o EXPLORE/INVESTIGATE ACTION TIME: MOVEMENT  ACTION TIME: COMBAT SOCIAL INTERACTION
- W BTN BT T
Ll A Busiess, Cpiogrenny A o, orv. Bt ounmer, ol Etquete, Expreation, Gambing,
— Rl e Skight o Hand, Stelt i i G
— Tactics, Technology Climbing, Intimidation, Heavy Weapons, Light Weapons | T/ I
_EHE_ el el Courage, Faith, Self-Discipline
= e Ul e e Running S, Swiming
L Tracking
GENERAL EXPLORATION STUNTS CHASE STUNTS GENERAL COMBAT STUNTS ATTITUDE STUNTS
INFILTRATION STUNTS GUN STUNTS MEMBERSHIP & REPUTATION STUNTS
INVESTIGATION STUNTS GRAPPLING STUNTS GENERAL SOCIAL STUNTS
IU—: MELEE STUNTS
% VEHICLE COMBAT STUNTS
; SPACE COMBAT STUNTS
/ (BASIC ABILITY TESTS N\ N\ \
306 + ABILITY SCORE + ABILITY FOCUS > TARGET NUMBER (TN}
> - WHEN YOU ROLL DOUBLES ON SUCCESSFUL TEST, YOU RECEIVE STUNT POINTS EQUAL
= TO THE NUMBER SHOWN ON THE DRAMA DIE.
(o) E - STUNT POINTS MUST BE SPENT IMMEDIATELY OR ARE LOST
';, - YOU MAY DO MULTIPLE STUNTS, BUT NOT 2 OF THE SAME IN A ROW
ua)
|>—_ ADVANCED ABILITY TESTS
b DRAMA DIE NUMBER TOTALED OVER MULTILPLE TESTS> (TN)
el
E OPPOSED TESTS
= L 306 + ABILITY SCORE + ABILITY FOCUS > NPC ROLL
\ p .

FORTUNE POINT USES

CHANGE ADIEROLL: ~ SPEND ‘X’ POINTS TO CHANGE A DIE TO THE VALUE OF ‘X’ FORTUNE POINTS SPENT (MAX 6)
CHANGE A DRAMA DIE: ~ SPEND ‘2X’ POINTS TO CHANGE THE DRAMA DIE TO HALF THE VALUE OF POINTS SPENT (MAX 12)
REDUCE DAMAGE: SPEND FORTUNE POINTS TO REDUCE DAMAGE TAKEN FROM AN ATTACK OR HAZARD
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TURN ACTIONS >

PLAYER’S TURN (1 MAJOR & 1 MINOR) OR (2 MINOR)

ATTACK
MELEE ATTACK (ROLL: FIGHTING)

RANGED ATTACK (ROLL: ACCURACY)

CHARGE (ROLL: FIGHTING + BONUS)

ALL-OUT ATTACK (ROLL: FIGHTING -1 DEF)

STUNT ATTACK (ROLL: ACTION +1SP; NO BASE DAM)

ACTIVATE (TALENT OR TECH)
AIM (+1 ON ATTACK ROLL)
GUARD UP (+1 OR +2 DEF FOR ROUND; -1 TEST PENALTY)

MOVE (MOVE 1X SPEED IN METERS OR STAND, SIT ETC)
PREPARE (POSTPONE MAJOR ACTION THROUGHOUT ROUND)
PRESS THE ATTACK (MOVE WITH NPC AT NO COST AFTER SUCCESSFUL ATTACK)
READY (DRAW A WEAPON OR ITEM)

STAND FIRM (RESIST MOVEMENT BY ATTACKER)

DEFEND (+2 DEF UNTIL NEXT TURN)

MINOR ACTIONS crest noT REQD)
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RUN (MOVE 2X SPEED IN METERS)

COMBAT PHASE

N\

STEP 1: PC'S & NPC'S ROLL FOR INITIATIVE (DEX + INITIATIVE FOCUS)

STEP 2: CHARACTERS TAKE TURNS IN INITIATIVE ORDER
- TAKE ACTIONS (1 MAJOR & 1 MINOR) OR (2 MINOR)
- ROLL REQUIRED ABILITIES
- PERFORM STUNTS IF POSSIBLE
- RESOLVE DAMAGE

STEP 3: TURNS CONTINUE UNTIL GM ANNOUNCES END OF THE ENCOUNTER
STEP 4: BREATHER (1D6+CON-+LVL) = +FORTUNE

APPLY DAMAGE

1. SUBTRACT the target's TOUGHNESS from damage

2. SPEND FORTUNE to eliminate some or all of the remaining damage
3. TAKE AN INJURED CONDITION - damage reduced by 1dé

4. TAKE AWOUND CONDITION - reduce by additional 1dé

5. if any damage remains, the target is TAKEN OUT of the encounter
**The attacker decides on the target's condition.
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