






























































CORRECTED EXAMPLE 
 
Offense, defense, and rolls 
Each allocates bonuses, from a base of +Q for both offense and defense. The Baron starts even 
with +5 for both, but Charu is more bloodthirsty and allocates +12 offense and +2 defense.  
 
Version 1 
Each rolls 2d6; the Baron’s total is 5 and Charu’s is 10 (!). 

• The Baron’s offense = 10 vs. Charu’s defense = 12; Charu doesn’t even need his off-hand 
axe to block. 

• Charu’s offense = 22 vs. the Baron’s defense = 10, hitting with a difference of 12 points. 
Adding Charu’s Brawn 6 and the +1 bonus for his axe gives a BQ total of 19 points. 

 
The Baron’s armor stops 10 points, for 9 remaining. 4 come off the Baron’s Brawn, reducing it to 
1. 5 come off the Baron’s Quickness, reducing it to 1 as well. He is effectively out on his feet, 
barely able to fight. Given a strong advantage in the rolls, Charu’s nearly total emphasis on attack 
has paid off. 
 
Version 2 
Let’s try that again with the opposite rolls, with the Baron rolling 10 and Charu 5. 

• The Baron’s offense = 15 vs. Charu’s defense = 7, hitting with a difference of 8 points. 
Adding the Baron’s Brawn 5 gives a BQ total of 13.  

• Charu’s offense = 17 vs. the Baron’s defense = 15, hitting with a difference of 2 points. 
Adding Charu’s Brawn 6 and +1 bonus for his axe gives a BQ total of 9 points.  

 
Charu’s armor stops 7 points, and his off-hand axe stops 1d6 more, in this case 2, so he takes 4 
BQ damage. 2 come off his Brawn, reducing it to 4. 2 come off his Quickness, reducing it to 6. 
The Baron’s armor stops 10 points, exceeding the BQ of 9, so he takes no damage. Given a strong 
advantage in the rolls, the Baron’s balanced tactic has whittled away some of Charu’s starting 
advantage. 
 
Situational bonus die 
The phrase “in a fair fight” was inserted in order to focus on offense and defense. However, as I 
now see it, a situational bonus die ought to be applied no matter what, even on both sides if 
applicable – but never not applied. 
 
So, that means a lot more needs to be known about the circumstances. They’re on a wide forest 
road, with neither holding the high ground. One guy in mail and helm, with a sword; the other 
guy in lighter armor, with a short axe in either hand. Call me biased, but I think the Baron gets the 
bonus die. So let’s try the outcomes again, given a bonus die roll of 3. 
 
For the first version, where the Baron’s roll is 5 and Charu’s is 10: 

• The Baron’s offense = 13 vs. Charu’s defense = 12. This turns out differently; Charu is 
hit for 1 + 5 = 6 BQ.  

• Charu’s offense = 22 vs. the Baron’s defense = 13, hitting with a difference of 9 points. 
Adding Charu’s Brawn 6 and the +1 bonus for his axe gives a BQ total of 16 points. 

 
Charu’s armor stops 7 points, but if we wanted, it probably would be more fun to have him block 
some of it with his off-hand axe (one-die roll) before getting that far.  
 



The Baron’s armor stops 10 points, for 6 remaining. 3 come off the Baron’s Brawn, reducing it to 
2. 3 come off the Baron’s Quickness, reducing it to 3. He’s hit pretty bad. 
 
For the second version, with the opposite rolls, with the Baron rolling 10 and Charu 5: 

• The Baron’s offense = 18 vs. Charu’s defense = 7, hitting with a difference of 11 points. 
Adding the Baron’s Brawn 5 gives a BQ total of 16.  

• Charu’s offense = 17 vs. the Baron’s defense = 18, ineffective.  
 
Charu’s armor stops 7 points, and his off-hand axe stops 1d6 more, in this case 2, so he takes 7 
BQ damage. 3 come off his Brawn, reducing it to 3. 4 come off his Quickness, reducing it to 4. 
The bonus die clearly made a big difference, as in this case, the Baron ends up clearly in the 
advantage. 


