A Full Turn –
1. Initiative/Morale Phase: 3d6 is rolled with the PCs acting first on a 10+.
If the roll is at/above the foes’ Break TN (see chapter 12) then they will break.
2. Movement Phase: In initiative order each side moves and chooses their Action(s).
3. Run Phase: Every character who is running does so in initiative order
4. Ranged Phase: Every character who is not in melee and chose a ranged Action acts in initiative order.
5. Melee Phase: All melee attack rolls are rolled at the same time.

Action Choices
1. Draw a bulky weapon (Movement Phase)
2. Pick up weapon from the ground in your square (Movement Phase)
3. Run (Run Phase)
4. Ranged weapon (Ranged Phase)
5. Melee weapon (Melee Phase)
6. Talent which uses an Action (see Talent Description for Phase)





Auto:	Some weapons have the Auto-Fire option. This allows you to use either Spray or Focused Fire. You do not add your Sharpness score to damage when using Auto-Fire.
Spray:	Fire one attack roll against up to four different targets in the same direction using the worst range penalty, and potentially hitting all four. Damage is rolled once for all attacks but applies to each target separately.
	Focused Fire:	Roll three attacks against the same target. Damage is rolled only once and applies to each attack.
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	1. Cover
	-4
	This can be anything significant which blocks view/aim.

	2. Target Taking cover
	-10
	This applies to cover which is in the same square or adjacent to the target. Does not apply if the target Ran.

	3. Target Hugging Cover
	-20
	Target spent action to hug adjacent cover.

	4. Concealment
	-4
	Smoke or extremely dim light etc. Not doubled by auto-fire and does not apply to explosives.

	5. Full Concealment
	-10
	Total darkness or any opaque surface you’re firing through. Not doubled by auto-fire and does not apply to explosives.

	6. Firing into or out of a melee
	-15
	Does not apply if your target is 2+ damage scale larger than any ally in the melee. You may ignore this penalty and have a 50% chance of hitting your ally.

	7. Distance Penalty
	-X per increment
	This penalty varies by weapon and can be combined with all other penalties.
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Action Replacements
1. Movement
2. Hug Cover (even out of initiative order)
3. Special (specific Talents may allow Action Replacements)
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Morale  Test  Modifiers  Description  TN  

Fresh  This is used during the first  round of any given combat so  long as none of the group  have taken any damage.  + 4  

Death  One or more of their side is  taken to  less than  0 Life or  Psyche last turn.   Or taken out  entirely via Durability.  - 2  

Devastated  Half or more of their side  have been taken down.   This  also always applies if a foe is  fighting alone.  - 8  
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M ovement Phase Choices  

1.   Move up to maximum speed.   (For  humans this is  normally one square.)  

2.   Move and draw a light weapon.    

3.   Draw a n equipped   weapon   (not bulky) .    

4.   Aim. (cuts all range penalties in half)  

5.   A Talent or ability which uses your  Movement Phase.    
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Distance to Target  Penalty  Increments  

0 - 10  meters  0 - 5 squares  0  

11 - 20  meters  6 - 10 squares  1  

21 - 50  meters  11 - 25  squares  2  

51 - 100  meters  26 - 50  squares  3  

101 - 200  meters  51 - 100  squares  4  

+100  meters  +50 squares  +1  
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Melee Advantages/Disadvantages  

1 . Drawing a weapon while already engaged in  melee  - 4  

2. Each additional opponent beyond the first that  you are in the melee threat range of.  - 1  

3. Each scale larger you are than your target.  *+4  

4. Using a ranged weapon in two hands.  - 4  

5. Took damage in the Ranged Phase from a  target  who you are now in melee with.  - 4  
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Damage Scale vs  Armor Table  

 H   D m g  E   D mg  M   D mg  T   D m g  

H    Armor  x1  Ignores  All  Armor  Ignores  All  Armor  Ignores  All  Armor  

E   Armor  DR x2  x1  Ignores  All  Armor  Ignores  All  Armor  

M    Armor  DR x4  DR x2  x1  Ignores  All  Armor  

T   Armor  DR x8  DR x4  DR x2  x1  
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Damage Scale vs Target Table  

 H   D m g  E   D m g  M   D m g  T   D m g  

H   Vitality  x1  x1  x1  x1  

H   Life  x1  x2  x4  x8  

E   Vitality  x1/2  x1  x1  x1  

E   Life  x1/2  x1  x2  x4  

M   Vitality  x1/4  x1/2  x1  x1  

M   Life  x1/4  x1/2  x1  x2  

T   Vitality  x1/8  x1/4  x1/2  x1  

T   Life  x1/8  x1/4  x1/2  x1  


