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INTRODUCTION

Hack & Slash is an alternative combat system for use
with HARP; its aim is to provide more detailed criticals for
the HARP system, and bridge the gap between HARP and
Arms Law. This product contains 16 attack tables. Of those
16, 12 of them have counterparts in the core HARP
rulebook. The other four tables are new: the Acid, Holy,
Magic, and Slaying Attack Tables. These new tables were
added to enable players and GMs alike to have a richer,
more detailed combat system and to fill in a few gaps in the
original combat system.

CRUSH

The Crush attack table is used for all natural, non-
magical attacks that cause blunt trauma. Attacks that use
the Crush table include weapons such as maces and staves,
falling rocks, smashing and mashing traps, falling from
heights, and being trampled by large creatures such as an
elephant. The devastating embrace of serpent coils also uses
the Crush attack table.

PUNCTURE

The Puncture table is used for weapons that make
stabbing or piercing attacks such as arrows or rapiers, and
for bite and horn attacks. Traps armed with, arrows,
crossbow bolts and other sharp pointy objects use the
Puncture table.

SLASH

Most swords use this table. The Slash attack table is
also used to simulate the damage of objects like whips,
wires, and ropes. Clawed animals and monsters also inflict
slashing attacks, as do the classical bladed traps.

GRAPPLE

Grapple attacks represent attacks that attempt to hold
or ensnare a target. Traps using the grappling attack table
are often of the snare variety, meant to catch and hold the
target without killing it. Nets, lassos, tentacles, and the coils
of a snake are all used by the Grapple table.

MARTIAL ARTS STRIKES

This table is used for basic unarmed combat both
untrained and trained including brawling, punching kicking
attacks, and the Martial Arts. Weapon Katas will use the
Attack Matrix for either this or Martial Arts Sweeps,
depending on the kata, with the actual criticals being
determined by the weapon being used.

MARTIAL ARTS SWEEPS/UNBALANCING

Use the Martial Arts Sweeps/Unbalancing table when
you want to knock a foe down, or throw him to the
ground. While this table is most often used with the Martial
Arts Sweeps skill, it is also used with other weapons and in
other situations, such as trying to sweep a mounted rider
off of his horse.
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LARGE & HUGE

Large and huge foes are more resistant to damage,
and therefore use different attack tables. Thus, when
fighting a dragon, a character would not use the Slash
attack table for his sword, but would use the Huge table,
since the dragon’s size is Huge in the stats given for him.
These foes (i.e. monsters) will be marked in their stats as
being of Large or Huge size.

HEAT

Fire can be a powerful ally or a powerful foe. The Heat
tables are used for all fire-based attacks. They are also used
for power heat based attacks that do not involve fire, such
as a cavern whose air is super-heated to a high temperature,
or scalding steam.

COLD

The Cold table is used for blasts of elemental cold that
some mages call forth or for prolonged exposure to cold
climates and frigid conditions, whether they are naturally
occurring or magical.

ELECTRICAL

All electrical attacks use this table, both natural and
magical, including attacks by creatures such as Air
Elementals or Electric Eels

IMPACT

While the Crush attack table is used for natural
applications of blunt trauma, the Impact attack table is used
for magical manifestations that cause blunt trauma. A bolt
of elemental earth would use this table, while a rock that is
magically picked up and hurled would not since the rock
itself is not magical.

ACID

This attack table is used for the Acid-based spells from
College of Magics and for attacks by creatures that have an
innate ability to spit acid.

HOLY

Some attacks that characters make may be enhanced,
aided, or even sanctioned by the deity that the character
worships. When this is the case, use the Holy table instead
of the usual attack table. Some Clerics have spells which
allow them to make magically based attacks using this table
as well. Holy Water will always use this table.

MAGIC

Magical energy can sometimes be shaped into physical
forms, or used directly in attacks. Use this table for these
types of directed magical attacks. This table can also be used
for when magical items get destroyed accidentally, releasing
its stored magical energy in an explosive manner.

SLAYING

Certain weapons or substances can be particularly
deadly to some creatures, such as silver to werewolves, a
sword that is enchanted to slay dragons or a Holy weapon
used against undead or demons. In such cases, this attack
table is used in place of the table normally used. This table
even overrides the use of the Large and Huge tables for
creatures of those sizes.
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USING THE ATTACK TABLES
Hack & Slash does not change HARP combat

mechanics; it changes how damage is resolved. You still roll
and add in your Offensive Bonus, and subtract your foe’s
Defensive Bonus as normal. Any result of 1 or higher still
means that you have hit your foe hard enough to hurt him.
However, instead of looking up the damage on a single

column critical table, you would now look up the results on
an attack table like the one shown below.

ATTACK TABLE OVERVIEW

Each Attack table contains three separate tables
The first table, the Attack Matrix, is in the upper left

hand corner of the
Attack table. This is
the first table you
consult, once you
determine that you’ve
hit your target.

The right hand
side of the Attack table
is taken up by the
Critical Table. This
table determines the
amount of additional
damage to the target.

The Hit Location
Table is in the bottom
left hand corner of the
Attack table. This table
is optional. Use this
table of you are
interested in
determining hit
locations and
customizing the
damage according to
hit locations.
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stluseR T S M L H
5-1 1 1 2 3 A5
01-6 1 2 3 4 B6
51-11 1 2 4 A6 C8
02-61 1 3 5 B7 D01
52-12 2 4 A6 C8 E11
03-62 2 4 B7 D01 F31
53-13 2 A5 C8 E11 G41
04-63 3 B5 D9 F21 H61
54-14 A3 C6 E01 G31 I81
05-64 B3 D7 F11 H51 J91

READING THE ATTACK TABLES
Each of the three individual tables that comprise the

Attack table is read separately.

THE ATTACK MATRIX

Consult the Attack Matrix once you’ve determined that
you’ve hit your target. The letter headers across to top of
the table correspond to the different attack sizes: T=Tiny,
S=Small, M=Medium, L=Large. H=Huge. The die roll
results are given in increments of 5 in the Results column; so
a result of 33 falls in the 31-35 range.

To determine the result of an attack cross index the
final result of the attack roll in the results column with
attack size column.

So a small attack with a result of 33, gives a damage
result of “5A”, while a large attack with a result of 33 gives a
damage result of 9D. The number portion of the result is
equal to the number of hits the target receives from the
attack, while the letter indicates which critical result is
applied (refer to Critical Table below).

T (TINY)
This column is used for Tiny attacks. Extremely small

weapons, such as pocket knives, or the natural attacks of
very small creatures will normally use this size of attack.
This is also the base attack size used for swarms of tiny
creatures such as insects. Tiny attacks have a 1 in 30 chance
of giving a killing critical.

S (SMALL)
This column is used for Small attacks. This covers the

attacks made by smaller weapons and creatures. Small
attacks have a 3 in 30 chance of delivering a killing critical.

M (MEDIUM)
This column is used for Medium attacks. This is the

attack size used for most one-handed weapons by a normal
human-sized combatant. Medium attacks have a 5 in 30
chance of delivering a critical that result in death.

L (LARGE)
This column is used for Large attacks. This is the

maximum size allowed for a weapon that is used by a
human-sized creature. Such weapons will normally be two-
handed in nature. Large criticals provide 7 chances out of 30
for resulting in a killing critical.

H (HUGE)
This column is used for attacks that have a size of

Huge. This attack size is natural only for Large and Huge
creatures, and some magical attacks. Huge criticals are
extremely deadly, having 9 chances out of 30 to deal a
critical that result in death.

REDUCING LETHALITY

Option 1: Some players and GMs may
consider the Hack & Slash rules too lethal for
their tastes. If this is the case, the GM can easily
adjust the lethality of this system by simply
instituting a modifier to the Defensive Bonus of
all characters, NPCs, and monsters within the
game. So long as the bonus is identical for
everybody, the system will remain balanced,
and yet the overall lethality of the system will
be reduced.

Example: Joe, the GM, decides that he
wants a game that is a bit less lethal.
Therefore, he institutes a Reflex bonus
of +50. This means that all of the
player’s characters, Joe’s NPCs, and all
monsters within the game receive a
+50 bonus to their DB, making it
slightly more difficult to achieve
dangerous or even deadly criticals.

Option 2: If you dislike bookkeeping and
tracking such things as bleeding, stuns and
maneuver penalties, which often make the
game much deadlier, then you, can reduce the
lethality of your games by just ignoring those
portions of the criticals within this product.
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CRITICAL TABLE

The Critical Tables are the only other table required to
use these attack tables. Each critical table consists of 26
entries from A to Z. The Attack Matrix specifies which entry
from the critical table to use (A, B, etc.).

The number range below the critical letters can be used
for multiple purposes, such as with the skill, Ambush, or
the Combat Action, Power Strike. Refer to the section on
System Adjustments for more details on this. Additionally,
these number ranges can be used for randomizing the
criticals. The sidebar on Randomizing Criticals gives a
couple of options for this.

Each critical gives some flavor text for the critical and
additional damage that is applied to the target of the attack.
Refer to Reading the Critical Tables for more information.

READING THE CRITICAL TABLES

The entries on the critical tables are divided into 2
major sections, the flavor text and the critical damage.

FLAVOR TEXT

Every critical comes with a bit of flavor text. The
flavor text for the Hack & Slash critical tables was
specifically written so that it does not indicate any specific
locations, or any specific type of damage in most
instances. This was done so that the Game Master (GM)
could more easily alter the flavor text of the criticals to suit
the situation. We recommend that the GM alter the flavor
text of a given critical to better suit the actual situation.

INSECT SWARMS
Insects, such as bees, locusts, or other tiny

creatures are relatively ineffectual when considered
individually. However, when they swarm, attacking
en masse, they are much more deadly. A single bee,
for example, would not even do a full point of
damage to a character when it stings; however a
small swarm of bees would combine to do a Tiny
attack. Larger swarms would do even larger attacks.

With swarms, the GM should make a single
attack for the swarm, rather than individual attacks
for each creature in the swarm. Swarms, however,
do not inflict criticals; they only inflict damage to
Concussion Hits, one point of damage for each
insect that makes a successful attack.

Each swarm will also have a number of hits equal
to the number of insects within the swarm. The DB for a
swarm should also be calculated upon the number of
insects within the swarm, gaining a +1 to DB for each
insect in the swarm, up to a maximum DB of 100. The
OB for the swarm should also be calculated according to
the size of the swarm as well. For every 2 insects within

the swarm, it gains +1 to OB. Thus a swarm of 50 bees
would have 50 hits, a DB of 50, and an OB of +25 and
do a Tiny Puncture.

However, the real danger of insect swarms lay in
those insects that deliver a poison or toxin with their
attacks. Individually, these toxins are too weak to
normally affect a human or other similarly sized
creature, but when swarming, the poison from all
those insects that make a successful attack combine,
cumulatively, to make the toxin that much more
dangerous. The base RR against insect poisons is
normally a 50. This number is increased by 1 for
every point of damage delivered by the swarm. The
damage from multiple attacks is cumulative with
prior attacks that have not been previously healed.

Thus if a character takes 23 hits in the first
round of an attack by a swarm of bees, he must beat
a RR (73) (50 + 23 = 73) to avoid being affected by
the bee’s venom. On the second round, if he takes
another 15 hits, he must overcome a RR (88)
(50+23+15 = 88) or be affected by the toxins.
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OPTIONAL RULE:
RANDOMIZING CRITICALS

Sometimes, players and Game Masters
(GMs) prefer more random critical results.
The attack tables presented in this book allow
for this to happen through the use of the
number ranges under the letter code for each
critical. Using this method adds a second roll
to the attack resolution process. If an attack
scores a critical hit, then roll d100 and add 5
for every attack size above Tiny (i.e. A Small
adds +5 to the roll, a Large adds +15).
Should the result of the critical roll be above
120, then treat the result as if it were 120.
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STUNNING OPTION

Using the basic rules for resisting stuns, it is
possible, although not likely that low level
characters may not be able to resist being
stunned. If you, as the GM, would like to make
stuns a bit easier to resist, then use the following
guideline.

With this option, in order to resist being
stunned, the character must equal or beat a target
number of 100. This base number is modified by
+10 for each round of stun beyond the first. Thus
2 rounds of stun would require a Stamina RR
(110) and three would require a Stamina RR
(120), and so forth.

When reading the flavor text and adding your own
flavor text as you describe the wound delivered, it is
important to think about the damage being done, as well as
the source of the damage. Your description of the damage is
what will determine what spells and/or herbs are required
to heal the damage.

CRITICAL DAMAGE

Each critical also provides extra damage that is given to
the target of the attack, in addition to the hit damage
provided by the Attack Matrix. There are several basic types
of damage provided by the criticals, along with a few special
types. Each is described more fully below.

ADDITIONAL CONCUSSION HITS

Concussion hits are the equivalent of bruising to the
character’s body. This is the most common type of extra
damage provided by criticals. Like the concussion hit
damage listed on the Attack Matrix, the additional
concussion hits listed in the critical entries are removed
from the character’s total remaining concussion hits.

STUNS

Many criticals also give Stuns. When a character is
stunned, he may not make an attack, although he may
parry with half of his Offensive Bonus. This stunned parry
is resolved in the same way as a Full Parry; however the
character does not get the additional +10 modifier to their
Defensive Bonus that a Full Parry gets. Additionally, any
action that requires a maneuver roll receives a -50 modifier.
Actions that do not require a maneuver roll, such as eating
an herb or wearing armor are unaffected by this modifier.
The character’s movement is also limited to one half of his
Base Movement Rate, and to a maximum Pace of Run.

Stuns are not applied automatically. The character
receiving the stun gets to make a Stamina-based Resistance
Roll (RR) to see whether or not they are able to shake off
the stun. The character receiving the stun must equal or
beat the target number of 150 to resist one round of stun.
This number is increased by 5 for every additional round of
stun beyond the first that is inflicted by a single critical.

If a character who is already stunned receives a critical
that indicates even more rounds of stun, he must make an
RR against the new stun result. However, the RR to resist
these additional rounds of stun is not affected by the -50
modifier for maneuvers. It is affected by how many rounds
that the character is already stunned for. Each round of
stun already affecting the character is counted towards
determining that number that must be resisted against.
Should the character succeed, he is still affected by the stuns
he already has, but not by the new ones.

Should a character ever be stunned for a number of
rounds equal to or greater than his Constitution bonus, the
character is required to make another Stamina-based RR.
The character must equal or beat a number equal to 170, plus
5 for each round of stun. Should he succeed in this RR, the
character remains conscious, but if he fails, he is unconscious
for 1d10 minutes minus 1 for every 2 points of Constitution
bonus, but for at least 1 minute at the minimum.

BLEEDING

Criticals can often cause ongoing damage to the target
of an attack. This may be from torn or severed veins and
arteries, from internal damage that gets progressively
worse, from burns, from frostbite, or from any number of
other reasons. All of these instances of  ongoing damage are
collectively called Bleeding because they cause the character
who has received this damage to lose a number of hits each
round until the cause of the wound is treated well enough
for the ongoing damage to stop.

MANEUVER PENALTIES

Criticals can also hurt muscles, bones and other parts of
the body causing the character to receive negative modifiers.
When a critical indicates a negative modifier, this is referred to
as a Maneuver Penalty. This negative modifier is applied to all
Strength, Quickness, and Agility based maneuvers. If an
action does not require a maneuver roll, such as the wearing
of armor, then it is unaffected by this modifier.

These modifiers may reduce a character’s Defensive
Bonus (DB), but only the portion of it deriving from their
Quickness stat. This cannot reduce the Quickness bonus to
DB below zero.

The negative modifiers from Maneuver Penalties are
cumulative with those from being stunned. However, unlike
the modifier from being stunned, Maneuver Penalties
remain until the character is healed of the damage that
caused the penalty in the first place.
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DYING IN X ROUNDS

There are a number of criticals which state that a
character will die in a specific number of rounds. These
criticals indicate that the character has taken such a massive
amount of traumatic damage that his body can no longer
operate and that the character will shortly die. Quite often,
characters who receive this type of wound are completely
incapacitated or knocked unconscious from the attack. This
means that they cannot attack nor defend themselves in any
manner. Characters that are “inactive” may not do anything
other than try to heal themselves, if they possess the means.
Characters that are unconscious may not even do that.

INSTANT DEATH

There are relatively few criticals that actually result in
the instant death of a character, but it always remains a
possibility. However, it is important to remember that
sometimes even death is not final.

NOTES ON GRAPPLING ATTACKS

Unlike most of the other critical tables, the Grappling
attack table has some unique results. Namely, many of its
criticals say that the target of the attack has been grappled
and that they receive a Maneuver Penalty while they are
grappled. This temporary Maneuver Penalty is the result of
being held and it disappears once the character is free.

Grappling criticals also give a Maneuver Difficulty for
breaking free, but does not list a method for breaking free. This
is because there are several different methods that may apply.
The character might use a skill, such as Wrestling, a Martial Art
that does Grappling criticals, or Contortions to free himself. If
the held character does not have these, he may also use a stat
based maneuver, Strength or Agility, as described on page 67 of
HARP. The Difficulty of the maneuver, as given in the critical
always applies in either case. However, the Maneuver Penalty
given in the critical does not apply on attempts to break free of
the grapple, just on other actions.

The Maneuver Penalty may also apply to the character
doing the grappling as well. The grappler has the option of
maintaining their hold on the target (no roll required normally),
attempting some other action (adjusted by the same Maneuver
Penalty just as the person grappled is affected), or increasing
their hold (receives only half of the Maneuver Penalty that the
person held receives normally). Depending on the method used
to grapple a character, one or more of the above options may
not be available to the character doing the grappling. A character
using a rope lasso to grapple another character cannot try
“increasing their hold”, but can easily maintain their ‘hold’ by
keeping the rope taut. On the opposite end of the spectrum, a
creature with multiple tentacles may attempt to increase its hold
using a second tentacle, but not receive any penalties since the
second tentacle is not involved in the first hold.

What it boils down to is that the GM must determine
which of the three options are available to the character doing
the grappling and whether or not they receive no, half, or the
full Maneuver Penalty to their action. Maintaining a hold will

rarely, if ever, require a roll or receive any portion of the
Maneuver Penalty that the person held receives.

Example 1: Goras is a Fighter who has skill in using a lasso
(+45) which does a Small Grapple attack. Berin is a Rogue
(DB 40) that Goras is trying to catch. Goras makes his
attack (roll of 72) for a total of 77 (72 + 45 - 40 = 77). Berin
makes his RR against the stuns dealt by the attack, but is
caught. Berin is at -40 to all actions while caught, except for
trying to break free, which will require a Light (+20)
maneuver. Berin is not overly strong, so he doubts that he
would be able to break free using just his strength, however
he fairly agile and has some skill in Contortions (+56), so he
decides to attempt to use that to break free. Berin rolls a 36
for a total result of 112 (36 roll + 56 skill + 20 Light
Maneuver = 112). This is greater than 101, so Berin has
easily shrugged off the lasso and is now attempting to run
away. Goras curses under his breath, in several different
languages, as he reclaims and lasso and starts after Berin.

Example 2: Chako and Zelup are professional wrestlers for
the local arena games. The both have the Martial Arts Style:
Wrestling from Martial Law (Chako at +77; Zelup at +86)
and they are paired against one another for today’s match.
Both wrestlers have a DB of +20 and both are parrying to
bring their DB up to +50 leaving Chako with an OB of +47
and Zelup with an OB of +56. Chako makes his first attack
rolling a 95 for a total attack roll of 92 (95 + 47 – 50 = 92),
resulting in 9 hits and an ‘M’ critical (+12 hits; stunned 4
rounds; -50 while held, and requires a Medium maneuver in
order to get free). Zelup easily shrugs off the rounds of Stun
(he has an excellent Stamina RR bonus).

Zelup has a choice. He can attempt his own grapple
attack on Chako with an OB of 6 (56 - 50), or he can use
his Wrestling skill to attempt to break free. If he attempts
to break free, Zelup will need a total roll of 101 or better,
but he gets to use his total OB of +56 in the attempt.
Zelup wisely decides to attempt to break free. He rolls a 43
for a total result of 99 (56 + 43 = 99), not enough to allow
him to escape Chako’s grasp.

The next round Chako has a choice. For his first choice,
he can try to continue with his current hold, which
requires no roll, but he knows that Zelup almost broke free a
moment before. His second choice is to attempt to increase
his hold on Zelup, but the GM has ruled that in doing so, he
would receive half of the maneuver penalty as applied to
Zelup. Luckily, Zelup cannot parry this round, and the
Maneuver Penalty will reduce his DB to zero, so Chako
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decides to attempt to increase his hold. Chako has an
effective OB of 22 (47-25), and he rolls a 37 for a total result
of59. This does 6 hits and an ‘F’ critical (+6 more hits, 1
round of stun, and -20 for 3 rounds). While this does not
improve his hold on Zelup, it will make it harder for Zelup
to break Chako’s hold. Zelup makes his attempt, rolling a 93
for a total of 129 (93 + 56 -20) more than enough to break
Chako’s hold this round. Zelup retreats a little bit and begins
using a Full Parry while he attempts to shake off the effects
from when he was grappled.

NOTES ON ADDITIONAL CRITICALS

Several spells and magical items deliver additional criticals
when they deliver a hit. In these cases, use the base critical
delivered as the starting point, and then add or subtract 10
from the number range listed under the Letter Code to
determine what the actual critical delivered will be. For
example, if you deliver an “F” critical (24-28) for your attack,
and your weapon does a Medium attack normally and an
additional Small critical of another type, you would subtract 10
from the low end of the number range (24), resulting in the
additional critical being a “C” critical (10-14), with the “C”
critical being from the proper Critical Table.

OPTIONAL CRITICAL RULES

HIT LOCATION

This third table that comprises each attack table page is
totally optional for use. It consists of three columns; Result,
Location, and Optional Critical Adjustments.

RESULT

The Result column ranges from 2 to 20. To determine
what row to use in this column, simply add the two
percentile dice together from the roll for your attack.  If
your roll was within the open-ended range, you ignore the
second and any subsequent rolls, using only the first roll
from the attack. Thus a roll of 87 would give a result of 15
(8 + 7 = 15) Face/Skull on the Hit Location table.

The original percentile roll is used to determine the
location of the strike; the roll was an odd number, the attack
hits on the foe’s weapon side. If the number was even, then
it hits on the non-weapon side. When attacking a foe
wielding two weapons, or no weapon, then an odd number
means that the blow lands on the foe’s right side, and even
number means that it lands on the foe’s left side.

If the target of the attack is 2 more sizes bigger than the
attacker, then 10 is subtracted from the number used to
determine the location of the hit. Any adjusted results of less
than 2 are treated as a result of 2.

OPTIONAL CRITICAL ADJUSTMENTS

This column can be used to give more variety to the
criticals. If using the hit location rules and this option, the
damage adjustments listed here are added to any damage
generated by a critical result. If the target of the attack did
not receive a critical, then apply only hit damage from the
Attack Matrix.

OPTIONAL RULE: CALLED SHOTS

There are times when a character will want to strike a specific location of their target. To do so, a character
may reduce their Offensive Bonus (OB) in increments of 10 in order to adjust their Hit Location Result number
by 1 point for each increment. A character may reduce their OB by no more than 50 points to gain a maximum of
5 points to which they can adjust the location, either up or down.

A player must declare a called shot, and their OB reduction prior to rolling for an attack. Once the attack is
made, and the initial Hit Location is determined, then the Called Shot modifier is applied, to move the location
towards that which the character has declared.

Example: Cedric wants to hit foe’s hand in order to cause him to drop the wand he is holding on Cedric’s
unsuspecting buddy Decil. Cedric declares a Called Shot for his target’s hand and reduces his OB by 40. He makes
his attack roll, and hits foe hard enough to hurt him and cause a critical result. Cedric’s initial roll was a 76
which gives a Hit Location of 13 (Chest/Upper Back). Since Cedric succeeded in his attack, he adjusts the Hit
Location 4 points in the direction of the Hand Location (19-20). However, 13 + 4 only equals 17 meaning that
Cedric actually hit his foe’s Shoulder/Upper Arm, and on the wrong side of foe as well (initial roll was even,
meaning off-hand side). At least the foe is no long pointing the wand at Decil. Now it is pointing at Cedric.
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.tih1+.tpmettaruoytashgualeoF.hctarcsaylerabsitahT

B
)9-6(

.stih2+.citehtaP

C
)41-01(

otemitmorfnopaewruoydeneprahsuoyfirettebodthgimuoY
.stih4+.emit

D
)81-51(

.rebrabasabojarofylppathgimuoydnaecitcarperomelttilA
.5-tasidnastih5+sekateoF

E
)32-91(

sekateoF.esleelttiltub,gnihtolcs’eofsdnerkcattaythgimruoY
.5-tasidnadnuor1dennutssi,stih6+

F
)82-42(

dennutssi,stih7+sekateoF?htaedotmihkcinotgniyrtuoyerA
.01-tasidnadnuor1

G
)23-92(

si,stih8+sekateoF.wonnoitnettasihevahylniatrecuoy,lleW
.51-tasidnasdnuor2dennuts

H
)73-33(

si,sdnuor2dennutssi,stih01+sekateoF.ekirtsdecalpyleciN
.02-tasidnadnuorreptih1gnideelb

I
)24-83(

,sdnuor2dennutssi,stih11+sekateoF.truhottogsahtaht,woN
.02-tasidnadnuorreptih1gnideelbsi

J
)64-34(

,stih21+sekateoF.floggniyalptonerauoygnihtdooG!ecilseciN
.52-tasidnadnuorrepstih2gnideelbsi,sdnuor2dennutssi

K
)15-74(

31+sekateH.doogytterppueofevracuoY?syadilohehtrofgnicitcarP
.03-tasidnadnuorrepstih2gnideelbsi,sdnuor3dennutssi,stih

L
)55-25(

3dennutssi,stih41+sekateH.snoitarecalpeedsevaelkcattaruoY
.03-tasidnadnuorrepstih3gnideelbsi,sdnuor

M
)06-65(

si,stih51+sekateoF.evitceffesawtitub,ytterpt’nsawtahT
.53-tasidnadnuorrepstih3gnideelbsi,sdnuor4dennuts

N
)56-16(

71+sekateH.sesnefeds’eofhguorhttaebdnakaerbahctacuoY
.04-tasidnadnuorrepstih4gnideelbsi,sdnuor4dennutssi,stih

O
)96-66(

5dennutssi,stih81+sekateoF.ekirtsekilnamkrow,dilosA
.54-tasidnadnuorrepstih4gnideelbsi,dnuor

P
)47-07(

si,stih91+sekateoF?uoyt’nevah,gnicitcarpneebevahuoY
.54-tasidnadnuorrepstih5gnideelbsi,sdnuor5dennuts

Q
)87-57(

si,stih02+sekateH.lliksemosewaruoyybdennutssieoF
.05-tasidnadnuorrepstih5gnideelbsi,sdnuor5dennuts

R
)38-97(

6dennutssi,stih12+sekateH.mihtihtsujtahwaedionsaheoF
.55-tasidnadnuorrepstih6gnideelbsi,sdnuor

S
)88-48(

si,stih32+sekateH.eofnielohaetiuqsevaelhsalsgnihsaG
.06-tasidnadnuorrepstih6gnideelbsi,sdnuor6dennuts

T
)29-98(

,stih42+sekateH.dnuorgehtotgnileereofsdnesekirtsgnizamA
.06-tasidnadnuorrepstih7gnideelbsi,sdnuor7dennutssi

U
)79-39(

anidnalot’5gniylfeofdnesyllaretilkcattaruoY!reswoW
si,sdnuor7dennutssi,stih52+sekateH.paehdezinagrosid

.56-tasidnadnuorrepstih7gnideelb

V
)201-89(

7retfaeidot,suoicsnocnudnuorgehtotsllafeoF!gnizamA
.niatnuofaekilstrupsdoolbsihsasdnuorsselpleh

W
)601-301(

retfaseideH.dnuorgehtnogniyleoffosknuhcsevaelekirtsyroG
.sdnuorsselpleh5

X
)111-701(

evitcani3retfaseideherehwnwodeofskconkhsalsdekciwA
sieof,enodlleW.desuacuoyegamadevissamehtmorfsdnuor

.owtnitilpsylraen

Y
)511-211(

rettufokoolahtiwuoytaseratseoF!usniGythgimehtliahllA
.seceipelpitlumotnisespallocnehtdna,dnuorevitcani1rofesirprus

Z
)021-611(

sieH.yllaretil,seceipotllaseogeof,edalbruoyfohsalfahtiW
.yssemetiuqdnadaedetiuq

stluseR T S M L H
5-1 1 1 2 3 A5
01-6 1 2 3 4 B6
51-11 1 2 4 A5 C8
02-61 1 3 5 B7 D9
52-12 2 3 A5 C8 E11
03-62 2 4 B6 D9 F21
53-13 2 A5 C7 E01 G41
04-63 2 B5 D8 F21 H51
54-14 A3 C6 E9 G31 I71
05-64 B3 D6 F01 H41 J81
55-15 C3 E7 G11 I51 K02
06-65 D4 F8 H21 J61 L12
56-16 E4 G8 I31 K81 M32
07-66 F4 H9 J41 L91 N42
57-17 G5 I9 K51 M02 O62
08-67 H5 J01 L61 N12 P72
58-18 I5 K11 M61 O32 Q92
09-68 J5 L11 N71 P42 R13
59-19 K6 M21 O81 Q52 S23
001-69 L6 N31 P91 R62 T43
501-101 M6 O31 Q02 S72 U53
011-601 N7 P41 R12 T92 V73
511-111 O7 Q41 S22 U03 V83
021-611 P7 R51 T32 V13 W04
521-121 Q8 S61 U42 V23 W14
031-621 R8 T61 V52 W43 X34
531-131 S8 U71 V62 W53 X44
041-631 T9 V71 W72 X63 Y64
541-141 U9 V81 W72 X73 Y74
051-641 V9 W91 X82 Y83 Z94

:noitacoLtiH
tluseR noitacoL .tpO .jdAtirC

2 flaC/tooF 01- nuts1-;*
3 eenK nuts1-;*51-
5-4 hgihT - ;5 dr/h2

6 niorG 02-;dr/h3
9-7 kcaBrewoL/nemodbA nuts1;01-

31-01 kcaBreppU/tsehC lamron
41 kceN nuts1;dr/h3
51 llukS/ecaF nuts3

81-61 mrAreppU/redluohS nuts1-;**51-
02-91 woblE/dnaH/mraeroF **01- nuts1-;

)1 kcattalaitiniehtfoecidhtobnosrebmunehtddA
.noitacoLtiHenimretedotrehtegotllor

)2 neht,ddosawllorelitnecreplanigiroehtfI
.edisdnah-ffootsineve,edisnopaewotsawekirts

)3 ,retcarahcnahtregralseziseromroowtsieoffI
ecidowtehtfolatotehtmorf01tcartbusneht

.)2fotlusermuminim(

.ylnotnemevomgniriuqersrevuenamot=*

.ylnosdnah/smraehtgnivlovnisrevuenamot=**

SLASH ATTACK TABLE
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:noitacoLtiH
tluseR noitacoL .tpO .jdAtirC

2 flaC/tooF 01- nuts1-;*
3 eenK nuts1-;*51-
5-4 hgihT - ;5 dr/h2

6 niorG 02-;dr/h3
9-7 kcaBrewoL/nemodbA nuts1;01-

31-01 kcaBreppU/tsehC lamron
41 kceN nuts1;dr/h3
51 llukS/ecaF nuts3

81-61 mrAreppU/redluohS nuts1-;**51-
02-91 woblE/dnaH/mraeroF **01- nuts1-;

)1 kcattalaitiniehtfoecidhtobnosrebmunehtddA
.noitacoLtiHenimretedotrehtegotllor

)2 neht,ddosawllorelitnecreplanigiroehtfI
.edisdnah-ffootsineve,edisnopaewotsawekirts

)3 ,retcarahcnahtregralseziseromroowtsieoffI
ecidowtehtfolatotehtmorf01tcartbusneht

.)2fotlusermuminim(

.ylnotnemevomgniriuqersrevuenamot=*

.ylnosdnah/smraehtgnivlovnisrevuenamot=**

stluseR slacitirCelpparG

A
)5-1(

.tih1+.eofnopirgruoyesoluoY

B
)9-6(

.dnuor1rof5-tasidnastih2+sekateoF.gniniarteromemosdeenuoY

C
)41-01(

.dnuor1rof01-tasidnastih3+sekateoF.pirgytluaF

D
)81-51(

.sdnuor2rof51-tasidnastih4+sekateoF.psargruoymorfspilseoF

E
)32-91(

.sdnuor2rof51-tasidnastih5+sekateH.psargruoyotnisreggatseoF

F
)82-42(

si,stih6+sekateoF.gnilbmutsmihsdneseofruoypirtstrofferuoY
.sdnuor3rof02-tasidnadnuor1dennuts

G
)23-92(

eH.eerfkaerbotrevuenamenituoRaekamtsumeoF!wonmihevahuoY
.sdnuor3rof52-tasidnadnuor1dennutssi,stih7+sekat

H
)73-33(

.psargkaewruoyskaerbeH?mihelppargroeofhtiwecnadgniyrtuoyerA
.sdnuor4rof03-tasidnasdnuor2dennutssi,stih8+sekateoF

I
)24-83(

dnasdnuor2dennutssi,stih9+sekateH.psargkaewruoyseduleeoF
.sdnuor4rof53-tasi

J
)64-34(

eH.gnidlohsiehrevetahwspordehtahtpudelgnatoseofteguoY
01+sekateoF.eerfkaerbotredronirevuenamthgiLaekamtsum

.dlehelihw04-tasidnasdnuor3dennutssi,stih

K
)15-74(

sidnasdnuor3dennutssi,stih01+sekateoF.’5eofsgnilfkcattaruoY
.sdnuor5rof54-ta

L
)55-25(

delppargmihevahuoY.revuenamrailimafnunahtiweofesirprusuoY
si,stih11+sekateoF.eerfkaerbotrevuenamysaEnaekamtsumdna

.dlehelihw05-tasidnasdnuor4dennuts

M
)06-65(

lliwtI.dlohdooganieofruoyevahuoy,tsiwtadnakcilfahtiW
sekateoF.eerfkaebotmihrofredronirevuenammuideMaeriuqer

.dlehelihw05-tasidnasdnuor4dennutssi,stih21+

N
)56-16(

lliwtI.gnilggurtsdnathguacsieoF.wonseporehtnomihevahuoY
si,stih31+sekateoF.eerfkaerbotrevuenammuideMaeriuqer

.dlehelihw55-tasidnasdnuor5dennuts

O
)96-66(

dna,sdnuor3dennutssieH.draugffoeofsehctackcattaruoY
si,stih41+sekateoF.eerfkaerbotrevuenammuideMaseriuqer

.dlehelihw06-tasidnasdnuor5dennuts

P
)47-07(

aekamtsumdnaderansnesieoF.ykculdnagnortssitluassaruoY
sdnuor6dennutssi,stih51+sekateoF.eerfkaerbotrevuenamdraH

.dlehelihw56-tasidna

Q
)87-57(

draHaekamtsumthguacsieH.gnipsageofsevaelkcattalaturbruoY
sidnasdnuor6dennutssi,stih61+sekateoF.eerfkaerbotrevuenam

.dlehelihw07-ta

R
)38-97(

dnadelgnatnesieoF.sihtfognahehtgnittegerauoyekilskooL!yeH
si,stih71+sekateoF.eerfkaerbotrevuenamdraHaekamtsum

.delgnatneelihw07-tasidnasdnuor7dennuts

S
)88-48(

tsumeH.egatnavdasidrojamataeofevahuoy,elssutfeirbaretfA
si,stih81+sekateoF.eerfkaerbotrevuenamdraHyreVaekam

.delppargelihw57-tasidnasdnuor7dennuts

T
)29-98(

draHyreVaekamtsumeH.wonmrotsapugnissucsieoF!pirgdooG
dnasdnuor8dennutssi,stih91+sekateoF.flesmiheerfotrevuenam

.dlehelihw08-tasi

U
)79-39(

ylloFreehSaekamtsumeH.ylidnaheofeziesuoydnaelffucstrohsA
si,stih02+sekateoF.pirgruoymorfflesmihetacirtxeotrevuenam

.dlehelihw58-tasidnasdnuor8dennuts

V
)201-89(

58-tasieoF.eerfkaerbot.namylloFreehSaekamtsumeoF!dlohrepeelS
dennutssidnastih02+sekateoF.sdnuor3nituoeblliwdnadlehelihw

.dlohehtmorfgnipeelstnepsebyamhcihwfoemos,sdnuor8folatotarof

W
)601-301(

gnidnes,enobakaerbelppargruoysayppahtonyletinifedtsomsieoF
ehtmorftuosessapsieoF.snagrodnaseiretrarojamhguorhtgnicilsti

.sdnuor01niseiddnaniapneddus

X
)111-701(

gnitruh,senobynamsrettahsdlohruoY.htgnertsnworuoywonkt’noduoY
.egamadehtmorfsdnuorevitcani6nidnanwodsieoF.snagrolanretni

Y
)511-211(

erutcnupdnaecilshcihw,senobforebmunaskaerbdlohruoY
.ytivitcanignitaicurcxefosdnuor3retfaseideoF.snagrolanretni

Z
)021-611(

.kcensihkaerbuoysasmraruoynipmilspmulsylnedduseoF!kcarC
.daedetiuqsieH

stluseR T S M L H
5-1 1 1 1 2 A3
01-6 1 1 2 3 B4
51-11 1 2 3 A4 C6
02-61 1 2 3 B5 D7
52-12 1 2 A4 C6 E8
03-62 2 3 B5 D7 F9
53-13 2 A3 C5 E8 G01
04-63 2 B4 D6 F9 H11
54-14 A2 C4 E7 G9 I21
05-64 B3 D5 F7 H01 J31
55-15 C3 E5 G8 I11 K51
06-65 D3 F6 H9 J21 L61
56-16 E3 G6 I9 K31 M71
07-66 F4 H7 J01 L41 N81
57-17 G4 I7 K11 M51 O91
08-67 H4 J7 L11 N61 P02
58-18 I4 K8 M21 O71 Q12
09-68 J5 L8 N31 P71 R22
59-19 K5 M9 O31 Q81 S42
001-69 L5 N9 P41 R91 T52
501-101 M5 O01 Q51 S02 U62
011-601 N6 P01 R51 T12 V72
511-111 O6 Q11 S61 U22 V82
021-611 P6 R11 T71 V32 W92
521-121 Q6 S11 U71 V42 W03
031-621 R7 T21 V81 W52 X13
531-131 S7 U21 V91 W62 X23
041-631 T7 V31 W91 X62 Y43
541-141 U7 V31 W02 X72 Y53
051-641 V8 W41 X12 Y82 Z63

GRAPPLING ATTACK TABLE
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:noitacoLtiH
tluseR noitacoL .tpO .jdAtirC

2 flaC/tooF 01- nuts1-;*
3 eenK nuts1-;*51-
5-4 hgihT - ;5 dr/h2

6 niorG 02-;dr/h3
9-7 kcaBrewoL/nemodbA nuts1;01-

31-01 kcaBreppU/tsehC lamron
41 kceN nuts1;dr/h3
51 llukS/ecaF nuts3

81-61 mrAreppU/redluohS nuts1-;**51-
02-91 woblE/dnaH/mraeroF **01- nuts1-;

)1 kcattalaitiniehtfoecidhtobnosrebmunehtddA
.noitacoLtiHenimretedotrehtegotllor

)2 neht,ddosawllorelitnecreplanigiroehtfI
.edisdnah-ffootsineve,edisnopaewotsawekirts

)3 ,retcarahcnahtregralseziseromroowtsieoffI
ecidowtehtfolatotehtmorf01tcartbusneht

.)2fotlusermuminim(

.ylnotnemevomgniriuqersrevuenamot=*

.ylnosdnah/smraehtgnivlovnisrevuenamot=**

stluseR T S M L H
5-1 1 1 2 3 A4
01-6 1 1 2 4 B5
51-11 1 2 3 A5 C7
02-61 1 2 4 B6 D8
52-12 1 3 A5 C7 E9
03-62 2 3 B6 D8 F11
53-13 2 A4 C6 E9 G21
04-63 2 B4 D7 F01 H31
54-14 A2 C5 E8 G11 I51
05-64 B3 D6 F9 H21 J61
55-15 C3 E6 G01 I31 K71
06-65 D3 F7 H01 J41 L91
56-16 E3 G7 I11 K51 M02
07-66 F4 H8 J21 L61 N12
57-17 G4 I8 K31 M71 O22
08-67 H4 J9 L31 N91 P42
58-18 I4 K9 M41 O02 Q52
09-68 J5 L01 N51 P12 R62
59-19 K5 M01 O61 Q22 S82
001-69 L5 N11 P71 R32 T92
501-101 M6 O11 Q71 S42 U03
011-601 N6 P21 R81 T52 V23
511-111 O6 Q21 S91 U62 V33
021-611 P6 R31 T02 V72 W43
521-121 Q7 S31 U12 V82 W63
031-621 R7 T41 V12 W92 X73
531-131 S7 U51 V22 W03 X83
041-631 T7 V51 W32 X13 Y04
541-141 U8 V61 W42 X23 Y14
051-641 V8 W61 X52 Y33 Z24

stluseR slacitirCsekirtSstrAlaitraM

A
)5-1(

.tih1+sekateoF.tahtnahtredrahtihnacraes’gipafoeceipelapA

B
)9-6(

.stih2+sekateoF.thgiartswobleruoypeeK

C
)41-01(

dnihebrewoponevahskcattaruoygnihtaerbreporptuohtiW
.stih4+sekateoF.meht

D
)81-51(

.stih5+sekateoFsekatdna5-tasieoF.wonnoitnettasihevahuoY

E
)32-91(

sekatdnadnuor1dennutssieoF.ekirtsdecalpllewtub,gnicnalG
.stih6+sekateoF

F
)82-42(

.5-tasidnastih7+sekateoF.hguorhtwollofotrebmemerotdeenuoY

G
)23-92(

sdnuostitub,mihtruhotstpmettaruoytahgualotseirteoF
.5-tasidnadnuor1dennutssi,stih8+sekateH.deniarts

H
)73-33(

01+sekateoF.revocerotgniyrt,wolbruoymorfkcabsllafeoF
.01-tasidna,dnuor1dennutssi,stih

I
)24-83(

1dennutssi,stih11+sekateH.ylsuoiresuoygnikatyllanifsieoF
.01-tasidna,dnuor

J
)64-34(

otmihskconktahtkcikesuohdnuorahtiwdraugffoeofhctacuoY
.51-tasidna,sdnuor2dennutssi,stih21+sekateH.dnuorgeht

K
)15-74(

,stih31+sekateH.eofsesserpmiyllaertahtkcikpansarevileduoY
.51-tasidna,sdnuor2dennutssi

L
)55-25(

dennutssi,stih41+sekateH.tluassaruoymorfkcabsreggatseoF
.02-tasidna,sdnuor2

M
)06-65(

3dennutssi,stih51+sekateoF.tcefrepylraensimrofruoY
.02-tasidna,sdnuor

N
)56-16(

3dennutssi,stih71+sekateH.eofstneirosidtohsdecalplleW
.52-tasidna,sdnuor

O
)96-66(

,stih81+sekateH?uoyegnellahcseradtahttaemgodsihtsiohW
.52-tasidnasdnuor4dennutssi

P
)47-07(

91+sekateoF.efils’eofnipmarcytsanastupekirtsnoitanibmoC
.03-tasidna,sdnuor4dennutssi,stih

Q
)87-57(

4dennutssi,stih02+sekateoF.evomsdnahruoywasreveneH
.03-tasidna,dnuorreptih1gnideelbsi,sdnuor

R
)38-97(

sekateH.gnipsageofsevaelhguorhtwolloftcerrocdnamroftnellecxE
.53-tasidna,dnuorreptih1gnideelbsi,sdnuor5dennutssi,stih12+

S
)88-48(

32+sekateoF.ekirtslaturbareviledotsesnefeds’eofedisnipilsruoY
.53-tasidna,dnuorreptih1gnideelbsi,sdnuor5dennutssi,stih

T
)29-98(

.ecafsihnodnalotsleehrevodaehgnippilfeofsdneskcattaruoY
repstih2gnideelbsi,sdnuor6dennutssi,stih42+sekateH

.04-tasidna,dnuor

U
)79-39(

si,stih52+sekateH.dnuorgehtotgninnipseofsdneskciK
.04-tasidna,dnuorrepstih2gnideelbsi,sdnuor6dennuts

V
)201-89(

sieoF.egamadlanretnignisuac,draheofstihekirtsmlapelbuoD
.egamadlanretnimorfsdnuor01nieidlliwdnasuoicsnocnudekconk

W
)601-301(

sieH.sdnalehsakcensihgnikaerb,gninnipseofsdnesekirtsruoY
.eidotmihrofsekattitahtsdnuor9ehtrofdezylarap

X
)111-701(

eH.ynomrahlanretnisihgnitpursid,eofekirtsylegavasuoY
.ytivitcanilufniapfosdnuor6retfaseiddnasespalloc

Y
)511-211(

evitcani3ehtrofhtuomsihmorfgnittipsdoolb,dnuorgotspordeoF
.noitcatxenruoyot01+aniaguoY.eidotmihrofsekattisdnuor

Z
)021-611(

eH.epahsfotuotnebllaeofsevaelswolbfonoitanibmocesicerP
.mihgnimialchtaedfohcuotehttlefnevereven

STRIKES ATTACK TABLE
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:noitacoLtiH
tluseR noitacoL .tpO .jdAtirC

2 flaC/tooF 01- nuts1-;*
3 eenK nuts1-;*51-
5-4 hgihT - ;5 dr/h2

6 niorG 02-;dr/h3
9-7 kcaBrewoL/nemodbA nuts1;01-

31-01 kcaBreppU/tsehC lamron
41 kceN nuts1;dr/h3
51 llukS/ecaF nuts3

81-61 mrAreppU/redluohS nuts1-;**51-
02-91 woblE/dnaH/mraeroF **01- nuts1-;

)1 kcattalaitiniehtfoecidhtobnosrebmunehtddA
.noitacoLtiHenimretedotrehtegotllor

)2 neht,ddosawllorelitnecreplanigiroehtfI
.edisdnah-ffootsineve,edisnopaewotsawekirts

)3 ,retcarahcnahtregralseziseromroowtsieoffI
ecidowtehtfolatotehtmorf01tcartbusneht

.)2fotlusermuminim(

.ylnotnemevomgniriuqersrevuenamot=*

.ylnosdnah/smraehtgnivlovnisrevuenamot=**

stluseR T S M L H
5-1 1 1 2 3 A4
01-6 1 1 2 4 B5
51-11 1 2 3 A5 C7
02-61 1 2 4 B6 D8
52-12 1 3 A5 C7 E9
03-62 2 3 B6 D8 F11
53-13 2 A4 C6 E9 G21
04-63 2 B4 D7 F01 H31
54-14 A2 C5 E8 G11 I51
05-64 B3 D6 F9 H21 J61
55-15 C3 E6 G01 I31 K71
06-65 D3 F7 H01 J41 L91
56-16 E3 G7 I11 K51 M02
07-66 F4 H8 J21 L61 N12
57-17 G4 I8 K31 M71 O22
08-67 H4 J9 L31 N91 P42
58-18 I4 K9 M41 O02 Q52
09-68 J5 L01 N51 P12 R62
59-19 K5 M01 O61 Q22 S82
001-69 L5 N11 P71 R32 T92
501-101 M6 O11 Q71 S42 U03
011-601 N6 P21 R81 T52 V23
511-111 O6 Q21 S91 U62 V33
021-611 P6 R31 T02 V72 W43
521-121 Q7 S31 U12 V82 W63
031-621 R7 T41 V12 W92 X73
531-131 S7 U51 V22 W03 X83
041-631 T7 V51 W32 X13 Y04
541-141 U8 V61 W42 X23 Y14
051-641 V8 W61 X52 Y33 Z24

stluseR slacitirCgnicnalabnU/speewSstrAlaitraM

A
)5-1(

.tih1+sekateoF.flesruoypirtottonyrT

B
)9-6(

.stih2+sekateH.epacseoteofswollapirgkaeW

C
)41-01(

sihlortnocotseirtehsadnuor1rof01-tasieoF.evomhtoomS
.stih3+sekateH.ecargruoytarethgual

D
)81-51(

eH.ylkciuqsrevocerehtub,eenkenooteofskconkkcattaruoY
.5-atasidnastih3+sekat

E
)32-91(

eoF.retsamaeblliw,oot,uoy,yadenO.reppohssarG,doogyreV
.5-atasidnastih4+sekat

F
)82-42(

.01-atasidnastih5+sekateH.eofsesiurbpeewS

G
)23-92(

asekamehtub,mihrednumorftuoteefs’eofpeewsuoY
.51-atasidnastih6+sekateoF.yrevocerelbakramer

H
)73-33(

,stih7+sekateH.yawagnireggatseofsdneskrejdnanipskciuqA
.51-atasidnadnuor1dennutssi

I
)24-83(

si,stih8+sekateoF.enotahthtiwmihdemrasidtsomlauoY
.02-atasidnasdnuor2dennuts

J
)64-34(

otdnuor1mihekatlliwtI.dnuorgehtoteofskconkpeewsnedduS
.52-atasidnasdnuor2dennutssi,stih9+sekateH.pukcabteg

K
)15-74(

nasiehtahttpecxe,eofhtiwgnicnaderauoyekilskooltsomlatI
.52-atasidnasdnuor3dennutssi,stih9+sekateoF.rentrapgnilliwnu

L
)55-25(

otsdnuor2mihekatlliwtI.dnuorgehtnoeofsevaelssotlufecarG
.03-atasidnasdnuor3dennutssi,stih01+sekateoF.pukcabteg

M
)06-65(

otsdnuor2ekattsumdnanwodsieH.gnimoctiwasnevereveneoF
.53-atasidnasdnuor4dennutssi,stih11+sekateoF.pukcabteg

N
)56-16(

ehtotnidnaredluohsruoyrevomihdnesuoysasmaercseoF
sekateoF.teefsihnokcabtegotsdnuor2deenlliweH.dnuorg

.53-atasidnasdnuor4dennutssi,stih21+

O
)96-66(

sieH.eoffotuodniwehtnahteromtibadekconksahworhtruoY
.04-atasidnasdnuor5dennutssi,stih31+sekat,sdnuor3rofnwod

P
)47-07(

gninnipssirehcaets’eoF.uoyfoduorpyrevebdluowrehcaetruoY
5dennutssi,stih41+sekat,sdnuor3rofnwodsieoF.evargsihni

.54-atasidnasdnuor

Q
)87-57(

werhtuoytahteofehTfI.yawa’01dnalot,gniylfeofdnesuoY
.54-atasidnasdnuor6dennutssi,stih51+sekat

R
)38-97(

4mihsekattI.drahsdnalehsayawagnirettiksseognopaeweoF
sdnuor6dennutssi,stih51+sekateoF.teefsihnotegotsdnuor

.05-atasidna

S
)88-48(

tegotgnilggurts,sdnuor5rofnwodsieoF?gnicitcarpneebuoyevaH
.55-atasidnasdnuor7dennutssi,stih61+sekateH.teefsihnokcab

T
)29-98(

sieH.dnuorgehtotgnihsarceofsdnesworhttnellecxE
eh,gninekawanopU.stih71+sekatdnasdnuor5rofsuoicsnocnu

.55-tasidnasdnuor7dennutssi

U
)79-39(

ehdnasdnuor5+01d1rofsuoicsnocnueofskconkpeewsgnitatsaveD
.06-tasidnasdnuor8dennutssieof,gnikawnopU..stih81+sekat

V
)201-89(

01d1rofsuoicsnocnusieH.’51gnilloreofdnesworhtyzzanS
.pusekawreveeh,firo,nehw57-atasidnastih52+sekat,setunim

W
)601-301(

.tcapminopuecafsihnodnalot,gniylfeofdnesssottcefreP
uoY.egamadehtmorfsdnuorsuoicsnocnu01niseideofdelgnaM

.dnuortxenehtrof51+aniag

X
)111-701(

ooT.tahtretfa’51rehtonagnillor,’01gniylfeofsdnesworhtsuolubaF
sdnuorxisehtrofdezylarapsieoF.ssecorpehtnikcensihekorbehdab

.dnuortxenehtrof02+niaguoY.eripxeotefilroopsihrofsekatti

Y
)511-211(

gnikaerb,dnuorgehtoteofspilftahtpeewsgelgninnipsamrofrepuoY
evivertonseoddnaniapehtmorftuosessapeoF.sdnalehsakcensih

.dnuortxeneht52+aniaG.eidotmihsekattisdnuor3ehtrof

Z
)021-611(

laedhcihwgnilletonsierehT.stcejboelpitlumtsniagaeofhsamsuoY
.sdnuor2txenehtrofsnoitcaruoyot03+aniaguoY.wolblatafeht

SWEEPS/UNBALANCING ATTACK TABLE
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stluseR slacitirCegraL

A
)5-1(

lacigam-nonadesuuoyfI.thguohtuoynahtrehguotsieoF
.stih21+.kcattaehttlefehtsaeltatuB.nekorbsiti,nopaew

B
)9-6(

.stih5+sekateH.kcattaruoyecitonnevet’nseodeoF

C
)41-01(

.stih7+sekateH.kcattaruoydecitontsomlaeoF!tohseciN

D
)81-51(

.stih01+sekateH.elihwaekatdluocsihttub,wolbdooG

E
)32-91(

eofekatottnawuoyfisihtnahtrettebgniodebotdeenuoY
.stih21+sekateH.nwod

F
)82-42(

ebotmeestonseodehdna,uoydecitonyletinifedsaheoF
.dnuor1dennutssidnastih41+sekateH.desaelp

G
)23-92(

eoF.yrgnasiehnehwmihekilt’nowuoY.yrgnayrevskooleoF
.dnuor1dennutssidnastih71+sekat

H
)73-33(

sekateH.skcattatnassecniruoyhtiwrepmacyppahatonsieoF
.5-tasidnasdnuor2dennutssidnastih91+

I
)24-83(

uoysanoitangidnifowollebsuodnemertahtiwtuosteleoF
.5-tasidnasdnuor2dennutssidnastih12+sekateH.ekirts

J
)64-34(

42+sekateH.uoyrofdabooT.wonylsuoiresuoyekatotgnitratssieoF
.01-tasidnadnuorreptih1gnideelbsi,sdnuor3dennutssidnastih

K
)15-74(

.mihtruhotstpmettaruoytadeveeptibthgimatsujasieoF
reptih1gnideelbsi,sdnuor3dennutssidnastih62+sekateH

.01-tasidnadnuor

L
)55-25(

stih92+sekateoF.desaelptonsieH.wonnoitnettallufs’eofevahuoY
.51-tasidnadnuorreptih1gnideelbsi,sdnuor4dennutssidna

M
)06-65(

llitsehtub,rettamyllaertondidtifisakcattaruoyffosgurhseoF
si,sdnuor4dennutssidnastih13+sekateoF.yppahkoolt’nseod

.51-tasidnadnuorreptih1gnideelb

N
)56-16(

sidnastih33+sekateH.eofderegnasahekirtslufrewopruoY
.02-tasidnadnuorrepstih2gnideelbsi,sdnuor5dennuts

O
)96-66(

sidnastih63+sekateH.emitsihteoftruhylbisivevahuoY
.02-tasidnadnuorrepstih2gnideelbsi,sdnuor5dennuts

P
)47-07(

stih83+sekateoF.ydobsihsallewsaedirps’eofstruhekirtsluflliksA
.52-tasidnadnuorrepstih2gnideelbsi,sdnuor6dennutssidna

Q
)87-57(

stih04+sekateH.rallocehtrednutohtsujsieoF!yadottoherauoY
.52-tasidnadnuorrepstih3gnideelbsi,sdnuor6dennutssidna

R
)38-97(

si,sdnuor7dennutssidnastih34+sekateoF!tohsykcuL
.03-tasidnadnuorrepstih3gnideelb

S
)88-48(

dennutssidnastih54+sekateH!ssemytsanaedamtsujeoF!hgU
.03-tasidnadnuorrepstih3gnideelbsi,sdnuor7

T
)29-98(

stih84+sekateoF.edamkcattaruoydnuoslufituaebatahW!kcar-eeK
.53-tasidnadnuorrepstih4gnideelbsi,sdnuor8dennutssidna

U
)79-39(

stih05+sekateoF!ekirtsythgimallacdluowItahwsitahtwoN
.53-tasidnadnuorrepstih4gnideelbsi,sdnuor8dennutssidna

V
)201-89(

niseiddnanwodsieoF.yretrarojamasyortsedwolbegavasruoY
?teyeciojerotemittisI.ynogafosdnuorevitcani21

W
)601-301(

t’nseodeherusekamtsuJ.llafyehtredrahehterayehtreggibehT
sdnuor01ehtrofdloctuo,dnuorgehtotselpmurcehsauoynollaf

ruoyot5+aniaG.efiltxensihotnossapotmihsekattitaht
.dnuortxensnoitca

X
)111-701(

etiuqsieH.efilretfaehtotnignineeraceofsdnesekirtSnoisicerP
.dnuortxensnoitcaruoyot51+aniaG.daed

Y
)511-211(

uoytahtdesirprussieH.dneonoteofsesirprusekirtstnellecxE
,lufniap3tsujnieidotgniogsiehtahtdesirprusdnamihtih

.dnuortxensnoitcaruoyot52+aniaG.sdnuorevitcani

Z
)021-611(

llukssihsehsurcehtahtdrahosrevospilfeoF!tohsatahW
ot53+aniaG.repmihwarofemitnevetoN.gnidnalnopu

.dnuortxensnoitcaruoy

stluseR T S M L H
5-1 1 1 2 3 A4
01-6 1 1 3 4 B6
51-11 1 2 3 A5 C7
02-61 1 3 4 B6 D8
52-12 1 3 A5 C7 E01
03-62 2 4 B6 D8 F11
53-13 2 A4 C7 E01 G31
04-63 2 B5 D8 F11 H41
54-14 A3 C5 E8 G21 I61
05-64 B3 D6 F9 H31 J71
55-15 C3 E7 G01 I41 K81
06-65 D3 F7 H11 J51 L02
56-16 E4 G8 I21 K61 M12
07-66 F4 H8 J31 L81 N32
57-17 G4 I9 K41 M91 O42
08-67 H5 J9 L41 N02 P52
58-18 I5 K01 M51 O12 Q72
09-68 J5 L01 N61 P22 R82
59-19 K5 M11 O71 Q32 S03
001-69 L6 N21 P81 R42 T13
501-101 M6 O21 Q91 S52 U33
011-601 N6 P31 R02 T72 V43
511-111 O7 Q31 S02 U82 V53
021-611 P7 R41 T12 V92 W73
521-121 Q7 S41 U22 V03 W83
031-621 R7 T51 V32 W13 X04
531-131 S8 U61 V42 W23 X14
041-631 T8 V61 W52 X33 Y24
541-141 U8 V71 W52 X53 Y44
051-641 V8 W71 X62 Y63 Z54

:noitacoLtiH
tluseR noitacoL .tpO .jdAtirC

2 flaC/tooF 01- nuts1-;*
3 eenK nuts1-;*51-
5-4 hgihT - ;5 dr/h2

6 niorG 02-;dr/h3
9-7 kcaBrewoL/nemodbA nuts1;01-

31-01 kcaBreppU/tsehC lamron
41 kceN nuts1;dr/h3
51 llukS/ecaF nuts3

81-61 mrAreppU/redluohS nuts1-;**51-
02-91 woblE/dnaH/mraeroF **01- nuts1-;

)1 kcattalaitiniehtfoecidhtobnosrebmunehtddA
.noitacoLtiHenimretedotrehtegotllor

)2 neht,ddosawllorelitnecreplanigiroehtfI
.edisdnah-ffootsineve,edisnopaewotsawekirts

)3 ,retcarahcnahtregralseziseromroowtsieoffI
ecidowtehtfolatotehtmorf01tcartbusneht

.)2fotlusermuminim(

.ylnotnemevomgniriuqersrevuenamot=*

.ylnosdnah/smraehtgnivlovnisrevuenamot=**

LARGE ATTACK TABLE
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stluseR slacitirCeguH

A
)5-1(

.egamadoteoffotolasierehtrevewoh;egamadfotibaoduoY
tatub,kcattasihtgnirudskaerb,lacigam-nonfi,nopaewruoY

.stih01+eofeviguoytsael

B
)9-6(

eH.edihs’eofdehctarcsevahyamuoytub,lletotdrahsitI
.stih6+sekat

C
)41-01(

.stih9+sekateH.uoytawsotseirtdnatcesninaerauoysknihteoF

D
)81-51(

ehttubllagnitcelfedsiedihs’eoF.ysaeebotgniogtonsisihT
.stih11+sekateH.swolbtsegnorts

E
)32-91(

aekatotgniogsisihT?hcnuladekcapevahdluohsuoyspahreP
stih41+sekateoF.elihw

F
)82-42(

.stih71+sekateH.mihtruhotstpmettaruoytasnwayeoF

G
)23-92(

ebyam,niaganehT.emittahtuoydecitonyllautcaevahyameoF
.stih02+sekateoF.ton

H
)73-33(

sitI.hctinatonsitaht,spoO.hctinahctarcsotnwodsehcaereoF
.stih32+sekateoF.mihdekcattauoyerehw

I
)24-83(

erauoytahttcafehtneveton,eofezafotsmeesgnihtoN
.5-tasidnastih62+sekateH.mihtruhotgnitpmetta

J
)64-34(

si,stih92+sekateoF.evitceffeyrevtontsuj,tcefrepsawmrofuoY
.sdrawretfa5-tanehtdnasdnuor2rof01-tasi,dnuor1dennuts

K
)15-74(

si,stih13+sekateH.titlefylerabeoftahtdabooT!ekirtscitsatnaF
.sdrawretfa5-tanehtdnasdnuor3rof01-tasi,dnuor1dennuts

L
)55-25(

truhotgniyrtyllautcaerauoytahttpecnocehtdepsargsaheoF
si,stih43+sekateoF.thguohtehttadesaelptonsieH.mih

.01-tasidnasdnuor2dennuts

M
)06-65(

sihevahuoY.stnemomfotsefeirbehtrofeofsreggatskcattaruoY
gnideelbsi,sdnuor2dennutssi,stih73+sekateoF.wonnoitnetta

.01-tasidnadnuorreptih1

N
)56-16(

noitcafoesruoctsesiwehtneebevahtonyamnoitnettas’eofgnitteG
3dennutssi,stih04+sekateoF.uoyhtiwtespusmeeseH.elbaliava

.sdrawretfa51-tasidnadnuorreptih1gnideelbsi,sdnuor

O
)96-66(

dennutssi,stih34+sekateH.draugffoeofsehctacekirtsgnizamA
.51-tasidnadnuorreptih1gnideelbsi,sdnuor3

P
)47-07(

si,stih64+sekateoF.hguonedrahgniyrttontsujerauoyspahreP
.02-tadnadnuorreptih1gnideelbsidna,sdnuor4dennuts

Q
)87-57(

si,stih94+sekateoF.topslativarofgnimiayrt,emittxeN
.02-tasidnadnuorrepstih2gnideelbsi,sdnuor4dennuts

R
)38-97(

sekateoF.dnuosgnikcawhtecinahtiwsenobskaerbwolbgnidnuoseR
.52-tasidnadnuorrepstih2gnideelbsi,sdnuor5dennutssi,stih15+

S
)88-48(

,stih45+sekateoF.romrasihniknihcadnuofevahotraeppauoY
.52-tasidnadnuorrepstih2gnideelbsi,sdnuor5dennutssi

T
)29-98(

6dennutssi,stih75+sekateoF.kcattaralucatcepsaekamuoY
.03-tasidnadnuorrepstih3gnideelbsi,sdnuor

U
)79-39(

gnitatsavedruoytadegartuO.tuos’ehdnasekirtSeerhT!owT!enO
3gnideelbsi,sdnuor6dennutssi,stih06+sekateoF.sitaht,kcatta

.03-tasidnadnuorrepstih

V
)201-89(

ehtmorfegamadlanretnI.dloctuoeofskconkekirtsgnizamA
sa,seceipniro,ecaepnitserehyaM.sdnuor51nimihsllikwolb

.ebyamesaceht

W
)601-301(

seiddnadnuorgehtotselpmurceoF.topslativasdniftohsykcuL
.dnuortxensnoitcaruoyot01+niaG.sdnuorevitcani21ni

X
)111-701(

lativdetcepxenunadnuofevahuoY!esirpruS!esirpruS!esirpruS
.sdnuorevitcaniyllufniap8retfaynomerectuohtiwseideoF!tops

.dnuortxensnoitcaruoyot02+niaG

Y
)511-211(

uoY.ylidnahetiuqeofnialsevahuoY!srepraHdnasdraBehttrelA
sdnuor4ylnoretfarekamsihteemotseogeoF!wonoreheurtaera

.dnuortxensnoitcaruoyot03+niaG.noitaraperpsuoicsnocnufo

Z
)021-611(

tsomsieH.yltnenamrep,srotsecnasihtisivotffoeofdnesuoY
.dnuortxensnoitcaruoyot04+niaG.daedyldnuoforp

stluseR T S M L H
5-1 1 1 1 2 A4
01-6 1 1 2 3 B5
51-11 1 2 3 A4 C6
02-61 1 2 4 B5 D7
52-12 1 3 A4 C6 E9
03-62 2 3 B5 D7 F01
53-13 2 A4 C6 E8 G11
04-63 2 B4 D7 F9 H21
54-14 A2 C5 E7 G01 I31
05-64 B3 D5 F8 H11 J51
55-15 C3 E6 G9 I21 K61
06-65 D3 F6 H01 J31 L71
56-16 E4 G7 I01 K41 M81
07-66 F4 H7 J11 L51 N02
57-17 G4 I8 K21 M61 O12
08-67 H4 J8 L31 N71 P22
58-18 I5 K9 M31 O81 Q32
09-68 J5 L9 N41 P91 R52
59-19 K5 M01 O51 Q02 S62
001-69 L5 N01 P51 R12 T72
501-101 M6 O11 Q61 S22 U82
011-601 N6 P11 R71 T32 V92
511-111 O6 Q21 S81 U42 V13
021-611 P6 R21 T81 V52 W23
521-121 Q7 S31 U91 V62 W33
031-621 R7 T31 V02 W72 X43
531-131 S7 U31 V12 W82 X63
041-631 T8 V41 W12 X92 Y73
541-141 U8 V41 W22 X03 Y83
051-641 V8 W51 X32 Y13 Z93

:noitacoLtiH
tluseR noitacoL .tpO .jdAtirC

2 flaC/tooF 01- nuts1-;*
3 eenK nuts1-;*51-
5-4 hgihT - ;5 dr/h2

6 niorG 02-;dr/h3
9-7 kcaBrewoL/nemodbA nuts1;01-

31-01 kcaBreppU/tsehC lamron
41 kceN nuts1;dr/h3
51 llukS/ecaF nuts3

81-61 mrAreppU/redluohS nuts1-;**51-
02-91 woblE/dnaH/mraeroF **01- nuts1-;

)1 kcattalaitiniehtfoecidhtobnosrebmunehtddA
.noitacoLtiHenimretedotrehtegotllor

)2 neht,ddosawllorelitnecreplanigiroehtfI
.edisdnah-ffootsineve,edisnopaewotsawekirts

)3 ,retcarahcnahtregralseziseromroowtsieoffI
ecidowtehtfolatotehtmorf01tcartbusneht

.)2fotlusermuminim(

.ylnotnemevomgniriuqersrevuenamot=*

.ylnosdnah/smraehtgnivlovnisrevuenamot=**

HUGE ATTACK TABLE



19

stluseR slacitirCtaeH

A
)5-1(

.tih1+sekateoF.ylecineofsmrawriatoH

B
)9-6(

.stih2+sekateoF.tonebyaM?ekomsfopsiwaeesIdiD

C
)41-01(

.stih3+sekateoF.noitnettas’eofstegtaehfotsuggnortS

D
)81-51(

.5-tasidnastih5+sekateoF.kcattaehtmorfhtmrawehtnisksabeoF

E
)32-91(

eoF?tooftohamihevigtsujroeoftruhotgniyrtuoyerA
.5-tasidnastih6+sekat

F
)82-42(

,stih7+sekateoF.hcrotathgilothguonegnortstsomlasawtahT
.01-tasidnadnuor1dennutssi

G
)23-92(

sieH.nwodeofekatottnawuoyfisihtnahtrettebodotdeenuoY
.51-tasidnadnuor1dennutssi,stih8+sekat,degnisylthgilylno

H
)73-33(

sekateH.kcattaruoyoteudrallocehtrednutohtibagnikoolsieoF
.51-tasidnasdnuor2dennutssi,stih9+

I
)24-83(

yllaitrap,seyes’eofnisteggnihtolcgniredlomsmorfekomS
si,stih01+sekateoF.)dnuor1rof02-(dnuor1rofmihgnidnilb

.02-tasidnasdnuor2dennuts

J
)64-34(

3dennutssi,stih11+sekateH.tsalbehtfotaehybdekcorsieoF
.52-tasidnadnuorreptih1gnideelbsi,sdnuor

K
)15-74(

3dennutssi,stih31+sekateH.gnipsageofsevaelekirtsgnilzziS
.52-tasidnadnuorreptih1gnideelbsi,sdnuor

L
)55-25(

4dennutssi,stih41+sekateoF.gniredlomseofsevaelekirtsgniraeS
.03-tasidnadnuorrepstih2gnideelbsi,sdnuor

M
)06-65(

-rapfognahehtgnittegerauoyekilsmeeS?fehcaebotgnimiA
si,sdnuor4dennutssi,stih51+sekateH.eofruoygniliorb

.53-tasidnadnuorrepstih2gnideelb

N
)56-16(

sdnuor2mihsekattI.dnuorgehtotgnilbmuteofdnestsalbyreiF
si,sdnuor5dennutssi,stih61+sekatoslaeoF.pukcabtegot

.53-tasidnadnuorrepstih3gnideelb

O
)96-66(

si,stih71+sekateH.eofrednuerifasthgilyllaerkcattagnizalB
.04-tasidnadnuorrepstih3gnideelbsi,sdnuor5dennuts

P
)47-07(

81+seviecereH.uoyotekilsidgnortsagnikatsieoF!snrubrojaM
.54-tasidnadnuorrepstih4gnideelbsi,sdnuor6dennutssi,stih

Q
)87-57(

6dennutssi,stih91+sekateH.eofotnisremmahekirtsgniretsilB
.54-tasidnadnuorrepstih4gnideelbsi,sdnuor

R
)38-97(

12+sekateH.kcattaruoyfotsalbsuodnerrohehtybdereggatssieoF
.05-tasidnadnuorrepstih5gnideelbsi,sdnuor7dennutssi,stih

S
)88-48(

ehtnoelttiladna,sselhceepsmihsevaeleofnotluassagniralF
si,sdnuor7dennutssi,stih22+sekateH.edisypsircartxe

.55-tasidnadnuorrepstih5gnideelb

T
)29-98(

8dennutssi,stih32+sekateoF.metsyssuovrensihdeirfevahuoY
.55-tasidnadnuorrepstih6gnideelbsi,sdnuor

U
)79-39(

8dennutssi,stih42+sekateH.eofsliorbylraentsalbgnizalB
.06-tasidnadnuorrepstih6gnideelbsi,sdnuor

V
)201-89(

eH.suoicsnocnudnuorgehtotspordeoF.dekoocerasnagrolatiV
.kcohsehtmorfnwodstuhsydobsihsasdnuor01niseid

W
)601-301(

dnuorgehtotsllafeH.sdnatseherehweofskooctsalbgnidlacS
.ytivitcanifosdnuorgnirepmihw,gnilwem8retfaseiddna

X
)111-701(

sdnuorevitcani4retfaseideH.eofrevocyletelpmocsnrubrojaM
.egamadevrendnakcohsoteud

Y
)511-211(

speekehtey,ksuhderrahcanahteromgnihtonsieoF!elbidercnI
stpmettaelbeefehterofebsdnuor2mihsekattI!gnivomno

.ylbirrohseideofdnapotsyllanif

Z
)021-611(

asieoffotfelgnihtylnoehtsaswollamhsramehttegotetalooT
.latemdnaenobderrahcfostibwefadnasehsafoelip

stluseR T S M L H
5-1 1 1 2 3 A5
01-6 1 2 3 4 B6
51-11 1 2 4 A6 C8
02-61 1 3 5 B7 D9
52-12 2 3 A6 C8 E11
03-62 2 4 B7 D9 F31
53-13 2 A5 C8 E11 G41
04-63 3 B5 D9 F21 H61
54-14 A3 C6 E9 G31 I71
05-64 B3 D7 F01 H51 J91
55-15 C3 E7 G11 I61 K12
06-65 D4 F8 H21 J71 L22
56-16 E4 G9 I31 K81 M42
07-66 F4 H9 J41 L02 N52
57-17 G5 I01 K51 M12 O72
08-67 H5 J01 L61 N22 P82
58-18 I5 K11 M71 O32 Q03
09-68 J6 L21 N81 P52 R23
59-19 K6 M21 O91 Q62 S33
001-69 L6 N31 P02 R72 T53
501-101 M7 O41 Q12 S82 U63
011-601 N7 P41 R22 T03 V83
511-111 O7 Q51 S32 U13 V04
021-611 P8 R51 T42 V23 W14
521-121 Q8 S61 U52 V43 W34
031-621 R8 T71 V62 W53 X44
531-131 S9 U71 V72 W63 X64
041-631 T9 V81 W82 X73 Y74
541-141 U9 V91 W82 X93 Y94
051-641 V9 W91 X92 Y04 Z15

:noitacoLtiH
tluseR noitacoL .tpO .jdAtirC

2 flaC/tooF 01- nuts1-;*
3 eenK nuts1-;*51-
5-4 hgihT - ;5 dr/h2

6 niorG 02-;dr/h3
9-7 kcaBrewoL/nemodbA nuts1;01-

31-01 kcaBreppU/tsehC lamron
41 kceN nuts1;dr/h3
51 llukS/ecaF nuts3

81-61 mrAreppU/redluohS nuts1-;**51-
02-91 woblE/dnaH/mraeroF **01- nuts1-;

)1 kcattalaitiniehtfoecidhtobnosrebmunehtddA
.noitacoLtiHenimretedotrehtegotllor

)2 neht,ddosawllorelitnecreplanigiroehtfI
.edisdnah-ffootsineve,edisnopaewotsawekirts

)3 ,retcarahcnahtregralseziseromroowtsieoffI
ecidowtehtfolatotehtmorf01tcartbusneht

.)2fotlusermuminim(

.ylnotnemevomgniriuqersrevuenamot=*

.ylnosdnah/smraehtgnivlovnisrevuenamot=**

HEAT ATTACK TABLE



20

stluseR T S M L H
5-1 1 1 2 3 A5
01-6 1 2 3 4 B6
51-11 1 2 4 A6 C8
02-61 1 3 5 B7 D9
52-12 2 3 A6 C8 E11
03-62 2 4 B7 D9 F31
53-13 2 A5 C8 E11 G41
04-63 3 B5 D8 F21 H61
54-14 A3 C6 E9 G31 I71
05-64 B3 D7 F01 H41 J91
55-15 C3 E7 G11 I61 K02
06-65 D4 F8 H21 J71 L22
56-16 E4 G8 I31 K81 M32
07-66 F4 H9 J41 L91 N52
57-17 G5 I01 K51 M12 O72
08-67 H5 J01 L61 N22 P82
58-18 I5 K11 M71 O32 Q03
09-68 J6 L21 N81 P42 R13
59-19 K6 M21 O91 Q62 S33
001-69 L6 N31 P02 R72 T43
501-101 M7 O31 Q12 S82 U63
011-601 N7 P41 R22 T92 V83
511-111 O7 Q51 S32 U13 V93
021-611 P8 R51 T32 V23 W14
521-121 Q8 S61 U42 V33 W24
031-621 R8 T71 V52 W43 X44
531-131 S8 U71 V62 W63 X54
041-631 T9 V81 W72 X73 Y74
541-141 U9 V81 W82 X83 Y84
051-641 V9 W91 X92 Y93 Z05

stluseR slacitirCdloC

A
)5-1(

.tih1+sekateoF?erehnitfardaleefuoyoD

B
)9-6(

.stih2+sekateoF.spmubesoogmihevaguoytahtknihtI

C
)41-01(

.stih3+.tsorffognilknirpsthgilaniderevocsieoF

D
)81-51(

.sdnuor2rof5-tasieH.ylthgilseofsrepmahekirtsdloC

E
)32-91(

.dnuor1dennutssidnastih5+sekateH.eofsllihctsalbthgiL

F
)82-42(

1dennutssi,stih5+sekateH.noitnettas’eofstegtluassacitrA
.sdnuor3rof5-tasidnadnuor

G
)23-92(

si,stih7+sekateH.skcattaruoyhtiwdeyonnayldlimsmeeseoF
.5-tasidnadnuorenodennuts

H
)73-33(

sekateoF.uoynopunoitnettasihsucofoteofstegekirtsgnillihC
.dnuorreptih1gnideelbsidnadnuorenodennutssi,stih01+

I
)24-83(

2dennutssi,stih21+sekateH.redluohsdlocehteofeviguoY
.dnuorreptih1gnideelbsidnasdnuor

J
)64-34(

21+sekateH.eofmorfnoitamalcxedeltratsaspirtsalbcitraehT
.51-tasidnasdnuor2dennutssi,stih

K
)15-74(

si,stih41+sekateH.atiragramdloc-ecinaekildellihcsieoF
.51-tasidnasdnuor3dennuts

L
)55-25(

sekateH.ydobsihfostrapsuoiravmorfgnignahselcicisahwoneoF
.dnuorrepstih2gnideelbsidna,sdnuor3dennutssi,stih41+

M
)06-65(

si,sdnuor3dennutssi,stih61+sekateoF.efinkaekilstucdloC
.52-tasidnadnuorrepstih4gnideelb

N
)56-16(

,stih71+sekateoF”…tnetnocsids’eofruoyforetniwehtsiwoN“
.52-tasidnadnuorrepstih5gnideelbsi,sdnuor4dennutssi

O
)96-66(

4dennutssi,stih91+sekateH.worramehtotdellihcsieoF
.03-tasidnadnuorrepstih5gnideelbsi,sdnuor

P
)47-07(

4dennutssi,stih02+sekateH.ydobs’eofhguorhtspirdlocycI
.53-tasidnadnuorrepstih6gnideelbsi,sdnuor

Q
)87-57(

si,stih12+sekateH.yadretniwlanosrepasecneirepxeeoF
.53-tasidnadnuorrepstih6gnideelbsi,sdnuor5dennuts

R
)38-97(

4rofdennutssi,stih02+sekateH.eofselbasidtohsgnizeerF
.03-tasidna,sdnuor

S
)88-48(

sdnuor5dennutssi,stih32+sekateH.eofsezeerfyllaitraptsalB
.dnuorrepstih5gnideelbsidna

T
)29-98(

52+sekateH.wonthgirseirrows’eoffotsaelehtsiaimrehtopyH
.dnuorrepstih6gnideelbsidna,sdnuor7dennutssi,stih

U
)79-39(

si,setunim01d1rofsuoicsnocnusieH.’01gniylfeofsdnestsalB
.05-tasidnadnuorrepstih01gnideelb

V
)201-89(

eH.aimrehtopyhfoesacdecnavdanaotnieofsevirdekirtsytsaN
.ylballortnocnugnirevihs,kcohsehtmorfsdnuorevitcani01niseid

W
)601-301(

ehtsasdnuorevitcani5niseideH.doolbseofsezillatsyrctsalbycI
.snievdnaseiretrasihpuraetslatsyrc

X
)111-701(

eH.sdnuor2foesruocehtrevoyletelpmoceofsezeerftsalbllihC
.ehtaerbotytilibaninamorfseiddnasetacoffusylkciuq

Y
)511-211(

evahuoydna,daedetiuqsieoF.nezorferasdiulfylidobderiuqeR
.scinegoyrcdetnevnitsuj

Z
)021-611(

sdnasuohtotnisrettahsdnadnuorgehtotsllaf,dilosnezorfsieoF
?ydnahmoorbaevahydobynA.stibynitfo

:noitacoLtiH
tluseR noitacoL .tpO .jdAtirC

2 flaC/tooF 01- nuts1-;*
3 eenK nuts1-;*51-
5-4 hgihT - ;5 dr/h2

6 niorG 02-;dr/h3
9-7 kcaBrewoL/nemodbA nuts1;01-

31-01 kcaBreppU/tsehC lamron
41 kceN nuts1;dr/h3
51 llukS/ecaF nuts3

81-61 mrAreppU/redluohS nuts1-;**51-
02-91 woblE/dnaH/mraeroF **01- nuts1-;

)1 kcattalaitiniehtfoecidhtobnosrebmunehtddA
.noitacoLtiHenimretedotrehtegotllor

)2 neht,ddosawllorelitnecreplanigiroehtfI
.edisdnah-ffootsineve,edisnopaewotsawekirts

)3 ,retcarahcnahtregralseziseromroowtsieoffI
ecidowtehtfolatotehtmorf01tcartbusneht

.)2fotlusermuminim(

.ylnotnemevomgniriuqersrevuenamot=*

.ylnosdnah/smraehtgnivlovnisrevuenamot=**

COLD ATTACK TABLE
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stluseR slacitirClacirtcelE

A
)5-1(

.emittxenkculretteB.stih2yrtlapasekateoF.ylfskrapS

B
)9-6(

.stih3sekateoF.srolocytterP

C
)41-01(

.stih5sekateoF.gnihtcigamsihtfognahehttegotgnitratser’uoY

D
)81-51(

.dnuor1dennutssidnastih5sekateoF.paZ

E
)32-91(

.dnuor1dennutssidnastih8sekateH.pmujeofsekamkcohS

F
)82-42(

,dnuor1dennutssi,stih01sekateoF.noitnettasihtogtahtlleW
.5-tasidna

G
)23-92(

,sdnuor2dennutssi,stih21sekateoF?tahtsawstlovynamwoH
.5-tasidna

H
)73-33(

.01-tasidna,sdnuor2dennutssi,stih31sekateH.putilllasieoF

I
)24-83(

2dennutssi,stih51sekateH.seyes’eofruoyniraefsierehT
.01-tasidna,sdnuor

J
)64-34(

si,stih71sekateoF.lebalgninrawahtiwemocdluohscigaM
.51-tasidna,sdnuor3dennuts

K
)15-74(

.51-tasidna,sdnuor3dennutssi,stih81sekateoF.tlojlufrewoP

L
)55-25(

4dennutssi,stih02sekateoF.rewoplacirtcelefoegrusevissamA
.02-tasidna,sdnuor

M
)06-65(

4dennutssi,stih22sekateoF.tnemugralufrewopasawtahT
.52-tasidna,dnuorreptih1gnideelbsi,sdnuor

N
)56-16(

5dennutssi,stih32sekateH.eofsepolevnetsalblacirtcelE
.52-tasidna,dnuorreptih1gnideelbsi,sdnuor

O
)96-66(

si,sdnuor5dennutssi,stih52sekateH.ecalpnisetarbiveoF
.52-tasidna,dnuorreptih1gnideelb

P
)47-07(

si,sdnuor5dennutssi,stih52sekateoF.ekirtslacirtcele,gniraeS
.52-tasidna,dnuorreptih1gnideelb

Q
)87-57(

si,stih82sekateoF.hguoneesolC”.…nutsnosresahpteS“
.03-tasidna,dnuorreptih2gnideelbsi,sdnuor6dennuts

R
)38-97(

si,sdnuor7dennutssi,stih03sekateoF.yotatonsiyticirtcelE
.53-tasidna,dnuorreptih2gnideelb

S
)88-48(

7dennutssi,stih23sekateH.ecalpnieofsezeerfegrusrewoP
.53-tasidna,dnuorreptih2gnideelbsi,sdnuor

T
)29-98(

,sdnuor8dennutssistih33sekateH.seyes’eoferofebsehsalfefiL
.04-tasidna,dnuorreptih3gnideelbsi

U
)79-39(

sisdnuor8dennutssi,stih53sekateoF.ecneirepxehtaedraeN
.04-tasidna,dnuorreptih8gnideelb

V
)201-89(

.evitcanisieoF.gnitnuocdna,sdnuor5nihtaeD

W
)601-301(

.sdnuor3nihtaeD.snissihnotcelferotemithguonetsujsaheoF
.evitcanisieoF

X
)111-701(

.evitcanisieoF.sdnuor2nihtaeD.raensidneehT

Y
)511-211(

.htaedtnatsnI.erehsidneehT

Z
)021-611(

.kroweciN.diasfuN‘.htaedtnatsnI

stluseR T S M L H
5-1 1 1 2 3 A5
01-6 1 2 3 5 B7
51-11 1 2 4 A6 C8
02-61 1 3 5 B7 D01
52-12 2 4 A6 C9 E21
03-62 2 4 B7 D01 F31
53-13 2 A5 C8 E11 G51
04-63 3 B6 D9 F31 H71
54-14 A3 C6 E01 G41 I81
05-64 B3 D7 F11 H51 J02
55-15 C4 E8 G21 I71 K22
06-65 D4 F8 H31 J81 L32
56-16 E4 G9 I41 K91 M52
07-66 F5 H01 J51 L12 N72
57-17 G5 I01 K61 M22 O82
08-67 H5 J11 L71 N32 P03
58-18 I6 K21 M81 O52 Q23
09-68 J6 L21 N91 P62 R33
59-19 K6 M31 O02 Q72 S53
001-69 L7 N41 P12 R92 T63
501-101 M7 O41 Q22 S03 U83
011-601 N7 P51 R32 T13 V04
511-111 O8 Q61 S42 U33 V14
021-611 P8 R61 T52 V43 W34
521-121 Q8 S71 U62 V53 W54
031-621 R9 T81 V72 W63 X64
531-131 S9 U81 V82 W83 X84
041-631 T9 V91 W92 X93 Y05
541-141 U01 V02 W03 X04 Y15
051-641 V01 W02 X13 Y24 Z35

:noitacoLtiH
tluseR noitacoL .tpO .jdAtirC

2 flaC/tooF 01- nuts1-;*
3 eenK nuts1-;*51-
5-4 hgihT - ;5 dr/h2

6 niorG 02-;dr/h3
9-7 kcaBrewoL/nemodbA nuts1;01-

31-01 kcaBreppU/tsehC lamron
41 kceN nuts1;dr/h3
51 llukS/ecaF nuts3

81-61 mrAreppU/redluohS nuts1-;**51-
02-91 woblE/dnaH/mraeroF **01- nuts1-;

)1 kcattalaitiniehtfoecidhtobnosrebmunehtddA
.noitacoLtiHenimretedotrehtegotllor

)2 neht,ddosawllorelitnecreplanigiroehtfI
.edisdnah-ffootsineve,edisnopaewotsawekirts

)3 ,retcarahcnahtregralseziseromroowtsieoffI
ecidowtehtfolatotehtmorf01tcartbusneht

.)2fotlusermuminim(

.ylnotnemevomgniriuqersrevuenamot=*

.ylnosdnah/smraehtgnivlovnisrevuenamot=**

ELECTRICAL ATTACK TABLE
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stluseR T S M L H
5-1 1 1 2 3 A5
01-6 1 2 3 4 B6
51-11 1 2 4 A6 C8
02-61 1 3 5 B7 D9
52-12 2 3 A6 C8 E11
03-62 2 4 B7 D9 F31
53-13 2 A5 C8 E11 G41
04-63 3 B5 D8 F21 H61
54-14 A3 C6 E9 G31 I71
05-64 B3 D7 F01 H41 J91
55-15 C3 E7 G11 I61 K02
06-65 D4 F8 H21 J71 L22
56-16 E4 G8 I31 K81 M32
07-66 F4 H9 J41 L91 N52
57-17 G5 I01 K51 M12 O72
08-67 H5 J01 L61 N22 P82
58-18 I5 K11 M71 O32 Q03
09-68 J6 L21 N81 P42 R13
59-19 K6 M21 O91 Q62 S33
001-69 L6 N31 P02 R72 T43
501-101 M7 O31 Q12 S82 U63
011-601 N7 P41 R22 T92 V83
511-111 O7 Q51 S32 U13 V93
021-611 P8 R51 T32 V23 W14
521-121 Q8 S61 U42 V33 W24
031-621 R8 T71 V52 W43 X44
531-131 S8 U71 V62 W63 X54
041-631 T9 V81 W72 X73 Y74
541-141 U9 V81 W82 X83 Y94
051-641 V9 W91 X92 Y93 Z05

stluseR slacitirCtcapmI

A
)5-1(

.tih1sekateoF.patevolA

B
)9-6(

.stih3sekateH.derritstontub,nekahssieoF

C
)41-01(

.stih4sekateoF.stcennocwolB

D
)81-51(

.stih5sekateoF!FOO

E
)32-91(

.stih7sekateoF.esiurbaevaelll’tahT

F
)82-42(

sidnastih8sekateH.mihfotuodekconkdniwehtsaheoF
.dnuor1dennuts

G
)23-92(

.5-tasidna,dnuor1dennutssi,stih9sekateH.eofsremmahtcapmI

H
)73-33(

.5-tasidna,sdnuor2dennutssi,stih11sekateH.gnitoofsihsesoleoF

I
)24-83(

,sdnuor2dennutssi,stih21sekateH.desiurbdnaderettabsieoF
.01-tasidna

J
)64-34(

,sdnuor3dennutssi,stih31sekateH.gnileereofdnestsalB
.51-tasidna

K
)15-74(

.02-tasidna,sdnuor3dennutssi,stih51sekateH.tnurbehtsraebeoF

L
)55-25(

1gnideelbsi,sdnuor4dennutssi,stih61sekateoF.tsalbsuoiciV
.02-tasidna,dnuorreptih

M
)06-65(

,stih71sekateoF.duorposseilladnasdneirfruoyekamuoY.woW
.52-tasidna,dnuorreptih1gnideelbsi,sdnuor4dennutssi

N
)56-16(

si,sdnuor4dennutssi,stih91sekateoF.snosselevigdluocuoY
.03-tasidna,dnuorreptih1gnideelb

O
)96-66(

5dennutssi,stih02sekateH.sreggatsdnatcapminosegnirceoF
.53-tasidna,dnuorrepstih2gnideelbsi,sdnuor

P
)47-07(

si,sdnuor6dennutssi,stih12sekateoF.etisiuqxesiniapehT
.53-tasidna,dnuorrepstih3gnideelb

Q
)87-57(

si,stih32sekateH.kcurtaybrevonurneebs’ehekilsleefeoF
.04-tasidna,dnuorrepstih3gnideelbsi,sdnuor6dennuts

R
)38-97(

si,sdnuor7dennutssi,stih42sekateoF.thgualsno,egavaS
.54-tasidna,dnuorrepstih4gnideelb

S
)88-48(

52sekateH.nettorsleeftub,srolocytterpdna,sdrib,sratsseeseoF
.05-tasidna,dnuorrepstih4gnideelbsi,sdnuor7dennutssi,stih

T
)29-98(

si,stih72sekateH.dnuoramihsnipsdnaeofsehctactsalB
.05-tasidna,dnuorrepstih5gnideelbsi,sdnuor8dennuts

U
)79-39(

dnakcalbdnagnihcaebll’eh,retnuocnesiht,sevivruseofruoyfI
5gnideelbsi,sdnuor8dennutssi,stih82sekateH.skeewrofeulb

.55-tasidna,dnuorrepstih
V

)201-89(
.ytivitcanifosdnuor01retfaseideoF.rohTsiemankcinwenruoY

W
)601-301(

.ytivitcanifosdnuor5retfa,dneehtsasemochtaeD

X
)111-701(

.ytivitcanifosdnuor3retfaseideoF”…eciwtgniog,ecnognioG“

Y
)511-211(

.sdnuor2nihtaeD.gniydsieofdna,seilfemiT

Z
)021-611(

.miJdaeds’eH

:noitacoLtiH
tluseR noitacoL .tpO .jdAtirC

2 flaC/tooF 01- nuts1-;*
3 eenK nuts1-;*51-
5-4 hgihT - ;5 dr/h2

6 niorG 02-;dr/h3
9-7 kcaBrewoL/nemodbA nuts1;01-

31-01 kcaBreppU/tsehC lamron
41 kceN nuts1;dr/h3
51 llukS/ecaF nuts3

81-61 mrAreppU/redluohS nuts1-;**51-
02-91 woblE/dnaH/mraeroF **01- nuts1-;

)1 kcattalaitiniehtfoecidhtobnosrebmunehtddA
.noitacoLtiHenimretedotrehtegotllor

)2 neht,ddosawllorelitnecreplanigiroehtfI
.edisdnah-ffootsineve,edisnopaewotsawekirts

)3 ,retcarahcnahtregralseziseromroowtsieoffI
ecidowtehtfolatotehtmorf01tcartbusneht

.)2fotlusermuminim(

.ylnotnemevomgniriuqersrevuenamot=*

.ylnosdnah/smraehtgnivlovnisrevuenamot=**

IMPACT ATTACK TABLE



23

stluseR T S M L H
5-1 1 1 2 3 A5
01-6 1 2 3 4 B6
51-11 1 2 4 A6 C8
02-61 1 3 5 B7 D01
52-12 2 4 A6 C8 E11
03-62 2 4 B7 D01 F31
53-13 2 A5 C8 E11 G41
04-63 3 B5 D9 F21 H61
54-14 A3 C6 E01 G31 I81
05-64 B3 D7 F11 H51 J91
55-15 C4 E7 G21 I61 K12
06-65 D4 F8 H21 J71 L22
56-16 E4 G9 I31 K91 M42
07-66 F4 H9 J41 L02 N62
57-17 G5 I01 K51 M12 O72
08-67 H5 J11 L61 N22 P92
58-18 I5 K11 M71 O42 Q03
09-68 J6 L21 N81 P52 R23
59-19 K6 M21 O91 Q62 S43
001-69 L6 N31 P02 R82 T53
501-101 M7 O41 Q12 S92 U73
011-601 N7 P41 R22 T03 V83
511-111 O7 Q51 S32 U13 V04
021-611 P8 R61 T42 V33 W24
521-121 Q8 S61 U52 V43 W34
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SPECIAL COMBAT CONDITIONS

Combat is a chaotic environment. Weather, visibility,
terrain, and random events all have an effect on the
outcome of any battle. It is impossible to anticipate every
possible variable condition that can occur during a combat,
but the following section explains how to handle the most
common situations.

INVISIBILITY

Invisible targets cannot be attacked unless they have been
detected. The attacker must have a general sense of the
invisible target’s location prior to making an attack. Possible
means of detection include, but are not limited to: body heat
(if not hidden), walking across sand or water, standing in the
rain, making loud noises, body odor, perfume, or talking.

To detect an invisible target, the character makes a
Perception roll using the Bonus column of the Maneuver Table.
The result is tripled and is subtracted from the character’s attack
roll (treat results of 100 or greater as a -10 OB modifier). The
GM should assign a difficulty modifier to the perception roll
based on the means of detection. The following table gives
modifiers for some of the possible situations that may occur.

Invisible Target’s Activity Modifier
Walking across water -40
Walking across a dirty floor -40
Standing in the rain/snowing -20
Walking in the rain/snowing -40
Standing in water or snow -20
Talking or casting spells -40
Yelling or giving loud commands -20
Whispering -100
Strong body odor or scent -50

Example:  Mahalla is being attacked by an invisible
assassin. She just saw him turn invisible by using a
magic ring so she knows he is in the area somewhere.
Mahalla is cornered in a kitchen and decides to use her
environment to her advantage. She grabs a large sack of
flour and throws it against the ceiling, sending a shower
the white powder all over the room. As the flour falls, she

sees the outline of a form standing
motionless in the corner. She
readies a dagger and lets it fly!

The GM decides that the
assassin standing in a cloud of flour
is similar to someone standing in
the rain or snow and assigns a
difficulty modifier of -20. Mahalla
makes a Perception Maneuver Roll
(skill bonus is 47) and rolls a 50 for
a net result of 77 (50+47-20=77).
Looking this result up on the
Bonus column of the Maneuver
Table gives a –15. Mahalla will

have a -45 OB modifier for her dagger throw.

LIMITED VISIBILITY

Combats do not always take place with adequate visibility.
Darkness, fog, rain, and other not-so-natural elements can make
it difficult to attack opponents and defend yourself. It would be
nice if all combats occurred with perfect lighting conditions, but
that’s not going to happen. Combat modifiers are cumulative,
so if you are fighting in moderate rain with light fog, the effects
for each are combined. The following conditions descriptions
give vision ranges based upon normal vision.  Refer to the table
at the bottom of the page for other types of vision.

Full to half moon:  A -5 OB to all attacks. Visibility is
reduced to 50 yards and any shots fired at a greater
distance are considered blind fire.

Less than half full:  A -10 OB to all attacks. Visibility is
reduced to 25 yards and any shots fired at a greater
distance are considered blind fire.

Starlight, new moon, or heavy clouds blocking moonlight:
A -20 OB to all attacks. Visibility is reduced to 10'. All
missile attacks are considered blind fire.

Light fog:  Visibility up to 50'. A -5 OB to missile weapons.
Moderate fog:  Visibility up to 25'. A -10 OB to missile weapons.
Heavy fog:  Visibility to 10'. All missile attacks considered

blind fire.

TERRAIN CONDITION TABLE
Terrain Condition OB Mod DB Mod
Heavy brush or thicket -10 NA
Light brush or forest -5 NA
Ice or ground -5 NA
Knee-deep snow, water, or soft sand -10 1/2 Quickness Bonus
Waist-deep snow or water* -20 Negates Quickness Bonus
Shoulder-deep snow or water* -50 Negates Quickness Bonus
Higher Ground +10

* While crossing water or snow this deep, a character will not be able to perform
Martial Arts Sweeps, kicks, or any maneuvers that require low attacks or use of the legs.
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Light rain: A -5 modifier to all Maneuver Rolls and Attack Rolls.
Moderate rain:  A -10 modifier to all Maneuver Rolls and

Attack Rolls. All fumble ranges are increased by 2
points (i.e. fumble range of 01-04 is now 01-06).
Visibility is restricted to 50 yards or less. All missile fire
beyond that is considered blind fire.

Heavy rain:  A -20 modifier to all Maneuver Rolls and
Attack Rolls. Fumble ranges are increased by 3 points
(i.e. fumble range of 01-04 is now 01-07). Visibility is
restricted to 25 yards or less. All missile fire beyond that
is considered blind fire.

Light snow or flurries:  A -5 modifier to all Maneuver Rolls
and Attack Rolls.

Moderate snow:  A -10 modifier to all Maneuver Rolls and
Attack Rolls. All fumble ranges are increased by 2
points. Visibility is restricted to 25 yards or less. All
missile fire beyond that is considered blind fire.

Heavy snow:  A -20 modifier to all Maneuver Rolls and
Attack Rolls. Fumble ranges are increased by 3 points.
Visibility is restricted to 10 yards or less.  All missile fire
beyond that is considered blind fire.

Example:  Christopher and Mahalla are in a field
being followed by several ogres. It is nighttime (half
moon) and there is moderate rain and moderate fog.
These three factors are combined for the following
effects:  Moderate fog restricts the visibility to 25' (you
can’t combine visibility distances, so you use the more
severe effect). Missile fire has a -25 OB modifier (-10
for rain, -10 for fog, -5 for moonlight) and any missile
fire beyond 25' is considered blind fire. Melee attacks
are at -15 (-10 for rain, -5 for moonlight) and the
fumble range is increased by 2 points.

FIGHTING “BLIND”
As visibility decreases, the situation often comes up that

attacks are considered “blind fire.” When a character cannot see
his target, he receives a -100 to all attacks. This modifier can be
offset with the use of the skill Blindfighting. By using the
Blindfighting skill, this modifier is reduced by his bonus with this
style automatically without a Maneuver Roll (i.e. a total skill
bonus of 80 means that the -100 modifier is reduced to -20 (-100
+80)). This skill can only reduce the -100 penalty for being blind
to zero. The Gamemaster may determine that conditions are not
optimum for use of this skill and require that a difficulty
modifier be applied against the skill. (i.e. a lot of confusing noises
in the area may make Blindfighting a Very Hard task, so the GM
assigns the Very Hard modifier (-40) to the use of this skill. This
means that this skill bonus has the -40 applied to it prior to the
skill bonus being applied to the -100 for being blind.)

OCCUPATIONAL HAZARDS

The life of an adventurer is filled with hazards,
especially in the wilderness locales or forgotten ruins that
speak to an adventurer’s desire to explore. This section
details a number of hazards that might be encountered,
along with rules for handling such an event.

FALLING DAMAGE

The character fumbles a climbing roll and slips from the
wall he is climbing.

The character sets off a trap and plummets into the deep
pit beneath.

The character is walking along the top of a cliff when the
edge suddenly gives way.

The examples above are circumstances where a
character could fall and receive injury. When a character
falls, they receive the results of an attack on the Crush
Attack table. The actual distance fallen determines the
Offensive Bonus of the attack, granting a +1 OB for every
foot of distance fallen. The distance fallen also determines
the size of the attack, as indicated on the table below.

Height of Fall Critical Size
1' – 20' Tiny
21' – 50' Small
51' – 100' Medium
101' -200' Large
201'+ Huge

Falling characters do not receive any non-magical
Defensive Bonuses (DB) from armor or shields. They also do
not receive their Quickness bonus. Instead, the character
receives their Agility bonus plus any magical Defensive
Bonuses against the fall. Characters with Acrobatics/
Tumbling may attempt a maneuver, using the Bonus column,
adding the result to their Defensive Bonus against the fall.

TRAPS

Traps are artificial hazards created to capture or kill a
target, and come in two distinct types where resolution is
concerned: OB (Offensive Bonus) and RR traps.

OB traps, when sprung, “attack” the unfortunate target.
Examples include such things as projectile hazards (that fire an
arrow, spear, or bolts), as well as traps that use swinging blades
to surprise and wound their targets. Traps which shoot jets of
acid at their victims and snares also fall into this category.

RR traps are those that, when sprung, require the target
to make a Resistance Roll or a Maneuver Roll in order to
avoid the damaging effects. Most poison and pit traps belong
in this category, with magical traps often falling in as well.

In the sample traps below, each is given a difficulty rating
for successfully detecting and disarming it. The difficulty ratings
included are for when a character is actively searching for traps.
Characters not actively searching have the difficulty increased by
one level (e.g. a Hard detection maneuver becomes Very Hard,
etc.). Once a trap is detected, it may then be disarmed normally
(taking into account the difficulty rating listed), using the Locks
& Traps skill. The GM should vary the difficulty of locating and
disarming these sample traps according to the situation and
mechanical skill of the original builders.
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SAMPLE MECHANICAL TRAPS

Arrow Trap:  A trap that fires a projectile (such as an
arrow or crossbow bolt) at a target, this attack has an OB
of +75. Locating the trap is a Hard maneuver for any
character actively searching. It is Very Hard to disarm it if
the trap is triggered by the opening of a door, or a trip wire
outdoors. If the trap is triggered by a hidden mechanism
that the character cannot easily get to, then it should be
considered to be Extremely Hard to disarm.

Spear Trap:  This type of trap launches a spear (with an
OB of +100) at the target that triggers it. This trap is often
triggered in a similar fashion to the Arrow Trap above.

Pit Trap: A simple hole, normally covered with foliage
or other camouflage to prevent easy discovery, these traps
use normal falling rules to resolve, with the OB of the
“attack” being equal to the distance fallen. Upon being
triggered, characters standing above the pit may make a
Hard Acrobatics/Tumbling roll in order to avoid
plummeting. Characters without the skill may make a stat-
based Maneuver Roll (with the difficulty increasing one
severity level to Very Hard), adding in both their Agility and
Quickness bonuses. Detecting this particular type of trap,
while actively searching, is a Medium maneuver, and an
Extremely Hard maneuver when not. Disarming a trap of
this nature is often an Extremely Hard maneuver and
usually involves filling in the pit. As such, it is often much
easier to just avoid the trap entirely.

Spiked Pit: A simple pit, like the example above, this
particular trap differs in that its floor is peppered with
sharpened spikes. Refer to the description of the Pit Trap for
details on handling or avoiding the fall. Characters
unfortunate enough to fall in not only take normal falling
damage, but also take 1d10 Small Puncture attacks as they
are impaled upon the spikes. The OB for the spike attacks is
equal to twice the distance fallen. For instance, a 20' deep pit
would have a +20 falling attack and 1d10 +40 Small
Puncture attacks. Discovering and disarming this type of
trap is the same as for the Pit Trap, above.

Poison Needle Trap:  Often hidden around locks and
on chests and other valuables, this type of trap is sprung
when careless characters attempt to open or unlock such
items hastily or incorrectly. Once triggered, the trap shoots
a poisoned needle into the character. Characters may make
a Resistance Roll to shake off the effects of the poison, with
the difficulty determined by the poison used. Detecting a
poisoned needle trap is a Very Hard maneuver, while
disarming it is a Hard maneuver.

Dart Storm Trap:  This type of trap ejects a barrage of
several hundred darts within a 5’radius of the trigger.
Characters unfortunate enough to be within this area take
2d10 Tiny Puncture attacks from the darts. Often these
darts are also coated in poison, so characters will have to
resist against poison as well. Dart Storm Traps have a
Medium difficulty to detect, but are Extremely Hard to
disarm in most cases.

Scything Blade Trap:  This deadly trap has a
murderously sharp blade that swings down out of the
ceiling or out of the wall to slice the unfortunate soul that
triggers the trap. The swinging blade has an OB of +120,
and does a Large Slash attack. This trap is a Very Hard
maneuver to detect and is Hard to disarm.

Falling Block Trap:  A huge stone block drops from
the ceiling in this trap, attacking all (in a 5' radius) beneath
it when triggered. The heavy block has an OB of +100 and
does a Huge Crush attack, and can often be reset using a
chain and winch attached to the top of the block to raise it
back into position. It is Extremely Hard to detect and
disarm this style of trap.

Poison Gas Trap: A jet of poison gas (or a cloud of
powdered External Poison) is released from an aperture when
this trap is triggered. The poison is usually enough to fill a 5'
radius, affecting all caught within, with Resistance Roll
difficulties determined by the type of poison used. This type
of trap is Extremely Hard to detect and Very Hard to disarm.

Acid Jet Trap: This style of trap shoots a jet of an
acidic substance at whoever sets it off. When set off, the
target of this trap receives a Small Acid attack that has a
+100 OB. This type of trap is Very Hard to detect and
Extremely Hard to disarm.

MAGICAL TRAPS

Magical traps require an Absurd maneuver to detect
unless the character has the ability to sense magic, either by
means of a spell or special ability. Such traps are known as
Waiting Magic because they lie dormant until a trigger sets
them off. A character with the ability to detect Active Magic
may, with a Very Hard maneuver, detect Waiting Magic.

Triggers for magical traps often have parameters requiring
someone to stand in a particular spot or touch a certain item.
Once the trigger condition is met, the spell is activated and
targets the offending character. Magic traps that imitate physical
attacks have an OB based on the size of the attack.

Attack Size OB
Tiny +40
Small +60
Medium +80
Large +100
Huge +120

Magical traps that generate magical attacks such as
Shock, Jolts, or other effects that require Resistance Rolls
have a base modifier of +50 and
require that the GM make a
roll on the RR column to
determine what value the
target is required to beat
to avoid any effects.
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WATERY HAZARDS

While rivers and lakes have always been important
avenues of travel, they can be both a nuisance and a hazard
for characters that must somehow cross them.

Characters may freely wade through water that is not
above their head at a speed of one quarter their Base
Movement Rate without being required to make a
Maneuver.  Should the water level actually be higher than
the head of the character, the Swimming skill is required.
Swimming across a slow stream or river is a Light
maneuver while swimming across rapids is a Sheer Folly
maneuver, as this can easily force the character far
downstream. Just keeping one’s head above water in
churning rapids is considered a Very Hard maneuver.

If the character is wearing armor, the difficulty for
swimming increases one level for each armor base worn
(soft leather is +1 difficulty level, while studded leather is +2
difficulty levels, etc.).

DROWNING

A character is able to hold his breath for a number of
rounds equal to two times the sum of his Constitution stat
and Constitution bonus. Once this time has expired, the
character must begin making Stamina Resistance Rolls every
round. This Resistance Roll requires the character to obtain a
total equal to or greater than 100, however, once a roll is failed,
the character immediately falls unconscious for 1d10 rounds.
The round following unconsciousness begins the drowning
process with death coming in 1d10 rounds. A character can
drown in substances other than water: quick sand, fine dust,
sand, or even silos full of grain are fine examples.

QUICK SAND

The bane of many travelers, quick sand can be found in
locations where sand and water mix daily - jungles, deserts,
coasts and sandy stream beds, and generally ranges from a
few inches deep to more than several feet in some instances.
Quick sand behaves like water; anyone stepping into quick
sand immediately begins to sink as if slipping under water.
Characters caught in shallow quick sand can leave by
retracing their steps, being only an inconvenience; characters
do not have to make a Maneuver Roll to exit the area.

Characters immersed in deeper quick sand can float, and
may gently and carefully “dog paddle” to firmer terrain.
Swimming through quick sand is a Medium maneuver
(either “All or Nothing” or Percentage, depending on the
situation). Even if an immersed character sinks to the
bottom, they may not drown if they are standing upright -
the quick sand may simply not be deep enough. Characters
that panic and begin thrashing around are likely to drown.
Panicked characters will sink at the rate of 2" per round, and
once below the surface will drown using the rules found
above. With nearby shrubbery, characters may attempt to
pull themselves out. This act requires a Medium Strength roll.

Characters trapped in quick sand may also be aided by
nearby companions with rope or equipment sufficiently long
enough to reach. This act of rescue is a Medium Strength based
maneuver; however, characters helping to pull out the sinking
character may add twice their Strength bonus to the roll.

HEAT

The hot desert sun baking the earth far below can be as
deadly to a character as the most ferocious monster. When
exposed to temperatures higher than 90 degrees Fahrenheit
(32 degrees Celsius) a character is required to make a
Stamina Resistance Roll against RR (80) once every hour or
receive a -5 modifier to all actions. If the temperature is
above 110 degrees Fahrenheit (43 degrees Celsius), the
Stamina RR must be made once every ten minutes. The
modifiers accrued through RR failures will remain until the
character can cool off by locating shade, immersing himself
in water, or until night falls. If the character is wearing heavy
clothing or armor, the Resistance Roll increases by a value
of 10 for each armor base worn (Soft Leather requiring a
RR (90); Studded Leather requiring a RR (100), etc.). The
negative modifiers from failed RRs will decrease at a rate of
-1 for every minute spent cooling off.

If the temperature is above 130 degrees Fahrenheit (54
degrees Celsius), a character receives a Heat Critical every 10
minutes. Roll 2d10+20 and use the number ranges beneath
the Letter Code of the Heat Critical Table to determine this
critical. If the character is encased in metal armor, the critical
receives an additional modifier of +50.

Note:  Proper attire, such as loose robes and head
coverings, offers a bonus of +20 to the Resistance Roll.
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COLD

With effects as deadly as hot weather, a character can
easily freeze to death, falling victim to the effects of
hypothermia and frostbite if not protected properly.

If the temperature is below 40 degrees Fahrenheit (4
degrees Celsius), a character is required to make a Stamina
Resistance Roll against RR (80) once every hour or receive a
-5 modifier. If the temperature drops to below 0 degrees
Fahrenheit (-18 degrees Celsius), a Stamina Resistance Roll
of RR (100) must be made once every ten minutes or
characters receive a -5 modifier to all actions. The modifiers
are cumulative and can only be negated by locating cover
and warmth. The negative modifier is reduced at a rate of -1
for every minute the character enjoys the effects of warmth.

Should a character reach -100, a Stamina Resistance
Roll against RR (100) is required. Failure results in the
character falling asleep, with them freezing to death over the
next 1d10 + Constitution bonus hours.

OTHER DANGERS

The perils detailed above constitute the major hazards
that characters are likely to encounter, but there remain a
few more worth mentioning.

Landslides/Avalanches:  Whether of rocks or snow,
landslides are always deadly. Characters caught on the
outskirts may attempt an Extremely Hard Acrobatics/
Tumbling maneuver to try and escape the effects.
Characters caught in the middle will take a +150 Huge
Crush attack every round until it passes. The adventurer
may attempt an Absurd Acrobatics/Tumbling maneuver to
leap out of danger’s path. Characters with Acrobatics/
Tumbling may also reduce the damage from an avalanche
or landslide in the same manner as they use the skill to
reduce damage from a fall.

Storms:  With heavy winds that prevent missile fire,
storms also bring thick sheets of rain that reduce the
distance a character can see clearly, sometimes down to only
a few feet. In rain or electrical storms, there is a chance of
being struck by lightning, or drowning (also with sand
storms), or even freezing to death in a blizzard. Strong
winds from a tornado may even lift a character from the
ground. Characters are best advised to wait it out and take
cover immediately if possible.

Cave-ins:  Underground exploration is a staple in the
life of an adventurer.  Unfortunately, sometimes the ceiling
of a cave is unstable and will suddenly collapse given the
right circumstances; destructive magic cast within an
unstable area are often the right circumstances! Characters
unfortunate enough to be caught in a cave-in are treated as
if they are caught in a landslide, though the area is usually
much smaller and the OB for the Crush attacks for a cave-
in are only +100.

Lava:  Hot, liquid rock, exposure to lava (being hit by it
or touching it) causes both a Heat and an Acid attack, with
the size of the attack being based on how much hits the
character. A few drops would mean a Tiny attack, while

enough lava to fill a bucket would be the equivalent of a
Medium attack. Characters that happen to fall into or be
immersed in lava receive Huge attacks of both types each
round with a bonus of +100 to each attack.

Smoke:  Smoke can obscure vision and cause breathing
problems for characters. An area filled with smoke causes
all Perception rolls to increase from 1 to 5 difficulty levels,
depending on the volume of smoke. For every round that a
character must breathe the polluted air, they receive a -5
modifier to all actions if the area is lightly filled with smoke.
Thick smoke will cause a -10 to all actions for every round
spent breathing it. This modifier is reduced at a rate of -1
per minute once the character is no longer exposed to the
smoke. Characters may use the rules for holding their
breath, as described under Drowning above to avoid
breathing the noxious air.

Acid: There are several varieties of acids that a
character can encounter. All acids use the Acid Attack table,
but vary depending on the strength of the acid. Very weak
acids might only be Tiny Acid attack, while extremely strong
acids may require a Huge attack on the Acid Attack table.
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INJURY, HEALING, & DEATH

It is inevitable that during the course of the game,
especially, using the Hack & Slash system, that characters
are going to get hurt. When they do, you will need to know
the different methods available for healing the wounds that
they receive. This section gives you the details and the
information that you will need to accomplish this task.

TYPES OF WOUNDS

The damage that a character receives from criticals is
cumulative, meaning that it all adds together to give an
overall view of how wounded a character is. The character’s
overall status will fall into 1 of 4 classifications as
determined by the amount of damage that he has taken.

Once you have determined how wounded the character
is, you can then determine what it will take to heal the
character or in the case of natural healing, how long it will
take the character to heal.

The four classifications are as follows:

Lightly Wounded – This is any injury or combination of
injuries where the character has taken less than 50% of
his total number of hits in damage, has a Maneuver
Penalty of -25 or less, or is bleeding at a rate of no
more than 3 hits per round. If any of these three
conditions exceed the limits given, then the character
cannot be considered Lightly Wounded.

Moderately Wounded – This is any injury or combination
of injuries where the character has received damage
that exceeds the Lightly Wounded classification in one
or more aspects, but not exceeded the upper limits of
being Moderately Wounded. A character is within the
upper limits of being Moderately Wounded so long as
he has not taken more than 75% of his hits, does not
have a total Maneuver Penalty that exceeds -50, or is
not bleeding more than 5 hits per round.

Severely Wounded – This is any injury or combination of
injuries where the character has received damage that
exceeds the Moderately Wounded classification in one
or more aspects, but not exceeded the upper limits of
being Severely Wounded. A character is within the
upper limits of being Severely Wounded so long as he
has not taken more than 100% of his hits, does not
have a total Maneuver Penalty that exceeds -75, or is
not bleeding more than 7 hits per round.

Mortally Wounded – Should a character’s injuries exceed
the upper limits of Severely Wounded in one or more
aspects, he is considered to be Mortally Wounded. In
certain cases, characters can have criticals that say
“death in x rounds” converted into Mortal Wounds. In
such cases, the character is considered to have zero hits,
and to have a Maneuver Penalty of -100.

WOUND DESCRIPTIONS

The critical tables given in this product are normally vague
about the exact damage done to characters receiving criticals.
This is done so to make it easier for GMs to be better able to
detail the critical descriptions to the situation, as opposed
limiting themselves solely to the flavor text as written.

Using the guidelines above, which details how much
damage of a given type determines how badly wounded
they are, you can use the following notes as a guideline for
aiding in creating new flavor text for the criticals. This
section also helps in determining what type of healing will
be required by giving you the common types of damage to
a character based upon the severity of their wounds.

Lightly Wounded – This represents slight scratches and deep
bruising to the character’s body, both internal and
external. It also represents strained or pulled muscles,
and greenstick fractures such as cracked ribs. For
elemental attacks, this represents only the mildest of
burns or the onset of frostbite which often results in loss
of feeling. Electrical criticals often also give slight burns
and numbness due to extremely mild nerve damage.

Moderately Wounded – This type of damage is often
caused by broken bones, and heavy bruising of internal
organs, if not outright damage to them, as well as torn
ligaments, damaged muscles and deep gashes to the
foe’s body, including the cutting of veins. This type of
damage also includes minor burns and minor frostbite,
and more serious nerve and organ damage. This type
of wounding could also include temporary loss of the
use of a limb or sense organ from damage.

Severely Wounded – This type of wounding includes damage to
major organs, the destruction of minor organs, shattered
bones, severed arteries, major burns and major frostbite.
Major nerve or other damage can also result, giving long
term disability in the use of limbs or sense organs.

Mortally Wounded – Those who are mortally wounded are
often times better off dead than not. Often times, being
mortally wounded has much the same effect as being
severely wounded, except that it can also result in the loss
of limbs and sense organs that result in permanent
penalties even after the character is fully healed. Characters
who receive criticals that say “death in x rounds” and
receive a healing spell that is scaled up to stop “death in x
rounds” are considered to be mortally wounded. They will
not die, but without more magic, it will take a very long
time for them to recover from their injuries.
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When describing a wound that a
character has received, the GM should
use the actual damage given by the
critical to match that individual critical
up with one of the four classifications
of damage. Only in cases where it
makes sense, and the character has
already received a wound in a given
location, should the GM “upgrade”
the given damage from a wound to a
more serious description.

NATURAL HEALING

All characters will heal naturally
over time. How long it takes them to
heal will depend up how badly
wounded they are overall. The Types
of Wounds and Wound Descriptions
above tell you how seriously a
character is damaged. Using the table
below, you can determine how long it
will take them to heal.

To use the table, roll d100 and
add in the character’s Constitution
bonus. If the character has the
Healing skill, or is being tended by
somebody who has the Healing skill,
then also add in the result from the
Bonus column of the maneuver table from the attempt
made to use the Healing skill. Yes, a bad skill roll can make
healing take longer. Also, the table represents the amount of
time required so long as the character remains on bed rest.
If the character is active, but not performing any strenuous
actions, then double the amount of time it will take. If the
character is performing strenuous actions, the multiply the
healing time by 5.

The GM may require that the full amount of healing
time has passed before hits are recovered and penalties are
removed. However, it is recommended that the GM divided
the damage to be healed by the number of days it will take
to heal to determine what percentage is restored to the
character for each day of bed rest. When doing this, the GM
should always round off to the nearest whole number, and
any left over is recovered on that last day.

Example: Rawrg has been hurt. He has a -35
maneuver penalty and has take 57 hits of damage in
total. This is less than half of Rawrg’s 130 hits, but
the maneuver penalty is greater than the -25, so
Rawrg is Moderately Wounded. Rawrg has a
Constitution bonus of +5. His friend Geoff has the
healing skill, and got a total maneuver roll of 117
which will provide a +10 to the roll to determine
how long it will take Rawrg to heal. Rawrg’s player
rolls a 39. This plus the 5 for Rawrg’s Constitution
Bonus and the +10 from Geoff ’s Healing skill give a
total of 54 (39 + 5 + 10). This means that as long as
Rawrg is on bed rest, he will be healed in 18 days.
So, for each day of bed rest, Rawrg will recover 3 hits
(57/18=3.1666 rounded to 3), and recover 6 hits on
the last day (3 x 18 = 54 + 3 = 57). As for the
maneuver penalty, Rawrg that will be reduced by 2
points per day, with only 1 point being recovered on
the last day  (35/18 = 1.9444 rounded to 2).

MAGICAL HEALING

There are two spells for healing damage to characters,
Minor Healing and Major Healing. This section contains
guidelines for using them in healing characters. Deciding
which spell is going to be appropriate will be determined the
descriptions that the GM gives with the critical damage.

If magical healing is used on a character, the healing
process occurs over the course of a single round once the
casting of the spell, or the drinking of the potion.

HEALING R/ ECOVERY TABLE
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MINOR HEALING

This spell should only be used for healing generic
damage from small cuts and bruises, pulled or strained/
sprained muscles and other non-specific damage.
Accordingly, this means that it should only be used to heal
injuries within the Lightly Wounded classification, and
perhaps some lesser non-specific damage within the
Moderately Wounded classification.

If a character has specific damage, this spell cannot
reduce or eliminate any penalties or other damage
associated with that given critical, such as hits.

One of the scaling options for this spell is to stop
death in x rounds on certain criticals. This scaling option
only stabilizes the character far enough so that he is no
longer dying. At this point, the character would be
considered to be Mortally Wounded and would have to be
further healed accordingly.

MAJOR HEALING

This spell can heal a larger amount generic, non-
specific damage to a character. It also has scaling options
available which will allow it to heal much more specific
damage as well. If one of the scaling options is used to heal
a bit of specific damage, it will also heal any associated
penalties or hits as well.

One of the scaling options for this spell is to stop
death in x rounds on certain criticals. This scaling option
only stabilizes the character far enough so that he is no
longer dying. At this point, the character would be
considered to be Mortally Wounded and would have to be
further healed accordingly.

LIFEKEEPING

Sometimes it is going to be difficult to get to a dying
character in time to stop them from dying. However, this
spell gives the character doing the healing a better chance to
save the injured character. This spell cannot be cast on a
living character, only on one that has “died”. If cast before
the target’s soul leaves its body it restores the body to a
minimum of life, putting it into an artificial coma until the
end of the spell or until the character is healed. Should the
character not be healed before the end of the spell, then he
will die again, and Lifegiving will be required to restore him.

LIFEGIVING

This spell may only be used once the character’s soul
has left his body. And then only if the body has been
repaired enough to sustain life. This means that the specific
damage that caused the death of the character must be
healed prior to the casting of this spell, or that the scaling
option that heals “life threatening” damage must be used.
This scaling option heals only just enough damage to allow
the character to live. He must be fully healed of any other
damage through rest, herbs or spells as normal.

HERBS

There is a wide selection of magical herbs listed in HARP
that can be used to heal others. These herbs require
preparation to use, and each herb has a Time entry which
tells how long it will take for the herb to accomplish its affect.

DEATH
Death is a natural part of an adventurer’s life, hopefully

the death of his foes. Unfortunately, death can strike the
adventurer himself as well. There are several primary causes
for the death of an adventurer. These include overwhelming
specific wounds (criticals), massive shock (Concussion Hit
damage), the draining of his vitality (Constitution – stat
deterioration), poisons, diseases, and certain spell effects.
Only rarely does this ever involve a natural cause as
mundane as old age.

Critical damage is one of the most common methods
of character death. Criticals can provide massive amounts
of damage in a single blow, including the loss of limbs,
impairment of movement, and occasionally instant death.

A character is unconscious when his Concussion Hits
reach zero or below. So long as his Hits do not fall below a
negative number equal to the character’s Constitution stat
(not the stat bonus, but the stat itself), the character will
heal naturally. The character will wake up once his
Concussion Hits have risen above zero. If the character’s
Hits fall below a negative number equal to his Constitution
stat, he is then near death and dying.

The character then has only a short time left to live (a
number of rounds equal to his Constitution stat plus 5). At
the end of the last round, the character’s soul will leave his
body and he will die. Certain spells, such as Lifekeeping, can
stop this process and actually give you time to bring the
character’s Hits back up above zero, allowing him to live.
Healing may also allow you to save the character’s life by
stabilizing him until he can be healed, or can heal on his
own. Once stabilized, the character remains unconscious
and in a coma until the damage (Hits or critical damage)
that put him below zero Concussion Hits is repaired, and is
once again above zero.
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SYSTEM ADJUSTMENTS
This section details adjustments that need to be made to

HARP in order to use Hack & Slash. The following HARP
skills have been modified to work properly with Hack & Slash.

AMBUSH

Upon successful using this skill, the character can use
his number of skill ranks to modify the critical delivered. If
the character wants to increase the critical, he adds his
number of skill ranks to the high end of the number range
given under the letter of the critical delivered. If he wants to
reduce the damage done by his critical, then he subtracts his
number of skill ranks from the low end of the range given
under the letter on the critical table. Thus a character with
10 ranks in this skill who delivers an “F” critical (24-28) may
adjust the critical to be either a “C” (10-14) or an “I” (38-42)
upon successful use.

MARTIAL ARTS STYLES & MANEUVERS

There are several styles listed, including the Tiger Claw
Style, and the Weapon Kata Style that allow the martial artist
to use weapons in conjunction with his martial arts. For
Hack & Slash, these styles will use the Attack Matrix for the
associated martial arts attack, Strikes or Sweeps; however any
criticals done will be based on the critical type determined by
the weapon being used. Thus when using the Tiger Claw
Style, the martial artist will used the Strikes Attack Matrix, but
the Slash Critical table. This also applies to any appropriate
Martial Arts Styles presented in Martial Law.

SNIPING

Upon successful using this skill, the character can use his
number of skill ranks to modify the critical delivered.  If the
character wants to increase the critical, then he adds his number
of skill ranks to the high end of the number range given under
the letter of the critical delivered. If he wants to reduce the
damage done by his critical, then he subtracts his number of skill
ranks from the low end of the range given under the letter on the
critical table. Thus a character with 10 ranks in this skill who
delivers an “F” critical (24-28) may adjust the critical to be either
a “C” (10-14) or an “I” (38-42) upon successful use.

TALENTS

The following talents have been modified to work with
Hack & Slash.

BANE

When a character with this talent makes an attack against
a foe of the chosen type scores a critical (i.e. a number and
letter on the Attack Matrix), he adds +20 to the high end of the
number range listed under the letter on the Critical Table. Thus
if he gets a 10F on the Medium column of the Slash Attack
Matrix, he looks at the range under the “F” which is (24-28),
and adds 20 to the 28, making the number a 48, and thus
delivers a “K” critical (47-50) to his foe.

FATE POINTS

Fate Points allows a character to reduce a critical
received by 25 or 50 points, depending upon how many
Fate Points the character uses. With Hack & Slash, these
numbers are subtracted from the low end of the number
range listed under the letter code for each critical. Thus an
“M” critical (56-60) could be reduced to either a “G” critical
(29-32) or a “B” critical (6-9).

FUMBLES

Several of the Fumble results indicate that the character
should roll on a Critical Table.  When this is indicated, roll
as the fumble table indicates, then look up the result on the
Critical Table portion of the Combat Table, using the
number ranges under the Letter Code to determine which
result is received.

For example, one of the Combat Fumbles, listed on
page 71 of HARP, indicates that you should roll 2d10 on the
appropriate Critical Table. In this case, if your result was a
17, you would look at the number ranges under each letter
on the Result column of the Critical Table, and be able to
see that a 17 falls within the range for an ‘D” critical, thus
the character takes a ‘D’ critical.

For spell fumbles, use the Magic Critical Table rather
than the Electricity critical table.

COMBAT ACTIONS

Combat Actions allow characters to customize their
attacks. A number of Combat Actions change the size of the
critical to be delivered in exchange a slight OB modification.
For Blade Slap, Fencing Slash, and Stave Jab, the change in
critical size is accomplished by simply using appropriate
column on the proper Attack table.
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POWER STRIKE

By adjusting their OB with a melee weapon by -20, the
character’s attack for that round is one size larger than
normal. This Combat Action may only be used with melee
weapons. It cannot be used with natural attacks such as
claws or martial arts. This Combat Action cannot be used
while parrying. A character using this Combat Action
receives an additional -10 modifier for every consecutive
round beyond the first that this action is used. This
additional modifier remains and is reduced by 10 for every
round that Power Strike is not used.

Example: Rawrg, using his War Hammer, normally
does a Medium Crush. Rawrg decides to use Power
Strike against a very tough foe. The first round,
Rawrg is at -20 and does a Large Crush. The second
round, Rawrg is at -30 and does a Large Crush. The
fourth round, Rawrg is at -40 and still doing a Large
Crush attack. The fifth round, Rawrg decides not to
use Power Strike, he is getting tired. This leaves him
at -20 for his Medium Crush attack, the original -20
for the Power Strike dropping away. The sixth
round, Rawrg is only at -10 for his Medium Crush
attack. On round 7, Rawrg is back to normal, the
modifiers from the Power Strike having worn off.

SPELLS

A number of spells within HARP will need minor
adjustments to work properly with this system. They are
listed below.

DIVINE HAMMER (CLERIC SPHERE)
Only the Concussion Hits from the Attack Matrix are

doubled, not the Concussion Hits from the criticals. For
Thunder Strike, use Holy Criticals rather than
Electrical Criticals.

FIRE WALL (MAGE SPHERE)
Anybody attempting to pass through a

Fire Wall takes the damage indicated from a
roll on the Tiny column of the Attack
Matrix for Heat Criticals. The character
going through the flames does not receive
any non-magical DB.

SHOCK (MAGE SPHERE)
Change the roll from (1d100 - 20)

to just a 1d100 roll on the proper
column of the Attack Matrix of the
Electrical Attack table.

STUN CLOUD (MAGE SPHERE)
Upon the target failing the Resistance

Roll, the caster rolls a 1d100 on the proper column
of the Attack Matrix each round.

VACUUM (MAGE SPHERE)
Upon the target failing the Resistance Roll, the caster rolls a

1d100 on the proper column of the Attack Matrix each round.

GUARDIAN BLADES

The critical is rolled on the Tiny column of the Slash
Attack Matrix.

HAMMER STRIKE

This spell only affects the Concussion Hit damage
given on the Attack Matrix. It does not affect Concussion
Hits delivered from the criticals.

WEAPON’S FURY

The scaling option, Of Slaying, allows the weapon to use the
Slaying Attack table rather than the normal table for the weapon.

TREASURE

SALTAR’S BOMB

Use the numbers under the Letter Codes on the proper
Critical Tables to determine the damage done by this item.
On the Heat Critical Table, use 2d10+20 and on the Slash
Critical Table use 1d10+20.

ALCHEMIST’S FIRE

Use the numbers under the Letter Codes on the Heat
Critical Tables to determine the damage done by this item.

SPEAR OF DRAGONSLAYING

This Spear is +10 normally, but when used against
Dragons, it has a +50 bonus and attacks using the Slaying
Attack tables.
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NEW SPELLS
The following spells have been created especially to take

advantage of the new Attack tables introduced within this
product. Hack & Slash introduces a new type of spell
known as the Directed Attack.

A Directed Attack spell is resolved in the same manner
as a missile attack. The target of the Directed Attack spell
gains his DB against the spell, and the caster’s bonus in the
spell is also the caster’s OB with the spell.

ACID TOUCH
PP Cost:  4
Range:  Self
Duration:  2 rounds/rank
Spell Type:  Utility (Elemental)
RR:  —
Spheres:  Mage, Necromancer
Description:  This spell delivers a Tiny Acid critical when
the caster touches a target. If the target is unaware of and/or
not avoiding the caster’s Acid Touch, the caster gets a +30 to
his attack roll on the Acid Attack table, and the target gains
no DB, other than magical bonuses.

Should the target attempt to avoid being touched, then
the caster is required to make an attack roll using Brawling
or a Martial Arts skill. If the caster gains a critical with this
attack, then the target also receives a normal critical in
addition to the Tiny Acid critical.
Scaling Options:

Increased Potency (per Critical size increase) +2 PP
Increase Duration (5 rounds/rank) +4 PP
Increase Duration (10 rounds/rank) +6 PP

BLESS WEAPON
PP COST:  4
RANGE:  Touch
DURATION:  2 rounds/rank
SPELL TYPE:  Utility
RR:  —
SPHERES:  Cleric
DESCRIPTION:  When this spell is cast on a melee weapon, the
weapon receives a +5 OB, and the weapon then uses the
Holy Attack table rather than its normal Attack table.

Of Slaying - If the Of Slaying scaling options are
selected, the weapon then uses the Slaying Attack table.

Bless Missile Weapon - This scaling option allows the
caster to bless a missile weapon which then passes its
benefits on to any missiles that it fires.
SCALING OPTIONS:

Increase Blessing (+10 to OB) +2 PP
Increase Blessing (+15 to OB) +4 PP
Increase Blessing (+20 to OB) +6 PP
Increase Blessing (+25 to OB) +8 PP
Of Slaying Undead +6 PP
Of Slaying Demons +7 PP
Bless Missile Weapon +3 PP
Increase Duration (5 rounds/rank) +4 PP
Increase Duration (10 rounds/rank) +6 PP

CELESTIAL ARMOR
PP COST:  7
RANGE:  Self
DURATION:  2 rounds/rank
SPELL TYPE:  Utility
RR:  —
SPHERES:  Cleric
DESCRIPTION:  The caster is encased in translucent, glowing armor.
The color of the armor reflects the orientation and outlook of
the deity the caster worships. This armor gives the caster a +10
to DB and a +10 to Resistance Rolls against the effects of Undead
and Demons that require RRs such as fear, or stat draining.
SCALING OPTIONS:

Increase Armor Strength (per +5 DB) +2 PP
Increase Resistance Strength (per +5) +2 PP
Increase Duration (5 rounds/rank) +4 PP
Increase Duration (10 rounds/rank) +6 PP

CELESTIAL BALL
PP COST:  7
RANGE:  50’
DURATION:  —
SPELL TYPE:  Directed Attack
RR:  —
SPHERES:  Cleric
DESCRIPTION:  Caster shoots a 6” ball of celestial energy from
the palm of his hand. Upon hitting its target or traveling its
full range, it explodes into a 10’ radius. The ball will expand
from its center point, filling the radius as completely as
possible, but it will not expand more than 10’ from its
center point. This is a Tiny attack in terms of size and the
attack is made on the Holy Attack table. The caster’s skill in
this spell is also his OB for the casting of the spell.
SCALING OPTIONS:

Increase Attack Potency
 (per each attack size increase) +2 PP
Increase Range (per +50’) +1 PP
Increase Radius (per extra 10' radius) +2 PP

CELESTIAL BOLT
PP COST:  5
RANGE:  50’
DURATION:  —
SPELL TYPE:  Directed Attack
RR:  —
SPHERES:  Cleric
DESCRIPTION:  Caster shoots a 1/2" bolt of celestial energy
from the palm of his hand. This bolt does a Tiny attack on
the Holy Attack table. For each increase in size of the attack,
the bolt is increased 1/2" in size. The caster’s skill in this spell
is also his OB for the casting of the spell.
SCALING OPTIONS:

Increase Attack Potency
 (per each attack size increase) +2 PP
Increase Range (per +50’) +1 PP
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MYSTIC BALL
PP COST:  7
RANGE:  50’
DURATION:  —
SPELL TYPE:  Directed Attack
RR:  —
SPHERES:  Mage
DESCRIPTION:  Caster shoots a 6" ball of raw magical energy from
the palm of his hand. Upon hitting its target or traveling its full
range, it explodes into a 10’ radius. The ball will expand from its
center point, filling the radius as completely as possible, but it will
not expand more than 10’ from its center point. This is a Tiny
attack in terms of size and the attack is made on the Holy Attack
table. Raw magical energy is very colorful, its surface coruscating
in a rainbow of colors. The caster’s skill in this spell is also his OB
for the casting of the spell.
SCALING OPTIONS:

Increase Attack Potency
 (per each attack size increase) +2 PP
Increase Range (per +50’) +1 PP
Increase Radius (per extra 10' radius) +2 PP

MYSTIC BLADE
PP COST:  5
RANGE:  Touch
DURATION:  2 rounds/rank
SPELL TYPE:  Utility
RR:  —
SPHERES:  Mage
DESCRIPTION:  This spell requires that the caster a specially
prepared weapon hilt as its focus. The hilt is just that, a hilt,
but where the blade would normally extend from the hilt is
instead a piece of polished crystal. When cast this spell creates
a blade of solidified magical energy, coruscating with a
rainbow of colors, which may be used as a normal blade, so
long as the caster is holding the hilt. The size and shape of the
blade are up to the caster and defined by the hilt he has
prepared as the focus, but the blade attacks using the Magic
Attack table, as a Tiny attack, rather than the size or type of
critical normally associated with a bladed weapon. This
weapon is treated as magical, but provides no bonus to the
caster’s attack. The hilt may be created using the appropriate
skills (a Medium maneuver to craft) or may be purchased
from an appropriate craftsman for 2gp. The character must
use the appropriate weapon skill when wielding this weapon.
SCALING OPTIONS:

Increase Attack Potency
 (per each attack size increase) +2 PP
Increase Bonus (per each +5 to OB) +2 PP
Increase Duration (5 rounds/rank) +4 PP
Increase Duration (10 rounds/rank) +6 PP

MYSTIC BOLT
PP COST:  5
RANGE:  50’
DURATION:  —
SPELL TYPE:  Directed Attack
RR:  —
SPHERES:  Mage
DESCRIPTION:  Caster shoots a 1/2" bolt of raw magical
energy from the palm of his hand. This bolt does a Tiny
attack on the Holy Attack table. For each increase in size of
the attack, the bolt is increased 1/2" in size. The caster’s skill
in this spell is also his OB for the casting of the spell.
SCALING OPTIONS:

Increase Attack Potency
 (per each attack size increase) +2 PP
Increase Range (per +50’) +1 PP

MYSTIC BOW
PP COST:  5
RANGE:  Touch
DURATION:  2 rounds/rank
SPELL TYPE:  Utility
RR:  —
SPHERES:  Mage
DESCRIPTION:  This spell is used to temporarily enchant a bow
so that it magically produces the ammunition required, and
may be fired a maximum of once every round. All attacks with
the enchanted bow are resolved on the Magic Attack table as a
Tiny attack. For each increase in attack size above Tiny, the
bow takes an extra round to form the ammunition. Thus a
bow enchanted to fire magical missiles that do a Small attack
would be usable every other round, while those that do a
Medium attack would be usable every third round, and so
forth. This spell only works on regular bows and not
crossbows due to how the string is required to be drawn.
SCALING OPTIONS:

Increase Attack Potency
 (per each attack size increase) +2 PP
Increase Bonus (per each +5 to OB) +2 PP
Increase Duration (5 rounds/rank) +4 PP
Increase Duration (10 rounds/rank) +6 PP

SHOCK WAVE
PP COST:  7
RANGE:  50’
DURATION:  -
SPELL TYPE:  Directed Attack
RR:  —
SPHERES:  Mage
DESCRIPTION:  When cast, this spell sends forth a wave of
pure magical energy that makes attacks on the Martial Arts
Sweeps/Unbalancing Attack table. This energy wave will
attack all targets within a cone, extending up to 50’ from the
caster. The cone is 10’ wide at its far end.
SCALING OPTIONS:

Increase Attack Potency
 (per each attack size increase) +2 PP
Increase Cone (per +5’ length/+5’ width) +2 PP


