BASIC RULES

These rules assume familiarity with the concept of role-playing games.  These rules do not explain how to play a character or games master a world.  These rules explain only the combat and magic system.

THE REFERENCE CHARTS

The Reference Charts for Cold Iron are laid out on a single page.  This page provides most of the tables needed for play.  Here is a summary diagram to make it easy to find sections:

Chance Adjustment
Fumbles
Spell Casting and Counter Modifiers


Multiple Damage (Crit) Chart
Missile Ranges


Effects of Damage
Multiple Hand to Hand (HtH) Chart

Encumbrance 

Many actions have only a chance of success while others may vary in effectiveness according to luck.  There is a function used in statistics called the normal distribution.  It represents the probability of an event as a function of deviation from the average result.  It assigns a finite probability to any event, no matter how deviant.  This function makes a beautiful combat result table.  This is the upper left section of the Chance Adjustment Table.

When a success roll is necessary, the player will generate a Chance Adjustment (or CA) and then usually add it to some base skill or attribute to be compared against some target difficulty.  This is a relatively simple process.  The player will roll a pair of d10s, specifying one to be the first.  This would appear to be like a d100 in other game systems, but there is a slight difference, in that the chance adjustment may require additional precision.  If the roll begins with a leading zero or nine, more d10 will need to be rolled to generate additional digits.  For example, if the first two dice produce 91, a third die must be rolled to determine if the roll is a 910, 911, 912, or better.  A roll of a 910 or 911 will result in a +8 Chance Adjustment while a roll of 912 to 919 will result in a +9 CA.  The simple rule is that two additional dice are rolled beyond a string of leading zeros or nines.  Thus, an incredible roll of six nines in a row will require still two more d10 rolls (and at least a +31).

With practice, you may memorize the most important part of the chart (from +0 to about +7 or so) where most rolls fall (you don't need to remember the negative portion as much since generally you need a +0 or better to succeed).  In addition, since your opponent's defense doesn't tend to change much, something that missed last round will probably miss this round (though in a long combat, fatigue will come into play).

Example:

A fighter with an 11 attack (H, typical of a 3rd level fighter) swings at a goblin with a D of 14.  The fighter rolls an 89, which is a +8, so hit net attack is 19, since this is greater than the goblins D the fighter hits.  Later the fighter rolls a 999985, which is a +27, and will probably smear the goblin all over the floor!  Shortly thereafter, he rolls a 00045 (‑23) which will cause him to fumble.  The fighter needs a +3 (67) or better to hit the goblin.

Attacks that are much better than necessary to hit may score critical damage.  This represents skilled or lucky fighters hitting in important places.  A normal damage hit is just a cut.  On the average, it takes 10 normal damage sword hits to kill a normal man in chain mail.  Double damage is a solid hit.  Triple and better damage represents hits in important places.  Double damage is equally probable in any physical attack but edged or pointed weapons may more easily score triple or greater damage.  Some monsters attack only to hit and do not go for important spots.  They are usually very strong and therefore have an attack greater than the defense of their opponents.  However, for the purposes of determining critical hits they attack with the same attack as their opponent's defense.  This gives them a 15% chance of scoring a critical that represents the chance of hitting an important spot at random.  When these monsters attack something with a defense greater than their attack, they attack normally.  The Multiple-Damage Chart is used for this.  Compare Hit ‑ Defense ‑ Crit Pro to the first line and then take a multiple of damage from the second or third line depending upon the type of weapon used.

PHYSICAL HEALTH

The physical health of a character is measured by two measures, hit points (Pt) and fatigue (Ftg).  The Character Generation Guide specifies how Pt is computed.  Fatigue affects are based on multiples of Pt.

HIT POINTS

As a character is injured, hit points will be reduced.  Various effects occur at several thresholds:

Current Hit Points
Effect

 Pt/2  <=
  <= Pt
No effects

   0   <
  <  Pt/2
All actions and rolls taken by the character have a -3 penalty.  This state is commonly known as Blinking.

Undead and berserk characters are not affected.

 -Pt/4 <=
  <= 0
The character is unconscious.  This state is known as the Safe Reserve.

 -Pt/2 <=
  <  -Pt/4
The character will die if not attended to in a reasonable amount of time (an hour or so).  The character must be healed to at least -Pt/4 to be safe, or be under constant medical care.  This state is known as the Magic Reserve.


  <  -Pt/2
The character will die if not healed within 6 rounds.  Only EMPATHIC HEALING will work.  Magical effects (such as FLESH TO STONE) which put the character into stasis will temporarily halt this count.

Once per battle a combatant may choose to make a desperation attack (or defense) to ignore the penalties for one turn.  High level fighters and some creatures may make more than one such attack per battle.  For each desperation attack a combatant has made there is an additional -1 to all actions and rolls until after a full night of rest.  Additional desperation attacks temporarily negate these penalties in addition to the -3.

If a character takes more than Pt/2 points of damage from a single blow, he is stunned.  A stunned person has no attack and is at -4 defense for one round.  A stunned character can not cast any spells.  The ‑4 penalty is because the stunned character has been knocked to the ground.  Missiles stun at 3/4 hit points.  Magic stuns as specified under the spell.  If a single blow does more than 3 times a characters hit points he is beheaded (as in DEAD... no EMPATH!) or whatever.

In a magic lock or non-magical world hit points = MAX(CON,MIN(SIZE,FL,Pts/Level * FL)).  A magic lock is a very rare magical effect.  A non-magical world (such as our own) is similar to this effect.  (Basically magic doesn't work)

FATIGUE

Fatigue points (Ftg) represent the overall state of tiredness due to many factors from bruising and poison to the exertion of traveling and fighting.  Fatigue from all these sources is separated into daily and temporary fatigue.  A character's fatigue level is the sum of Damage received + Temporary + Daily.  Compare the total fatigue to the chart below for affects:

Current Fatigue
Effect

0 <=
<= Pt
No effects

Pt <
<= Pt*2
All actions and rolls taken by the character have a -3 penalty.  This state is commonly known as Blinking.

Undead and berserk characters are not affected.

Pt*2 <
<= Pt*3
All actions and rolls taken by the character have a -5 penalty.  This state is commonly known as Double Blinking.

Undead and berserk characters are not affected.

Pt*3 <
<= Pt*6
Unconscious

Pt*6 <

The character will die if not healed within 4 minutes.

Temporary Fatigue
Daily Fatigue

1 per turn of combat

1 per turn of sprinting
1/8 temporary fatigue

fatigue attacks

spells causing fatigue damage

poison

travelling as listed on the encumbrance chart

Fatigue attacks are attacks such as those made with clubs, hands, feet, and thrown stones.  Damage for strength is shown in the attribute chart.  Melee damage is the amount done by a hand held blunt object or with hands and feet.  Hurled rocks, beer mugs, etc. do thrown weapon damage.  Thrown damage by strength is 2/3 of melee damage.

In addition to the effects of fatigue outlined above there are some special results that apply only to fatigue attacks.  If a fatigue attack does one half or more of the targets hit points in fatigue in one blow the target falls (stunned).  If a fatigue attack does the target's full hit points or more in one blow the target is knocked out and is unconscious.  If a fatigue attack does more than the target's CON in one blow one half the excess is taken as real damage by the target.  Fatigue damage from immune flesh because of a real damage attack may only stun.  Missiles that do fatigue stun at 3/4 hit points and knock out at 1.5 times hit points.  Magic stuns and knockouts are as described in each spell.

Travel fatigue is accrued throughout the day, but it may be convenient to assume half is applied at noon, and the other half at the end of the day.

HEALING AND REST

A character may only receive magical healing equal to his hit points in one day.  This is called healing capacity.  EMPATHIC HEALING may heal beyond healing capacity but at a rate of 5 to 1 for up to twice healing capacity, 25 to 1 for up to three times healing capacity and so on.  A character is usually considered unrecoverable if he is below -3.5 times hit points.

A creature heals one hit point per night of full rest.  This healing, that from deep sleep, that from "grinders" (special, non-magical cure potions), and that from medical attention is natural, and is in addition to healing capacity.

Fatigue may be healed naturally or by magic.  The difference between daily and temporary fatigue is the rate of natural recovery.  A creature recovers his CON in temporary fatigue for every five minutes he rests.  It takes a night of rest to recover CON in daily fatigue.  Unlike hit points there is no limit to the amount of fatigue that may be magically recovered in a day.  Cure Fatigue and Heal Fatigue spells heal daily fatigue first.

Recovery of fatigue at night is at CON/2 points per four-hour watch (with a maximum of two watches).  Characters who only need one watch of sleep and get all fatigue healing in that watch.

If a day is spent resting, creatures will heal back at twice the normal rate if an extra 4 hours of sleep is taken.  Each eight hours of deep sleep heals 1.5 pt of wounds and 1.5xCON of daily fatigue.

PHYSICAL COMBAT

Fighting ability is dependent on individual attributes.  Strength and dexterity are not used directly but are converted into a STR or DEX adjustment (bonus).  Both follow the same table.  This table is in the Character Generation Guide.  The bonus comes from the adj column.  Size has an effect on combat for the unusually large or small.  It is not used directly but is converted to the adjustments listed in the attribute chart under the columns SzD, HtH#, StD. SzD is the defense modifier for that size.  HtH is the bonus to the HtH value.  StD is the defense a creature has if not moving.  This is the worst defense a person can ever attain no matter what the circumstances.

When someone makes an attack, the result is determined from the difference between the attack and the defense and a roll on the Chance Adjustment Table.  The defense is subtracted from the attack and the CA added.  The following is a description of the various attacks and defenses.  Sometimes one of these may be negative or zero.  A negative value is ok.  It represents a very poor ability.  An attack of zero is the attack of the average youth that knows how to fight.  The school bully might have a four or so.  Trained personnel generally have at least a six.  The formulas for computing each is listed on the skill table but comments about the formulas are included here.

Normal Attack (H)

This is the normal melee attack.  It is used in most situations, but sometimes a Strong or Weak Attack applies.

Strong Attack (Hs)

This is an attack by a very strong figure.  The defense is Db (Basic Defense).  If an opponent is huge, you really can't parry it so you may dodge instead.  This is also used by very strong PCs versus animals and such.  Strong Attack is used if it is better for the defender.

Weak Attack (Hw)

This is the attack of a weak figure, the defense is Dw (Weak Defense).  This is used if it is better for the attacker.  A PC might use it against a giant who uses a shield or a very high level giant that is using a weapon to parry.  Some weapons may require use of Hw.

Missile Attack (Hm)

This is used when a character uses a missile weapon.  Characters attempting to grab an opponent to initiate hand to hand combat also use it.  For the purposes of grabbing, there is a +6 to Hm.

Hand to Hand (HtH)

This is both attack and defense in hand to hand combat.  It also determines the chance of initiating or avoiding hand to hand combat as will be described in the combat rules.

Basic Defense (Db)

This is the defense used when dodging.  A character may always choose to use this defense if it is better than any other applicable defense.  One exception is that if enough opponents are attacking a character, Db may be reduced.

Melee Defense (Dp or Ds)

This is the defense used when a character is using a weapon or shield to parry.  It applies fully to the first attacker (primary defense) and with reductions to the second (secondary defense).  Only two opponents may be parried, additional opponents may only be dodged.  If a combatant attacks an opponent, the primary defense must be used against that opponent.  The secondary defense must be used against an opponent adjacent to the one the primary defense is applied to.  The secondary defense when using a shield is three lower while the secondary defense when using a weapon is six lower.  A combatant may choose to use weapon parry for primary, and shield parry (‑1) for secondary.  Large opponents parries are not penalized because of the great reach helps hold off opponents.

Weak Defense (Dw)

This is used when it is better for the attacker.  A weak defense limits the STRadj that can be applied to a shield or weapon parry.  This represents the fact that a highly agile attacker can sneak around the parry of a strong opponent rather than bash through it.

Missile Defense (Dm)

If a character uses a shield, his missile defense is computed from this formula.  Without a shield, a character defends versus missiles with Db (Basic Defense).

ENGAGING AND DISENGAGING COMBAT

Combatants within range of each other's weapons are engaged.  Engagement limits movement.  Only those combatants that are reasonably faced are engaged.  Each combatant engages those opponents in the front three hexes.  The facing of a combatant in the diagram below is indicated by the location of the upper case letter (ABCDEFG).  The lower case letters in parenthesis represent the opponents that could attack the combatant in the marked hex.

 #__L__/ (hjl) \_____/ Wall->=================

 #     \ M     /  1  \       /     \   ()  /

 #(jklm)\_____/ 6   2 \_____/ (acfg \__F__/

 #    H /     \ 5   3 /     \ B     /     \

 #_____/ J     \__4__/     A \_____/ (cef) \

 #  K  \ (hkm) /     \ (bc)  /  C  \       ===

 #      \_____/       \_____/       \__D__/#

 # (hj) /     \       /   G \(abde) /  E  \#

 #_____/       \_____/       \     /  (d)  #

 #     \       /     \       ==============#



The letters in parenthesis indicate who engages each combatant.  Thus F engages B but B does not engage F.  A combatant may swing at anyone they engage.  Anyone a combatant doesn't engage can only be dodged, not parried.  A human sized opponent may be engaged by at most four human sized opponents.  If a combatant is using a weapon to parry, the first two opponents may be parried with primary followed by secondary.  The next two opponents may only be dodged, with the fourth defense being Dodge ‑ 4.  A combatant who is not using a weapon to parry gets two dodges without penalty, and two at ‑4.  Note that a combatant using a weapon to parry, but substituting dodge may be subject to ‑4 dodge against the third and fourth opponents.  In most situations, it is reasonable for a combatant to respond to his opponents maneuvering to improve his defensive posture.

A combatant standing with back to a wall you may never be engaged by more than three opponents.  Thus, in the case of H, only three of J, K, L, and M can engage H.  By facing L or M, H would prevent K from being able to engage.  By facing J or K (as shown), H would prevent L from engaging.  C would also be able to back against the wall, and prevent more than three opponents from attacking.  A combatant backed into a corner (such as E) may be engaged by at most two opponents.

A line is a relatively good defensive position.  Assuming opponents are only on one side of the line, only two opponents may attack each member in the line, except for those at the end of the line.  If the line is anchored on a wall or other significant obstacle, even the end combatants may be engaged by at most two opponents.  If opponents are on both sides of the line, the line must either break, or attacks by opponents in back may only be dodged.  The combatant at the end of an unanchored line may be attacked by up to three opponents.  G is using a spear.  Spears used to attack through one rank only engage the hex between the two companions in the line.  A completely enveloped line may not hold.  A completely enveloped line is one where there are two men for each defender, one in front and one in back.

Two combatants may go back to back in a hex without penalties.  Each may be engaged by at most three opponents.

Circles are the most defensive position.  A three-man circle may share one hex, with a penalty of ‑1 to defense, and then each combatant may be engaged by at most two opponents.  A three-man circle formed loosely will still allow up to three opponents to attack each member.  Circles of more than three combatants prevent more than two opponents from engaging each member with no defense penalty.  An opponent inside a circle is similar to an opponent on the backside of a line.

A lone combatant who is attacked by two opponents can be forced into a situation where only a single parry is possible.  If three opponents engage a lone combatant, the combatant can always find a position where two may be parried, though it is possible for the opponents to force a choice between parrying one good opponent, or two not so good opponents.

A large creature (such as a horse) has Dodge for three front opponents, and Dodge ‑ 4 for three rear opponents.  The creature should be treated as being in the center of a hex.  A horse may be used as a wall, with the human eliminating a Dodge and a Dodge - 4 opponent from the horse.

A combatant who is engaged may not move significantly without incurring a penalty.  On a hex sheet, a combatant who is engaged may move one hex.  It may be possible to disengage by doing so.  If a combatant desires to flee combat, opponents will get a free attack that may only be dodged.  Optionally, the opponent may choose to follow.  Another option the opponent has is to attempt to initiate hand to hand combat with the fleeing combatant.  Opponents will get a chance to change their declared action after someone chooses to flee.

A mounted combatant may always disengage from a combatant on foot like option 2 without planning unless the footman is using a spear.  A mounted combatant disengages from other mounted combatants as normal.

The GM will resolve all questions about what maneuvering is possible and who can engage each combatant.  The goal should be quick resolution of combat, while allowing reasonable actions to get good defenses.

CRITICAL HITS

Any attack that hits by 7 or more is a critical hit.  A hit by 7 does double damage.  Roll damage twice and add, do not roll damage and multiply by 2.  If the attack hit by more than 7, subtract crit pro (C - critical hit protection from armor) from the difference, if it is 9 or more triple damage may be scored.  Look at the Multiple-Damage Chart and use the row for the weapon involved.  Crit pro does not affect the number required for double damage.

Blunt weapons do fewer multiples.  Slings, fists, staves, and clubs are blunt weapons.  Blunt weapons have a separate line of multiples.  Slings may get closer to a sharp critical.  Fists and staves may critical as sharp given a high enough skill level.

Maces are not blunt but crit randomly instead.  A random crit has a maximum multiple based on the CA rolled for the attack.  A +3 does double at most, a +5 does triple at most etc.  The multiple is still limited by the regular sharp weapon Multiple-Damage Chart and the actual hit scored.  Maces are best against skilled and armored opponents.

A random critical is also generated by rolling a new CA if a fumble results in a target other than the desired one being hit.

FUMBLES

In any attack in which the sum of the attack factor and the chance adjustment is ‑5 or less, the fumble table should be consulted.  The exact effect of fumbles such as hit friend etc. is left up to the GM.  The left column is the sum of the attack and the chance adjustment.

SPEARSMEN

A combatant using a spear may attack from the second rank, and gets primary defense, secondary defense, Dodge, or Dodge ‑ 4 depending on the situation and positioning of opponents.  If a spear is used to attack through a shield line, it may only attack the opponents to either side of the hole.  A two-handed spear user who is cramped is ‑4 Defense.

MULTIPLE SWINGS

A character may take multiple swings at opponents.  If the opponents are close packed (two to a hex), or attempting to initiate hand-to-hand, the character may take two swings at ‑6.  His defenses are also ‑6.  HtH against tackle is at ‑3.  Both targets swing at his D1.  If a character wishes to swing at two non-close-packed opponents, each swing is at ‑12, along with ‑12 defense, and ‑6 HtH against tackle.  Both opponents swing at his primary defense.  Close packed opponents may get up to six on a human.  Close packed opponents are any opponents packed more than one per hex, or any opponents attempting to initiate hand-to-hand with the attacker.  An attacker may make three swings at triple penalties.

MISSILE ATTACKS

DISTANCE EFFECTS ON MISSILES

Attempting missile combat at long range results in both a smaller chance of hitting and in reduced penetration when a hit occurs.  An attack and a damage adjustment for range simulate this situation.  The damage adjustment is applied to each multiple but negates any armor bypass (vst damage) the weapon may have before negating actual damage.  If the penalty is larger than the armor bypass, apply the remaining penalty to each multiple.  Each multiple does a minimum of zero.  For spells that don't critical, the penalty applies to each die.  For spells which critical, the penalty applies to each multiple.

Missile Range Table

Hm
-1
-2
-3
-4
-5
-6
-7
-8
-9
-10
-11
-12
-13
-14
-15
-16
-17
-18
-19

Dmg

-1
-1
-1
-2
-2
-2
-3
-3
-3
-4
-4
-4
-5
-5
-5
-6
-6
-6

Thrown-Weapon
2
3
4
5
7
8
9
10
12
13
14
15
17
18
19
20
22
23
24

Sling
6
11
15
20
24
29
33
38
42
47
51
56
60
65
69
74
78
83
87

Pixie-Bow
5
9
13
16
20
24
28
31
35
39
43
46
50
54
58
61
65
69
73

Hunter's-Bow
6
11
15
20
24
29
33
38
42
47
51
56
60
65
69
74
78
83
87

Horse-Bow
7
12
18
23
28
33
39
44
49
54
60
65
70
75
81
86
91
96
102

Long-Bow
10
18
25
33
40
48
55
63
70
78
85
93
100
108
115
123
130
138
145

Composite-Bow
13
23
33
43
53
63
73
83
93
103
113
123
133
143
153
163
173
183
193

Master's-Bow
17
29
42
54
67
79
92
104
117
129
142
154
167
179
192
204
217
229
242

Great-Bow
20
35
50
65
80
95
110
125
140
155
170
185
200
215
230
245
260
275
290

Light-X-Bow
7
12
17
22
27
32
37
42
47
52
57
62
67
72
77
82
87
92
97

Medium-X-Bow
10
18
25
33
40
48
55
63
70
78
85
93
100
108
115
123
130
138
145

Heavy-X-Bow
13
23
33
43
53
63
73
83
93
103
113
123
133
143
153
163
173
183
193

Arbalest
17
29
42
54
67
79
92
104
117
129
142
154
167
179
192
204
217
229
242

Siege-X-Bow
20
35
50
65
80
95
110
125
140
155
170
185
200
215
230
245
260
275
290

Ballista
40
70
100
130
160
190
220
250
280
310
340
370
400
430
460
490
520
550
580

Missile-Spell
10
18
25
33
40
48
55
63
70
78
85
93
100
108
115
123
130
138
145

Spell-(SR)
25
45
65
80*
100*
* only with HEIGHTEN VISION

RATE OF FIRE

Each missile weapon has a specified rate of fire.  Thrown weapons may be thrown every turn.  Crossbows have a specified loading time that limits rate of fire.  Slings and bows have a rate of fire of one shot per turn.  That is the maximum rate of fire.  A normal shot requires that one extra turn be used per shot.  If the extra turn is not taken, the Hm penalty is doubled and there is an extra chance to fumble.  If the attacker rolls poorly, the fumble penalty is added to the result before checking for fumble.  A shot that is fumbled can not hit.  A few crossbows may fire once per turn also, and use these penalties.  Siege crossbows fired from a tripod do not have these penalties.  Stay cocked crossbows do have these penalties if they are fired without a round of prep.

COVER

Cover gives bonuses to defense.  Popping up and firing over a wall is +4 defense.  Peeking around or over a wall (but not firing) is +8.  Parapets and arrow slits give +6.  Bushes and rocks may give +1 to +4.

MISSILE FIRE INTO MELEE

An archer may fire into melee, the defender gets Dm if he is reasonably facing the archer otherwise he gets Dodge unless the archer has total surprise.  If the archer rolls a hit of zero or less, he hits a random person adjacent to the target, or one hex away from the target for each point below zero.  The GM may adjust the probabilities for the exact situation.  A second CA should be rolled to generate a random crit.  If a safe shot is desired the archer may take two rounds and eliminate this possibility but could still hit others if a fumble occurs.  A random target is hit when firing into hand-to-hand combat.  The Dm of a hand to hand combat is the lowest Dodge of all participants.

HAND TO HAND COMBAT

Grappling and wrestling are represented by hand to hand combat.  Combatants in hand to hand combat are considered to be on the ground and may not move.  Hand to hand combat must be initiated.  Initiation of hand to hand combat takes place after all other actions including full turn spells.  It is nearly impossible to initiate hand to hand combat with a much faster opponent who has room to dodge.

HAND TO HAND COMBAT INITIATION

While attempts to initiate hand to hand take place last in the round, the fact that the attempt will be made is obvious at the beginning thus giving the target time to react.  A full defense option is declared very first in the round so a hand to hand initiation may be declared in response.  If a target wishes to take a full defense option in response to a hand to hand declaration loses his swing but gets +4 against HtH take down and attack.  If the character had already declared a full defense option, he is +4 Defense (including vs HtH-Hm and HtH).  A character who already declared a full defense option may instead chose to swing at the hand to hand initiator with a -6 penalty to hit.

A character attempting to initiate hand to hand defends with his Dodge modified by his Db-Vs-Jump penalty against attacks made by his intended target.  This penalty is ignored if the opponent is using a small weapon such as a dagger, or recovering from a bad swing (‑1 total attack or worse).  Any other opponents swing at his Dodge (or Dodge -4).  The initiator is not parrying with a weapon.  If the target scores triple damage or better on the initiator, the attempt automatically fails.  Very large or very small targets require more or less than triple damage to cause an automatic failure.  Daggers and fencing weapons must stun or KO the initiator to block the attempt.  The general rule is:


Multiples required = 3 + (Size HtH bonus x 1/5).

If the target is stunned (see the section on hit points), he is kept out no matter his size, and the multiples required.  After damage is applied, the initiators may decide to change their mind but must make a DEX+CA+HtH skill level > 20 or fall down.  An initiator kept out because of multiples must make the DEX roll > 25.  A stunned initiator is already down.  Any initiators remaining may continue their attempt.  If the attempt is made the turn after the target scores a Hit+CA less than 0, the Dodge penalty is negated because the opponent is out of position recovering from a bad swing.

An attempt to initiate hand to hand combat is resolved by the attacker rolling HtH-Hm vs Db.  There is a +4 bonus for grabbing an opponent from behind.  To complete the tackle, the attacker rolls HtH vs HtH (with a +4 if tackling from behind).  A successful tackle results in both participants lying on the ground in hand to hand combat.  The attacker may now make a HtH attack for damage.  Characters engaged in hand to hand combat normally drop all weapons except daggers or short swords.  If a character wishes to hold on to weapons, HtH values are reduced.  A defender who did not make an attack earlier in the round will also get a HtH attack.  The intent to initiate hand to hand combat must be declared before other melee actions.

Persons engaged in hand to hand normally drop all weapons except daggers or short swords.  If a person wishes to hold on to weapons, he will have reduced HtH values.  If the initiator desires, the combat need not fall to the ground.  If the defender wishes the combat to be on the ground, and he did not take the full defense option, he may make a HtH vs HtH attack to pull the initiator down.  Such a defender still gets a damage attack if he was entitled to one.  Some creatures that use hand to hand attacks do not tackle.  Dogs are one example (usually).

The initiator may chose to cause only the defender to fall (a knock down).  In this case, there is one attack for damage and then hand to hand is disengaged but the defender is down on the ground.  If the defender has not made any attacks, and is not taking the full defense option, he may make a HtH attack to try to pull the attacker down with him.  Such a defender also gets a damage attack whether or not he pulls down the attacker.

An attempt to join an existing hand to hand requires a grab (HtH-Hm + CA) >= 6 and a tackle (HtH + CA) >= 0.  The new arrivals join after the existing sides have taken their actions.  The new arrivals make their attacks (as a group if there are several on one side) separately.  If their attack is less than zero they will hit a random combatant on their own side from the original group.  Combatants already in hand to hand may hold their attacks until the new arrivals join.  They may then combine with any new arrivals on their side.  A grab <= -10 causes a fall as usual.

HAND TO HAND ATTACKS

After hand to hand combat is engaged, future rounds are resolved with the higher HtH attacking first.  It is possible to take the full defense option for +4 HtH instead of an attack.  A dagger or short sword may be readied by rolling an attack with success indicating it is readied.  Daggers and short swords do 1d12 in hand to hand combat (plus damage enchantments).

Hand to hand attacks can result in critical hits.  Daggers and short swords critical normally.  Bare hand attacks critical as blunt (though 4th level Unarmed Combat skill allows the attacker to critical as sharp).

KEEPING A WEAPON

Normally, in hand to hand combat only a dagger or short sword may be held onto.  If a combatant wishes to hold onto any other weapon, their HtH will be reduced:

Weapon
HtH Penalty

Dart, Small Axe, Tomahawk, Hammer, Good Hammer
-2

any other Sword, Axe, or Mace, any Javelin
-4

Spear longer than a javelin

-6

Buckler
-3

Small Shield
-4

Medium Shield
-5

Larger Shield
-D+-1

MULTIPLE COMBATANTS ON A SIDE

If two or more combatants help each other, the HtH values combine, and they fight as one.  HtH values are logarithmic so the addition requires a table.  The Identical column applies to multiples of combatants with the same HtH rating.  The Additional columns show the contribution made by one or more combatants with a HtH less than the previous total.  The HtH values may be combined in any order.  Round the final value to the nearest integer (.5 rounds up), round intermediate values before computing differences but do not use the rounded value when adding the additional contribution.  If multiple opponents are initiating hand to hand combat, each makes his own HtH-Hm vs Db but they combine for tackling.

The Multiple-HtH chart is on the Combat Reference Chart.  An example is three combatants, with a 12, an 8, and a 5.  The 8 is 4 less than the 12, so contributes 4.2 more (for a 16.2).  The 5 is 11 less, so contributes 2.1 (for an 18.3).  The total is 18.

No more than four fighters may engage in HtH with one man-sized creature.  Up to six may fight a giant if they are suicidal.  Very large giants may be subject to HtH with more than six opponents.

If the other side consists of multiple opponents, a random one will be hit.  Each side may choose which weapon to actually use.  If you wish to attack a specific opponent, attack at -4.  If you wish to exclude one opponent, the attack is ‑2.

A hand to hand with multiple opponents on each side may break up into separate hand to hands if desired.  Each person on the side with the better HtH rolls a HtH against the opponents they wish to stay with.  After the best side succeeds, any on the other side who are not engaged may make their attacks to join a specific group.  Anyone left unengaged after this rolls a random group.  To break ties go for the side with the single best HtH, then the more numerous side, then the larger (by sizes) side, then random selection.  Any mutual desires are automatically satisfied first.  The GM may apply discretion in very confusing cases.

PIN AND DISARM MANEUVERS

It is possible to pin and disarm someone in HtH.  After a pin attempt is declared, three consecutive HtH attacks must succeed by 5 or more, or one attack by 12.  If the victim damages those attempting to pin, the attempt fails.  Attacks rolled as an attempt to pin do no damage.  A pinned opponent may be beaten into submission and tied.  He may not attack or attempt to disengage.  A pinned magician casts spells under the HtH modifier.

DISENGAGING FROM HAND-TO-HAND COMBAT

A hand to hand combatant may attempt to disengage.  The attempt is rolled as a HtH-3 attack.  Success puts all disengaging combatants on their feet adjacent to each other.  Unless the combatants chose to hold onto their weapons, all dropped weapons are on the ground.  Each combatant may hold only one opponent in and gets to choose his "target" if his HtH is greater than his "targets"; otherwise, random selection is used.  Note that anyone who chose not to try to disengage but is disengaged because all opponents are gone is still on the ground.  If a side rolls a net negative HtH for any attack or pin, the other side may automatically disengage.  In such a case, all members are still on the ground.

SWINGING INTO A HAND-TO-HAND

A combatant's defense in HtH against blows from those swinging into the hand to hand is 6 or Dodge/2 (without size adjustments!) whichever is higher.  This is adjusted for for the relative sizes and numbers of participants.  There is also a possible bonus if one side has a much higher HtH rating.  If a modified attack is less than or equal to zero, a random friend is hit.  Roll another CA to generate a random crit.  If you wish to hit a specific combatant, then count all the others as friends.  If you wish to only exclude a few of the enemies, count them as friends.

To find the size modifier, total the sizes on each side.  Next, find the SIZadj for those totals.  Take the difference and apply it as a bonus to the smaller groups base defense and as a penalty to the larger groups base defense.  Find the STRadj of the difference in HtH if the difference is at least 12.  Add the value to the group with the higher HtH total and subtract one half of it from the group with the lower HtH total.

Anyone swinging into the hand to hand combat may parry for his or her side.  One third (1/3) of the attacker's parry may be used.  Someone just wishing to defend the hand to hand combat gets a bonus of +2 to the effective parry.  Each person defending may only parry one attack, but if two or more defenders choose to parry the same attack, they combine their parries.

SUMMARY OF HAND TO HAND OPTIONS

Full Defense
+4 HtH, no other action

Escape
HtH + CA >= HtH + 3

Draw Dagger
HtH + CA >= HtH

Pin
three HtH + CA >= HtH + 5 without any hits for damage by opponent or HtH + CA >= HtH + 12

Stunned
lose next action (no effect on HtH value)

Unconscious
HtH = SIZ-HtH

Blinking
-3 HtH

Double Blinking
-5 HtH

Initiate from behind
+4 HtH-Hm and +4 HtH

Initiate full move
-4 HtH-Hm

Dodge in HtH
MAX(1/2 Dodge {w/o size},6) + Bonus1 + Bonus2

Bonus1 =
SIZadj(sum of your sizes) - SIZadj(sum of opponents sizes)

Bonus2 =
if HtH differ by 12 or more: STRadj(your HtH) - STRadj(opponents HtH) divide by 2 if negative

SPECIAL ACTIONS

There are many special actions.  Several are listed in an appendix at the end.  Some are described in more detail in other sections of this manual.  The appendix also states the order of actions within a turn.

MOVE THROUGH

It is also possible to attack an enemy while charging past.  The defender must choose whether to stand or to physically block the attacker.  If he stands, each makes an attack, and then the attacker continues his move.  The charging attacker attacks at ‑4.  The defender attacks at full.  If the defender chooses to block, both attack at +3.  Then, if the attacker continues his charge, they collide.  When they collide, the attacker makes a HtH attack.  If is succeeds, the defender is knocked out of the way.  If it succeeds by 7 or more, the defender falls.  If the two combatants are of similar size, a shield is helpful in such a maneuver.  Either party may choose to use up to 1/2 (round up) of their shield's basic defense bonus (+5 for a large shield for example) as a bonus to their HtH, similarly reducing their parry.  If the HtH attack fails by 7 or more, the attacker falls (this is in addition to any fumble which might result).

This maneuver may also be used to simply move an opponent out of a hex.

For example, six adventurers have surrounded and are attacking a lone giant.  He knows he can kill a few but he can't win.  He charges one to break through the ring.  Neither attack is disabling as the adventurer stands, so they collide.  The giant has HtH 17 to the adventurer's HtH 7.  The dice give 35, CAdj =  -3.  17 ‑ 3 ‑ 7 = 10.  The adventurer falls while the giant escapes.  In this example, a shield would be of no use to either party, the giant would lose more by stooping to use his shield than he would gain, and the adventurers shield isn't going to trip up the giant very well.

SPEAR CHARGE

A combatant may attack with a spear at the end of a full move.  If the attacker has made at least a full move's worth of movement between this turn and the last one in a relatively straight line, a 1d6 damage bonus is added to each multiple of damage.  A charge on a horse adds 2d6-damage bonus to each multiple.

ENCHANTED FIGHTERS AND CHAMPIONS

A sixth level fighter is considered enchanted.  Enchanted fighters do not need magic weapons to hit creatures that can only be hurt by 'magic weapons'.  This ability applies only to melee or HtH weapons not missile weapons.  Enchanted fighters may also save for their weapons, using 1/4 their save at sixth, 1/2 their save at seventh and full save at eighth.

An eighth level fighter is called a champion.  Champions receive some special abilities.  They may determine the approximate power of magic weapons and the exact power of normal ones.  They detect invisible without using the spell.  Treat invisible opponents as blurred to a champion and blurred opponents as no effect.  Champions also get a subjective advantage in many things according to the mood of the GM.

BERSERKERS

Almost anyone may try to go berserk.  There is a spell that makes it almost automatic.  The more you try it the "better" you get at it.  Berserkers do not blink.  If a berserk fighter goes below ‑1/4 hit points he is irrecoverably dead and not even EMPATHIC HEALING can save him.  Berserkers get a +4 attack and HtH modifier and a ‑1 defense modifier.

Berserkers suffer loss of judgment.  While obvious battle tactics remain available, such as using allies or obstacles to limit the number of opponents at one time, the berserker can not flee or defer combat.  Spells and missile weapons are may not be used.  The berserker can come out of it if all opponents turn and flee.  There is some hazard of mistaking recent allies for enemies and continuing the fight.  The spell CONTROL EMOTION can bring someone out but is not sure.

A berserker takes 3 fatigue per round which is applied after the battle.  A berserk combatant may not be stunned or kept out of HtH by multiple damage attacks.

FEAR and DEMORALIZE spells do not affect a berserker.  The ENTRANCEMENT spell affects the berserker after the current opponent is slain or fled.  PARANOIA has full effect after the current opponent is defeated, and recovery rolls are an additional ‑10.

Summary of effects:

· +4 attack and HtH

· ‑1 defense

· immunity to the FEAR and DEMORALIZE spells

· 3 fatigue per turn, immunity until collapse at 3 X HP

· immunity to stunning by blows or damage

· ½ normal reserve, safe to ‑1/8, magic good to ‑1/4

· ½ time to get fast healing when below magic reserve

· +4 bonus does not apply when attacking Db

· ‑4 penalty, instead of +4, when figuring fumbles

WEAPONS, ARMOR AND SHIELDS

The following sections refer to the Cold Iron Weapons Chart.

ARMOR

Armor in Cold Iron stops some damage from each blow, and makes critical hits harder to score.  The damage absorption ability of armor is called T.  The protection from critical hits is called Crit Pro or C.  The encumbrance of armor is high enough that there generally will be some penalties for wearing it.  If armor is fitted to its wearer, it has less encumbrance and better Crit Pro.

Armor has hit points.  The hit points of armor are listed as two values.  The value before the slash is the grace period.  Nothing will happen to the armor until the grace period is used up.  At this point, the armor will lose one T.  The numbers after the slashes are the hit points required to lose additional T.  Crit pro is lost whenever T/2 round down is less than C.  The armor is destroyed when it is T0.  Unfitted armor has one less crit pro than that allowed by T, with a minimum of zero.  Armor takes damage for each point it blocks.  If a person in T6 plate takes a 4-point blow, the person takes no damage while the armor takes 4 points.  If the person took a 7-point blow, the person would take 1 point of damage and the armor 6.

Crit pro is added to defense to form critical defense.  This is used whenever the wearer might be critically hit.  If the attack is less than crit D but greater than or equal to D the blow will still hit.  Crit pro comes in after double damage.  In the following example the defender is wearing plate and has a D of zero.

Attacker Hit
Multiple

-1 or less
miss

0 to 6
1x

7 to 11
2x

12 to 13
3x

each +2
+1x

The two types of dragon leather are made from the hides of dragons or other strange creatures.  The costs listed are the lowest possible.  Since it is dangerous to acquire dragon leather the cost might be higher, and the armor might not even be available.  Dragon leather stops a small amount of energy type damage.  The usual type stopped is fire.  Soft dragon leather usually stops the 1st, 3rd and 5th points of energy damage.  Hard dragon leather usually stops the 1st, 3rd, 5th, 7th, 9th and 11th points and will stop 1 point of any other type of energy damage.

WEAPONS AND SHIELDS

All weapons and shields have a StrReq value.  This represents the strength required to actually use the weapon in combat.  The strength required to carry the weapon around is different and is covered by the encumbrance system.

To determine if a given weapon or weapon, shield combination can be used by a character calculate the weapon's or weapon and shield combination's total required strength.  If employing only one weapon at a time the total is the listed value of StrReq for that weapon.  If using a weapon in one hand and a shield in the other the total is the sum of the values for the two.  If using a shield with a thrown weapon, treat the shield as one size larger for StrReq.

If the strength adjustment of the weapons total is less than or equal to the character's strength adjustment the weapon or combination can be used, otherwise the weapon may not be used.  Missile skills add to the user's strength for this.  Strength and weakness spells do not affect the strength requirement, although weakness does affect the ability to use missile weapons.  In an appendix at the end there is a table listing the various weapon and shield combinations possible.  Strength required is listed in the charts as 1-Handed/2-Handed.

With a two handed weapon damage is increased by 1 for each 7 STR above the actual required (not the same adjustment).  This can be attained with strength spells and reduced (in a like manner) by weakness.  A weapon used in one hand is +1 damage per 10 points of strength and -1 per 7 points less.  Thrown weapons are +1 per 20 points including skill.  Very strong creatures may find that their STR damage is better than their weapon damage.  In this case, they may use their STR damage instead (note that STR damage assumes no shield is being used, if a shield is being used, re-calculate STR damage based on STR ‑ STRshield).  If using STR damage instead, the damage is regular damage assuming the weapon does regular damage, and if the weapon crits as sharp, then the attack continues to crit as sharp.  Thrown rocks are +1 per 12 STR above required assuming a reasonable sized rock is being used.  A rock thrown in two hands is +1 per 8 STR above required.

Crossbows take more than one round to fire.  Crossbows are -1 turn to fire at twice required strength.  Size also helps in cross bow speed.  A troll or giant usually can fire a siege cross bow in 2 to 3 turns.  If a crossbow is already cocked, it only takes one turn to fire the first shot.  Crossbows that may be left cocked for more than an hour or so cost extra and are called ever‑ready or stay cocked cross bows.  A cross bow not designed for this will take 1 point of damage per 10 minutes above one hour, and will lose 1 vs. T per 10 minutes until none is left.

There is also a size requirement to use a melee or thrown weapon.  To use a weapon in one hand the weapons Strreq must have the same SzD as the user.  For a two handed weapon it must have the same SzD-1 as the user.  A weapon requiring less size is also usable.  Shields have a listed size.  The simple rule for shields is that shield D-SzD must be less than or equal to 5.  The attribute chart shows the maximum strength one-handed and two-handed weapons that may be used by a character of a given size.

High quality weapons have several advantages similar to magic weapons.  Quality melee weapons confer +1 hit, +1 parry, +1 damage, and +1/2 extra hit points.  Quality thrown weapons also confer +1 Hm. Quality bows and cross bows confer +1 Hm and +1/2 hit points.  Quality arrows and bolts may confer either or both of +1 damage and +1 Hm. Slings and sling bullets may not be made quality.  Also elven made bows are .8 times encumbrance, and are usually quality.  Quality armor does not exist.  Quality shields are +1 parry.  Shield parry bonus combines with shield parry and weapon parry bonus combines with weapon parry, they are not cumulative.  A quality shortsword, knife, or dagger adds +1 damage in hand to hand but does not add to HtH at all.

Axes, maces and missile weapons do a type of damage listed as Vst damage.  This is only applied to penetrate T.  It also does not multiply on critical hits.  Axes do not get Vst damage when used 2-handed.  Maces crit randomly, which is described under critical hits.

Shields and weapons are damaged and eventually destroyed in combat.  When a weapon takes its hit points it is destroyed.  The table below enumerates the damage done.  Any weapon which does Vst damage adds it in also.  The damage versus shields is in two columns.  Any time a combatant that is employing a shield is missed and the attacker did not fumble the shield takes damage based on the first shield column.  Combatants have the option of deliberately trying to destroy their opponent's shield.  An attack on a shield does the second shield column of damage if the attacker doesn't fumble.  The attacker has no chance of hitting the bearer.  Weapon damage normally occurs when one combatant misses but does not fumble when attacking a figure that is parrying with a weapon.  When this happens, the weapons do damage from the weapons column to each other.  This damage may usually be ignored if someone in the party has armor and weapon repair.

Weapon Type
Vs. Shields
Deliberate Attack on Shield
Vs. Weapons

Swords
1x
2x
1x

Axes
2x
4x
1/2x

Spears
3/4x
3/2x
None

Arrows and Bolts
3/4x
3/2x
None

Staves and Clubs
None
None
None

Maces
1/2x
1x
1/2x

Lances
2x
4x
None

Siege Crossbow Bolts and Ballista Bolts
2x
4x
None

Fencing Weapons, Knife, Dagger, etc.
None
None
None

In Cold Iron, damage bonuses are not simply added to the weapon damage.  Instead,  the average damage is determined, and then the chart below is consulted to determine what dice to roll.  For example, consider a 1d6 weapon with a +1 damage bonus.  The average damage is 3.5 + 1 or 4.5, which corresponds to 1d8.

Avg.
Damage
Avg.
Damage
Avg.
Damage
Avg.
Damage

2.5
1d4
14.5
3d8+1
3
2d4-2
15
4d6+1

3.5
1d6
15.5
3d8+2 (3d10-1)
4
2d4-1
16
4d6+2

4.5
1d8
16.5
3d10
5
2d4
17
4d6+3 (4d8-1)

5.5
1d10
17.5
3d10+1
6
2d6-1
18
4d8

6.5
1d12
18.5
3d10+2 (3d12-1)
7
2d6
19
4d8+1

7.5
1d12+1 (3d4)
19.5
3d12
8
2d6+1 (2d8-1)
20
4d8+2

8.5
1d12+2 (3d4+1)
20.5
3d12+1
9
2d8
21
4d8+3 (4d10-1)

9.5
1d12+3 (3d6-1)
21.5
3d12+2
10
2d8+1 (2d10-1)
22
4d10

10.5
3d6
22.5
5d8-1
11
2d10
23
4d10+1

11.5
3d6+1
21.5
5d8
12
2d10+1 (2d12-1)
24
4d10+2

12.5
3d6+2 (3d8-1)
24.5
5d8+1
13
2d12
25
4d10+3 (4d12-1)

13.5
3d8
25.5
5d8+2
14
4d6
26
4d12

Arrows typically have a 5% chance of breaking while bolts have an 8% chance and siege bolts have a 10% chance.  Break protections (a special magic) reduce this chance.  Arrows, bolts, and other projectiles may also be lost or stuck in the body at the GM's discretion.

ENCUMBRANCE

Encumbrance represents the trade off between carrying lots of equipment, and moving and fighting quickly.  Each object has an encumbrance rating which is the combined effect of mass and bulk.  Total encumbrance values of all the items a character is carrying, divide by his strength and use the Encumbrance and Movement Allowance Chart at the bottom of the Reference Charts to determine the effects.  Ten encumbrance points approximate one pound.  One hundred encumbrance points are equivalent to one size point.  A character on horseback, riding a wagon or whatever may ignore the encumbrance of his armor and anything that is not hanging on his person.

The FTG (Fatigue) column is the daily fatigue gained per day of normal travelling.  When the fatigue rate is in parenthesis, the character takes temporary fatigue each minute.

The next six columns show penalties to dexterity, basic defense, melee hit and defense, missile hit, hand to hand, and spell success rate respectively.  These penalties should be applied only after all attributes have been calculated.  For example the dexterity penalty should be applied after H, Hm, Db, Dm, and D have been calculated and should not effect the dexterity adjustment used to calculate them.  An alertness penalty is given in the next column.

Movement allowance (Ma) is in 2-meter hexes per 5-second turn.  The number to the left of the slash is movement allowance on a good surface.  The number to the right is movement with turns, stops, or across poor ground.  To find a character's actual movement allowances calculate his 1 + DEXadj/18 multiplied by the number in the DEXadj +0 column.  The encumbrance movement chart shows movement allowance for each category and DEX adjustment from -3 to +9.

FORCED MARCHES AND INVERTED SCHEDULES

If a character travels an extra four hours to gain an extra 25% movement for the day he will be blinking or double blinking.  He will also take a total of triple normal daily fatigue.  If he travels an extra four hours to gain 50% distance, he will be double blinking and take quadruple normal fatigue.

An inverted schedule counts as the first kind of forced march, going an extra four hours gets +50% distance and counts as a normal double forced march as above.

The classes of Forced Marches and Inverted Schedules:

Class A:
normal travel.

Class B:
4 hours extra travel.  125% movement, triple daily fatigue, increases blinking category by one (from none to blinking to double).

Class B:
inverted schedule.  Triple daily fatigue, increase blinking category by one (from none to blinking to double).

Class C:
4 hours extra travel.  150% movement, 4x daily fatigue, the character is double blinking.

Class C:
inverted schedule with 4 hours extra travel.  150% movement, quadruple daily fatigue, the character is double blinking.

A character with Heal Fatigue running continuously during the day will experience a penalty of one lower class (C ==> B, and B ==> A) for forced marches.  With heal fatigue, he may make forced marches at night as normal daytime forced marches as class B or C.  Heal mental fatigue running all night will reduce inverted schedule penalties by one class.  Using deep sleep during the day will negate inverted schedule penalties.  Sleeping in a cave may also help.

ALERTNESS CHECKS AND SLEEP

Often a character must attempt to spot some activity or object.  In this case, the GM will call for an alertness check.  To make alertness checks, roll ALT+mods+CA and report the result to the GM.  A 20 or better will usually spot things and a 30 or better will almost guarantee spotting things.

Armor and encumbrance modify alertness.  These modifiers are a combination of tiredness and vision/hearing blockage.  Armor alertness modifiers are usually worse if the character sleeps in his armor.  A character may avoid the sleeping penalty by sleeping an extra four hours (one watch).  At night the encumbrance penalty from daytime armor is not used, instead the penalty for the armor worn at night is used.  Thus, a character that was encumbered to 50 (500), wore plate during the day, but slept in leather is only -1 at night not -4.  If he slept in the plate armor, he would be -7 at all times.

Blinking also affects alertness.  If a character sleeps one less watch than normal he will automatically be blinking.  If he gets no sleep at all (including elves) he will be double blinking.

WAKING UP

A character who is asleep must make an alertness check to wake up if the watch gives alarm.  A character with a 20+ alertness may make an alertness check even if the watch does not alert the party.  After waking up, a character must get out of his covers and stand up.  Each of these actions takes 1/2 round.  The character may also desire to put on his helmet and grab weapons.  Remember that these items are on the ground (although spears may be stuck vertically in the ground, and any weapon can be leaned against a rock or tree).  You may stand up and grab (but not ready) two weapons or stand up and ready one weapon.  If no helmet is worn, one crit pro is lost.

SUMMARY OF ACTIONS

SPECIAL ACTIONS

Move
Other activities
Casting Penalty
Defense While Casting

MA/4
Crawl, D = Dodge ‑4
‑6 SR
‑4 D, ‑4 Dm

MA/2
Ready one weapon (and swing and/or defend with weapon at ‑6)
‑3 SR
‑4 D, ‑2 Dm

MA/2
Evade for +2 Dm, Dodge
‑6 SR
+2 D, +2 Dm

MA/2
Attack in melee or initiate HtH
NO CASTING
N/A

MA/2
Ready 2 weapons, D = Dodge
‑6 SR
+0 D, +0 Dm

MA/2
Pick up a weapon (and defend at ‑4, ‑10 with picked up weapon) or touch body w/self-targeted item
‑6 SR
‑4 D, ‑4 Dm

MA 2
Take the full defense option, lose all attacks, (only MA 1 if engaged)
NO CASTING
N/A

MA
Run from melee, defend with Dodge
‑6 SR
+0 D, +0 Dm

MA
Try to initiate HtH, ‑4 HtH-Hm
NO CASTING
N/A

MA
Attack with a spear or pole arm with a +1d6 charge bonus (multiplied by crits) if in a straight line.
NO CASTING
N/A

Horse
Attack with a lance or spear with a +2d6 charge bonus (damage multiplies) if horse full MA straight
NO CASTING
N/A

Horse
Guide horse through difficult situations (battle or at a gallop across rough terrain)
‑6 SR
‑4 D, ‑2 Dm

Horse
Guide a horse in easy situations (including gallop down a road)
‑3 SR
‑4 D, ‑2 Dm

Horse 2
Sit on a horse and cast spells
+0 SR
‑8 D, ‑4 Dm

MA 1
Stay engaged in combat
‑6 SR

‑3 SR

+0 SR
+0 D, +0 Dm

‑4 D, ‑2 Dm

‑8 D, ‑4 Dm

MA 2
Fire a bow, sling, cross bow, or throw weapon in any direction or cast a spell
+0 SR
‑8 D, ‑4 Dm

MA
(may throw a weapon in general direction of movement)
NO CASTING
N/A

MA 2
Set spear vs charge, +1d6 vs man, +2d6 vs horse (damage multiplies on crits)
NO CASTING
N/A

stand up
Defend at ‑4, ‑10 with readied weapon, ready weapon OR initiate HtH -4 HtH=Hm, -4 HtH initiation
‑6 SR
‑4 D, ‑4 Dm

MA 2
Mount horse, take 1 more turn after this
‑6 SR
+0 D, +0 Dm

Wake Up
Get out of covers and put on helmet OR stand up.  (no helmet = at most 1 crit pro)
‑6 SR
+0 D, +0 Dm

MA
Move through
NO CASTING
N/A

MA/2
Move through with attack
NO CASTING
N/A

ORDER OF ACTION

(1) Full Dodge declaration
(6) movement
(11) normal weapon attacks

(2) initial spell declaration
(7) spells finishing < 1/2 turn (1st item)
(12) dagger and unarmed/natural attacks

(3) other movement declarations
(8) missile attacks & Breath weapons
(13) Hand to hand init and attacks

(4) initiate HtH declaration
(9) 1/2 turn <= spells < full turn (2nd item)
(14) spells finishing 1 turn (3rd item)

(5) attack declarations
(10) long weapon attacks
(15) regeneration/healing

SPECIAL, TACTICAL AND SITUATIONAL MODIFIERS

Modifiers are cumulative except conditions with the same prescript are mutually exclusive, only the worst modifier applies

1
MULTIPLE OPPONENTS: Primary defense is against the opponent the defender attacks.  The defender may assign the remaining foes amongst second, third and fourth attacker positions.  Field position may limit the options available.

PRIMARY DEFENSE
D = normal D using shield or weapon *
R  D = Dodge **
*
may use Dodge if this is better

SECOND ATTACKER
D = D‑3 if using a shield *
D = Dodge **
**
adjusted by Db-Vs-Lwp if against
D = D‑6 if parrying with a weapon *


a weapon other than a dagger or

THIRD ATTACKER
D = Dodge
D = Dodge - 4 ** 

natural weapon

FOURTH ATTACKER
D = Dodge‑4
D = Dodge - 4 **
D = D, Dw or Dodge in each case




Height advantage such as on horse or large rock +2 D, Db

1
SUPRISED WHILE MOVING: D = Dm = Dodge - 4


STUNNED IN HtH: HtH = normal for defense, no action

2
STATIONARY, UNCONSIOUS, DEAD, SLEEPING: D = Dm = stationary size defense (Std)   HtH = SizHtH

25
TAKEN MORE THAN ONE HALF HIT POINTS OR HIT POINTS IN FATIGUE: -3 at all things beserkers ignore this (BLINKING)

25
TAKEN MORE THAN DOUBLE HIT POINTS IN FATIGUE: -5 at all things beserkers ignore this (DOUBLE BLINKING)

2
DESPERATION ATTACK: Instead of a 5 option, -1 cumulative to 5 option each turn used. Normally only one turn per battle.

34
FIGHT NORMALLY: no modifiers

4
FIGHT BERSERK: hit and HtH + 4 , all defense - 1, cannot retreat once a beserker always a beserker until battle is over

34
FULL DODGE: no attacks allowed, all defenses +4

34
FULL DEFENCE vs HtH: no attacks allowed, +4 Dodge, +4 HtH (defensively)

3
POP OUT AND SHOOT: Hm -2, Dm +4

3
DOUBLE SWING: may attack two close packed targets, all hits and defenses - 6 (TRIPPLE -18) (non close packed -12/-36!)

3
INITIATE HtH: D = Dodge + Db-vs-Jmp (no mod if target had Net H < 0 last round) +4 HtH-Hm, +4 HtH initiation from behind.

3
MOVE THROUGH: try to move through opponent, see preceding rules.

3
FORCE: try to gain opponents hex, see preceding rules.


TWO MAN SIZED COMBATANTS IN ONE HEX: defend at -3, if in the same hex as a live person on the ground -1.


RETAIN WEAPON IN HtH: -4 HtH per weapon, except: small shield -4, medium -5, large -6 (etc), spear -6


ABORT FULL DODGE: -6 Hit (HtH Initiator ignores -3 Db penalty vs you)


PARRY FOR MAN ON GROUND: D (of man on ground) = D (his) - 4 + 1/3 D (yours with weapon)


D VS SWINGING IN WHILE IN HtH: a person has a D of 6 or Dodge/2 (greater) in HtH with mods vs weapons (see HtH rules)

ABBREVIATIONS

This section describes the terminology and abbreviations of the Cold Iron System.  Players should be familiar with the terms used here.  Most will not be described in the preceding rules.

Active Spell
An active spell is any spell that is currently in effect, as opposed to an item capable of the spell.

Adj
An adjustment or the bonus related to a characteristic.  A STRadj is the bonus due to strength.  An example is a 20 STR has a STRadj of +5.

Adjustment
A chance adjustment.  This is the result from rolling on the Chance Adjustment Chart.

ALT
Alertness.  This characteristic is used to determine if a character has noticed or detected something.

Amag
Anti magic shell.  A spell which blocks new magic.

Augment
Characters may improve characteristics above the original rolled values.  The process is called augmenting and a single point added is called an augment.

Blinking
A character that has taken enough damage to reduce capability is considered blinking.

C
The protection from armor from critical hits.  This value is added to defense while computing the possible result of a critical hit.  It never affects the chance of hitting.

C
Cleric.  Refers to experience points, level etc.

CA
Chance Adjustment.  This is the result from rolling on the Chance Adjustment Chart.

CHA
Charisma, leadership etc. not appearance.

Chance Adjustment
This is the result from rolling on the Chance Adjustment Chart.

Chance Adjustment Chart
The basis of the Cold Iron system.  This is a chart which converts a decimal fraction into an adjustment factor called a Chance Adjustment or Adjustment.  The conversion is done with the normal distribution, which is open-ended.  Any result from the kobold killing the dragon in one blow to the human failing to hit the wall next to him.  The likelihood of these extreme results is very low.  This removes the need for "a 20 always hits and a 1 always misses" because no matter how extreme the case it is possible to generate an adjustment that would cause success or failure.

Click
Activating a magic item is called clicking. A person may click 3 items per turn or 1 per spell phase.  Also refers to a failed spell or item activation.

Counter
There are various ways a magicians chance to succeed with a spell may be reduced.  If the factor comes from a spell or mage, it is called a counter.  Mages have the ability to counter without casting a spell.

Crit Pro
This is the critical protection value of armor.  Armor will also reduce the likelihood of a critical hit. This is added to defense while computing the possible result of a critical hit. It will never affect the chance of hitting.

Crit Random
Some unwieldy weapons (and monsters) crit randomly.  This means that no matter how good your hit is to your opponent's defense, you just roll a +3 adjustment to double, a +5 adjustment to triple, etc. (+7, +11, etc. for crit blunt random)

CrtRnd
Crit Random

D
Defense, any defense or more normally the defense in melee.

Db
Basic Defense.  The dodging defense of a character. An old term.

DbJ
Db-vs-Jump

DbL
Db-vs-Long

Db-vs-Jump
The penalty to dodge while initiating HtH

Db-vs-Long
The penalty to dodge when using natural weapons against an opponent whom uses anything larger than a dagger.

D1
Primary shield defense.

D2
Secondary shield defense

DEX
dexterity

Dm
Missile Defense.  The defense vs. missile fire and magical missile spells.

Dmag
A DETECT MAGIC spell.

Double Blinking
With enough fatigue damage, a character will be "double blinking".  The penalties are worse than blinking.

DR
Dispel resistance.  The resistance of a spell to dispelling or the strength of a Dispel Magic spell.

ENC
The amount of encumbrance a character has.

End of Turn
A spell which completes at the end of a turn.

F
Fighter.  Refers to experience points, level etc.

Familiar
Spells that a mage can recognize but does not know well enough to cast.

FC
Focus constant.  The focus loses 1/FCth of its mp per hour.

Flesh
Refers to a flesh spell.  These are T spells with names like Stone Flesh, Iron Flesh, and Steel Flesh.  These spells add to the T of armor.

Ftg
Fatigue Points.  This is non-permanent damage.

Full D.
Full defense option (fighting)

Full Defense
A fighting option for +4 D,Dm and Db or +4 HtH. Also a spell casting option for -6 SR, +0 D,Dm,Db.

Glowspot
MP creates a glowspot which is detectable with detect magic. 1 MP = 1 glowspot, 1 MP per Hour = 1 glowspot, 1 MP per round = 720 glowspot.

H
Hit, melee attack value

Hex
A 2 meter hexagon, usually 2m high.

Hit
Melee attack value

Hm
Hit missile, missile attack value

HtH
Hand to Hand.  Refers to the Hand to Hand combat value or the actual act of Hand to Hand.

IF
Immune Flesh.  This is artificial hit points. Refers to the actual hit points or the spell which creates them.

Immediate cost
Some spells require additional MP to start that is not part of initial cost.

Initial cost
The cost to start a spell also called starting cost.

INT
Intelligence, if your character sheet does not have TAL on it also magical ability.

Jump for HtH
The act of initiating Hand to Hand. A character must tackle to initiate hand to hand.

Kept out of HtH
An opponent who failed to initiate HtH

L
Level

M
Magic User.  Refers to experience points, level etc.

MA
Movement allowance, in hexes per turn or 1.44 Km per hour or 0.9 mph.

MAG PRO
A MAGIC PROTECTION spell

Magic Reserve
A character is in his magic reserve when his hit point total is: -1/2 Pt <= X < -1/4 Pt

Max Out
At the start, a character is allowed five augments or may raise one characteristic to its potential value.  This second act is called Maxing Out the characteristic.

Megahex
A 7 hex area (roughly a circle)

Memorization
Spell casters memorize spells.  Spells cost 1 point per level to know and .1 point per level for familiarity.

Memp
Memorization points.

Mftg
Mental fatigue.  See also Mpt, Pt, and Ftg.

MKL
Magic Level.

MP
Mana Points.  The energy used to cast magic.  All living things have MP.  All magic requires some amount of MP.  It is possible to have devices that store or generate MP.  Characters without any knowledge of magic do not know the details about MP such as how much they have or how much they have used.

Mpt
Mental Hit points, computed like hit points except using passive magic level and WILL

Mpt/Lvl
Mental Hit points per level.  A characters mental hit points are the better of WILL or Mpt/Lvl * PML

Msv
Mental Save, = better of { (WILL + Passive Magic Level) * 4 } or {Mpt + Passive Magic Level * 8}

Not Blinking
Once per battle a character may chose to ignore the effects of blinking for one round.

Off The Chart
The act of rolling a Chance Adjustment which is not within the range of the chart.

Potential
When a character is rolled, you roll a characteristic base value (3-18 for humans), and a potential (1-6 for humans).  The base plus potential roll produces the potential score.  The potential score represents the maximum the characteristic may normally attain through augmenting.

PM
Passive Magic.  This magical class allows knowledge of simple magical concepts and determines the ability to "save".  Magic and Cleric experience includes the abilities of passive magic.  If a character has more than one type of magic related experience, they are added to determine passive magic ability.

PRO
A protection spell.

Psv
Physical save. = Hit Points + 8 * Passive Magic Level

Pt
Hit points.

Pt/Lvl
Hit Points per level.  A characters hit points are the better of CON or Pt/Lvl * Fighter Level.

Random Crit
Whenever a fumble causes damage, roll a chance adjustment.  If it is greater than or equal to 3+C (Crit Pro), double damage occurs, 5+C triples, etc.

Round
5 seconds, also Turn

Rp
Rapier Parry Bonus

Safe Reserve
A character is in his safe reserve when his hit point total is: -1/4 Pt <= X <= 0.

SavR
Save reduction.  DO NOT USE "SR" for save reduction!

Scanning
The act of using a DETECT MAGIC spell to look for spells.

Secondary
Secondary Defense.  A character gets his D vs. 1 opponent and his secondary defense vs. another.

Secondary Defense
A character gets his D vs. 1 opponent and his secondary defense vs. another.

Series
Many spells of similar nature are easier to memorize and identify as a set, these are called series spells.

SIZ
Size

SP
Spell points, these are special MP which a cleric has, used primarily to start spells.

Spell Phase
The time it takes a mage to cast a first level spell.  A mage may cast his level in spells in 2 turns thus a mage has L/2 spell phases per turn.  A spell phase is 10/L seconds long.

SR
Success rate.  The chance that a spell (or other magical effect) will work.

Stack
When more than one spell of the same type (i.e. two STRENGTH spells) is used this is called stacking.

Starting cost
The cost to start a spell.  Also called initial cost.

Stat
Attribute, characteristic, statistic.  Refers to one of STR, DEX, CON etc.

STR
strength

Stun
A character is stunned when he takes more than 1/2 his Hit Points from a single blow.  This is actual damage, damage stopped by armor is not counted.  Note that if a character takes both Ftg and Pt from a blow they must be added.

Subturn
A spell that completes at any time other than the end of a turn

Success Rate
The chance that a spell (or other magical effect) will work. Abbreviated SR.

SZ
size

SzD
Size Defense Modifier.  The modification to defense for a given size.

T
This is the absorption capability of armor.  Armor subtracts from damage primarily.  This value is the number of points of damage subtracted from each blow.

T
One turn

TAL
Magical talent.  Refers to the appropriate of INT or WIS (or the better in some cases).

Turn
1 round, 5 seconds

WILL
Will power.  The ability to resist magic and force magic upon others.

WIS
Wisdom.  Clerical ability if TAL is not on character sheet

