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Pre-Combat Checklist 
1. Check if the different sides detect each other. 

After one or both sides have detected the other, 

go to 2. 

2. Determine surprise (B393) which can cause a 

form of mental stun. Go to 3. 

3. Check for fear (MA113) for people without 
combat skills and Combat Reflexes, or for viewing 

other Combatant’s that have Terror advantage. 

Go to 4. 

4. For martial artists, consider initiate a Contest of 
Wills (MA130). Go to 5. 

5. Determine turn Sequence (B363). If one or both 
sides can be been suffering from Partially 

Surprise, determine initiative (B393). For 

situations where all combatants are drawing 
weapons, see MA103 (and optionally MA110) and 

HT?. Go to 1 in Combat Checklist. 

Combat Checklist 
1. If suffering from Incapacitating Conditions 

(B428), check if any action is possible. Check to 
stay conscious if at 0 HP or worse. If failed, go to 

121 Otherwise, go to 2. 

2. Check for recovery from stun (B420) and mental 
stun (B420). If stunned, go to 135. Go to 3. 

3. If performing a feint or ruse last turn against 

what you will attack this turn, check for success: 
roll the quick contest now (as per Spotting 

Feints; MA101). Go to 4. 

4. If grappled, see B371 for options (and Pain and 

Breaking Free; MA119). If holding a weapon, go 

to 5. Otherwise go to 9. 

5. Consider dropping the weapon. If so, note the 

dropped position and go to 9. Otherwise, go to 6. 

6. If using a weapon than can be used with several 

different skills go to 7. Otherwise, go to 8 if 
having the grip mastery perk. Go to 9. 

7. Chose which skill to use with a weapon if it allows 

several and does not require a switch between 
one-handed and two-handed (see MA104). Go to 

8 if having the grip mastery perk and 9 

otherwise. 

8. If having grip mastery, change grip between 

normal, defensive (MA109-111), or reversed 
(MA111-112). Go to 9. 

9. If the attacker has sufficient number of hands 

free and want to draw a weapon quickly, check 
for fast-draw skill (see MA103 for Multiple Fast-

Draws). Failure requires commits the choice of 
maneuver to Ready (go to 23). Go to 10. 

Maneuver  Movement Dodge Parry Block Step 

Aim Step (unless braced) √* √* √* 12 
All-Out Attack 
 All-out Slam (not double) 

All other 

 
Full move 

½ Move (forward) 

 
- 
- 

 
- 
- 

 
- 
- 

1 

All-Out Defense 
 Increased Dodge            

All other 

 
½ Move 

Step 

 
√ 
√ 

 
- 
√ 

 
- 
√ 

14 

Attack Step √ √ √ 15 
Change Posture - √ √ √ 16 
Committed Attack Step + Step √* √* √* 17 
Concentrate Step √* √* √* 18 
Defensive Attack Step √* √* √* 19 
Do Nothing (B364) - √ √ √ 20 
Evaluate Step √ √ √ 21 
Feint Step √ √* √ 22 
Ready Step √ √ √ 23 
Move (M364) Move + Sprint √ √ √ 24 
Move and Attack Move + Sprint √ - √ 25 
Wait * √* √* √* 26 
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10. Select technique to use, if any, since this can 

limit choices of maneuvers. See MA98-99 for 
prohibited attacks if not standing. Go to 11. 

11. Chose maneuver (B547) and note movement 

possible and restrictions on active defenses. 
Observe that crouching (B368) characters can 

leave the crouch at any point in the turn as a free 

action. Consideration: make sure to be in reach 
or have enough movement to get into reach 

before attack. Go to the step indicated in the 
table for maneuvers. 

12. Aim (B364; MA97). See HT85 for precision 

aiming. Go to 132. 

13. All-Out Attack (B365; MA97). If grappled, see 

MA114 for special modifications. Consider doing a 
Rapid Strike (B370), a Combination (MA80), or a 

Counterattack as the continuation of the last 

successful active defense after you previous turn. 
Chose one option from Determined (not with 

defensive grip), Double, Feint, Strong, 

Suppression Fire, Long (MA97), Axe Kick (MA67), 
Elbow Drop (MA70), and Jump Kick (MA75), Knee 

Drop (MA70), Sacrificial Throw (MA78), Spinning 
Attacks (MA79; optionally with the shin, see 

MA112). For Slams as All-Out Attacks, see MA98. 

For flamethrower attacks against several 
opponents, see HT178. Consider taking extra 

effort to do a Great Lunge (MA131), unless a 
defensive grip is used. Go to 27, noting that the 

Double option gives one more attack.  

14. All-Out Defense (B365). Go to 132. 

15. Attack (B365; MA98). Consider doing a Rapid 

Strike (B370), a Combination (MA80), or a 
Counterattack as the continuation of the last 

successful active defense after you previous turn. 

Consider taking extra effort to do a Flurry of 
Blows (B357), a Giant Step (MA131), a Great 

Lunge (unless a defensive grip is used; MA131), 

or a Mighty Blow (B357). Go to 27. 

16. Change Posture (B364; MA98). Go to 132. 

17. Committed Attack (MA99). If grappled, see 
MA114 for special modifications. Consider doing a 

Rapid Strike (B370), a Combination (MA80), or a 

Counterattack as the continuation of the last 
successful active defense after you previous turn. 

Chose one option from Determined (MA100), 
Strong (MA100), Axe Kick (MA67), Elbow Drop 

(MA70), Jump Kick (MA75), Knee Drop (MA70), 

Spinning Attacks (MA79; optionally with the shin, 
see MA112). Consider taking extra effort to do a 

Great Lunge (MA131), unless a defensive grip is 

used. Go to 22. 

18. Concentrate (B364). Go to 132. 

19. Defensive Attack (MA100). Consider doing a 
Rapid Strike (B370), a Combination (MA80), or a 

Counterattack as the continuation of the last 

successful active defense after you previous turn. 
Consider taking extra effort to do a Giant Step 

(MA131). Go to 22. 

20. Do Nothing. Go to 132. 

21. Evaluate (B364; MA100). Go to 132. 

22. Feint (B365; MA100). Options include Beats 
(MA100), Ruses (MA101), and Defensive Feints 

(MA101). If doing a feint (but not defensive feint) 

or a ruse, wait until next turn to check success 
(as per Spotting Feints; MA101). Go to 132.  

23. Ready (B366; MA101). Besides readying an 

unready weapon, this can be used to sheath 
(MA102), adjust reach (B269), change hands 

(MA102) or change grip between normal, 
Defensive Grip (MA109-111) and Reversed Grip 

(MA111-112). See HT86-88 for detailed rules 

about reloading guns. Go to 132. 

24. Move (B364; MA105-107 for acrobatic moves). 

Check if your action triggers any Waits, provokes 
a Trip (MA81) as a parry when passing next to 

them, or requires evading (B368). Perform 

movement; see table in 43 for movement costs if 
using advanced combat movement system (and 

see B384-387). Check if your action triggers any 

Waits or requires evading (B368). After resolving 
these possible events including using Trip (MA81) 

as parries when passing next to them, go to 132. 

25. Move and Attack (B365; MA107). Options include 

Drop Kick (MA70), Acrobatic Attack (MA107), 

Flying Attack (MA107). Consider taking extra 
effort to do a Heroic Charge (MA131), or, unless 

a defensive grip is used, a Great Lunge (MA131). 
Note that the weapon used cannot parry until 

next turn (but Rapid Recovery may be possible; 

MA131). Go to 27. 

26. Wait (B366; MA108). Options include Stop Thrust 

(B366) and Stop Hits (MA108). Go to 132. 

27. For first unresolved attack, go to 28. 

28. If grappling and already grappling, go to 29 for 

options. If an attack against same foe that has 
been successfully active defended against last 

turn, consider using Counterattack (MA70 and 

MA64 for combining techniques). If doing 
unarmed attacks, go to 32. Otherwise, go to 33. 

29. Grappling options. Chose grappling technique if 
not already known (see B370). See MA117 for 

shifting grapples and freeing hands. If doing a 

lock already, go to 30. If doing a pin already, go 
to 1. Options, depending on what body part was 

grappled, include Takedown (B370), Pin (B370), 
Choke/Strangle (B370), Choke Hold (B371), Arm 

Lock (371), Neck Snap/Wrench Limb (B371), Bite 

or use a reach C Striker (B371), Arm or Wrist 
Lock (MA65), Bear Hugs (M117), Finger Lock 

(MA73; only with free hand), Head Lock (MA74), 

Judo Throw (MA75), Kiss the Wall (MA118), Knee 
Strike (MA76), Leg Lock (MA76), Neck Snap 

(MA77), or Attack or All Out Attack unarmed or 
with a reach C weapon (B371). Sacrificial Throw 

(MA78) is possible if doing an All-out Attack, 

Shoving People Around (MA118), Sweep (MA81), 
Uppercut (MA81), Wrench Arm (MA82), Wrench 

Leg (MA82), Wrench Spine (MA82). Many 
grappling techniques (e.g. Choke Holds and Eye-

Gouging) can be continued. Go to 37. 
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30. Lock options. Options include Throwing from 

Locks (MA118). Go to 37. 

31. Pin options. Options include Sit on foe (MA117). 

Go to 37. 

32. Unarmed options. If biting, see MA115. Consider 
Kicking (MA75; optionally with the shin, see 

MA112), grappling (B370) including twofers 

(MA118), Exotic Hand Strike (MA71), Hammer 
Fist (MA73; even possible with incapacitated 

hands), push kicks (MA78), shoves (B472), 
Scissors Hold (MA79), Stamp Kick (MA80), Two-

Handed Punch (MA81), Uppercut (MA81), 

Grabbing shield (MA112). Go to 34. 

33. Consider using Reverse Grip (MA78) change 

before attack. If attacking somebody behind you, 
go to 35. If in close-combat, go to 36. Otherwise, 

go to 34. 

34. Chose attack type if not already known. Besides 
normal attacks, always possible options include 

grapple (including Armed Grapple technique; 

MA67), weapon shoves (MA112), Hook (MA74), 
Entangle (MA71) or Return Strike (MA78) for 

flexible weapons, Sweep (MA81) for unarmed or 
two-handed weapons with range 2+, and 

Slamming. If an attack from the foe was parried 

last turn, Arm or Wrist Lock (MA65) or Bind 
Weapon (MA67), Judo Throw (MA75) can be 

used. If an attack from the foe kicking against 
the upper body was parried last turn, Leg Grapple 

(MA76) is possible. Go to 37. 

35. Attacking backwards options. Needs to be Wild 
Swing (B388), Back Kick (MA67), Back Strike 

(MA67), or Elbow Strike (MA71; not compatible 
with Long All-out Attacks). Go to 37. 

36. Close-Combat options. Options include Elbow 

Strike (B404) Knee Strike (B404), Choke Hold 
(MA69), Ear Clap (MA70), Eye-Gouging (MA71; 

see MA72 for other eye-attacking techniques), 

Head Butt (MA74), Knee Strike (MA76), and 
Lethal Strike (B404). Go to 37. 

37. Check if you action triggers any Waits. After 
resolving these possible events, go to 38. 

38. Perform initial movement portion of maneuver if 

wanted, as well as entering a crouch (B368). See 
table in 43 for movement costs if using advanced 

combat movement system. This may include 
taking a lower posture when do a grab, grapple, 

pin, shove, slam, or strike at reach C (MA98). 

Check if your action triggers any Waits or 
requires evading (B368). A weapon that can 

parry and is used successful for Obstruction 

(MA106) of a try to evade can attack at half 
damage as a parry. For each new action 

triggered, split to 11 for instruction for the pre-
chosen maneuver. Note that a Stop Thrust 

(B366) attack from a defender is only resolved 

first if it has a longer reach than the attacker’s 
reach. Note also that declared Stop Hits (MA108) 

occur simultaneously with a declared attack 
(optionally use modifiers from MA110). After 

resolving these possible events including using 

Trip (MA81) as parries when passing next to 
them, go to 39. 

39. Effective skill starts as the value of the skill or 

technique used. If affected by irritating conditions 
or incapacitating conditions, check B428. If 

affected by Shock, modify to this. For melee 

combat go to 40. For ranged attack, go to 46. 

40. Modify for chosen maneuver (B547), including 

Dual-Weapon Attacks (B417). When doing 

unarmed attacks with damaged body parts, 
consider pulling punches per Bruised Knuckles 

(MA124). Consider doing a Tip Slash (MA113). Go 
to 41. 

41. Modify for set-up, such as having performed 

evaluate maneuvers previous turn. Go to 42.  

42. Modify for situation (B551). If doing an attack 

after a grapple in an All-Out Attack (Double) see 
MA118. Skill is reduced by -2 if holding a large 

shield (unless attacker possesses the Shield-Wall 

Training Perk; MA60). For differences in SM 
between attacker and defender, add the 

difference (target SM-attacker SM; max +4 but 

no cap for negative values) to the effective attack 
skill. Go to 43. 

43. Modify for posture (B547; MA98-99), see table. 
Ground Fighting (MA73), Low Fighting (MA77) 

can apply. Go to 44. 

44. Consider making a Telegraphic Attack (MA113; 
unless doing a riposte) or a Deceptive Attack 

(B369). Go to 45. 

45. If not already done, consider extra effort in melee 

combat, i.e. Flurry of Blows (B357) or Mighty 

Blows (B357). Go to 52. 

46. Consider attacking an area of ground (with an 

Area or explosive attack). If so roll to hit at +4. 
Consider firing many shots. For automatic 

weapons, check if Limited Burst (HT83), High- 

Cyclic Controlled Bursts (HT83), or Fast-Firing 
(HT84) applies. For single-action revolvers, 

consider Fanning (HT83), Thumbing (HT83), or 

rules for firing using two hands (HT85). For Rapid 
Fire with Thrown Weapons, see MA120. See table 

for skill bonus for multiple shots. If wanting to 
shoot at several targets, go to 47. Otherwise go 

to 48. 

Shots Hit Bonus 
1-4 +0 
5-8 +1 
9-12 +2 
13-16 +3 
17-24 +4 
17-24 +4 
25-49 +5 
50-99 +6 
100-199 +7 
200-399 +8 
400-799 +9 
800-1599 +10 
1600-3199 +11 
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47. Consider Spraying Fire (B409), Ranged Rapid 

Strike (HT85), or Suppression Fire (B409). See 
table for to hit bonus due to multiple shots. Go to 

48. 

48. Modify for Accuracy if aimed (or penalties from 
Pop-Up Attack or watching more than one hex in 

Opportunity Fire). Don’t forget bonus from scopes 

(max is nominal weapon accuracy), an extra +1 
per additional turn of aiming (max is+2) and +1 

more if you’re bracing the weapon. If aiming for 
more than 3 seconds, see Precision Aiming 

(HT85). Go to 49. 

49. For differences in SM between attacker and 
defender, add the difference (target SM-attacker 

SM; max +4 but no cap for negative values) to 
the effective attack skill (B19). Go to 50.  

50. Modify for range and speed (B550) and firing 

Upward/Downward (B407). Go to 51. 

51. Modify for other ranged conditions (B548). If 

doing Move and Attack, the attack penalty is the 

greater of -2 and the weapon’s bulk (but one can 
use Close-Quarters Battle technique instead of 

base skill, see HT250). Go to 52. 

52. Modify for target’s visibility (B547) and cover. For 

firing underwater, into water, or into the air, see 

HT85. If the attack is an Area or Cone attack, or 
comes from an attacker at least 7 SM bigger than 

is target, go to 54. Otherwise, go to 53. 

53. After considering effects of defender cover 

(B408) and attacker posture (B551; MA98-99), 

modify for hit location (see 52 for modifiers and 

HT69 if try to avoid partial armor). Use Disarming 

technique (MA70) value if attacking weapon. 
Attacking a chink in armor (B400) makes the hit 

modifier -10 for all locations except torso (-8 

there). Go to 54.  

54. Determine if attack succeeds; basically rolling 

under effective skill with 3D. You fail if you roll 

over 9 when doing a melee Move and Attack 
(unless doing a Heroic Charge), a Wild Swing or 

attacking the wrong target. If rolling over the 
weapon’s Malfunction value, see B407 and go to 

129. If hit, go to 56 but if critically hit roll on the 

Critical Hit Table (B556), follow the result 
guidelines there first. If fail by only one, check 

the Miss by 1 column of the location table and go 
to 59 if you hit another location. If an Area or 

Cone Attack, check B414 for Scatter Rules and 

then split to 56 for each combatant hit (go to 129 
if nobody affected). For a normally failed roll go 

to 129 but go to 55 for a missed ranged attack or 

a missed attack onto two or more people 
engaged in close combat. If you critically failed 

roll on the Critical Miss Table (B556) and follow 
the result guidelines and then go to 129. 

55. Check for hitting the wrong target (B?). If there 

is a potential target that has not been checked 
for, go to 39 to check for a hit against that 

target. If no targets remain, go to 129. 

56. If shooting multiple shots, calculate the numbers 

of hits (1+1 for every Rcl value the attack 

succeeded with). For attacks within 10% of ½D 
range for multishots, e.g. shotguns, see B409. Go 

to 57. 

Posture Attack (melee) 
from this posture  

Attack (ranged)  
a target in this posture 

Defense  Movement 

Standing Normal Normal Normal Normal, may 
sprint 

Crouching -2 -2 -2 2/3 (+1/2 per 
hex) 

Kneeling -2 -2 -2 1/3 (+2 per hex) 
Crawling -4 -2 -3 1/3 (+2 per hex) 
Sitting -2 -2 -2 None 
Lying -4 -2 -3 1 yard/second 
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57. If hit location is not known (as for Wild Swings or 
unaimed attacks) go to 58. Go to 83 if the 

attacker scores a Critical Hit, otherwise go to 59.  

58. Randomize hit location (B552); see table. After 

determining area, go to 59 or 83 if you score a 

Critical Hit. 

59. Check for active defenses. If the attacker is doing 

an Area, Cone or explosive attack, every people 
in the estimated damage zone can try to defend 

themselves. If someone has taken an All-Out 

Attack on his turn, is attacked from his back, 
unaware of the attack, unconscious or 

immobilized, he can’t defend himself. Split to 60 
for each combattant affected by the attack. 

60. See if anybody else defends for you, e.g. 

sacrificial dodge (B375), part of teamwork 
(MA52), or sacrificial dodge and drop (B377). If 

you defend yourself or are defended by someone 

else, go to 61. If not go to 83. 

61. Determine what active defensives are used, if 
any. Against an Area Attack your only defense is 

to get out or under the zone with a Retreat or 
Dodge and Drop. Against a Cone attack or 

Explosion, it’s the same, but complete cover 

grants normal protection if you’re inside the 
zone. If no extra effort has been spent on 

defensive options, consider Rapid Recovery 
(MA131) to ready unready weapon (including any 

weapon after a Move and Attack). Against 

takedown attempt, consider Spawling (MA119). 
Go to 62. 

62. Normally only one active defense is allowed per 
attack. For each active defense, split to Dodging 

(go to 63), Blocking (go to 70), or Parrying (go to 

75). Note that any active defense spoils any 
ongoing Aim maneuver for that combatant (B ?), 

and requires a Will-3 roll for those doing 

Concentrate maneuver to not be distracted.  

3D Location Modifier Sub-areas Miss by 1 

3-4 Skull  -7f / -5b  Torso 
5 Face -5f / -7b 1: Skull (imp, pi, burn-tb) 

1: Nose (otherwise,front) 
Torso 

6-7 Right Leg -2 1: Femoral Art(cut, imp, pi, burn-tb) 
1: Joint (cr) 

 

8 Right Arm -2 1: Brachial Art(cut, imp, pi, burn-tb) 
1: Joint (cr) 

 

9-10 Torso  1: Vital (cr, imp, pi , burn-tb) 
1: Spine (cr behind) 

 

11 Groin -3  Torso 
12 Left Arm -2 1: Brachial Art(cut, imp, pi, burn-tb) 

1: Joint (cr) 
 

13-14 Left Leg -2 1: Femoral Art(cut, imp, pi, burn-tb) 
1: Joint (cr) 

 

15 Hand -4 1: Joint (cr, cut, pi, burn-tb)  
16 Foot -4 1: Joint (cr, cut, pi, burn-tb)  
17-18 Neck -5 1: Carotid/Jugular (cut, imp, pi, burn-tb) 

1: Spine (cr behind) 
Torso 

 Arm Joint -5  Arm 
 Brachial Artery -5  Arm 
 Carotid Artery -8  Neck 
 Ear -7  Torso or Skull 
 Eye -9  Face 
 Femoral Artery -5  Leg 
 Foot Joint -7  Foot 
 Hand Joint -7  Hand 
 Jaw -6  Face 
 Jugular Vein -8  Neck 
 Leg Joint -5  Leg 
 Nose -7  Face 
 Spine -8  Torso 
 Vitals -3  Torso 
 Weapon Var.   
 Shield (DB-4)   
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63. Dodge (B374) options include acrobatic dodge 

(B375), sacrificial dodge (B375), and vehicular 
dodge (B375). Go to 64. 

64. Active defense modifications. See B551 and 

MA98-99 for effects of different postures of the 
defender if not standing. Subtract penalty if 

defending against a deceptive attack.  Ground 

Fighting (MA73), Low Fighting (MA77) can apply. 
Go to 65.  

65. If a shield is readied, modify by its’ defense 
bonus (see B374) for attacks from the front or 

shield side. If stunned (B380), any active defense 

is at -4. If you have less than 1/3 of your HP 
remaining, your Speed is halved so you have a 

lover Dodge. Modify for the angle of the attack: -
2 from the side (B390) or above (B402). Check 

for relative elevation (B402).Apply negative 

modifiers for feints (B365) and ripostes (MA125) 
the attacker did last turn (if performing evaluate 

maneuver on attacker, use evaluate bonus to 

remove these, see MA100; reduce by one if 
knowing all the attackers styles per MA101). Go 

to 66. 

66. Active defense options include retreat (B377) 

which gives +3 to dodge against melee attacks, 

dive against melee attacks (MA123) giving +2, 
sideslip (MA124) giving +2, slip (MA124) giving 

+1 (+0 against stop thrusts), and dodge and 
drop (B377) against ranged attacks for +3. These 

can be combined with using extra effort to gain 

Feverish Defense (B357) unless a Committed 
Attack or All-Out Attack was performed by the 

defender on the previous turn. Go to 67. 

67. Dodge and drop (B377) have the options 

sacrificial dodge and drop (B377) and diving for 

cover (B377). Go to 68. 

68. Check if the dodge succeeds. Against an attack 

with RoF, you successfully dodge 1+ your margin 

of success projectiles. Critical roll means you’ve 
dodged all the projectiles. Critical roll against a 

melee attack means attacker did a Critical Miss. 
Critical failure means you fall prone. Go to 69. 

69. If the use of a shield’s DB made the different 

between a success and a failure, go to B484 for 
damage to shields. If the dodge failed, or if you 

remain in an Area or explosion zone, go to 83. 
Otherwise the attack was defended : split to 55 

to check for hitting the wrong target and then 

return here. Go to 128.  

70. Blocking (B375). Go to 71. 

71. Active defense modifications. See B551 and 

MA98-99 for effects of different postures of the 
defender if not standing. Subtract penalty if 

defending against a deceptive attack.  Ground 
Fighting (MA73), Low Fighting (MA77) can apply. 

Go to 72.  

72. If a shield is readied, modify by its’ defense 
bonus (see B374) for attacks from the front or 

shield side. If stunned (B380), any active defense 
is at -4. Each previous block with the shield gives 

-5 (halved rounding negatively if trained by a 

master or a fencing weapon). Modify for the 

angle of the attack: -2 from the side (B390) or 

above (B402). Check for relative elevation 
(B402). Apply negative modifiers for feints 

(B365) and ripostes (MA125) the attacker did last 

turn (if performing evaluate maneuver on 
attacker, use evaluate bonus to remove these, 

see MA100; reduce by one if knowing all the 

attackers styles per MA101). Go to 73. 

73. Active defense options include retreat (B377) 

which gives +1 to block against melee attacks, 
dive against melee attacks (MA123) giving +0, 

sideslip (MA124) giving +0, slip (MA124) giving -

1 (-2 against stop thrusts). These can be 
combined with using extra effort to gain Feverish 

Defense (B357), but this cannot be done if a 
Committed Attack or All-Out Attack was 

performed by the defender on the previous turn. 

Go to 74. 

74. Check if active defense succeeds. Critical roll 

against a melee attack means attacker did a 

Critical Miss (B556). Critical failure on your part 
means your shield is unready. Go to 1. 

75. If the use of a shield’s DB made the different 
between a success and a failure, go to B484 for 

damage to shields. If the block failed, or if you 

remain in an Area or explosion zone, go to 83. 
Otherwise the attack was defended. Go to 128.  

76. Parrying (B375). Go to 77. 

77. Active defense modifications. See B551 and 

MA98-99 for effects of different postures of the 

defender if not standing. Remove penalty if 
defending against a deceptive attack. Ground 

Fighting (MA73), Low Fighting (MA77) can apply. 
Go to 78. 

78. If a shield is readied, modify by its’ defense 

bonus (see B374) for attacks from the front or 
shield side. If stunned (B380), any active defense 

is at -4. Each previous parry with that weapon 

gives -4 (-2 if trained by a master or a fencing 
weapon; -1 if both). Modify for the angle of the 

attack: -2 from the side (B390) or above (B402). 
Check for relative elevation (B402). Parrying with 

Two-Handed Weapons (MA123) can allow only -2 

per parry (-1 with trained by a master) and 
makes dual-weapon parries count as a single 

parry. Apply negative modifiers for feints (B365) 
and ripostes (MA125) the attacker did last turn (if 

performing evaluate maneuver on attacker, use 

evaluate bonus to remove these, see MA100; 
reduce by one if knowing all the attackers styles 

per MA101). Go to 79. 

79. Active defense options include retreat (B377) 
which gives +1 to dodge (+3 for using Boxing, 

Judo, Karate, Main-Gauche, Rapier, Saber or 
Smallsword; not when diving and using weapon 

skills) against melee attacks, Cross Parry 

(MA121), Parries with Legs or Feet (MA123), 
Dual-Weapon Parry (with a two-handed weapon; 

MA 123), dive against melee attacks (MA123) 
giving +0, sideslip (MA124) giving +0, slip 

(MA124) giving -1 (-2 against stop thrusts), Jam 

(MA75; optionally with the shin, see MA112) for 
low-line attacks, Trip (MA81) against slams. 

These can be combined with using extra effort to 
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gain Feverish Defense (B357), but this cannot be 

done if a Committed Attack or All-Out Attack was 
performed by the defender on the previous turn. 

These can also be combined with Riposte 

(MA124). All parries except Cross Parry can make 
use of Aggressive Parry technique (MA65). Go to 

80. 

80. Roll against effective defense value to see if parry 
succeeded. Critical success roll against a melee 

attack means attacker did a Critical Miss. Critical 
failure means you did a Critical Miss and roll on 

the Critical Miss Table (B556). For aggressive 

parries that succeed, go to 34 (see MA 65 for 
special modifications) and determine that attack 

(then go to 83). Go to 81. 

81. If the use of a shield’s DB made the different 

between a success and a failure, see B484 for 

damage to shields. For an unarmed parry that 
fails to parry weapons (except rigid crushing 

weapons in C range) by 3 or less, redirect the 

attack to the limb that parried and go to 85. Go 
to 82.  

82. As per MA106, if parrying with a melee weapon 
against an unarmed attack as the attacker enters 

close combat, an attack that counts as a parry is 

allowed (split to 15).  If the parry failed, or if you 
remain in an Area or explosion zone, go to 83. 

Otherwise the attack was defended. Go to 128. 

83. If attack against weapon, go to 84. Otherwise, go 

to 85. 

84. Attacks against weapons (B401) deals with both 
knocking a weapon away or breaking a weapon. 

Retain Weapon (MA78) can apply. Go to 85. 

85. Determine base damage. If this is an Area or 

Explosion (B414) determine base damage for 

people caught into the explosion, also consider 
dissipation B413, if any. For Fragmentation see 

B414 and go only with the damage to the target 

if he’s directly struck by the attack, if not his 
damage will be discussed in 127 with the damage 

to the other people in the zone. Go to 86. 

86. Modify damage for maneuver or technique and 

target vulnerability. Multiply it by Critical hit 

Table result, if any. Go to 87. 

87. Modify damage for Half Damage for ranged 

weapons. Go to 88. 

88. If modifiers are less than -1 or more than +1, 

consider converting dice (B269). Roll for 

damage ; current damage is basic damage. For 
unarmed attacks with damaged body parts, apply 

stun to attacker for how damaged the body part 

(Bruised Knuckles; MA124). If target has cover 
for hit location, change attack to that object. Go 

to 89. 

89. Determine damage resistance. Base is given by 

location hit (roll to see if armor protected if using 

partial armor rules from HT69). Skull has a extra 
2, spine 3. DR against Area, Cone or explosion 

attack, and attack from people whose SM 
exceeds that of his target by 7 or more, it is 

Large-Area Injury (B400). In this case DR is the 

average of the DR of the Torso (if exposed) and 
the DR of the least protected exposed hit 

location. Go to 90. 

90. Modify damage resistance by attack’s armor 
divisor. Go to 91. 

91. Determine penetrating damage, i.e. basic 
damage – damage resistance. If this is zero for a 

non-crushing attack (and not over ½D range for 

ranged attacks), raise the damage to 1. Go to 92. 

92. If striking unarmed against target with damage 

resistance 3+ (0+ for a normal shin) and not 
Tough Skin limitation, see rules for hurting 

yourself (B379), and split to 79 (with current 

damage equals to a 1/5 of penetrating damage) 
to determine effects, returning here afterwards. 

If penetrating damage is less than zero and you 
have a flexible armor, check for blunt trauma, 

see 93. If penetrating damage is 0 or more, go to 

94. 

93. Blunt trauma. For every full 10 points of piercing, 

cutting or impaling damage, or 5 points of 

crushing damage stopped by the DR, the target 
suffer 1 point or injury. Go to 94.  

94. Determine base modification for damage type. Go 
to 95. See table (next page). 

95. Dealt Damage is penetrating damage multiplied 

by modification. Go to 96, unless it’s fatigue 
damage. If so go 116. 
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96. If Unliving, Homogenous, or Diffuse target, see 

B380 for modifiers. Go to 97. 

97. Localized damage effects. See table. 

Hit Area Step 

Limb 98 
Limb, joint 99 
Limb, artery 100 
Extremity 101 
Extremity, joint 102 
Nose 103 
Face 104 
Eye 105 
Ear 106 
Skull 107 
Neck 108 
Neck, artery 109 
Groin 110 
Torso 111 
Vitals 112 
Spine 113 
Other 114 

98. A Limb is crippled, a major wound, when received 
HP/2 points of damage and no more damage is 

recorded for that area. This gives One Arm 

(B147) or Lame (Missing Legs) (B141). See B421 
for more details. Regardless, any attack 

(including the first) to this hit area with damage 

equal or more to HP (HP*2 for impaling, piercing, 

and tight-beam burning as per HT162) causes 
dismemberment (B421). For cutting attacks, this 

allows the attacker to carry on the attack to 

another limb or extremity as per extreme 
dismemberment (MA136). If a major wound 

occurred, go to 115. Otherwise, go to 116. 

99. A Limb Joint is crippled, a major wound, when 

received HP/3 points of damage and no more 

damage is recorded for that area. This gives One 
Arm (B147) or Lame (Missing Legs) (B141). See 

B421 for more details. Regardless, any attack 
(including the first) to this hit area with damage 

equal or more to HP (HP*2 for impaling, piercing, 

and tight-beam burning as per HT162) causes 
dismemberment (B421). For cutting attacks, this 

allows the attacker to carry on the attack to 

another limb or extremity as per extreme 
dismemberment (MA136). If a major wound 

occurred, go to 115. Otherwise, go to 116. 

100. Limb Artery (MA137) wounds do not cripple and 

have no damage limit. If damage is equals or 

more than HP/2 a major wound was caused, 
check for Lasting and Permanent Injuries 

(MA138) and go to 115. Otherwise, go to 116.  

101. An Extremity is crippled, a major wound, when 

received HP/3 points of damage and no more 

damage is recorded for that area. This gives One 
Hand (B147) or Lame (Crippled Legs) (B141). 

See B421 for more details. Regardless, any 

attack (including the first) to this hit area with 
damage equal or more to HP*2/3 causes 

Location Mod. Burn(tb) cor cr cut fat imp pi- pi pi+ pi++ tox 

Arm -2 *1 *1 *1 *1.5 *1 *1 *0.5 *1 *1 *1 *1 
Arm Joint -5 - (*1) - *1 *1.5 - - *0.5 *1 *1 *1 - 
Brachial Art. -5 - (*1.5) - *1.5 *2 - *1.5 *1 *1.5 *1.5 *1.5 - 
Carotid Artery -8 - (*1.5) - *2 *2.5 - *2.5 *1 *1.5 *2 *2.5 - 
Ear -7 *1 *1 *1 *1.5 *1 *2 *0.5 *1 *1.5 *2 *1 
Eye -9 *4 *4 *4 *4 *4 *4 *4 *4 *4 *4 *1 
Face -5f/-7b *1 *1.5 *1 *1.5 *1 *2 *0.5 *1 *1.5 *2 *1 
Femoral Art. -5 -(*1.5) - *1.5 *2 - *1.5 *1 *1.5 *1.5 *1.5 - 
Foot -4 *1 *1 *1 *1.5 *1 *1 *0.5 *1 *1 *1 *1 
Foot Joint -7 -(*1) - *1 *1.5 - - *0.5 *1 *1 *1 - 
Groin -3 *1 *1 *1 *1.5 *1 *2 *0.5 *1 *1.5 *2 *1 
Hand -4 *1 *1 *1 *1.5 *1 *1 *0.5 *1 *1 *1 *1 
Hand Joint -7 -(*1) - *1 *1.5 - - *0.5 *1 *1 *1 - 
Finger/Thumb -8 *1 *1 *1 *1.5 *1 *1 *0.5 *1 *1 *1 *1 
Jaw -6 *1 *1 *1 *1.5 *1 *2 *0.5 *1 *1.5 *2 *1 
Jugular Vein -8 -(*1.5)  - *2 *2.5 - *2.5 *1 *1.5 *2 *2.5 - 
Leg -2 *1 *1 *1 *1.5 *1 *1 *0.5 *1 *1 *1 *1 
Leg Joint -5 -(*1) - *1 *1.5 - - *0.5 *1 *1 *1 - 
Neck -5 *1 *1.5 *1.5 *2 *1 *2 *0.5 *1 *1.5 *2 *1 
Nose -7 *1 *1 *1 *1.5 *1 *2 *0.5 *1 *1.5 *2 *1 
Skull -7f/-5b *4 *4 *4 *4 *4 *4 *4 *4 *4 *4 *1 
Spine -8 -(*1) - *1 *1.5 - *2 *0.5 *1 *1.5 *2 - 
Torso  *1 *1 *1 *1.5 *1 *2 *0.5 *1 *1.5 *2 *1 
Vitals -3 -(*2) - *1 - - *3 *3 *3 *3 *3 - 
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dismemberment (B421). For cutting attacks, this 

allows the attacker to carry on the attack to 
another limb or extremity as per extreme 

dismemberment (MA136). If a major wound 

occurred, go to 115. Otherwise, go to 116. 

102. An Extremity Joint is crippled, a major wound, 

when received HP/4 points of damage and no 

more damage is recorded for that area. This 
gives One Hand (B147) or Lame (Crippled Legs) 

(B141). See B421 for more details. Regardless, 
any attack (including the first) to this hit area 

with damage equal or more to HP*2/3 causes 

dismemberment (B421). For cutting attacks, this 
allows the attacker to carry on the attack to 

another limb or extremity as per extreme 
dismemberment (MA136). If a major wound 

occurred, go to 115. Otherwise, go to 116. 

103. A hit to the nose counts as a face hit, but injuries 
over HP/4 counts as a major wound and mangles 

the nose, giving No Sense of Smell/Taste (B?) 

until healed. A cutting attack aimed at looping of 
the nose can do so by causing HP/2 or more 

damage (reducing appearance by 2 levels) but 
count as a generic attack, go to 114. For other 

attacks causing a major wound, go to 115. 

Otherwise, go to 116116. 

104. A hit to the face more than HP/2 counts as a 

major wound. A major wound from a corrosion 
attacks one eye, two eyes if received damage 

equal or more than HP (B399); apply further 

damage there (distribute randomly if for two 
eyes) by going to 105. If another form of major 

wound was caused, go to 115. Otherwise, go to 
116. 

105. An Eye is crippled when received HP/10 points of 

damage, counting as a major wound, and no 
more damage is recorded for that area. However, 

if twice the damage necessary to cripple the eye 

is received, the eye is permanently crippled. Both 
cases gives One Eye (B147) or Blindness (B124). 

See B421 for more details. Excess damage goes 
to the skull, go to 99. If no damage went to the 

skull, go to 115 if any part of the attack caused a 

major wound and 116 otherwise. 

106. Damage to an ear from any attack but a cutting 

is treated as a skull hit, go to 99. Damage more 
than HP/4 to an ear from a cutting attack is not 

recorded but twice that amount from a cutting 

attack loops it off (MA137; removing one level of 
appearance) and counts as a major wound, go to 

115. Otherwise, go to 116. 

107. Skull. If striking unarmed against target with 
damage resistance 3+ (+0 for a normal shin) and 

not Tough Skin limitation, see rules for hurting 
yourself (B379), and split to 79 (with current 

damage equals to a 1/5 of penetrating damage) 

to determine effects, returning here afterwards. 
If any part of the attack caused a major wound, 

i.e. more that HP/2, check for Lasting and 
Permanent Injuries (MA138) and then go to 115. 

Otherwise, go to 116. 

108. The Neck is crippled, a major wound, if it receives 
HP/2 points of crush damage in one attack 

(BIO123). This causes choking and requires 

tracheotomy (BIO123). Damage over HP*2 

means decapitation (brain may continue to be 
conscious by making a HT roll each second with -

1 per second), go to 110. Any damage over HP/2 

counts as a major wound, check for Lasting and 
Permanent Injuries (MA138). If the damage is 

more than HP, there is a 1/6 chance that the 

spine is hit. If so, go to 113. Go to 115 if a major 
wound occurred. Otherwise, go to 116. 

109. Neck Artery or Neck Vein (MA137) wounds do not 
cripple and have no damage limit. If damage is 

equals or more than HP/2 a major wound was 

caused, check for Lasting and Permanent Injuries 
(MA138) and go to 115. Otherwise, go to 116. 

110. For Groin, damage over HP/2 causes a major 
wound but damage over HP is not recorded 

except for HT penalties for bleeding (B420) as 

per HT162. If a major wound occurred, go to 
115. Otherwise, go to 116. 

111. For Torso, damage over HP/2 causes a major 

wound but damage over HP is not recorded 
except for HT penalties for bleeding (B420) as 

per HT162. If a major wound occurred, go to 
115. Otherwise, go to 116. 

112. For Vitals, damage over HP/2 causes a major 

wound, check for Lasting and Permanent Injuries 
(MA138). If a major wound occurred, go to 115. 

Otherwise, go to 116. 

113. Spine (MA137) wounds do not cripple and have 

no damage limit. Damage over HP cripples the 

spine, giving Bad Back (Severe) and Lame 
(Paraplegic); replace the latter with Quadriplegic 

if the wound comes from the neck area. If 
damage is equals or more than HP/2 a major 

wound was caused. If a major wound was 

inflicted by the attack, go to 115. Otherwise, go 
to 116. 

114. For generic hit areas, damage over HP/2 causes a 

major wound. If a major wound occurred, go to 
115. Otherwise, go to 116. 

115. You suffer a Major Wound (B420). Go to 116. 

116. Received damage is that recorded on hit area. 

Add this damage to previous general damage 

sustained. (If it is Fatigue damage and the target 
has less than 1/3 of his FP left, check B246). If 

the target has less than 1/3 of his HP left, check 
for general effects (B419). If failing a death roll 

by 1 or 2, go to 117. If unconscious, go to 118. 

Otherwise, go to 119. 

117. You suffer a Mortal Wound (B423). Go to 118. 

118. Unconscious (B423). Roll against HT to remain 

conscious. If unconscious, go to 121. Otherwise, 
go to 119. 

119. Shock (B419). Reduce DX and IQ (and all skills 
based upon these) with -1 for each multiple of 

shock level received in dealt damage, to a 

maximum of -4. Shock level is HP/10 rounded 
down, minimum 1. Shock to groin from the front 

on male victims cause double penalty (to a 
maximum of -8) from crushing attacks. For major 
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wounds, or if shock occurs for a wound in the 

head (skull, face, and sub-areas), spine or vitals, 
check for Knockdown, see 120. Otherwise, go to 

123. 

120. Check knockdown (B420) if you received a Major 
Wound. Crippled spine or unconsciousness means 

automatic failure. A failed knockdown check 

causes Stun, a failure by 5 or + causes 
unconsciousness (B423), go to 121. Otherwise, 

go to 123. 

Damage Knockdown modifier 

Major Wound vitals -5 
Major Wound face -5 
Major Wound jaw -6 
Major Wound groin 
(for males) 

-5 

Major Wound spine -5 
Major Wound skull -10 
Major Wound eye -10 
High Pain Threshold +3 
Low Pain Threshold -4 

121. Check for fall damage due to knockdown. Go to 

122. 

122. Stun (B420). Crippled spine means automatic 

failure. Go to 123. 

123. Knockback (B378). This is caused by a cutting 

attack that fails to penetrate DR (i.e. penetrating 

damage is 0) or any crushing attack. It is based 
upon basic damage, and is 1 step for each full 

multiple of (target ST-2) the damage rolled is. 
Note that some weapons count as doing more 

damage for knockback and if knockback occurs a 

DX roll is needed to avoid falling. If using rules 
for gun fright, go to 124. Go to 125. 

124. Fright check (“you shot me!” rules; HT163). If 
conscious and the hit was to the torso or head 

and did more than 4+ damage, or caused the 

loss of a limb, the victim needs to roll a fright 
check when not affected by stun. Go to 125. 

125. Check for follow-up attacks (e.g. poison). For 

explosions, see B414 and HT182 (and remember 
that they can be considered to take place inside 

defender). Go to 126. 

126. Check bleeding rate (B420 and MA138) based 

upon received damage (dealt damage for hits to 

torso and groin). Make notes for when wounds 
start to hurt (MA136). For burning attacks, see 

B434. If attack is based on corrosion, check for 
armor damage (B379). Check for duration of 

crippling injuries to extremities (B422) and 

lasting or permanent injuries (MA138) as 
appropriate. Go to 127. 

127. If the combatant hit was do an aim, evaluate, or 

concentrate maneuver this may be disturbed 
(B ?). Make a Will roll to avoid this (Will-3 for 

Concentrate, but do not roll if already rolled for 

this due to active defense). Go to 129. 

128. Additional attacks . For ranged attack, check for 

Overpenetration (B408). Calculate Cover DR ( = 

the sum of the damage resistance on both sides 
of the attack plus HP (½ HP for unliving and ¼ 

HP for homogenous)). If there is basic damage in 
excess of cover DR, the attack pass trough. If 

there is a target directly behind the cover, it’s an 

automatical hit, go to 85. If not, split to 39 to do 
attacks as Hitting the Wrong Target (B389) and 

Occupant Hit Table (B555). If there is 
fragmentation  damage split to 34 to do the 

fragments attacks against people struck in the 

blast zone (B414). For LAWs and missiles, check 
for backblast attacks (HT148). After eventual 

additional attack, go to 129 if using rules for 

grips. Otherwise, go to 130.  

129. If holding a weapon and having grip mastery, 

change grip between normal, defensive (MA109-
111), or reversed (MA111-112) if not already 

done so before this turn. Go to 130. 

130. If additional attacks to perform, go to 131. 
Otherwise, go to 132. 

131. If no weapon in hand and have additional attack, 
optionally check for fast-draw with -2 for each 

fast-draw previously done in the turn (see 

MA103). Failure requires taking the ready 
maneuver instead of the attack. If attack left to 

do, go to 28. Otherwise, go to 132.  

132. Perform final movement portion of maneuver, if 

any. Check if your action triggers any Wait 

action, or use of Trip (MA81) as a parry when 
passing next to them, or requires evading 

(B368). Check if your action triggers any Waits or 

requires evading (B368). A weapon that can 
parry and is used successful for Obstruction 

(MA106) of a try to evade can attack at half 
damage as a parry. For each new action 

triggered, split to 11 for instruction for the pre-

chosen maneuver. Note that a Stop Thrust 
(B366) attack from a defender is only resolved 

first if it has a longer reach than the attacker’s 
reach. If only moving a step, it is possible for 

leave a crouch as a free action (B368). If using 

rules for noticing fights, go to 133. Go to 135.  

133. If necessary, check for detecting sounds from the 

combat (HT158). Go to 134. 

134. If shooting many shots in a short period, check 
for sustained fire (HT85). Go to 135. 

135. If this maneuver was a converted Wait, return to 
38 or 132 to continue the original maneuver 

unless affected by knockdown (as per MA106). If 

a converted Wait attack hit, see MA106 for 
Holding a Foe at Bay rules. If combat not over, 

go to 1 for next combatant’s turn.

Post-Combat Checklist 
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1. If a firefight has been fought, see HT88 for 

temporary penalties to hearing and night vision. 
Go to 2. 

2.  Apply bleeding until stopped (see B, MA, and 

BIO for rules). Go to 6 unless using optional rules 
for damages, then go to 3. 

3. Clear airways (BIO 123). Go to 3. 

4. Secure breathing (BIO 123). Go to 5. 

5. Secure Circulation (BIO123). Go to 6. 

6. Stop Bleeding (B ?; BIO124). Go to 7. 

7. Recovery from unconsciousness (B ?). Go to 8. 

8. Treat mortal wounds and check effects of them 
(B ?). 

 


