table used. Rank statistics for striking use the creased by 30).

Martial Arts Striking attack table. Rank statistics for

sweeps and throws use the Martial Arts Sweeps and #2 - The number of different foes which can be attacked in
Throws attack table. The ranks represent increasingly a given round (the OB is decreased by 20 for each foe
complex and deadly forms of attack. over | engaged).

GRAPPLE - Statistics of handling grappling or wrestling a foe (can #3 - The maximum allowed angle of separation for dif-

be used for subdual).

S, M, or L - The maximum result allowed on the Grapple/Enve-

lope attack table (i.e. Small, Medium, or Large).

# (Grapple) - Offensive Bonus when grappling.
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ferent foc s engaged in a given round (i.e. 90 °means all
foes must be within an arc of 90°, 180 ° means that the
foes engaged can be in any relative position around the
martial artist). Of course, all foes engaged must be ad-
jacent to the martial artists.



(9.0) SECOND AND THIRD EDITION RULE ADDITIONS

COMMENTARY

Due to suggestions from our customers and our own observations,
there are several areas of the first edition Arms Law rules which need to
be altered or expanded. These include mounted combat, pole arms, two-
handed arms, shields, two-weapon combinations, animal attacks and con-
version factors for the more common game systems.

(9.1) MOUNTED COMBAT

A combatant faces none of the combat movement restrictions when
riding an animal (i.e., the animal moves). However, the combatant must
be trained in controlling the horse and fighting from horseback in order
to be effective. Depending upon his training and background, a mounted
combatant could have anywhere from 0% to 100% of his normal offen-
sive (and defensive) bonus (certain rare types of fighters might be more
effective). This restriction is not in effect if the horse is completely sta-
tionary (not bucking or moving at more than a slow walk). Certain weap-
ons are at maximum effectiveness only when used mounted on a moving
animal. The mounted lance falls into this category. As a result, the spear
table should be used if a lance is used on foot or on an animal that is not
moving faster than a walk. A full gallop should give a +20 added to an
attack by a mounted lance. The table below includes some suggested per-
centages ard modifications for certain levels of training and qualities of
horses:

untrained rider wild horse -20

— 30 and 0% of add farm horse - 10
novice rider 0% of add riding horse +5
trained rider 50% of add war horse +20
expert rider 80% of add very intelligent horse +10

(9.2) POLE ARMS OPTIONS

Combatants in the second line should be allowed to strike past friendly
combatants (front line) if they are using pole arms. This serves to simulate
the effectiveness of organized groups of fighters with pole arms. The
gamesmaster should determine whether the front line combatants and sec-
ond line combatants are adequately trained for this type of combat.

(9.3) THROWN WEAPONS AND MISSILES IN MELEE

If a stationary combatant is trained with a particular type of throwing
weapon, he may throw that weapon at 80 % effectiveness and still melee in
the same round with only a —20 to his offensive bonus. Such a com-
batant may only use a one-handed weapon or one-handed weapon and
shield on that round (he is assumed to be holding his melee weapon in his
non-throwing hand). A combatant cannot throw or fire missiles (bow)
while engaged in melee.

(9.4) TWO WEAPON COMBINATIONS

A combatant may use a weapon in each of his hands. He is assumed
to be right-handed (the same rules apply in reverse for left-handed com-
batant). Any weapon that he trains (or learns) to use must be learned as
being used right-handed or left-handed (or both at twice the effort). Any
weapon used in the left hand automatically gets a — 20 modification to
the combatant’s offensive bonus with that weapon. The combatant may
attack with both weapons in the same round, or he may attack with only
one and use the other for its bonus versus melee (see Table 8.25). A com-
batant must direct both his attacks (and parry) against the same target.
If a combatant uses part of his offensive bonus for parrying he must de-
crease both of his weapon offensive bonuses by that amount.

(9.5) BOW PREPARATION TIME

The time required between missile attacks is dependent upon the type
of bow, the quickness of the bowman or slinger, and how accurate the
firer is attempting to be. The table below gives the number of rounds of
preparation required for each weapon, given a subtraction that the firer
must take from his offensive bonus.
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PENALTIES

WEAPON 0 -10 -20 -30
Short Bow 1 0 - -
Composite Bow 1 - 0 -
Long Bow 1 . - 0
Light Crossbow 2 - -
Heavy Crossbow 3 2 -

Sling 1 0 - -

The act of firing the weapon always takes one round (as specified earlier
in the rules), a combatant preparing a shot may still move 20% of his
movement. These times assume the bow is strung and arrows (or quarrels
or pellets) are available in quiver (or pouch). 1f a bow has to be strung the
following rounds are added to the preparation time: Short Bow (+2),
Composite Bow (+ 3), Long Bow (+ 3).

(9.6) CHANGES TO TABLES

Certain weights for weapons on the old tables include carrying weight,
for scabbards, quivers, straps, harnesses, etc. The weights for the new
tables have been modified to include only the weapon itself. Several
lengths have also been slightly altered.

First swing bonus for a pole arm is +40 on the first round (8.28).
Agility and quickness bonuses range from — 35 to+ 35 (8.29).

On Table 8.25, all bonuses versus melee apply only if the shield or
weapon is not used in an attack and is towards the attacker. Main Gauche
is added and has a bonus of + 15 versus melee and + 0 versus missile.
Two-handed arms may now parry one-handed weapons at up to 50% of
offensive bonus. Pole arms may now parry one-handed weapons and
two-handed weapons at up to 50% of offensive bonus.

(9.7) CLAW LAW

Two chahges to the use of Arms Law tables may be used when using
ClawLaw. The Bolatable will result in Grapple criticals 50% of the time
and it getsa + 10 bonus versus armor types 13-20. The bare fist table is
no longer used with Claw Law. Even without Claw Law criticals should
be limited to Bs (Cs, Ds and Es become Bs) on the bare fist table.

(9.8) CONYERSION NOTES

Substitute the Arms Law tables for the normal Hit & Damage
Procedure.

(9.81) To Hit:
Adds give a bonus(é)f +5 on the Arms Law tables (1-100) for every
+1 in the D20 AD&D system.*

(9.82) Damage Bonuses:

Each + 1 damage bonus (the damage bonus is not added to the dam-
age given) gives a + 1 on the Arms Law combat rolls.

(9.83) Level Adds:

Fighters should be given a general + 5/level offensive bonus, clerics
+3 or +4/level, thieves +2 or + 3/level, and magic users +1/level.

(9.84) Weapon Proficiency:

In order to incorporate expertise in individual weapons into AD&D
use the weapon proficiency picks. Allow multiple picks for a single weap-
on, with each pick increasing the offensive bonus for that weapon by +5.
A weapon used with no proficiency picks has a penalty of —25.

(9.85) First Swing Points:

Use the table provided; convert 3-18 stats to 1-100 by multiplying by
S and adding S to the total (result 20-95, average 55-60). It is important
that quickness or dexterity be expressed in terms of a 1-100 (or equiva-
lent) range, because the other figures are based on that assumption.

(9.86) Stat Bonuses:

®
We suggest that the Greyhawk bonuses for strength be used, and that
increased dexterity bonuses be given (remember that a + | to hit bonus
translates to +5).



(9.87) Defensive Bonuses:

Bonuses for Armor, Dexterity, Spells, Bracers, etc. do not shift the
armor type column. Determine the physical composition of the armor
being worn under the Arms Law armor descriptions and that is the col-
umn used in defense. Each + 1 under AD&D(?ules gives a defensive bonus
of +5 which is subtracted from incoming attacks, when appropriate.

EXAMPLE: +2 breastplate and greaves (under AD&D;®
AC 3(+2)=ACI): under Arms Law column 18 is still used,
with a — 10 subtraction from all attacks.
Bracer% give a defensive bonus of the number of columns they shift in
AD&D multiplied by 5. AC2 bracers shift from AC10 to AC2, so they
would give the wearer armor type | with a —40 subtraction; AT | (—40).

(9.88) Hit Points:

Arms Law is designed for a system in which a normal fighter will take
almost 100 hits by 10th level. Since the average for AD&D 1s about 50, we
suggest that you halve all hits given under Arms Law when using it with
AD&D (round down if generosity amuses you).

(9.89) General:

For conversion to any system, remember: the effectiveness, flexibility
and power of an attack is entirely contained within the offensive bonus of
an attacker. So the offensive bonus should represent the potential of the
attacker for inflicting damage.

*

AD&D® and Greyhawk® are TSR’s trademarks for fantasy role-playing
products, and these references are in no way meant to indicate that I.C.E.
has a license from TSR with regard to this or any of our products.

9.9 THIRD EDITION MODIFICATIONS

All of the 3rd edition modifications are in organization and format (a
saddle-stitched book with the individual tables perforated for those who
wish to remove them); except for the following suggestions:

1) HEALING

We suggest that concussion hits heal at a rate of 1 each hour if resting,
and every 3 hours if active.
2) SLAYING WEAPONS

If a critical strike is obtained when using a weapon of slaying for a man-
sized creature (e.g. an orc-slaying sword used againt an orc), the normal
critical is resolved and then a second critical is resolved on the slaying col-
umn of the large creature critical strike table (8.14).
3) ARMOR BONUSES

Superior or magicarmor may havetwo types of bonuses: toughness (i.e.
increased protection) or lightneés (i.e. decreased encumberance and
restrictedness). A toughness bonus would increase a defensive bonus (DB)
as described in section 4.3; for example, a — 10 (tough) metal breastplate
would increase a DB by 10. A lightness bonus would decrease the armor
penalties given in table 8.24 by the amount of the bonus; for example, a
+ 10 (light) metal breastplate would result in a maneuver penalty of —5 for
a fully-trained wearer and no missile attack penalty or quickness penalty.
Armor may also have both of these bonuses; for example, a metal breast-
plate could have bonuses of + 5 (tough) and + 10 (light).
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(10.0) FOURTH EDITION
CLARIFICATIONS AND
OPTIONAL RULES

This Fourth Edition combines Arms Law with Claw Law, a supplement
covering unarmed combat (Martial Arts and animal/monster attacks).
This section includes optional rules and clarifications to the rules based
upon questions and comments from people who have been utilizing Arms
Law and Claw Law in their fantasy role playing games.

USING ARMS LAWACLAW LAW WITH ROLEMASTER -
Rolemaster is 1.C.E.’s complete fantasy role playing system, combining
Arms Law (AL), Claw Law (CL), Spell Law (SL), and Character Law
(ChL). Campaign Law (Cal.) is an optional Rolemaster product intended
to aid a Gamemaster in designing and running a campaign game. The rules
in Character Law are intended to coordinate and combine all of these in-
dividual systems. Thus the rules in ChL should take precedence over the
rules in the other systems when using Rolemaster as a complete system.

For example, Arms Law indicates that physical prowess (AL 5.22), ex-
pertise (AL 5.23), and experience (AL 5.24) can affect a character’s Offen-
sive Bonus. Character Law gives specific rules for determining these
values: physical prowess is represented by stat bonuses, expertise by skill
rank bonuses, and experience by character class (professional) bonuses.
Similarily, the bonuses for rider classifications given under “Mounted
Combat” (AL 9.1) are replaced by the “Riding Animals” skill rank bonus
when using the complete Rolemaster system. Martial arts capabilities are
another good example; see 10.1.

10.1 MARTIAL ARTS

When using the complete Rolemaster system, the Character Law rules
for developing skill in the “Martial Arts” skills (the 4 ranks in “striking”
and the 4 ranks in “sweeps and throws”) and the “Adrenal Defense” skill
take precedence over the guidelines provided in Claw Law 11.71 and 11.72.
Specifically Table 11.72 is not used when Character Law is used. The Claw
Law guidelines are intended for people who use Arms Law/Claw Law with
alevel-based character system other than Character Law. The Claw Law
rules on weapon kata are still applicable when using Character Law.

When used against large and super-large creatures, martial arts attacks
utilize the same rules and tables for standard weapon attacks.

If a weapon used in a “weapon kata” (Claw Law 11.71) has maximum
concussion hit damage less than that of the normal martial arts attack, the
number of concussion hits delivered by the attack is determined solely by
the martial arts attack and is not affected by the weapon.

10.2 CRITICAL RESULTS

The Arms Law statement that “stunned” characters may not “move, or
attack, or change facing” is modified as follows when the complete
Rolemaster system is used. As stated in Character Law, “stunned”
characters may not attack but they may still parry with half of their offen-
sive bonuses. In addition, they may attempt to move and maneuver by
making maneuver rolls modified by at least -50 (ChL Table 15.32).

If a target takesa critical result that lasts fora certain number of rounds
and he has not yet performed his action for the current round, the current
round counts as one of the rounds affected by the result. Otherwise, the ef -
fects begin the round after the critical is received.

Below we provide some further clarifications and modifications of some
of the other critical/fumble results:

+ # hits — This many hits (#) are taken in addition to the normal hit result
derived from the attack table used (e.g. + 5 hits).

# hits per round — Each round after the critical is taken, the target takes
this many (#) additional hits due to pain and bleeding (e.g. 3 hits per
round).

-# % — All of the target’s bonuses (except defensive bonusand resistance
rolls) are lowered by this number (#); that 1s, subtract the (#) itself from
each applicable bonus. These penalties are cumulative. Certain of these
penalties apply only to specific skills (e.g. fighting, running, etc.). Alter-
natively, the Gamemaster may elect to treat these penalties as a percentage
modification of the target’s bonuses (i.e. reduce each bonus by (#) %).

Must parry # rounds — For this number (#) of rounds, the target may not
attack; though he may parry with all of his offensive bonus, and in order to
take any other action, a maneuver modified by -25 must be made.



Stunned # rounds — For this number (#) of rounds, the target may not at-
tack, he may only parry with half of his offensive bonus, and the only
other actions allowed are movement and maneuvers, both modified by at
least -50.

Stunned and unable to parry # rounds (Stunned-No Parry) — For this
number (#) of rounds, the target may notattack, he may not parry (his nor-
mal Defensive Bonus due to Quickness, shield, etc. is not affected), and the
only other actions allowed are movement and maneuvers, both modified
by at least -70.

Down (or out) for # rounds — For this number (#) of rounds, the target
may not perform any actions.

10.3 NOTE ON CANCELING ACTION

During a round an action may be canceled before it would otherwise be
resolved. A character who has canceled his action may perform one of the
following alternative actions: melee with half of his normal offensive
bonus, move half his normal (not running) movement, or make a
maneuver modified by -30. The alternative action chosen must be per-
formed when the other actions of that type are normally resolved.

10.4 EFFECTS OF “STUN" ROUNDS

During play a combatant may be “stunned” for a number of rounds due
to critical strikes (this includes all “Stunned” rounds, all “Stunned No
Parry”rounds, and all “Down or Out” rounds). All “stuns” due to multiple
critical strikes are cumulative. Normally the total number of rounds of
“stuns” decreases by one each round, with the most severe type of “stun”
taking effect first.

A combatant will lose consciousness if his total number of accumulated
rounds of “stuns” exceeds: [the combatant’s hits divided by 10] plus §
(round oft). If not rendered unconscious by some other means, the com-
batant will regain consciousness when his total rounds of “stuns” falls
below the number at which unconsciousness occurs.

10.5S POSITION BONUSES

Unless stated otherwise, position bonuses are cumulative. For example,
asurprise rear attack would get a total position bonus of at least + 55: +20
for surprise, +20 for rear attack, and +15 for a flank attack. A non-
surprise rear attack would get a total position bonus of +35.

10.6 THE IMPORTANCE OF PARRYING

Arms Law/Claw Law is based upon the assumption that characters will
use the option of parrying (AL 4.4) to protect themselves. In a face to face
battle, only berserkers, idiots, and desperate characters always use their
entire offensive bonus in attack. Such characters usually do not last long
unless they have something special going for them (e.g. incredible armor,
incredible luck, super healing facilities, etc.). In most situations a
character will and should use part of his offensive bonus to attack with and
therest to increase his defensive bonus and thus protect himself. Of course,
in certain situations it is often wise for a character to attack with his entire
offensive bonus. For example, when attacking a foe who cannot attack
back; or perhaps, when facing multiple opponents.

10.7 MISSILE RANGES

The missile ranges given on each of the attack tables are the maximum
ranges for which each of the given modifications apply. For example on
the composite bow table (8.52), attacks made at a range of 0’-10" are
modified by + 25, attacks at a range of 11’-100’ receive no modification,
attacks at 101’-200’ are modified by -35, attacks at 201°-300’ are modified
by -60, and attacks over 300’ are not allowed.

10.8 OPTIONAL ARMOR DAMAGE RULE

A gamemaster should be careful when deciding whether or not to use
this optional rule. It does add quite a bit of record keeping. Armor can take
a certain total number of “points of damage” before it falls apart; we will
call this total the armor’s endurance. Aset of armor’s endurance isequal to
(50 times the armor’s type) plus (20 times the armor’s defensive bonus).
Thus a + 10 chain hauberk (AT 16) would have an endurance of 1000 =
(50 x AT 16) + (20 x ( + 10 defensive bonus)).

Armor damage is determined by damage taken by the character wearing
the armor. Each hit taken by the character is one point of damage to the ar-
mor, an “A” crit causes 10 points, 2 “B” crit causes 20 points, a “C” crit
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causes 30 points, a “D” crit causes 40 points, and an “E” crit causes 50
points. Due to normal wear and tear, armor recieves 2 points of damage
for every week (or portion of a week) that it is worn.

The amount of damage that a set of armor has taken can cause an in-
crease in the severity of critical taken by the wearer. If the damage taken
totals 0%-19% (round off) of the armor’s endurance the severity of any
criticals is not affected. Between 20%0 and 39% the severity of any criticals
is increased by one to a maximum severity of “E” (i.e. A’s become B’s, B’s
become C’s, C’s become D’s, D’s become E’s, and E’s are unaffected). Be-
tween 40% and 59% the severity is increased by 2, between 60% and 79%
the severity is increased by 3, and between 80% and 99% the severity is in-
creased by 4. For example if a set of armor has taken damage equivalent
45% of its endurance, A’s become C’s, B’s become D’s, and C’s D’s and E’s
become E’s. Certain animal attack criticals can become “F”’s.

If the total damage taken by a set of armor is less than or equal to 20%, a
character may repair it himself at a rate of [% for each 2 hours spent. We
suggest a cost of materials of 1% of the armor’s cost for each 10% of
damage repaired. If the total damagetakenisover 20% a special craftsman
and equipment are required for repairs. The craftsman and equipment
must be appropriate for the type of material involved; normally a smith for
standard metal armor and a leather-worker for standard leather armor.
We suggest a time requirement of 1 day per 10% repaired, and a cost of 1%
of the armor’s cost for each 2% of damage repaired. For damage above
60%0 we suggest | day per 5% repaired and a cost of 3% of the armor’s cost
for each 2% of damage repaired. These prices are based upon the normal
price for a standard set of that type of armor. A gamemaster may wish to
make allowances for special or magical armor.

For characters with “smithing” or “leather-working” skill access to pro-
per equipment and material should be required. In addition, the character
should have to make a maneuver roll each day to see if his repair attempts
have been successful. =

10.9 SHIELD BASH

When using this optional rule, a character may use his shield to attack
(called a “shield bash”). This attack is treated as a Small (or possibly
Medium) “Bash” attack (Claw Law attack table 11.16). If using skill
development for expertise, skill with this attack must be developed
seperately from the weapon used in the right hand and all of the two
weapon rules (4rms Law 9.4) apply.
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PRODUCT LISTING

Look for these I.C.E. and Hero product lines at your favorite retail outlet! Each of the role playing
systems is supplemented with a variety of support material.

ROLEMASTER

[.C.E/s classic FRP system. A complete set of advanced,
realistic, & sophisticated rules. The components of the
Rolemaster system can be used separately with most major
FRP systems.

SPACE MASTER

The ultimate adventure frontier is brought to life with
I.C.E’’s Science-fiction Role Playing system. A complete
game in one box, Space Master provides everything
necessary to run a realistic, richly detailed science fiction
campaign.

MIDDLE-EARTH ROLE PLAYING
Middle-earth Role Playing (MERP) is perfect for the novice
as well as experienced gamers. Designed with faithful
attention to Tolkien’s world, MERP provides rules covering
combat, magic, professions, and everything necessary for
adventuring in Middle-earth. MERP is the perfect lead in to
the more complex Rolemaster system.

MIDDLE-EARTH BOARDGAMES
Exciting fantasy boardgames based on J.R.R. Tolkien’s
THE HOBBIT™ and THE LORD OF THE RINGS™.

CHAMPIONS the Super Role Playing Game™

Don’t just read comic books! Recreate your favorite hero or
design your own the way you want!

JUSTICE INC.

From the frozen Himalayas to the steamy Amazon, the pulps
and serials of the 20’s and 30’s live again!

DANGER INTERNATIONAL

Jump into modern adventure with fast cars, vital secrets and
high-tech hardware. Play Soldiers of Fortune, Secret Agents,
Detectives or Investigative Reporters!

FANTASY HERO

Fashion your own fantasy universe of Epic Adventure! Bring
to life your favorite character from fiction or create your
own exciting hero.

ADVENTURER’S CLUB MAGAZINE

The new expanded AC will begin coverage of the popular
I.C.E. lines while retaining all of the regular Hero columns
and features. The new Adventurer’s Club is a must for
I.C.E. devotees as well as Hero fans!

These fine products are sold at better retail outlets worldwide. Ask for them at your favorite store. . . .or order directly from us.
VISA & MASTERCARD orders call (800) 325-0479. VA residents, Canadians and overseas customers call (804) 295-3917.
Please make phone orders during business hours: 9AM-5PM, Eastern Standard Time, Mon.-Fri. Allow 4-6weeks for delivery.



The ROLEMASTER Arms
and Animals combat
systems combined,
including: individual charts
for 30 weapons; critical
tables for different types

of strikes; detailed creature
attacks and attack patterns
of beasts real and mythical.
Also included are revised
and integrated Martial

Arts rules.
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