
Combat Actions Table for:  _______________ 

Round:   _____ 

Initiative: _____ 
 

Initiative = 2d10 + Qu mod. 
 

Initiative Modifiers: 
Surprised               -4       Taken more than 50% hits    -4 
Declared Movement       -1 per 10% declared movement 

Melee Initiative Modifiers: 
Stronger Combatant +1   One Hand Free                     +1 
Higher Position        +1   Longer Weapon                    +1 
Longer weapon when either combatant is charging     +3 
Pole Arm 1st round  +5   Pole Arm 2nd round             -1 

Action Phase Maneuver Modifiers: 
 

Snap -20    Normal +0    Deliberate +10 
 
Canceling Actions: 
When canceling less than 60% activity you may: 

• Move 10% in the Deliberate Action Phase. 
 

When canceling more than 60% activity you may: 
• Move 50% in the Deliberate Action Phase. 
• Melee in the Deliberate Action Phase (-40 OB). 
• Maneuver/Spell in the Deliberate Phase (-40 mod.). 

 
Opportunity Action: 
A declared action may be put in "Opportunity mode" (all 
further actions are nullified), and delayed until you wish 
to resolve it.  You may still move 20% at the end of the 
deliberate phase while still holding the opportunity action. 

Active Spell: ___________ 
Total Duration: ______ Rnd/Min/Hr/Day 

                     

                     

                     

                     

Misc: ________________ 
                    
                     

                    
____________________ 
                    
                    

Movement 

Action 
Total 

Activity 
% 

used 
Action 
Phase 

Movement as a 
Snap action          1-20%  S  NNN  DDD 
Movement as a 
Normal action      1-50%  SSS  N  DDD 
Movement as a 
Deliberate action  1-80%  SSS  NNN  D 
Post Deliberate 
movement 

Any 
remaining  SSS  NNN    DDD 

Pace used: ___________   Distance:  ___________   
 

  

Charging an opponent will give +1 OB/10' per round of speed to 
both attacker and defender.  Longer weapon strikes first.  Double 
concussion damage for pole arms. Penalties to charger's attack are 
according to Moving Maneuver difficulty: 
Routine    0  Medium      -25  Ext. Hard    -100 
Easy       -5 Hard           -50 Sheer Folly -150 
Light     -10 Very Hard  -75 Absurd        -200 

Disengage from melee
(May move 10') 25%  S  N  D 
   
Standing up from a 
seated position   10%  S  N  D 
Standing up from 
"on knees/ crouch" 20% S  N  D 
Move from prone to 
"on knees/crouch" 30%  S  N  D 
Standing up from a 
prone position   50%  S  N  D 
Rapid drop to the 
ground   10%  S  N  D 
Careful drop to the 
ground 20%  S  N  D 
Picking something 
off the ground   30%  S  N  D 
Dropping something 0%  S  N  D 
    

Relaxed swim 50%  S  N  D 
Hard swim   90%  S  N  D 
    

Climbing 60-100%  S  N  D 

Skill 

Action 
Total 

Activity 
% 

used 
Action 
Phase 

Moving  
Maneuver 

Depends on 
pace/distance  S  N  D 

 

Action/Skill used: ______________________ 
 Apply charging mods. if attacking after maneuver 
   

Static Maneuver
Depends on skill 50-100%  S  N  D 
 

Action/Skill used: ______________________   
 

Alertness/ 
Situational Awareness 10%  S  N  D 
Rapid Observation 
maneuver (-40) 30% S  N  D 
Half Observation 
maneuver (-20)   50%  S  N  D 
Full Observation 
maneuver (+0)   70%  S  N  D 
    

Hiding 20%  S  N  D 
Stalking   50%  S  N  D 
    

Controlling a 
mount 10-100%  S  N  D 
Mounting a riding 
beast 50% S  N  D 
Rapid dismount 
from a riding beast 20%  S  N  D 
Careful dismount 
from a riding beast 50%  S  N  D 

Spell 
Preparing a spell 90%  S  N  D 
Casting a non 
instantaneous spell 75% S  N  D 
Casting an 
instantaneous spell 10%  S  N  D 
    

Concentration 50%  S  N  D 
   

Combat 

Action 
Total 

Activity 
% 

used 
Action 
Phase 

Full melee attack (+10 OB) 
Specific target must be declared   60-100%  S  N  D 
Press & melee attack 
Target must be adjacent 80-100%  S  N  D 

 
 

React & melee (-10 OB) 
May move <50' & attack anyone 80-100%  S  N  D 

 
 

Throw & melee action 
(-20 OB for both attacks) 100%  S  N  D 

 

OB transferred to Parry   
 

Drawing a weapon 
(Successful Quickdraw = 0%)   20%  S  N  D 
Changing weapons   50%  S  N  D 
Shifting a weapon 10%  S  N  D 

 

Making a missile attack 30-60%  S  N  D 
 

Parrying a missile attack 50%  S  N  D 
 

Reloading a sling/short bow 50%  S  N  D 
Reloading a composite bow 60%  S  N  D 
Reloading a long bow 70%  S  N  D 
Reloading a light crossbow 160%  S  N  D 
Reloading a heavy crossbow 220%  S  N  D 
    

Stringing a short bow 200%  S  N  D 
Stringing a composite bow/ 
long bow 300%  S  N  D 

If not disengaging, adjacent attackers may cancel actions 
and attack before the character runs away. 

May move to follow target and attack in the same  
action phase; half OB penalties from movement. 

Movement and attack occur in the same phase;  
apply normal OB penalties due to movement.   
If hasn't attacked, may move 50% at the end of the round. 




