


















Combat Sequence Chart


Movement in yards


	Walking 	9 + Qui 


	Hustling 	15 + Qui - Enc


	Sprint 	30 + Qui + Ath - Enc – 


		wound  -Fatigue 


	Horseback	50 + Ride


	Move ½ and still att. 1/1 for horse. 


	Init = Oik + Skill + Wpn Init - Enc


	Diff init = bonus on attack or defence,


	after range is decided  


		Init Modifier


	Character Horseback	+Ride +3


	Routing (Running away, no def.)	+6


	Character Charging	+3


	Holding high ground	+3


1st Missiles


Melee�Use declared weapon, or brawl.


2nd Missiles


Magic


Fatigue Hand to hand combatants make Fatigue roll 6+











Combat Ranges


Touch	Max range 1 pace. Physical contact or within reach of a swung fist.


Reach	Between 1 and 2 paces. Out of reach of an arm, within 2 swords’ length.


Close	Between 2 and 4 paces. Outside sword’s reach, within a spear’s. Max range for hand  to hand combat. Close range does not correspond to spell range.


Near	Between 4 and 15 paces. 


Middle	Between 15 and 50 paces. Middle range does not correspond to spell range.


Far	Between 50 paces and up to about 200 paces.











Fatigue


Make Sta roll 9+ to halve the time 1 roll pr. lvl.


Short term Fatigue	Time


Winded	  2 min


Weary	10 min


Tired	30 min


Dazed	60 min


Unconscious	  2 hours 











Missile Fire Table


Attack	= Per +  Wpn Att bonus + Weapon Skill ---Enc


Damage	= Weapon damage


Base Ease Factor = 6


Target Condition	Ease Factor Adjust


Touch / Reach Range	No firing


Close / Near Range	+3


Middle Range	  0


Far Range	+6


Obscured (darkness or cover)	+3


Unmoving or walking carefully	  0


Hustling	+3


Sprinting	+6


Size	-Size


Dodging / defending	Defenders Defense


Shooter aims	-3


Target has a Shield	+ Defense value shield











Falling Damage


Stress +1 per 2 feet


x2 hard surface


½ soft surface


¼ water


If Stress + Ath = 6+ first 5 feet no dam.


Protection from armor counts ½








Fire Damage


Simple die


Armor soak only 1st round


Fire Size	Damage


Candle	none


Torch	+6


Campfire	+9


Bonfire	+12


House Fire	+15











Brawling Maneuvers Table


Maneuver	Damage Roll	Soak Roll	


Strike	Str +Size	Soak


	Loose 1 fatigue for each wound level.	


Throw	Str + Size	Dex + Size	


	If at least 2 wound repl. opp. lands at close range. Att remains standing.


Tackle	Str + Size	Dex + Size	


	If at least 1 wound replaced both go down. Lands at touch range


Wrest Weapon	Str + Size	Str	 


	If at least 2 wound replaced, grab item from opp. or knock to the ground.


Immobilize	Str +Size	Str + Enc	


	For each Wound level replaced, -3 on opponent Attack and Defense


Breaking Free	Str+Size	Str + Enc


	If at least 1 wound replaced, you get free and winding up at Reach range.


Combat attack	= stress + Dex + Brawl + Enc


Combat defense	= stress + Qui + Brawl – Size + Enc











Missile Rate Table


Init = Qui + Skill + Wpn init bon. - Enc


Init	1st missile round	2nd missile


-20 and less	Every third 	Never


-19 to -10	Every other	Never


-9 to 0	Every round	Never


+1 to +10	Every round	Every other


+11 or more	Every round	Every round











Combat Modifiers


Above	+1 attack


Side	+1 attack


Behind	+3 attack.


	Dam x2 after soak


Defenseless hurry	Auto hit 


	Dam x2 after soak


Defenseless Surely	Auto kill


Heat	-1 to -4 Fatigue roll


Darkness	-1 to -4 Attack rolls


	1 or 2 extra botch


Complete Darkness	Every round comp. 	Stress+Stealth+Per


	The lowest -5. If 	Highest -2 instead. 	If botch auto hit.


Strong Winds	Pen. on miss & thro weapons Attack.


1 range inside listed	-6


2 ranges inside listed	-12


Weapon in off hand	-3


High ground	+3 (incl. Mounted


	        vs unmouted)


Att. From Surprise	No def. only 1 die 


Charging	+3


Set for Charge	+3











Combat Maneuvers


All Out Attack	+6 Attack total. No Defense score to Defense Total.


All Out Defense	+6 Defense total. No Damage to opponent this round.


Great Blow	No attack in 1 round, only parry = Parry bonus – Size. Next round no defense but Attack +3, Damage x2 after soak. Must make Fatigue roll


Multiple Engagement	-3 Attack & Defense beyond the 1st. 1 die to all Attack rolls, 1� 	die to all Defend rolls. 











Melee Weapon Chart�
�
Weapon (weapon type)�
Init�
Atk�
Dfn�
Dmg�
Str�
Load�
Spc�
Range�
�
Fist / Kick (brawl)�
+1�
+0�
+0�
+0�
n/a�
0.0�
0�
Touch�
�
Gauntlet (brawl)�
+1�
+0�
+1�
+1�
n/a�
0.0�
0�
Touch�
�
Knife / Sap (brawl)�
+1�
+0�
+1�
+2�
n/a�
0.0�
0�
Touch�
�
Dagger (brawl)�
+2�
+1�
+2�
+3�
n/a�
0.0�
0�
Touch�
�
Shortspear (single)�
+5�
+1�
+2�
+3�
-1�
0.5�
1�
Reach�
�
Mace (single)�
+3�
+2�
+3�
+5�
-1�
0.5�
1�
Reach�
�
Axe (single)�
+3�
+1�
+2�
+6�
+0�
0.5�
1�
Reach�
�
Shortsword (single)�
+4�
+2�
+3�
+3�
-2�
0.5�
1�
Reach�
�
Longsword (single)�
+3�
+1�
+4�
+4�
-1�
0.5�
1�
Reach�
�
Buckler (shield&weapon)�
-1�
+2�
+2�
+0�
-1�
0.5�
1�
Reach�
�
Round Shield (shld&wpn)�
-1�
+1�
+3�
+0�
+0�
0.5�
1�
Reach�
�
Kite Shield (shield&wpn)�
-1�
+1�
+4�
+0�
+0�
1.0�
1�
Reach�
�
Tower Shield (shld&wpn)�
-3�
-1�
+6�
+0�
+1�
2.0�
1�
Reach�
�
Morningstar (chain) 2h�
+1�
+5�
+0�
+8�
+1�
0.5�
3�
Reach�
�
Flail (chain) 2h�
+2�
+7�
+1�
+7�
+0�
0.5�
2�
Reach�
�
Cloak / Dagger�
+6�
+3�
+4�
+2�
-2�
0.5�
2�
Reach�
�
Shortsword / Dagger�
+6�
+5�
+4�
+5�
+0�
1.0�
1�
Reach�
�
Two shortswords�
+5�
+4�
+5�
+5�
+1�
1.0�
1�
Reach�
�
Two axes�
+4�
+3�
+3�
+7�
+1�
1.5�
1�
Reach�
�
Trident / Net�
+6�
+3�
+4�
+4�
+0�
1.0�
1�
Reach�
�
Quarterstaff (great)�
+6�
+4�
+6�
+3�
+0�
1.0�
3�
Reach�
�
Great Sword (great)�
+6�
+4�
+4�
+8�
+1�
1.0�
2�
Reach�
�
Battleaxe (great)�
+5�
+3�
+3�
+10�
+1�
1.5�
2�
Reach�
�
Spear / Lance (longshaft)�
+5�
+6�
+1�
+6�
-1�
1.0�
3�
Close�
�
Pike (longshaft)�
+6�
+4�
+1�
+6�
+0�
1.5�
4�
Close�
�
Rock (thrown)�
+4�
+0�
n/a�
+2�
n/a�
0.0�
0�
Near�
�
Sling (thrown)�
+2�
+2�
n/a�
+3�
n/a�
0.0�
1�
Middle�
�
Throwing Knife (thrown)�
+1�
+1�
n/a�
+3�
n/a�
0.0�
0�
Near�
�
Throwing Axe (thrown)�
+1�
+1�
+0�
+4�
-1�
0.5�
1�
Near�
�
Short Bow (bows)�
+0�
+0�
n/a�
+4�
-1�
0.5�
1�
Far�
�
Long Bow (bows)�
-1�
-1�
n/a�
+10*�
+1�
0.5�
1�
Far�
�
Composite Bow (bows)�
-1�
-1�
n/a�
+9�
+0�
0.5�
1�
Far�
�
Light Crossbow (X-bow)�
-6�
+2�
n/a�
+10*�
-2�
0.5�
1�
Far�
�
Heavy Crossbow (X-bow)�
-10�
+2�
n/a�
+12*�
-2**�
1.0�
1�
Far�
�
* 1 wound damage for every 2 point.�
** With +2 Str min and gloves Init +4.�
�









Distraction Table


Concentration = Intelligence + Concentration


Distraction	Ease Factor


Walking	6+


Jostled	9+


Sudden noise or flash	9+


Running	12+


Knocked down	12+


Dodging	15+


Damaged	15+











Spell Targeting Table


Hit Target = Per + Fin + modifier


Shoot difficulty	Ease Factor (base 3+)


Standing still or moving carefully	  0


Hustling	+3


Sprinting	+6


In plain view	  0


Obscured (darkness or cover)	+3


Near range	  0


Far range	+3


Sight range	+6


Size	-Size











Fast-Cast Defense Summary


To defend against	Level required


Hostile Magic	Half Penetration roll


Mundane attack:	(ReTe) Metal Weapons


	Single Known attack	10


	Up to 3 Known Attacks	15


	Any number of threats	20


	Any number of (Un)Known	25











Magic Activities Table


Action	Roll Modifiers	Notes


Cast Formulaic Spell	Tech + Form + Sta - Enc	Level of spell or lose Fatigue, within 10 or fail spell


Cast Spontaneous Spell	Tech + Form + Int - Enc	Divide by 2 and lose 1 Fatigue, or by 5


Cast Ritual Spell	Tech + Form + Sta + Conc	Lose 1 Fatigue, within 10 lose 2 Fatigue


Casting speed	Qui + Fin - Enc	vs. That of opponent. No Die


Magic Penetration	roll to cast spell + Pen	beat target Magic Resistance roll


Magic Resistance	Form + 5 x Parma Magica	stress roll


Targeting	Per + Fin + target modifier	See Spell Targeting Table


Concentration	Int + Conc	See Distraction Table


Fast-Cast	Speed:	Qui + Fin - Enc	Against opponent Fast-Cast Score 


	vs. Weapons:	Qui + Attack - Enc	to deflect attacks


	Spontaneous	-5 before divided	If result = 0, side effeck and  3 extra Botch


Recognizing Spells	Per + Magic Theory	roll 9+


Multiple Casting	Int + Fin - # of spells	roll 9+, -1 on  targeting per target


Casting a spell while main. Another	Int + Conc	roll 15+, +3 if the same spell or target.


Casting from text	As for Formulaic	stress & twice-normal botch roll. Spend 1 round for every 5 lvl.


	Lose 1 Fatigue per 5 levels under spell level. Spell succeed unless


 	caster goes unconscious trying. Ritual 30 rounds pr. 5 levels.


Certámen Basic roll	Tech + Form + Int + Cer	Compare w/ opponent’s roll


Certámen Weaken Opponent	Int + Cer+ bonus points	vs. Stamina + Certámen. Pr 5 loose 1 Fatigue


Using Raw Vis


Ritual spell	1 pawn per 5 Levels of spell


Increase Spells duration or range	1 pawn per 5 Levels of spell


Strengthen Formulaic or Spontaneous	+5 per pawn on roll


In Certámen 	+5 per point in basic roll














Ease Factors�
�
3          Very Easy�
�
6         Not Too Hard�
�
9         Difficult�
�
12        Very Difficult�
�
15        Extremely Difficult�
�






Experience Points Table�
�
Skill                 Cost�
�
1�
1 pt�
�
2�
3 pts�
�
3�
6 pts�
�
4�
10 pts�
�
5�
15 pts�
�
6�
 21 pts�
�
7�
 28 pts�
�
8�
 36 pts�
�
9�
 45 pts�
�
10�
 55 pts�
�
11�
 66 pts�
�
12�
 78 pts�
�
13�
 91 pts�
�
14�
 105 pts�
�
15�
 120 pts�
�
16�
 136 pts�
�
17�
 153 pts�
�
18�
171 pts�
�
19�
 190 pts�
�
20�
 210 pts�
�






Damage Effects Chart�
�
Post Soak Dmg      Body Levels �
�
1-5�
One�
�
6-10�
Two�
�
11-15�
Three�
�
16-20�
Four�
�
21-25�
Five�
�
And So On…�
�






Words and Gestures Modifiers to Magic*�
�
Voice Tone�
Modifier�
Gestures�
Modifier�
�
Booming�
+1�
Vigorous�
+1�
�
Firm�
0�
Bold�
0�
�
Soft�
-5�
Subtle�
-2�
�
None�
-10�
None�
-5�
�
*All Modifiers are Cumulative.





Travel Chart (miles/ Fatigue Levels)�
�
Diff.�
Foot


    �
Horse�
Wagon�
�
Easy�
25/1�
30/1�
15�
�
Light�
20/2�
25/1�
10�
�
Med.�
15/2�
20/1�
8�
�
Hard�
10/3�
12/2�
-�
�
V. Hd�
5/3�
3/2�
-�
�
Terr.�
2/3�
1/2�
-�
�






Aging Chart�
�
1�
No effect�
�
2�
No effect�
�
3�
No effect�
�
4�
No effect�
�
5�
No effect�
�
6�
Quickness�
�
7�
Perception�
�
8�
Strength�
�
9�
Stamina�
�
10�
Dexterity�
�
11�
Presence�
�
12�
Communication�
�
13�
Intelligence�
�
14�
+1 Decrepitude�
�
15+�
Death�
�






Size Table�
�
Size�
Example�
�
-5�
Mouse�
�
-4�
Crow�
�
-3�
Infant, Cat�
�
-2�
Child, Dog�
�
-1�
Adolescent�
�
0�
Adult Human�
�
+1�
Huge Human�
�
+2�
Horse, Bear, Stag�
�
+3�
Ox, Heavy Horse�
�
+4�
Elk�
�
+5 �
Elephant�
�
+6 & up�
Dragon, Jotun�
�






Realm Interaction Chart�
�
�
Power Used�
�
Aura�
Magic�
Divine�
Infernal�
Faerie�
�
Magic�
+�
-�
0�
1/2+�
�
Dominion�
-�
+�
3-�
2-�
�
Infernal�
-�
2-�
+�
2-�
�
Faerie�
1/2+�
2-�
-�
+�
�
0 + Ignore Aura Rating�
�
+ = Add the Aura Rating to the Action�
�
- = Subtract the Aura Rating from the Action�
�
X- or X+ = Multiply Aura by X and add / subtract the result from the action.�
�






Armor Protection & Load Chart�
�
Armor�
Cuirass�
Hauberk�
Full�
Cost�
�
Leather/Fur/Quilted�
P1/l0.5�
P3/L1.5�
P4/L2�
Inexp.�
�
Heavy/ Hard Leather�
P2/L1�
P3/L1.5�
P6/L2.5�
Inexp.�
�
Ring Mail�
P4/L1.5�
P7/L3�
P8/L4�
Standard�
�
Scale Mail�
P5/L2�
P9/L4.5�
P11/L5.5�
Standard�
�
Chain Mail�
P8/L3.5�
P12/L5�
P14/L6�
Expensive�
�
Bronze Armors�
�
Ring Mail�
P3/L1.5�
P6/L3�
P7/L4�
Expensive�
�
Scale Mail�
P4/L2�
P8/L4.5�
N/A�
Expensive�
�






Ability Activities & Example Ease Factors�
�
Task�
Modifiers�
Ease Factor/ Opposing Roll�
�
Break open a wooden door�
Strength + Size�
9+�
�
Track a person in woods for 1 day�
Perception + Track�
9+�
�
Identify a major demon�
Intelligence + Occult Lore�
12+�
�
Know lore about a major demon�
Intelligence + Occult Lore�
18+�
�
Stand guard all night�
Stamina�
3+�
�
Make a good first impression�
Presence + Charm�
8+�
�
Persuade a neutral person to help you�
Communication + Charm�
7+�
�
Tell a convincing lie�
Communication + Guile�
Perception + Guile�
�
Sneak up within two feet of someone�
Dexterity + Stealth�
Perception + Alertness +5�
�
Hide in thick cover�
Dexterity + Stealth +3�
Perception + Scan�
�
Leap to safety as a trap door falls away�
Quickness - Encumbrance + Athletics�
9+�
�
Judge a sword wielder's skill�
Perception + Sword Attack�
6+�
�
Identify a distant Covenant by insignia�
Intelligence + Hermes Lore�
9+�
�
Running leap of ten feet�
Strength + Athletics - Size - Encumbrance�
6+�
�






Exceptional Blow Table�
�
# Body Levels Lost�
Wound Severity�
Example�
�
One�
Minor�
Leg (50% MV)�
�
Two�
 Major�
Head (KO for 15 mins.)�
�
Three +�
Grave�
Arm (Maimed or Severed, -3 to -5 on rolls with arm.)�
�









