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MELEE ATTACK

COMBAT TABLES
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HarnMaster

ACTION OPTIONS

DEFENSE OPTIONS

BLOCK (Shield or Weapon)

COMBAT TABLES

ARMOUR PROTECTIVE VALUES

MATERIALJ Blunt Edge Point Fire

REST
PASS COUNTERSTRIKE (Use AML) | CLOTH/HAR|| 1 1 1 1 |
FREE MOVE DODGE | QULT/FUR|| 5 3 2 4 |
IGNORE
ENGAGE | LEATHER/HIDE| 2 4 3 3 |
CHARGE GRAPPLE DEFENSE ‘ H ‘
KURBUL 4 5 4 3
DISENGAGE MISSILE DEFENSE
RISE ESOTERIC DEFENSE | RING| 3 6 4 3
GROPE OPPORTUNITY FIRE ‘ MAlLH 2 8 5 1 ‘
MOUNT/DISMOUNT CATCH MISSILE ‘ SCALEH 5 9 4 5 \
MELEE ATTACK
| PLATE| 6 10 6 2 |
MISSILE ATTACK
ESOTERIC ATTACK ATTACKER: Tear = Edge Frost = Fire
<Declare Target & Weapon
MELEE COMBAT =Declare Aim Zone ARMOUR LAYERS B E P F
<Fire and Reduce Ammo
ATTACKER: Quilt+Cloth 6 4 3 5
<Declare Target & Weapon DEFENDER: Leather+Cloth 3 5 4 4
«Declare Aspect & Aim =Declare Defense Leather+Quilt 7 7 5 7
DEFENDER: MISSILE ATTACK Leather+Quilt+Cloth 8 8 6 8
eDeclare Defense =Determine EMLs* ﬁurgurgoﬁh g g 2 ‘71
<Make Skill Rolls urbul+Quilt
HAIEIHELS A TS <Determine Combat Result Kurbul+Quilt+Cloth 10 9 7 8
=Determine EMLs* Ring+Cloth 4 7 5 4
«Make Skill Rolls STRIKE DELIVERY (if any) Ring+Quilt 8 9 6 7
=Determine Combat Result =Generate Strike Location Ring+Quilt+Cloth 9 10 7 8
STRIKE DELIVERY (if any) Dot Effective impact. | | VelkeCloth 30505 2
=Generate Strike Location <Determine Injury (if an p) Mail+Quilt 7 11 7 5
<Determine Strike Impact jury Y Mail+Quilt+Cloth 8 12 8 6
=Determine Effective Impact *EML Modifiers (Combat 16) Mail+Leather 4 12 8 4
=Determine Injury (if any) <Physical Penalty (x5) Ma!:+LeatEer+Clo_1ih 5 13 9 5
. =Special Penalty Mail+Leather+Quilt 9 15 11 9
*.EF':/;]L MOC:'EerS lECon;bat 11) ~Range Modifier (0/20/40/80) Mail+Leather+Quilt+Cloth 10 16 12 10
S yS|_c? en? y (x5) =Aiming (~10 High or Low) Mail+Kurbul+Cloth 7 14 10 5
=Special Penalty ST S Mail+Kurbul+Quilt 1 16 11 8
<A 10 High or L 9 : :
iming (~10 High or Low) <Weather (-10 to —40 Mail+Kurbul+Quilt+Cloth 12 17 12 9
«QOut bered (-10 ( ) ;
utnumbered (=10 per) Mail+Plate+Cloth 9 19 12 4
=Prone Opponent (+20) Mail+Plate+Quilt 13 21 13 7
Mail+Plate+Quilt+Cloth 14 22 14 8
Mail+Plate+Leather 10 22 14 6
MISSILE DATA TABLE Mail+Plate+Leather+Cloth 11 23 15 7
WEAPON SHORT  MEDIUM  LONG EXTREME '\S"a"IJ":'gltet’;Leathe”Q”"t 165 ig 156 160
Hexes/Imp Hexes/Imp Hexes/Imp Hexes/Imp Sg2|:+Ql?i|t 10 12 6 9
EMEFO T EMET 20 EVETSOR N ENETE0 Scale+Quilt+Cloth 11 13 7 10
Shortbow 20/6 40/5 80/4 160/3 Plate+Cloth 7 11 7 3
Longbow 25/8 50/7 100/6 200/5 Plate+Quilt 11 13 8 6
Hartbow 30/9 60/8 120/7 240/6 Plate+Quilt+Cloth 12 14 9 7
Crossbow 20/8 40/7 80/6 160/5 Armour Protection: The impact reduction given by various
materials, according to Strike Aspect. If multiple layers are
BIOWgun 5/0 10/0 20/0 40/0 worn, impact reduction is cumulative. Common armour
Sling 15/4 30/3 60/2 120/2 combinations are given to speed play.
Staff—SIing 25/5 50/4 100/3 200/3 Superior/lnferio_r Armour: Pro_tective vglues shown apply _to
. Standard Quality (+0) materials. Modify for armour quality. For
«Taburi 4/4 8/3 16/2 32/2 example, if a +2 Hauberk is one of the layers struck, ALL
«Shorkana 3/5 6/4 12/3 24/3 Iree\si;cctjifogn\éilzstsn?;ﬁ:Z. For Enchanted Armour, add +1 per
=Javelin 8/7 16/6 32/5 64/4 0 Flammable Armour: Cloth and Quilt may ignite (50% chance)
«Spear 6/8 12/7 24/6 48/5 when Fire Impact (before Armour Reduction) is 13+. If this
occurs, victim takes M1 (Cloth) and S2 (Quilt) burn injury for
Melee Weapon 2/100% 4/100% 8/50% 16/50% the next three Combat Turns, unless the fire is extinguished.
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