Alternative Combat Rules

Intro still to do

Combat Round and Determining Order

A combat round is a basic time unit used in combat. During a round a character can roughly accomplish what a real person would be able to do in ten seconds. The order in which characters can act in a round is determined by their Agility. The resulting value is referred to as the characters initiative.

Example: Clem has an Agility of 50, the Orc has an Agility of 30. This means that Clem has the highest initiative and so will act first.

In the official WFRP 2 rules a D10 roll is also added to a characters Agility score to determine initiative. To make things simpler and to minimise the length of a combat round we do not suggest that you do this here. Such an approach also makes it easier to support staggered actions (described later).

Where initiative scores are equal, then actions carried out at this time happen simultaneously.

Acting in a combat round

What a character does in a combat round is referred to as an action. This may involve carrying out a single task that takes an entire combat round, or it may involve many small ones. By its very nature combat in a role-playing game is likely to be incredibly variable and what a character does will depend on many factors including their behaviour and the environment they are in. 

However, it is not practical to provide rules to govern every situation. Instead players should describe to the GM what they wish for their character to do and the GM should then decide what is feasible and what types of tests will be involved. In coming to a decision GM’s should think about a number issues:

· Can the task or tasks be performed within 10 seconds?

· What skills will be needed?

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

· What modifiers apply?

Example: Clem is standing on a balcony that is on fire. Clem’s player wants him to run along a balcony, leap off the end and grab hold of a chandelier as his action for this round. The GM determines that this is feasible in 10 seconds, and will involve two Agility tests. One to perform the leap and the other to catch hold of the chandelier. Given that the place is on fire, the GM also decides to impose a –10 penalty to these tests.
A lot of players and GMs, however, like to have an underlying rule system to support them. It can bring a sense of fairness and balance to a combat, or some GM’s may simply just not feel comfortable in handling a more narrative styled combat. As previously mentioned, it’s not feasible to provide rules for everything but it is possible to provide rules for a set of basic actions.

The following section describes a set of basic actions. Essentially these can be viewed as providing restrictions to certain types of task – laying down a set of ground rules that your own style of combat can be built upon. Depending on what a player wants his character to do in a combat round multiple actions may be carried out. Guidance for combining actions is provided later in this article.

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 combat round to ready

· Shields and bucklers take a whole combat 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.

· 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.

Example: Clem wants to sneak up behind an Orc and slash his throat with his dagger. Clem currently has his sword out and needs to put this away and then draw his dagger. His initiative is 50, so putting his sword away gives a –20 penalty, and then drawing his dagger would add another –10 penalty. Clem will therefore be able to attack the Orc on 20. Unless the Orc hears him first of course…
Cast (Duration: Varies) represents a magic user casting a spell. For casting, a combat round is broken down into two half-actions. Some spells only require one half-action to cast, others require more than two – 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 one half action. 

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: Varies) represents the character moving in some fashion (walking, running, sneaking, leaping, etc). As a general rule, in a round sneaking characters cannot move more than their Movement in yards; walking characters cannot move more than their Movement x 2 in yards; running characters cannot move more than their Movement x 3 in yards. These assume that the character is doing nothing else but moving in that 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. In addition, depending on the environment, the faster you move the more noise the character makes.

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 the opponent can have a free attack. Characters who possess the Dodge Blow skill get a +10 bonus to these rolls (per mastery level).

Example: Clem is in combat with two Orcs, but it is not going well. He turns and flees. In the process he tries to avoid any final blows the Orcs may deliver. He makes two Agility tests, one for each Orc. He succeeds in one but fails the other and one Orc is able to get a free attack on him.
In all likelihood characters will combine movement with other actions, for example to move 3 yards and then begin spell casting, to move whilst drawing a sword, or to run and leap. Guidance on how to handle combined actions is provided later.

Charge (Duration: Whole round) represents the character rushing up to an opponent and delivering a single attack. For a charge to be effective the opponent should be at least 4 yards away from the character but within the character’s charge range (Movement x 2 yards). The charging character gains a +10% Weapon Skill bonus and +1 to damage.

In general it is deemed that this action would take a whole combat round. However the action of charging itself could involve other activities (see Combining Actions). For example, a charge could involve running along a dining table and jumping off the end in an attempt to grapple a fleeing opponent.

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. 

Combat (Duration: Whole round) as an action that takes a whole round means that the character is entirely focused on fighting the opponents around him and does not have time to do anything else. In this situation the character receives a number of Attack Actions equal to their Attack score. 

Example: Clem has an Attack score of 2. He therefore is able to perform 2 Attack Actions in a combat round. 

In situations where combat isn’t the only activity performed by the character in that round, then the number of Attack Actions they have may be reduced. Generally, if a character has the time to perform an attack then they will always have at least one Attack Action (see Combining Actions).

As with standard actions what constitutes an Attack Action is fairly flexible. A set of common ones is provided here. 

Basic Attack 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. You can't make more attacks than your Attacks characteristic in one combat round.

· Change Opponent – The character can turn to face another opponent. This can also include movement of up to half the characters Movement characteristic in yards.

· 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. You can't take more Dodge Blow actions than your Attacks characteristic in one round – this includes the free Dodge Blow action that the skill automatically gives you. 

· 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. You can't take more Parry actions than your Attacks characteristic in one round.

· 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 Attack Actions it takes to reload a missile weapon making it possible for some characters to fire a bow 3 times in a combat round.

The Combat action also allows for a small degree of reasonable movement whilst in melee combat. This represents the general closing in on an opponent and the small movements that are made as blows are exchanged. A general guideline is that the character cannot move more than half their Movement characteristic in yards. This is separate from any movement that might be performed whilst Changing Opponent. 

Combining actions

So far a number of common actions have been presented. However in all likelihood a character will perform many of these actions in combination, during a combat round. There are too many possibilities to provide rules for all, and often what the character will want to do does not directly map onto one of the actions presented above. Often, therefore, the GM will have to use his/her own judgement to determine what can be done and what tests, etc, need to be made.

To deal with combined actions the GM should consider a number of issues:   
· Can the combination of actions be performed in 10 seconds? Get an understanding of what the player wants their character to do and then assess whether this is reasonable for 10 seconds. In a combat situation 10 seconds is actually quite a long time, so this does provide a fair leeway for many types of complex action.
· Are they concurrent or sequential? Do the actions happen one after the other, or do they happen at the same time. Generally it is harder to do two actions at once, than to do them on their own. Performing concurrent actions should therefore result in a penalty of some form. A basic penalty would be –10, but for particularly complex actions this could be increased.
· Do they affect each other? Do the actions possess interdependencies? Does the performing of one action reduce the amount of time that can be spent on the other(s)? Does one need to be completed before the other? Can the failing of one action have a negative affect on the other? If there is an affect, then the outcome of one may impose a modifier on the other action(s). 
· What tests are involved? What skills and characteristics are required to perform the actions? Does each action warrant a test? Generally a set of sequential actions would require individual tests, concurrent actions can more often than not be compiled into a single test, especially if they involve similar skills. For compiling tests into one, the simplest solution is just to take the average of the target test scores.
· What modifiers are required? As well as possible modifiers for the issues raised above, modifiers may also be applied as a result of the environment and actions of others.
At first glance all these issues may seem daunting, but the majority of GM’s have to deal with on the spot decisions like these at various points during a session. Generally the more practice you have at making such decisions, the easier it becomes. The key thing is to identify what tests are required and what modifiers apply to them.

Example: Clem is involved in a rooftop chase. The thief who stole Clem’s purse has jumped across onto another rooftop and Clem intends to give chase. In this combat round Clem intends to run across the slippery roof he is currently on and leap across to the other building. 

This action can be broken down into two stages. Running on the initial slippery roof and then making the leap. As a result the GM decides that two tests are required. The first is an Agility test to see whether Clem can safely run across the roof without falling. Because the roof is slippery, and because Clem is running at full pelt, the GM imposes a –10 penalty. The dice are rolled and Clem succeeds! He now needs to make a test for the leap. Again the GM feels that the conditions warrant a –10 penalty. Again the dice are rolled, and he just makes it.
Combining some actions has a knock on effect on how much can be achieved within them, this is particularly true for movement and combat. For example, a character who first has to run 10 yards to engage an opponent is unlikely to be able to unleash as many blows as someone who is already there fighting them. To handle such situations the GM should assess how long each action would take and then determine how much of the full action can be done in that time.

Example: Clem sees that his friend is about to be run through by an Orc. In the combat round he intends to sprint to his friends aid and attack the Orc. Clem has 3 Attacks and is 3 yards away. The GM decides that Clem can get to his friend and attack the Orc, but the time it takes to get there will result in him loosing one of his Attack Actions. Clem’s player is happy with this and runs forward, sword held high…

Example: It’s not going well. His friend is bleeding to death and Clem fears he will soon be joining him. Rather than leaving his friend to the mercy of the Orc, Clem decides to put him out of his misery and then to turn and leg it. The GM decides that this is doable, but because he is spending part of his combat round ‘helping’ his friend, he won’t be able to run as far as if he was doing nothing else but running. The GM also points out to Clem’s player that there is a chance that the Orc will get a free attack on him as he flees. Clem is willing to accept the risk and raises his sword…

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. You cannot delay more than one action at a time.

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 to another’s actions and in some circumstance even before it is their own turn. Reacting before your go should generally not be allowed, however it is unreasonable to rule this for Attack Actions such as Parry and Dodge Blow. A character is unlikely to just stand there whilst being hit by their opponent!

 The general rules for handling such situations are as follows:

· 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 is able perform the reactive action but at a –20 penalty. Whether or not the reactive action succeeds, the Attack Action is lost.

· If a staggered action approach is used to determine combat round order (see below) the character intending to do the reactive action must have at least 1 unused Attack Action left for that turn.

Example: Clem is in combat with an Orc chief. The Orc has the higher initiative, swings his scimitar and hits. Clem’s player decides to do a reactive parry as the Orc looks like he could cause a lot of damage! Because it is before Clem’s natural go in the combat round, the parry will be made with a –20 penalty. He attempts the parry, but misses! As well as his arm, Clem also looses one of his Attack Actions for that turn.  

Staggering actions

Although some players may prefer to do all their actions on their turn, others prefer an approach that provides a more simultaneous feel in which their actions and those performed by others are spread over the round. A simple, but fairly effective mechanism to achieve this is to divide your characters initiative by the number of actions you are performing and then perform each action at the beginning of each segment. 

Example: Clem has an initiative of 60 and intends to perform 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 Attack Actions (as illustrated in the above example), and the GM can quickly jot down how each characters Attack 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. 

Example: Clem intends to run and leap over a chasm. The GM decides this is comprised of two actions of equal time. He therefore starts running at 60 and starts the leap at 30. 

The use of staggered actions may also be useful if other characters want to do something at the same time. For example, a character who is going to perform an action within the initiative range of 60 –31 may attempt to try and grab Clem whilst he is running and before he starts his leap (of course, as long as he is near to where Clem is running along). 

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.

Why is Dodge Blow a skill but Parry is not?

Good question. The most likely explanation is that it has been carried over from the 1st Edition combat rules. In the 1st Edition, possession of the Dodge Blow skill allowed the character to have a ‘free’ dodge blow action per combat round. 

Obviously the idea that everyone automatically knows how to parry but has to learn how to dodge is a bit strange – but is something we have live with. Consequently, to justify the cost of learning Dodge Blow, within these alternate combat rules a character who possesses the skill is also entitled to one free Dodge Blow Attack Action in a round. 

This free Dodge Blow is special in that it can be used in conjunction with non-combat actions as long as the character is aware of what needs to be dodged. 

Example: Clem spends his entire combat round running away from danger. A nasty Orc tries to grab him and succeeds in his attack. If Clem didn’t have the Dodge Blow skill then there would be nothing he could do about it. If, however, he did possess the skill then he could attempt to make a free dodge. 

Ultimately the GM has final say in whether attempting to dodge in the given situation is feasible or not. Whether the free Dodge Blow is used or not, the character cannot dodge more times than his Attack characteristic. 

	Extra Rules 

The above represent essential rules for running combat. This section provides some addition rules that GMs and players may wish to use. 

Additional Attack Actions

It is fairly straightforward to add to the number of Attack Actions that can be carried out. Three from the WFRP 2 rulebook are:
· 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.
Stances

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 (including the free Dodge Blow). 

Guarded: The character stays 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.

Faster Reload? 

With these alternate combat rules reloading a missile weapon can be a slow process (in theory a whole combat round to reload a bow if you only have 1 Attack and do not possess the Rapid Reload talent). For some GMs/Players this might be too slow. A simple solution is just to reduce the reload time for all missile weapons by 1.


