Four FRP rules systems plus dice; a $44.00 value; contains:

ARMS LAW; medieval missile & melee combat;

CLAW LAW; fantastic unarmed combat, animals, monsters & martial arts;

SPELL LAW; a massive spell system including over 2000 spell descriptions;

CHARACTER LAW; guidelines for character generation and development;

See back of box for detailed descriptions.
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(1.0) INTRODUCTION

ARMS LAW is the first of the Rolemaster Systems for role-playing
games to be published by Iron Crown Enterprises. It has been designed
to provide a logical, detailed, manageable procedure for resolving combat
between individuals and small groups. Future Rolemaster Systems will
encompass a new world of fantastic adventure by covering magic, char-
acter development, and other aspects of fantasy role-playing.

ARMS LAW provides a tactical sequence to be followed in resolving
melees involving from 2 to 50+ combatants. It integrates spell casting,
missile fire, unusual maneuvers, and opportunity action. This system
may become unwieldy for more than 50 combatants, but can be easily
simplified for such situations.

The system itself, like those to follow, is self-contained and can be in-
tegrated into any role-playing game. There are 20 types of armor and 30

different weapons, each with its own strengths and weaknesses. A player
can kill or be killed with a single swing. Provisions are made for specific
damages, such as the loss of an eye or limb, and for the results of such
damage to the player, ranging from stunned inactivity to instant death.
This system is meant to provide ‘‘guidelines’’ for combat in a role-

playing game; the referee is the final authority in applying this system to
an actual game.

NOTE: The specific damage mentioned above may necessitate

some innovation on the part of a referee in regards to healing.

Suggested solutions include healing herbs and detailed healing

spells, both of which should require varying degrees of recupera-

tion time.

(2.0) DEFINITIONS

Combat Roll: A roll representing a combat swing or missile attack.

Concussion Hits: Accumulated damage to the body, possibly leading to
shock and unconsciousness.
NOTE: The term “‘hits’’ will sometimes be used instead of ‘‘con-
cussion hits.”’

Critical Strike: An especially effective swing resulting in more than just
concussion hits to the target.

Defensive Bonus: The total subtraction from the combat roll due to the
defender’s advantages, including bonuses for defender dexterity,
shield, superiority of armor, position, and magic items.

Fumble: An especially ineffective swing or a mishandling of the weapon
which may put the attacker in a disadvantageous position and/or
damage him.

Initiative: The sum of all factors affecting the speed of a swing.

Maneuver: An action performed by a combatant that requires unusual
concentration, concentration under pressure, or risk (i.e., climbing a
rope, balancing on a ledge, leaping a chasm).

Maneuver Roll: A roll representing an attempted maneuver.

Net Combat Roll: The combat roll, plus the offensive bonus, minus the
defensive bonus.

Net Maneuver Roll: The maneuver roll modified by bonuses and
penalties.

Offensive Bonus: The total addition to the combat roll due to the at-
tacker’s advantages—including the attacker’s physical prowess, su-
periority of weapon, expertise, magic items, etc.

Orientation Roll: A roll representing a combatant’s degree of control fol-
lowing unusual action or surprise.

Parry: The use of some or all of a combatant’s offensive bonus to in-
crease his defensive points.

Roll: Normally a percentile rol/ giving random results from 01 to 00 (100).
NOTE: In certain circumstances, this roll must be adjusted through
the use of an open-ended system, yielding results above 100 or below
01.



(3.0) TACTICAL COMBAT SEQUENCE

COMMENTARY

This Tactical Combat Sequence is based on the probable experience of
hand-to-hand combat within a time frame of 10-second battle rounds and
1-minute turns (i.e., 6 rounds always equals 1 turn). In a typical battle
round, adversaries could expect to swing their weapons from 2 to 5 times,
depending upon weapon type. The assumption critical to the Tactical
Combat Sequence is that two opposing combatants would normally get
no more than one opportunity to land a potentially lethal swing during
any given 10-second round of combat, regardless of the number of swings
a combatant can make in a single round. This connecting blow would be
a swing at the opponent’s body that at least partially clears any shield or
weapon that the defender is using to nullify blows. Such a swing would
normally hit home, and only armor or luck would aid the defender. Thus,
for purposes of the Tactical Combat Sequence, a “‘swing’’ is actually that
one blow of the several probably, delivered which can be expected to land
cleanly. All other blows delivered in the same battle round are assumed
to be fully nullified by a shield, movement, a weapon, and/or fate. Only
the one unnullified blow per round counts as a swing. The same reasoning
applies to missile attacks, where only one shot or throw is allowed per
round.

(3.1) BATTLE ROUND SEQUENCE

During each battle round, play proceeds through each phase of the
Battle Round Sequence in the following order:

1. SPELL PHASE
. SPELL RESULTS PHASE
. SPELL ORIENTATION PHASE
. MISSILE PHASE
. MISSILE RESULTS PHASE
. MOVEMENT AND MANEUVER PHASE
. MELEE PHASE
. MELEE RESULT PHASE
9. FINAL ORIENTATION PHASE
This sequence is reproduced for easy reference in Table 8.23.
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(3.11) Spell Phase:

All combatants who will cast spells during the current round must
specify any pertinent information (e.g., spell type, target area, oppor-
tunity fire, etc.).

(3.12) Spell Results Phase:

All spells specified in the previous phase are resolved simultaneously,
unless an exception is indicated by a magic system and/or by the referee.
Results are applied immediately, except for opportunity spells (see 3.2).
Movement for all spell casters is reduced to a maximum of 25% of their
normal allowance for the current round.

(3.13) Spell Orientation Phase:

All combatants who performed unusual activities during the previous
phase (for example, magical transportation) must make an orientation
roll. What constitutes unusual activity must be determined by the referee.

(3.14) Missile Phase:

All combatants who will fire or throw missiles during this round (can-
not have thrown a spell) must specify missile type, target/target area, and
any other pertinent information.

(3.15) Missile Result Phase:

All missile attacks specified in the previous phase are resolved simul-
taneously, unless an exception is indicated by the referee due to circum-
stance or spells. All results are applied immediately, except opportunity
missile attacks. Movement for all combatants performing missile attacks
is reduced to 25% of normal.

(3.16) Movement-Maneuver Phase:

All combatants in play may move up to the maximum of their move-
ment allowance (depending on the movement system being used by the
referee and subject to restrictions due to actions in any of the previous
five phases—including opportunity action). Any conflicts in the move-
ment of two or more combatants must be resolved by a comparison of
maneuver rolls (see 7.3) or by common sense. The success or failure of an
extraordinary maneuver attempted by a combatant is determined by a
maneuver roll (i.e., leaping a Pen-foot chasm).

(3.17) Melee Phase:
All combatants may attempt to conduct melee attacks except those
that have done the following:
1. Cast a spell in the current round;
2. Fired or thrown a missile in the current round;
3. Moved more than 50% of their normal movement allowance in the
current round;
4. Failed an orientation roll or maneuver roll during the current
round;
5. Announced opportunity action that has not been executed;
6. Been previously incapacitated.

(3.18) Melee Result Phase

Within each group of combatants attempting to melee attack each
other, attacks are conducted according to the following sequence:

1. Determine order in which involved combatants will swing by com-
paring initiative (see 6.1).

2. First combatant attacks and results are implemented immediately.

3. Second combatant, third combatant, etc., attack and implement
results in order.

4, First combatant attacks again with any additional usable weapon
(see 5.2).

5. Second combatant, third combatant, etc., attack in order with any
additional usable weapon.

(3.19) Final Orientation Phase

In the judgment of the referee, any combatant who has been under
significant pressure (e.g., surprise), or has made an unusual maneuver
may ve required to make an orientation roll, which may affect his ability
to act in the next round.

(3.2) OPPORTUNITY ACTION

Combatants may plot opportunity action if they wish to perform a
combat activity in a following phase of the current round or a following
round. For example, a combatant may wish to withhold his missile attack
until he sees who is moving where, and then fire. Opportunity action is
announced during the correct phase for the desired action. Movement re-
strictions apply as if the combatant had actually performed the action
during the correct phase (see 3.11 and 3.15). A combatant who has
planned opportunity action can take no other action (except reduced
movement) until the action is performed or canceled. Opportunity fire
occurs first in a phase, unless otherwise indicated by magic system or
referee.

EXAMPLE: During the missile phase, a combatant with a bow
announces opportunity bow fire. He may then fire in any of the
following phases of this and the following rounds. However,
until he fires, he may neither melee attack nor actively melee de-
fend, and he can only move 25% of his normal movement. His
movement is still reduced even if he cancels his opportunity fire.
During the spell phase of the following battle round, a magic
user attempts to cast a spell. The bowman who has planned op-
portunity fire now may fire, resolving his missile attack before
the spell is thrown, unless otherwise indicated by the referee.



(4.0) DEFENSIVE CAPABILITIES IN COMBAT

COMMENTARY

In combat there are many factors affecting the efficiency and severity
of a “swing.”’ The defender has several capabilities which work to his ad-
vantage. These include armor, shield, quickness, magic items, and the
ability to parry. A parry is defined as an extraordinary defensive action
by the defender to the detriment of his offensive capabilities. Armor is
the basic classification of protection. All other defensive capabilities are
expressed in terms of a defensive bonus which will modify the combat roll
in the defender’s favor.

(4.1) ARMOR

Armor is the basic protective capability assigned to the material cover-
ing the body. Armor is divided into five categories of four types each (i.e.,
20 types). The column numbers listed with each armor type refer to the
column corresponding to that armor on the weapon tables.

(4.11) Cloth-Skin Base:

Normal cloth attire, robes, and normal animal hides.
(4.111) Skin (Column 1):

Normal clothing, assumed worn if other covering is not specified.
(4.112) Robes (Column 2):

Full-length robes normally worn professionally by magic-users and
certain other combatants.

(4.113) Light Hide (Column 3):

The natural hide of certain classes of animals, both normal and un-
usual (e.g., deer, dog, wolf).
(4.114) Heavy Hide (Column 4):

The natural hide of certain classes of animals, both normal and un-
usual (e.g., buffalo, elephant, bear).

NOTE: The referee will have to decide on the armor class of the
creatures that populate his game.
(4.12) Pliable Leather Base:

The heavy outer garments normally worn as weather protection by
civilians and as combat protection by some militia and irregulars.
(4.121) Leather Jerkin (Column 5):

A leather vest-like covering without arms and reaching only to the
waist or mid-thigh.

(4.122) Leather Coat (Column 6):

A leather coat covering the arms and to mid-thigh.
(4.123) Reinforced Leather Coat (Column 7):

A leather coat covering the arms and to mid-thigh, but with either
rigid-leather sections or metal sections sewn in for reinforcement.
(4.124) Reinforced Full-Length Leather Coat (Column 8):

A coat as in 4.123 except that it covers to the lower leg.

(4.13) Rigid-leather Base:

Rigid-leather armor and the rigid hide covering of creatures like cer-
tain reptiles and of fantastic creatures such as dragons.
(4.131) Leather Breastplate (Column 9):

A rigid-leather breastplate covering the-torso to mid-thigh and part of
the upper arms.

(4.132) Leather Breastplate And Greaves (Columh 10):

Asin 4.131 above, but with leather greaves covering the forearms and
lower legs.

(4.133) Half-Hide Plate (Column 11):

Rigid-leather armor which covers the body completely, and the hide
of certain creatures that contain at least a few rigid plates (e.g., rhi-
noceros, alligator).

(4.134) Full-Hide Plate (Column 12):

As in 4.133 above, except that the rigid-leather or plates are harder
and/or more plentiful (e.g., turtles, certain dragons, crabs).

(4.14) Chain Mail Base:
Metal chain-link armor, metal scale armor, and the hides of certain
fantastic creatures.

(4.141) Chain Shirt (Column 13):
A chain mail shirt covering the torso to mid-thigh and half of the
upper arms.

(4.142) Chain Shirt And Greaves (Column 14):
As in 4.141 above, but with greaves on the forearms and lower legs.

(4.143) Full Chain (Column 15):

Chain mail covering most of the body in the form of a shirt and
leggings.
(4.144) Chain Hauberk (Column 16):

A full-length chain mail coat split from the waist in the front and back
to facilitate movement; certain dragons may be of this type.

(4.15) Plate Base:
Rigid armor of metal plates and the heaviest animal hides.

(4.151) Metal Breastplate (Column 17):

A metal breastplate plus smaller plates covering the torso to mid-thigh
and part of the upper arms.

(4.152) Metal Breastplate And Greaves (Column 18):
As in 4.151 above, but with greaves on the forearms and lower legs.

(4.153) Half Plate (Column 19):

Rigid plate armor covering the body, but with chain mail between the
plates at the joints and covering the legs.

(4.154) Full Plate (Column 20):

Rigid plate armor as in 4.153 above, but with the plates overlapping
at joints, and plate armor covering the legs.

(4.16) Armor Bonuses:

Especially good armor in terms of material, construction, or enchant-
ment, does not change in basic type. Instead it adds a percentage to the
defensive bonus (see 4.3).

(4.17) Armor Penalties:

Due to its weight and constrictive nature, there are penalties associ-
ated with wearing armor while attempting to maneuver, attack, defend,
and throw/fire missiles. These penalties are summarized in the Armor
Table, Table 8.24 (back cover).

NOTE: The armor types, bonuses, and penalties mentioned
above cannot, of course, include all possible types of armor.
The referee will have to fit any unusual armor into the above
system of types, bonuses, and penalties. For example:

Mithril Chain Shirt:
© Armor Type: 17
Defensive Bonus: -20
Armor Penalties: As Armor Type 5
Mithril Full Plate:
Armor Type: 20
Defensive Bonus: -30
Armor Penalties: As Armor Type 11



(4.2) SHIELDS

Shields are represented in combat by an addition to the defensive
bonus. In addition, when fighting with one or two weapons, one weapon
may be used as a shield, but may not be used for an attack in the same
round. The additions to the defensive bonus for a shield, or using a
weapon as a shield, are detailed in the Shield-Parry Table (see Back Cover,
Table 8.25). Other limitations due to using a shield are also noted on that
table. Obviously, a shield may only be used against one opponent’s attack
per round, and only if it can be positioned properly (e.g., a shield does
not affect a rear attack).

(4.3) DEFENSIVE BONUS

The sum of all bonuses and penalties that affect the defender’s capa-
bility in combat is the defensive bonus. This number will be subtracted
from the combat roll. The defender can possibly receive bonuses and/or
penalties for superior armor, a shield, his quickness, his position, and for
magic items.

(4.31) Superior Armor:
Especially good armor may result in an addition to the combat bonus.

(4.32) Shield:
See 4.2.

(4.33) Defender’s Quickness:

An addition to the defensive bonus can be given to a combatant
judged to be especially quick. This bonus will depend on the system being
used to determine the physical characteristics of the combatants.

(4.34) Defender’s Position:

A variable bonus can be awarded to the defender if his position in the
melee, relevant to the attacker, is judged sufficiently advantageous (e.g.,
behind a wall could be —40 ). Penalties due to a defender’s disadvan-
tageous position (e.g., defender prone) are reflected in an attacker’s of-
fensive bonus (see 5.25 and Table 8.27).

(4.35) Magic Items:
Certain enchanted items such as magic gauntlets, a magic cloak, etc.,
may give an addition to the defensive bonus.
EXAMPLE: A defender wearing Mithril chain (—20 ), using
a non-magic shield (-20 ), possessing excellent quickness
(—25 ), standing above his attacker and behind a stone wall
(-40 ), and wearing magic gauntlets (—10 ), would have a
defensive borius of (120). This bonus of (120) would be sub-
tracted from the attacker’s combat roll (obviously an unusual
situation).
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(4.4) PARRYING OPTIONS

The defender may decide to place more emphasis on his personal de-
fense in combat than is implicit in this tactical system. A combatant may
sacrifice some or all of his offensive bonus and movement capability in
order to increase his melee and/or missile defense. In order to parry, a
defender must use a weapon, shield, or similar item or terrain feature as
summarized in Table 8.25.

(4.41) Melee Parry:

During the Melee Phase, a combatant may elect to commit some or all
of his offensive bonus to parrying. This part of offensive bonus is then
added to his normal defensive bonus to give a new total defensive bonus.
His offensive bonus is reduced by the amount that was added to defense.

(4.42) Missile Parry:

During the Missile Phase, a combatant may elect to parry a missile
attack as in 4.41 above. However, that part of his offensive bonus used
to parry is no longer available for the current round (i.e., the following
Melee Phase). In addition, movement is reduced to 50  of normal in the
following movement phase. Common sense should be used here in de-
termining what part of an offensive bonus can be used to missile parry
(e.g., not bonuses due to weapons).

(4.43) Parrying Limitations:

Certain weapons have parry restrictions, summarized in Table 8.25.
Parry can only be used versus one opponent per Melee Phase. A com-
batant may use part of his offensive bonus for a missile parry, another
part for a melee parry, and the remainder for a melee attack, but the sum
of these may not exceed his total offensive bonus.

EXAMPLE: A defender has a defensive bonus of (=50 ) and
an offensive bonus of (+85 ). He uses a missile parry of (25 )
during the Missile Phase resulting in a total subtraction of (75)
from one missile attack directed at him (his choice if several
missile attacks are incoming). Then, during the Melee Phase, he
parries with (10 ), resulting in a subtraction of (60) from one
melee attack [his choice—his normal defensive bonus of (50 )
will be subtracted from any other incoming attacks]. This leaves
him (50 ) to add to his own melee attack.
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(5.0) OFFENSIVE CAPABILITIES

COMMENTARY

The success of an attack will partially depend on the weapon or
weapon combination used, and any offensive capabilities possessed by the
attacker which can alter the combat roll in his favor. The factors which
can affect the combat roll include a superior weapon, physical prowess,
experience, position, magic items, etc.

(5.1) WEAPON/WEAPON COMBINATIONS

(5.11) One-Handed Weapon With/Without Shield:

Any weapon not designated as two-handed is considered to be one-
handed and may be used with or without a shield. When using this com-
bination, parrying may be performed with either the weapon or the shield
(within the restrictions of Table 8.25).

(5.12) Two-Handed Weapon:

These types of weapons require both hands to wield and are very re-
stricted in parrying (see Table 8.25).

(5.13) One-Handed Weapon Combination:

The use of a weapon in each hand is to be considered very difficult to
learn and use. Considerable agility, physical strength, and training should
be required, depending upon the relative difficulty of the combination
being attempted. For example, the difficulty would range from sword/
dagger, rapier/main gauche, etc., up to morning star/morning star (and
beyond for some quick and large creatures).

(5.2) OFFENSIVE BONUS

The offensive bonus is the sum of the bonuses and penalties that affect
an attacker’s capability in combat. This number is added to the combat
roll. The attacker can possibly receive bonuses and/or penalties for a
superior weapon, physical prowess, expertise, experience, position, magic
items, etc.

(5.21) Superior Weapon:

An especially good weapon in terms of material, construction, or en-
chantment can result in additions to the offensive bonus. The extent of
the addition will be decided by the referee.

IN COMBAT

(5.22) Physical Prowess:

A combatant with extraordinary physical strength and/or quickness
may receive an offensive bonus. This will depend on the system used for
character development and the referee’s judgment.

(5.23) Expertise:
A combatant judged to be particularly expert in the handling of a cer-
tain weapon may be given a bonus by the referee, when using that weapon.

(5.24) Experience:

A combatant judged to be at a certain level of experience may be given
an offensive bonus by the referee.

(5.25) Position:

A combatant judged to be in a particular favorable/unfavorable posi-
tion vis-2-vis his opponent may be given an offensive bonus/penalty by
the referee. Some of these bonuses and penalties are suggested in Table
8.27.

(5.26) Magic Items:

Certain magic items may be judged by the referee to be effective in im-
proving the accuracy and power of an attack, and can therefore be given
an offensive bonus. For example, a Helm of Quickness could improve the
attacker’s quickness by adding (+20 ) to his swing.

(5.27) Offensive Penalties:

Certain variable occurrences can decrease an attacker’s offensive bonus
(e.g., wounds, armor, movement, etc.). Some of these penalties are
shown in Table 8.27.
EXAMPLE: An attacker using a Mithril sword (+15 ), pos-
sessing an unusual strength (+ 10 ) and quickness (+5 ), ex-
pert in the use of swords (+5 ), being of intermediate experi-
ence (+20 ), behind his opponent (+ 30 ), and wounded 25
(—10 ), would have an offensive bonus of (+75 ). This
bonus (75) would be added to his combat roll.




(6.0) RESOLUTION OF COMBAT

COMMENTARY

An attack swing or missile attack is resolved by cross-indexing of the
net combat roll with the target’s armor type on the correct combat table
for the weapon being used. The effects of fumbles and critical strikes are
found on the correct Fumble Table or Critical Strike Table. First deter-
mine the order in which the combatants will swing, and then resolve each
attack in sequence, implementing the results immediately. Missile attacks
conducted during the Missile Results Phase are resolved simultaneously.

(6.1) FIRST SWING DETERMINATION

Each combatant in a melee sums up the first swing points that apply to
him. First swing points are detailed in Table 8.28. The combatant with
the largest total swings first, the second largest total swings second, and
so on. After all combatants have attacked once, those capable of swing-
ing a second weapon recompute their order of attack and resolve their
second weapon attacks.

(6.2) SWING (AND MISSILE ATTACK) RESOLUTION

. The net combat roll representing the swing is the combat roll plus the
attacker’s offensive bonus minus the defender’s defensive bonus. This
number is cross-indexed with the target’s armor type on the combat table
corresponding to the attacker’s weapon to arrive at the result of the swing.
In certain cases where a swing is especially bad or good, another roll may
be required to determine the results of a fumble or critical strike.

(6.21) The Combat Roll:
A swing is represented by rolling percentile dice. The number result is
the combat roll for the attack.

(6.211) Fumble:

Each weapon-type has a fumble range. An unmodified combat roll
within this range results in the attack having no effect. Instead, another
percentile dice roll is made and this number is referenced to the Fumble
Table (see Table 8.21) to determine the result of the fumble.

(6.212) Over-Hundred Roll:

The combat roll is open-ended, providing the possibility for any com-
batant to hit any given opponent—no matter what the respective offensive
and defensive bonuses are. If the combat roll is between 96 and 100 in-
clusive, the dice are rolled again and the second roll is added to the first.
The dice rolls can continue to be made and summed ad infinitum, until a
roll is made that is less than 96. This stops the process and the total at this
point is the relevant combat roll.

(6.22) Result Determination:

The net combat roll is determined by adding the offensive bonus to,
and subtracting the defensive bonus from, the (non-fumble) combat roll.
The net combat roll is then cross-indexed with the defender’s armor type
on the table corresponding to the weapon used by the attacker. This will
give a result such as the one that follows:
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A typical result will have up to three components. The first component
will be a number from 0 up, which is the number of concussion hits given
to the target. The second and third components, if present in the result,
indicate that a critical strike has been achieved, and describe, respectively,
the severity and type of critical strike delivered. In the above example,
the target has taken 17 concussion hits and a Krush type critical strike of
B level severity. (NOTE: Crush is spelled as *‘Krush’’ and denoted by a
“K*' in order to distinguish between a Krush type critical strike and
C level severity.)

(6.23) Concussion Hits:

Each combatant is limited in the number of concussion hits that he
can take. When this limit is passed, the combatant is unconscious and can
take no further action until he is once again under the limit. Death may
be caused if this limit is exceeded by a certain amount. The point at which
death occurs is proportional to the combatant’s physical constitution, and
depends on the system used in the game for deriving physical characteris-
tics. The referee will have to decide on the point at which death results
(e.g., a doubling of the number of concussion hits causing unconscious-
ness could result in the victim’s death or, alternatively, the number of con-
cussion hits causing unconsciousness added to a multiple of the
constitution).

(6.24) Critical Strike Types:

A critical strike can be one of three types: Slash, Krush, or Puncture.
They are denoted on the combat tables by an S, K, or P, respectively.
Each of these 3 types is described on a separate table (see Tables 8.11,
8.12, and 8.13).

{6.25) Critical Strike Severity:

The severity of critical strikes ranges from A (least severe) to E (most
severe). When a critical strike is indicated by the net combat roll, then the
table to be consulted is determined by the type of critical strike (either K,
S, or P). A second roll (always 01-100) is then made and the resulting
number is cross-indexed with the severity of the strike (either A, B, C, D,
or E). The new result is added to the number of concussion hits and im-
mediately applied to the target.

(6.26) Unusual Creature Strike Tables:

Certain unusual creatures are so large that the normal critical strike
tables are not used to determine critical strikes against them Unusual
creatures are separated into two categories: large creatures and super-
large creatures. Each category has its own critical strike table that is con-
sulted if a sufficiently severe critical strike is obtained against them. The
roll on these tables is open-ended as described in 6.212. What constitutes
a large creature or super-large creature must be decided by the referee
(e.g., giants, trolls, lesser demons, etc., might be large creatures, and
dragons and powerful demons might be super-large creatures).

(6.261) Large Creatures Critical Strike Table (Table 8.14):

Only critical strikes of severity B, C, D, or E affect large creatures,
A severity strikes being ignored. A roll is made in the same manner as a
combat roll (i.e., open-ended). This roll is cross-indexed with the proper
weapon make to obtain a result which is applied immediately. Note that
the severity of the critical strike is irrelevant, except that it must be a B or
higher. This reflects the fact that creatures present such a large target.
(6.262) Super-Large Creatures Critical Strike Table (Table 8.15):

The Super-Large Creatures Critical Strike Table is used exactly as in
6.261 above, except that only critical strikes of severity D or E affect these
creatures and A, B, or C severity strikes are ignored. This table should be
consulted only for creatures such as dragons and very powerful demons.

(6.27) Critical Strike Interpretations:

Most of the critical strike results are self-explanatory. However, cer-
tain results may have to be modified due to circumstances (i.e., a defender
behind a low stone wall hit by an arrow receiving a critical strike calling
for damage to his ankle should, instead, be hit in the wrist). Similarly, if
a critical strike calling for an unspecified limb to be broken or cut off is
rolled, which limb is to be affected should be determined randomly. A
stunned combatant may parry to his front at 50% of normal (unless no
parry is indicated), but may not move or attack or change facing.

NOTE 1: All damages (including hits), unless otherwise noted,
are only applicable to the target combatant.

NOTE 2: Bleeding indicated on the critical strike tables is re-
flected in the form of additional concussion hits. This is meant
to show the gradual weakening brought about by bleeding.
NOTE 3: Next swing can refer to a missile attack as well as to a
normal melee attack.



(7.0)0 MANEUVERING, ORIENTATION, AND MOVING

COMMENTARY

Problems can arise during combat situations when combatants at-
tempt unusual or difficult maneuvers, and when two or more combatants
come into conflict while moving. The guidelines for maneuvering, ori-
entation, and moving provide one method for resolving these conflicts.

(7.1) MANEUVER RESOLUTION
When a combatant indicates an attempted maneuver, the referee

should assign a degree of difficulty to the maneuver. The degree of diffi-
culty is chosen from those listed across the top of the Maneuver Table (see
Table 8.22). The combatant then makes a maneuver roll. After the ma-
neuver roll is modified by maneuver bonuses and penalties, the net ma-
neuver roll is cross-indexed with the degree of difficulty on the Maneuver
Table to obtain the result of the maneuver.

NOTE: Certain maneuvers may be deemed impossible by the

referee; such maneuvers always fail.

(7.11) Maneuver Roll:
The outcome of an attempted maneuver is resolved by rolling percen-
tile dice. The number result is the maneuver roll, which is open-ended
. both upwards and downwards.

(7.111) 01-05 Roll:

A dice roll between 01 and 05 inclusive indicates exceptional clumsi-
ness. The dice are rolled again and subtracted from the first roll. If the
second roll is between 96 and 100 inclusive, then a third roll is made and
also subtracted, and so on. The sum of these rolls is the maneuver roll.

(7.112) 96-100 Roll:

A dice roll between 96 and 100 inclusive indicates exceptional agility.
The dice are rolled again, and the result is added to the first roll. If the
second roll is between 96 and 100 inclusive, then a third roll is made and
also added, and so on. The sum of these rolls is the maneuver roll.

(7.113) Maneuver Bonuses And Penalties:

Attempted maneuvers can be affected by various factors such as ar-
mor or magic items. Bonuses and penalties for these factors are outlined
in Table 8.29. The sum of these bonuses and penalties is added to the
maneuver roll to determine the net maneuver roll.

(7.12) Maneuver Results:

Most results are self-explanatory, but a percentage result can be in-
terpreted in several ways by the referee. In the case of an all-or-nothing
maneuver (i.e., no partial success), a second dice roll must be made. If
this second roll is equal to or less than the original percentage result, then
the maneuver succeeds. Otherwise, the maneuver fails. If a maneuver can
be partially successful, then the original percentage result is the degree of
success.

EXAMPLE: Suppose a combatant attempts to leap 15 feet over
a chasm 11 feet wide. The referee assigns the leap a degree of
difficulty of ‘‘complex.’’ The combatant wearing a chain shirt
(-10 ), possessing excellent gquickness (+30 ), wounded
30 (—10 ), rolls 75, resulting in a net maneuver of 85. Cross-
indexing 85 and “‘complex’’ on the Maneuver Table reads 80

This means that the combatant has leaped 12 feet and therefore
crossed the chasm. If this maneuver had been to throw a rope
around a rock on the opposite side of the 11-foot chasm, and the
same result as above had been obtained, then a second dice roll
would have to be made. If the second roll (unmodified) was
equal to or less than 80, then the rope throw would be successful.

(7.2) ORIENTATION ROLL
When required by the referee, combatants must make an orientation

roll to determine their degree of self-control and awareness. The referee
must determine the degree of difficulty of the orientation attempt. The
combatant then makes the orientation roll in the same manner as a ma-
neuver roll. Failure means disorientation and no further action is allowed
for that round. Success means that the combatant is under control and
aware of the situation, and may take further action that he would nor-
mally be allowed.

EXAMPLE: The combatant described in the example under

7.12 above kills an opponent during the Melee Phase. However,

while he was engaged, another opponent has been sneaking up

behind him. During the Final Orientation Phase, the referee di-

rects him to make an orientation roll to see if he has successfully

become aware of the threat to his rear. The combatant possess-

ing the same bonuses and penalties as described above rolls 38,

resulting in a net orientation roll of 48. Cross-indexing it with a

degree of difficulty of *‘very hard’’ assigned by the referee reads

of as 60 . A second roll of 73, larger than 60 , indicates that

he has failed his orientation roll and is not aware of the oppo-

nent coming up behind him, and that he can take no action re-

garding this threat. Of course, how to keep the combatant from

taking action against this threat is up to the referee.

NOTE: During this phase, gamesmaster may allow certain ex-
traordinarily trained unarmed combatants (e.g., expert warrior
monks) to make a recovery roll versus stunning or unbalancing
effects incurred in previous melee result phases.

(7.3) MOVEMENT CONFLICTS

When two or more combatants attempt to perform conflicting move-
ments, the referee may choose to resolve the conflict by having the com-
batants in question make maneuver rolls. If all the maneuvers are success-
ful, then the conflict is considered a draw, and movement for the involved
parties terminates at the point of conflict. In these cases of conflicting
movement, the referee will have to ultimately decide himself the outcome
of the conflict. The maneuver rolls of the involved parties are intended to
aid him in his decision.




TABLE 8.23 BATTLE ROUND SEQUENCE

. SPELL PHASE

. SPELL RESULTS PHASE

. SPELL ORIENTATION PHASE

. MISSILE PHASE

. MISSILE RESULTS PHASE
MOVEMENT AND MANEUVER PHASE
MELEE PHASE

. MELEE RESULT PHASE

. FINAL ORIENTATION PHASE

WA W~

(8.0) TABLES

TABLE 8.26 DEFENSIVE BONUSES AND PENALTIES TABLE

(— is beneficial to the defender, effects cumulative)

CATEGORY

Each unit add due to physical quickness, defensive items,
superior armor and/or shield, etc.

Quickness penalty (See Armor Table)

Shield bonus (See Shield-Parry Table)}

Miscellaneous (Determined by referee)

EFFECT

-5
+ (Variable)
— (Variable)
+ (Variable)

TABLE 8.27 OFFENSIVE BONUSES AND PENALTIES TABLE

(+ is beneficial to the attacker, effects cumulative)

CATEGORY

Each unit added due to attacker’s physical prowess,
magic items, combat expertise, level, etc.

Flank attack

Rear attack

Surprise

Stunned foe'

Downed foe'

Prone foe'

Wounded more than 25% (Concussion hits)

Wounded more than 50% (Concussion hits)

Wounded more than 75% (Concussion hits)

Armor (See Missile Attack Penalty on Armor Table)
Moving (% of possible movement equals subtraction)
Drawing weapon (also applies to movement)

Changing weapon (also applies to movement)

On horse or any analogous animal)

On horse (or any analogous animal) and using missile
Miscellaneous (to be determined by the referee)

EFFECT

+5
+15
+20
+20
+20
+30
+50
-10
-10
-10

— (Variable)

— (Variable)
-20
-50
-50
-20

+ (Variable)

'Only one of these penalties can apply at any given time.

TABLE 8.28 FIRST SWING DETERMINATION TABLE

(Highest total swings first, effects cumulative)

CATEGORY EFFECT NOTE

Strength +10 Applies only to stronger
combatant.

Weapon ready +30

Quickness +(1-100) Based on a 1-100 quickness
range. This may vary accord-
ing to the game system
employed.

One-handed weapon 0

Two-handed weapon -10

Pole Arm +40 First round of combat between
two given opponents.

(OR)

Pole Arm -20 All subsequent rounds between
same opponents.

Shield -10

Surprised -40

Encumbered —40 -

Wounded more than 50% —-40 Concussion hits.

Moving — (Variable) Subtraction equal to percent-
age of movement allowance
expended.

Longer weapon + 10

Longer weapon +30 Where one or both combat-
ants are charging.

Two weapon combination -5

TABLE 8.29 MANEUVER BONUSES AND PENALTIES TABLE
(+ is beneficial to the maneuvering combatant, effects cumulative)
CATEGORY EFFECT NOTE

—35to +35 Range based on humanoid
agility and quickness.

Agility and quickness

Wounded more than 25% -10 Concussion hits.
Wounded more than 50% -10 Concussion hits.
Wounded more than 75% -10 Concussion hits.

Armor — (Variable) See Armor Table for Maneu-
> ver Penalty.

To be determined according to

game system.

+ (Variable) To be determined according to
game system.

+ (Variable) To be determined by the
referee.

Experience level, training, :
3 & + (Variable)

Bonuses due to spells
Unusual absurdities

Miscellaneous + (Variable) To be determined according to

game system.
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NECK STRIKE SEVERS
CARGTIb ARTEARY AND JUGULAR
VEIN. Fof's NECK /5 BROKEN,
Fog DIEs IN 1 Rsunp oF
INTENSE ALory,

DISEMBOWEL FOE, Kiling
Him IHSFMTI.?‘. _2_5{7‘,

CHANCE HouR LJEAPeN 15
STuek [N OPPONENT SURING
MEAT RouND .

DEsTRey Fo£'s £4&s. +5

MHITS fnp Fof 13 STUNNEDR
AND UNABLE To ’IRR?‘ FoA
MEXT 30 Reunos,

Impace AbveRSARY IN HEART.
+ 12 wits, Foe piEs INSTANTLY
HEART |5 DESTReyE®. 257
CHANCE YoUR WERPSN IS
STvck /v FoE 2 Rounbs.

STRIKE To Fof's GRei AREA.
+ 1o Mits, A viTALS ARE
DESTROYED IMMEPIATELY. FoE
|5 STuNNED ANP UNABLE TO
PARRY Fol A2 RounPS.

®

(180 I.c.E.
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GLANCING Blow. Ne

i-— EXTRA DAMAGE.
@ Gg 22 +0 + 14 Hr +2 HITS +3 HITS
‘ UNBALANCE FoE WITH A
= r MICE R 5 .
6 +1 H + 2 HiTs +3 HiTs +4 HITs -dlw C-(;m?:::?ﬁa:::;‘.
5 HiTs
Ljeu RECEVE INITIATIVE GLANCING BlLow Te Biow Te Fof's Sio€
g +2 wrs +3 mrs

M- 4G

Fap NEXT RouND.
+ | wT

FoE'S SmE. +3 miTs,
ou  RELEIVE INITIATIVE
NEXT RousE.

4.5 HiTs. You RELEIVE
IMITIATIVE  NEXT Rounb.

FoE rusT PARRY Far
MNEAT Rounp.

FokE musT PARRY FeR
NEXT Rounb.

Foe musT PARRY NExT
Rounp,
+ | wWir

Brow To SivE. + .2
HiTs. Fo€ musT PARRY
NEXT Reuno AT =—10%,,

Buw Achoss Sipe. For
Musr PARRY NEXT RD.
AT —209%, .

+3 Hirs

MirdoR  SIDE WOUND,

FoE FiGhTs AT - 107.
oy HAVE THE [MITIATIVE
MEXT ROUND.

Stun FoE Fom | Reuwp.
Ave 20% To youR MEAT
ATTACK -

2435

Fag rmustT FARRY NEAT
Roump. +2 HiTs, Ass
+10%, To MEXT ATALK.

Foe musT PARRY NEAT
ROUND AT —=20% .
+ 2 HiTs

ldo.. waump Faf AwNG
S10E oF EMEST. Fag i3
Srumnes 1 Revnp Ane
Takes | Hir PER Reuwb,

You wounp Fo£ ALord
510 oF Hip, Fe€ s
STunmwED | Roudp ANEP
TAKEs L HiTs PER Rouno.

Fo£ RECEIVES MinoR. S1BE
wounb. +2 HiTs, Fok s

AT = 10%,, FoE TAKES 2.

HITS PER ROUNE .

36~

MiNOR  CALF WourDb.
FoE ReEcEivEs L wir
PER  RouND,

MirgR  CALE Liuno,
Fef TAKLS 1 HIT
PER ReuND.

42 HiTs

MiNoR CALF Jouns,
FoE TakEs 2. HiTs
PEA RounD.

Mirter THIGH wWovmp.
Fok TAKES 3 HITS PER
Paune -

THiaH STRIKE. IF FoE
HAS LEG ARMoR , +3
HiTs, IF Foe HAS No
ARMaR, + 2 HITE Ane 3
HITS PER Round.

H6-50

STRIKE ALONG Fofs BAck.
+2 HITS. FoE musT New
PARRY NEXT Roump AT
—-30% -

Araike ALord Fol's
BACK. FoE 15 STuNNED
Fer L PRourp AN TAKES
1| HIT PER Rounb.

STRIME AtRoss Foe's
BACK STuns FoE FoR
2. Rounps. FoE TAKES
1 HiT PER Rouwb.

STRIKE To Fot's LOWER
Batk . For 13 STuNNED
AND UNABLE TS PARRARY
NEXT Rounb .+ & HITS.

STRIKE To Foe's LOWER BACK,
Foe TAKES 3 HiTs PER RD.
+ 5 HiTS, FoE 5 STUNNED
AND UNABLE To PAAR
PURING NEXT ROUND.

5k-55

STRIKE To FoE'S ¢HEST,
Foe musT PARRy NEXT
Reung AT - A5%,. FeE
TAKES 2 HiTs PEA
RovHb.,

MynsR CHEST WouNp.
FOE TAMES L HITS PER
Rownt. +3 HITS, FOE
fusT PARAY FoR NEXT
2 RewmbDS.

MinoR CHEST LiouNb.
FoE TRAKES 2. HITS PER
Rounp. +3 MiTS. FoE 1S
STunnEp For. 1 Reounos.

STRIKE To CHEST, 45
HITs. Fot TRKES 3 HITS
PER. PouMP AND FIGHTS
AT =15 . FoE must
PARRY MNEXT AouMbB.

CHEST wWounD. FOE TAKES
4 Hirs PER Roeunp, +g
HITS. FoE FiGHTS AT =107,
FOE 13 STuMNED ANP UNABLE
To PARAY NEAT Rounb,

566

MiMoR THIGH weuno,

FOE TAKES 2 WITs PER
PoynHp. 4 2 HITS. FoE 13
STUNNED NEXT Reunp.

MiNoR THIGH WOUND .
Fof TamEs A MITsS PLR
Rovmp, +3 HITS. Fag 15
ATUNNED AND UNABLE To
Pammy HNEXT RouND.

MingA  THiGn “WOUND.
+5 HITs, Fac TAxis 2
MITS PER, ROUND AND 15
AT —107.. Fog 15 srunnep
For. 2. RouMos.

STRIKE To TuiaM, Fek
TAxEs 3 HITS PER Reuro.
FOE 15 STUNNEG ANp UNABLE
To PARRy FaR THE NEXT
Rewnp, +3 Wirs,

THiaH Weunp . Fog ThKES
5 HiTs PER RoumD.+ &
MITs, FoE 15 STunmEDR AMD
UNABLE To PARRY MNEXT
Rourio.

Gl-65

MikoR FOREARM WouMD -
+ 2 HiTs, FoE Tawes 2
Hirs PER Reuno. Fag 15
AT — 107,

MineR FoREARM LJOUND ,
For 15 STuNNED DURING
NExT ROUND, + 2 MHirs,
Fok 15 AT =10%, anp TAKES
2 HITS PER RounD.

FoReARM wiounp. FoE TRxes
2 HITS PER ROUND AND 1S
AT -10%%,. +3 WiTs. Fee 13
STuUNNED FOR 2 PouHDs.

Fareagm wounn . Fof TaKES
3 Wirs  PER Fsund AND 15
AT —10%.+3 Hirs. Fog 15
ATUNHED Fom 2. ReuNBS.

FeREARM LounD. Fof TAKES
3 HiTs PER Rounp Anp I3
AT —15% . +8 HITS. FoE /s
STunmEe FeR 2 Rouwbs,

&6

STrike TrmoueH Fo£'s
SHIEWD SHOULRCA . ARM I3
UIEEss. App +loTe To

WoUR NEXT ATMAcK . Fog 15
SrunNED FoRm 3 Roumps.

STRike SHAMERS EiBou
N FaE's LEAPaN ARM . +3
HITS. ARem 15 USELESS.

Fok 15 STuNNEDR W Rounps

AHE cANNOT PARRY FoR 2L Ao3.

STRIKE SHATERS Foe's
KMEE. FoL 15 KMNOCKED BOWN,
15 AT =90% , AND STAyE
BewH For 3 RoumDs. FoE
15 UMABLE To Pammy Z RD3.

STaikE To 3iDE OF HEap,
Foe 15 KHockEp OUT FoR &
Houms. 410 HiTs. IF Fot
HAS Mo HELM, you Kide Him,

STRIKE THReuSH BOTH OF
FoE'S LUnGS, Fof DRors
Anp PA3SES our. For
D1€s I g Rownbs, App
+ 107, To youR NEXT ATTACK.

770

STRiKE Awrie Fok's MEK.
45 Hits. Foe 15 Stumnte
Fom 3 Rouwes ANG CANNST
PARRY NEXT Rouns.

STRKE To Fot's mece AREA.

Foe TAwES 3 HITS PER
Rounp AND 15 AT —5 O,
FoE 15 STuwmEp Fom A
Reunps .

STRIXE AwNG FoE'S NEKK.
Fo€ 15 STunhEp Fog 4 Ros.
Aeip CANNOT PARAY For 2
Rounps. Aop T15%, To
youR NEXT ATTACK.

STRikE Foi IN SHOULBER.
+3 HITS. Foe 15 STUNNED
AMB UNABLE T PARRY FoR
2 RouMDS. FoE IS A
-20%7,.

Srag FoL 1N SHOULDER.
SEVER MUSELE AND TENDONS,
ARe 15 USELESS, Fok TAWES
3 ity PER RevNB. Fof IS
Srunngs FoR G Rovnbs.

75

STRIKE LOWER LEC. Tear
TEMDONS, Fag 15 AT —25%,.
+3 HITS., Fo& 15 STUNWNED
AND UNABLE To PARAY NEXT
ROUND .

STRIKE To FoE'S CALF,
ScASH MUScLE . Fof 13 AT
— 407, . +3 HITS. Fet 15
STumMNED ANE YNABLE To
PARRY Fep 2. ReunNbs.

STAIKE To LOWER LEG.
FoE 15 STunnED ArD UNABLE
To PARRY FoR A. ROUNDS.

4+ 5 HiSs. Fog 15 AT =509, ,
SLASH MUSCLE AND TENPINS,

STRIKE T LOWER LEG, Foe
13 Ar =S50%,. SUALH
MuSeLE AND CARTILAGE, + &
HITS, FoL 15 STUNNED AnND
UNABLE To PARRY 2 AcunDs.

STRIKE THAsuGH HOWER
LEC. Fok 15 STuNAEP AN
uNABLE To PARRY For 3
ROuNDS. SEVER MvsciE.
ok 15 AT ~T5%,.

&80

STRiKE To FoE'S UPPER
ARm. *3 HITS. Fot TAKES
3 HITs PER RourO AnD 15
AT =15 9, Fag 1S STUNNED
Fol 2 Rounpos.

STRIKE THROUEGN MUSLLE
IN Fo€'S SnED ARM. For
15 AT =30%, ANC TAKES 3
HITS PER RouwWb, Fof I3
STUNNED FoR 3 Rounds.

STRIKE Fof (M SHIELD ARM,
TeEAR MuScLl AND TENPONS.
FoE TRKES 3 HITS PER Royno,
FiaMTs AT —25%. FoE IS
STunNED & Rounps.

STRIKE FoE IN SHIELP ARM.
ARM 15 USELESS. FoE 15
STUNNED FoR G RounDs.
FoE TAKES 3 WiTs PEA AD.
+ 12 HiTs.

STRIKE Foe IN WEAPSH AAM,
BonE 15 BRoxen. FoE 135
STUNNED ANP UNABLE To
Pagmy Fefl 3 Rounps.

+ 10 HITS.

81-85

SIDE wHUND. Fom TAKES
5 Hirs PER POUNE AND 1S
STUNNED FoR & Roupos,
App 1o, Te youR NEXT
ATTACK .

SipE  waovwp. + & HITS,
FoE TRAKES 5 Hirs PER

Reump. FoE 15 AT ~25%,,
LE

Fog i3 3TunMED AND UNA
Te PARRY FoR 3 Rounps.

S0 wounp - + T HITS.
For TAKES S HITS PER RP.
FeE 15 AT -30%,. Fo€ 15
ATuNNED AND uNABLE To
PARRY FoR 3 RounDS.

MATeR  ABDOMENAL WOUND.
Fag TAKES & HITS PER Rounb.
+ 10 HiTs, Fok 15 STunNNED
AHD UNABLE To P”“;
For 3 Res, Foe 15 AT-20%.

STRikE THROUGH FoE's
BAcK SEveRs A VEIN. FoE
15 STUNNED AMD UNABLE
To PARRY For 12 Roumps —
THEN DIES.

36-0

STRIKE FoE IN PAck.
FoE 15 AT —20%, ANo
TAKES 3 HiTs PER Rounp.
Fot 15 STunnED AND
UNABLE To PARRY 2 RO,

STRIKE Ta BAck ofF HEAD.
IF Fof HAS No HELM, HE
pIES, IF Fof HAS A HELM
4G HITS ANP FOE 15 DOwR
Fer, Y. RounDs.

Sraue To BAtk oF HEAD.
IF Fo£ HAsS No HELM, HE
orES. IF Fog HAs A nﬂ.n’
HE 15 KNOCKED POLIn AND
STUNNED FoR & Reunp3.

STRIKE THRoVGH Foe's
KibnEys. FoE DRoPs.+9
HITS. Fof DIE3 AFTER (o
ROUNDS oF v;a‘{ INTENSE
AGONY . SAD.

STRIKE THRevGH LEG
SEVERs AN Aqrgy. Fok
DR2PS , LAPIES InNTo
UNCaN3CIoUSNESS, AND DIES
AFTER 12 Pounbs,

95

Rip OFF FoE's EAR.+ 3
HIT:. FoE TAKES 2. HITH
PER Rounp, HEARS AT =507, .
Fof£ 15 STuNNED Anp NoOT
ABLE To PRRRY A RouNDS,

STRIKE THRoOUGH FoE's HIP.
FoE TAKES 3 HITS PER RD.

45 HiTS. FoE 15 STunNED
NEXT ROUND. For 15 AT

—A5%,.

STRIKE THROUGH FOE'S
CHEST SEVERS A VEIN. Foe
DREPS IMMEPIATELY AND
DIES IM 9 Rounps DUE To
SHock AND Buoop Loss,

STRIKE THRoOWGH Fok's
SIDE DESTRoyS A VARIETy
OF ORGANS. FoE FitHTS
NORMALLY FoR (» Reunps
THEN DIES.

SEVER ARTERY IN Foe's
ARM. FoE 15 STuNNED
FoR 12 Rourios AND
THEN DIES,

6-97

STriKE Foe's NosE. THERE
15 A PERMANENT SCAR.

Foe TARES 3 wiTs PER Rb.
FaE (5 STunMNED AND MNeoT
ABLE To PARAy 3 Rounos.

STRIKE THRevGH FoE's
CHEEK. Fof PROPS AnD
DIES AFTEA 9 Rounps OF
INCAPALITy. ADD +20%s
To YOuR NEXT ATTACK.

STRIKE THRovaH Fol's
HEELK BREAKS BACKBONE
AND 3EVERS SPINE. FoE
IS PARALyZED FRem THE
NEUL PowN .. . PERMANENTLY

NAIL SUCKER IN LoweER
Back. INTEANAL BLEECING
AND SHotk KiuL Fof i
& Rounps. FoE 15 Down
AND OUT.

SHeT THREUGH HEART
SENDS Fog REfuing Lo
FEET To A SPoT SUITABLE
Foft DYING. weapon 1S
STuck IN REEUNG Fof,

409

STAIKE THRouGH NECK.
SEVER vEIN AND ARTERY,
Foe CAmnoT BREATH. FSE
DRePS AMD DIES oF A
MASSIVE HEART FAILURE ,

STRIKE THRouGH Fo£'s
EYE. Foe DIES INSTANTLY .
ADD +10%a To AL FRIENDLY
Amracks witHin 30 Feer
NEAT ROUND .

SHoT THRouGH BoTH EARS
PROVES EFFECTIVE. FoE
DIES InsTANTLY. Aoo +20%
To YOUR NEXT ( ROUNDS.
Premry SHer.

STRIKE THRoUGH BRAIN
MAKES LIFE DIFFicULT FoRr
FoE. ou HAVE i3 Rounp
LEFT 'To ALT. ApD +20%:
To youR NEXT ATIACK.

STRIKE THRouGH FoE's
EYE. FoE DIES [NSTANTLY -
App +45 7, To YourR NexT
ATTALK . Caaaf oM .




WEAK GRIP. NO EXTARA

+ [ wT

+2 HiTs

TAKES + 3 HITS, You
HAVE THE [NIMIATIVE
NEXT RouMD.

HITS. wou HAVE THE
IMITIATIVE HEXT Raunb.

+7 HITS, \fev RECEWE
INITIATIVE NEXT ROUND,

Fo€ musT PARRY NEXT

. RouNp AT =10%,.

. Zip BAMAGE .
+
05 i i
GLANCING Blow. + (&
-
+1 i ke HiTs. FoE 15 SUGHTL
an; i‘E; - +3 s +4 HiTs UNBALANCED, (eu e
IMITIATIVE NEXT RoOuND.
GLANCING BLow. Fog GLANCGING Brow. +3 Buow Ts Fot's fibg, +5 HiTs 4 & HiTs

FoE 15 STUMNED FoR
L Rounp. Aop +57%
To YouR MEXT Swirit.

+2 wiTs
FoE mMusT PAARY HNEXT
Rovnp OF ALTION.

Blow Ts Foe's SipE.
+ 4 MITS. For MmusT
PARAY NEXT Rownp Ar
-10%.

Biow To FoEls SibE.
+G HITS. Foe rmusT
PARRY NEAT Round AT
—=20%.

MiroR, FRACTURE oF
RIBS. + 5§ HITS. Fol
FIeMTs AT — 5%, you
HAVE IMITATIVE NEXT RE.

STRoNG Blow . Foe s
STunNnED AMD UNABLE To
PARRY NExT. Aoo + 107,
To '_{DUR NEXT SWiNéG.

Fo& mMmusT Pmu;?‘ MNERT
RouNB, +3 HiTs, Abo
+5% Te )r.u.l NEXT
SwinG .

Foe musT PRARY NEXT
Reune AT =20% .
+ 4 HiTs

ou BREAK Fo€'s RIB.
+5 Hirs, Fo£ IS STUNNED
DuRiNgG NEAT Rounp, HARP
Bww To Fot's Si0€.

STAIME To Fo£'s sipe.
+ 4 HiTs. Fog£ 15 STunwED
Anp UNABLE To PARAY
DURING HEXT AsUND,

STRIKE CRACKS FOE'S
RiBS. +& HiTs. Foe
15 AT = 107, . You HAVE
INITIATIVE MNE. Reunp.

BRuise Fok's caLr. + 6
HITS, You GAIN THE

INITIATIVE. Fof FIGHTS
- 59, Fom NEAT Round.

BRuISE FoE's cArF. + G
HITS. Uou &AIN THE
INITIATIVE . FoE FiaHTs
209, FeR NExT A Revwps,

Bauise Fof's cAf. + 97
HITS. You GArn THE
INITIATIVE . Fo& FIGHTS
=25, For NWEAT 2 ROUMDS,

MAToR CALF BAUISE.
+ 10 HITS. FoE FiaHTs
=10 ldou HAVE THk

MITIATIVE MEXT Reunb,

STRIKE To UPPER LEG.
MineA FracTure. + 14
Hirs, FoE FiaHTs = 10 %,

ov HAYE THE INITIATIVE
MNEXT Raunb,

@

eBLl

Brow To Fot's BAck. +4
HITS, Fof MusT PARR:

NEXT RouND AT =259,
HARD, GLAMGING STRIKE.

Brow To Fok's Back. T&
Hirs. FeE musT PARRY
NEXT Reurip AT = 257,

HaRD Brow To BRck. 45
HITS. Fok 15 STUNNER AND
UNABLE T2 PARRY NEXT
Rounp. Jou HAVE THE
IMITIATIVE FoR L RevmDS.

HARe Blow To BAck.+ 10
HITS. Fok IS STumnMED
AND UNABLE To PARARY
DuRInNG MEXT Reunp.

STRIKE To Fok's LOWER
BAck. L5 HITs, Fo£ IS
STUNNED AND UNABLE To
PARRY DURING NEXT
RounND.

ooz

Biow T Feg's cHEST. 45
HiTs. Fog musT PAAR
NExT Rouwd AT =169,
Feg HAs A BRUISED RIB.

STRIKE Fof's THIGH. +5
HITS. FoE [3 FoRcED To
PRRRY MEXT Rounp AT
=257, GuLanaNG Brow.

STRIKE FoE'S THIGH. +(

BLow To Foe's cHEsT,
+ & HITE. For Musr
PARRY FoR NEXT A
Reudps.

HARP Blow To CHEST. +5
HITS. Foe Fienrs —10%,,
Fof IS STunwEp BURING
NEXT RovuND.

Brow To cHEsT. + 10
HiTs. Fof HAS A PAIR of
BRoKEN RIBS AND MUST
FiaHT AT -I5% .

Biow To cMEsT, + {5
HiTs, FoE 15 STUMNED
FoR 2 Rouwbit. Fag
Flants — 159,

HITS. Foe MAs A BRuisE
AND IS FoReEn To PARRY
{1 Ro, Fog 15 AT =59,

STRIKE FoE's THiGH. +6&
HITS, Fof 13 Ar - 5%,.
Aee 109, Te YeuR NExT
Swint. FoE MUST PARRY
NEXT Rouno.

BLow To THIGH. FoE i3
STUNNED NEXT RoumMD.
+0& HITS. foE Is AT
~10%, Anp 15 UPSET,

Brow To THiGH. Fok IS
STUNNED AND UNABLE Tb
PARAY NEXT Rounp.+ 10
HITS. FaE 15 AT —40%.

Biow Tv FRES FomeAmm.

+5 HITS. For 15 Srumned

DURING NEAT Rounp. Abp
+207% Te yoUR NEAT Swiné.

Brow To For's FoREARM,
Foe 15 Ar —10%,.+9
HITS. Fog€ IS STUNNED
buainGg NEXT Roumb,

Disagm FeE WiT™H A
Blow To FoREARM. +8
HITs. Fog IS STUNNED
DURING NEXT RoUND,

Biow To FoREARM. FoE
|5 STuUNNED AND UNABLE
To PARRY NEXT Reunp,
+io Wirs. Foe ar =105,

Blow To FoREARm. FoE
DRoPS wEAPeN. Fo£ I5
AT =15%,. + {0 HiTs,
FOE IS STurinED FoR
NEXT ROUND.

SHATTER SHouLDER /N Fel's
SHIELD ARM, ARM 15 QUITE

USELESS. FoE |5 STuNNED
AND UNABLE To PARRy FoRk
NEXT 2 Rounps. +8 HITs,

SHATER ELBow /N Fug's
WEAPoN ARM. ARM IS
WSELEFS ., Fo BRePS wLAPOM,
AND 15 STUNNED ANO UNABLE
To PARRY For 3 Rouwes.

SHATTER For's KNEE.+19
HITS. FoE |3 KnocKeD
Powr AND IS STUNHED AND
UNABLE Té PARRy Fer 3
RoOuNDS. Fog AT =90%,.

BLow To 51PE OF Fok's HERD.
IF Fef HAS Ho HELm, you
CRUSH H1S SMuie . IF FoE
HAS MELM , you KHetk HIM
OuT For 4 HouRs.+ 20 HITE,

Brow To BACK oF NECK

ERuFHES Batk@onE AND
SEVERS SPINE. 4 15 HITS.
Fot PIES INSTANTLY. APD
+ 10% To yoUR NEXT SuliNG.

STRIKE UPPER CHEST
AREA. +8 HITs. Foe 1s
STunNEp FoR 3 Rounps
AND UNABLE To PARRY
DuliNG HMEXAT Roump.

STRIKE UPPER CHEST
AREA. FOE 15 STuNMED AND
UNABLE To PARRy Fom 2
Reounbs. + 10 wiTs. Feg 1f
AT =10%.

STRIKE UPPER CHEST ARER,
FOE |5 STUNNED FoR

Roures AND UNABLE Ta
PARRY DuRinée NEXT 2
Rounps, +10 HITS. Foe =10%,

Brow To FeE'S SHouvwber
AREA. [Muror FAAcTUAE.
For 15 AT =209, For 15
STUNNED AND UNABLE To
PARRY Fom I Reurbs.

Biow To Fog's SWikie
SHoULPER . TF HAS A SHIELD,
IT 15 BROKEN, IF FRE NAS
No SHi£Le, THE SHoULDER
IS SHATTERCp, ARM USELESS,

BLow To FoE'S LowER
LEG. Bap Bruisg .+ 5 Hirs,
Foe IS STUNNED FoR 2
RounNps AND UNABLE TO

PARRY NEXT Re. Foe AT =207,

Brow BRUISES Foe's CALF.
Fog i3 Ar -35%,.+ 10
HITS, Fot 15 sTunnED Fol
2 Rounp3 ANp uNABLE To
PAARY NEXT RounNP.

BLow BRUISES Fok's KEE,
Fek i5s AT = 40% .+ 10
WITS. Fof 15 STuNNED AND
UNABLE To PARRy Fom 2
RouNps.

BLow BREARS BOWE IN LEG.
FoE IS AT =50%. + 12 wrs.
FBE 15 STUNNED AMP UNABLE
Te PARRY FoR 2. Reunbds.
[MATon CARTILAGE DAMAGE.

Biow BREAKS Foe's HIP.
FoE 15 AT =75 Z Anp 15
KNOCKED Bown. 4 15 HiTs.
FoE 15 Stuwnep 3 Rovnps.

Brow To FoE'S SHIELD
ARM ., IF FoE nas A IHIELD,
IT 15 BRoKEN. IF Fof HAs
Mo SWiEnp, THE ARm 15 BAoLy
BRoxEn AND USELESS,

Brow To Ffek's SHILLD
ARM SHATER'S WARIST.
ARM 15 LsELEss. Fo€ s
STuNMED FgR NEXT RounNb.
+ & HITS.

Buow To Feg's WEAPoON
Anm. Bao BRUIFE. +9
HITE, Fof |5 STUNNED
AND UNABLE To PARRy FoX
NEXT RB. Fof 15 AT =507,

Biow BREAKS Fog's WEAPON
ARM ., FoE 15 3TunNED AND
UNABLE To PARRY FoR |
Rourb. ARm 15 VIELESS,

+ B Hrs. Tenpord DAMAGE.

Biow To FoE'S £L80u).+9
WITE, TuNT /5 SHATERED.
ARmM 1S USELESS. FOE 1S
FTUNNED AND UNABLE To
PARRY FeR 2. RevNDPs.

Brow To Fag's sipe. +10
HITS. FoE 15 $Tumngp AND
UMABLE Té PARRy FoR 2
pounbS. FoE 15 AT =20 Y.

Biow o Foe's Sipe.+i2
HITS. Fog HAS BRoKEN
RiBS, FoE 15 STunNED AND
UNABLE To PARRY FoR 2
Rounps. FoE IS AT =259,

STRIKE Te Fog's Siok
BREAxs 3 RIBS. Foi I35
AT = 4o Va. + 10 HITS,
FoE 15 STunMMNED AND
UNABLE Tb PARRY 3 Rounbs.

STRIKE To Fog's siwpe. + 15
HiTs. Foe 15 KNOCKED DausH .
Aop 10% To your NEAT
Swhe, Fog IS STunNED AND
UNABLE To PARRy 3 RousBS,

CATCH Fo£ 1R ARMPIT, + 30
HITS. CRUSM Fog's RIBS AND
DESTRoy SIPE. Fog DRoPS
Anp Difs oOF NERVE Arp
ORGAN DAMAGE IN 3 Rounps,

STRIKE Fog In Back. +12
HiTs, MusELE AND CARTILAGE .

FoE |5 STUNNED AND UMABLE
To PARAY FoR 3 Rounes.
FoE 15 AT —25%.

STRIKE To BAck KNoers
For Doww ANp SMASHES
TENDONS. FOE IS5 STUNNED
AND UNABLE To PARRY FoR
4 Rourips ., FoE is AT =30%,.

Brow To BACK SMASHES
MusetE AMbp BREAKS BonE,
+20 HITS. Fo€ 15 AT =50%,
FOE 1S KNOCKED DowN AND
STUNNED FoR (5 Rounes,

Biow To FoE'S NECK AREA
BREANS BACKBONE AND
DESTRoys SPINE- +25 HITS,
Fo£ FALLS AND DIES IN 2
Reuwbs.

MNEck STRIKE SHATERS BowE
AnD SEVERS AN ARTERY. Faf
CANNOT BREATH AND |
INACTIVE FOR 12 Rounps, THE
PooA FooL THEN EXPIRES,

BREAK, Foi's Nosk. Fae s
SrunmED AND UNABLE To
PARAY FoR 3 Rounbs. + 15
HITS. FoE FIGHTS AT = 309
For 2 DAYS. CLoSE.

UPPER HEAp HIT. IF Fok
HAS Mo HELM, HE 15 IN A
comA FoR 3 Weeks, Ir Pk
HAS A HELM, +20 HITS AND
FaE 15 sTynnEp 1L Rounps,

BLow SHATERS THiGH. +9
HITS ANP A campPaunD
FRAcruRg. BonE SEVERS An
ARTERy. Fo€ DIES AFTER
12 RewNDS oF IMM’I‘!Y["‘?G_

BLow SHATER's SMIELD ARM,
BoNE SEVERS VEIN AND AN
ARTERY: FoE DIES OF SHock
Amp BLooD Loss AFTER 9
INAETIVE ROUNDS.

BLAST To FoE's Bhck.+25
HiITS. BONE IS DRIVEN [NTe
VITAL ORGANS AND Fof IS
DowN FOR & Rounbs...THEN
DIES. SAD.

Brow 7o Fo£'s HEap. IF

FoE Has N6 MELm HE 15 DEAP,

IF FoE HAS A HEUM, HE I3
KNOLKER Powp, TAKES 4+ 20
HiTs, AND IS STUNNED & RDS.

BLAST Fof's CHEST, SEND
RIBLAGE THROUGH HEART,
Fof DRsps AND Difs. Apo
20% T YeuR NEXT SWING,
Viserous .,

Blew To Fog's ABPOMEN
DEsSTROYS A VARIETy OF
ORGANS, THE FooRr LTS
EXPIRES AFTER & Reunos
OF INALTIVITY «

Brow To FoE'S SIDE CRUSHES
CHEST CAVITY. FaE DRoPs
AMD DIES IN 3 ROuNDS. Abb
A5 %, To yeuR NEXT
Swisde,

CRuSH Forls SKuk. +30
HITS, OPPONENT DIES
IMMEBIATELY . Ao +20 2
To YouR NEAT SWiNG. you
HAVE Y2 Revap LEFT To acT.

Brow To Fo£'S Faw PRIVES
BorE THROVGH BRAIN. FOE
DIES INSTANTLY. +S50 HITS,
Abb 207 To YouR NERT
SwiN.

Brow Tb BAck OF MEck
PARALYZES Fof FRom THE
SHouLPERS Dowr, 4= 15
HITS. Fag |5 QUITE STUNNED,

STRIKE To FoREHEap .+ 30
HITS. You SQUASH FoE'S
Ey&s AnD PESTRoY THEM.
Fo€ IS STunnED AND 15
UNABLE Ta PARRY 24 Ros.

BLAST To FoE'S CHEST
AREA. Desrapy FoE's HEART.
FeE DIES IMMEDIATELY. +25
HITS, FinE WoRk .,

CRusW FoE's mWip, +35
HITS . OPPONENT |5 STUNNED
For A RouNDS, ALTIVE THE
FOLOWING 4 RoVNDS AT -30%,
THEN DIES OF NERYE FAILURE,
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=371
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PARRY MNEXT Rounb. l‘av
HAVE [NITIATIVE Fak 3 Rps.

—~—a
,:.E X g + = v s '
-35_\& q‘té& G = grmy agis 1thri 2 rm# 2ayin
b
B d g™
+ 12 vits + 15 HiTs
@i*95 e s iy 905 FUMBLE HOUR WEAPIN au mt:isn::\:’saﬂp Fi a+Ms e 0%
HAE . Uov ARE UPSET, LAT BLow . SuBTRALT e 5
* p¥inver g wime | Sl aeoe et oo e s e
G640
-+ -3, Hirs + 4 HiTs 4+ 5 nits +9 HiTs +10 HiTS
14 --20 + & HiTs +8 HiTs + 9 Hits +12 Hits + 15 Hits
2=
+9 nirs + 10 HiTs + 12 wiTs +15 Hits +20 HiTs
31"‘% + 12 wirs + 15 wits +20 HITS +25 Hirs + 3D HiTs
i_.% étﬁﬂfr waugﬂ.—f—- 12 wiTs.
T
+ 15 HiTs + 18 wirs +25 Hits + 30 HiTs ;E-Z:o‘:ig s %’}:‘u{:&ﬁa
o . 1]
+ L0% To youl HEAT SuliNge,
5}:65 é" Sl Tl + 10 niTs. | HARD FiAT Swine. + 15
KES HiTS PER
+20 wirs 425 Hirs + 30 mims R::w AND 15 FoRCED To :*:: :H 051?:;:»5::;“”"

UNABLE To PARRY Fag
THE NEXT RouUnp.

LJELL PLACED STRIKE To
Fot's HEck SEVERS THE
TuGutAR VEIN .+ 15 HiTS,
FoE DIES IN (o ReunDS,
AND I35 INACTIVE UNTIL THEN.

Vigerovs STRIKE To FOE'S
ABDoMENAL REGION DESTAGYS
A VARIETY OF IMPORTANT
oRGANS. FoE DRops ANP
pDIES 1IN 3 Rounbs. +30 HiTs,

STRIKE Te Fof's HEART,
4+ 12 HIrs AND Fag DiES
jusTAnTLY. Abp £ 1037
To youR NEXT St .,
VERY CLEAN KiLL.

I NSPIRED STRIKE THAT
CATCHES Fog BETwWEEN THE
EYES. +20 Hits. Fof DIES
MsfaNrL;hJjea HAVE L.
A Rounp FT To ACT,

STRIKE THRouGH Foe's
EAR DESTASYS BRAIN.
FoE DIES IMMEDIATELY.
App -+ 10%, To AL FRIEMDS'
FwINGS NEXT RoUND.

67-70

+25 HiTs

+ 30 HiTs

LigHr Wouwnp, + 15
HITS, FoE IS STuNpnes Fep
2 ROUNDS ANP FIGHTS AT
=20%, - Aep +10%0 To your
NEXT SwhiNG,

Hare Stmike. 420 HITs,
For 15 STunNER AND UNABLE
To PARRy Fef. 1 Rounes,
Arp + (0% TO yeuR NEXT
EIRTL

BRUTAL Srmike THAsuaH
Foe's HEART. + 20 HITS,
Foe PIES IMmEBIATELY. Abp
+ LoTs To yeuR MEXT
SwWiNG.,

180

+30 HITS

LIGAT weunp. + {3 WiTs,
FoE 18 StunNgED FeR 3
Rounds ANE IS UNABLE To
PARRY FoR TWE NEXT
Rouwnp,

Hare Buews. +20 Hirs. For
15 STUNNEP ANE UNABLE Te
PJRR}/ FoR 2 Rounbs. Faf
TAKES 3 Hrs per Rovwp
DUE TO LIGHT wiounD.

STRIKE To Fe€'s LEw. +9
HiTs. FoE 15 STUNNEP AWD
UNABLE To PARRY Fer L
Rouno. For 15 AY — 10%0,
TakEs 3 HiTs PER RounDd,

SHATER SHeuLPER IN Fot's
WeEArs ARM, + 15 HITs.

Feg 15 3TunnEP Fom 3
Rourios . ARM IS QuITE
USELESS,

4-9¢

STRerG BLAST STAGGEAS
FoE. + 20 HITS. FoE IS
STUNNED AND UNABLE To
PARRY FeR A Rounps.
AbBD 57 To NEXT SwiNG.

Harp Blow STUNS Fok FoRr
3 RouNds . FOE 1S UNABLE
Te PARRY MNEAT Rounp,
422 MITs. App + 107,

To YouR NEXT SwiNG,

STRIKE To Fot's iee. +15
Hits. Fag 18 STUNNED FoR
2 Rownbs ANB FiGHTS AT
—20%,. FoE Takes 2 Hirs
PER ReuND.

STRIKE Te [FBE's FoREWEAD.
IF FE HAS Ne HELM, you
kil Him. IF Fo€ HAS A
HELM | Jev KNock Him ouT.
+ 30 HiTs.

STRIKE To fog's CHEST
DEsSTRoYS THE HEAAT, +15
HITS, 0E DIES I1MMEPIATELY,
Apo +15% To yeuk WG
SwhHG .

495

FiNE STRIKE To FoE's LEG
yigtes 418 HITS. Fee
TAREs 5 HiTs PER Rounp
AND 15 AT = 107.. Foc 15
STuNNED For, 3 Rounbs.

STRIKE Foe IN FACE.+5
HITs. FoE ThAkeEs 3 HITS
PER Reunb AND FIGHTS
AT =25 Yo. Apb 207, Te
idwﬂ NEXT SwiNG.

STRIKE FeE IN HEAp, + 30
HiITs AND FOE IS KNOCKED
aur. Aeo 4 fo% To aw
FRIENDLY SWiNGs NEXT RoUND.
Fin€ IHaT,

CRUEL STrike To FRE'S

CHEST SEVERS A VEIN. FeE
|5 STunnED FeR 2 Rounps,
FALLS INTO UNCONSCIavsNERS
THEN PIEs AFTER. (3 Roumps,

SEvER AN ARTERY IN
Fog's LEe. + Lo HiTs.
Fo£ bpigs AFTER L2 sap
RovaPS OF INACTIVITY.

598

STRIKE FoE IN HEART,
Foe PiEs INITANTLY ANE
FALLS UPoN Wou. od
THEN TAKE 20 Hims Amp
ARE PINWED FoR (o RPs.

STRIKE Fof THRouGH
BoTH LUNGS, Fog DIES
IN 3 Rounbs ., suR
WEAPON 15 STuck I FoE
For, 12 Rounps.+25 WiTs,

STRIKE [FOE IN NosE Anp
PRIVE Bong IiTo BRAW. FoE
DIES INSTANTWY ANp You
HAVE Ifz Reulip To Al’cr.
CLEAN Kisb .

STRIKE THAoUGH FOE's
EAR. DRoPs SUCKER. + 15
HITs., Foe DIEx NEXT Rounp,
Aop 4 25 T To YeuR NEAT
SwiNG.

SHATER Foe's SxviL.
+30 Hits. Foe DiEs
INSTANTLY: A PIECE oF
FoE'S SHULL SAILS STRAIGHT
BACK 10 Feer. Nor preETTY.

F9-400

STRIKE THRouGH Fog's
LWHGS. For FAlLS bdown
AND DIES AFrER (o ReunNbs.

HaRp BuT FLAT STRIKE .
Foe TAWES + 3§ Hyrg, 5
aTunNED FoR L Reurie, anp

STRIKE FoE IN NEek .+ 20
HITS. Fag 15 STUNNER AND
UNABLE T PARRY AR &

Bunb FoE Ci€Amiy. Fog i3
STUNNED AND UNA Te
PARRy Fom 2 Rsumss, +5

STRIKE Fei THROUGH CHEER,

Fok BiEs IMAERIATELY .+ I8

HITS. Umxmﬂnrt% _J‘eus.
(4

AQE-ASD

+2% Hirs. Ave +20% To ’55::“'-:;" PARAY - Yeun Rounps — THEN pies, Gouk HiTs. Foe 15 AT - loo 7 WEAPON 15 STUCK |
AL FRIENBLY SWINGS HEXT RD, WERPIN IPREMES ol HALF, WeareN 15 sTeek 2. Roliwbps. Precision SuRGERY e BoNE FeR 2 Rounbs.
AWESOME STRIKE., +5¢ STRIKE To SIBE oF Foe's STAIKE To FoE's CHiN SHATER Fo€'S knEE. FoE Sever A VEIN IN FaE's

HiTs, FeE IS STUNMNED
For. 3 Rourbs AND IS
uNABLE Ta PARRY. For
FlIGHTS — 25 7o+

HEAD KHotKs [RE ovT. + 20
HITS. FRE IS ouT FoRk AT
LEAST 3 Houms. Ape +i0 8
T Youk NERT Swine .

SHATIERS TAw AND KHNoLKS
FoE OUT. + GO HiTs AN
FoE I3 1H A Coma Fer 3o
bAYS,

TRKES 2 HITS PER Rowrb,
Figurs AT =30%, AN2 Is
STUNNED FeR 3 Rounps,

Fomgums, Fog i Stunnes

AND UNABLE T3 FPARRY PR

G Reunbs. Fag THEN Faus
bEAD, + 20 HITS,

4475

STrikE PRIVES BoNE /NTo
KIBNEYS AND LIVER. Foe
Fas', TAKMG H0 HITS.
Fof THEN DIES... PITY.

STRIKE DRIVES SHAMERED
REMNANTS OF FE'S TAw
INTo THE BRAIN: Fo€ DIES
INSTANTLY . Ueu HAVE '/z
JROUND LEFT Te ALT.

STRiKE To FoE's ABPOmEN
DESTRoys A YARIETy OF
|mPokTAnT ORGANS. ' Fog
pRoPS AND PIES AFTER
Reunps. +-3° HITs,

SMooTH STAIKE TrRoueH
Fog's eneex. T 10 Hirs,
Fot DPIES [MmmEMATELY .

bu HAVE Iy Reuns "LEFT
I wHieH To AeT.

STRIKE THROUGH Fee's
MNECK, FoE PIEs INSTANTLY:
+25 nirs. Ape 107 T8
fouk NEXT Swince. Fine
PICCE OF wieRK.

STRIKE To BOWELS DE.m;?l
Foels ABPomENAL ARER. FUE
FALLS AND DIES AFTER 12
Rouribs, +35 Hirs, Ase
157 To yeur NEXT Suing.

STRIKE THROUGH Feg's EAR
Kies FoE GNTH CLEAN ERSE.
+d0 mirs, Ao +20% Ts
THE SWiNGS oF ALL NEARBY
ALLIES NEXT Rounb . 4

STRIKE SEVEAS AN ARTERY
IN FoE'S LEG. Faf FIGHTS
AT —20 %7 FoR L Rounbs,
THEN DRoPs. Fog is THEN
INAETIVE AND bifS AFTER (3 RDS,

STRIKE SEVERS Foe's
SPiHE. + 20 HiTx. FeE
DReps IMMEDIATELY AND
IS PARALYZED FRdm THE
WAIST Pown.

STAIKE FeE THAtwaH THE
EYe. Fog DiES mn:pmru.’.
+ 15 Hirs, Avo 20% o
YouR NEAT SwiNG. Lfou HAvE
Uy PRowd To fer.

20250

Brow 7o FEE's FepeLimB
sevERs A VEW ANd ITUNS
Foe  Fam & Reunes. Foe
DRsPs on Round 7, PASIES
ouT, THEN DIES. 15 TS,

STRIKE SEVEAS Fae's SPne.
15 Wits. Foe 15 PARALyzED
FRsm THE MNECK Padn,

Sapey Youlk WEAPoN BREAKS

IN  HALF.

STRIKE To FeE'S HEART, +28
HiTs., FoE DBIES INSTANTLY.
Ave + 157 To AL FRIEHDLY
SwiNGs FoR THE NEXT 2
Reunps oOF AcTion .

STAIKE To FBE'S HEART.
+25 HiTs. Fog oies, Aoo
+20%, To A FRENDLY
Suwinas FeR THE MEar'3
RounbS OF AeTient.

STRIKE CARRIES ALL THE W
THREvEH FoE's HEap. FOE
DIES |NSTANTLY. THE ACTIoN
CARRIES oNTD' ANy NEARBY
OPPaNENT (Thiz Reunb).

25+

ExTREMELY HARD BYT FLAT
FuiHG. + 35 Hirs, FeE If
Stunnen AND UNABLE To FAR
For. 3 Rounps, UnFoRTUNATELY,
\a'ou KMotk YoumRSELF our,

STRIKE THROUGN FoE's EYE
PROVES FATAL. Foe PiEs
ImmEpIATELY. F 20 HITS,

Ao +25 ' To yewR NEXT
SwiNG.

BLine FoE WITH Viselous
CROSSING STRIKE. Fo& s
AT — 00, AND 1S UPSET,
4+ 10 Hirs ANp FoE 13 auimE
STUNNED FoR G Revnbs.

STRIKE THAsveH FRE'S RIBS
PuneTupEs A Lude. + 30

Hrrs, Fog 15 KMoeKED ouT.
louR. WEAPaN 15 STUCK FoRr
& Rounds. (road LUCK.

BLinp FeE WITH PAEcisien
STRIKE Achess EYES. +&
MiTs. Fo£ 15 STunMED AND
UNABLE To PARRY For L4
Reunps.
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.40, iTe + 10 wirs + 10 HiTs + 10 wiTs + 10 nirs
- ouR  LIEAPoN BREAKS 90 PRoE GlE e 1D U FUMBLE WEAPON FoR 'ﬂm FUMBLE WEAPaN FoR, oU MUST PRARY
IN HALF. SHosy TAKE 2 RouNps To GET IT EmAINDER oF Revnb. You AINDER OF Rourp. You
WORKMANSHIP, BACK. Bum LUCK Bubby. ARE STUNNED NEXT Reunp, mvsfsP%Mf MEAT Rounb... NEAT Revnp,
AT = .
—
@5 m + 2 HITS + 3 mirs + 4 wiTs + G HITS + 8 HiTs
M. % +3 HiTs + 4 wirs +5 HITS + 8 HITs + 10 wits
2L-38
+ 4 HiTs + 5 HiTs + & HITS + 10 HiTS +12 wiTs
34-40
5 s Irs
+ +6 H + 7 HiTs + 12 HiTs +15 HiTs
44-50
+6 HITS +7 nits + 8 HiTs +15 HiTs + 18 wirs
585
+7 HITS + 8 Wit + 7 Hirs + 18 HiTs + 20 HITS
® 3?3‘,&::5.;{:2';“" 2::::1&{ I.F;‘ H:.:::Th‘ Heavy woune . + 20 HITS, STRIKE To Fof's HEART
o = - . . FoE 15 STUNNED AND UNABLE Anb KILL SuceKER,. AdD
- + 20 HITS FoE THK;ES 3 HITS PER TAKES 5 Hits PER RouNb, To PAARY NEXT ROUND. Fog +20%, To yo:n. NEXT SwiN &.
°°° Reunp Ane FieHTs = {07 FIGHTS =109, AND YIELDS FiaHTs — {5 % AND TAKES ol ARE, HOWEVER, COVERED
YouR Wearon BREAKS, INITIATIVE NEAT ROUND . {0 HITS pEa RouNp. L'jmr FoE's BLOOD +50 HiTS.
i Q?_?@ Heavy BLow BAEAKS BONES
- '}
r JN FoE's uPPEA Bopy.+ 30
oo +8 HiITs + 9 HITS + 10 nirs +20 HITS HiTs. FoE 15 STuNNED ANo
UNABLE To PARRY FuR 2
RoUNDS. FLAT STRIKE,
LiGwT ...:ou;o. +13 HiTs, | HARo Blow. + .24 Witg Anp
bt Fog TRAKES HITS PER Foe FiaHTs AT =20%, . Fog
it & +9 wrs + 10 HiTs + 15 wirs RouND, FIGHTS ~ 10 %, AND 15 sTunned FoR 3 Rounds
16LDS THE INITIATIVE, ABD AMD UNABLE To PARRY. Faf
+10% T YOUR NEXT SN - TAxkES 5 HITS PEA Rounbd.
i LiaHT weuwp. + 12 HiTs, HEAvY WouNp. + 25 Hirs,
—_— FaE TAxES 4 HITS PER Fo€ TAKES 20 HiTs PER
g +10 nirs +15 wirs +20 wrs Reund AND MUST PAARY RoUND AND FIGHTS AT ~257,
MEXT Rounbd. App +207 Fog 15 STUNNED AND UNABLE
Te youR NEXT Roudb. To PARRY FoR 3 Reunps,
LiGHT wound, 4+ 12 HiTs, Hamro Buow. + 25 T, STRIKE To Fof's NECK seyeas]
=) { FoE TAKES 4 Hits Per FoE 15 STUNNED Fop 2 A VARIETY OF BLoOD VESSELS
+15 wims +20 HiTs RoUND_AND You HAVE THE ROUNDS AND 15 UNABLE TO And KNocks Fof DOwWN. Fef
NEXT Reump. Fac EXPIRES |H 3 ReunNps DVE To

INITIATIVE NEXT 2 Reunps,
Abp T 10 7% NEXT SwiN&.

PARRY
TAKES 3 HITS PER Rounp,

SHe¢K .+ 35 HITS, NICE...

96-%5

Brow SEVERS VEIN AND
ARTERY. FoE 15 STUNNED
For 12 RouNps, DROPS,
THEN PIES, AwesomE.

MASSIVE Blaw To NECK
CRUSHES BowE AND BREAKS
SPINE. FoE bIES In {
Reunp, BUT DROPS INSTANTLY,
App + 25 %% To NEXT SwinG.

Blow To [owER SKULL AREA
KILLS Fof |NSTANTLY. Fo£
SthcaeErs FA L Rouwps
BEFoRE DRoPPING. AP +207
To YoUR MNEXT SWING.

ou cuT Fof's SKuiL In
HALF . WEAPON 15 STuck
IN EARMNAGE FoR & RounDs,
Apo +10%% To ALL FAIENDLY
SwinGgS FoR G RoUNDS.

STRIKE DRIVES BONE THRsUGH
Fo€'s HEART, FoE DIEs
INSTANTLY, BUT JOUR WEAPsN
|5 STuek IH FE FoRk 1
ReuUNPs. + 40 HITS,

49-450

BLow SHATTERS BonE.+30
HITS AND 10 HiTs PER
RouNb DUE To CompeunD
FRACTURE, Fof |5 AT-257,

STRIKE Fof IN LEG AND
SEVER VEIN, + 25 WiTs.
For pAops IN 2 Rounps
AND DIES. FoE CAN FIGHT in
THE INTERIM,

CRUSH BONES IN Fog!s NEcK,
507, CHANCE FoE 15 PARALYZED
FRem NECK Powr,. 50 % cHANCE
THAT FoE 15 KILED. You
HAVE /3 ReuND LEFT To AT,

STRIKE THRAeUGH HEART
ML FoE. + 20 HITS.
25%, CHANCE FoE FALLS aN
You oUT oF SPITE.

CATCH FOE BETWEEN THE
Ey£s AND SHATTER THE SKULL.
Fot DIES INSTANTEY. Wou

Have Yo Reuno Te Acr. Asp
259 Te JOUR NEXT SWiNG.

AU-450

LIGHT wWouvnp, + {2
HITS. FOE BLEEDS AT
{1 HWIT PER RounD. App
4+ 10% To youR NEXT SLING,

LiGHT wounp. + 13 Wy
AND FOE MusT PARRY NEXT
RouNp. Fof TAMES 2 HITS
per Reund. A0 T207,To
Youk NEXT SwinG .

Harp Busw . + 30 HITs, Fag
15 STunNED FoR 3 Roumbs
AND |5 UNABLE To PARR

DURING NEXT RsuNo, ABP
+ 10 %, To youR NEAT SWiNG,

SERIBUS CoMPoUNP FRACTUAE.
+30 HITS AND FOE IS STUNNED,
uNABLE Te PARRY, FoR 2
Rounps.

STRIKE FoE THRovGH LEc
AND SEVER VEIN. FeE i3
STunNER AMD UNABLE To
PARAY FoR (> ROUNBS. Fog
THEN DjESs. + 20 HiTs,

ASL-475

Brew curs Muscee ANp
CAUSES LIGHT WeuND. + 20
HiTs, Fog 15 AT - 10 Anp
TRKES 5 HITS PER Reuns.

Biow STuns FoE FoR 4
Rounp AND FOC IS UNABLE
To PARRy. 1t 25 WiTs.
Fag 135 AT = 20 % AND

15 QUITE UPSET,

Kroek FoE DownN. 4+ 25
HITS. FoE IS Dowd AND
UNABLE Te PARAY Fo#, MHExT
2. mounps. Aop + 109, Te
Youk MEXT SwinG.

Kriock Fog Dowd WITH A
visaous Blowd. - 40 HiTs
HITs., 50%. CHANCE OF Cama=
50%, CHANCE FOE 1S PowdM
AND UNABLE To PARRY (o Reumbs.

RwEsSemE BLOW KNOLKS FoE
BowM, FoE BREAKS BAcK
AND MNECK AND SUFFOCATES
1IN L2 Rounbs. T 25 HiTs.
Abb 20 % To YouA HEXT Swiné.

178-240

Birow CUTS TENDONS .
+ 15 Hits AND Fef
FIGHTS = 25% . Ape
207 To YeuR NEXT
Sw NG,

KNoOEK FoE Pown . + 28

HiTs. FoE 13 Powwn FoA

2 RouNDS AND UNABLE To
Parmy. Acd +25% To

YouA NEXT SwiNdG,

Heavy weuno. + 28
Hirs AND Fof 15 AT - Ho%,
FoE 15 UNABLE To PARRY AND
STUNNED Fom, NEXT 3 Raunps.
F€ TAKES 10 NITS PER RounD,

STRIKE SEVERS VAST
HumBER OF BLIOD VESSELS,
+25 HITS AND FoE IS

STUNNED, WNABLE To PARRY )
FoR 9 Aps. Fog Is AT =259,

STRIKE THRSUGH FoE'S

EYE HITS HOME AND RiPs
ThRrewsH BRAIN. T4 HITS,
FoE DRoPS IMMEDIATELY AND
BIES. FinE BLAST,

2-25¢

BLows SHATERS BonE.
+ 35 HITs, FoE TAKEs
10 Hirs FER RoUND, I5
sTunnER A Rounps, AND
FiaHrs —307%.

HEeavy wounp, +35 Hirs
AND Fof 15 STunMNER FoA 3
RouNps — UNABLE Te PARRY.
FoE FiaHTS — Ho T, AND
TAKES 10 MITS PER RoumD,

Viscieus Blow To Foc's

LEG. +30 HITS. Fo£ TAKES
i2 HITS A RovND AND FIGHTS
~56% . Fog 15 STUNNED AND
UNABLE To PARRY G Rounbds.

STRIKE THROUGH Fof's EAR.
+15 Hims., Fog mEs oF
MASSIVE BRAIK DAMAGE IN
3 Rounps. Ave F207 7B
l-‘pul\ NEXT SWiNG,

MAGHIFICENT ABRBomENAL
STRIKE DRoPs FOL il A HEAR,
435 HITS Awp Fo£ BIEF OF
SHock IN & RoUNDS. How
ARE STUNNED NEXT Reunp,

25k +

FoE 15 BLNoED. + 20
HITS AND Fof FlanTs
=foo T, . Fo£ 15 STuMNER
AND UMNABLE T& Pﬂn&f

For (o RouNBs.

STRIKE THROVGH Foe's Eye.
sy KiLL FoE rmmn.y. Acp
F20F, To YoUR NEAT Suiitice.
207, CHANEE YOUR WERPer IS
Sruck IN Fok FoR. 3 Reunes.

AwWE [HSPIRING STRIKE
PRIVES Bone THRouaH
BoeTH LUNGS. FOE TAMES
oo HITs, Faus N A ComA,
AND DIES 1N L8 RovnDS.

INCREDIALE STRIKE SEVERS
AN ARTERY AND VEIN AND
BREAMS FaE's SPINE.+ 50
HITS, Faus, Ane DIES AFTER
2. RounDS of RGONY.

STRIKE THROVGH SIDE KILLS
FoE AFTER A CHAIN REACTION
oF BRowEM BONES SPUNTER.

o ARE COVERED WITH Fof's
Buep. + 100 HiTs.
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Lose govAa GRIP
AND  THE GPPMTMH")’
To GET i AN OPEM
Brow. MAayBE {ov
(ol IMPROVE

Lose  youR GRIP,
You Lese THE
OPPORTUNITY To
Thke AN OPEN
St

Lese rdw.& &RIP,
'dw LoSE THE

oPPoATUNITY To
ThAKke AN OPEN

SN

Losg .domt GAIP.
ldau LOsE THE
OPPoATUMNITY T2
TAKE AN OFEN
STRIKE .

Lose xdouﬂ, GAIP,
you ELECT MoT To
ATTALK BECAUVSE
OF LOST CoNTROL.

LosE EDVR GRIP.
ouv ELELT MoT
To AWAcK . Geoop

CHOILE .

Dror n‘wﬁl WEAPoN.
Ir wiek TAKE 1
Reund To DAAw A
NEW onNE, OR 2 RoA
T8 RECOVER oD ONE.

Darer .aou.it WEAPoON.
IT wil TAKE 2 RDS,
To DaAw NEW ONE
or # Rounps T
REcovER OLD ONE.

FumBLE  gavi
De;.w&:y. fou
LoSE  THE oPTion
To AMACK BUT CAN
STriL. PARRY .

FUMBLE (ouR
DELIVERY. You
LesE 2 Rounps
Bur CAN STILL
P.ﬂMf.

Ldau FumBLE wouR
DELIVERY AND HANG
ONTe }teua. LIEAPOM,
SvBreacr 107 From
JouR NEXT ATRCK.

ONE'S TEN THUMBS
TUST CANMOT
HANDLING LOARING.
L‘ou LoSE THE
ROUND .

gou SUp WITH

GRACE AHD LOSE
THE OPPsRTuNITY
To GET In THE
VITAL Bioud

(da.; SLIP INTo
Fog OF mMIND, Idou
Lose 1 Rouwe N
ORDER. N COLLECT
Your THOUVGHTS,

‘JW SLiP AND ARE
srunner FoR 4
Reunb. ALRIGHT, Yo
TusT LOOK ewm:f .
'm{ AGAIN -

oU SuP AND LOSE

“OVR SAoBLE PofiTian.
ou Losg A Rounos

BuTr CAN STiLe
PARRY s

ev SLIP ANP Lose
2 Rounps T Fuy
REcovyER, Yov
HoLp onTo WEAPON
AMD CAN STILL PARRY,

Idau FumBLE YouRr
ArmuNITIoN . You
Losg 2. Roupps
TRYING To REtovER.
ReAL WEAK, Kip.

H-50

BAp  FoLtowTHReueH .
ou LDSE YIUR
opp,g-rumrf ANp
GIVE {ouRsELF 1
Wi, ReaL weAk.

StumpLe OVER AN
UNTEEN  IMAGINARY
DECEASED TVATLE.
tdou LosE 2 Rounps
oF OFFENSIVE AcTioN
BUT cAM STILL PARRY.

Lose yous GRIP AND
TUGGLE WEAPON FoR
2. Pounos. lfeu CAN
STiLe PARRY. Hfevh
NEXT Swing |5 AT
—i0%.

&dau& MOuUNT REARS
AND You ARE QuITE
STunnNED FoR A

RouNps DURING
THE ReEca vﬂzy.

l,dau FumBLE your
WEAPaN AFTER
Losiné n’ouﬂ. GRIP,
Hdﬂ' ARE STUNNED
For 3 Reunps.

Break ARROW Ano
LosE (dl’UR LooL .
"dw Finb YOURSELF
aur OF ) RouNDS
OF AeTion .,

5469

‘J"“ SUP WiTHoUT
GRACE AND LoSE 2
RouNDS WORTH oF

OPPORTUMITIES . (x00D
Luek PAL.

Bap mMavE. ld'ou

LDSE 2. RouNDS
OF OPEN SwinGs.
F'om*aunﬂ:ay, yov
CAN STILL PARRY.

‘dou SLP AND ALMOST
FALL . lﬂ[ou ARE
STUNNED AND UNABLE
Te FPAmmy Fer A
ROUNDS.

tﬂou LosE {ouR
GRIP AND FumBLE
ouR weamn.tjw
ARE STUNNED FoR
3 Roumps.

Poor RELEASE.
LIEAPeN LANDS
HARMLESSLY 20
FEET T8 THE LEFT
oF TARGET.

DRop YeuR AARoW .
fou Lose 2.
ROUNDS RELOADING.
TRy HAND ARMS
NEXT TIME.

G174

Lose yove GAiP
AND  TuGaLE HouR
WEAPON FoR 2
Rovnes. 300 AN
STitL  PARRY -

LosE \dow\ SRIP
AMD  TuaGlf Yovh
WEAPon FOR 2
FOUNDS « ldou AN
STILL PARRYs

Lose govR GRIP
AND TuaarLe WEAPIN
For 32 ROUNDS.
ouR NEXT Stlin
5 Ar —10%.

ldrw& PagR mount
STUMBLES AND you
ARE STUNNED ANE
UNABLE To Pﬂﬂﬂ(d
For Z. RouMbs.

VERY PooR RELEASE
SENDS WEAPON OFF
MRAREeTLY To THE
RiaHT. 'ReERoL IF
SomEanE LIES (M
THE MNEw PATH,.

DRoP your Bowl
Yov Lose -3

ROUNDS WHILE
BETRIEVING T
AND RELCADING,

-84

Lose gour GAir
AND TueaLE YOuR
wWEAPoN For A
Rounps. UNFeRTUNATELY,
YJou  cAnmer PARRY «

Very BAap MavE,
sy ARE STUNNED
AND UNABLE To
paRRy FoR A RS,

Mot Goop.

FumsLe youR
FollowTHROUGH . tdnu
LosE 3 Rounps,
Hou ARE STUNNED
For. 2 RoUNDS,

ou BREAK YouR
WEAPSN AND LOSE
2 RounDps LHILE
PRAWING A NEW
ONE,

You SUP AND LOSE
3 RouNps To Fuiey
RECOVER . Ldor.l HoLp
ONTo WEAPeN, BuT
CANNOT PARRY.

BowsTAiNG BREARS,
Jou LosE A Rownps
DRAWING A NEW
WEAPON OR &
ROUNDS WHILE
RESTRINGING Bow,

81-85

ldou LOSE ‘d"’"
s " AMD REAUSE
THAT You SHould
RELAY ANp NoT
Swine For 2. Ros,

Lose yeva &P
AND TuGGeE ‘WR
WEAPoN Fom 3
Rounps, You CAM
STk PARRY.

CLumsy Move,
sy ARE STunNED
AMD UNABLE To
PARRy For 3
Rounps.

ou DRoF (deuk
WEAPaN IN BNE
oF YourR LIGHTER
momenTs. Lose L
RouUNDS PRAWING
A NEwW ONE,

ou pROP QoUR

wEAPor, IT i
TAKE 2. Rounps
Te DRAW NEW ONE
oR i FRounps T»
RECovER OLD OME.

ov FumBLE youR
WEAPON . lﬂou ARE
STuNNER AND QUITE
UNABLE To PARRY
FaR THE NExT 3
ROUNDS .

g6-%0

FoE's SmooTH Moves
LEAYE Yeu STunNED
Fos 2 Rouos.
HepeFuy, ffov Witk
LEARM »

l’ucltnmu./ BAD
meve . Youw ARE

STUNNED AND UNABLE
To PARRY FoR 3
Rounps.

Drop YouR LIEARSN.
Ir witl TAKE 2
Rounbs To PRAW
NEw ONE oR & Rbs
To RECOVER. OLP oWE.

{Jou BReAK oUR

WEAPaN AND LDSE
2. ReuNDS DRAWING
A MNEw ONE, tdnu

Taxe 10 Hirs,

au FumBLE HovA
WEAPoN Bapry Bur
HANG oNTo IT. ldou
ARE STUNNED AND
UNABLE To FPARRY
FoR & ROUNDS.

%OV LET l‘ﬂuﬂ
ARFow Flyf MucH
Tho Soor. oy
STRIKE 20 FEET
SHoAT 0F TARGET.
You ARE our 2 Ros,

=95

Yo sTumsLE. THe
CLASSLESS DIsPLAY
LEAVES (ou STUNNED

FoR 3 Rounps, Yoy
MIGHT STILL SURYIVE.

sy STWMBLE AND
NEARLY FALL Down
IN AN APPARENT
ATTEMPT T2 COMAMIT
SVICIDE, {ou ARE
STUNNED RounDs.

lafau TRIP AND FALL.
I+ wiw TAKE 4
RounNps To RECOVER
ou ARE UNABLE To
PARRY Fof 3 Revnos,

QUR SEATING 15
ImPROPER ANB . L
Finp ltouk-’!d
STunnNED AND UNABLE
To Parmy FoR 3
RounNps,

oy LET Go oF
WwEAPaN Too EﬂRL)’
AND SEND IT OFF
30 FeET BeHiND

yau.

SwpP AND FALL Poww,
ouUR SHET GOES
ASTRAy. Yov ARE

STUNNED For, G
Rounps, AND UNABLE
To PARRY 2. Rounps.

76=9%

SwALLsw) ToNGUE
IN THE ExeiTEmEnT.
ldnu ARE STUNNED
Anp UNABLE To PARRY
FeR 3 Reunbs,

I.dcn TRIP AND FALL .
IT witl TAKE 4
Rounos 7o RECovEA.
de ARE UNABLE To
PARAY For. 3 Rounbs.

You INTURE gour
SHOULDER . Yf°v ARE
STUNMED AND UNRBLE

To PARRY For 3
Rounps ~AND FIGHT

AT =257

[&oun Bopy ABSoRAs
THE ImPAcr. oY
TAKE A0 HiTs Ano
ARE STUNMNED AND
UNABLE To PARARY
FoR (o RoUNDS,

ov Fare Doww,
ldoug SHeT Goes
ASTRAY . lﬂov ARE
STunNED For 12
Rounps,

Brear Your Bow .,
ou ARE STudNNED
AND UNRBLE To
PARRY FoR 4 Ros
oF Acrien. Goep
LUCK ; PAL.

BAp TASTE Anb Poor
EXEcuTion . Yfou
ATEMPT To mMaim
JOURSELF. RowL on
The "D" emimicaL
TABLE (SLASHES).

WoRsT MavE ANgONE
HAS 3EEN IN foEs.
50% eHANCE you ARE
ouT A DAys wirH A
PULLED GROIN. 507
CHANCE BPPONENT OUT
3 ROUNDS LAVGHING.

"d“ BREAR yoUR
WEAPeN AMD ARE
STUNNED AND NoT
ABLE To PARRY FoR
& ROUNDS.

ou FALL oFF OF

CUR MoUNT. RoLE
on THE "D cRusH
LRITICAL STRIKE
TABLE .

ldou Hir Hou&iuﬁ
DURING DELIVERY .
Rowe on The 0™
CRITICAL STRIKE

TABLE ( CRUSHES),

PooR JTuPGEMENT,
ow LET ARRow
F;.;/ AND LOSE AN
EAR. +5 HITS. [ou
TAKE 2 HITS PER

PouND.
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Guidelines for Combat in a Fantasy Role-Playing Environment
THIRD EDITION

TABLE 8.25 SHIELD-PARRY TABLE

BONUS BONUS WEIGHT
SHIELD TYPE VERSUS VERSUS IN

MELEE MISSILE POUNDS
Wall Shield 30 40 30-50
Full Shield 25 25 15-30
Normal Shield 20 20 10-20
Target Shield 20 10 3-10
Main Gauche 15* 0 1-3
One-Handed Arms 5% 0 —
Two-Handed Arms S 0 —
Pole Arms S 0 —
Terrain (Variable) —

#AL 1100

PARRY
LIMITATIONS

NONE
NONE
NONE
NONE
Cannot parry missiles.
Cannot parry missiles.

Cannot parry missiles/
parries one-handed
armsat 50% (maximum).
Parries non-pole arms
at 50% (maximum).
To be determined by the
referee (i.e., a stone
wall could be used to
parry a missile attack).

*Can only be used if weapon not used to attack with.

MEMBER OF

WOUSTRY

G O
e Y

© 1982 Iron Crown Enterprises, Inc.

TABLE 8.24 ARMOR TABLE

ARMOR MINIMUM! MAXIMUM? MISSILE’® QUICKNESS*
TYPE MANEUVER MANEUVER ATTACK PENALTY
PENALTY PENALTY PENALTY
1 0 0 0 0
2 0 0 0 0
3 0 0 0 0
4 0 0 0 0
5 0 0 0 0
6 0 -20 =5 0
i -10 -40 -15 10
8 -15 =50 -15 15
9 -5 -50 0 0
10 -10 -70 -10 3
11 =15 -90 -20 15
12 -15 -110 -30 15
13 -10 -70 0 5
14 -15 -90 -10 10
15 -25 -120 -20 20
16 =25 -130 -20 20
17 -15 -90 0 10
18 -20 -110 -10 20
19 -35 -150 -30 30
20 -45 -165 -40 40

'Minimum maneuver penalties apply to persons fully trained in maneu-
vering while wearing the given armor type.

*Maximum maneuver penalties apply to persons fully untrained in ma-
neuvering while wearing the given armor type.

Missile attack penalties act as subtractions from the offensive bonus used
for missile attacks. This is meant to reflect the disadvantageous effect of
armor worn on the arms of a combatant.

“Quickness penalties act to reduce or cancel the given percentage points of
a combatant’s defensive bonus (i.e., those points based on the defender’s
quickness). Unlike those above, this penalty can only apply against the
armor-user’s quickness, and will not reduce a combatant’s defensive
bonus below the level it would be had there been no quickness bonus
whatsoever.

All right