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        		Round Sequence			         		Attack Modifications				


1.  Prepare Spell  	- move 10'		           + Attackers OB - Defenders DB


      Cast Spell         	- move 20'		           +15  Flank *


						           +20  Rear (+Flank)*


2.  Missile Attacks  	- move 10'		           +20  Defender Surprised/Stunned/Down*


     Load/Reloading	- move 10'		           +20  Attacker/weapon invisible	


     Missile Parry		- parry 50% OB		           -10   for each 10' Attacker has moved


			  & 50% movement	           -20   Attacker lost 50% hits	


			   			           -30   Attacker drawing/changing weapon or unslinging shield	


3.  Move & Maneuver	- 50% movement		           -99   Defender invisible


						           -30   Called shots, like spell charging


4.  Melee Attack		- move 10'		                Stunned		- no attacks, Parry 50%OB, MM-30


							  2 Handed Weapon 	- 50% OB parry


5.  Movement		- dec by 10' for each		* does not apply to Missile/Thrown weapons


			    extra action				


								Movement


6.  Static Maneuvers	- no additional action	           Normal Movement 	- 50' + MM Bonus


						           Running			- 2*Normal Rate + (MM-100)*10'	


								no Rnds		- CON Bonus + 5


Opportunity Actions  	- when trigger happens			1 Rnd restores 2 Rnds of running potential


						           Simultaneous Actions	- MM rolls, highest first	


Cancel Actions		- melee 50% OB		           Move & Attack		- OB = OB + (MM -100)	


			  move 50% 		           Leaving Melee		- MM rolls, highest first	


			  MM-30						   may attack with 50% OB


						           Orientation Rolls		-  (100-MM(+Perc))% Activity Penalty


							(Teleport/Dives/Falls/Spell-hit)                                                                  		Healing				           Night Movement		-  10% no-one with infravision 


Bandages	-  stop Bleading <4hits/Rnd					   50% less than 1/2 group 


		   else reduce by 3hits/Rnd					   	   75% more than 1/2 group


Healing		-  1 hit/Hr resting


		   1 hit/3 Hrs not resting					Page References


								Actions (Melee)		-  49/52


		Miscellaneous Rules				Equipment		-  79


Activity Penalties apply to all except DB and RR's			Evasion			-  46


Diving	- CON Bonus/3 Rnds for holding breath			Healing			-  42


Concealment DB Bonus	-  (%cover/4)				Herbs			-  46/82


Cover DB Bonus		-  (%cover/2)				Hiring NPCs		-  37


								Language Ranks		-  26


								Languages		-  25


		Money						Magic Items		-  41


              64 coins    =   1 lb				               	Movement		-  50


              1 MP         =   100 GP					Treasure			-  84


              1 GP          =   10 SP					Weather			-  44


              1 SP          =   10 BP


              1 BP          =   10 CP


              1 CP          =   10 TP


        Scatter Diagram			Facing					Recovery Table


	  8-10							Type			Light	Medium	    Severe


     6		  7 			   Front			Burn/Tissue		3 d	10 d	    25 d


 4		      5						Bone/Muscle/Tendon	5 d	15 d	    35 d


2	 Target	       3		Flank	  Target	      Flank		Head/Internal		2 wks	2 mths	    varies


											(0:-20)	(-20:-50)    (-50+)


	    1				  Rear


                         Visibility Ranges								Light Sources


			Movement	 Spotted	Type	ID	Detail			Source		Radius	Burn Time


Clear Sky		1500	1000	500	100	10			Beacon Lan.	240'	2hr/pint


Fog, Light snow		500	200	100	30	10			Bonfire		50'	1/2hr/armload


Fog, Moderate		100	50	25	15	10			Bullseye Lan.	60'	6hr/pint


Fog, Dense/Blizzard	10	10	5	5	3			Campfire	35'	1hr/armload


Mist/Light rain		1000	500	250	100	10			Candle		5'	10min/inch


Night, Full moon		100	50	30	10	5			Hooded Lan.	30'	6hr/pint


Night, No moon		50	20	10	5	3			Torch		15'	30min


Twilight			500	300	150	30	10


