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Hostilities
The  combat  system in Adventures  in  the  New 
Kingdoms  applies  to  both  physical  combat  as 
well  as  hostile  social  interaction.  In  physical 
combat  the  system breaks  down into  5 second 
combat  rounds,  whereas  in  social  hostilities  it 
can take minutes, hours or even a day per roll. 

Initiative
No matter the form of conflict, someone always 
has the initiative; the ability to act first or react 
quickly to the actions of their opponent. At the 
beginning  of  the  combat  round,  each character 
rolls 2d6 and adds his Skill to the roll. The player 
then takes a chip with that number on it from the 
table – if there are no chips with that number left 
on  the  table,  then  take  a  chip  of  the  next 
available lower number. 

Initiative Chips are placed on the table prior to 
play. For a small group, a set of chips numbered 
2 to 20 should suffice, but for larger groups the 
Game Master should provide 2 or more sets in 
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different colours and once the chips have been 
taken  for  the  round,  roll  to  determine  which 
colour is the “higher” colour when breaking ties 
between initiative counts.

The  Game  Master  begins  calling  for  actions 
starting  with  chip  2,  and  working  his  way 
upwards. When a number is called,  a character 
with that chip (providing they haven't  played it 
already to act that turn) must place the chip on 
the table and declare his action for the round.

Any player with a higher number than the chip 
called can put his chip on the table and declare 
his action for the round. If another character has 
a chip with a higher number, they can interrupt 
this action by putting their own chip down and 
declaring their action. 

Actions are  resolved  in  the  order  of  the  chips, 
starting with the highest chip on the table. Once 
these actions are resolved, the Game Master calls 
the next number upwards from the last call, and 
continues until all the initiative chips have been 
played before starting a new round.
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Physical Combat
In classic “trying to kill you” combat (melee or 
missile or magical), we run the game in a series 
of  combat  rounds.  Each  round  is  roughly  5 
seconds long,  and during that  time a  character 
can  be  involved  in  one  attack,  any number  of 
defensive rolls, and can move.

Movement
In a combat round a character can move 20 feet 
and still be able to fight as normal, or 40 feet and 
be able to defend as normal but not attack.

Attacking & Defending
When a character announces he is attacking an 
opponent, combat rolls occur. Both the attacker 
and the defender roll their combat dice (Skill + 
Talent  +  Trainings  +  2d6).  The  high  roll 
succeeds and damages the person with the lower 
roll. Each weapon has it's own damage chart (see 
Book  5:  Equipment)  and  a  d6  is  rolled  to 
determine the damage dealt. If the results of the 
attack adn defense roll is a tie, then neither party 
deals damage.
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If  a  character  has  already  been  engaged  in 
combat  that  round,  whether  he  succeeded  or 
failed  to  damage  his  opponent,  any  further 
combat  rolls  for  the  turn  cannot  harm  his 
opponent – if the character loses he takes damage 
as  normal,  but  if  he  wins  he  does  not  deal 
damage.  Various  specialized  trainings  can 
increase the number  of  opponents  a  combatant 
can hurt in one round, and these are indicated in 
the appropriate Callings books.

Armour and Shields
The assumption in the weapon damage tables is 
that  all  adventurers  are  wearing  light  armour. 
However, adventurers are given three choices of 
armour to choose from – no armour, light armour 
or heavy armour.

● An attack against a character in light armour 
gains a +2 bonus on the damage die roll.

● An  attack  against  a  character  in  heavy 
armour gains a -2 penalty on the damage die 
roll.

● A shield provides a further -1 penalty on the 
damage die roll.
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Critical Strikes
Any attack that rolls a natural 12 on the attack 
will land unless the defender also rolls a natural 
12 on his defense roll.

On such a critical strike, the attack deals double 
normal damage. Further, a critical strike against 
a  minor  NPC or  monster  will  instantly  render 
that opponent hors de combat unless it makes a 
successful difficulty 12 Willpower check.

Damage
No matter the source of the damage - physical or 
social  or  magical  –  all  damage  is  handled  the 
same way in the New Kingdoms. Each character 
has a Fortitude trait that is double the character's 
Talent + Willpower. Damage dealt to a character 
is subtracted from this trait.

Adventures in the New Kingdoms – Book 4 – Page 6 



Adventures in the New Kingdoms – Book 4 – Page 7 



Adventures in the New Kingdoms – Book 4 – Page 8 


