




TABLE 10.3: CLOSE COMBAT WEAPONS

PARRY DAMAGE

MELEE WEAPON MODIFIER (+ STR modifier)
Ahn-woon –3 1d3+grapple

Axe –1 2d6+2
Bat’leth +2 2d6+5

Club +1 1d6+1
D’k tahg –2 (–1) 1d6+2

Knife –2 1d6+2
Lirpa +1 2d6+4 (blade)/2d6+1 (club)

Mace –1 2d6+1 (2d6+3 if spiked)
Mek’leth +1 2d6+3

Staff +2 1d6+2
Stunrod –2 1 + stun (power setting 1 to 3)

Saber +1 2d6+1
Sword +0 2d6+3

HIT LOCATION TABLE

2d6 BODY PART TN MODIFIER

12 Head or Neck (attacker’s choice) +12
11 Head +12

10 Torso (2d6: vitals on 9-12) +6 (+12)
9 Arm (off-hand/left) +9

8 Torso +6
7 Torso +6

6 Arm (dominant/right) +8
5 Leg (dominant hand’s side/right) +8

4 Leg (off-hand’s side/left) +8
3 Hand (1d6: dominant on 1-4, off-hand on 5-6) +10

2 Foot (1d6: right on 1-3, left on 4-6) +10

INJURY AND FATIGUE

WOUND LEVEL PENALTY FIRSTAID/STAMINA TN

Dazed –1 10
Injured –3 15

Wounded –5 20
Incapacitated –7 25

Near Death –9 30

FATIGUE LEVEL PENALTY RECOVERY TIME

Winded –1 10 minutes
Tired –2 1 hour

Fatigued –4 2 hours
Exhausted –8 4 hours

Collapsed unconscious (–10) TN 10 Stamina*

*To recover to Exhausted, a collapsed character must succeed on a

Stamina test against TN 10 (to which a –10 Fatigue penalty applies. Make
a test once per round in combat, or once per minute outside combat. A

successful TN 10 First Aid test lowers the Stamina TN based on degree of
success (marginal –3, complete –5, superior –10, extraordinary –20).





PACE & MOVEMENT ACTIONS

ACTION COST BMR EFFECT FATIGUE TIME TEST

Crawl/Step 1 x 0.33 move 2 m 6 hrs/3 hrs no test
Walk 1 x 1 move 6 m 4 hrs/2 hrs no test

Jog 1 x 2 move 12 m 2 hrs/1 hr no test
Run F/R x 3 (x 6) 36 m per round 1 hr/30 min Run (TN 5+)*

Sprint F/R x 4 (x 8) 48 m per round 10 min/5 min Run (TN 10+)*
Swim 1 x 0.4 move 2.4 m 1 hr/30 min Swim (TN 10+)*

Jump, horizontally 1 x 0.5 jump 3 m horizontally — Jump (TN 10+)*
Jump, vertically 1 x 0.13 jump 0.8 m vertically — Jump (TN 10+)*

Climb 1 x 0.5 climb 3 m 1 hr/30 min Climb (TN 10+)*
Drop Prone 1 — become prone — no test

Stand Up 1 — stand from prone — Agility (TN 5+)*

*A test is required only if the character is engaged in combat or i f the character attempts to move farther than normal ly al lowed by the action. If the

moving character is involved in a combat situation, test TNs normally increase by +5. More detailed movement rules and typical TNs can be found under

‘CODA Rules Revisions’ in the Heren Turambarion’s Compendium.




