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MOS COMBAT OPTIONS

Attack Margin of Success Options
MoS

Combat Critical

1 & Add +1 damage to attack
& Bypass Armor: Disregard 1 PR of
Armor

2 ® Add +2 damage to attack
# Bypass Armor: Disregard 2 PR of
Armor
# Increase Initiative +1
# Disarm
# Knock Down
® Pressing the Attack

3 ® Add +3 damage to attack
& Bypass Armor: Disregard 3 PR of
Armor
# Critical Wound
# Knock Back
# Stunned

4 # Add +4 damage to attack
# Bypass Armor: Disregard 4 PR of
Armor
# Feint
# Severe Wound
# Sundering Blow
NOTE: Adding damage and Bypassing Armor
continues to escalate with each MoS.
Bypassing Armor
Used to hit the areas of an opponent that are not
covered by armor to ignore its Protection Rating. The
amount of armor bypassed is determined by the MoS
of the attack roll.
Example: Naadirah strikes at an opponent and
gets MoS +2. The Hero could opt to bypass 2
PR of the armor worn. If they received a MoS +3,
they could bypass two points of PR and do an
additional 1 point of damage.8

Critical Wound

The target suffers a critical wound and must make a
CON or WILL roll. See Critical Wounds, ("Critical
Wounds" on page 362).

Disarm
The target is disarmed and loses an item they were
holding (player decides). If the target doesn’t have any
weapons in their hands or can’t hold an item, they
lose their footing and fall (see Knock Down below).
Feint
The Hero has created an advantage, giving a
+2 bonus that the Hero or a teammate may take
advantage of against the opponent.
Initiative Increase
The Hero may take the option of increasing their
Initiative. This may be done only once during a
combat.
Knock Back
The target is knocked back AVs equal to the Strength
of the attack minus the weight of the Object. Treat
the target as if they are falling in the case of hitting
obstacles in their path.
Example: A Hero with a STR +7 hits an opponent
with a 2 AV weight. The target is knocked back 5
AVs distance. After travelling 4 AVs of distance,
the target hits a wall and takes damage as if they
fell 4 AVs.

Knock Down

The target is knocked down prone ("Prone and
Crouching" on page 345) and must spend an action
getting back up.
Pressing the Attack

The Hero gains some sort of advantage that will
give them a bonus +2 on their next action directed at
the opponent.
Severe Wound

The target suffers a terrible wound and loses 1 Hit
or Mind Points for 4 minus the targets CON/WIL
rounds (minimum of one round).
Stunned

The target is stunned next round ("Stun" on page
361).
Sundering Blow

The target’s weapon, shield, or armor takes damage
from the attack. Reduce effectiveness of the item
by 2. Sundering Blows only affect armor worn by a
target. Natural armor (fur, scales, etc.) is not affected
by Sundering Blows.
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PANTHEON

NAME:

PEFEEERER

B“NES Members

B Chthonic T s
B DeStitUtE [ e
# Doomed/Cursed O

# Known Drunks & Philanderers O
& Old Rivalry O

B RashD
@ Reviled D0
® Under Scrutiny O

# Upstarts O Agendas

BUUNS ......................................................................................................................

@ Authority [
® CCICbl‘ltyD ......................................................................................................................
# Contacts O

# Focused O

& Manse O

£ Masters of KaO

& PatronO

# Peychic Link O
8 Savage [

# Stalwarts O

& Trait Shifter O

& Distinctions™*

BATTACEr [0 s
BEMissary [0 s
Bleader O
& Mender O
#Schemer O # Renown: Average of the groups Renow
& Warlord O # Hero Points: The number of members
# Dominion (J # Grandeur: 10 + Fortitude + 1 for every 25 Renown of the pantheon’s
# Followers O Renown.
# Monument O
& Sphere of Excellence O Renown and Pantheon Advancement
# Titan O As the pantheon progresses, they may advance their pantheon’s Boons
*NOTE: The following Boons can or raise an Attribute, but not at the same time.
only be attained once the pantheon Every 25 Renown: Pick a Boon or Raise Attribute™ by one

has at least four other Boons. **= Authority, Fortitude, Insight, Might, Mobility
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