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house rules for runequest combat
Initiative


Characters act in order of Dexterity. If they are doing something that takes up time (like running a full move or opening a closed door, etc.) then their second action comes 10 DEX points later. DEX initiative is reduced for casting spells. Assuming that time is not being taken to power a spell (see magic/ritual), every magic point or fatigue level in a spell reduces the effective DEX of the caster by 1 point. If this reduces the caster to a DEX below 10, then he gets to cast the spell, but no other actions.

Randomized Initiative


If the GM and players want, initiative can be determined by rolling 2D6 and adding the result to DEX. All other rules above apply, including the inability of a spellcaster to do anything else if he takes more than 10 DEX points to do it.

Determining Success(es)

Roll D%ile. Successful roll means a hit(success). A roll equal to half the Skill %ile means a further success. A roll of 1/10 of the needed roll means a further success. A roll of 01 is a Critical Hit, which means a further success. 


Example: If Marcus has a shortsword attack of 62, then a roll of 32-62 is one success, a roll of 7-31 is two successes, a roll of 02-07 is three successes and a roll of 01 is four successes.


If a skill is so low that a 10% roll is 01, then no more than three successes can be achieved with that skill.


As shown later, it is possible to gain extra successes if (1) the attacker has the defender at a disadvantage, such as a defender who has lost the use of a leg, or (2) the attacker uses certain maneuvers and supplementary skills such as Martial Arts and Maneuver. Some are an integral part of an action, as described later. Others may be assigned by the GM as a reward for other actions taken as part of the action. In general, an attacker cannot get more than one extra success, no matter how many situations may arise at the same time.
A Roll of 00 is a Fumble.  

Defense of Unintelligent Creatures

Unintelligent creatures are those with an INT of 1-7 and actually include such creatures as horses, dogs, cats, etc.


All such creatures have a Dodge of their INT x 5%. They might have a better one based on their Agility rating, but they at least have this—no matter what the circumstances or how big the creature.

The Combat Round

A combat round lasts 10-12 seconds. In it, a character may perform two "actions". Sometimes these actions are sequential (e.g., casting two spells, attacking twice); sometimes they are intermingled (e.g. attacking and parrying, Full Defense). The following are actions:

Single Actions 

1. - Fight. A character may normally attack only one target and use one defensive skill with a single action.

· Defensive Skills : Parry, Dodge, or Defend against Spirit Combat. A character may make any number of defensive rolls in one round, but only one per incoming attack, but see Total Defense below. All of these rolls together take up one action. As long as a character has not used his second action, he can always abort to one of these actions.

2. - Attack in Spirit Combat

3. - Throw or Fire a missile

4. - Cast a spell, as long as total mp (or equivalent Fatigue levels) spent this round is <= 10

5. - Move MV meters (while paying attention to what's going on)

6. - drawing a stored weapon, or readying a shield.

7. - Look around carefully (use Scan at full)

Two Actions :

1. - Casting a spell requiring 10+ mana points or equivalent activity

2. - sprint MV x 2 meters (full-tilt singleminded run, very fatiguing)

3. - Careful (full %ile) Listen, Search, First Aid, Ritual Magic, some others 

4. - Full Defense. The character may attempt both a Dodge and a Parry against each incoming attack and (if he makes a Maneuver skill roll) move his full MV in meters.

5. - Full Attack. The character may move up to his MV and make an all out attack. This gets him an extra success (if he succeeds at all, a miss is still a miss) but reduces his Defensive skills by one success.

6. - Multiple Attack. A character may attack more than one target. He loses one success from each successful attack rolled. Yes, it is possible to do a combination Full and Multiple Attack, but the user still suffers from the Defensive penalty.

7. - Move and Attack. A character can move his MV and attack hand-to-hand along the path of the move. He loses one success from each Parry and Dodge attempted in the turn. His Attack %ile is incrementally reduced 10% vs each target, starting with the first one. It is possible to do a Move and Full Attack, but the penalties to Parry and Dodge are added, meaning the user must get three successes to get one. The GM may call for a maneuver Skill roll if the path of the maneuver is something other than straight.



Example: Marcus attacks 3 Trollkin along a path. His normal attack is 62%, so his attack against the 1st is 52%, the 2nd is 42% and the 3rd is 32%.
Minor Actions

In addition, one "minor action" is permitted free. These include :

-drawing a belt weapon;

-switching hands with a weapon;

-loading a bow or sling;

-moving ¼ MV meters either forward or backing up a pace or two;

-opening an unlocked and unstuck door;

-scanning or searching at a -1 success penalty.

Multiple minor actions take up one or more regular actions.

Moving in Combat

Moving is normally an action. If you take a normal move to approach a target, then you can use an attack and defense, but cannot use anything that calls for two actions in that round. Exception: A character can always move ¼ his normal movement and still have two actions.  

Defending Against Multiple Attacks

Defending against multiple attacks is rolled normally for each attack. Defender can Parry some and Dodge others and even keep up defense against Spirit Combat in whatever way he wants. He must make the choice before the actual attack is rolled There is no penalty for multiple attackers—being attacked by multiple attackers is its own penalty. Alternately, a player can specify ahead of time that he will use the same roll for all his defensive maneuvers and only then roll once. But he is stuck with that roll and skill choice against all incoming attacks.  

Attack vs Defense

Compare the number of attack successes against the number of defending successes. If the number of defending successes matches or exceeds the number of attacking successes, there is no effect from the attack.  

Effects of Successful Attack

If the number of attacking successes exceeds the defending successes (or defense lack of success) by one: roll weapon damage, and add Damage Bonus and Bonus for magic. Compare the total against the armor and magical protection of the defender. 


If the number of attacking successes exceeds the number of defense successes by two or more, consult the Extra Successes Table. Pick one Extra Success for each success in excess of one. Note that for some results, you need to have obtained two extra successes.


Example: Marcus rolls 05 with his shortsword. This is three successes. His opponent rolls 85 with his shield. This is a complete miss, not even one success. Marcus has two extra successes. He can pick two results from the Extra Success table or one of the specials like Slash or Impale (each possible with a shortsword).

Extra Successes Table

Since the Extra Success is a measure of skill, the player gets to pick one of the results on this list, rather than roll it.

· Full possible damage

· Normal damage, no armor  (magic, however, is still effective)

· Normal damage, pick hit location

· Normal damage + 5 points

· Knockout (if target makes CONx5 roll, is stunned, instead)

· Disarm

· Knockback

· Impale, usable only with two successes and impaling weapon. Full possible damage. Weapon stays in wound if protection penetrated. Taking weapon out causes normal weapon damage. Leaving it in causes reduction of Health by one each melee round.

· Slash, usable only with two successes and slashing weapon. Full possible damage. Hit location is impaired (cannot be used until healed).

· Crush, usable only with crushing weapon and two successes. Full possible damage. Target is stunned.


Example: In the example above, Marcus gets two picks. Seeing that his opponent is a bandit with no headgear, but protected by magic, Marcus picks Full Possible Damage and Pick Hit Location. His shortsword does 8 points of damage with his Damage Bonus, so he does 8 points to the head of the target, whose two points of Protection is insufficient to keep from being knocked out by the blow.

Fumble

roll D100 on fumble table, use 01-25 result as a rule

01-25
lose one action next round

26-40
drop weapon 

41-45
shield strap breaks, lose shield and one action next round*

46-50
armor strap breaks, lose armor on one location and one action next rnd

51-55
drop weapon and lose one action next round

56-70
fall to knees, lose next action

71-75
fall to ground, lose next action

76-90
stumble: all skills halved next round

91-95
bump ally: both lose one action next round

96-98
roll twice

99-00
roll thrice

* if no shield, reroll.

Stunned

Under certain circumstances, mostly having to do with multiple attack successes, a character can be Stunned. Stunned characters lose one success in their next action. The stunned character is Acting from Disadvantage.

Acting from Disadvantage

Whenever you are in a disadvantageous situation (at ½ health, in darkness, blinded, extremes in temperature, stunned, whatever) you lose one success from every roll. In essence, you have to make half rolls to succeed at all.

Attacking from Advantage

If you have an advantage on an opponent (he’s down, he’s unaware, you are attacking from behind) you gain an automatic success to go with your rolled successes. This means you have one free success, even if your attack fails. A roll of 96-00 still negates this. Of course, if even with the extra you roll no more successes than the target rolls on the appropriate defensive roll, if one is available to him, you do not succeed.

Brawling

· Armor protects normally.

· Compare what gets through armor with location hit points. If damage is higher than hit points, a limb location is numbed, chest or abdomen stuns the target, and a head shot knocks the victim out.

· A roll of CONx5 is necessary to come out of Stun, a CONx1 to come out of knockout.

· Hand to hand damage is usually transitory. Damage to a location goes away except for one point at the end of each melee round.

· A character who makes a Martial Arts roll can strike to kill with normal damage rules.

Maneuver Skill

This skill is used in combat to make an opponent move the way you want him to—such as make him back over a cliff, or to allow the performing character to do something like withdraw from a combat without letting your opponent get a free swing at you. 

· Use of this skill on an opponent is a standard skill roll vs. skill roll situation; one with the most successes wins. 

· If two or more opponents try to maneuver one opponent, they each get a chance to maneuver the target, but he gets a counter-maneuver to each attempt.

· Maneuver can be combined with an attack with no reduction to either skill.

Martial Arts

This is the character’s innate and sometimes trained ability to enhance his normal attack and defense skills. In any combat round, it may be rolled for one of two purposes.

1. The martial artist may enhance the damage of his attack by the number of successes. This can be attempted after the Martial artist knows he hit.

· One success  (within %ile)= +d3-1 or +1

· Two successes (within half %ile) = +d4 or +2

· Three Successes (within 10 percent of %ile) = +d6 or +3

· Four Successes (an 01) = +d8 or +4

· More successes (an 01 and you have extra successes from situations or opponent fumbles defense) +d10 or +5

2. The martial artist may add the number of successes to his defensive actions. This roll can be made after the character has failed to stop an incoming blow, but only if the damage increase option hasn’t been used that round. The additional number of successes remains the same for subsequent attacks during that round.
3. A successful Martial Arts roll in defense can allow the user to riposte. If he has surplus defense successes, he can use them offensively in a follow-up attack in the same round.  Multiple Martial Arts successes add to these successes, just as they do in normal defense. A character who has already attacked in the combat round cannot riposte.

Damage

1. HP damage.  Any physical damage is expressed in terms of HPs lost in a location. There is no Health damage until the location is negative—see #3 below. The loss of 3x the hit points in a limb or head location in one blow means that the limb has been irrevocably (except with very good healing magic) maimed and, with slashing weapons, cut off..

2. Health damage. Health can be lost directly through various forms of damage that do not do HP damage as such, eg asphyxiation, poisoning, diseases, certain spells.

3. Health can also be lost as the side effect of HP damage.  Whenever a location is reduced to below zero HPs each point of damage thereafter is  taken off Health as well as HPs.

EXAMPLE: Cormac has 4HPs in each leg and 11Health.  He takes 2 points to his  right leg reducing it to 2pts but does not suffer any Health damage.  Shortly after he takes another 5 points damage to his same leg reducing it to  -3HPs and consequently losing 3 Health.  If he then took 3pts of damage to his  other leg he would not lose any Health because that leg would still be on  positive Hit Points.

· Certain exceptional damage causes instant loss of all Health as per RQ3.  

· Bleeding damage comes directly off Health and does not affect the HPs in the location.

Damage Resolution

Remember. Damage to a Hit Location does not reduce Health until the Hit Location has negative Hit Points; at that time, the Health is reduced by the number of negative hit points up to a maximum of double the location’s hit points. If Sanjay took 20 points (past armor) to his 5-point abdomen. His Health only took 10 points. 

Effects of Health Point Loss

a) Being reduced to less than half of your normal Health subtracts one success from all Skill Rolls.

b) Reduction to 3 Health or less puts the character in the “death zone'' and causes unconsciousness.  A CON x 5 roll with 2 successes or more lets a character continue for a short with no experience gain.

Effects of Location Hit Point Loss

Damage to areas has the following effects :

Location
=> location HP
=> HP x2
=> HP x 3

Arm
Drop item,
Arm useless(1)
as x2*(2)

Leg
Fall,


Leg useless(1)
as x2 *(2)

Abdomen
Fall, Both legs useless(2)
Fall, Legs out, Weakened(3)
Unconscious(4)

Chest
Fall, Weakened(2)
Unconscious(3)
Dying(3)

Head#
Unconscious(2)
Comatose(3)
Dying(3)

Fall: Also lose any actions not spent this round. 

Weakened: lose one action each combat round.

Unconscious: roll Con x1 per minute to recover.

Comatose: Unconscious until healed.

Dying: Lose 1 Health/round, in addition to bleeding, until healed or dead.

* Limb damage does not subtract from Health after negative Limb HP x 2 is reached. However, bleeding can still take Health from that Hit Location.

# Damage that reduces the Head to 1 point Stuns the target

(1) - area bleeds d3 Health , at one point per 2 mr.

(2) - area bleeds d8 Health at one point per round.

(3) - area bleeds 2d6 Health at one point per round.

(4) - area bleeds 3d6 Health at two points per round.

Healing

a) Natural Healing according to a character's heal rate. The healing rate is per week. Eg someone with a heal rate of 1d3 Health recovers 1d3 HPs/injured location per week of total rest.

· Moderate activity subtracts 1 from each die roll of healing.

· Intense activity, exposure to disease, taking further damage and other stressful situations subtracts 2 from each die roll.

· Every Hit Location wounded recovers at the same rate, simultaneously. This, of course, does not restore severed limbs. 

a) Characters who are below half their Health have their heal rate reduced by 1 die.  (A heal rate 1d3 person then becomes a 1 heal rate person). 

· A character in the death zone (1-3 Health Points) does not naturally heal.

a) Incidental Health healing. Certain spells can cure injured locations by taking them from negative to positive HPs; in this case the patient recovers 1 Health once only, when the HPs in the location cross the negative to positive threshold.

Healing skills.

a) First Aid is the skill of emergency care.  It can return 1d3 hit points to a location except that first aid can not take a location from zero or negative HPs to positive HPs. eg Cormac's leg is at -1HP and Signy manages a 2pt first aid, this only takes Cormac's leg to zero HPs, not +1HP.  Consequently there is no way for first aid allow a character to regain Health.

b) Physician.  This is the skill of long term care.  A successful physician roll requires a week of constant attendance and allows a patient in the death zone to recover 1 Health each week. In any other cases a successful roll adds 1D3 to the patient's heal rate. Additional successes increase the size of the die rolled (1d4, 1d6, etc.)

Healing Spells

Unlike first aid, heal spells can cure locations completely; however they generally have a lesser effect on Health, see Incidental Health Healing above. Some spells are exceptions. Heal Body recovers all lost Health and HPs. Some other spells may exist as well.


Note that Heal spells do not have a cumulative effect on Wounds. If a character is down 4 points in a leg and a Healing Spell 2 is put on this. He gains back two points. If a Healing 3 is later put on it, he only gains one more Hit Point. However, each wound taken may be healed separately.  

Other notes

Shamans and probably others have access to healing spirits with an ability to possess a body and then attend to it with an effective chirugy rating of 100%.

FATIGUE

Everyone gets tired. The following rules reflect the factors inducing tiredness and their effects on the characters. Like everything else in this game, it's an experiment. Reaction (beyond "I don't like fatigue rules") is encouraged.

Basic Rule

All characters have a Fatigue Threshold of 75+CON. Every time a player rolls over this Threshold for the use of a physical skill (combat, boating, climbing, magic, etc.), an Encumbered (see below) character loses 1 Fatigue Level. This simply means that all skills rolls are reduced by 10%. 

Recovery

1. Fatigue Levels are regained at a rate of 1 for every minute spent resting.

2. However, every 5 Fatigue Levels lost is also the loss of a Long Term Fatigue level. It takes four hours of sleep to regain 1 Long Term Fatigue Level. Thus, a character who loses 6 Fatigue levels in combat can regain 5 of those levels in five minutes, but is still down 10% in all skills until he has had 4 hours of sleep.

Encumbrance

A character is Encumbered if he carries ENC in excess of his STR. Each point of ENC is 1 kilogram (or two pounds). The GM may also declare that a character is essentially Encumbered if she is working under a handicap such as bad weather, being wounded, having been walking a long time, etc. The 18 STR adventurer can carry around 18 kg, or almost 40 lbs without worrying about Fatigue Threshold. This is a good set of cuirboilli armor (8kg.), a weapon and medium shield (5-6 kg), a couple of javelins or bow and 20-odd arrows (2 kg), and maybe a few small supplies on the belt (1-2 kg).

· A character whose ENC is greater than his STR but no more than twice his STR gets the 10% reduction if his Fatigue Threshold is exceeded by a physical skill roll

· A character whose ENC is greater than twice his STR but no more than thrice his STR gets a 20% reduction, if her Fatigue Threshold is exceeded by a physical skill roll.

MELEE WEAPON LIST

Group
Weapon
DMG
AP
ENC

NOTES   

1H Flail   
Grain Flail
d6
6 
1

+1 fum, oppt parry -10%


War Flail
d8
8
2

+1 fum, oppt parry -10%









1H Mace   
Singlestick 
d4+1
6
0.5

easily made


Light Mace
d6
8
1




Heavy Mace
d8
8
2.5

1H or 2H









1H Hammer
War Hammer
d8
8
2.5

impaling









1H Spear   
Javelin 
d6
6
1

throwable


Spear
d8
8
1.5

throwable, poorly

(note : all spears usable 1H or 2H)










Lance
Lance
d10
8
3.5

as spear if on foot









1H Axe
Handaxe
d6
6
1

throwable

 
Battleaxe
d8
 8
2

1H or 2H









1H Dagger  
Knife
d4
3
0.2

easily concealed


Dagger
d6
5
0.5




Parry Dagger 
d4
8
1











1H Sword   
Sickle
d6
6
1

farm tool


Shortsword   
d6+1
8
1




Scimitar    
d8
8
1.5




Broadsword
d8
8
1.5




Bastard Sword
d8
10
2

1H or 2H









2H Flail 
Military Flail
d10
8
3   

+1 fum, oppt parry -10%

 
   






2H Mace
Quarterstaff 
d8
10
1.5

easily made


Heavy Mace
d10
8
2.5




Maul 
d12
8
3.5











2H Hammer 
Great Hammer 
d12
 8
3.5

impaling   









2H Spear  
Javelin 
d8
 6
1

throwable


Spear 
d10
8
2

throwable, poorly


Pike 
d10
8
3.5

long









2H Axe
Battleaxe 
d10
8
2




Greataxe 
d12
9
2.5




Poleaxe 
2d6
9
3.5

long 









1.5 Sword 
Bastard Sword 
d10
10
2











2H Sword   
Swordstick 
d8
8
2

easily made


Greatsword 
d10
10
3.5



"long" weapons attack and parry at 1/2 in narrow places.

Weapons with SR 0-1 are not penalized when striking at higher targets.

NATURAL WEAPONS



Group
Wpn
Dam  

Brawl
Brawl
d3

Grapple
Grapple
d4

SHIELDS

AP 
parry
ENC
DAM

Shield
Small
8

2
1D4


Medium
10
 +5
4
1D6


Large
12
 +10
6
1D6+1

THROWN WEAPONS

Group
Weapon
Dmg
PB  
Range 
Max
Notes

Javelin    
dart 
d6-1
4 
20
30



 javelin
d6
4 
20
30



 war spear
d8
2 
5
10










atlatl    
atlatl
+1
 +2
+10
+20
fires dart or javelin









axe
throwing axe 
d6+1
3 
10
20



handaxe 
d6+1
2 
 5
10










knife
throwing knife 
d6-1
4 
10
15
easily concealed


knife
d6-1
3 
10
15
easily concealed


dagger 
d6-1
2 
5
10










throw 
thrown rock
d3 
4
20
 20
easy









FIRED MISSILES

Group
Weapon
Dmg     
PB  
Range
Max  
Enc
 Notes

Bow
Shortbow
d6
15   
90
120  
0.5



Nomad Bow
d8
20  
120
240  
0.5











Crossbow   
Light Xbow
d8
20   
40
225  
3.5  
2 acts/load


Med Xbow     
d10
25   
50
270  
5    
4 acts/load


Hvy Xbow      
d12
30   
60
300  
8    
6 acts/load










Sling
 Sling
d6
15   
100
100  
0    
Lead bullets give +1 damage to slings


Staff Sling   
d8
20   
120
120  
1.5  


ARMOR
Protection
ENC
Cost
notes

Soft Leather, Padding
1
2
10sp
worn under metal armor

Hard Leather
2
4
20sp


Cuirbouilli
3
8
50sp
light but hot

Ringmail 
4
15
200sp
rings on cuirbouilli

Light chainmail
4
12
300sp
four-linked mail

Chainmail
5
20
600sp
six-linked mail

Scale
5
24
400sp
tiny plates on cuirbouilli

Light Plate/brigandine
6
18
800sp


Plate
7
28
1200sp


Extra Heavy
8
35
1500sp
Custom made for big people
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