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Additions to Core Rules Basic Attacks

Cover and Concealment 

These two terms are often used interchangeably; however, there is an important distinction. Cover refers to actual physical protection offered by another object, such as a wall or captive. Concealment refers to the inability to accurately determine the location of the target, even if the target has no additional physical protection.

	Examples of Cover
	AC bonus granted by Cover

	Improvised large shield, chair, etc.
	+2 AC bonus

	A castle parapet or similar structure protecting about half the body, or cover granted by another person of about the same size
	+4 AC bonus 

	Cover granted by a tall wall where only the head is exposed, or cover granted by a nearly closed door, or significantly larger body
	+6 AC bonus

	Cover that protects almost all the body (about 90%), leaving only cracks to shoot through
	+8 AC bonus



Concealment is simply the term that better clarifies the weather and lighting related situational combat modifiers, detailed early in the combat chapter, which impose penalties upon the attacker that grow larger as the combat conditions become more severe. The important distinction is that Concealment is granted by being unable to accurately aim at the target, while an actual physical object getting in the way of the attacker grants Cover to a defender.

Entangling Attacks 
 
Whip, Chains, and All Precision Entangling Weapons: For these weapons, an Entangle starts as a Called Shot (-4 to hit normally, -8 if targeting a small target, like a hand, weapon, etc.) with the intent to Entangle the opponent. Only one attempt may be made each round. If the attack hits, the whip (or similar weapon) wraps itself around the limbs of the opponent. 

As long as the opponent is Entangled, they suffer -2 penalties to attacks, parries, and to Armor Class, as well as the expected difficulty in movement (movement rate is cut in half, and swimming and winged flight is impossible). However, the attacker can do little else other than holding onto their weapon as long as they want to keep the defender Entangled. Obviously, very large or unusual creatures will be rather resistant to Entangle attacks. 

Escaping Entanglement requires competing Strength Checks between the attacker and defender, and the defender may attempt to escape once each round. If the defender passes his check, he breaks free that round and can act normally the next round. If the attacker passes his check, the defender is still Entangled. If both characters pass the check, whichever one passes the check by the most is the winner, and ties go to the defender.


Nets and Similar Entangling Weapons: These short-range weapons are thrown at a given target using a Ranged Touch Attack. Ranged Touch Attacks function as a ranged attack that requires the attacker to hit AC 10, modified only by the defender’s Dexterity bonuses to AC, bonuses granted by cover or concealment, and other possible magical bonuses - Armor, Helms, and Shields do not help against Ranged Touch Attacks. Note that this still counts as an attack, so a creature with other defenses, such as a miss chance, will still gain such protection. Because of the size and weight of these weapons, only one can be tossed per round.


If the target is hit, he suffers the same effects as listed above for Entangled creatures. However, the amount of effort required to escape a net is fixed - the strength of the one who threw it does not matter. To escape, the Entangled creature needs to make a successful Strength Check (one try per round), modified as listed on the table below:  A critical success also damaged the net.

	Type of Net
	Modification to Strength Check to Escape

	Improvised Net, such as a heavy blanket
	+4 bonus to STR check to escape

	Low quality net
	+0 

	Good net found in almost all towns
	-2 penalty to STR check to escape

	Masterwork net found in wealthier towns
	-4 penalty to STR check to escape

	Chain net (not that common and used to capture powerful monsters)
	-6 penalty to STR check to escape

	Demon net (very rare and magical net used to bind powerful beings not of this world)
	-10 penalty to STR check to escape

	Net barbs (can be added to Chain and Demon nets, but adds 25% to the price)
	Each attempt to escape deals the Entangled creature 1d4 points of physical damage



Disarming Attacks: Can only be used with precision Entangling weapons at most once each round, and functions just like a precision Entangling Attack, with the Called Shot at -8. If the shot hits, the target weapon is Entangled and may be pulled free from the defender’s hands depending upon the results of a contested Strength Check.

If the Defender passes his Strength Check, he frees his weapon. If the attacker passes his Strength Check, the defender’s weapon is ripped out of his grip. If both characters pass the check, whichever one passes the check by the most is the winner, and ties go to the defender.


Grapple Attacks 

This rule covers general grappling between opponents that do not possess specific unarmed combat styles, such as Wrestling. This tactic is very common in non-lethal fights, or in battles against huge and strong monsters, such as creatures with large arms, tentacles, etc.

These begin with a successful Touch Attack by the attacker, and only one attempt may be made each round. Touch Attacks require the attacker to hit AC 10, modified only by the defender’s Dexterity bonuses to AC, bonuses granted by cover or concealment, and other possible magical bonuses - Armor, Helms, and Shields do not help against Touch Attacks. Note that this still counts as an attack, so a creature with other defenses, such as a miss chance, will still gain such protection. The defender gets to make one free attack against the attacker as he begins the grapple unless he is caught off-guard (surprise round, loss of Dexterity bonus to AC, etc.), or otherwise unable to perform an attack. 

Both combatants then immediately make Strength Checks. If the defender passes the Strength Check, he breaks free of the grapple attempt and can immediately attack next initiative. If the attacker passes the Strength Check, he wrestles the defender to the ground, which results in all sorts of bad possibilities for the defender. If both characters pass the check, whichever one passes the check by the most is the winner, and ties go to the defender. Each round, the defender may again attempt to break free, resulting in the same contested Strength Checks occurring.

Obviously, while wrestling, most weapons are useless except for small ones and it is very difficult to use spiritual powers, especially ones that require the playing of instruments or somatic components - attempts to do so suffer a -4 to -8 penalty on the roll, depending upon circumstances.

As could be expected, not all creatures can be effectively Grappled - very large or unusual ones will be the ones most likely initiating Grapples against the players!

Advanced Combat Skills
The basic Gaianar rules contain a few special combat skills, such as two-handed fighting, combat readiness, and blindfighting that allow characters to gain combat skills that are more complex than bonuses to attacks, parries, damage, and initiative. The ideas in this section expand upon those already given to create more unique characters.

These new skills have been created for two reasons: first, they offer fighter-style characters more unique styles of attack that allow a character to specialize his combat abilities to produce a more unusual fighting style. Secondly, some of the new combat skills focus upon using spells and spiritual powers in combat or improving defensive abilities - these offer useful ways for the classes with few combat points and lousy Batch values to use their combat skill points effectively since such points are usually wasted on weapons that the spellcaster will rarely use.

If there is any concern over giving such power to the players, don’t forget that villains and NPC’s can have these powers as well! One should fear a high level foe with multiply special attacks at his disposal! 

Note: Damage dealt in an attack cannot be reduced to less than 1 (before applying any damage reduction abilities that the target might have), and “melee weapons” include natural weapons, such as claws, hands, etc. 

Unless otherwise specified, NO Advanced Combat Skill can be taken more than once.
Rapid Strike (Combat Skill Points needed: 4)

Allows the combatant to gain an additional attack each round with a -2 to hit and -2 to damage, but combatant forfeits all remaining parries that round. This skill only applies to melee attacks.

Crushing Blow (Combat Skill Points needed: 4)

The combatant may chose to suffer a -1 penalty to hit for an attack in return for each additional point of damage he wishes to deal in that attack up to a maximum of -5 to attack and +5 to damage for an attack. Applies to melee attacks only since you can’t crush with a bow, gun, or similar item.

Bloodlust (Combat Skill Points needed: 4)

Once per round, when wounded in melee combat, the character may immediately make a melee strike at the attacker with a -2 penalty to hit and -2 penalty to damage. This skill only applies to melee weapons. 

Defensive Stance (Combat Skill Points needed: 4)

Combatant gains an additional parry each round. This skill can be used with melee and missile weapons.

Shield Master (Combat Skill Points needed: 4)

When equipped with a shield, the character gains an additional +1 AC from that shield and gains +4 to Parry rolls when using that shield. 

Master of Defense (Combat Skill Points needed: 4)

The character gains a +2 bonus to all Dodge and Parry rolls. 

Deadly Aim (Combat Skill Points needed: 4)

The character may chose to skip one of his attacks in the current round to better focus his aim upon his enemy. In return, all projectiles fired by the character in the next attack in the same round are made at +4 to hit and +2 to damage. Thus, if a character is using a missile weapon that gets 3 attacks in one round, he can skip the first attack to give the bonuses to the second attack, while the final attack would function as normal (or, he could skip the second attack and give the bonus to the third attack as well). This skill only applies to missile weapons.

Rapid Shot (Combat Skill Points needed: 4)

Allows the character to launch an additional missile each combat round, but the missile is at -4 to hit. This skill only applies to missile weapons.

Precise Shot (Combat Skill Points needed: 4)

Allows the character to ignore up to 4 points of AC granted by Cover. Additionally, the target no longer benefits from AC granted by almost all shields (not tower shields.) This skill only applies to missile weapons.

Mental Focus (Combat Skill Points needed: 4)

This power grants the character the ability to better focus his thoughts in the heat of battle. With it, a character gains a +2 bonus to any checks needed to invoke a spiritual power, such as instrumental or vocal checks for a Wishsinger’s songs. 

Battle Caster (Combat Skill Points needed: 4)

This potent, yet risky, combat skill is designed for front-line spellcasters, often multi-class, who do not wish to give up their chance to slug it out in battle. The character declares use of this ability at the beginning of his initiative. 

He may then both invoke a single spiritual power in that round AND make a full attack sequence, though he may not take more than a 5-foot step in that round. However, all checks needed to invoke the power are made with a -4 penalty and all attack rolls are made with a -4 penalty.

Reckless Spirit (Combat Skill Points needed: 4)

When invoked, the caster is able to make his spiritual powers far more deadly. The caster suffers a penalty to all checks needed to invoke a power; in turn, the target(s) of the spell suffer an equal penalty to all saving throws vs. that spiritual power. For example, if the caster suffers a -3 penalty to all checks needed to invoke a power, the target(s) of that power suffer a -3 penalty to their saving throws. This penalty to checks and saving throws cannot be more than 5 points. 

Incorruptible (Combat Skill Points needed: 2)

This grants the character a +2 bonus to his Save vs. Death Magic and +10% chance to Resist Disease. 

Mental Fortress (Combat Skill Points needed: 2)

This grants the character a +2 bonus to his Save vs. Sleep Charm and +10% Empathic Resistance. 

Juggernaut (Combat Skill Points needed: 2)

This grants the character a +2 bonus to Save vs. System Shock and Save vs. Poison. 

Relic Bane (Combat Skill Points needed: 2)

This grants the character a +2 bonus to Save vs. Magic Weapon and Save vs. Area Effect. 

Enlightened Perception (Combat Skill Points needed: 2)

This grants the character a +2 bonus to Save vs. Spiritual power and +10% chance to Detect and Resist Illusions. 

Creature Combat Skills
This section details combat skills that are mostly used by assorted monsters in the game. While there is technically no reason that players cannot obtain such skills, these skills tend to be quite powerful and have requirements that are difficult for a player to meet. 

In addition, some of the skills are modifications to the results of Critical Successes. These options are provided to allow monsters to be more frightening to the players and represent the awesome power of some creatures that can inflict terrible damage with a good hit. Players should not have access to such powers, expect perhaps through powerful magical weaponry.

Knockback

Requirements: While technically any creature can knock another creature backwards, only truly large and strong creatures should be allowed to use this skill. 

Skill Rules: When making a melee attack, the creature may suffer a -4 penalty to the attack roll to attempt a Knockback on the target. If the attack hits, the victim must make a Save vs. Area Effect with a -4 penalty; if the save is failed, the victim is tossed backwards 10-feet and lands on the ground in addition to taking normal damage. If any object is in the way, the victim stops when he hits the object and both the victim and the obstacle take 1d6 points of damage.

Improved Grapple

Requirements: Another skill that is technically available to any creature, this ability is usually reserved for creatures that regularly grapple with their opponents, using their teeth and claws to cut and crush their foes in melee. 

Skill Rules: When making a grapple attempt, the creature with this skill does not provoke a free attack from the target. Additionally, each round the victim fails to escape the grapple, he suffers maximum damage from the grappling claw, limb, or other appendage. For example, if a large cat successfully grapples a foe and holds him down with both forepaws, the victim would take damage each round equal to the maximum amount that can be dealt by both claws.

Crushing Critical

Requirements: This skill is meant to strike fear into the hearts of players, for it represents the horrific beating a huge and powerful creature can inflict on a critical success. Few creatures should have this ability since several Crushing Critical hits in a row can kill a character of almost any level. 

Skill Rules: When a critical success occurs, the creature with this ability inflicts damage onto the target equal to ¼ of the maximum hitpoints of the target, rounding down. Thus, a character with 60 hitpoints would suffer 15 points of damage from a Crushing Critical. This ability supersedes the normal Critical Success table and can only be applied to melee attacks.

Open Wound Critical

Requirements: This skill represents the ghastly ability some creatures have to inflict deep wounds onto a target that result in the victim quickly bleeding to death. Again, this is a powerful ability and should generally be reserved for creatures that would logically have such a power by virtue of their natural weaponry or some other skill. 

Skill Rules: Anyone struck by a critical success from this creature takes an additional 1d6 points of damage over the next 1d6 rounds. This result supersedes the normal Critical Success table and can be applied to melee and ranged attacks.

Devastating Critical

Requirements: This skill represents the more classical rule of critical hits dealing double damage by virtue of the power and accuracy of the attack. This ability is somewhat more common than the other modified critical skills, though it is still not to be taken lightly. 

Skill Rules: Critical hits dealt by this creature always deal double damage. This result supersedes the normal Critical Success table and can be applied to melee or ranged attacks.

Creature Templates
These rules are used to create a variation of a creature that may represent anything from a being altered by magic or extra-planer forces, to a simply more durable, nasty, or otherwise dangerous version of a normal creature. Gaianar is a world warped by magical energies and strange powers, and it is not at all uncommon for this chaos to make itself manifest by altering or enchanting creatures that roam the wilds. Sometimes, creatures gain such powers by accident, but many times, these potent abilities are acquired through intense effort, magical means, or powerful items or curses. 

Flame Touched 

Template Description: Creatures affected by the flames of magic or nature often gain destructive powers of fire. These creatures radiate heat even when not using their abilities.

Template Rules: Creatures affected gain: +50% fire damage to all physical attacks, the ability to launch 2 firebolts per round in place of attacks that deal 2d6 fire damage as a missile weapon, a Flame Shield that deals 1d6 fire damage to anyone within 5-feet of the Flame Touched creature (can be activated and deactivated at will) and ignites small combustibles, and 50% fire resistance. Cannot be used on Frost Touched creatures.

Frost Touched 

Template Description: Creatures affected by the cold of the grave or the empty polar wastes often gain frigid powers and have a cold aura about them even when not using their abilities.

Template Rules: Creatures affected gain: +50% cold damage to all physical attacks, the ability to launch 2 icebolts per round in place of attacks that deal 2d6 cold damage as a missile weapon, a Frozen Aura within 5-feet of the Frost Touched creature (can be activated and deactivated at will) that causes all within the area of affect to lose one attack per round (cannot be reduced below 1 attack per round), and 50% cold resistance. Cannot be used on Flame Touched creatures.

Storm Touched 

Template Description: Creatures that have withstood the wrath of storms, both of nature and of magic often gain similar powers. Any being with this template has a faint shimmer about them.

Template Rules: Creatures affected gain: +50% electrical damage to all physical attacks, the ability to launch 2 lightning bolts per round in place of attacks that deal 2d6 electrical damage as a missile weapon, a Lightning Cloud that deals 1d6 damage to anyone within 5-feet of the Storm Touched creature (can be activated and deactivated at will) but deals 1d10 damage to anyone wearing metal armor, and 50% electrical resistance.

Stone Touched 

Template Description: Creatures that live in tune with the land or in the depths of the Earth often gain the durability of mountains, and anyone with this ability has skin that looks somewhat like stone or metal.

Template Rules: Creatures affected gain +4 AC and 50% Damage Reduction from physical sources (round the amount of damage reduced down) because of their stone-like skin, and 50% resistance to acids and bases.

Frenzied 

Template Description: Madness and bloodlust are all too common in the wilds of Gaianar. Through magic, corrupting religions, or illness of the mind and spirit, some creatures have been transformed into savage horrors that kill without remorse or hesitation, seeking only carnage. Such beasts are rarely found near civilization, for the madness in their eyes and the blood that is often in their wake makes them rather easy to identify, if not defeat.

Template Rules: Creatures affected gain +6 to their attacks and gain one extra attack per round. They can also continue fighting even when reduced to negative hitpoints, although they drop dead once they hit -10 hitpoints. Frenzied creatures cannot be of good alignment, and suffer a -2 penalty to AC since their recklessness leaves them open to attacks. Note that Frenzied creatures are not always involved in combat, but they have a terrible temper and a love of bloodshed. They also tend to be relatively dim-witted in matters not pertaining to combat.

Spectral
Template Description: Gaianar is a world full of spirits and strange, supernatural powers. Sometimes, beings fall prey to creatures of the spirit world, and thus become partially incorporeal in nature. Encounters with magic and Undead are not the only ways to become Spectral - some Stillpoints can produce a similar result. Regardless of the cause, all Spectral creatures are blurred, ghostly, and are not fully solid since they are only partially of this world.

Template Rules: Creatures affected become partially incorporeal, but retain their type. All melee attacks against them have a 25% miss chance, and all ranged attacks fired from more than point-blank range have a 50% miss chance. In addition, Spectral creatures have a 50% chance of being able to pass through solid objects each round. Note that being incorporeal does not negatively impact the Spectral creature’s own combat abilities.

Fast Healing
Template Description: Some creatures have gained the ability to rapidly heal their injuries and shrug off disease and poison with unnatural endurance. Magic is often to blame for such bizarre abilities, although some are said to have gained their healing powers through something akin to vampirism. 

Template Rules: Creatures affected gain the ability to regenerate 2d6 hitpoints per round. In addition, they gain a +4 bonus on saves vs. poisons and diseases. Finally, creatures with this ability live a far longer than normal life and age very slowly.  

Hulking
Template Description: Strength is life. No matter how such strength is obtained - through magic, chemicals, drugs, or simple mutations, those who are strong stand a greater chance of survival in the harsh world of Gaianar. Unfortunately, such power usually corrupts, and thus many Hulking creatures serve evil, using their obvious size and strength to force others to serve them or suffer terrible consequences.

Template Rules: Creatures affected have twice-maximum hitpoints (a Hulking creature that normally has 2d6 hitdice would have 24 hitpoints.) They also gain: +2 to attacks, +4 to damage (assuming that the attack can benefit from added strength), and access to the Knockback combat skill even if the creature would not normally qualify for it.

Gifted
Template Description: Some powerful beings of every race, through their own abilities or sheer chance, have an astounding number of innate abilities at their disposal.

Template Rules: Creatures affected have up to 6 additional Innate Abilities (GM may chose them or roll for them, depending upon the effects he wants). These abilities function at maximum intensity and do not require a BMS check to activate, though they use BMS normally.

Fortunate
Template Description: Some fortunate beings, by the grace of luck, have the ability to manipulate fate to their favor.

Template Rules: Creatures affected gain the ability to reroll any die roll once per day, though the new roll must be accepted even if it is worse than the old roll. In addition, Fortunate creatures may ignore one Critical Failure per day (treat it as a normal failure).

