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A
review

of
how

to
resolve

a
round

of
com

bat

O
nce

allplayers
have

selected
and

revealed
their

actions
they

are
resolved

in
this

order.

1:A
ttacks

B
y
order

of
initiative,each

attacker
picks

their
target.If

the
attacker

has
a
m
ovem

ent
associated

w
ith

their
attack,they

can
use

it
to

com
e
into

range,com
e
back

into
range

after
a
target

m
oves,or

step
out

of
range

after
the

attack.

If
the

target
is
not

defending,the
attacker

rolls
their

fudge
dice

and
reports

the
eff

ect.

If
the

target
is
defending,the

target
m
ay

m
ove

1
hex

space.If
they’re

stillin
range,or

the
attacker

can
m
ove

back
into

range,the
target

rolls
their

fudge
dice

to
determ

ine
the

success
or

failure
of

their
defense.

2:U
nattacked

D
efenders

O
nce

allattacks
have

been
resolved,any

players
w
ho

played
a
defense

w
ho

w
ere

not
attacked

have
the

opportunity
to

m
ove

one
hex

space.

3:M
ovem

ents

A
fter

resolving
attacks

and
defenses,players

w
ho

played
a
m
ovem

ent
action

have
the

opportunity
to

m
ove.M

oving
later

allow
s
players

to
react

to
w
here

their
opponents

m
oved,so

the
G
M
w
illassum

e
allplayers

w
ish

to
go

in
reverse

turn
order

and
start

by
asking

the
player

low
est

on
the

turn
order

w
ho

has
played

m
ove

to
go

fi
rst

and
proceeding

upw
ard.If

a
higher-initiative

player
w
ishes

to
m
ove

earlier
in
the

turn
order

they're
free

to
interject

to
exercise

that
prerogative.

4
A
im

ing
and

SpecialActions

A
fter

the
m
ovem

ent
phase

is
com

plete,any
players

w
ho

played
an

aim
action

and
took

no
dam

age
m
ark

their
tokens

as
having

aim
ed.This

is
also

w
hen

any
other

special
actions

like
healing

or
hacking

w
ould

take
place.

The
round

ends.The
G
M
should

announce
w
ho

is
stunned,w

ho
has

aim
ed,and

w
ho

is
behind

cover
and

then
tellplayers

that
they

have
10

seconds
to

choose
their

action
for

the
next

round.

This
concludes

the
basic

com
bat

rules!Further
reading

explains
the

eff
ects

of
diff

erent
attack

cards
and

player
specialabilities

and
is
optional.To

see
how

these
rules

w
ork

in
practice

or
try

som
e
scenarios

yourself
jum

p
to

the
Exam

ple
C
om

bat
Encounter.

B
elow

is
a
cheat

sheet.It
is
not

m
eant

to
teach

the
rules,only

as
a
rem

inder.
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Light
Com

bat
The

light
com

bat
system

is
m
eant

to
off

er
a
succinct

alternative
to

people
w
ho

don’t
like

devoting
any

m
ore

energy
to

preparing
or

running
com

bat
than

necessary.U
ltim

ately,it’s
assum

ed
that

m
ost

G
M
s
run

their
com

bat
as

a
hybrid

of
approaches

rather
than

one
system

or
another,so

both
the

standard
and

light
versions

are
presented

as
possibilities

on
a
spectrum

of
options

to
be

hacked
as

necessary.

Like
the

standard
system

,the
light

com
bat

system
consists

of
rounds

in
w
hich

G
M
s
ask

the
players

to
quietly

choose
their

action,then
revealthem

allsim
ultaneously.H

ow
ever

there
is

no
m
ap,and

the
system

of
determ

ining
eff

ects
is
m
uch

m
ore

subjective.

Pre-gam
e
setup

d10
D
ice

Character
Sheets

Running
Com

bat
Instruct

players
to

declare
their

action
for

the
round.

W
hen

a
fi
ght

or
other

fast
m
oving

action
sequence

begins,ask
everyone

to
think

of
w
hat

they
do

at
that

m
om

ent.Players
m
ay

be
advised

to
declare

their
action

in
sim

ilar
term

s
to

the
standard

com
bat

actions
listed

on
their

character
sheet

(“M
ove”,“D

efend”,“Punch”,
etc.),or

just
declare

anything
so

long
as

it’s
a
single

non-run-on
sentence.

G
o
around

the
table

and
resolve

actions

R
esolve

actions
by

instructing
players

to
m
ake

a
relevant

skillcheck,such
as

[Strength
+

C
om

bat]
or

[D
exterity

+
A
thletics]

if
necessary.W

ork
clockw

ise
or

in
w
hatever

order
m
akes

sense
based

on
the

actions
being

played.

If
so

inclined,consider
instructing

players
to

declare
w
hen

m
oving

if
they’re

m
oving

into
or

out
of

cover
or

close
contact.

Repeat
untilthe

pace
of

action
doesn’t

require
rounds

H
ave

players
declare

their
next

action
and

repeat
untilthe

scenario
no

longer
requires

everyone
describing

w
hat

they’re
doing

at
the

sam
e
m
om

ent.

Be
sure

to
share

w
hat

w
orks

for
you!

If
you

fi
nd

a
variation

on
this

that
w
orks

for
you

or
like

to
use

a
totally

separate
system

entirely,share
it
w
ith

the
com

m
unity!
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AdditionalCom
bat

Rules
If
a
character

has
arm

or
they

subtract
that

value
from

the
dam

age
inflicted

by
each

attack.Light
arm

or
reduces

dam
age

by
1
point.H

eavy
arm

or
by

2
points.Each

point
of

arm
or

im
poses

a
-1

disadvantage
to

C
harism

a
checks.

If
a
character

reaches
or

falls
below

0
H
P
or

is
restrained

using
the

restrain
action

then
they

becom
e
incapacitated.The

eff
ect

is
the

sam
e
as

being
stunned.They

rem
ain

lucid
and

can
speak,but

cannot
perform

any
action

besides
defending

at
disadvantage.They

m
ay

m
ove

one
hex

space
per

round.

If
they

fallbelow
-10

H
P
then

they
are

dying
.They

no
longer

can
perform

even
the

defend
action.They

rem
ain

conscious
but

take
one

additionalpoint
of

dam
age

for
each

round
or

every
30

seconds
untilstabilized.If

they
reach

-20
H
P
then

they
are

dead.

D
iscerning

Cover
and

Line
of

Sight

H
ere

are
som

e
tips

to
help

reduce
uncertainty

over
w
hether

a
character

is
covered:

1.
If
a
line

can
be

draw
n
from

any
part

of
a
target’s

hex
to

any
part

of
their

attacker’s
that

doesn’t
pass

through
a
full-height

barrier
like

a
w
all,they

have
a
line

of
attack.

2.
If
a
line

can
be

draw
n
from

any
part

of
a
target’s

hex
to

any
part

of
their

attacker’s
hex

that
passes

through
an

obstacle
(and

the
target

is
adjacent

to
it),and

they
still

have
a
line

of
attack,that’s

cover.

3.
If
in
doubt,assum

e
it’s

cover.

R
anged

attacks
require

an
unobstructed

line
of

sight
unless

specifi
ed

otherw
ise.W

hen
a

line
of

sight
is
partially

blocked
or

obscured
by

foliage
or

sm
oke

the
attack

can
be

m
ade

at
disadvantage.Players

cannot
target

an
object

obstructed
by

another
character.

A
review

of
cover

relative
to

the
red

dot:

●
H
iro

is
behind

cover.H
e
can

defend
w
ithout

disadvantage,and
w
ould

take
1
less

point
of

dam
age.

●
Pulsa

is
adjacent.She

can
defend

w
ithout

disadvantage,
but

doesn’t
get

the
arm

or
benefi

t
of

cover.

●
H
ypebotis

exposed.If
he

defends,it's
disadvantaged.

●
D
usty

is
behind

cover.She
can

defend
w
ithout

disadvantage.If
dealt

dam
age,she

takes
one

point
less,

but
H
ypebot

takes
it
instead.

●
W
indrush

is
obstructed.She

can’t
attack

or
be

attacked.

82



Com
bat

action
fulldescriptions

A
ttack

profi
ciencies

are
chosen

during
character

creation
based

on
the

num
ber

of
skill

points
allotted

to
C
om

bat.These
are

listed
on

the
character

sheet
under

C
om

bat
A
ctions.

To
use

an
arm

ed
com

bat
action,players

m
ust

have
the

required
w
eapon

on
them

.
C
haracters

are
expected

to
carry

w
eapons

in
a
realistic

m
anner.Som

e
are

discreet,but
m
any

are
too

large
to

concealand
w
illdraw

strong
negative

attention.There
is
no

m
echanistic

eff
ect

to
carrying

a
rifle,but

the
G
M
w
illroleplay

N
PC

reactions
accordingly.

Players
can

use
a
w
eapon

they
don’t

have
profi

ciency
in,but

w
ith

disadvantage.O
nce

players
have

decided
w
hich

w
eapons

they’d
like

to
use

w
ithin

a
session,they

should
place

the
relevant

cards
onto

their
A
ctions

&
Item

s
sheet

to
reference

during
play.Action

cards
for

printing
or

copying
can

be
found

here.

Players
can

print
and

cut
out

cards
or

copy
and

paste
their

im
ages

into
w
hatever

program
lets

them
view

im
ages

conveniently
for

virtualplay,such
as

LibreO
ffi
ce

Im
press.

W
eapon

skills
by

cost
C
ost

A
ttack

R
ange

W
eapon

Threat
profi

le
Portability

/
C
oncealability

0
Punch

1
N
o

0
3

0*
C
law

s
1

N
o

0
3

0
Spray

2
Yes

1
2

0.5
K
nife

1
Yes

1
2

0.5
C
lub

/
Im

provised
m
elee

1
Yes

1
1

0.5
Pistol

4
Yes

2
2

1
E-baton

1
Yes

1
2

1
Slingshot

/
N
anodart

(includes
Pistol)

5
Yes

2
2

1.5
Shortbow

/C
rossbow

(includes
nano)

4/8
Yes

2
0

1.5
M
icrodarter

/
R
ifle

(C
om

es
w
ith

pistol)
6

Yes
2

0
3

1.5
W
hip

4
Yes

2
1

2
Trained

Strike
(includes

e-baton)
1

N
o

0
3

2
Sw

ord
(includes

e-baton
and

club)
1

Yes
2

1
2

B
o
Staff

/
Spear

2
Yes

1
/
2

2

2
Im

provised
throw

able
4

Yes
1

3
Shuriken/Throw

ing
knives

2
2

2.5
G
lue

G
un

(includes
allgun

w
eapons)

5
Yes

2
0
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A
n
Attack

action
deals

the
specifi

ed
dam

age
and

eff
ects

to
a

target
w
ithin

range.M
ost

attacks
vary

in
their

outcom
e
based

on
the

result
of

a
2dF

roll.The
outcom

e
table

applies
a
m
odifi

er
to

the
standard

eff
ect,so

an
outcom

e
of

0
on

R
ifle

Fire
action

delivers
the

standard
base

dam
age

of
6
H
P.

Ifan
attack

deals
a
Stun

eff
ect,the

targetis
lim

ited
in
the

next
round

to
defending

w
ith

disadvantage.They
m
ay

stilluse
theirone

hex
ofm

ovem
ent.M

ultiple
stun

eff
ects

com
pound.

O
ptionalRule:Ifa

characteris
stunned

before
they

resolve
an

attack
played

in
the

currentround,apply
disadvantage.

Ranged
attacks

can
be

attem
pted

ata
distance

of1
or2

greater
than

theirstated
range,butare

disadvantaged.

A
character

w
ho

is
restrained

is
left

in
the

stunned
condition

indefi
nitely.To

restrain
a
character,the

player
m
ust

be
adjacent

and
have

m
ore

than
6
H
P
greater

than
their

target.

[-2]
–
The

attem
pt

fails;target
gets

a
counter-attack

w
/
disadv.

[-1]
–
The

attem
pt

fails,but
the

target
takes

3
dam

age.
[0]

or
higher

–
The

target
is
restrained.

The
restrain

card
can

also
be

played
to

release
a
restrained

ally.

Aim
:If

a
player

uses
their

action
to

aim
and

doesn’t
take

dam
age

during
the

round,then
they

can
apply

the
aim

condition
to

their
action

on
the

next
round.If

they
take

no
dam

age,players
can

w
ithhold

their
aim

condition
to

the
follow

ing
round

one
tim

e.A
fter

the
second

round
it
expires.

●
A
ttacks

m
ade

directly
after

aim
ing

are
rolled

w
ith

advantage
and

im
pose

any
aim

eff
ects

w
ritten

at
the

bottom
of

the
action

card.

●
A
im

applies
disadvantage

to
a
target’s

D
efend

action.

●
If
a
player

m
oves

after
aim

ing
they

can
choose

to
apply

the
aim

condition
to

their
m
ove

in
order

to
m
ove

six
hexes.O

r
they

can
m
ove

a
norm

aldistance
and

reserve
the

aim
condition

for
the

next
round.

●
If
a
player

defends
after

aim
ing

and
is
attacked,they

defend
w
ith

advantage
unless

they
m
ove

out
or

range
to

prevent
the

attack.If
so,they

can
reserve

their
aim

condition
to

the
next

round.

Players
also

have
the

option
to

re-rolltheir
initiative

roll
w
henever

they
play

the
aim

action,but
m
ust

use
the

result.
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M
ove

The
M
ove

card
allow

s
players

to
m
ove

as
their

action
for

a
round.

The
default

m
ovem

ent
distance

is
4
hex

spaces,though
it
can

be
increased

if
they

haven’t
played

this
card

in
the

directly
preceding

round.
If
played

in
direct

succession
the

follow
ing

round
then

m
ovem

ent
is
lim

ited
to

three
hex

spaces.
M
ovem

ent
over

rough
terrain

or
across

obstacles
like

furniture
requires

the
use

of
one

additionalhex
of

m
ovem

ent.

D
efend

&
Aim

The
D
efend

action
allow

s
players

to
attem

pt
to

negate
an

adversary’s
attack

and
possibly

deala
counter-attack.Its

use
assum

es
that

the
player

is
either

perform
ing

a
close-quarters

defense
or

using
environm

ental
cover,w

hich
m
eans

that
it
is

disadvantaged
if
a
player

is
not

adjacent
to

their
attacker

or
cover.

The
A
im

action
advantages

a
player’s

next
action.
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Com
bat

Actions
The

M
ove

action
lets

players
m
ove

the
specifi

ed
num

ber
of

hex
spaces.

A
standard

m
ovem

entdistance
is
4
hexes.Players

can
use

an
aim

condition
to

m
ove

6
hex

spaces.

M
ovem

entthrough
allies

is
unim

peded.M
ovem

entoverfurniture
or

challenging
terrain

orthrough
an

adversary
costs

an
additionalhex

ofm
ovem

ent.M
oving

anotherperson
–
assum

ing
they’re

not
cooperating

–
costs

tw
o
hexes

ofm
ovem

ent.Players
also

m
ove

one
hex

less
ifthey

played
M
ove

on
the

previous
round.

The
D
efend

action
lets

characters
m
ove

one
hex

and
rollto

deter
an

attack
against

them
.The

result
is
based

on
a
2dF

roll:

[-2]
–
The

defense
fails

and
the

attack
proceeds.

[-1]
–
The

attack
proceeds

w
ith

disadvantage.
[0]

–
The

attack
against

them
fails.

[+1]
–
A
ttack

fails;D
efender

counter-attacks
w
ith

disadvantage.
[+2]

–
The

attack
fails

and
the

defender
gets

to
counter-attack.

Ifm
oving

takes
a
characteroutofattack

range
then

the
attack

autom
atically

fails
w
ithoutany

dice
rolls.

D
efense

is
disadvantaged

ifa
playeris

notadjacentto
eitherthe

attackerorcover,and
ifthe

attack
againstthem

is
aim

ed.

Cover
is
any

feature
of

the
environm

ent
that

provides
protective

benefi
ts
w
hile

stillallow
ing

a
player

to
attack.This

includes
low

obstacles
like

tables
and

furniture
as

w
ellas

high
obstacles

like
door

fram
es

and
colum

ns
(and

other
characters!).To

qualify
as

cover,three
conditions

m
ust

be
m
et:

C
over

m
ust

at
least

partially
obstruct

the
line

of
sight

betw
een

attacker
and

defender.
A
character

m
ust

be
in
a
hex

adjacent
to

a
feature

for
it
to

qualify
as

cover.
A
character

m
ust

be
able

to
attack

from
their

position.

The
pointofcoveris

thatitassists
in
defense

w
hile

stillallow
ing

a
playerto

attack
and

be
attacked.A

playercannothold
a
position

from
w
hich

they
claim

the
ability

to
attack

a
target

w
hile

also
claim

ing
to

be
obstructed

from
attacks

from
thattarget.

C
over

does
tw
o
things:

1)
It
allow

s
a
player

to
defend

against
ranged

attacks
w
ithout

disadvantage,and
2)

It
reduces

dam
age

from
ranged

attacks
across

that
cover

by
1
point

(regardless
of

w
hether

D
efend

is
played).
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Restrain

The
R
estrain

action
is
a
specialA

ttack
intended

to
be

used
to

end
fi
ghts

m
ore

quickly
and

w
ith

less
violence

than
sim

ply
incapacitating

adversaries.The
player

playing
it
m
ust

have
m
ore

than
6
H
P
greater

than
their

target
to

restrain
them

.
This

action
requires

the
character

to
have

restraints
on

them
.

From
a
narrative

standpoint,restraints
can

be
carried

in
a

concealed
m
anner,and

the
degree

of
m
enace

carrying
restraints

w
ould

be
circum

stantialto
the

person
carrying

them
.For

players
w
ho

are
em

ergency
responders

of
som

e
kind,this

w
ould

not
appear

to
m
ost

people
as

untow
ard.

The
action

is
successfulunless

a
player

rolls
a
[-],in

w
hich

case
they

deal3
dam

age
but

failto
restrain

the
target,or

a
[-
-],in

w
hich

case
the

target
is
aff

orded
a
D
isadvantaged

counter
attack.

The
restrain

action
can

also
be

played
to

release
a
character

from
restraint.If

a
player

w
anted

to
attem

pt
to

break
free

from
restraint,that

w
ould

require
a
skillcheck

determ
ined

by
the

G
M
,such

as
[D
exterity

+
A
thletics]

disadvantaged
by

4.

U
narm

ed
Attacks

Every
character

alw
ays

has
an

unarm
ed

attack
that

can
be

played
w
ithout

the
use

of
a

w
eapon.Like

m
ost

close-quarters
attacks,the

unarm
ed

attack
aff

ords
one

space
of

m
ovem

ent,before,during,or
after

perform
ing

the
attack.A

n
unarm

ed
attack

can
also

be
played

as
Tackle.D

oing
so

allow
s
a
player

to
play

M
ove

on
the

sam
e
turn,but

in
doing

so
w
ill

stun
the

attacker.This
can

be
a
usefultactic

for
bystanders

w
ith

no
other

use
in
com

bat.
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Starting
Com

bat

Lay
out

tokens
on

the
m
ap

-
It’s

recom
m
ended

that
com

bat
encounters

start
w
ith

adversaries
about

10
spaces

apart.

Establish
Turn

order
-
C
haracters’turn

order
is
their

speed
plus

a
2d10

roll.

Instruct
players

to
select

their
fi
rst

m
ove

-
O
nce

everyone
has

selected
their

fi
rst

m
ove,the

fi
rst

round
starts

and
com

bat
begins.

Running
Com

bat

Instruct
players

to
revealtheir

action
for

the
round.

G
M
s
should

ask
new

or
casualplayers

to
confi

rm
that

they’re
ready

before
instructing

them
to

revealtheir
action.O

nce
players

understand
com

bat
though,it’s

recom
m
ended

that
the

G
M
establish

a
ten-second

selection
period

and
then

instruct
players

to
reveal.A

ny
player

w
ho

hasn’t
decided

on
their

action
defaults

to
the

D
efend

action.

Resolve
Attacks.

Identify
allplayers

playing
an

attack
action

and
instruct

the
one

highest
in
the

turn
order

to
identify

their
target.

If
their

target
is
defending,have

the
target

player
m
ove

and
rollif

necessary
to

determ
ine

w
hether

the
attack

proceeds.In
com

bat,rolls
are

m
ade

w
ith

2
fudge

dice
(2dF)and

can
range

from
+2

to
-2.The

eff
ect

of
a
given

rollis
listed

in
a
table

on
the

action
card.

M
ove

through
each

attacker
in
order

of
initiative

untilallattacks
are

resolved.

Resolve
unused

D
efend

actions

A
llow

players
w
ho

played
a
D
efend

action
but

w
eren’t

attacked
to

m
ove

one
hex.

Resolve
M
ovem

ents

A
llow

players
w
ho

played
the

M
ove

action
to

m
ove,typically

in
reverse

of
turn

order.

Resolve
aim

ing
and

any
other

specialactions

Identify
and

m
ark

any
characters

w
ho

successfully
played

A
im

or
another

specialaction.

Instruct
players

to
select

their
next

round’s
action

O
nce

a
round

is
resolved,players

select
their

action
for

the
next

round.
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Spray,Taze
Strike,and

Club

The
Spray,Taze,and

C
lub

attacks
are

allclose-quarters
non-lethalm

elee
attacks.Spray

costs
0
skillpoints,C

lub
costs

0.5,and
Taze

costs
1.They

m
ust

be
perform

ed
adjacent

to
their

target,but
they

off
er

one
hex

of
m
ovem

ent
that

can
be

used
to

com
e
into

range,
retreat,or

com
e
back

into
range

after
a
target

m
oves

using
the

D
efend

action.The
Spray

action
requires

a
chem

icalsprayer,and
Taze

Strike
requires

an
electric

baton
(or

sim
ilar).

The
C
lub

action
can

use
a
collapsible

baton,a
cane,or

a
found

item
like

a
fi
re

extinguisher.

They
are

designated
as

non-lethalto
help

facilitate
roleplay.There

is
no

strict
rule

governing
diff

erences
in
play

betw
een

a
lethaland

non-lethalw
eapon,but

w
hen

attem
pting

to
negotiate,the

G
M
should

apply
appropriate

m
odifi

ers
to

reflect
how

people
respond

diff
erently

to
pepper

spray
versus

a
pistol.

Staff
Strike

&
Spear

Staff
strike

is
a
non-lethal

m
elee

attack
that

can
be

used
from

a
distance

of
2.It

costs
2

skillpoints
and

com
es

bundled
w
ith

Spear.

Either
m
ay

be
carried

as
a

w
alking

stick,w
orn

across
the

back
as

a
visible

w
eapon,or

com
e
in
a
collapsible

variety.
For

details
on

how
to

acquire
a
collapsible

bo
staff

,see
R
egulation

of
W
eapons.
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Standard
Com

bat
The

standard
com

bat
system

is
m
eant

to
be

sim
ple

w
ithout

becom
ing

determ
inative

by
relying

on
a
rock-paper-scissors

m
echanic.If

you
think

your
opponent

is
going

to
play

an
attack,play

D
efend.If

you
think

an
opponent

is
going

to
defend,play

the
A
im

action
to

buff
your

next
action

or
the

M
ove

action
to

get
to

a
better

position.A
nd

if
you

think
they’re

going
to

play
the

A
im

or
M
ove

action,then
attack.

Taken
together,each

player’s
available

actions
are

few
,but

players’have
open

options
for

how
aggressively

or
defensively

they
w
ish

to
approach

an
encounter.

Pre-gam
e
setup

M
ap

-
M
aps

can
be

found
in
the

gam
e
accessory

fi
les,and

instructions
for

m
aking

m
aps

are
provided

under
R
esources

for
G
M
s.

6-sided
Fudge

D
ice

-
A
lso

called
Fate

dice.B
uy

a
set

or
use

a
virtualdice

roller.

Action
Cards

/
Actions

&
Item

s
sheets

-
The

gam
e
does

not
require

physicalcards,
but

the
action

cards
–
held

or
arranged

on
the

A
ctions

&
Item

s
sheet

–
m
ake

referring
to

them
easier.

Character
Tokens

-
These

can
be

m
iniatures,coins,or

sm
allpieces

of
paper.

H
P
Trackers

-
O
ur

preferred
tracker

is
a
piece

of
cardboard

w
ith

a
plastic

slider.

Indicators
-
A
nything

you
can

place
on

a
character

token
or

beneath
it
for

m
arking

a
character

as
stunned

or
having

aim
ed

A
turn

order
tracker

-
W
e
recom

m
end

w
riting

nam
es

on
a
notecard.
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Stab
&
Sw

ord
Strike

Stab
costs

0.5
skillpoints

and
requires

the
character

to
have

a
knife.Sw

ord
Strike

requires
a
sw

ord
and

costs
2
skill

points.The
sw

ord
profi

ciency
includes

profi
ciency

w
ith

a
stun

baton
or

im
provised

club
as

w
ell.Like

the
other

m
elee

and
close-quarters

attacks,
both

allow
for

one
hex

of
m
ovem

ent
w
hile

attacking.

PistolShot
and

R
ifle

Fire

The
pistolprofi

ciency
costs

1
skillpoint

and
does

w
hat

a
pistoldoes:it’s

sm
allenough

to
hide,and

dangerous
enough

to
threaten

and
kill.

It
can

be
used

from
fi
ve

spaces
aw

ay
or

less,or
seven

spaces
w
ith

disadvantage.A
im

ing
increases

its
dam

age
by

4
in
addition

to
providing

A
dvantage.If

fi
red

from
an

adjacent
hex

after
aim

ing,it
deals

13
dam

age
before

applying
the

advantaged
fudge

dice
m
odifi

er.

Slingshot
&
N
anodart

Slingshot
and

N
anodart

cost
one

skillpoint
for

profi
ciency

in
both.The

slingshot
fi
res

pucks
that

carry
a
stunning

charge,w
hile

the
nanodarter

is
a
com

pact
pistol-like

version
of

a
m
icrodarter.They

serve
as

sim
ple,com

pact,
non-lethalranged

w
eapons.

B
oth

have
a
range

of
5,but

can
be

fi
red

from
7
hexes

w
ith

D
isadvantage.B

oth
deal

m
odest

dam
age,but

have
a

high
likelihood

of
stunning.
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W
hy

Include
Com

bat?
A
dm

ittedly,this
can

allfeelincongruent
to

som
e
readers.W

hy
did

w
e
put

so
m
uch

eff
ort

into
describing

fi
ghting?

Isn’t
the

gam
e
predicated

on
a
w
orld

w
here

people
eschew

a
w
orldview

of
dom

ination
and

violence?

First,keep
in
m
ind

that
you’re

free
to

disregard
allthis.You

don’t
have

to
play

com
bat

scenarios,or
use

these
system

s.

That
said,there

w
ere

severalreasons
w
e
developed

them
.The

fi
rst

is
that

physical
confrontation

is
a
staple

of
adventure

gam
es,and

for
understandable

reasons.N
ot

only
have

audiences
alw

ays
found

violence
narratively

com
pelling,it

is
the

inevitable
fi
nalarena

of
conflict

resolution
w
hen

every
other

m
eans

has
failed.B

y
designing

the
system

,w
e
can

design
the

experience.W
e
can

m
ake

violence
feelthreatening

and
unpredictable,as

it
should.W

e
can

also
design

it
so

that
fi
ghts

typically
end

in
circum

stances
other

than
just

bludgeoning
an

opposing
m
iniature

to
death.

Even
if
you

don’t
like

running
com

bat
(and

w
e’re

right
w
ith

you),having
a
com

bat
system

that
is
easy

for
a
G
M
to

use
raises

the
stakes

w
hen

situations
get

tense.K
now

ing
that

a
fi
ght

is
possible

and
easy

for
the

G
M
to

run
in-gam

e
m
akes

the
risk

of
violence

m
ore

present
from

the
m
etagam

e
perspective

of
players.This

increases
the

stakes
and

instills
standoff

s
w
ith

a
higher

urgency
to

deescalate.

Lastly,there’s
just

the
sim

ple
fact

that
if
w
e’re

going
to

release
a
gam

e,it’s
our

opportunity
to

do
things

the
w
ay

w
e
think

is
right.W

e’d
never

seen
a
com

bat
system

w
e
liked,and

w
e

developed
one

that
w
e
happen

to
think

is
quite

rem
arkable.So

this
w
as

the
chance

to
try

to
show

off
the

w
ay

w
e
think

com
bat

should
be

done.
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R
ifle

Shot
&
M
icrodarter

The
rifle

deals
high

dam
age

from
a
distance.It

has
a
base

dam
age

of
6.Like

the
pistol,

this
goes

up
by

4
if
aim

ed
or

8
if
aim

ed
and

fi
red

from
its

closest
range.Its

range
is
2
-
6

spaces,but
it
can

be
fi
red

w
ith

D
isadvantage

from
7
or

8
spaces

or
an

adjacent
hex.

The
m
icrodarter

is
a
non-lethal

rifle
that

electrom
agnetically

fi
res

extrem
ely

thin
m
etaldarts.

The
darts

receive
an

electric
charge

w
hen

fi
red

and
are

highly
eff

ective
at

stunning
organic

and
m
echanicalcreatures

w
ithout

causing
gross

bodily
harm

.

Profi
ciency

in
both

costs
1.5

skillpoints
and

includes
profi

ciency
w
ith

a
nanodarter

&
pistol.

Piercing
&
Stun

Arrow

The
piercing

arrow
and

stun
arrow

attacks
are

sim
ilar

to
the

rifle
and

m
icrodart

attacks,but
for

people
w
ho

love
archery.

They
can

be
described

as
using

a
shortbow

or
a
m
iniature

handheld
crossbow

.They
cost

1.5
skillpoints

and
include

the
nanodart

/
slingshot

profi
ciency.
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C
om

bat
M
echanics

Tastes
vary,and

as
an

open-source
gam

e,w
e
strive

to
cater

to
that.A

ttitudes
tow

ards
the

role
that

com
bat

should
serve

in
a
story

and
the

player
experience

associated
are

diverse,
and

w
illshape

a
table’s

needs.W
e
recom

m
end

severaloptions
to

consider
in
how

to
approach

com
bat.

O
ption

1:Fully
Autom

ated’s
standard

com
bat

The
standard

com
bat

system
is
a
custom

m
ap-based

fi
ghting

system
that

w
e
think

captures
the

chaos
of

a
fi
ght

in
a
w
ay

that
is
fast,easy

to
plan,and

surprisingly
fun.It

can
be

intim
idating

in
appearance

because
it’s

unfam
iliar,but

w
e
strongly

encourage
readers

to
try

it
before

they
dism

iss
it.

O
ption

2:Fully
Autom

ated’s
light

com
bat

For
readers

w
ho

have
no

interest
in
preparing

m
aps

or
sim

ply
like

com
bat

to
be

conducted
through

descriptions
alone,w

e
suggest

our
light

com
bat

system
.

The
light

com
bat

system
is
an

adaptation
of

the
standard

com
bat

system
in
w
hich

the
m
ap

is
replaced

w
ith

descriptions
and

the
outcom

es
are

largely
based

upon
the

G
M
’s
discretion.

Instructions
for

running
narrative,m

apless
com

bat
are

provided
after

the
standard

com
bat

system
,as

w
e
suggest

G
M
s
fam

iliarize
them

selves
w
ith

the
standard

system
in
order

to
use

it
as

inspiration
w
hen

running
the

light
com

bat
system

.

O
ption

3:Anything
else

you
like

You
m
ay

w
ant

a
com

bat
system

your
players

are
already

fam
iliar

w
ith,or

you
m
ay

w
ant

to
adjust

the
sense

of
danger

and
lethality

to
the

tone
of

your
cam

paign,or
to

m
odulate

the
players'behavior.

G
U
R
PS

or
A
pocalypse

W
orld

m
ay

be
decent

candidates.There’s
an

obscure
cow

boy
gam

e
called

B
oot

H
illw

ith
very

dangerous,high-lethality
com

bat
that

som
e
players

like
because

of
the

w
ay

it
inspires

a
realistic

fear
of

arm
ed

com
bat.

A
nd

if
you

and
your

players
w
ant

to
consider

any
physicalaltercation

to
be

a
failure

state
and

sim
ply

hand
w
ave

it
or

roleplay
the

outcom
es,that's

your
option

as
w
ell.

If
you

try
any

of
these

substitutions,let
us

know
how

it
goes!W

e're
alw

ays
looking

for
w
ays

to
provide

additionalresources
and

recom
m
endations

to
our

players.
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