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INTRODUCTION

COMBAT OPTION 1

The combat system of the Advanced Fighting Fantasy 2
(AFF2) roleplaying game has many very fine features.
The opposed combat roll incorporating attack and
defence in a single mechanic, and the simultaneous
round, are logical yet elegant.

Rule
Weapon Special Skills provide the bonuses in the
following table when using that weapon. These replace
the +1 to Attack Strength per special skill point stated in
the rulebook.

There is a problem however in that the creatures for AFF2
are taken from the old Fighting Fantasy gamebooks
where base Attack Strength (AS) is capped at the SKILL
score of 12. AFF2 on the other hand adds up to 6 points
for Weapon Special Skills (WSS) to this, giving a possible
base AS of 18. This is magnified by the fact the gamebooks
have a lone adventurer while AFF2 usually has a party of
adventurers working together.

When using any weapon the character does not have the
Weapon Special Skill for, they suffer a -2 penalty to Attack
Strength.

With the AFF2 combat system, the party having more
than 2 AS points greater than their opponents makes the
fight an easy one. The SKILL 6 to 10 range represents
73.2% of all creatures in the rulebooks (see Appendix I).
As a result, the longer player character AS is kept within
a couple of points of this range the better the game works.
It is not clear there is an issue with starting characters
because they can only have an AS of 9. However this
already means the usefulness of almost 25% of creatures
is rather limited. Once characters gain a couple more
relatively cheap WSS points in a weapon, 60% of
creatures are too easy, and at WSS 6 over 85%!

Weapon
Special Skill

Attack Strength

Critical Hit

0

-2

12

1

0

12

2

+1

12

3

+1

11-12

4

+2

11-12

5

+2

10-12

6

+3

10-12

Critical Hit is the range on the combat roll that results in
a critical hit. However a double six is the only roll that
automatically wins the round, and the combatant must
win in order to inflict a critical hit.

Balance

Combat Option 1 has been written specifically to address
this, while making as little change to AFF2 as possible.
Option 2 complements Option 1 by further rebalancing
the game at higher experience. Option 3 fixes an issue
with excessive lucky critical hits. Option 4 is aimed
simply at adding an enjoyable element to the game. All of
the options may be used independently, they do not
require each other.

Widening the critical hit range increases the frequency of
these more powerful blows. However this makes less
difference than might be expected due to the small chance
of rolling a high number on 2D6 (see Appendix II). Until
the special skill reaches 5, reflecting exceptional mastery
of the weapon, critical hits remain infrequent.
On the other hand, AS bonuses are halved and this more
than compensates for increased criticals. Increased
damage make no difference unless you are winning
combat rounds.
Overall the net effect is to make the game slightly more
difficult for beginning characters and significantly more
at higher experience. This is a necessary change as
explained in the introduction.
The penalty for using a weapon without the relevant
Weapon Special Skill has a negligible effect on game
balance, as most characters will have trained in at least
one. What it achieves is to encourage at least minimal
training in a wider range of weapons. Characters cannot
pick up any weapon they like and be effective with it.
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COMBAT OPTION 2

COMBAT OPTION 3

Rule

Rule

Creatures (and any opponents without Special Skills)
with sufficiently high SKILL gain increased probability of
striking a critical hit. However a double six is the only roll
that automatically wins the round, and the combatant
must win in order to inflict a critical hit.

For a critical hit to occur the combatant must also have
the higher combat total that round. A double six
automatically wins the round but may not result in the
higher combat total, in which case it will only cause
normal damage.

Creature SKILL

Critical Hit

1-9

12

10-13

11-12

14+

10-12

Balance
This prevents an attack in every 36 causing a critical hit
on average, regardless of how one sided the encounter is.
An outmatched combatant must now be truly lucky to
strike a critical hit.

Characters may choose to spend 3 LUCK points to avoid
a critical hit, turning it into a normal hit. This can be
decided after the effects of the critical hit are declared.

Balance
There is no change to the critical hit range for creatures
with 9 SKILL or less, and this represents 74% of those in
the rulebooks. What is more, the 21% of creatures with
between 10 and 13 SKILL still only have a 8.32% chance
of a critical hit, or 1 in 12.
Only the 5% most powerful creatures have significantly
increased chances of a critical hit at 16.67%, or 1 in 6. All
of these are encountered singly according to the
rulebooks and benefit from being made more
challenging.
The effects of AFF2 critical hits are rarely fatal as in some
games, however the LUCK option is provided for players
as a safety mechanism.

COMBAT OPTION 4
Rule
The effect of a critical hit is double damage before armour
is deducted, as per the rulebook. However instead of -1
SKILL, further effects are determined by rolling 3d6 and
referring to the table that follows.
Healing times given in the table are when allowed to heal
naturally. Application of the priest Heal power or a
Potion of Skill will remove all table effects immediately,
except where noted in the description. The Heal power
also recuperates STAMINA as normal. It is recommended
that Potions of Skill are not readily available.
Accumulation of STAMINA loss can be seen as fatigue
from cuts, bruises, blood loss and the exertion of combat.
This fits with it being rapidly recoverable with first aid,
rest and a good meal. Critical Hits are the serious injuries
that inevitably occur and are not so easily healed.
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3d6
3

4

5

Critical Hit Description
Split Skull – Incapacitated and must be carried
to move for 1d6+4 days. The brain swells and
within one hour a Healing test at -2 is needed to
trepan the skull or a further 1d6 STAMINA is
lost. Once walking again, SKILL is at -1 for a
month while the skull fracture mends. This
SKILL penalty remains even after a priest Heal
or Potion of Skill are applied.
Broken Leg – Collapses to the ground, SKILL
test or also lose consciousness for 1d6 rounds
from shock. Cannot move unless assisted or
using a crutch and then at quarter speed. SKILL
is -2 until healed, which takes 1d6+1 months.
Broken Ribs – One or more ribs are broken,
SKILL test or lose consciousness for 1-3 rounds
from shock. The pain is worse the harder they
breathe and more they move, causing -2 to
SKILL until healed. Recovery takes 1d6+3
weeks.

6

One In The Eye – Blinded in one eye causing -1
to SKILL, or -3 using missile weapons.
Perception tests using vision are at -2. The eye
will heal in 1-2 weeks.

7

Mashed Ear – As Head Knock, but with
swelling, bleeding and fractured bones within
one ear. Suffers -1 to SKILL due to loss of
hearing and balance. Perception tests relying on
hearing are at -2, including for surprise. Heals in
1-3 weeks.

8

Bruised Ribs – Serious bruising to the ribs and
perhaps hairline cracks, causing pain with each
breath. Suffers -1 to SKILL until sufficiently
recovered, which takes 1-2 days.

9

Twisted Ankle – SKILL test or collapse to the
ground unable to act for one round. Thereafter
half movement and -1 to SKILL for 1d6 hours.

10

Head Knock – Stunned by an impact to the head,
giving a -2 SKILL penalty for 1d6 rounds.

11

Sprained Wrist – SKILL test or drop what is in
hand (if using both hands even chance of each).
Suffers -1 to SKILL for 1d6 hours.

12

Shiner – An eye is swollen almost shut and
reduced vision causes -1 to SKILL, or -3 using
missile weapons. Perception tests using vision
are at -2. The swelling goes down enough to see
again in 1d6 hours.

13

Cauliflower Ear – As Head Knock, but also the
ear is swollen and bleeding causing hearing
difficulties. Perception tests relying on hearing
are at -2, including surprise. Heals in 1-2 days.

14

Bell Ringer – A serious impact to the head, pass
SKILL test or fall unconscious for 1d6 rounds. If
passed -2 SKILL and confused (roll randomly
for any actions to see who is attacked, direction
moved etc.) for 1d6 rounds. Thereafter -1 SKILL
due to concussion for 1-3 weeks.

15

Collapsed Lung – A lung is punctured and
collapses. Causes pain, difficulty breathing,
tightness in the chest, a rapid heart rate, pale
blue tinged skin and rapid fatigue. SKILL is -2
until the lung heals, which takes 1-2 weeks.

16

Broken Arm – SKILL test or lose consciousness
for 1-3 rounds from shock. Equal chance of
primary or secondary arm. Cannot use a shield
and if the primary arm has to fight offhand at -2
AS unless ambidextrous. Heals in 1d6+3 weeks.

17

Lost An Eye – Permanent blindness in one eye,
SKILL test or lose consciousness for 1d6 rounds
from shock. Suffers -1 to SKILL, or -3 using
missile weapons. Perception tests using vision
are at -2. Only a priest Heal or Potion of Skill will
repair the eye, but the penalties then remain for
1-2 weeks while the healing completes naturally.

18

Ruptured Organ – Serious injury to the heart,
spleen, kidney, liver, stomach or intestines (roll
1d6). Pass a SKILL test or lose consciousness for
2d6 rounds from shock. After one hour, internal
bleeding causes a further 1d6 STAMINA loss.
Thereafter -1 to SKILL for 1-3 months, which
remains even after a priest Heal or Potion of Skill
are applied.

Balance
These new critical hit effects are no more dangerous
overall than the previous -1 penalty to SKILL, due to the
much higher likelihood of results in the middle of the
table (see Appendix II). The most serious results are
limited to incapacity and extra STAMINA loss in addition
to a SKILL penalty.
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This is because rolling two dice the middle range results
can be achieved in three ways, two middle numbers, a
high number and a low number, or a low number and a
high number. On the other hand there is only one way to
roll a high or low result, you roll two high numbers or
two low numbers respectively. The more dice are rolled,
the more pronounced this effect is.

APPENDIX I: CREATURE SKILL
This table shows how many creatures there are from Out
of the Pit and Beyond the Pit by SKILL score.
SKILL

OotP

BtP

Overall

% Total

3 or less

3

3

6

1.11%

4

11

9

20

3.70%

5

27

14

41

7.58%

6

35

29

64

11.83%

7

48

51

99

18.30%

8

43

52

95

17.56%

9

33

44

77

14.23%

10

30

31

61

11.28%

11

8

11

19

3.51%

12

19

7

26

4.81%

13

1

7

8

1.48%

14

7

4

11

2.03%

15

5

0

5

0.92%

16

3

3

6

1.11%

17

1

0

1

0.18%

18

2

0

2

0.37%

Total

276

265

541

Having a much higher chance of rolling in the middle of
the range is very useful where you want some results to
be common and others rare. The chart above shows the
probabilities rolling three six sided dice, as for the critical
hit results table in Combat Option 4.

The chart below of those numbers shows how skewed
creatures are towards lower SKILL. Player Character
Attack Strength progression with standard rules is shown
in red, and with Combat Option 1 in green.
A further improvement can be made if special skill
advances cost new score x 20 rather than x 10, as shown
by the yellow line.

APPENDIX III:
CHARACTER SHEET
APPENDIX II: FUNNY DICE

Combat Option 1 is simple to use but benefits from
writing on the character sheet the Attack Strength bonus
and Critical Hit range for each weapon. A character sheet
modified for this is provided on the next page. For a
Weapon Special Skill of 4 the player would write 2 in the
AS box and 11 in the CH box for that weapon, meaning
+2 and 11-12 respectively.

While AFF2 only uses standard six sided dice, rolling
more than one at once provides results that may be
surprising. Rolling a single die each number has an equal
chance of being rolled, but not when rolling more than
one.
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