Maneuver�
Use + Advantages�
Disadvantages�
�
Called Shot�
Attack specific target, disable body part for 2d4 rounds if inflict 25% of HP to that body part�
-4 to hit vs. limb or similar target


-8 to hit vs. head or similar target


-12 to hit vs. eye or similar target�
�
Charging�
Double movement (indoors) or +1/3 movement (indoors) plus melee attack at +2 to hit�
Lose multiple attacks


Must have at least 30' to charge


-1 AC penalty


Lose DEX bonuses to AC


+2 initiative penalty


Increased damage from weapons set vs. Charge


CON check each round after first to keep Charging�
�
Disarming�
Roll to hit vs. enemy THAC0 -10.  If hit, target saves vs. Petrification (with DEX reaction adjustment) or weapon is lost 2d6 feet away





Missile weapons can Disarm (only vs. one-handed weapons or other missile weapons), but with a -4 penalty to hit�
Weapon used to Disarm must be same size or larger than opponent’s weapon.


Two-handed weapons must be Disarmed twice (one disarm knocks ‘out of balance’—wielder loses initiative on next round)


Shields can be knocked ‘out of balance’ (bonus lost for rest of round) but not fully disarmed (buckler = S, small = M, large = L, body = H) �
�
Expert Disarm�
As Disarming, but saving throw penalized by half attacker’s level (rounding up).  If failed, weapon lands anywhere within 12’ desired by attacker.





If successful vs. lower-level foe, morale check required or else will surrender or flee (50/50)�
Only Warriors and Rogues can perform


-4 to hit, +2 initiative penalty�
�
Feint�
Attack cannot be Blocked or Parried 


Defender must make INT check (with bonus or penalty equal to level difference between attacker & defender) or else lose shield and DEX bonuses�
+5 initiative penalty (if multiple attacks, can forgo one attack and use feint+attack at normal initiative)


Limited to weapons with SF less than or equal to ½ STR score


Defender must have at least Low (5+) INT


Defender cannot be more than 4 levels above attacker’s level or have INT more than 4 higher than attacker �
�
Fending�
SF of weapon halved, and apply DEX reaction bonus to initiative


If win or tie initiative, defender cannot approach attacker in melee (unless also using polearm)—Pike is longer than all other weapons—and can take one attack/rd at -4 to hit and inflicting half damage


If defender ignores Fending and charges through, attacker gets free attack at +2 (ignore shield and DEX bonuses) but can no longer Fend.


Weapon considered set vs. charge�
Must use polearm, lance, or spear


Must declare Fending at beginning of round


Cannot move more than 10’/rd


Lose multiple attacks


If no creature comes within 10’ of Fending character, cannot attack or Fend during the round�
�
Fighting Withdrawal�
Retreat from combat without suffering AC penalties�
Can move at only ½ normal speed�
�
Grab�
Attack vs. AC5 (modified only by DEX/agility bonuses) to grab an item held by another character


If hit, attacker & defender make STR checks (high successful roll wins; if tie both characters locked in tug-of-war into next round)


Each Grab counts as an attack





Wrestling Specialization adds attack bonus to Grab attack rolls and STR checks�
+1 initiative penalty


Must have at least one free hand


If use only one hand, -3 to hit and STR score reduced by 3 for STR checks�
�
Guard�
Attacker automatically strikes first vs. any creature that comes within 10’ (unless defender using polearm, lance, or spear)�
Cannot move more than 10’/rd


Lose multiple attacks


If no creature approaches within 10’, cannot attack that round�
�
Hold Fire�
Can hold attack until later in the combat round, to use vs. any target of opportunity (e.g., spellcasters)�
Cannot move more than 10’/rd


Second and subsequent attacks occur at very end of round�
�
Knockdown�
Attack vs. AC8 (modified only by DEX/agility bonuses); if hit defen-der must save vs. petrification or be knocked prone.





Defender save penalties:


Subtract attacker STR Dmg bonus


-2 if attacked from surprise


-2 if attacked from behind


-2 if attacker is Charging�
Must use size M+ weapon (including shields)


Cannot attempt vs. size H or G creature; vs. size L creature a polearm is required


Successful hit inflicts ½ normal damage





Defender save bonuses:


Add defender DEX Defense Adj.


+2 if not moving


+4 if moving toward attacker�
�
Movement in Combat (other than Charging)�
If move at full normal rate


If move at ½ normal rate





If move at ¼ normal rate





If move 10’ or less


If move more than 10’/round�
Cannot attack, can activate a
