Warhammer Fantasy Roleplay – Actions –
Stances

A stance is not really an action, but it has an impact on other actions a character might want to perform during a round. It must be declared before any rolls for Initiative, and it last for the entire round and it can not be aborted. The three stances are:

Aggressive: The character put more power into his fighting, thus taking risks to get his enemy to the ground as quickly as possible. The character fights with +20 Ws or +2 damage during the round of battle. He may not use attacks to parry incoming blows. He is allowed to use his Free Action to parry, and he is allowed to use Dodge blow.

Guarded: The character stay on his guard against incoming blows, sacrificing some offensive capacity for his safety. During the Guarded round, the character have +10 Ws to parry, but suffer a -10 Ws for all strikes.

Defensive: The character sacrifices all offensive capacity for the ability to defend himself better. During a defensive round the character get a +20 Ws to all parries, but is not allowed to do anything except parry.

Full Actions
These actions take up the whole round to perform. A Full Action can be combined with additional actions if the character wish so, but all additional actions are performed at half the original score. Full Actions can never be combined with Stances or another Full Action.
Charge: The character rushes up to an opponent and delivers a single attack. The opponent must be at least 4 yards away from the character but within the character’s charge move (Mx2x2 yards). The last 4 yards of the charge must be in a straight line, so the charger can build up speed and line up with the target. The charging character gains a +10% Weapon Skill bonus and +1 to damage.
Disengage: If trying to move away from one or more melee opponents without using the disengage action, each opponent gets a free attack against the character.
Run: The character runs at full speed (Mx2x3). Until the character’s next turn, ranged attacks against him suffer a –20% penalty, but melee attacks gain a +20% bonus.
Half Actions

A round last for 10 seconds, and a Half Action takes up half that time. A Half Action can be performed either in the first part of the characters round, or in the last part of the characters round. Half Actions can never be combined with Full Actions or Stances. It can, however, be combined with Attacks, and also with Free Actions. But if performed in the same round as a Half Actions, the Attack score is halved, rounding down. This means that most character is capable of combining 1 Attack with a Half Action. It is also possible to do two Half Actions in the same round. The Half Actions are:
Move: The character make a short move equal to Mx2 yards.

Cast: The time it takes to cast a spell is measured in Half Actions. A simple petty magic spell might take 1 Half Action, larger and more powerful spells might take several Half Action to cast. See the Magic Chapter.

Skills: Some skills, such as Channeling, take up a Half Action to perform. See the Skills Chapter.

Jump/Leap: Jumping and leaping in close combat could give the combatant certain advantages due to rapid movement and unexpected moves, such as tumbling past the opponents legs, or doing a circle-move half around the foe. Such move gives the attacker +10 Ws, and the defender -10 Ws regarding attacks and parries for the first strike following the action. With particularly dangerous moves, this action may require an Ag-test, with the proper modifiers. For jumping and leaping distances, see the xxxxx-chapter.
Stand/Mount: A character can get up if currently on the ground, or mount a riding animal like a horse or pony.
Reload: The character can reload a missile weapon. See Chapter 5: Equipment for the time taken to reload different ranged weapons. Reload can be an extended action.
Aim: The character takes extra time to set up a melee or missile attack, increasing the chance to hit by +10.

Ready: The character can unsheathe a weapon, or pull an item out of a convenient pouch or pocket. The character also put away an item already in hand at the same time.
Feint: The character pretends to attack in one direction, deceiving his opponent and throwing off his defence. This is resolved as an Opposed Weapon Skill Test. If the character wins, his next attack cannot be either dodged or parried. Feint can also be used as a body-feint (Ag vs. Ag) to avoid getting free melee-attacks at you while running, or getting past blocking enemies etc.

Manoeuvre: The character uses superior footwork and aggression to force his opponent to move 2 yards in a direction nominated by the player. If desired the character can advance 2 yards as well. Manoeuvre is resolved as an Opposed Weapon Skill Test.

Trip: A trip action must always be directed at the opponent’s legs, in which case the normal -20 to Ws apply. After a successful hit an Opposed roll is made, the attacker roll against Strength, and the defender roll against either Strength or Agility, at his choice. If the defender fails, he is knocked to the ground and must spend time getting on is feet again.

Attack Actions
The attacks score determines how many attacks your character can perform in a round. It also determines how many incoming blows you can parry. However, attacks and parries are handled differently during a round, since an attack is an action and a parry is a reactive action. Attacks follow the rules for Effective Initiative and are performed at exact times in the combat round. Parries can be performed at any time in the round as long as the defender is aware of the attack and have attacks left to trade in for a parry. If an attack action is combined with a Half Action, the attack score is halved, which means that most character can only do one attack action in combination with a Half Action.
The Free Parry and Dodge Blow

All characters and creatures in Wfrp have a Free Parry, which can be performed at any time in the round. It can be performed in combination with any other action a character might want to do. If a character has the skill Dodge Blow, this becomes the second free action that can be performed in a round. Note that both two free action are defensive actions, and thus reactive.
Effective Initiative and Delayed Actions

Every character enters combat with an Initiative. This score is always equal to the characters Ag. Thus, a character with Ag 60, begins his round at Initiative 60. If a character has only 1 Attack, this is simple enough. But if the character has multiple attacks, the need to calculate Effective Initiative arises. Divide the Initiative-score by the number of attacks that the character has. No you got the exact Initiatives on which your character can attack.
Example: Clem has Ag 60 and A 3. He can attack on 60, 40 and 20 during the combat round.

Note that any parry drawn from the attack-score is taken from the highest Effective Initiative. So if Clem has to parry a blow before his turn, he will have to wait until Initiative 40 to attack.

When Half Action is performed, the method works exactly the same. As most characters can only do 1 attack in combination with a Half Action, there will be two Initiative numbers during the round where the combination is done.

Example: Clem want to move and shoot his bow. He takes the move at I 60, and takes the shot at I 30.

But what happens if a character do not want perform an action during his Initiative? There might be several reasons for this. A character who does not want to do an action when his turn comes up, may skip doing it, but the action is lost and the round moves on. However, if the character have multiple action, all actions in the round is not lost.

Example: Clem do not want to act at I 60. He forfeits his action and when his turn comes up again at I 40, he can choose to act if he wish to.
