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Requirements

Require a "cooldown” round
plus a preparation round,
can thus be used every third
round maximum.
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Effect

Moving maneuver, gives additional activity up to a maximum of
160%, result is determined on the AM Speed Maneuver Table.

A move strength

Moving maneuver, provide up to x3 concussion hits and an
OB bonus, result is determined on the AM Strength Maneuver
Table.

Feinting

Varies

Skill for removing opponents defensive bonuses.

Frenzy

0%

Character may not withdraw
from combat. Perception
rolls might be required to tell
friend from foe.

+20 OB melee. x1,5 concussion damage (melee). Character
sustain 200% hits, then dies. May attack with 50% OB while
stunned.

Melee Scuffle

20-100%

Reverse

Varies.

Shield Bash

20%

N

Normally a medium bash attack. Shield cannot be used to
parry during the round a shield bash is done.

Tackling

20-100%

Reverse

*Character need some
sprinting distance to achieve
a tackling (7-10’ at least).

Result depending on how large amount of action spent on the
tackling maneuver, ranging from Small to Large on the Bash
attack table.

Tumbling Attack

*Require some space and
possibility for movement, but
during perfect conditions can
be used every round

Provide +20 to +50 OB for the attacker. On a perfect result
the defender may not use his shield unless a successful
Perception roll is made.

Tumbling Evasion

Require some space and
possibility for movement, but
during perfect conditions can
be used every round

Skill for evading attacks (often multiple attacks). Movement Is
possible during the same round, but the amount depends on
the success of the roll.

Weapon Brawling

10-100%

Weapon
Fumble
x2

Works well in close quarters

Can be used in addition to a normal attack. Use the Martial
Arts Strikes attack table and Weapon Brawling critical table.
The rank of attack is determined by the percentage used.
There is also a penalty to the primary attack is determined by
percentage used.
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