Roll Initiatives
Initiative Skill modified by
Weapon Initiative Mod',
Encumberance and Injury
Points

A 4

Establish Combat

Order (Cycle)
Character with highest
Initiative score to the
Character with the lowest

Start attacks for
Character with highest
Initiative

Free Attacks

Compare attacker and
defenders ATs on table 15

A 4

Relative Weapon
Modifiers
Compare attacking and
defending weapon types on
table 10

A

A

Roll Attack
Strike Plus (Skill) modified by
Weapon Strike mod', Relative
Weapon mod' and Injury
Points
(cap total at 120)

A

Yes

Defender gains attack Strike Location
Move on to Character with < » Determine locations available
next highest Initiative in Cycle on table 11 (a-d)
7y
Yes \ 4
Does Parry bea Base Damage (BD)
Strike by 15 Roll 2d10 and multiply by
points? v Weapon Damage Modifier
es No
Yes
Does the Parry N ™
beat the Strike? SSErEi) kgrfgtczrtit:r?
Armour Value?
T Yes
Roll Parry or Dodge v
Either Dodge Skill minus .
Encumbrance and Injury Penetratmg Damage
Points or Weapon Parry Skill Yes (PD)
modified by Relative Weapon Subtract Armour three
mod" and Injury Points quarter value from DB
(cap at 120)
X
No A 4
Damage Total (DT)
Isit aFree N Multiply PD by Strike
Attack? Location Damage mod from
table 14 (a-c)
i
Yes
No h 4
Knockout and Death
Is Strike > Rolls
Defender’s Strike Enter DT into table 12 to
Level (SL) determine Knockout and
(modified by Death rolls (if any). Roll
Rjury Points)? number of d6 and add current
Index total
No
\ 4
Is the SL higher Index. and Injury
than the Strike Points (IPS)
Roll by 15 points? Index = DT /5
IPs=DT / (RN 7 10)
No !
Y& Yes\
0es the Attack
have any more Is the Defender

A

attacks (Max
Attacks)?

No

h 4

End of Attack Drive

still active?

A

Move on to Character with
next highest Initiative
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