Hello folks-

Here's the most recent Combat Summary text that I've been using for my play testing group.  It's a lot like past systems on the surface, but hopefully, the new tweaks will fix some of the more glaring problems.  Editorial comments are in brackets.

-----------------------------------------------------------

COMBAT SUMMARY

Any one of the following combat actions is available to a character every round.

* Attack

  > Close Combat Attack:  Roll Attack skill rating vs. target's Defense rating.

  > Ranged Combat Attack:  Roll Attack skill rating vs. shot difficulty.

* Defend

  > Dodge:  Roll Evade skill rating vs. Attacker's skill rating.

  > Parry:  Roll Weapon skill rating vs. Attacker's skill rating.

* Flee:  Roll SPD(2) rating vs. Attacker's SPD(2) rating.

* Move:  100 feet per turn, +10 ft. per +1 SPD.

* Special:  Roll appropriate skill vs. maneuver difficulty.

After rolling for initiative, each player must declare their character's intended action, starting with the lowest initiative rolled.  Note that the "combat options" below are primarily for the Game Master, to judge Action Table rolls.  Player's are encouraged to vividly describe their character's actions, not simply state "I perform a Close Combat Attack" (yawn).

Once the action is completed, the character's turn is over.  The character may still attempt "reactive" maneuvers (dodging an attack launched later in the round for example), at a cumulative penalty of -5 per action.

One rule permutation that figures in below is the idea of Substitution.  Basically, any character should be able to attempt almost any action they want.  If the character does not have the required skill for the action, they can still attempt it by substituting a related skill 

(at a penalty) or by defaulting to an attribute (and rolling a d10 rather than a d20).

Substitution examples are included with each mechanic as reference for the GM.

------------------------------------------------------------------------------

<< CLOSE COMBAT ATTACK >>

Close Combat attacks include: striking with bare hands or with a melee weapon, as well as attempts to grapple, force back, disarm, or disable.  See combat chapter for details on each type of attack.

Roll Attack skill rating vs. target's Defense rating.  Defense rating is equal to one of the following:

* Weapon skill of weapon currently wielded,

* Brawling or Martial Art rating, if the target is unarmed,

* OR, Combat Rating of target.

ACTION TABLE

=================

* Mishap:  The attack fails due to a mishap of some sort -- the attacker slips and falls, a  weapon is dropped or broken, the attacker hits an unintended target or something similar.

* Failure:  The attack fails to have the desired effect.

* Partial Success:  The attack is a glancing blow, or the attack only partially achieves the desired results. (if a damaging attack, divide the Damage Rating by two)

* Full Success:  The attack achieves the desired result. Apply full Damage Rating.

* Critical Success:  An exceptional attack. Damaging attacks have special rules for critical hits. Non-damaging attacks achieve the best result possible.

Multiple targets may be engaged with a Close Combat attack, at a cumulative penalty of -5 per extra target.  Alternately, a single target may be hit multiple times with a "rapid fire" attack, at a cumulative penalty of -5 per extra hit.  "Rapid fire" attacks can be dodged or parried as if they were a single attack.

-----------------------------------------------------------------------------

<< RANGED COMBAT ATTACK >>

Ranged Combat attacks include: shooting with a projectile weapon such as a bow or crossbow, targeting a magic spell, or thrown-weapon attacks with spears, axes, or knives.

Roll Attack skill rating vs. shot difficulty.  Shot difficulty:

* -1 for every 10 feet of distance to the target

* -3 if target is in combat or otherwise moving about and watching for attacks

* -1 to -10 for target cover or poor visibility

* +1 to +10 for larger than man-sized targets

* -1 to -10 for smaller than man-sized targets

ACTION TABLE

===============

* Mishap:  The attack fails due to a mishap of some sort -- the attacker hits an unintended target or something similar.

* Failure:  The target is missed entirely.

* Partial Success:  The target is hit partially or grazed by the attack.  Divide Damage Rating by two.

* Full Success:  The target is hit squarely. Apply full Damage Rating.

* Critical Success:  An exceptional shot. The missile hits precisely where the attacker intends.  See rules for critical hits.

Multiple targets may be engaged with a Ranged Combat attack, at a cumulative penalty of -5 per extra target.  Alternately, a single target may be hit multiple times with a "rapid fire" attack, at a cumulative penalty of -5 per extra hit.  "Rapid fire" attacks can be dodged or parried as if they were a single attack.

------------------------------------------------------------------------------

<< DODGE >>

A defensive maneuver that moves the character out of harm's way.  This may be as simple a maneuver as ducking, or as complex as a back flip.

Roll Evade skill rating vs. Attacker's skill rating.

* Substitute Mandaquan skill rating at no penalty.

* Substitute Acrobatics skill rating at -3.

* Substitute Close Combat skill (Brawling, Martial Art, or Weapon skill) at -3.

* Substitute DEX or Combat Rating (d10).

Dodge is effective against both Close and Ranged Combat attacks.

ACTION TABLE

==============

* Mishap:  The dodge fails due to a mishap of some sort -- the defender slips and falls, moves into the opponent's attack, or is otherwise put at a disadvantage.

* Failure:  The dodge has no effect against this attack.

* Partial Success:  The defender rolls with the blow, or otherwise avoids part of the attack.  Divide DR of the attack by 2.

* Full Success:  The attack is completely avoided.

* Critical Success:  The dodge is exceptionally effective. The Defender may Flee (see below) as if they had achieved a full success, OR, the Defender automatically gains initiative vs. this attacker next round, OR, the Defender receives a +3 to his next attack roll vs. this opponent, due to superior maneuvering.

----------------------------------------------------------------------------- 

<< PARRY >>

A defensive maneuver that interrupts an attack by putting something in the attacker's path.

Roll Weapon skill rating vs. Attacker's skill rating.

* Substitute Defend or Shield skill rating at no penalty.

* Substitute Martial Art skill rating at no penalty.

* Substitute Brawling at no penalty if parrying a Brawling attack, or at -3 if parrying a weapon attack.

* Substitute Combat Rating (d10).

Parry is effective only against Close Combat attacks.  However, Parry is not effective against attempts to grapple.  Grappling must be dodged or beaten with grappling.

ACTION TABLE

===============

* Mishap:  The parry fails due to a mishap of some sort -- the defender slips and falls, a weapon is dropped or broken, or something similar.

* Failure:  The parry has no effect.

* Partial Success:  The parry stops part of the attack.  Divide DR by 2.

* Full Success:  The parry stops the attack completely.

* Critical Success:  The parry is exceptional in some way.  The Defender may Flee (see below) as if they had achieved a full success, OR, the Defender automatically gains initiative vs. this attacker next round, OR, the Defender receives a +3 to his next attack roll vs. this opponent, due to superior maneuvering.

Exceptionally large and powerful attacks that overwhelm the defender cannot be parried, such as blows from an Ice Giant's club, or a charging ogriphant.

--------------------------------------------------------------------------

<< FLEE >>

An attempt to disengage from an assailant and bravely run away.

Roll SPD(2) rating vs. Attacker's SPD(2) rating.

ACTION TABLE

=============

* Mishap:  The retreat fails due to a mishap of some sort.

* Failure:  The retreat fails. The fleeing character remains in combat with his or her opponent, and cannot retreat successfully without allowing the opponent an Undefended Attack.  Of course, the character may attempt to flee again next round.

* Partial Success:  The retreating character remains in combat, but can move half their maximum SPD distance away from their attacker.

* Full Success:  The retreating character successfully disengages from combat and may flee without exposing themselves to an Undefended Attack.  See rules for chasing if the attacker wants to follow.

* Critical Success:  The retreating character escapes, and adds +3 SPD for the first round of any chase that follows.

Note that a critical success while Dodging or Parrying allows a target to Flee, as well.

------------------------------------------------------------------------------

<< MOVE >>

At a dead run, a character can move up to 100 feet per combat round, plus 10 feet per +1 SPD (or minus 10 feet per -1 SPD). Moving the maximum distance takes the character's entire turn.  Subsequent actions (attacking or defending, for example) suffer the multiple action penalty (-5).  Characters may move up to half their maximum distance without expending their turn.

Rugged or difficult terrain may decrease a character's overall distance covered in a turn, or may even require DEX or skill rolls to navigate safely.

[Design note: Measuring movement this way (especially in such a small unit) encourages players and GMs to calculate actual distances in combat (this is almost always a waste of time).  Instead, simply determine if the character's described movement during the round constitutes an "action".  If so, subsequent actions (such as attacks) suffer the multiple action penalty (-5).

For example, leaping over a bar counter and kicking an enemy is one fluid action.  No movement penalty for this.  However, leaping over a rail, swinging from a chandelier, and kicking an enemy who was across the room would count as a movement action, and the kick would take a -5 penalty.]

-----------------------------------------------------------------------------

<< SPECIAL >>

Any stunt, dirty trick, or maneuver not covered by another combat action.

[This one ain't finished, folks.]

----------------------------------------------------------------------------

<< TACTICS and CONSEQUENCES >>

Choosing to attack during your turn makes you vulnerable to counterattacks, since it becomes more difficult to dodge or parry after you've already acted.  However, against inferior opponents, attacking is often the best option.  Your attacks will yield critical hits more often, and their attacks will fail or mishap.

Versus superior opponents, dodging or parrying is the best tactic (if you want to survive the fight, that is).  You will get enough partial and full successes to delay or even stalemate their victory.  Of course, if you're interested in hurting your adversary, you have to attack sometime, and risk a counterattack.

** Dodging vs. Parrying **

Both weapon-using and weaponless combatants should attempt to parry most  attacks, since they take no penalty to their skill roll.  Not all attacks  can be parried, however.

* Giant attacks

Giant attacks are anything that is either too massive or too powerful to be deflected by the PC and must be dodged.  Note that what constitutes "giant" for a Danuvian Virago might still be parried by a Kharakhan Giant.

* Creature Attacks

Most creature attacks, such as bite, claw, or tail attacks, cannot be parried, and must be dodged.  For example, a charging Behemoth or biting Exomorph cannot be parried.  Attacks from creatures that employ weapons (like Subterrainoids) or fight like a humanoid (such as a Bane) can be parried normally.

* Grappling attacks

Attempts to tackle, grab, or restrain cannot be parried.  They may be dodged (using the normal dodge mechanic) or resisted with Brawling or a Martial Arts skill.  See rules for grappling attacks in the combat chapter.

** The Sacrifice Strike **

You can step into an opponent's attack, attempting to hit them simultaneously.  Your opponent automatically receives at least a full success against you, regardless of how low their Attack roll is.  You receive +5 to your attack roll to hit them back.  This tactic is useful for high-armor, low-skill types like Ice Giants or well armored foot soldiers.  Creatures that are immune to normal weapons (such as Elementals or Demons) will always employ this tactic when facing non-magical opponents.

Note that if your opponent's initial attack is a critical hit, you may not be around to hit them back.

----------------------------

John Harper

<6-01-97>

Drohem (10/25/2010):  this article by John Harper was posted to the archived Talislanta Central website.

