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Full Melee


+10 to OB. Target must be declared during Action Declaration Phase. No movement included.





Missile Attack


Target must be declared during Action Declaration Phase. No Movement included.





60%-100%





Movement (snap)


Standard move. Pace is chosen. Actual distance moved is function of pace and % of activity used.





30%-60%





Spell Casting  (std)


Non-instantaneous spell. Any targeting action is included in spell casting. No movement included. Target must be declared during Action Declaration Phase





1%-20%





Observation


Standard Awareness*Searching manoeuver. No movement included. Awareness*Perceptions and Awareness*Senses not included





75%





80%-100%





30%-70%





Press & Melee


Target declared during Action Declaration Phase, must be adjacent. If target moves away, attacker may attempt to pursue at x1/2 movement malus to OB.
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80%-100%





React & Melee


Target not pre-declared. May move up to 50’ to reach a target during relevant action phase. Standard malus (-1 per 1%) apply.
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100%
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Throw & Melee


May throw a ready weapon at 80% OB AND melee with another  ready weapon at -20 OB. No movement allowed. Target must be declared during Action Declaration Phase.
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varies
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Loading


% activity function of weapon. No movement or other activity included.





20%





Drawing


Drawing a new weapon. Includes dropping (not re-sheating) a weapon. No movement included.
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25%





Disengage


Break from melee. No melee action (e.g. OB use) included. 10’ movement away from opponent included.
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50%





Parrying Missile


Must have a shield or suitable terrain. Only applicable against one missile attack. OB used for DB cannot exceed 50% of normal OB.
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90%
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Spell Preparation


Non-instantaneous spell. No movement included. Any significant disturbance breaks preparation.





10%
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Spell Casting  (inst)


Instantaneous spell. Any targeting action is included in spell casting. No movement included. Target (if any) must be declared at spell casting.





50%
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Spell Concentration


Continuing spell. No movement included. Any significant disturbance breaks concentration.





1%-80%
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Movement (deliberate)


Standard move. Pace is chosen. Actual distance moved is function of pace and % of activity used.





1%-50%
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Movement (normal)


Standard move. Pace is chosen. Actual distance moved is function of pace and % of activity used.





20% / 50%
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Dismount


Either quick or careful dismount. Quick dismount requires a manoeuver (usually riding) roll. No other movement included.





5%-100%
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Control Mount


% of activity used for controlling mount (with associated riding modifiers). If not selected when mounted, mount acts by itself…





20%
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Hiding


No movement included, and none allowed without risk of cancelling hiding.





50% / 90%
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Swimming


Either leisure or intense swimming. Requires a manoeuver roll for actual distance covered, if necessary.





varies
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Other Moving Man.


Effect and % of activity required varies. Most are deliberate, some are continuous if spread over several rounds.





10%
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Awareness


Standard Awareness*Perceptions and Awareness*Senses manoeuvers (Alertness, Combat awareness…). No movement included.





20%








Adrenal manoeuver


Maoeuver roll required. Effect varies. No movement included.
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