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ComBA™
ACTIONS

Attack Actions

Attack (meles) Yos No
Attack (ranged) Tos Yos
Attack (unarmed) Yos Mayhe
Charge %2 (special) No
Full Attack 5ft stop  No

Magic Actions

Cast a spell
L-action spoll Yos Yos
Full-round spell 5ft stop Vs
Concontrate to maintain Yos No

Activato relic Yos Mayhe

Use special ability
Use spell-like ability  Usually Yos
Use supernatural ability Usually No
Use extraordinary ability Usually No

Movement-Only Actions
Double move x2 Mayhe
Run x4 V(H

Miscollanoous Actions

Mayhe Mayhe

AmpnAacK NIODIFIERS

CCmowwsTAncE  MEE R

Attackor flanking defender +2 -

Attacker on higher ground +1 +0
-4

Attacker prone +0
Attacker invisible 2" 2"
Dofondor sitting or kneoling +2 -2

Dofonder prone +4 -4

Dofondor cowering, stunned, ofc. +2* 2
Dofondor climbing +2* +2*
Dofonder surprised, flat-footed «0* +0*
Dofonder running +0* -2*
Dofonder grappling +0* +0*
Dofonder pinned st -4*

* The defender loses any Dexterity bonus to AC

CovER
- DmsserCove AT R
One-quarter +2
One-half +4
Throe-quarters 1
Nine-tonths +10
Total -

CoNCEALNMENT

| Desmmes CoveEALvENT . MssCrane
One-quarter 10%
One-half ] 20%
Throe-quarters 30%
« Nine-tonths 40%
Total 50%
and must
guess

PARTIAL ACTIONS

Attack Partial Actions
Attack (meles)
Attack (ranged) 5-t step
Attack (unarmed) 5t step
Charge Yos

5t stop

Magic Actions
Cast a spell
Concentrate to maintain
Dsmiss a spell
Activate relic
Use special ability

5-ft step
5-ft step
5t stop
5t stop
5t stop

Movement-Only Actions
Single move Yos
Partial Run X2
Miscollanoous Partial Actions §-ft step

Special Partial Actions
Start full-round action No

CREATURE SIiZE

8z RmA TAmOWD
Fine Yo it x Y2 ft
Diminutive I ftx Lt
Tiny 2h ity 2% it
Small ft 5ft x5t
Medium-size ft 6ftx it
Largs (tall) 10 ft Sitx it
Largs (long) 6 ft 5t x 10 ft
Hugo (tall) 16 ft 10ftx10it
Hugo (long) 10 ft 16 ftx 15t
Gargantuan (fall) 20 ft 20 ft x 20 ft
Gargantuan (long) L5 ft 30 it x 30 ft
Golossal (fall) 25 it 40 ft x 40 ft
Colossal (long) 15 ft 40 ft x 80 ft

AcCCESS TO SPELLS

€ © =3 O ©1 =& 3 B r— O

OBJIJECTS SIZE
AND AC

SmEe— ACMODFER Sz ACMOFER.
Fine +8 Large -l
Diminutive +4 Buge -2

Tiny +2 Gargantuan -4
Small +1 Colossal -8
Medium-size +0

SuBsSTANCE L
HarRDNESS AND EB
SumcTaNes  HaRDwEss  HgRaams
Papor 0 2/inch of thickness
Rope 0 2/inch of thickness
Glass l 1/inch of thickness
(] 0 3/inch of thickness
Wood ] 10/inch of thickness
Stone 8 15/inch of thickness
Iron 10 30/inch of thickness

WeEAPONS
HarpNEsSssE AND EP

WeARw— . HARDNESS HIFonms
Tiny blade

Small blade

Medium-sizo blade

Large hlade

Small motal-hafted weapon
Medium-size metal-hafted weapon
Small hafted weapon
Medium-size hafted weapon
Lardo hafted weapon

Huge club

Pistol

Rifle

Shotgun

DCs 10
Aeewe BC Amw . B
Simple door L3 Iron hars 24
Good door L8 Barred door 25
Strong door 23 Chain bonds 26
Rope honds 23 Iron door 28

SpeLLS BackKLASED/
SpECcT. SUCCESS

e
Blossed
Backlash:
Spect. Success:
Huckstor
Backlash:

Miracle fails
Cast miracle at no cost

Bex fails, take 246 damage
and 1d4 temp. Intelligonce
Cast hex as 1d6 lovels
higher

Spect. Success:

Shaman
Backlash:
Spect. Success:

Favor fails, take 1d6 damage
Cast favor at no cost

»
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NMLALEUONCT.
SEVERITY

Major
Minor
Catastrophic

SmoTeuN DAMAGE

Touching

Ist Increment

and [ncroment

ard Incremont and beyond
Slug, any range

HARROWED CHECK

oth-9th Lovel +]
10th-14th Level +2
15th Level or higher +3

20+ = Character comes back harrowed

INgURY TEHRESHOLDS
ErrecDm

CbuemefsRERC o Pmwar o
Healthy -0 to chocks
Light Injury -1 to chocks
Hoavy Injury -2 to chocks
Serious [njury -3 to chocks
Critical Injury -4 to chocks

GiZvio CONSTRUCT.
MmMaAaBLE

Descapmes D6 BamTaE
Repair 10 10-60 min
Slight improvement 16 15 hrs
Major improvement 20 1-10 hrs
New use of existing tech 26 1-6 days
New use of high tech 30 14 weeks
New roalistic toch 36  1-6 months
Toch flaunts laws of science 40  1-12 months
Toch alters laws of sciomce 45  1-4 yoears
Toch defies laws of science 50  1-20 yoars

L.ass

-LasomateRy Rous o G CosT
None -5 Nono 50

Basic - Carpot bag  S100
Small +5 Small wagon  $500
Medium +10 Barn loft $2000
Large +15 Building $5000

CaAarrRIED TREASURE

-3 1410 o%h
-6 S$1d10x10
-10 $1420x10
$144x100
1410100

- S —

L1-15
16-20

Liarke MREASURE

-3 S1dé o%
-6 stdoxio 10%
-10 S1d10x100 20%
524105100 40%
$24108500 50%

- e -

L1-1§
16-20

OrTHER TREASURE

Cash: $1420%100

Blueprint

Grizmo

Rare Weapon

Masterwork Woeapon (+1 to hit)
Objoct d’Art: S1d10x200
Secrets

Relic

O > 3 —

Identify Substance
Identify Elixir
Mako Acid
Identify Poison

BananNceE DCs

7-12 inches 10
2-6 inches 15
0-2 inches 20

Unoven floor 10
Surface angled  +§
Surface slippery  +§

Brnurr DCs

Target wants to believe you
Bluff is believable

Bluff is a little hard to beliove
Bluff is hard to beliove

Bluff iy way out there

CLivie DCs

Steep slope, knotted rope and wall
Rope and wall, or knotted rope
Surface with ledges to hold and stand on
Surface with handholds and footholds
Uneven surfaco with narrow handholds
Rough surface

Overhang, ceiling with handholds
Smooth, flat, vertical surface
Climbing a chimney

Climbing a corner

Surface is slippery

CoNCENTRATION DCs

e e —————
Injury during casting 10 ~damage+spoll lov.
Suffering continuous damage 30+%: damage+

spell lov.

spolls’s DC+spell lov.
20+spell lov.

10 +spell lov.
15+spell lov.
5+gpell lov.

10+spell lov.
15+spell lov.

Distracted by spell
Grappling or pinned
Vigorous motion

Violent motion
Wind-borne rain or sleet
Wind-borne dust or debris
Casting defensively

DEMOLITIONS DCs

Disarm dynamite or simple explosive
Set fuse

Build bomb or complicated charge
Disarm bomb or complicated charge

DisaBnL.E DEVICE DCs

1 round 10
1d4 rounds 15
2d4 rounds 20
2d4 rounds 25

Difficult
Wicked

Escare ArmisT DCs

Binder’s Uso Rope 20

Mastorwork manaclos

Grappler Grapplor’s grapple check

GuNPLAY DCs

Shooting by refloction

Trick shot (entertainment only)
Road agent spin

Rollin” the gun

Border shift

Distracting shot

Groasin’

Bipshootin’

Jump DIsSTANCES

Fi o —
Standing 3 ft-1 ft/2 pts ab. 10 Hoight x2
Running & ft-1 ft/pt ab. 10 Beight x6
Stand. high 2 ft+1 ft/8 pts ab. 10 BHeight
Runn. high 2 ft-1 ft/4 pts ab. 10 Beight x1%
Jump back I ft-1 ft/8 pts ab. 10 Height
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LizsTEN

Ee e
Poople talking

Porson in medium armor

Porson walking at slow pace
Lst-lev Maverick moving silently
Cat stalking

Owl gliding in for a kill
Through a door

Through a stone wall

OprEN Ihocks DCs
Er - T

Vory simple 20 Good 30
Average 25 Amazing 10

Ripe DCs
e

Guide with knees
Stay in saddle
Fight with warhorse

Control mount in hattle
Fast mount or dismount

SeEarce DCs
e e

Ransack a chest

Notico socret door or simple trap
Find difficult trap

Find magic trap

Notico a well-hidden secret door

WinnpeErNESS LORE
DCs

Ee e
Got along in the wild, food and water 10
for 1 other person/pt ab. 10
Gain +2 to For saves vs. sweather, grant 15
to L other person/pt ab. L&
Avoid gotting lost or avoid matural hazard L5




