

































































































































































4.1) TACTICAL
The tactical scale
encounters. See 4.4.

is used to resolve all combat and

4.2) GRAND TACTICAL

The grand tactical scale is used to map large encounter
areas, i.e. cities, ruins, villages. It should only be used for this
purpose.

4.3) STRATEGIC

The strategic scale is used to map large areas of terrain. The
Basic Movement rate, in miles per Strategic Turn, equals the
MR determined for the Character or other creature. The
Referee may modify these values based on the terrain, the
speed with which the Players wish to move and other factors.
Whether he does so is entirely at his discretion. If desired, a
base speed of 10 miles per strategic turn, walking, 20 miles per
strategic turn, riding, and 40 miles per strategic turn, flying,
may be used for all parties.

4.4) TACTICAL COMBAT

Each tactical turn is divided into four phases. Each phase
represents 3 seconds of elapsed time. The number of Move-
ment Points that are available in each phase are determined on
the chart below depending on the Movement Rate (MR) and
the Phase being played.

PHASE MOVEMENT TABLE

PHASE PHASE
MR 1 2 3 4 MR 1 2 3 4
0 0 0 0 0 16 4 4 4 4
1 1 0 0 0 17 5 4 4 4
2 1 0 1 0 18 5 4 5 4
3 1 1 1 0 19 5 5 5 4
4 1 1 1 1 20 5 5 5 5
5 4 1 1 1 21 6 5 5 5
6 2 1 2 1 22 6 5 6 8
T 2 2 2 1 23 6 6 6 5
8 2 2 2 2 24 6 6 6 6
9 3 2 2 2 25 7 6 6 6
10 3 2 3 2 26 7 6 7 6
11 3 3 3 2 27 7 7 ) 6
12 3 3 3 3 28 7 7 3 7
13 4 3 3 3 29 8 7 7 7
14 4 3 4 3 30 8 7 8 7
15 4 4 4 3 31 8 8 8 7
32 8 8 8 8

For determining the Phase Movement Rate (PMR) for MRs
in excess of 32, divide the MR by 4. This value is assigned to
each phase. Any remainder is assigned, 1 per phase, in phase
1,3,2,4 order.

EXAMPLE—A Creature has an MR of 50. 50/4 = 12 with 2 remain-
ing. The PMR for the Creature is 13/12/13/12.

4.41) MOVYEMENT ORDER

Within each phase, the creature with the highest PMR will
move first. If a tie exists, Characters will always move before
creatures or non-characters. If Characters are tied, the
Character with the highest Agility will move first. If this does
not resolve the tie, continue with; 1) Highest CEL, 2) Lowest
AV, 3) Tallest, 4) Lowest Weight. If it is still unresolved, the
Character’s should take turns moving first.
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4.5) THE PHASE SEQUENCE

The major combat actions are resolved in the following
order:

[)  MANA ALLOCATION
80 MissiLE FIRE
I11)  Macic EFFecT
1V) MOVEMENT AND MELEE

4.51) MANA ALLOCATION

During this phase, any magic-users that wish to cast magic
will allocate the necessary mana. The number of Mana Points
that a magic-user can cast in one phase equals (MEL + EL)/2,
rounded up. The spell cast will not go into effect until all
points cast for it have been allocated. When they have, it takes
effect in the Magic Effect phase immediately following.
EXAMPLE—An MEL 4 Wizard casts a 4 point spell. He can cast 3
Mana Points per phase with that spell. On the Mana Allocation in
which he casts the final Mana Point, the 2nd phase of casting, the spell
is complete. It will take effect in the Magic Effect Segment of the 2nd
Phase.

4.511) If the magic-user is damaged while casting a spell, i.e.
before all mana has been allocated to it, the spell will not take
effect and any mana cast is lost. He must start over to cast the
spell.

EXAMPLE—In the case above, if the Caster took an arrow after
casting the initial 3 Mana points the spell will not take effect and the
points cast are lost.

4.52) MISSILE FIRE
All projectile weapons and thrown missiles are used at this
time.

4.521) Damage scored by arrows, quarrels, pellets, darts and
other small projectiles, that score damage against an armor
wearer, will not damage the armor that is worn. The penetra-
tion that occurs when they inflict their damage is at no time
sufficient to count as real damage for the armor, though it
does damage the wearer.
EXAMPLE—An arrow scores 13 hits on a person in Plate Mail. Four
hits are blocked by the armor. The wearer takes 9 hits, the armor’s DR
is not reduced by the arrow.

A quarrel strikes a shield, doing 20 hits. It is firmly imbedded in
the undamaged shield, and probably the shield arm of the shield-user.

4.522) If the Missile Weapon is being used from horseback,
i.e. mounted, the firer may fire it during the Missile Phase.

If he does not choose to do so, he may fire during the
Movement and Melee Phase at any point of his move.

The MP cost to fire a weapon during the Movement and
Melee Phase is 3 MP for a Bow and 2 MP for a thrown
weapon.

EXAMPLE—The PMR of the Mount is 7 for the Phase. If the
Character fires his Bow on the move he may only move 4.

4.53) MAGIC EFFECT

In the magic effect phase, any spell that has received all
of the mana required for it to take effect will be resolved.
The effect of all spells are resolved using the Magic Table, sec-
tion 6.13.

4.6) MOVEMENT AND MELEE

During this Phase, all combatants will move and all combat
will be resolved. Whenever a combatant enters a hex, moves
within 1/2" or is in range of the melee weapons involved on
either side, the combatants involved will have the option to
fight. If either chooses to do so, both lose their remaining
movement for the phase. When all movement has been com-
pleted, they will fight.



4.61) OPTION—If a Character does not wish to fight, and he
is faster than a combatant that does, he may refuse combat by
moving out of the range of his enemies attack. If the refused
combatant wishes to do so, he will be allowed a free attack
against the Character, The free attack is allowed if:

A) The combatant can follow the Refuser at least ONE

HEX during the phase that combat was refused.

B) No other person engages the refused combatant during

the same phase as the refusal.
4.62) If two combatants start the phase within range to fight,
and either wishes to do so, combat is mandatory as specified
above.
4.63) MOVEMENT MODES

Two movement modes apply for all combatants, Stationary
and Charge.
4.631) FOOTMEN—Any unmounted Character, or any
creature with an MR of less than 15, is considered to be a Foot-
man. Footmen are considered to be stationary if they do not
move at all. (This excludes changes of facing within the hex
that the combatant is in). Footmen that move are Charging.
4.632) MOUNTED—Any Character that is riding, or any
creature with an MR of 15 or greater, is considered to be
Mounted. If a Mounted person moves 25% or less of his
PMR, he is stationary. If he moves faster, he is charging. For
the effects of these Modes see Mounted Combat and
Horsemanship. (Creatures that are classed as mounted, may
attempt to trample when fleeing. Their CV/3, rounded down,
should be used as their rating.)

4.77) SCIMITAR—The Scimitar and the Tulwar. When they
are used from the back of a Charging Mount, add ONE to the
WSB.

4.78) MACE—The Mace, Hammer, Flail and Club. On Deadly
and Severe damage, add 1 to the damage inflicted. Against
Shields, subtract 1 from the damage inflicted. Subtract one
from damage if the weapon is used by a Charging Footman.
Add 1 for a Flail used by a Charging Mounted combatant.
4.79) SWORDS—Lighter swords. Used as for Broadsword
from Horseback. No deduction applies when they are used
while charging on foot. If used as a Missile Weapon, roll on
the Other Missile Weapon line adding 10 to your roll.

4.80) OTHER WEAPONS—Throwing Axe, Javelin, Dagger,
Throwing Dagger. These are weapons that are short or that are
primarily meant to be thrown. If they are thrown, they strike
before Polearms. If not, they strike last.

4.81) CALTROPS—Caltrops are a spiked nuisance weapon.
They are spread in front of the defender as a defense against
mounted attackers. The Referee may decide to ignore them in
play. If you wish to use them, the OCV will be equal to the
number of Caltrops spread along the line that the mounted
creature must pass. If a hit is scored, they will do 1D6 hit
points and will break the charge if the damage scored or less is
rolled on 1D10. Caltrop damage is unaffected by Armor.
EXAMPLE—S8 Caltrops are spread in the area that a Knight charges
through. Rolling with an OCV of 8, i.e. on line + 8, a hit is scored.
Rolling 1D6, 3 points damage are inflicted on the horse. Rolling 1D10,
a 1-3 will indicate that the Charge is broken. No charge benefits are
received by the opponent if the charge is broken.

4.7) WEAPON CLASSES
The classes below are listed in Attack Order priority.

4.71) POLEARMS—The Halberd, Polearm and Boar Spear
fall in this class. When they are used by a Stationary Footman,
the parenthesized WSB listed for them will apply. At all other
times, it will not.

When a Polearm is used against a Charging, Mounted op-
ponent, DOUBLE the parenthesized WSB.

Polearms may be used to attack into adjacent hexes. No
WSB increases apply if the weapon is used while charging.

4.72) HEAVY LANCE—The WSB only applies when it is
used from a Charging Mount. Against another Charging
Mounted target, the WSB listed is DOUBLED if a hit is
scored.

4.73) SPEARS—The Spear and Light Lance are used at this
time. For the Light Lance, the WSB will only apply on the
Charge when it is thrown or used as for the Heavy Lance.
Spears may be used in the same way but will garner no addi-
tional effectiveness. If a Spear is used while charging on foot,
add 5 to your roll. Either may be thrown from a Stationary
position.

4.74) STAFF—May only be used while on foot. If it is used
while charging, add 5 to your roll. On Deadly Hits, double the
WSB.

4.75) HEAVY SWORDS—The Great Sword, Bastard Sword
and Broadsword. The Great Sword may not be used while
mounted. If the Bastard Sword is used while mounted, add 5
to your roll. No restriction applies on the Broadsword. When
any of these weapons are used while charging on foot subtract
1 from the damage scored.

4.76) AXE—The Axe and the Battle Axe. The Axe is used
from Horseback as for the Broadsword. The Battle Axe is used
as for the Great Sword. No deduction applies if they are used
while charging on foot.
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4.9) CREATURES
The table below gives the Attack Order of creatures, based
on the weapons above and the OCYV of the creature.

ATTACK PRIORITY TABLE

ORDER WEAPON CLASS CREATURE OCV
1 Thrown Weapon oE
2 — 7+UP
3 Polearms 13-16
4 Heavy Lance —
15 Spear/Light Lance 9-12
6 Staff —
7 Heavy Sword/Axe 6-8
8 Scimitar/Mace —
9 Sword 35
10 Other Weapons 0-2

In case of ties, Characters will always attack first. If both
combatants are Characters, ties are broken as for movement
ties. Use Dexterity as the first tie breaker instead of Agility.

4.91) MAGIC WEAPONS—The Attack Priority for a Magic
Weapon equals the order listed for the Weapon type minus
EL/2, rounded up. The best priority that a throwable weapon
can have is zero, i.e. before all thrown Weapons. The best
priority that any other Magical Weapon can have is 2.

4.10) FACING

Unless a combatant has a strong
tail, or other weapon that can be used
in the rear, he may only attack op-
ponents that are located to his front.
The front is a 180 degree area
radiating from one side of the
counter, or figure, that represents the
combatant to the other.

The flank of an opponent are 60
degree areas adjacent to the front on either side of the counter
or figure.
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If the MEL is greater than 20, subtract ONE from the
magic-user’s roll per excess MEL. Roll on the 20+ UP line to
resolve the affect of his spell.

NOTE—As a note of interest, or if terminology is important in
your world, the MELs indicated by the lines above yield the
following titles in a magical society:

TlTLE

=l

Magluan mexpenenced
Sorcerer/Wizard, experienced
Mage, highly experienced
*  Great Mage/Master, renowned and deadly

The terms above Jfor magic-user relative status, are derived
Jrom the base chances that they have on the magic table. An
apprentice has a better chance of failure than of success, ex-
cept at MELS. A magician has a better chance of success than
of failure. A Sorcerer/Wizard only experiences abysmal
Sfailure due to the strength of the target that he is attempting to
effect. A Mage has twice the chance of success as of failure.
The Great Mage exceeds standard limits with more than three
times the chance of success as of failure and a base success
chance over 80%. For the sake of your game, magic-users with
an MEL of 11 or higher should be rare AND well known in the
area where they reside; to natives of that area. A person with
that kind of power seldom goes unnoticed.

6.131) TABLE EXPLANATIONS

SUCCESS—The spell has its listed effect. Magic Expertise,
Magic Experience and Characteristic Points are gained as
specified in Book One.

FAILURE—The spell is cast improperly. It does not work or
has a negligible effect. All mana expended is lost. One Exper-
tise Point is gained in the spell used.

ABYSMAL FAILURE—Failure of this nature indicates that
the force shaped to create the magic has breached the Caster’s
defenses and turned on him. The effect of this occurrence is
determined rolling D100 on the table below. This roll is
modified by subtracting your EL x 2 in the spell cast.

THE ABYSMAL FAILURE TABLE
[’_FFF( T

13 The (as(er suHers I)100 pomls loss to hls Enurt.) Level.
If lhe Energ\ Le\ eli is redu:.ed to zero or Iess he is dead

The effecl of the spell is suffered by the (aslcr and none
other. If it is a spell that is only stopped by the Caster’s
death, it must be dispelled to stop the effect. All effects
are subjeul to qudmauon by the Rtferee

16-30

61-90 Lose 2[)6 pomls from BOTH Energy Le\el and (asnnE
Ability. The Caster is stunned, and incapable of casting
any magic, or moving, for a number of phases equal to

the_number of Encrg) Poinls thus lost.
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EXAMPLE—A spell with an EL of 2 results in Abysmal Failure. The
roll on the table above is 49. 49 — (2x2) =45. The Caster loses 2D10
Mana Points and passes out for the number of hours rolled.

NOTE—Abysmal Failure occurs if the roll is greater than or
equal to the number rolled, after all modifications for EL and
MDYV have been made.

In Success, any roll, after modification, that is less than 01
equals 01.

If a specific effect of Abysmal Failure is noted for a spell,
that effect is used. In all cases where the result of Abysmal
Failure is ambiguous, the Referee will ejudicate it such that the
result is detrimental to the caster.

6.14) POISON

The effect of poison is resolved on the Magic Table. All
poisons have a Base Line (BL) listed for them. This is the line
that is used on the magic table. In resisting poison, the victim
will add his (StB + CB) x 2 (his Poison Resistance) to the roll.
The results have the following meaning:

A) SUCCESS—The poison has its affect on the target.

B) FAILURE—The victim loses 2D10 + BL energy points.
If the energy level of the victim reaches zero or less, the
poison has its listed effect. If the effect is not immediate
death, the victim’s energy level is increased to its pre-poison
level before the effect takes place.

C) ABYSMAL FAILURE—Abysmal Failure has no effect
on the victim.

6.141) POISON EFFECTS
Various types of poison exist in this game. When they suc-
ceed, the following effects will be applied:

A) IMMEDIATE DEATH—The victim loses 2D10+ 20
energy points per phase. When the energy level is zero or
less, he is dead.

B) DEATH—Lose 1D10+BL energy points per two
phases. When the energy level is zero or less, the victim is
dead.

C) SLOW DEATH—Lose BL energy points per turn.
When the energy level is zero or less, the victim dies.

D) PARALYSIS/PARALYTIC—The victim is paralyzed
for TWO hours times the BL of the poison.

NOTE—The four poison forms above are the basic forms that
exist. Others are possible. Those that are, are explained where
they apply.

IMPORTANT—AIl energy losses are temporary. When the ef-
fect of the poison ends, the points are regained as specified in
Book One, section 1.3253. They are used above to determine
how long it will take a given type of poison to effect a given
victim. The life can be saved if the Character is helped before
the poison has a terminal effect on him.

6.15) DISEASE/PLAGUE

The effects of all Diseases and Plagues are resolved on the
Magic Table. The rolls that apply in this case are as specified
for Poison in 6.14.
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EXCEPTION—Education requires concentration on the sub-
ject. If the Character does ANYTHING else while he studies,
reduce the expertise gain by ONE. A person without book,
scroll or instructor cannot do anything else while he studies
magic.
7.43) EL MAXIMUMS

A magic-user is limited, by his characteristics and ex-
perience, in the maximum EL that he can attain in any spell.
The table below applies for this factor:

Macic PATH ForMmuULA
| Wizardry (I1+MEL)/10, round down
Sidh Magic (Em+MEL)/10, round down
Shamanism (W +MEL)/10, round down

7.431) The table below gives solutions to the formulas above.
In all cases, ““X”’ in the heading equals the characteristic that
applies for the magic-user that is reading the table, depending
on his magic path.

(X +MEL)/10 MaxmmuMm EL | (X +MEL)/10 Maximum EL
: 19 0 70-79 7
10-19 1 80-89 8
2029 2 90-99 9
30-39 3 100-109 s 10
40-49 4 110-119 11
50-59 5 120-129 12
- 60-69 6 130-139 13

Where the total value exceeds 139, continue the established
igrogression.

7.44) BOOK OR SCROLL CASTING

A Wizard or Natural Magician may, at his option, attempt
to cast a spell that he has not learned by reading it from a Book
or Scroll that is in his possession.

In doing so, the Caster will add (EL x 2) — MEL to his roll.
In all cases, EL is the EL of the spell being read and MEL is
the MEL of the Caster. Unless the Caster takes the time to
analyze the spell magically he will only be reciting a formula.
He will not know exactly what his success will create or cause
to happen.
7.441) The time required to cast a spell in this way is determined
using an EL of 0.

7.442) If the Caster knows the spell that he cast from the book
or scroll, the EL of the spell written in that book is used in
determining casting speed. The EL possessed by the Caster is
used in modifying the roll on the Magic Table. The effects of
the spell are determined using the EL of the book or scroll.
7.45) FAMILY SPELLS

Certain spells, listed as “POWERS’’ grant the ability to
cast more than one spell. When a family spell is gained, the
Caster gains every spell in the family at an EL of 0. From that
point on, the EL of each member spell is increased individually
through its specific use or study.

7.5) EL EFFECT

The EL possessed in ALL spells affects the potency of the
spell when it is cast. In all cases, the description of each spell
specifies formulas that apply for each basic function of that
spell.
EXCEPTION—In certain cases, the statement:

EL factor applies as a power
appears. This statement indicates that the EL+ 1 is used as a
power of the base number given.
EXAMPLE—The listing reads:
DURATION—2 weeks (EL factor applies as a power.)

If the EL is three, this indicates that the Duration is TWO to the
fourth power weeks. If it is ten, the Duration is TWO to the eleventh
power weeks.
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NOTE—A Table of Squares appears at the end of this book to
determine the correct value for these multiplications.

7.6) LESSER ELs

Magic-Users may cast a spell at any EL equal to, or less

than, the HIGHEST EL that they are capable of. Regardless
of the EL that they cast it at, the EL modifier that will apply
will be that normal for the Highest EL that the Caster is
capable of. All effects of the spell will be as for the actual EL
cast.
EXAMPLE—A Sidh Magician is capable of EL6 EIf-Shot. He casts it
at EL2 to save Mana. The Roll Modifier is 12, normal for EL6. The
effect of success is as normal for EL2. (If the spell is an Abysmal
Failure, the Highest EL applies as the modifier on that table).

7.7) DAMAGE EFFECT ON SPELL CASTING

As specified previously, if the magic-user suffers any
physical damage, i.e. Hit Point Damage, his concentration is
broken and the spell does not take effect.
7.71) The Concentration of a magic-user is NOT broken by
the loss of Energy Points. Such loss will however, possibly,

diminish the amount of Mana that is available to him. See
1.3253 in Book One.

7.8) MAGIC DEFENSE

Each Character and creature in the game has a Magic
Defense Value (MDYV). This value is added to a magic-user’s
roll in defense against spells that he casts.
7.81) If the target of a spell wishes to be affected by it, the
MDYV may be subtracted from the magic-user’s roll.
EXAMPLE—A Wizard casts Might. The warrior wants it. His MDV
is 4, the EL is 3. The modifier subtracted will be 4 + (3x2).
7.82) Magic-Users have increased MDV’s due to their training
and ability to use magic. If a magic-user is ambushed by a
spell, this increased value will NOT apply. The MDYV that will
be used in this case will be the Mana Level of the magic-user
ambushed.
EXAMPLE—A Shaman has MDV12, Mana Level 7. If he is ambushed
his MDYV is 7 instead of 12.
7.83) Creatures that have magic ability, that are ambushed
magically, will have their MDYV reduced 50%, rounded down,
in resisting the affects of the spell.
7.84) All magic items have MDVs equal to the MEL + EL of
the magic-user that created them.

7.85) The Referee may assign positive or negative MDV
modifiers in special circumstances.

7.851) An assigned MDYV modifier is warranted in the follow-
ing general circumstances:

A) The magic is used in an unusual way for something

other than its basic purpose.

B) The circumstances in which the spell is used are markedly

in favor of its success or failure. (Due to the physical sur-

roundings or the spiritual influences that pervade the area.)

EXAMPLE—Casting a Chaos spell in a temple dedicated to

another alignment would call for a modifier lessening the chance

of that spell’s success. The size of the modifier would depend on
the actual place where the attempt is made and the alignment
involved.

The Referee will be the sole judge in weighing these factors.
7.852) The basic modifiers that the Referee may assign in
7.851 range from + 25 to —25. If the modifier is positive, the
chance of success is reduced when it is added. If it is negative,
the chance of success is increased when it is added.
EXAMPLE—The roll is 59. If the modifier is — 10, it becomes 49. If
it is + 10, the roll becomes 69.























































































































































































































































































1.6+1.8 .8

20

40

10 12 14 16 18 20 24 : 6 40

20 24 28 32 36 40 48 56 64 T2 80

01-30 Tiny 1D6+1 4 2to7
56-80 Medium (2D10+5) %2 32 14 to 50
100 Immense (2D10+5)x10 160 70 to 250

Tiny D100+ 10 11
Medium iDI10+1 4

Immense 2D6-1 1







01-50 None None None None None

7690 1D6+1 1D6 1D6+2 1D3 None

98-100 None None None 2D6+2 2D6+4




41-60 5

| 7688 7

26-40 4

Tiny 40% 30% 50%
Medium 10% 5% 15%
Immense 2% 1% 2%

1+2 Magical Poison*

35 1D6+1

8+9  1D3+1
12+13 2D6

4+5 Death

8+9 Debilitating**

12+ 13 Paralytic Acid***

59














































































































































































































































