Combat Phase

At the end of the movement phase a player is required to check for encounters that may be inhabiting the space where he or she has landed, unless he or she enters a building.  This is done by rolling one die six and adding the roll to the terrain factor found on the terrain chart.  Then find the total on the encounter chart which will tell you how many encounters (if any) are there.  If a hero is already in combat from the previous turn, he or she has the option to flee combat during the movement phase or to skip directly to the combat phase to continue the battle.  If there are no encounters, you may end your turn, unless you wish to attack another player who is in range, or take some other action (like casting a non-combat spell).  If there is an encounter (or several) then you will draw from the Encounter deck to see who (or what) you are fighting.  Another player, usually the one whose turn is after yours, plays the encounter.  The order of play is determined by initiative.

   Initiative: To begin combat, you must first determine the attack order, or the order in which the actions are taken for that turn.  All beings in the space make this check.  This is done by adding the roll of one die to the being's base speed score. The order of play goes from highest total to lowest, with any ties between the opposing groups being resolved by a simple die roll.  A ranged attack or spell will be considered a surprise attack if it originates in another space. In this case the first action only is automatically awarded to the aggressor.

   Attacking: Whenever there is an attack you must calculate the ability to hit and the amount of damage done.  Any hit will damage or in some way have an effect on the target, and the base score determines the degree of damage or the effect. If a target is immobilized, unconscious, inanimate, or cooperative, then the hit is automatic. Unless otherwise specified, an attack damages a being's current amount of life. Physical attacks use the strength base for attack and defense power.  Magical attacks use the spirit base for attack  and defense power.  If the attack power is greater than or equal to the target's defense, the attack is a complete success and takes one life from the target. If the attack hits but the power is less than the target's defense, the attack is only partially successful and causes one wound to the target (see "Wounds" under Terminology).  

   Hand to hand: Any physical attack that does not use a ranged weapon (like a bow and arrow) is considered hand to hand combat. In hand to hand combat the "to hit" score is determined by the attacker's die roll plus their offensive strength, which is compared to the defender's die roll plus their defensive strength. If the attacker's score is greater than or equal to the defender's score, the attack hits.  If the defender wants to dodge he or she uses the defensive speed plus their roll to attempt dodging. The decision to dodge must be made before you roll. However, if you dodge you cannot make a hand to hand retaliation, only a ranged or magical attack. The reason for this is that the dodge maneuver moves you out of hand to hand range. If a weapon is used, be sure to add hit and damage score enhancements from the weapon (for example a weapon may add +1 to hit and +3 to damage) to the attacker's score. Armor adds to the defender's score in a like manner. 

   Ranged: Any physical attack that uses a ranged  weapon is a ranged attack. The designation for a ranged weapon is the letter "R" in the top right corner of the card.  To determine the ability to hit add the offensive speed, the player's roll, and any enhancements made by the weapon. Defending against a ranged attack is accomplished by dodging. Armor also protects against ranged physical attacks.

   Magic: Combat spells and some artifacts are used for magic attacks.  The ability to hit is the combination of the attacker's offensive spirit score plus the roll and any enhancements given by the spell or artifact. The target uses defensive spirit to avoid being hit by a magical attack.  The power is determined by the spirit base plus any enhancements from the spell, and that total is compared to the defender's spirit base plus any "proof" enhancements.

   Equipment: Adventurers tend to accumulate  equipment in their travels. There is a limit to how much they can carry, though. Heroes can carry up to six items, but all other beings may only carry three. Any card that a character has is considered an item except for information cards, beings, and transport.  Scrolls that have more than one spell on them are considered to be one item.  Normally equipment may not be acquired or exchanged between beings.  However, any being may use its action to pick up one item or treasure, or to trade one item with another being's item.

   Rewards: When a player defeats an opponent he or she is rewarded according to the opponent's level of skill. All beings have a number in the top right corner of their card that states their level. The level of the defeated being is added to one die roll and the total is compared to the treasure table.  This table will list the treasure received from the encounter.  Treasure can be items from the armory or apothecary, gold, mounts, ships, or artifacts.  The player can then use the treasure or sell it as they see fit.  (Equipment may only be sold to other players, or in the appropriate edifice.)  If there is more than one treasure per being, the extra treasure is assumed to belong the highest level encounter.  The player also gains experience points equal to the level of the encounter.  These points can then be turned in at the temple for skill or ability enhancements.

Opponents
   Encounters:  The main opponents in the game are the beings on the encounter cards. These include a wide assortment of nasty creatures that are just waiting to pick a fight with an adventurer or two.  Many of them are formidable opponents, but some are not.  Sometimes they will gang up on adventurers, though, and that can make defeating them a little more challenging.  There are six levels of difficulty for encounters with level one being the lowest and level six being the highest level.  All quest encounters are level six.  When a hero has encounters, the player whose turn is next usually plays those encounters.

   Other Players:  Although the object of TalengardeTM is to complete your quest and not primarily to battle other players, there are times when it can be useful to fight another adventurer.  In this kind of encounter the winner's reward consists of the loser's equipment and the experience points for defeating the beings in the other party.
