
Reign Maneuvers

Action Penalty Requirements Basic Effect
BASIC
A�ack - - target loses 1 set die, damage
Dodge - - Dodge roll, spoils a�acks that are not wider or higher targeted at you
Parry - something to block with Parry roll, spoils a�acks that are not wider or higher targeted at you or someone nearby 
Move - - 15 feet are free, take a Run action to move further
Aim - no a�ack this round no roll, cumulative +1d next round up to +2d
Called Shot -1d - upgrades one remaining die to an ED for a�ack, otherwise as a�ack
SIMPLE
Display Move - start of combat +1d next a�ack
Feint - close combat target loses 1 set die, counts as aimed next round, cannot be parried or dodged
Pin -1d if trying to keep standing close combat you and target both unable to act until broken
Restrain - close combat spoil target‘s actions requiring the use of arms or legs (your choice)
Shove Trip and Slam against you are +1d close combat target loses 1 set die, pushes back 5 feet, +1d to Trip or Slam next round
Stand - - no roll, stand up immediately during Declare Phase
Tackle -1d, Trip and Slam against you are +1d close combat you and target both downed, unarmed damage, otherwise as Pin
Threaten - start of combat Intimidate roll, morale a�ack equal to width
ADVANCED
Charge -1d, Trip against you is +1d close combat the -1d is the multiple action penalty from Run/Ride & A�ack, damage + damage bonus
Disarm -1d usually close combat the -1d is a called shot to the weapon arm, target drops weapon
Disfiguring Strike -1d close combat, Killing weapon the -1d is a called shot to the head, reduced damage, target loses Beauty & might gain Gruesome
Display Kill -1d strike must kill target damage, Morale A�ack
Knockout -1d usually close combat the -1d is a called shot to the head, special Shock damage
Slam Difficulty 3 close combat, within 100 lbs target downed, special Shock damage
Strangle -1d unless opponent is Pinned close combat the -1d is a called shot to the head, continuing special Shock damage, can be used while Pinning
Trip - close combat free called shot to the leg, penalized and possible downed target
EXPERT
Iron Kiss -2d close combat, Killing weapon one of the -2d is a called shot to the head, delayed automatic damage to the head
Redirect -2d close combat dodge roll, spoiled a�acks can be applied to other targets
Submission Hold -1d unless opponent is Pinned close combat special Shock damage, breaking hold inflicts special Killing damage, target Pinned next round, can 

be used while Pinning

Delayed actions go off simultaneously with other actions.

Actions can be combined with a cumulative penalty of -1d for each action beyound the first.
Draw is no action, but using drawn objects in the same round have their sets‘ width reduced by 1 for timing purposes.


