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ARMOUR PROTECTIVE VALUES 
      

MATERIAL  Blunt  Edge Point Fire 
      CLOTH/HAIR   ½ 1 ½ 1 
      LEATHER/HIDE   1 3 2 3 
      QUILT/FUR   5 2 1 4 
      KURBUL   4 4 3 3 
      RING  3 6 3 3 
      MAIL   2 8 6 1 
      SCALE  5 9 4 4 
      PLATE   7 10 8 5 

      
Squeeze = Blunt Bite = Point 

Tear = Edge Frost = Fire 
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WEAPON COMPARISON TABLE 
 

 
DEFENDING WEAPON 

 
SHIELD CLASS 

0 1 2 3 4 5 B R/H K T 
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 0 

 

�  D05 D10 D15 D20 D25 

 

D15 D10 D05 �  

1 A05 �  D05 D10 D15 D20 D20 D15 D10 D05 

2 A10 A05 �  D05 D10 D15 D15 D20 D15 D10 

3 A15 A10 A05 �  D05 D10 D10 D15 D20 D15 

4 A20 A15 A10 A05 �  D05 D05 D10 D15 D20 

5 A25 A20 A15 A10 A05 �  �  D05 D10 D15 
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MISSILE DATA TABLE 

WEAPON 
SHORT MEDIUM LONG EXTREME  

Hexes/Imp Hexes/Imp Hexes/Imp Hexes/Imp 
EML +0 EML –20 EML –40 EML –80 

Short Bow  (60) 15 / 6 30 / 5 60 / 4 120 / 3 
Short Bow  (90) 20 / 8 40 / 7 80 / 6 160 / 5 
Longbow  (80) 20 / 8 40 / 7 80 / 6 160 / 5 
Longbow (120) 25 / 10 50 / 9 100 / 8 200 / 7 

Hart bow (80) 25 / 9 50 / 8 100 / 7 200 / 6 
Hart bow  (120) 30 / 11 60 / 10 120 / 9 240 / 8 
Crossbow  (70) 10 / 7 20 / 6 40 / 5 80 / 4 

Crossbow  (110) 15 / 10 30 / 9 60 / 8 120 / 7 
Staff Sling 25 / 5 50 / 4 100 / 3 200 / 3 

Sling 15 / 4 30 / 3 60 / 2 120 / 2 
Javelin * 8 / 100% 16 / 100% 32 / 50% 64 / 50% 
Spear * 6 / 100% 12 / 100% 24 / 50% 48 / 50% 

Blowgun 5 / 0 10 / 0 20 / 0 40 / 0 
Taburi  4 / 3 8 / 2 16 / 2 32 / 2 

Shorkana * 3 / 100% 6 / 100% 12 / 50% 24 / 50% 
Melee Weapon * 2 / 100% 4 / 100% 8 / 50% 16 / 50% 
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PASSIVE COVER GUIDE 

             
Best Available Cover 

 ARAKI (38")  HUMAN (68")  HRU (144") 
 High Mid Low  High Mid Low  High Mid Low 

             Light Woods  10% 40% 50%  10% 20% 30%  10% 20% 30% 
Heavy Woods  20% 60% 80%  20% 40% 60%  20% 40% 50% 

Light Undergrowth  10% 20% 40%  – – 20%  – – 10% 
Heavy Undergrowth  10% 20% 50%  – 10% 30%  – – 20% 

             Wall (3')  15% 80% 100%  – 25% 75%  – – 15% 
Wall (4')  100% 100% 100%  – 50% 100%  – – 60% 
Wall (5')  100% 100% 100%  50% 100% 100%  – – 75% 
Wall (6')  100% 100% 100%  100% 100% 100%  – 20% 90% 

             Battlements  100% 100% 100%  10% 60% 100%  – 20% 75% 
Mantlet or Arrow Slit  100% 100% 100%  90% 95% 100%  – 50% 100% 

Window  40% 80% 100%  20% 50% 80%  100% 75% 75% 
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    BLOCK  COUNTERSTRIKE  DODGE  IGNORE     
                        

DEF ��� �   CF MF MS CS  CF MF MS CS  CF MF MS CS  No Roll  ��� �  DEF 

                        

A
T

T
A

C
K

E
R

 

 C
F

 

 BF AF DTA DTA  BF AF D� 2 D� 3  BS AS DTA DTA  DTA  

C
F
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 DF Block �  DTA  DF �  D� 1 D� 2  DS �  �  DTA  A� 1  

M
F

  

 M
S

 

 A� 2 A� 1 Block �   A� 3 A� 2 B� 1 D� 1  A� 2 A� 1 �  �   A� 3  
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 A� 3 A� 2 A� 1 Block  A� 4 A� 3 A� 2 B� 2  A� 3 A� 2 A� 1 �   A� 4  
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    BLOCK  DODGE  IGNORE     
                   

DEF ��� �   CF MF MS CS  CF MF MS CS  No Roll  ��� �  DEF 
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 Wild Wild Wild Wild  Wild Wild Wild Wild  Wild  
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 M� 2 M� 2 Block Block  M� 2 M� 2 �  �   M� 2  

M
S

  

 C
S

 

 M� 2 M� 2 M� 2 Block  M� 2 M� 2 M� 2 �   M� 2  

C
S

  

 
A�  Attacker Strike  BF Both Fumble Roll  �  Miss/Standoff 
D�  Defender Strike  AS Attacker Stumble Roll  DTA Defender Tactical Advantage 
B�  Both Strike  DS Defender Stumble Roll  Wild Random Hit, or WQ Roll 
AF Attacker Fumble Roll  BS Both Stumble Roll  M� 2 Missile Strike (Base + 2d6) 
DF Defender Fumble Roll  Block Weapon Damage Roll  M� 2 Missile Strike (Max roll = SI)† 

 

AIMING ZONE  

STRIKE 
LOCATION  

��� �  

 INJURY TABLE 
             

HIGH 
EML –10 

 

MID 
EML +0 

 

LOW  
EML –10 

  EFFECTIVE IMPACT ASPECT 
    1+ 7+ 13+ 19+ 25+ BLUNT 
    1+ 5+ 9+ 13+ 17+ EDGE 
    1+ 6+ 11+ 16+ 21+ POINT 
    1+ 8+ 15+ 22+ 29+ FIRE 

              
01 – 15  01 – 05  ·   SKULL  M1 S2 S3 K4 K5  
16 – 30  06 – 10  ·   FACE ‡  M1 S2 S3 G4 K5  
31 – 45  11 – 15  ·   NECK  M1 S2 S3 K4 K5��� �   

              
46 – 57  16 – 27  ·   • SHOULDER  ���� M1 ���� S2 ���� S3 ���� G4 ���� K4  
58 – 69  28 – 33  ·   • UPPER ARM  ���� M1 ���� M1 ���� S2 ���� S3 ���� G4��� �   
70 – 73  34 – 35  ·   • ELBOW   ���� M1 ���� S2 ���� S3 ���� G4 ���� G5��� �   
74 – 81  36 – 39  01 – 06  • FOREARM   ���� M1 ���� M1 ���� S2 ���� S3 ���� G4��� �   
82 – 85  40 – 43  07 – 12  • HAND  ���� M1 ���� S2 ���� S3 ���� G4 ���� G5��� �   

              
86 – 95  44 – 60  13 – 19  THORAX  M1 S2 S3 G4 K5  
96 – 00  61 – 70  20 – 29  ABDOMEN  M1 S2 S3 K4 K5  

·   71 – 74  30 – 35  GROIN  M1 S2 S3 G4 G5��� �   
              
·   75 – 80  36 – 49  • HIP  ���� M1 ���� S2 ���� S3 ���� G4 ���� K4  
·   81 – 88  50 – 70  • THIGH  ���� M1 ���� S2 ���� S3 ���� G4 ���� K4��� �   
·   89 – 90  71 – 78  • KNEE  ���� M1 ���� S2 ���� S3 ���� G4 ���� G5��� �   
·   91 – 96  79 – 92  • CALF  ���� M1 ���� M1 ���� S2 ���� S3 ���� G4��� �   
·   97 – 00  93 – 00  • FOOT  ���� M1 ���� S2 ���� S3 ���� G4 ���� G5��� �   
              

‡ FACE: 01 – 15 Jaw 66 – 80 Nose  • ODD Roll = Left  MINOR Bruise/Cut/Stab/Burn Kill/Mortal Wound 
 16 – 30 • Eye 81 – 90 • Ear  • EVEN Roll = Right  SERIOUS Fracture/Cut/Stab/Burn �  Amputation Roll (Edge only) 
 31 – 65 • Cheek 91 – 00 Mouth    GRIEVOUS Crush/Cut/Stab/Burn �  Fumble or Stumble Roll 

MISSILE EMLs 
BLOCK 
 Passive Active 
Shield TL LV HV 
Tower 35 ML+20 ML-10 
Kite 30 ML+15 ML-15 
Knight 25 ML+10 ML-20 
Round 25 ML+10 ML-20 
Buckler 15 ML+0 ML-30 
Other -- ML-30 ML-60 

DODGE 
LV: Full EML  
HV: Half EML 
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† Applies only to thrown weapons. Otherwise, treat as normal M� 2.



LAYERED ARMOUR PROTECTION TABLE 
 

ARMOUR LAYERS B E P F 
Cloth + Cloth 1 2 1 2 
Leather + Cloth 2 4 3 4 
Quilt + Cloth 6 3 2 5 
Quilt + Leather 6 4 3 5 
Kurbul + Cloth 5 5 4 4 
Kurbul + Leather + Cloth 5 6 4 5 
Kurbul + Quilt 7 5 4 5 
Kurbul + Quilt + Leather 7 6 4 6 
Ring + Cloth 4 7 4 4 
Ring + Quilt 6 7 4 5 
Ring + Kurbul 5 8 5 5 
Ring + Kurbul + Cloth 6 8 5 5 
Ring + Kurbul + Quilt 8 8 5 6 
Mail + Leather 3 9 7 4 
Mail + Quilt 6 9 7 5 
Mail + Kurbul + Cloth 5 9 7 4 
Mail + Kurbul + Leather 5 10 7 5 
Mail + Kurbul + Quilt 7 10 7 6 
Mail + Mail 3 12 9 2 
Mail + Mail + Quilt 6 12 9 5 
Mail + Mail + Kurbul 5 12 9 4 
Mail + Mail + Kurbul + Cloth 5 13 10 4 
Mail + Mail + Kurbul + Quilt 7 13 10 6 
Mail + Mail + Kurbul + Quilt + Cloth 8 13 10 6 
Scale + Cloth 6 10 5 5 
Scale + Quilt 8 10 5 6 
Plate + Cloth 8 11 9 6 
Plate + Quilt 9 11 9 7 
Plate + Ring 8 12 9 6 
Plate + Mail + Cloth 8 13 11 6 
Plate + Mail + Leather 8 14 11 6 
Plate + Mail + Quilt 9 13 11 7 
Plate + Mail + Mail + Leather 8 16 12 6 
Plate + Mail + Mail + Quilt 10 16 12 7 
Plate + Scale 9 14 9 7 
Plate + Plate 10 15 12 8 

 

 
SHOCK ROLLS FROM INJURY 

 
1d100  M1 S2 / S3 G4 / G5 

CS Zero ·  ·  
MS ·  ·  OTA 
MF OTA Stun KO 
CF Stun KO KO 
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F / S ROLLS FROM INJURY 
 

1d100  M1 S2 / S3 G4 / G5 
CS ·  ·  OTA 
MS ·  ·  F / S 
MF OTA F / S F / S 
CF F / S F / S F / S 
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WEAPON DAMAGE ROLLS 
 

1d100  Superior Even Inferior 
CS ·  ·  ·  
MS ·  ·  ·  
MF -1 -1 Break 
CF -1 Break Break 
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