WFRP 1 inspired Combat Rules

I have now had a look at WFRP 1 combat rules, and have had another go at developing rules suitable for WFRP 2 by extending the WFRP 1 ones. Some bits I have also ‘nicked’ from Higa’s document (Hope you don’t mind Higa!)

Combat Round and Determining Order

A combat round represents 10 seconds of combat. Determining the order within the round is the same as done in the official WFRP 2 rules, however the combat system presented here also supports staggered actions (described later).

Acting in a combat round

In a combat round each character can perform a number of actions. Usually this is just one that takes up the whole round, but in some circumstances it may be possible to perform two or more minor actions. What is possible for a character is ultimately determined by GM, and it is not unreasonable for penalties for tests to be assigned should the situation warrant it (for example, running along a balcony, leaping and grabbing hold of a rope can be quite a tricky manoeuvre). 

A number of common basic actions include:

· Casting

· Charging 

· Combat

· Moving

· Ready 

· Using one or more skills

Obviously these only represent a few of the more common actions that a character may perform during combat. By its very nature combat in a role-playing game is likely to be incredibly variable and will depend on character behaviour and the environment they are in. The GM should be flexible enough to accommodate a player’s desires, modifying the rules presented if required. General rules to follow are:

· Can it be done in 10 seconds?

· What aspects of the action(s) require tests?

Basic Actions 

Ready (Duration: Varies) represents retrieving an item from you belt, backpack, etc, or drawing a weapon. The amount of time this activity would take will vary. As a guide:

· Two-handed weapons and bows take a whole round to ready

· Shields and bucklers that a whole round to ready

· Hand weapons result in a penalty to the characters initiative for that round. For a knife or dagger this would typically be –10, for a sword or equivalent it would be –20. Example, in the combat round Clem has an initiative of 40. However, he needs to first draw his sword resulting in a –20 penalty. Clem will therefore now ‘act’ at initiative 20. 

· Pack items would typically take at least a round to retrieve. For larger/more fiddly items it could take many rounds and should be determined by the GM.

As well as for readying an item, these rules can also be used for putting an item away.

Cast (Duration: Varies) represents a magic user casting a spell. For casting, a combat round is broken down into 2 time units (referred to as half-actions in other parts of the rules). Some spells only require one time unit to cast, others require more than 2 – in which case the casting carries on into the next round (the spell description indicates the casting time required). Channelling before casting a spell also requires 1 time unit. Example, Clem is casting a spell that has a casting duration of 3. Clem also intends to channel before hand adding an extra one to the duration (total of 4). Given that there are 2 time units in a combat round, it will take 2 whole rounds for Clem to channel and cast the spell.

Move (Duration: Whole round) represents the character moving in some fashion (walking or running). Walking characters can move Movement x 2 yards in the round. Running characters can move Movement x 3 yards in the round. For running characters ranged attacks against you are taken at a –20% BS penalty, but melee attacks against you gain a +20% WS bonus. GM’s may also impose Agility tests for characters running over difficult terrain. 

Attempting to leave close combat means that there is a chance that your opponent(s) will get a free attack on you. The character should make a test against his or her Agility for each opponent; failure means that that opponent can have a free attack.

There may also be situations where players want to combine movement with actions, for example to move 3 yards and then begin spell casting, or to move whilst drawing a sword. In such situations the GM should judge what can and can’t be done accordingly, and if necessary assign relevant tests.

Charge (Duration: Whole round) represents the character rushing up to an opponent and delivering a single attack. The opponent must be at least 4 yards away from the character but within the character’s charge move (Movement x 2 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.

Using one or more skills (Duration: Varies) represents the character using one (or possibly more) of his/her skills. The duration of using a skill and how many can be used in a combat round will depend on the skills involved and the situation they are to be used in. For example, picking a lock may take a couple of combat rounds, whereas concealing a key up your sleeve may only take half a combat round. Ultimately the GM should determine what can and cannot be done in the combat round.

Combat (Duration: Whole round) means that you get a number of attack actions equal to your Attack score. For example, Clem has an Attack score of 2. He therefore is able to perform 2 attack actions in a combat round. Basic Attack actions could be: 

· aim 

· attack

· change opponent

· dodge blow (*) 

· parry

· reload 

· other special actions including feint, manoeuvre,  etc
(*) Requires Dodge Blow skill.

Combat also allows for a small degree of realistic movement. So for example, a character could move forward 2 metres to engage the opponent. The GM should determine what is and isn’t feasible given the circumstances.

Breakdown of basic combat actions

· Aim - The character takes extra time to set up a melee or missile attack, increasing the chance to hit by +10. You cannot perform multiple aim actions for a single attack.
· Attack – The character can make one melee or ranged attack. 

· Change Opponent – The character can turn to face another opponent during the combat round. Again this could include a small degree of realistic movement (for example, 2 metres). This action is really only likely to apply if your character wants to attack more than one opponent in a combat round.

· Dodge Blow – The character can try and dodge an opponent’s attack. In order to do this you must possess the Dodge Blow skill. A Dodge Blow test should be performed – success means the attack has been successfully dodged. You cannot attempt to dodge and parry the same attack. 

· Parry – The character uses their weapon to deflect a single melee attack. The character must make a Weapons Skill Test to parry the blow. On a success the attack is beat back and no damage is suffered. You cannot attempt to parry and dodge the same attack. 

· Reload – The character can reload a missile weapon. See Chapter 5: Equipment for the number of attack actions it would take to reload ranged weapons. Some may require more than a whole combat round. The Rapid Reload talent reduces the number of combat actions it takes to reload a missile weapon making it possible for some characters to fire a bow 3 times in a combat round.

Delaying actions

Characters may wish to delay an action until later in the round. The general rule for this is that a character can delay an action up until the point they are next due to act (even if this crosses over to the next combat round). If the action is not used by then, it is lost. For example, Clem has initiative of 50 and wants to wait to see if his opponent surrenders before he runs him through. Clem’s opponent has an initiative of 25, and at this point he tries to stab Clem with his dagger but misses. Clem runs him through.

If characters wish to act at the same time, then Agility tests should be performed to see who acts first.
Reactive actions

Sometimes a player may want his/her character to react before their turn. Most of the time this shouldn’t be possible however there will sometimes be situations where it is unreasonable to disallow it (for example, trying to parry a blow). The general rules for handling such situations are as follows:

· The character intending to do the reactive action must not have used up all his actions for that turn. In combat this means that they must have 1 attack action left unused.

· If the character has purposely delayed his action then the character can react accordingly.

· If the character has not purposely delayed his action then the character must pass an Agility test. On a success the reactive action can be performed, on a failure the reactive action cannot be performed and the action is lost.

Staggering actions

Although some players may prefer to do all their actions on their turn, it is not particularly realistic as different characters will effectively act simultaneously – this is most noticeable during combat actions. A simple, but fairly effective solution is to distribute actions over a 10 second combat round. To do this simply divide your characters initiative by the number of actions you are performing and then perform each action at the beginning of each segment. For example, Clem has an initiative of 60 and 3 attack actions. Using a staggered action approach, Clem’s first attack action would happen at 60, his second at 40 and his final one at 20. 

Generally a staggered approach will probably only be used with combat actions (as illustrated in the above example), and the GM can quickly jot down how each characters combat actions would be staggered before a session begins. There is no reason, however, why you could not use something similar for other types of action. For example, Clem intends to run and leap over a chasm. He starts running at 60 and starts the leap at 30. The use of such an approach may be useful if other characters want to do something at the same time. For example, a character with initiative 40 may try and grab Clem before he leaps. 

The rules for delaying actions still work the same way. Using the first example, Clem can delay his first attack action (from 60) up until the initiative order reaches 40. At this point he loses his attack action.

	Extra Rules (Still to be finished)

The above represent essential rules for running combat. GM’s may wish to add extra actions. Suggestions include:

· Feint - xxxxxxxxxxxx 

· Manoeuvre - xxxxxxxxxxxx

· Trip - xxxxxxxxxxxxxx

· Etc

Stances can also be used in combat. Stances should be declared on the characters first action in a combat round and stay in place until the characters first action in the next combat round. Example stances:

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 attack actions to parry or dodge incoming blows. 

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 to all parry and Dodge Blow tests, but is not allowed to do anything except parry or dodge.

Alternative EI approach proposed by Whymme


