
CONDITIONS 

Blinded -3k3 to ranged attack rolls, -1k1 to melee attack rolls. A blind character’s armor TN is 
(their Reflexes + 5 + armor). 
Their water ring is considered 2 ranks lower for determining movement as part of a 
Move Action. 
Any Simple Move Action requires Athletics/Agility at TN 20 or the character falls 
prone. 

Dazed -3k0 to all actions. Can only use Defense and Full Defense stances. 
Recovery by making Earth Ring Roll vs TN 20 during reactions, TN decreases by 5 for 
every failure. 

Entangled Can only use Actions to break free. Strength Roll against TN set by GM. 

Fasting Without food or water for 24 hours. Cannot regain Void Points via rest, only 
meditation.  
+5 TN to all rolls for each day fasting after the first. 
After # of days equal to Stamina, takes 2k1 wounds per day. 

Fatigued Without rest for 24 hours. +5 to all TNs per day without rest. 
After # of days equal to Stamina, must make Willpower Trait Rolls at TN 20 to avoid 
falling asleep. 
Cannot take Full Attack Stance. 

Fear Resisting fear requires Willpower at TN = (5+ 5 x Fear rank). Can add Honor Rank to 
roll. 
Failure results in -Xk0 penalty to all rolls, where X is Fear Rank. 

Grappled Characters in a Grapple reduce Armor TN to 5 

Mounted/Height 
Advantage 

+1k0 to Attack Rolls to lower characters. 
Cannot use Full Attack Stance while mounted. 

Prone -10 to Armor TN vs melee attacks. Cannot use Move Actions. Can only adopt Attack 
or Defense Stances. 
Cannot attack with large weapons, -2k0 to medium and small weapons. 
Standing up is a Simple Action. 

Stunned Can take no actions. Armor TN becomes (5+Armor bonuses). 
Recover by making Earth Ring Roll at TN 20 during reaction stage. If this fails, the 
character is no longer Stunned at the end of the next Combat Round. 

 

COMBAT  ORDER ACTIONS (One Complex, or Two Simple, 
plus Free) 

1. Initiative Select stance, roll Initiative. 
(Insight + Reflexes)k(Reflexes) 

Complex Melee or ranged attack, cast a spell, use a 
Skill, string a bow, mount a horse. 

2. Turns Go through turns or delay Simple Move Water x 10ft, draw a weapon, 
dismount, pick up an item, stand up 

3. Reactions Apply mechanical effects Free Move Water x 5ft, drop an item, speak up 
to 5 words.  

 

  



  

MANEUVERS 

Called Shot 1 raise for a limb, 2 for hand/foot, 3 for head, 4 
for smaller part 

Disarm 3 raises. Inflict 2k1 damage, Contested Strength 
Roll. If target loses, they drop the weapon. 

Extra 
Attack 

5 raises. Make another attack immediately 
after the first. 

Feint 2 raises. If successful, half the amount the 
attack beats the Armor TN is added to the 
damage roll. (Max of Insight Rank x 5) 

Guard Simple action, cannot be in Full Attack Stance. 
One person within 5ft increases Armor TN by 
10, yours is decreased by 5. 

Increase 
Damage 

For every raise, +1k0 on damage roll. 

Knockdown 2 or 4 raises (for 2 or 4-legged creatures). If 
successful, damage is normal and target is 
knocked Prone. 

STANCES 
Attack No restrictions on actions. 

Full Attack Can only use actions to attack, and can only 
move towards a foe. 
Grants +2k1 to attack rolls, -10 to armor TN. 
Cannot be used while Mounted. 

Defense Cannot Attack. 
Add (Air Ring + Defense Skill) to Armor TN. 

Full Defense Roll Defense/Reflexes and adds half the total 
to their Armor TN for the round. 
Can take only Free Actions. 

Center Character takes no Actions.  
The next round, they add 1k1 plus Void Ring 
to the total of one roll. 
Add +10 to Initiative Score the next round. 

STANDARD TNs 

5 
(Very Easy) 

 Striking an immobile target 
 Recognizing an old friend 

10 
(Easy) 

 

 Carry half your weight 
 Finding a misplaced item 

15 
(Average) 

 Lifting your weight 
 Remembering someone you have seen 
once 

20 
(Moderate) 

 Jumping  a 10ft ditch 
 Recognizing someone in disguise 

25 
(Difficult) 

 Scaling a cliff bare-handed 
 Finding a well-hidden object 

30 
(Very Hard) 

 Diving safely from a waterfall 
 Remembering someone’s exact words 

40 
(Heroic) 

 Out-wrestling a troll 
 Naming all of your ancestors… in order 

60 
(Legendary) 

 Shattering stone with your bare hands 
 Outwitting a Fortune 

USING VOID POINTS 

Add +1k1 to any Skill, Trait, Ring, or Spellcasting 
Roll 

Increase a Skill from 0 to 1 for the Round 

Reduce wounds suffered by 10 

Increase Armor TN by 10 for the Round 

Exchange Initiative Score with a willing target 

Increase Initiative Score by 10 for the encounter 



GAINING/LOSING HONOR 
ACT 0 1-2 3-4 5-6 7-8 9-10 

Accepting a Bribe 0 0 -3 -4 -7 -8 

Accepting Responsibility for a superior’s 
shameful action 

8 7 6 4 3 3 

Acknowledging a superior opponent 5 4 4 2 2 0 

Aiding a wounded enemy 9 8 6 6 5 3 

Being an accomplice to a major crime -1 -4 -8 -12 -16 -20 

Being an accomplice to a minor crime -0 -1 -4 -4 -8 -8 

Breach of etiquette, blasphemous -1 -6 -10 -10 -16 -20 

Breach of etiquette, major 0 -2 -2 -2 -6 -6 

Breach of etiquette, minor 0 0 -1 -2 -2 -2 

Disloyalty to lord, spouse, or superior 0 -2 -6 -10 -14 -18 

Duped into performing a criminal act -1 -4 -8 -12 -16 -18 

Duped into performing a disloyal act 0 -2 -4 -6 -10 -14 

Duped into performing a foolish act 0 -2 -4 -4 -6 -8 

Disobeying a lord’s command 0 -2 -2 -6 -6 -10 

Enduring an insult to your ancestors 0 -2 -4 -4 -6 -8 

Enduring an insult to yourself 2 2 2 0 0 2 

Enduring an insult to your family or clan 0 0 -2 -2 -4 -4 

Facing a superior foe in the name of your 
family 

8 6 5 4 3 2 

Fleeing from battle 0 -2 -4 -6 -8 -10 

Following orders despite personal misgivings 6 4 0 0 -2 -4 

Fulfilling a promise despite great personal 
cost 

10 8 6 4 2 0 

Giving a truthful report at your own expense 8 6 4 2 0 0 

Lying to bolster your reputation 0 -2 -4 -6 -8 -10 

Manipulating another into dishonorable 
behavior 

0 -2 -4 -6 -8 -10 

Politely ignoring another’s dishonorable 
behavior 

3 2 0 0 -2 -2 

Protecting family/clan/lord’s interest despite 
risk to yourself 

8 8 6 6 4 2 

Showing kindness to those beneath your 
station 

6 6 4 4 2 2 

Showing sincere courtesy to enemies or 
rivals 

9 7 5 2 0 0 

Using a Low Skill 0 -1 -2 -3 -6 -9 

Using false courtesy to gain advantage over 
an enemy 

0 0 -2 -6 -10 -10 

 


