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General Rules
The standard combat roll will be: Dice + OCV – 10 = DCV hit. You can use a different formula if you like, as long as you can tell me the DCV you hit… that’s all I want to know!
Be descriptive: Don’t just call out what maneuver you’re using, describe what you’re doing. This makes things more interesting, and makes it easier for the GM to adjudicate correctly. A good description may suggest a more advantageous combat maneuver, or be worth a bonus of some sort. And since special effects and common sense always override the letter of the rules, good description will ensure that you do what you intend and not just what the rules allow.
The Three Second Rule: Players should be ready to act when their phase comes up. If you are not ready within three seconds, you will be assumed to be holding your action (HSR 235), and play will move on to the next combatant. This is not a hard and fast rule – I’m not going to bring a stopwatch – but I don’t want to bog down in discussion or just waiting for folks to make up their mind. The three second rule also applies generally to NPCs. A held action is not a lost action!
Teamwork: A Teamwork roll will allow a short time-out to discuss a coordinated action. Coordinated attacks require the Teamwork skill.
Tactics: The GM may allow a Tactics roll to get tactical advice from other players (or the GM), or to precisely count hexes on the battlemat.

Don’t be disruptive: Players can confer with other players in a low voice when it is not their action. Feel free to count hexes in your head, but keep your fingers off the battlemat when it is not your phase. Postpone rules arguments until after the game.

Other Notes

· The GM may add or remove combat options (hit location, bleeding, etc) as needed for various combats. Less important encounters may be streamlined.

· Do not expect that the GM will pull punches. Hero is a reasonably forgiving system and it’s not hard to stay alive with a little common sense. Some encounters will be too difficult. Be willing to flee or surrender.
· Specify targets, including hit location if desired, before rolling the dice. Once you have specified and rolled, you can’t “take back” your action.

· Obviously there’s a learning curve, and I’m not going to be an ogre.

Multiple Attacks

Normally a character can make a single attack in a given phase.

Multiple Spells: When making multi-power attacks or Sweep attacks with spells, the character takes a penalty to the magic roll of ALL spells of -2 per additional spell. So a character sweeping three foes with three spells would take a -6 penalty to the magic roll of each spell. In order to activate multiple spells at once, all spells to be activated must either be Fast or Delayed.
Multiple-Power Attacks allow you to make multiple attacks against the same target; the attacks must be activated simultaneously (you have to “commit” before resolving any attacks), and must be different enough to be distinct. Multiple power attacks are generally permissible combining weapon and martial art, or combining multiple spells.

Sweep allows you to attack multiple opponents sequentially with the same power, but does not allow attacking the same opponent more than once. 2-pt Skill levels purchased with sweep also apply to Circular Sweep. You may also sweep with spells.
Two Weapon Fighting allows you to attack the same opponent twice in a single phase, but you must use two different weapons, one in each hand.
Talents

Multicasting: (New Talent) This talent allows you to cast multiple spells with reduced penalties. Each level of multicasting reduces your magic roll penalty by -2. Multicasting costs 6 pts per level.
Maneuvers
Multiple power attacks are allowed, as described in FH p.150, within reason. You may fight with a weapon in each hand subject to the multiple powers rule, but should use different maneuvers with them. If you want to do damage with both weapons, use the Sweep maneuver.

We’ll use most of the optional rules in FH if and when they make sense. All optional maneuvers are available. Autofire and spreading are generally not available.

Bind (+0/+0, binds weapon with STR vs. STR contest) [FH 157]

Circular Sweep (–2x/½, sequential sweep)

Interpose (+n/–n, interpose) [FH 157]

Set versus Charge (+0/+0, weapon + targets v/3 damage) [FH 157]

Shield Wall (–/+1) [FH 157]

Take the Blow (+0/-n, transfer DCV to victim, take the blow) [new]

Twist the Blade (–3/–2, may escape, ½ damage NND next phase) [FH p.158]

Unhorse (–1/+0, target falls, does STR/5 + targets v/5 Normal damage) [FH 157]

Zone of Control (–2/+0, Strike at someone moving past you, victim has ½ DCV, Abort)

Circular Sweep: (new maneuver) If you have a heavy slashing weapon, such as an axe or two-handed sword, you can sweep all adjacent foes in a single circular stroke. When doing this, foes must be attacked in a clockwise or counterclockwise sequence, and all foes must be adjacent to one another. The first foe is attacked at -0, the second at -2, the third at -4, and so forth, until you miss an attack roll; but if you do not miss an attack roll, you must continue sweeping until you have attacked all adjacent foes. You cannot attack the same foe twice, and all attacks must be made with a single weapon. As with sweep, you can combine a Circular Sweep with another combat maneuver, but that maneuver must apply to the entire sweep. This maneuver is available to any character. Circular Sweep is generally not compatible with Two Weapon Fighting. Unlike sweep, circular sweep is not limited in number of attacks.
Take the Blow: (new maneuver) The character can abort up to a half move to place his body between the victim and the aggressor, and attempt to take the damage instead of the victim. The character sacrifices DCV that is then added to the victim’s, up to the full DCV of the hero. The attack then is rolled, and it still hits the victim if it is sufficient to hit the extra DCV. If not, the attack is then compared to the lowered DCV of the hero, and it will very likely hit him instead. This lowered DCV is only to the aggressor, to all other attackers, the hero is ½ DCV, or the DCV he is reduced to, whichever is higher. This can only be used against an obvious attack, one that the hero can perceive with at least one of his senses. This maneuver is available to any character.

Sweep: (clarification) Sweep represents any multiple attack sequence. You can attack foes in any sequence. You cannot make multiple attacks against a single foe, unless the attacks are clearly distinguishable; for example, you could attack with a weapon and kick, but could not make two attacks with a weapon. If you have two weapons you can use either weapon in any combination (subject to normal off-hand penalties). The sweep penalty applies equally to ALL attacks; if attacking three foes, the first is at -4, the second at -4, and the third at -4. You must specify how many attacks you will make before starting the sweep maneuver. With an unbalanced weapon, Sweep is limited to two attacks. With a balanced weapon like a sword or staff, sweep is not limited in number of attacks. Some weapons (such as flails) may preclude sweeping.
Two Weapon Fighting: (clarification) When using two weapon fighting, each of the “no-penalty” attacks must be made with a different weapon. After that, you can attack with either weapon in any sequence. Two-Weapon Fighting allows you to make two attacks against the same opponent, one attack with each weapon.
Intercept: (new maneuver) A character may move to intercept another character who is moving, if he has an action or a held action. The intercepting character must be able to reach his target at some point along his path, using no more movement to get there than the target did. If he can accomplish this, they arrive there at the same point in time. The intercepting character may then establish Zone of Control at that point, and force the other character to react. If a target sees him coming he may change his path; the easiest way to do this is to move each character 1” at a time, until either has reached his destination, or both have moved their full moves.
Zone of Control: (new maneuver) If a character has a held action, he may automatically act against anyone who tries to move past him within reach of his weapon, using the maneuver of his choice. The opponent has only ½ DCV against this attack. If the attacker does not have a held action, he may still abort to a hand to hand attack at -2 OCV. This zone of control addresses the weakness Hero has with movement that allows you to blow past slower opponents unharmed.

Martial Maneuvers
For now, we’ll go by the book.
Spell Casting

Spell Targeting

For targeted spells, you may buy Combat Skill levels:

· 2 per +1 OCV with a single spell, or variants of the same spell. You could use this for a single fireball, including a delayed version, a version that costs extra END, and a version that does more damage. The attack parameters (range, area, etc) and special effect should be the same.

· 3 per +1 OCV with any three spells, or with a narrow category: ranged fire spells, fireballs, linear bolt spells, physical missile spells, touch spells, etc.

· 5-point levels bought for all melee combat or ranged combat may be applied to spells. You can also buy 5-point levels with a category of spells that mixes ranged and hand attacks (all body spells, all fire spells, etc)

· 8 point combat levels apply to melee, ranged, and magic alike

If a spell corresponds to another style of attack, for example a magical fire-seed which is thrown, or a magic arrow that is shot from a bow, use the appropriate combat skill instead of a special spell targeting skill.

Armor
We’ll be using sectional armor and hit locations. See the Sectional Armor document.
