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CTPYKTYPA XOAA U ®A3bl (cTp. 38-40)

/irpa = HeCKO/bKO payHA0B; payHA = Mo OAHOMY XOAY Ha Urpoka.
B xony oaunH urpok Active, octanbHble Reactive; Korga akTUBHbIN
UrPOK 3aKOHYW, POJIN MEHSIOTCA. AKTVBHBIA UFPOK BCErfa OAMH.
AKTMBHbI MTPOK NPOXoaunT 4 ¢ha3bl:

i. Strategic Phase — mMozenim akTMBHOro Urpoka MoryT 06baBAaThb
npumMmeHnMble Abilities, Items, Stratagems (cTpaTaremsl Leader —
TONbKO 34€eChb).

ii. Upkeep Phase — Bce /Irpoku BblAaoT KaXk4ov NoAXOAsLLEN
mozenu AP, paBHble eé Stamina.

iii. Tactical Phase — cepus Activation Sequences (Huxe).
3aKaH4MBaeTCs, Koraa y akTUBHOMO UrPOKa He 0CTanochb
NOAXOAALLMX MOLENIEN NN MO ero XeNaHuIo.

iv. End Phase — pa3spewatoTcsa npuMmeHuMble 3¢ dekThl; 0ba
urpoka cbpacbiBaloT HemcTpadeHHble AP.

AKTVBMPOBAaTb BCe MOAE/N He 0083aTesIbHO; NopsaoK /obo, n

MOXHO MepeKIIYNTLCA Ha APYryo MOAEsb A0 TOro, Kak rnepsas

notpatuia sce AP.

ACTIVATION SEQUENCE — 5 LLIATOB (cTp. 41-44)

1) Activation Step. AKTVBHbIN Urpok TpaTuT 1 AP Mmofenu un
aKTMBMPYET eé (cpabaTbiBaloT IPMEKTLI «MPU aKTUBALUN»).

2) Movement Step. O6bsBuTe Normal unu Special Movement +
BCe OTHocALMecs K Hemy HaBblky (Dash, Climbing, Leap, Flight,
Flicker...). Mopenb moxeT BoiTn B Crouched nnn oTMeHUTL ero B
Ha4ane nmbo B KOHLE. 3aTEM ABVKEHNE; NYyTb HY>KHO MOKa3aTb.

3) Reaction Step. PeakTuBHbI UrpoK 06bLABNAET pearnpyioLime
mopenu n fencteme Kaxgon — cM. 6,10k PEAKLLUN Huxke.

4) Action Step. AkTuBuposaHHasa mogesnb 0bbsasnaget Normal nnm
Special Action; pns Attack — uenm n cpepcTsa.

5) Resolution Step. MoaudgrkaTopsl = Bce 6pOCKM (BKIL.
Confrontation, cTp. 28) = Hits patoT Damage Rolls; uenn moryT
6pocatb T/AG 1 T.n. AN npefoTBpalLeHuns. YpoH, sddekTbl 1
CNOCOB6HOCTU MPUMEHSAIOTCH O HOBPEMEHHO;
cocTosHua/Wounds/pe3ynbTaTbl HaBLIKOB — nociefHuMu. Ecnu
ABa 3dekTa He MoryT BbITb OAHOBPEMEHHBIMI, MOPALOK
Bbl6MPAET aKTUBHBIA UTPOK.

* LeHa: 1 AP 3a Mmogenb; Ha O4HY aKTUBaLMIO MOryT pearmposaTb
Heckonbko Mogenen — feincTerne 06bABASETCA A9 KaXK 0.
Llenb Reaction — ToNbKO aKTUBMpPOBaHHAA MoAesb.

* Hy>xeH LOS Ha aKTnBMpPOBaHHYO MoAenb B 1060 To4ke eé
LBVDKEHWS; €C/IN OHa MpoLUsia BHYTPU Ballell Awareness, MOXXKHO
pearupoBaTb Dodge u 6e3 LoS.

Y10 MOXeT 06bABUTL pearupylowas Moaenb (ToNbKo
Normal Actions; Special Actions n Special Movement —
HUKorgpa):

Attack — 06baBUTH TN U cpencTBa (Ranged/Melee, HaBbIKK,
npeameTsbl, Combat Arts); STK pearupytowero = 1. Ranged:
yKa3aTb TOYHYIO BUAMMYIO TOHYKY Ha NyTU ABUXKEHNS Len.

Dodge — efunHcTBeHHas Reaction, poctynHas 6e3 LoS (ecnm uenb B
Awareness).

Assist — Ha cebsa nnm gpyrux co3HMKOB (Hanp., 3alWnTHbIe
3aKJNHAHNA).

Perceive — npoTuB xeToHa (Hanp., Shrouded) akTBNpPOBaHHOW
mozenun B Awareness; npu LoS koHBepTupyeTcs B Attack npotus
Shrouded/Flying (cM. HuXxe).

Nothing — Hnyero He nenaThb (B T.4. BbIHYXXAEHHO, Hanp. nNpu
Panicked).

Ecnu mopenb Engaged — Tonbko Melee Attack / Assist (Ha cebs) /
Dodge.

Attack of Opportunity: pearnpoBaTb MOXXHO NOCPeLN ABUXEHUS
— B TOYKe, rfie Bpar (MpefnofioXXnTenbHO) BXOAUT B Bawl Melee
Reach; 3aTem 3amep. BHe Reach - 6e3 achhekTa, 1 nocne AoO
(maxke HeygayHon) mogens 6onblie He pearnpyeT B 3TON
Sequence. Ranged AoO no nayuiemMy Ha BaC — 3aKOHHa; eC/in OH
3aTem 06baBNT Melee Attack, 6yaeT Confrontation.
MogaungukaTopbl — Kak 06bI4HO.

MpoTtus Shrouded/Flying aTakylowero: pearvposaswimnin Dodge
unm Perceive ¢ LoS moxxeT npeBpaTnTb Mx B Attack cpa3y nocne
Action Step Bpara.

HeogpuuymanbHas namatka, koHaeHcaT EC Skirmish Rulebook 2025 (v1.6). B ckobkax — cTpaHuUbl pysbyka.

ABWXXEHUE (cTp. 20, 51-52)

Normal:

Idle — cTOATb; MOXXHO NoBepHYTLCA (MeHseT LoS). Oba3aTeneH
nepen Special Action.

Walk — nBuxeHue go SPD.

Special (ecnu ob6baBneHo, B Action Step — Tonbko

Nothing):

Climb — SPD nononam (BBepx); NpeoaosieBaeT BepTMKabHble
noBepxHOCTU Bhiwe Hitbox. Jlioboe feincTBue kpome Nothing Ha
cTeHe - nageHue (Fall Damage). MOXXHO 3aKOHYUTb ABUXEHME Ha
CTeHe.

Jump — ancTaHuns po ¥ SPD, no npamoi/anaroHanv/napabone.
He xBaTnno, Ho Bepx Hitbox moctan no Kpas - NOATAHYTbLCA Ha
Kpaw; nHaye BepTuKasbHOE NafeHne B KoHUe %2 SPD (npoBepuTb
Fall Damage).

Run — pgBmxeHune go 2x SPD.

Obwee: nNyTb 06bsABNSETCA 3apaHee; 360° LoS B ABMKEHWM; CKBO3b
COI03HMKOB MOXXHO, CKBO3b Bparos Hesb3s; Base Contact ¢ Bparom
3aKaH4YMBaET [B/KEHNE; Hesb35 3aKOHYUTb C NepeceyeHnem
Hitbox; npenaTcTBma < ceoero Hitbox — 6ecnnaTtHo;
NECTHWLbI/MOBEPXHOCTU y>Ke NOACTaBKN — ABOWHAA LieHa.

NORMAL ACTIONS (cTp. 53-58)

O6bI4HbIe [lencTBus. X MOXHO 06BSBNSTL M MPU aKTUBALLUMU, U

Kak Reaction — B oT/imyme ot Special Actions, koTopble TpebytoT

cHavana o6baBuTh Idle n He BbiBatoT Reaction. Bcero ux Bocems:

Assist — Lenb: ceba nm Co3HUKOB (HyXeH LoS), 06bABNEHHbIMI
HaBblKaMu/NpeaMeTaMun/3akJIMHAHUAMY NoaaepKKKM; STK>1
MOXHO pa3fennTb MeXay CTOIbKAMU LeasMu.

Attack — cm. 610K HuXKe.

Death Blow — B Base Contact ¢ Incapacitated sparom: oH
cTaHoBuTCA Dead aBTOMaTU4ecku, b6e3 bpocka.

Dodge — 6pocok AG (1 Kyb); ycnex nrHopupyeT HeEKpUTMUYECKMe
Hits. He 661710 LOS HUM B 0HOI TOYKE OBUXEHNSA Bpara - 6pocok ¢
nonoBuHHOM AG. [laxxe npu nposasne, B KOHLe Resolution:
nBXeHne 10 %2 SPD (BBepx OKp.) B Jilobyl0 CTOPOHY M/Un BXO4 B
Crouched / ero otmeHa. Engaged-moaens MoXeT BbIATH U3 60
3a npegensl Reach (pa)ke npu nposane). HeCKONbKO aTaKyoLLMX
- 0TAeNbHbIA 6pocoK AG NMPOTMB KaXxAoro. MoXXHO ynacTb C Kpas
(Fall Damage).

Interact — B Base Contact c o6bekToM Quest; 6pocok aTpubyTa,
yKa3saHHoro B Quest.

Nothing — Huyero He genaTb (06g3aTensHO nocne Special
Movement).

Perceive — 6pocok INT npoTus xeToHa (Shrouded, Intrigue...) B
Awareness (LoS, ec/im He CKa3aHO MHOE); yCNex pacKpbIBaeT ero.

Trade — o6meH ntobbIM YCIOM NPUOOBPETEéHHBIX (He 6a30BbIX)
npenMeToB C CO03HMKOM B Base Contact.

SPECIAL ACTIONS (cTp. 59-60) — cHavana

o6basuTth IDLE; He Kak Reaction

Issue a Duel — T0/1bKO YneHbl U3HaYanbHOW NapTun. Ecnm Bbi3oB
npuHAT, AP obonx 4emnumoHoB cbpackiBatoTca Ao Stamina;
OCTaJibHble He AeiCTBYIOT; BMeLLaTeNnbCTBO = aBTONOPaXKeHue.
KoHew nyanu (u nrpsl), korga oamH Incapacitated/Dead;
nobegntens +6 VP, Hn4bs 3/3.

Ritual — cotBopuTk Conjuration-3aknuHaHue 6e3 6pocka (onnaTuTb
Mana; npu3biB B Base Contact) nnu 3aknnHaHus, BOCTYMNHbIE
Tonbko 4Yepes Ritual.

Uncover — 6pocok nonosuHHOro INT: cHaTb Hidden co Bcex
BPaXKeCknx Mofenei/npeaMeToB B Awareness.

ATTACK (cTp. 53-57)

061baBUTbL HaBblk(K) + ognH Combat Art + 1 npeameT uamn 1
3aKJIMHaHuMe. Ycnex: 6pocok < MoauduumpoBaHHoro atpubyTa (1
Bbiwe 6pocka Bpara npu Confrontation).

ATpubyT: Melee-npeameT — OFF (akTuB) / DEF (peakTuB);
Ranged-npeameT — ACC; 3aknnHaHme — INT (ecnm He ckasaHo
nHoe). Unarmed u Shield Bash goctynHbl Bcerga (Unkeen; PW T /T
nnun AG-3; Shield Bash: Knockback 1).

Strike: ky6oB = MoanduumpoBaHHbIn STK. Y pearupytoLlein mogenm
STK = 1. AKTUBHbIN STK>1 MOXXHO pa3fennTb MeXAy CTONbKUMU
uenamu; Confrontation — oToeNbHO MO KaXXA0M Lien 3a KaXkabln

vk.com/eldfall_wargame eldfall-wiki.ru


https://vk.com/eldfall_wargame
https://eldfall-wiki.ru

ELDFALL CHRONICLES — LUNMAPrAJIKA

Skirmish Rulebook v1.6 - cTp. 2/2

Strike.

PeakTuBHaa Ranged Attack: Takxe yka3aTb TOYHYIO BUAVMMYIO
TOYKY Ha NMyTu LBUXeHWs, rae uens bynet obcTpensHa.

YpoH: 6pocok = PW — ARM - 1 Wound (npumep Ha cTp. 44).
COVER — MPOTUB RANGED ATTACKS (cTp. 55-56)

Light Cover — atakylowemy
-2

Heavy Cover — aTakylowiemy
-4

0O6beKT MeHbLLe/ToHbLIE
mogaenun; coctossHue Crouched,;
Ha BO3BbILLIEHUN, YaCTUYHO

O6beKT Bbile U wnpe moaenu,;
cnnowHaA CTeHa Ha
BO3BbILLEHNN.

CKpbIT MepcneKkT1Bon.
Hy>xHo 6bITb B Npedenax 1" oT Aekopauun Bbilie NOACTaBKM, XOTS
6bl yacTU4HO ckpbiBatoLeln Hitbox oT LoS aTakytowero. Eciu
MOZeJib B KAaKOM-TO TOYKE OBMXKEHUS BHE 3TOro 1", B 3TOT MOMEHT
€€ MoXHo 0bcTpensaTb. Targetless (Hanpumep, AoE B 3eMito)
urHopupyeT moaucdukatop Cover. YTo cHUTATb TSXKENLIM/NErKUM
YKPbITVEM — AOrOBOPUTECH O WUrpbl.

(RANGED) FRIENDLY FIRE (cTp. 57)

Ranged Attack 6e3 AoE no Bpary B Base Contact ¢ Bawwmm
COK3HMKOM: CyMMUPYIOLLMACS —4 3@ KaXXA0ro TaKoro
COIO3HMKA; pe3ynbTaT 17-20 nonagaeTt B O4HOMO M3 3TUX
COI3HUKOB (MpU HECKONLKIMX BbIBMpaeT NPOTUBHYK).

ENGAGED (cTp. 54-55)

Bbl Engaged, ecnn B kKoHLe Resolution Step nnu ¢a3esl HaxoanTecs B
Melee Reach + LoS Bpara. Moka Engaged: aBvxeHue Tonbko Idle
nnn Walk npamo K cesizaBlemy; [lenctensa Tobko Melee
Attack / Assist (Ha cebs) / Dodge. KoH4aeTCs BbIXOAOM U3
Reach, pusenrennxem 4epes Dodge nnm nepeBooM CBA3aBLUErO
B Incapacitated / Petrified / Crouched / Dead. ABT0-L0S Ha Bcex
CBA3aBLUMX, HO pearmpoBaTb BHe Awareness Hesb3s.

FALL DAMAGE (cTp. 29)

MapeHve panblie ¥ SPD (no BepTukanu): 6pocok AG 3a KakAbIi
WHTepBan NnageHus B %2 SPD; kaxapin nposan = 1 Wound. (SPD 6
- Bpocok 3a Kaxable 3"; nageHune 5" = 1 6pocok, 7" = 2.)

BPOCKN U MOOAUDPUKATOPDI (cTp. 17-18)

Bce 6pockn — D20. Ycnex: pe3ynbTaT = MOAUGDULUPOBAHHOIO
aTpubyTa. Attack Roll — no kyby 3a Kaxapii STK; Kakablii ycnex
= Hit. Damage Roll — Ky6 3a ka)xabi Hit; ycnex npu pesynbtate
< PW - ARM - 1 Wound (-1 HP).

MoaucunKaTopsl CYMMUPYIOTCA; MPUMEHSAIOTCS Nocie 06bsABNeHMS,
[0 6pockos. ATpnbyT ynan go 0 » aBronpoBan (kpome Damage
Rolls); Huxe 0 He BbiBaeT. ATpnbYT Bbilwe 20 —» pe3yabTaT 2 TOXe
Critical Hit.

MonoBnHeHne/yaBOEHNE — MOCAEe MJIOCKUX MOAUDNKATOPOB,
OKpYrfieHne BBEPX MoCae KaXAoro; nojoBUHeHNe + yaBOeHne
B3aMMHO OTMEHSIOTCS.

Reroll (naétcs cnocobHOCTAMM) MNONHOCTLIO 3aMEHSAET MPEeXXHUN
pe3ynbTaT. STK He MOXeT 6bITb MOAUMUUMPOBAH HIXKE 1; MOXKHO
6pocuTb MeHbLe Kybos, yem STK. Mony4us Hit, Mmonens MoxeT
NOBEPHYTLCSA U CMEHUTb LOS.

CRITICAL HIT (cTp. 27)

Pe3synbTaT 1 npn aTake = Critical Hit: ARM uenwn ctaHoBuTCca 0 gns
sToro Hit, n oH 6béT Bce Confrontation-6pockn npoTuBHMKa. Ecim
KpWTbl BbINann obeum ctopoHam — Hit nonyyatoT obe, co Bcemu
3pekTamm.

CONFRONTATION (cTp. 28)

Bo3HMKaeT TONIbKO Korfia NpoTUBOCTOAWME MOAENN 06bABUIN
Attack opyr npoTuB apyra. Bpocku ogHOBpPEMEHHEIE.

YcnewHbin Confrontation-6pocok: pe3ynbTaT < cBOEro
MoANdULMPOBaHHOr0 aTpubyTa M Bbile ycrneLlHbiX 6pockoB
Bpara. Kaxabli ycneLuHslin 6pocok oTMeHsAeT Bce Bpockm Bpara ¢
PaBHbIM WAV MeHbLUUM pe3yabTaToM. [obeguTtens — TOT, y KOro
ocTanca xoTs 6bl OANH YCNELIHbIN 6POCOK; TONLKO OH HAHOCUT
Hits.

Rerolls nocne Bcex 6pOCKOB: CHavyana pellaeT peaKTUBHbIN UTPOK,
3aTeM aKTUBHbIN.

Mpumep: y B aTpubyT 12, 6pocok 8; y A aTpmbyT 13, 6pocku 6 n 11.

BocbMépka B oTmeHseT 6 y A, HO 11 y A Bbile 8 v B peaenax

HeogpuuymanbHas namatka, koHaeHcaT EC Skirmish Rulebook 2025 (v1.6). B ckobkax — cTpaHuUbl pysbyka.

atpnbyta - A nobexnaet, B nony4aet 1 Hit, aTaka B oTMeHeHa.

LINE OF SIGHT N AWARENESS (cTp. 20-22)

LoS — HenpepbiBHas npsamas oT Hitbox fo Hitbox. Ecnu He cka3aHo
MHoe, npoBoanTCs ToNbKo 13 Front arc (Hitbox genntca Ha
Front/Back no 180°). NepekpbiBaeTcs MoaensMu (gake ceoumm!)
n pekopaumamu. B amxeHnn — 360°; Ha cebs LoS ecTb Bcerfa;
NPOBEPATb MOXXHO B NIt060 MOMEHT.

Awareness — 30Ha BOKPYr MOAe/IN pafinycoM B AloNMax, PaBHbIM
AG, 0T Kpasi noacTaBku. Mogenb BHYTpU, ecsin eé Hitbox
KacaeTcs 30Hbl WIN HaXOANTCA B HEW.

COCTOAHUA — KPATKO (cTp. 61-64)

Bleeding — 6pocok T B ka)kayto cBoto Strategic Phase; nposan = 1
Wound.

Blinded — HeT LoS (kpome cebs); Tonbko Assist / Dodge / Nothing.

Confused — OFF, DEF, ACC, INT, AG, M nononam.

Crippled — SPD v AG nononam.

Crouched — Hitbox = nopctaska; SPD n ARM nononam; STK aTaku
= 1; He cBsi3bIBaeT boeM; aBumxeHune Tosibko Walk/ldle; oTmeHa B
cBon Movement Step nnu vepes Dodge.

Dead — cakTuuyecku BHe urpsbl; 6e3 AP n cnocobHocTei; He
MeLlaeT, HO 3aKaH4MBaTb ABVWKEHWE Ha Hell Henb3s.

Engaged — cm. 610k Engaged.

Fatigued — AP He BoccTaHaBnuBatoTcs B Upkeep; no cBoen
cnepytowen Strategic Phase.

Flying — 2x SPD; melee STK 1; nBuxeTcs Han BceM; 6e3 Cover;
B3auMHbIN LoS co Bcemu; He cBfi3biBaeT 60eM; B melee — TONbKO C
NeTaoLWmMu.

Immobilized — 6e3 Movement / Special Movement / Special Action;
CHUMaeTcs ycnelwwHsiMm Dodge (AG namn T).

Incapacitated — HP 0: aBTo-Crouched, 6e3 AP/cnocobHocTen; ewwé
Wound = Dead; cH1uMaeTcs BoccTaHoBAeHMeM 1 HP.

Panicked — 6pocok M npwu kaxxaoin akTuauun/Reaction; nposan
(akTuB) = NoAHbIN Run K 6amxanweMy OTKpLITOMY Kpato (3a Kpai
= noTeps); NpoBan (peakTns) = ToNbKo Dodge K Kpato nam
Nothing.

Poisoned — 6pocok T ¢ —6 B Kaxxayto cBoto Strategic Phase;
nposan = 1 Wound.

Shrouded — Ha none — XeTOH; LENUTBLCSH MOXHO TONLKO Perceive;
aTaka pacKpbIBaeT, HO JaéT Surprise Attack; NMYHOCTL — CKpbITas
NHopMaLus.

Slowed — SPD nononam.

Weakened — T nononam; —1 Stamina.
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