


ATK Maneuvers

BASH: When you fiercely assail a single target, roll +the relevant Natural Stat +BASH.
Victory: deal R damage +PUNISH. Wash: deal R damage, or R damage +PUNISH, and
lose 1 Durability. Defeat: miss.

BOMBARD: When you move amongst a crowd and deal a flurry of blows, roll +the
relevant Natural Stat +BOMBARD. Target up to 5 creatures within Short Range of
another, at least one of which is within your weapon range. Victory: deal R damage to
each creature. Wash: deal R damage to one creature, and lose 1 Durability. Defeat: deal
no damage, and lose 1 Durability. Add best Favor and worst Disfavor together to
determine your Favor for a BOMBARD.

BIND: When you wrestle a target of similar size to yourself into your grasp, roll +the
relevant Natural Stat +BIND. Victory: bind the creature. Wash: do not bind the creature,
or bind the creature, and take 1d10 damage. Defeat: do not bind the creature, and take
1d10 damage. Bound creature can’t move or take Actions, except attempt to free itself.
Favor 2 on BASH rolls (not made by grappler) against bound creature. ROWDY to
attempt freedom. Victory/Wash: freed. NPC must use Strike for freedom. If a Pitch is
used instead, grappler can roll BIND to prevent escape; keep hold on Victory/Wash. The
grappler can move with bound creature, and release the creature at will, throwing them
prone. If grappler takes ROWDY Action, other than aforementioned BIND, creature is
freed. If grappler throws creature into immediate danger, grappler makes a ROWDY
Action, succeeding on Victory and freeing creature regardless. Favor 1 on BIND against
exhausted creature.

BAG: When you snatch or knock away something worn or carried by another creature,
roll +the relevant Natural Stat +BAG.

Worn:

Victory: swipe the item without their knowledge.

Wash: unable to swipe the item, or able to swipe it, but the creature notices.

Defeat: unable to swipe the item, and they notice.

Carried:

Victory: knock it away. Can pick up with a ROWDY roll. (Victory/Wash: you pick it up.
Defeat: enemy picks it up.)

Wash: unable to knock it away, but it loses 1 Durability.

Defeat: unable to knock it away, you are disarmed instead.



: When you stand steadfast and block incoming damage or danger, roll +the

relevant Natural Stat . Victory: block all damage. Wash: block half of damage.
Defeat: block no damage.

: When you nimbly dodge away from incoming damage or danger, roll +the
relevant Natural Stat . Victory: dodge all damage. Wash: dodge all damage, and
fall prone (or other status effect). Defeat: dodge no damage, and fall prone (or other).

: When you dexterously deflect incoming damage or danger, roll +the relevant
Natural Stat . Victory: deflect half damage, Favor 2 on next ATK against

attacker. Wash: deflect half damage, Favor 1 on next ATK against attacker. Defeat:
deflect half damage.

: When you aid another creature amidst a chaotic struggle, roll +the relevant
Natural Stat . Victory: restore R ED. Wash: restore R/2 ED, or restore R ED and
stun creature you aid. Defeat: restore no ED and stun creature.

Defeats do not provoke GM Action. Washes still provoke Pitches. Rolls to avoid
damage take 0 Beats. If you take any damage, you suffer all other ill effects of an
attack. You can make a roll instead of an ally within Short Range.

When you stage a performance of the soul to achieve a magical effect, roll
+HARMONIC. Victory: Lullaby works, spend no ST. Wash: Lullaby fails, or Lullaby works,
and spend ST (based on Intensity). Defeat: Lullaby fails, and spend ST (based on
Intensity).

Intensity must be determined before the roll is made, or is assumed to be
Intensity 2.

If a Lullaby uses a Lyrical supply made by another Lullaby, take Favor 1. This
Favor increases by 1 each time the Combo chain is continued.



A restrained creature cannot move and must use next Action (ROWDY Surefire) to
free itself.

While prone, ROWDY Actions are rolled at Disfavor 1, and ATK/ rolls against
the creature get Favor 1. Can take an Action (ROWDY Surefire) to get up.

A stunned creature cannot move and must use next Action (WHIZ Surefire) to
recover.

A crippled creature takes all Actions at Disfavor 1, and ATK/ rolls against the
creature get Favor 1.

A slowed creature makes ATK rolls at Disfavor 1, and rolls against the
creature get Favor 1. Must take ROWDY Surefire Action to enter/exit Short Range of a
hostile creature.

A blinded creature rolls ROWDY Actions at Disfavor 1, and ATK/ rolls against
the creature get Favor 1. Creatures that don't rely on sight are immune.

A frightened creature must use next Action to move a Medium Distance from the
object of its fear (ROWDY Surefire).

A hasted creature makes ATK or rolls at Favor 1, and rolls against the
creature get Disfavor 1.

An exhausted creature cannot use Elbow Grease.

An unconscious creature cannot move or take Actions.

A vulnerable creature dies if it takes damage.

A creature who touches an ignited object takes 5 damage every Beat until they
take a ROWDY Surefire Action to smother the flame, it is otherwise doused, they are
no longer contacting the object, or 5 Beats pass. Objects held or worn by a creature
cannot be ignited unless the creature is restrained, prone, slowed, or unconscious.

A creature attempting to cross slippery terrain rolls a ROWDY Action. Defeat: fall
prone. For NPCs: Pitch to cross, Strike to not fall.

A creature attempting to cross dangerous terrain must roll a ROWDY Action.
Defeat: take 1d10 damage. For NPCs: Pitch to cross, Strike to avoid damage.
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