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“MOVE”


Maximum Move:  Up to move score


Facing Change:  Up to 1/2 move any facing;  More than 1/2 move change 1 hexside


Attack:  Wild swing only: penalties (see p. 105)


Defense:  Normal


Note:  See Table of Positions for costs. (P.203)


_____ Slam:  May slam when you first enter hex.  QC of DX.  Foe is -2 from the side or if he is not standing.  You win automatically if you enter from behind.  If you slam roll QC of ST.  +2 if you moved more than 1 hex or were running last turn.  -2 if the foe was moving last turn or moved more than 1 hex toward you.  +2 if you have a medium or large shield, -2 if your foe has one.  +2 if you slam from behind.  Loser falls down, winner falls also if he fails to roll adjusted 
