
New Ways to Hit! Decapitated by Hogan 
 

Are you getting tired of just killing your enemies with a single blow, or see them take hit after hit without showing any 

sign of pain? Well, here is the answer, with these rules you not only get the chance to humiliate your enemy by cutting 

off his fingers one by one or by knocking him unconscious while he is standing guard, you also get a chance to divide 

your attacks at multiple enemies. 

 

CUTTING LIMBS 

 

Using this rule, you get the chance to "unarm" your enemy for a real impressive show of skill. 

An attack on a major limb (arm, leg, neck etc.) must be made with a slashing weapon, and goes for a Called Shot, which 

means that there must be an announcement for the attack before it is made. Thereby you get a +1 to initiative, and 

penalties to the attack, according to any Called Shot Table. 

In order to cut one of the major limbs, you must cause damage to the same limb equal to: 

 

T SIZE : Impossible to hit something that small without creating a mess. 

S SIZE : ½ * CON 

M SIZE : CON 

L SIZE : 1½ * CON 

H SIZE : 2 * CON 

G SIZE : 3 * CON 

 

If you are going for the smaller parts (fingers, toes, ears etc.), you don't have to cause that much damage, but you get a 

more difficult time hitting these parts. This means you get a +2 to initiative, penalties as on the Called Shot Table, and 

you must cause damage equal to: 

 

T SIZE : You must be nuts trying to hit something this size! 

S SIZE : ¼ CON 

M SIZE : ½ CON  

L SIZE : ¾ CON 

H SIZE : CON 

G SIZE : 1½ CON 

 

KNOCKING UNCONSCIOUS 

 

In order to knock an opponent down with a single blow, you must first of all use a blunt weapon (Mace, Staff, Club or 

the flat side of a Sword), and you must attack with surprise or from behind in order to succeed. Going after the most 

vulnerable place of your enemy's head, you only do half damage (¼ for the flat side of swords), even if you don't 

succeed knocking him down. If you hit, you force your opponent to make a Constitution-check: If he succeeds, nothing 

happens (except for the damage caused by the hit), but if he fails, he falls unconscious for 1d10 rounds, waking up with 

a thundering head-ache, wondering what dragon landed on him. 

 

STRANGULATING PEOPLE 

 

This method is most often used by assassins and other cut-throats. 

A victim of this method will find himself fast running out of air, he will be able to hold his breath for a number of rounds 

equal to 1/3 his Con (half the amount if he/she is fighting against the strangler) - 1 round. When the character has run out 

of breath, he must make a Con-check in order to stay alive, and each round thereafter he must make another check with a 

cumulative -2 penalty. When he finally fails a check, he dies. 

 

(See also “Dungeoneer's Survival Guide” page 12, under Holding One's Breath, if available!) 



HITTING MULTIPLE ENEMIES 

 

Perhaps your mighty fighters sometime face an enormous assault by hundreds of Orc or Goblins, creatures that he only 

can hit with a single strike of one of his long swords (he is specialized in his weapon of choice and also has the 

Ambidexterity proficiency). But when six creatures are surrounding him, he can still only bring all his attacks to bear on 

one enemy, and with one hit to kill, the rest of his attacks are useless…. Not!! 

 

Here are some rules that should make it possible to attack more than one creature in a single round. 

 

Missile weapons 

Missile weapons like Arrows, Darts, Daggers and Slings can easily be divided among multiple enemies, provided they 

all are within your line of sight (not one before you and another behind you!). The first missile you launch is without 

penalties but thereafter you suffer an additional penalty of -2 on each missile you fire at a new enemy. 

EXAMPLE: Launching three daggers, at three different enemies, will give the following penalties: 

1
st
 dagger: 0    2

nd
 dagger: -2 3

rd
 dagger: -4 

  Launching three daggers at two different targets: 

  1
st
 dagger: 0    2

nd
 & 3

rd
 dagger: -2 

 

Two Weapons 

Striking with two different weapons, one in each hand, is much more difficult, but possible. 

But since you concentrate everything at hitting, you are neglecting your parrying, and therefore you suffer an armor 

penalty of -1 every round you use this manoeuvre. No matter how good you are you will never be able to hit any other 

than the three persons standing in the front of you (see picture). 

 

 

 

Normally you will suffer the following penalties when attacking with two weapons 

(even if you've learned the Two-Weapon style from Fighters Handbook): -1, -3, -5, 

but if your fighter is born with Ambidexterity, it will be: 0, -2, -4 

 

 

 

 

EXAMPLE: You divide your three attacks among three enemies (you got Ambidexterity): 

  1
st
 attack: 0     2

nd
 attack: -2 3

rd
 attack: -4 

   

You divide your three attacks among three enemies (without Ambidexterity) 

  1
st
 & 2

nd
 attack on 1

st
 enemy: -1  3

rd
 attack on 2

nd
 enemy: -3 

 

Using the same weapon 

As with the Two-Weapon-attack, you will only be able to hit the three enemies directly at you front, but you will not 

suffer the penalties of lower armor class. 

 

When you are specialized in your weapon, your penalties will be -1, -4, -7 

Without specialization, they will be -2, -5, -8 

 

The highest penalties will only apply when you switch your attacks to another enemy besides the one you send after your 

last opponent. 



DIRTY TRICKS 

 

Every Streetfighter worth his salt know that in a tavern brawl or any other situation where unarmed combat is the 

primary option, its not necessary the strongest, the most powerful or the most intelligent who wins… its the one who has 

most dirty tricks up his sleeve! 

Coming up are a few suggestions for popular dirty tricks intended for unarmed combat situations. When using weapons, 

it’s a whole different set of rules that are to be used! 

 

Kick in the Crotch 

One of the most vicious attacks known to Man. Used by all kinds of scum of the street plus an assortment of angered 

ladies of all social levels, the Kick in the Crotch has won planewide popularity. 

A kick is resolved as a called shot with a penalty of –6 to hit. It will count as two attacks if the user has more than one 

each round. The kick can be applied in two ways by different bodyparts, depending on how close the opponent stands. 

 

Knee – If in very close contact with the opponent, like when wrestling, the knee can be used to apply the kick in the 

crotch. This calls as a called shot with a +1 to initiative. A successful hit caused 1d4 in damage, with a saving throw vs. 

Breath Weapon allowed for half damage. 

Feet – This mode of kicking requires a little more space between the opponents and takes more time to aim (a +2 to 

initiative), but it also allows for more force in the kick. A successful hit deals 1d6 in damage with a saving throw for 

half. 

 

In both situations, the opponent thus hit must also make a con-check at a –2 penalty. He must succeed in order to avoid 

going down with pain for 1d4 rounds, unable to defend himself or concentrate on much else than moaning in pain.  

In both situations, females has a +2 bonus to their saving throw (it’s more difficult to damage their intimate parts), but 

the kick will usually work on all humanoid creatures with an apparent sex, even if you normally need magical weapons 

to hit them. Animals are considered too difficult to affect by the kick, and sex-less creatures like oozes and similar are 

by no means affected. 

The kick cannot be used on creatures 2 size categories larger than the one applying the kick, and people in plate mail or 

better armor, are too well protected to be affected. In the latter case its even possible that the one giving the kick might 

take damage himself! 

A victim who takes a successful kick to the crotch, must suffer the possibility of not being able to father children in the 

future. This chance is 2% for men and 1% for women, but is not cumulative with damage from further kicks. 

 

Poke in the Eyes 

Another dirty trick in close combat is the Poke in the Eyes-manoeuvre. 

The trick is used at extreme close contact by fisting the hand so as two fingers stick out, and then plough the fingers 

directly into the eyes of the opponent. The manoeuvre must be performed barehanded, or maximum wearing leather 

glove, and goes as a called shot with +2 to initiative and a –8 penalty to hit. No other attack can be made with that hand 

in that round. 

If the attack is performed successfully, the victim takes 1d2+1 points in damage, but will be blinded for the next 2d6 

rounds, taking the required –4 penalty to any action normally requiring a sight.  

Those wearing a Full Helmet or are without any visible sensory organs, are considered immune to this move. If the eyes 

are protected by glasses or similar, a successful strength check is needed to break those protective devices. 

  

Tickling 

Not a dirty tricks by all means, and definitely not useable in most situations, the tickling manoeuvre is best used when 

going for the humiliation or subduing of the opponent. 

To use the tickling manoeuvre, the person must successfully make a hold-manoeuvre in wrestling, and can then, in the 

following round, apply the tickling. Not everybody is ticklish though, and it takes a successful wisdom check to 

determine if and where the opponent is ticklish, and then a successful attack roll to access the place. If all these 

conditions are met, the tickled opponent is allowed a con-check. If missed, he will be overcome by laughter, unable to 

make any reaction for as long as the tickling continues. A new con-check is allowed every other round the tickling is 

carried on. No new attack roll is needed, unless the hold is broken (the only reaction allowed).  

The tickling can maximum continue for 1d20 rounds, minus one third of the opponents con score, by then the victim is 

to tired to laugh anymore and can take normal actions. However, she is considered to have her constitution lowered by 4 

points (to a maximum of 1) for the next turn. 



Dirt in the Face 

A manoeuvre best performed outdoors when the combat goes against you, is the traditional Dirt in the Face move. 

Best performed by secretly collecting a handful of dirt from the ground (under cover of recovering yourself from a 

knock-down for example), and then quickly throwing it into the face of your opponent. The move is made as a called 

shot with a +1 (+3 if you have to scoop up the dirt first) to initiative and a –3 to hit. Furthermore, one must forego any 

attack routine normally performed by that hand. If successful the victim must make a saving throw vs. petrification with 

a –4 penalty, or become blinded for 1d6 rounds. If he is wearing a full helmet, glasses of other eye-obscuring device, an 

unmodified saving throw vs. petrification is allowed. 

The manoeuvre can also be performed with snow, except that the amount of time the opponent will be blinded will be 

halved to 1d3 rounds 

 

These manoeuvres are meant to add a little spice to an unarmed between two opponents, but they can also be used in 

armed combat where one or more opponents have a hand free. Trying a manoeuvre and still make an attack calls for 

additional penalties and you must have more attacks to use in that round. Players and DM are advised to try not to make 

every other manoeuvre a Kick in the Crotch or similar, just because a lucky kick can render an opponent virtually 

defenceless. Also, the fun of the manoeuvre is lost if everybody are aiming all their attacks at the opponents intimate 

parts.  

 


