CREATURE MOVEMENT


The movement number (listed on the character sheet under Flying, Agility, or Swim) is the maximum distance in hexes on a level plane that the character can traverse in one round.  In practice this means that Creeping = up to 1/6 movement, Walking = up to 1/3 movement, Jogging = up to 2/3 movement, and Running = up to FULL movement.


The following are general rules for handling movement:  

- While Creeping, a character can use cover,  sneak,  pass obstacle (mine) fields, make detailed observations, and engage in activities requiring concentration.

- While Walking, a character can engage in activities that do not require concentration.  If the activity requires concentration, he must save vs. an appropriate ability score (i.e. casting magic would require the caster to make a save vs. Dexterity).  

- While Jogging, a character can only engage in activities if he makes a save against an appropriate ability score (with some exceptions such as when hurling a spear or launching a kite).

- While Running, the only activities that can be made are those relating to movement (leaping, butting, etc.).

PASSAGE IMPEDIMENTS

Tetro-tacks, sharpened sticks, and other impaling devices are often deployed to impede movement. Triplines, barbed wire, and other impeding obstacles are treated similarly.  At Creeping speed, these obstacles can be safely passed through.  At Walking speed they cause normal damage if you fail to save vs. Agility.  At Jogging speed they cause double damage if you fail to save at -2 (or more) vs. Agility.  At Running speed they cause double damage if you fail to save at -2 or -3 vs. Agility, and triple damage if you fail -4 (or more).

CHARGING


A character is considered to be charging if while not engaged in other tasks, they consecutively traversed at least 6 hexes of distance towards a targeted victim (impacting before this results in a mere close combat engagement scenario).  Charging characters may not dodge while charging.  Victims being charged may require a morale check.  If the charger scores a hit with a momentum weapon (such as a lance or a horn) the victim receives that weapons full damage.  Charging characters who manage to impact with a victim (even if not with momentum weapon) have a +3 chance of knocking the victim down (roll against victims Agility).  Victims knocked down, or any creature already in a prone position in the charge path, may be attacked with a trampling attack as well (each trample attempt reduces the rounds maximum charge distance possible by at least one hex).

ACTIVELY DENYING PASSAGE

Defenders armed with pole-arms (including bayoneted muskets/rifles) can state at the beginning of a round that they are attempting to “deny” passage through any/all hexes in the hemisphere ahead of the denying defender that are within reach of the weapon.  The home hex occupied by the pole-arm wielder himself is never considered a denied space, and is treated like any normally occupied hex.  Denying passage by threatening harm from the pole-arm is the defenders only action for that round, and the defender may keep multiple opponents at bay, or even selectively allow certain characters to pass unharmed.  However, if the pole-arm wielder becomes directly struck in combat at any time during the round, his ability to deny ends for the remainder of that round, although he may possibly be able to engage in normal combat with the opponent(s) who struck him.  

A character may attempt to pass through a denied space without engaging the defender in combat, but he will be subject to being potentially targeted and hit by the defenders pole-arm for normal damage. A hit character must then retreat back and remain at bay for the remainder of the round. Characters moving at Creeping or Walking speed, can avoid the denying defenders hit by saving vs. their Dexterity.


If a character CHARGES through an area being denied by a pole-armed defender, he will always be able to storm past (whether he is hit or not). If the defender chooses he may automatically hit the passing charger with his pole-arm, and as a result that charger will receive triple the pole-arms normal damage.  If multiple chargers attempt to rush past the defender, the defender must choose which charger, if any, to automatically score his hit upon (all the other CHARGERS in the rush will slip past unharmed that round).  
