COMBAT:

Of all the action sequences typical to a Star Trek adventure, personal combat is probably the most dramatic due to the potential of physical harm or even death. Although combat-related actions are generally resolved as standard skill and attribute tests, Combat tests are somewhat more involved in terms of the number and type of modifiers and character options available.
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1) COMBAT Basics:

Running combat is simple enough: Whenever hostilities erupt into violence, you immediately begin describing events in terms of action rounds. The characters resolve surprise, if there is any, roll their initiative, then, when it is their turn, spend their 2 standard actions (plus number of extra actions with penalties with a cumulative –5 penalty if the Narrator so allows), and finally begin again at the start of a new round.

Surprise:

If a character is unaware of assailants or simply doesn’t suspect violence, it is possible for one or more attackers to surprise the defenders and automatically win initiative. To determine if any characters are surprised, you can require each to make an Observe test (TN is attackers Stealth test result). Characters who fail the test automatically lose initiative and suffer the loss of one action during the upcoming round.

Initiative:

Initiative determines the order in which characters act during each round of a combat encounter. Initiative must be determined at the start of a combat scenario, immediately prior to first combat round. You can use the initiative results to establish the action sequence for the entire combat. To determine initiative, every participant makes an “initiative test”, which is essentially Quickness reaction test subject to initiative modifiers. Characters act in order from highest to lowest initiative test results, keeping their initiative ranking throughout the entire combat.

Actions:

When it is a character’s turn to act, the player must describe what the character attempts to do. Typically characters perform one or more combat related action from the list of Movement and Combat Action, but they might instead disengage from combat to perform non-combat actions such as making repairs, administering first aid, hailing the ship, or any thing else a player devises. Some of these actions can provoke an Action of Opportunity (See below)

	Table 1 Actions in Combat

	Actions
	Action of Opportunity

	Attack Armed
	No

	Attack Ranged
	Yes

	Attack Unarmed
	No

	Aid -Armed or Unarmed
	No

	Aid -Ranged
	Yes

	Aim –Armed or Unarmed
	No

	Aim -Ranged
	Yes

	Auto-Fire
	Yes

	Block/Parry
	No

	Character is Transported
	Yes

	Charge
	Yes, if you leave a Threatened Square

	Disarm
	Yes*

	Dodge
	No

	Draw Weapon
	No

	Drop an item
	No

	Drop to the Floor
	No

	Feint
	Yes*

	Grab
	Yes*

	Open or Close a Door
	No

	Make a First Aid test on a patient
	Yes

	Move an Heavy Object
	Yes

	Pick up an Item
	Yes

	Reload Weapon
	Yes

	Sheathe a Weapon
	Yes

	Retrieve a Stored Item
	Yes

	Suppression Fire
	Yes

	Stand Up from prone position
	Yes

	Trip
	Yes*

	Use a Computer or other Electronic Device
	Yes

	Use the Tricorder
	Yes

	* This action doesn’t provoke an Action of Opportunity is you have a +1 maneuver bonus for this action.


Actions Of Opportunities:

Some of the actions during melee combat cause the character to let down his guard. In this case, combatants near her can take advantage of her lapse in defence to make a free Combat Action against her. These free Combat Actions are called Actions of Opportunity.

Threatened Squares: You threaten all squares into which you can make a melee attack, even when it is not your action. Generally, that means everything in all squares adjacent to your space (including diagonally). An enemy that takes certain actions while in a threatened square provokes an Action of Opportunity from you. 

Provoking an Action of Opportunity: Two kinds of actions can provoke Actions of Opportunity: moving out of a threatened square and performing an action within a threatened square.

Moving: Moving out of a threatened square usually provokes an Action of Opportunity from the threatening opponent, unless the character takes a 2 meter-step, Tumbles out of the threatened square, or when spends all of his actions in moving (no Combat Action).

Performing a Distracting Act: Some actions, when performed in a threatened square, provoke Actions of Opportunity as you divert your attention from the battle. Table 1 Actions in Combat notes many of the actions that provoke Actions of Opportunity.

Remember that even actions that normally provoke Actions of Opportunity may have exceptions to this rule.

Making an Action of Opportunity: An Action of Opportunity is a single Combat Action against the character who provoked it for free at no multiple action penalty. You can only make one Action of Opportunity per round, unless you have the Opportunist edge. You don’t have to make an Action of Opportunity if you don’t want to.

2) Movement Actions:

During a round, a character may perform movement actions listed on table 2 (See below). Each movement action requires the character to spend all or a portion of his action allowance to achieve the desired effect. We use a somewhat abstract system to determine movement and the relative positions of characters to their environment, placing everyone and everything on a grid. The Grid standard scale equates 1 square to 2 meters in the game world. “Next to” or adjacent characters are 1 square (2 m) away (or in the adjacent square).This provides a clear frame of reference for movement and distances — so long as things are moving in a straight line.

Diagonal Movement:

Diagonal movement requires a little more explanation. When a character moves 1 square diagonally for the first time in a movement action it is considered 2 meter of his movement. The second diagonal square the character moves during his movement action is considered to be equivalent to 4 meter of the character’s movement. This extra cost provides a more rounded appearance to the squares that a character can reach with his movement action. The third and all subsequent odd-numbered diagonal movements again count as 2 meter of the character’s movement, while all even-numbered diagonal shifts are considered to be 4 meter of his total movement. Diagonal movements are not all required to be in the same direction. Characters may use a combination of straight and diagonal moves to move in curves and circles (useful for circling around an opponent or obstacle) so long as every second diagonal move counts as 4 m of his total movement.

Example: Chief Security Officer Lieutenant Kassus performs the “Jog” movement action. He could move six 2-meter squares in a straight line, following the columns and rows of the grid (6 x 2 meter = 12 meter). He could also move up to four squares diagonally (2 m + 4 m + 2 m + 4 m = 12 meter). He could move one square diagonally (counting as 2 meter) and still move five more squares, or she could move one square diagonally (2 meter), then three squares horizontally (a total of 6 meter), then one more square diagonally (4 meter).

Passing Through

Sometimes a character can pass through an area occupied by another character or creature.

Friendly Character: A character can move through a square occupied by a friendly character.

Unfriendly Character: The character can attempt to tumble through a square occupied by an enemy.
	TABLE 2 MOVEMENT ACTIONS

	ACTION
	COST
	EFFECT
	TEST

	Craw/Step
	1
	Move 2 m (1 square)
	No test

	Walk
	1
	Move 6 m (3 squares)
	No test

	Jog
	1
	Move 12 m (6 squares)
	No test

	Run
	1
	Move 18 m (9 squares)
	Athletics (Run) (TN:5+)*

	Sprint
	1
	Move 40 m (20 squares)
	Athletics (Run) (TN:10+)*

	Swim
	1
	Move 2 m (1 square)
	Athletics (Swim) (TN:5+)*

	Jump
	1
	Move 1 m V, 2 m H
	Athletics (Jump) (TN:5+)*

	Climb
	1
	Move 1 m V
	Athletics (Climb) (TN:5+)*

	Tumble
	1
	Move 12 m (6 squares) through squares adjacent to opponents, risking no Actions of Opportunity.
	Gymnastics (Tumble) (TN: 10+)£

	Running Tumble
	1
	Move 18 m (9 squares) through squares adjacent to opponents, risking no Actions of Opportunity.
	Gymnastics (Tumble) (TN: 15+)£

	Drop prone
	1
	Become prone
	No test

	Pick up an Item
	
	Pick up an Item
	No Test

	Stand Up
	1
	Stand up from prone
	Agility (TN: 5+)*

	* The test TN’s are raised by +5 if the character is engaged in combat.

£ Raise the TN by 5 for every extra Action of Opportunity you cause while you move, and raise it by another 5 

   when the character tries to move trough an occupied square. . 


3) COMBAT ACTIONS:

During combat characters may spend an action to perform Combat actions.

Armed Attack:

You use a weapon to attack your target. Make an Armed Combat skill test. The base difficulty of the attack test equals the target’s Defense. Physical test modifiers and Close combat test modifiers apply to this test. A character can make a Block, Parry, or Dodge action in response to an incoming armed attack. A Marginal or better success indicates a successful attack. A Critical Hits occur when a character achieves a Superior or higher success on his Armed attack check. The attacker rolls damage equal to the weapon damage dice + his Strength modifier to determine the damage he inflicts, you inflict the maximum damage for the weapon if the Armed attack test resulted in an Extra-ordinary success.

Ranged Attack:

Make a Ranged Combat skill test to successfully hit a target. The base difficulty of the attack test equals the target’s Defense. Physical test modifiers and Ranged combat test modifiers apply to this test. Stationary, inanimate objects are considered to have a defense of 5. A character can perform a Dodge action as an opposed test in response to an incoming ranged attack. A Marginal or better success indicates a successful attack. A Critical Hits occur when a character achieves a Superior or higher success on his Armed attack check. The attacker rolls damage equal to the weapon damage dice (plus Strength modifier if using Thrown weapons) to determine the damage he inflicts, you inflict the maximum damage for the weapon if the Armed attack test resulted in an Extra-ordinary success.

Special: A character gets a -5 penalty when firing (or throwing) against a target adjacent to one of your allies. A Character suffers an Action of Opportunity when firing a weapon from a position adjacent to an enemy.

Unarmed Attack:

You use your body to attack your target. Make an Unarmed Combat skill test. The base difficulty of the attack test equals the target’s Defense. Physical test modifiers and Close combat test modifiers apply to this test. A character can make a Block, Parry, or Dodge action in response to an incoming unarmed attack. A Marginal or better success indicates a successful attack. A Critical Hits occur when a character achieves a Superior or higher success on his Unarmed attack check. The attacker rolls damage, and the damage depends on the body part used to attack (see below), you inflict maximum damage if the Unarmed attack test resulted in an Extra-ordinary success.


Fists (Punch): 1D6+ Strength modifier


Feet (Kick): 1D6+2 + Strength modifier

Special: Characters suffer an Action of Opportunity against Armed opponents if they don’t have a +1 Maneuver bonus on the Unarmed Attack Maneuver.

Aid:

A character can help a friend attack or defend by distracting or interfering with an opponent. If you are in position to make an attack (Armed, Ranged, or Unarmed Combat skills) on an opponent that is engaging a friend, then the character can attempt to aid his friend, this costs one action. The character makes a Combat skill (Armed, Ranged, or Unarmed Combat Skill) test TN 10 plus or minus any other applicable modifiers (Physical test modifiers, Close Combat test modifiers for Armed and Unarmed combat, and Ranged combat test modifiers for Ranged Combat). A Marginal or better success gives the ally a +2 bonus on his combat actions against the target for one round, or the target suffers a -2 penalty on his combat actions against your ally for one round. If the Combat skill test resulted in an Extra-ordinary success; the bonus for your ally increases to +4, or the penalty for the target increases to -4.

Special: Allies can only benefit from the Aid action as long as he and the character that is providing the Aid action have line of sight to the target. A Character suffers an Action of Opportunity when providing Aid to an ally with a Ranged weapon from a position adjacent to an enemy.

Aim:

The Aim action confers a +1 bonus to a Melee Combat test, and confers a +3 bonus to a Ranged Combat test.

Special: If visual conditions are poor and the target is far away, Observe (Spot) tests may be required to receive the Aim bonus for the Ranged Combat. Characters also suffer an Action of Opportunity against when aiming for a ranged attack.

Auto-Fire (Full Action): 

When you take this action, you fire a long burst in an attempt to hit several opponents within your line of sight, all at once. The character selects a number of adjacent squares, up to a maximum of 10 squares. He may not skip any squares across the targets area, nor may he target any square more than once, or target any square directly behind another square already being strafed. The character then makes a single Ranged Combat skill Test with a -2 penalty for each square beyond the first. Physical test modifiers and Ranged combat test modifiers apply to this test. Compare this test result with the Defence of each target in the target squares separately, hitting or missing each as usual. A Marginal or better success indicates a successful attack. A Critical Hits occur when a character achieves a Superior or higher success on his Ranged attack check. The attacker rolls damage equal to the weapon damage dice to determine the damage he inflicts, you inflict the maximum damage for the weapon if the Armed attack test resulted in an Extra-ordinary success.

Special: You may only take the Auto-Fire combat action with weapons capable of Auto-fire (see Equipment “Weapons” for more detail). An Auto-Fire Attack uses up 1 shot per targeted square. Characters suffer an Action of Opportunity when firing a weapon from a position adjacent to an enemy.

Block/Parry:

In Melee Combat, a character can use a weapon, object, or limb to deflect an incoming blow and avoid injury. Resolving a Parry/Block is similar to a Dodge action, but its effect is only beneficial against the one successful attack. The Parry/Block action must be announced before a given opponent’s attack, thereby spending the action. The attackers appropriate skill test result becomes the defenders skill TN. Physical test modifiers and Close combat test modifiers apply to this test. With a Marginal or better success, the character thwarts the incoming attack and avoids all damage. An Extra-ordinary success grants the character an extra action as an Action of Opportunity directly after the block. This action can be used for the following maneuvers: Armed Attack (If parried), Unarmed Attack (If blocked), Disarm (if Blocked or Parried), Grab (If blocked, or parried with a special weapon: see grab), and Trip.

Special: A character may use an Unarmed Block action to block an Armed attack, but the test result must be a minimum of a Superior Success or he suffers damage from the weapon that attacked him (see below).


Any Failure = Full Damage*

Marginal Success = 3/4 of Damage*

Complete Success = 1/2 of Damage*

Superior Success or greater = No Damage

Charge (2 Actions, 1 for Movement and the other for the Attack):

Using his strength, mass, and momentum, a character can attempt to inflict greater damage on an opponent and possibly knocking them down. If successful, the character multiplies the damage by 1.5 (round up) and forces the target to make a Strength attribute test to avoid being knocked prone. Charging gives the attacking character a +1 bonus to his attack roll but confers a -3 penalty to any dodge or parry test result he makes during the same round. In addition any attack made against the charging character gains a +1 bonus to hit. To perform a charge, the character must be at least 5 meters, but not more than 12 meters away from the Target. The action cost equals 2 (this combines the cost of moving plus a single attack). Because the character is moving in a combat situation he must make a successful movement test (See table 6.1). A character cannot split the movement and the attack into subsequent rounds and still receive the benefit of a charge.

Special: If you score an Extra-ordinary success on your Attack Test, the target gets a +2 TN to resist being knocked prone.

Delay:

Instead of acting in the order as determined by Initiative, a character could delay one or more of his actions and wait to see what happens in the course of combat. This is useful since parrying, blocking, or dodging attacks does cost actions to perform. A character who has delayed one or more of his actions may interrupt any character acting in order of initiative and act before him. However, if two or more characters all have delayed actions and try to act simultaneously, they must make new Quickness reaction test to determine who acts first. You cannot “carry over” delayed action from one round to the next. Delayed actions not used by the end of the round are lost.

Disarm:

This Combat Maneuver allows a character to disarm a foe, making his weapon fall to the ground. First, the character makes an Unarmed or Armed Combat skill test to hit the target. Physical test modifiers and Close combat test modifiers apply to this test. If you score a Marginal or better success, you and the target must make an opposed Strength or Agility Test (action cost of 0 for opponent). The opponent’s weapon falls to the ground 1D6 squares in a random direction (roll 1D8 to determine the direction when you win opposed Strength or Agility Test. The target gets a +2 TN on his opposed test if the character scored an Extra-ordinary success on the skill test to hit him. A Disastrious Failure makes your weapon fall to the ground. The combatant with the largest weapon gets +2 bonus on his opposed Strength or Agility test, and characters wielding a weapon with their two or more hands receive an additional +2 bonus on their opposed Strength or Agility test. A character who tries to Disarm an opponent’s weapon adds his Disarm Maneuver bonus to both the skill test to hit the Target and to the opposed Strength or Agility Test. Defending characters only add their Disarm Maneuver bonus to the opposed Strength or Agility Test. 

Special: Weapons specially designed to disarm opponents receive a +2 bonus on the opposed Strength or Agility Test, this bonus only applies to the character initiating the Disarm. A character suffers an Action of Opportunity if he doesn’t have a +1 Disarm Maneuver bonus.

Dodge:

In response to either a Melee or Ranged attack, a Dodge action can be made to avoid injury. The Dodge action must be announced and performed before any opponent makes an attack on the character, thereby spending the action. The character makes a Quickness reaction test. Physical test modifiers and Close combat test modifiers apply to this test. The result, if higher than the character’s normal Defense, becomes his new Defense score and the new TN for all opponents who attempt to attack his for the rest of the combat round. Multiple Dodge actions can be made in the same combat round in attempts to further increase a character’s Defense and may incur penalties for extra actions. A Dodge test result cannot lower a character’s Defense ever.

Special: Dodge Maneuver bonuses from a Combat skill count only when dodging a weapon from that Combat skill (Example: Armed Combat Dodge +1: gives a +1 bonus on dodge tests against armed melee weapons). Characters with the Gymnastic (Tumble) speciality gain a +1 affinity bonus to Dodge tests.

Draw Weapon:

The character draws a weapon. This doesn’t require you to make a test.

Feint: 

You can mislead an opponent so that he can’t dodge your attack effectively. The character makes an Armed Combat, Ranged, or Unarmed combat skill test to hit the target. Physical test modifiers and Close combat test modifiers apply to this test. If you score a Marginal or better success, the target must make an Observe (Sense Motive) check (TN Attacker Unarmed or Armed skill test result) or may not dodge or block (parry) the next attack. You get a +2 bonus on your next Unarmed or Armed Combat skill test to hit the target if you scored an extra-ordinary success on your test to hit the Target. You may not doge or block (parry) the targets first attack against you if you scored a Disastrious Failure on your test to hit the Target.

Special:  Characters with the Persuade (Bluff) speciality gain a +1 affinity to Feint Combat maneuvers. A character suffers an Action of Opportunity if he doesn’t have a +1 Feint Maneuver bonus.

Grab:

This Combat maneuver allows a character to get a hold on the enemy. 

Starting a Grab: The character makes an Unarmed Combat skill test to hit the target. If successful, he is grabbing the target who now suffers a +2 TN modifier to all grab actions, and you may immediately make one free Grab maneuver (See Grab Maneuvers). The attacker can also choose if the opponent is able to speak or not. If the character scored an Extra-ordinary success on the Unarmed skill test to start the Grab, he gets a +2 bonus on the first Grab maneuver he makes. However, the target may grab him as a free action if he scored a Disastrous Failure.

If you are Grabbing: While grabbing, both characters do not threaten any squares around them, preventing them form making attack of opportunities. Also, they can no longer block or dodge any attacks, even the attacks of the target they are grabbing, but they still have a chance to defend them self by making opposed checks: see below. You also suffer a -5 penalty against attacks against targets you are not grabbing.

Maintaining a Grab: The attacker keeps hold of the target until he releases the target or breaks free. Once you are grabbing, you can perform the following grab actions below by successfully winning an opposed test, at the cost of one action (the resist action is a free action for the target). If you score a disastrous failure on one of these grab actions, you loose the grab. The Narrator may rule that certain actions are impossible when grabbing.

Grab Maneuvers: This are the Grab maneuvers a character can perform when grabbing.

-Armed Attack: Make an opposed Skill Test: Armed Attack vs. Unarmed Combat (Grab). The target suffers the Weapons damage if you win the opposed skill test, follow the rules from the Armed Attack combat maneuver to determining the effect of the degree of success.

-Break Free: Make an opposed Skill Test: Unarmed Combat (Grab) vs. Unarmed Combat (Grab). You have escaped the Grab, if you win the opposed skill test. You are grabbing the target if you scored an Extra-ordinary success.

 -Damage Target: Make an opposed Skill Test: Unarmed Combat (Unarmed Attack, or Grab) vs. Unarmed Combat (Grab). The target suffers the basic unarmed damage if you win the opposed skill test, follow the rules from the Unarmed Attack maneuver to determining the effect of the degree of success.

-Disarm: Make an opposed Skill Test Unarmed Combat (Grab) vs. Unarmed Combat (Grab). You disarm your target if you win the 

opposed skill test, and you are in possession of the weapon if you scored an Extra-ordinary success.

-Strangle: Make an opposed Skill Test: Unarmed Combat (Grab) vs. Unarmed Combat (Grab You are strangling your target if you win the 

opposed skill test. You must continue to hold the strangle for the following rounds, so once you have successfully made the Strangle grab 

action you only have to keep the hold, and keeping the hold is a full round action. After the normal time the character can hold his breath 

(½ the time if he was not prepared) he has to make Stamina reaction tests as described in the NG pg 228 “Drowning & Asphyxiation. If you 

scored an Extra-ordinary on you Strangle test, the target gets a +2 TN on his save to resist.

-Move the target: Make an opposed Skill Test: Grab vs. Grab. If you win, you have moved the target 2m (This counts as a movement 

action, so it must be performed as a action from the Action allowance). You move the Target 4 m or you force him to the ground when you 

have achieved an Extra-ordinary success.


-Nerve Pinch: Make an opposed Skill Test with a -5 penalty: Unarmed Combat (Grab) vs. Unarmed Combat (Grab). The 

Nerve Pinch is successful if you win

Special: A character suffers an Action of Opportunity when he starts a Grab if he doesn’t have a +1 Grab Maneuver bonus. Normally you may only start a grab unarmed, but some specially designed weapons (Example: Garrotte), or some special situation (Example: weapon attack from behind) are an exception to that rule. In that case the character makes an opposed skill test: Armed Combat (Grab) vs. Unarmed Combat (Grab).

Reload Weapon:

You reload a weapon. You must make a Ranged Combat test (TN 10) if you try to perform this in the complete darkness.

Suppression-Fire (Full Action): 
The character may train his ranged weapon on 1 unoccupied square within his maximum range and fires 5 “warning shots” into it. The character makes a Ranged Combat skill test TN 10; Physical test modifiers and Ranged combat test modifiers apply to this test. Empty spaces get no Cover modifier, of course, even if you are using Suppression Fire to prevent an enemy from leaving cover. If you succeed in your Ranged Combat Skill test to lay down Suppression Fire, a number of enemies (characters choice) equal to two plus your Agility modifier (maximum of 5) will be hit by one shot when entering that square (including leaving cover to fire), and sustain damage as normal. A character can Dodge Suppression-Fire at -5 to their Quickness test (TN = Ranged Skill test result).

Special: You need a projectile weapon or energy weapon to use Suppression Fire. If you use a ranged weapon that is capable of Auto-Fire (TN 12), then you can target 2 unoccupied squares within your maximum range and fires 10 “warning shots” into the squares. Divide the shots between the 2 squares. Characters can coordinate Suppression Fire on the same unoccupied square; each enemy will be subjected to a number of attacks of opportunities equal to the number of characters coordinating the Suppression Fire. A Character suffers an Action of Opportunity when firing a weapon from a position adjacent to an enemy. 

Trip:

This attack action allows a character to trip or unbalance a foe, making his opponent fall to the ground. The character makes an Unarmed (or Armed) Combat skill test to hit the target. If you score a Marginal or better success, then you and the target must make an opposed Agility or Strength test (action cost of 0 for opponent). If you win the opposed test, the opponent takes no damage but falls to the ground prone, suffers the appropriate penalties until he spend an action to get up. The target gets a +2 TN on his opposed test if the character scored an Extra-ordinary success on the skill test to hit him. A Disastrious Failure makes your fall to the ground, and suffers the appropriate penalties.

Special: Not all weapons can be used to trip an opponent, so check the weapon description to see which weapons may be used to use for the trip action. Some weapons however are specially made to trip opponents, if you use such a weapon to trip an opponent you receive a +2 on your opposed Agility or Strength test

4) COMBAT MODIFIERS:

Many of the Combat Actions suffer from some from of modifier. These modifiers are described below in different tables.

	TABLE 3: CLOSE COMBAT MODIFERS

	Situation
	Modifier

	Defender prone
	-5 TN

	Attacker in advantageous position
	-1 to -3 TN

	Defender in advantageous position
	+1 to +3 TN

	Off-hand penalty
	+8 TN


	TABLE 4: RANGED COMBAT MODIFIERS

	Condition
	Modifier

	Point Blank range
	-2 TN

	Short range
	(0 TN

	Medium range
	+2 TN

	Long range
	+4 TN

	Extended range
	+6 TN

	Extended +X range
	+2 TN / Movement

	Situation
	Modifier

	Defender prone
	+5 TN

	Attacker in advantageous position
	-1 to -5 TN

	Defender in advantageous position
	+1 to +5 TN

	Attacker on horseback
	+4 TN

	TARGET SIZE
	Modifier

	1/8 man-sized (.25 m height)
	+9 TN

	1/4 man-sized (.5 m height)
	+8 TN

	1/2 man-sized (1 m height)
	+6 TN

	Man-sized (Approx. 2 m height)
	(0 TN

	1.5 x man-sized (3 m height)
	-4 TN

	2 x man-sized (4 m height)
	-6 TN

	3 x man-sized (6 m height)
	-8 TN

	4 x man-sized (8 m height)
	-12 TN

	TARGET MOTION
	Modifier

	Moving 3-6 m/round
	+2 TN

	Moving 7-12 m/round
	+4 TN

	Moving 13-18 m/round
	+6 TN

	Moving 19-40 m/round
	+9 TN

	Moving 41-80 m/round
	+12 TN

	Moving 81-160 m/round
	+15 TN

	Moving 161+X m/round
	+15 TN +X*

	* - X= +5 TN per 160 m/round


	SHOOTING AROUND COVER

	DEGREE OF COVER
	Modifier

	100% (nothing exposed)
	Impossible to shoot around (+12 TN)

	75% (head, arm exposed)
	+8 TN

	50% (some or all of upper body exposed)
	+6 TN

	25% (all upper body, some lower body exposed)
	+4 TN

	10-24% (most of body exposed)
	+2 TN


5) COMBAT EDGES:

The following Edges can no longer be used in the Expanded Combat System: Martial Artist

Anatomical Awareness: 

You use your anatomical knowledge to strike vulnerable areas in combat.

Prerequisites: Armed Attack, Unarmed Attack, or Ranged Attack Maneuver Bonus +1

Effect: You get a +1 on your damage for every 5 ranks you have in First Aid or Medicine (or a combination of both). If you also have a specialization in a specific species then you get an extra +1 damage (counts only one times, either for the First Aid or Medicine skill)

Special: This does not need to be selected for each weapon. From the moment the character has the appropriate +1 maneuver bonus the Edge can be applied.

Blind Fighting: 

You know how to fight opponents when you are unable to see your targets.

Prerequisites: Perception 6+

Effect: Every time you are attacked or want to attack make a free Observe Skill test (TN 15 or opposed if he character uses stealth), if successful the character has its normal defense and you do not suffer a +5 TN on your attacks (or blocks) against your attacker.

Normal: If you are blinded you suffer a +5 TN on all your action involving sight. Your Defense gets a -5 penalty, and you not add your Agility modifier to your defense.

Special: The NR may penalize the character if there is a lot of background noise.

Break the Fall:

You have learned to break your fall.

Prerequisites: Unarmed Grab maneuver bonus +1, and Gymnastics (Tumble) +1

Effect: You may make a Gymnastics (Tumble) check (TN attackers result) as a free action when you suffer damage from a throw (or similar edge).

If successful, you suffer only half the damage. If you score an Extra-Ordinary success on the check you suffer no damage at all.

Upgrade: Yes. You suffer no damage if you score a Superior success.

Special: If the character that has thrown you has the upgraded version of the Throw Edge, then you have to make Stamina reaction test to resist the Stun at one level lower (Two levels for the Upgraded version of the Break the Fall edge).
Burst Attack: 

You can use a weapon set on autofire against a single Target.
Prerequisites: Auto-Fire maneuver bonus 1+

Effect: You can make a special Autofire attack hat allows you to fire a short burst in a controlled manner, increasing your damage to a single target. Make a Ranged Combat test with a -5 penalty at the cost of one action. A Marginal or better success indicates a successful attack. The attacker rolls damage equal to the weapon damage dice plus two extra dices to determine the damage he inflicts. If the attack test resulted in an Extra-ordinary success; you indict the maximum damage for the weapon, and the Target has to make a Stamina reaction test to avoid a critical injury.

Special: You may only take the burst action with weapon capable of Auto-fire (see Equipment “Weapons” for more detail). A burst uses up 3 shots. A Character suffers an Action of Opportunity when firing a weapon from a position adjacent to an enemy.

Choke Hold: 

You have a technique that allows you to silently reduce a target to unconsciousness.

Prerequisites: Grab maneuver bonus 1+
Effect: This is an improved version of the Strangle grab action. In addition to the effects of the Strangle grab action, the Target must make a Stamina Reaction test (TN your Strength) or go unconscious. The TN increases by +3 every round you strangle him.

Upgrade I (Prerequisites Grab maneuver bonus 2+): +2 TN to resist.

Upgrade II (Prerequisites Grab maneuver bonus 3+): +4 TN to resist.

Combat Mobility:

You can move as you attack.

Prerequisite: Agility 6+

Effect: You may take Move action as an Action of Opportunity. 

Special: Movement actions performed after the action allowance that normally do not require an Athletic skill test, are made at a TN of 10 if used as an Action of Opportunity. If you can make more than one Action of Opportunity per round (See Opportunist edge), then you may only spend two Actions of Opportunity on Movement Actions.

Normal: You can only use your action allowance to move your character. 

Combination: 

You combine 2 maneuvers in combat.

Prerequisites: First and Second Maneuver bonus +1 (or Gymnastics “Tumble’, see Special).

Effect: Choose 2 different maneuvers (example Trip and Unarmed Attack), and then decide which is going be the First and Second (It cannot change once chosen). If you have scored a Superior success on the First maneuver, you may make the second maneuver as an Action of Opportunity. If you scored an extra-Ordinary success on the First maneuver, you get a +2 bonus on the Second maneuver. 
Upgrade I (Prerequisites First and Second Maneuver bonus +2): You get a +2 bonus on your Second Maneuver (+4 on EOS).

Upgrade II (Prerequisites First and Second Maneuver bonus +3): You get a +4 bonus on your Second Maneuver (+6 on EOS).

Special: When choosing the Grab maneuver as one of the chosen maneuvers; you must also specify the Grab maneuver. This trait can be taken several times, just take a new combination. But each new Combination is also as a separate Edge. If the character is capable of multiple Actions of Opportunity (See Opportunist edge), and scores multiple successful on different Combination edges (Examples: Combination Block & Trip and Combination Trip & Kick/Punch) he may make more than one Action of Opportunity against the same opponent. A character may also take the Tumble move action as one of the chosen manoeuvres, but he has to possess 1 rank in the Gymnastics skill and needs Tumble speciality before he can take it as one of the chosen manoeuvres.

Disciplined Defense: 

You have learned to turn your awareness of self and surroundings into defense.

Prerequisites: Block, or Dodge, or Parry maneuver bonus +1.

Effect: Choose a Defensive Combat action (Dodge, or Block, or Parry) for which you have a +1 maneuver bonus; you may add you perception modifier as a bonus to that Combat action.

Special: You may take this edge multiple times. Each time it applies to a new defensive combat maneuver.

Disciplined Blow: 

You have learned to turn your awareness of self and surroundings into attack.

Prerequisites: Armed Attack or Kick/Punch maneuver bonus +1.

Effect: Choose an Offensive Combat action (Armed Attack, or Unarmed Attack) for which you have a +1 maneuver bonus; you may add you perception modifier as a bonus to that Combat action.

Special: You may take this edge multiple times. Each time it applies to a new Combat maneuver.

Flurry: 

You are quick in combat.

Prerequisites: Agility 6+

Effect: Choose a melee Combat skill (Armed, or Unarmed Combat); the first additional action after your basic action allowance is at -2 instead at -5 when using the chosen Combat skill. 

Special: A character can only use the benefits of this edge with a weapon he is specialized in.You may choose this option multiple times each time is applies to a new melee Combat skill.
Follow up Strike: 

A short punch or kick intended to set an opponent up for a following blow.

Prerequisites: Unarmed Attack maneuver bonus 1+, or Armed Attack maneuver bonus +1
Effect: Choose a maneuver (Unarmed Attack, or Armed Attack) for which you have a +1 maneuver bonus. A successful test with that maneuver does half damage, but you may add +3 to your next maneuver (must be the same maneuver) against that same opponent.

Upgrade (Prerequisites Punch/Kick 2+, or Armed Attack 2+): You may take 2 Follow up Strikes in 1 combat action. If both hit they add a cumulative +6 to next maneuver (must be the same maneuver) against that same opponent.

Special: This edge may be taken multiple times; each time it applies to a new Combat maneuver (see prerequisites).

Ground Fighting: 

You are adept at fighting when prone.

Effect: You do not suffer the penalties when fighting from a prone position.

Normal: Opponents get a -5 TN to hit you.

Human Shield:

You use the Opponent you have locked as a shield.

Prerequisites: Unarmed Block and Unarmed Grab maneuver +2, and the Joint-Lock Edge

Effect: The Opponent you have locked acts as a shield. Each time you successfully block the attack, the Locked opponent suffer the Attackers damage.

Special: You can no longer use this edge if the Locked target is dead or falls unconscious. 

Human Weapon:

You use the Opponent you have locked as a weapon.

Prerequisites: Unarmed Attack and Unarmed Grab maneuver +2, and the Joint-Lock Edge

Effect: The Opponent you have locked acts as a weapon. You and the Locked target make an opposed Unarmed “Grab” test. If successful, the locked target suffers Unarmed Grab Damage (See Grab), and you may make an Action of Opportunity against and adjacent Target. If the Action of Opportunity is successful, the Target suffers 1D6+ Strength damage.

Special: Use the rules for higher successes 

Improved Aim:

You are very skilled at Aiming.

Prerequisites: Aim maneuver bonus +1.

Effect: Double the bonus you get from Aiming.

Special: This edge may be taken multiple times, each time it applies to another Combat skill.

Improved Defense:

You Block and respond directly.

Prerequisites: Block, Parry, or Dodge maneuver bonus +1.

Effect: You may Block (or Parry) as an Action of Opportunity

Special: This edge may be chosen multiple times, each time for another defensive maneuver.

Improved Disarm: 

You have a technique that allows you to effectively disarm an opponent.

Prerequisites: Disarm maneuver bonus 1+
Effect: This is an improved version of the Disarm Maneuver. If you performed a successful Disarm maneuver, the Target has to make a Strength or Agility Attribute test (TN your Result), or drop his weapon. If you scored an extra-ordinary success, then you decide where the weapon lands, even in your other hand or in the hands of one of your allies (NG may demand for a Quickness reaction test to catch the weapon).

Upgrade I (Prerequisites Disarm maneuver bonus 2+): +2 TN to resist.

Upgrade II (Prerequisites Disarm maneuver bonus 3+): +4 TN to resist.

Special: This Edge can be taken multiple times, each time it applies to another combat skill. This edge also works on for the Disarm grab maneuver.

Improved Nerve Pinch: 

You are good at using your Nerve Pinch in combat.

Prerequisites: Nerve Pinch 3 ranks.

Effect: You only suffer a -2 penalty when using your Nerve Pinch in combat.

Special: Character must have a +1 Grab Maneuver Bonus to benefit from this edge during a Grab.

Improved Suppression Fire:

You are good at laying down suppression fire:

Prerequisites: Suppression Fire maneuver bonus 1+

Effect: You may target 1 extra square with Suppression Fire and you automatically hit 1 extra opponent (maximum 6, see Suppression-Fire) when successfully laying down Suppression Fire. Divide your attacks between the 2 squares.

Upgrade I (Prerequisites Suppression Fire maneuver bonus 2+): You may target 2 extra squares and hit 2 extra opponents (maximum 7, see Suppression-Fire) when successfully laying down Suppression Fire. Divide your attacks between the 3 squares.

Upgrade II (Prerequisites Suppression Fire maneuver bonus 3+): You may target 3 extra squares and hit 3 extra opponents (maximum 8, see Suppression-Fire) when successfully laying down Suppression Fire. Divide your attacks between the 4 squares.

Special: Suppression Fire on multiple squares uses up a number of shots (or charges) equal to 5 (10 shots with a Auto-Fire weapon) plus the number of extra squares.

Improved Trip:

Prerequisites: Trip maneuver bonus 1+
Effect: This is an improved version of the Trip Maneuver. If you performed a successful Trip maneuver, the Target has to make a Strength or Agility Attribute test (TN your Result), or drop prone. The target gets a +2 TN on his opposed test if the character scored an Extra-ordinary success on the skill test to hit him.
Upgrade I (Prerequisites Disarm maneuver bonus 2+): +2 TN to resist.

Upgrade II (Prerequisites Disarm maneuver bonus 3+): +4 TN to resist.

Improved Weapon Damage: 

Your armed attacks are very deadly.

Prerequisites: Armed Attack, Ranged Attack, or Unarmed Attack maneuver bonus 1+ 
Effect: When choosing this benefit select one weapon (each natural weapon is considered a weapon, and the grab maneuver is also considered a separate weapon), you get +2 damage on your selected Weapon.

Upgrade I (Prerequisites Selected maneuver bonus 2+): +1 damage (for total of +3)

Upgrade II (Prerequisites Selected maneuver bonus 3+): +2 damage ((for total of +4)

Special: You may choose this benefit multiple times, each time it applies to a new weapon.

Joint-Lock: 

You have incorporated joint locks into your Grabs.

Prerequisites: Grab maneuver bonus 1+

Effect: You get a new Grab Maneuver (see Grab) called “Joint Lock”. To initiate a Joint Lock make opposed Skill Test: Grab vs. Grab. If you win, then the target suffers an additional -3 penalty (for a total of -5) on all his Grab actions. Further, you may make opposed Skill Test when you have an extremity of your target Locked: Grab vs. Grab to perform the Damage Target Grab action. A Marginal or better success indicates a successful attack. A Critical Hits occur when a character achieves a Superior or higher success on his Unarmed attack “Grab” check, but the character doesn’t have to roll for the location since he already has locked on to a limb. The attacker rolls 1D6+ Strength modifier Unarmed Damage, you inflict maximum damage if the Unarmed attack “Grab” test resulted in an Extra-ordinary success.

Upgrade I (Prerequisites Grab maneuver bonus 2+): If the opponent tries to free himself, you may choose to cause him damage. The damage is equal to his escape roll in damage, and he has to make a Stamina reaction test to avoid a critical injury on the extremity you have locked.

Upgrade II (Prerequisites Grab maneuver bonus 3+): The Target automatically fails his Stamina reaction test to avoid a critical injury on the Locked Extremity (when trying to escape or when performing the Damage Target grab action).

Open-handed Defense:

You are very adept at unarmed melee against opponents that carry weapons, whether they are swords, pole-arms, or hafted weapons. Your prowess allows you to better open-handedly defend against weapon-bearing opponents.

Prerequisites: Unarmed Combat Block maneuver +1

Effect: This Edge reduces the Degree of Success necessary to avoid being harmed by an attack from a Superior Success to a Complete Success. It also reduces the amount of damage suffered on a Marginal Success from 3/4 of the damage rolled by the attacker to 1/2.

Upgrade (Prerequisites B lock maneuver bonus 2+): You only need a marginal success to block a Armed attack unharmed.

Opportunist:

You are adept at making Action of Opportunity.

Prerequisites: Agility 9+
Effect: You can make one extra Action of Opportunity per round.
Upgrade: Yes. Each time it gives an extra Action of Opportunity per round.

Precise Shot:

You can fire into melee without any problem.

Prerequisites: Ranged Combat Attack maneuver +1

Effect: You do not suffer the +5 TN for firing against a target adjacent to one of your allies.
Ranged Disarm:

You can make ranged disarm checks.

Prerequisites: Ranged Attack maneuver bonus +1

Effect: You may take the disarm maneuver with the Ranged Combat skill.

Special: This also allows you to take maneuver bonuses on the Disarm maneuver in the Ranged Combat Skill

Rebound: 

You are able to recover quickly from powerful blows or stumbling.

Effect: Upon being knocked prone or its equivalent, you are able to recover to the ready position on your feet as an Action of Opportunity. Doing so is a Gymnastics (Tumble) check TN 10. You still provoke an Action of Opportunity when getting up.

Upgrade: As above, but you do not Provoke an Action of Opportunity.

Roundhouse Attack:

You swing your entire body into a big, slow, devastating attack.

Prerequisites: Unarmed Attack or Armed Attack maneuver bonus 1+ 
Effect: If successful, the attack does double damage. However you lose the initiative for this round and the next round (If you have it) and opponents are at +2 to skill in Block/Parry or Dodge tests against a roundhouse attack.

Upgrade I (Prerequisites Selected maneuver bonus 2+): Following a successful Roundhouse Attack, your opponents suffers a skill penalty one wound level lower that his actual wound level for the next 1D3 rounds. A Dazed opponent gets penalised as if he where injured.

Special: You may choose this benefit multiple times, each time it applies to a new weapon (Natural weapons are also considered weapons for this purpose).

Stop Block: 

You deflect some of the damage even when you fail to block the attack.

Prerequisites: Block maneuver bonus 1+
Effect: You may subtract your Agility Modifier from your opponent damage if you have failed the block. If your Block was successful the, you gain initiative the next round, and your attacker is at -3 to his next attack against you.

Upgrade I (Prerequisites Block Maneuver bonus +2): Your opponent suffers an -5 on his next attack against you

Upgrade II (Prerequisites Block Maneuver bonus +3): Your opponent suffers an -7 on his next attack against you

Stunning Strike: 

Your unarmed attacks are so accurately placed at vulnerable areas of the body that they can stun your opponent.

Prerequisites: Unarmed Attack maneuver bonus 1+ (see below)
Effect: A successful attack forces a target to make a Stamina reaction test (TN 9) or be stunned for a number op rounds equal your Strength modifier +1. This becomes TN 12 is you have scored an Extra-ordinary Success.

Upgrade I (Punch/Kick Maneuver bonus +2): +2 TN to resist

Upgrade II (Punch/Kick Maneuver bonus +3): +4 TN to resist

Throw: 

You have incorporated Throws into your Grabs.

Prerequisites: Grab maneuver bonus 1+
Effect: You get a new Grab Maneuver (see Grab) called “Throw”. Make an opposed Skill Test: Unarmed Combat (Grab) vs. Unarmed Combat (Grab). If you succeed, you throw your opponent to the ground in your square or an adjacent square. If you throw yourself to the ground while throwing your opponent (Sacrifice throw), you get a +4 bonus on the check. You are no longer grabbing him but the impact of the ground deals 1D6 + Strength damage and he suffers the penalties for being prone until he gets up. If you score an Extra-ordinary success on your Throw, you inflict the maximum unarmed damage (6+Str mod) and the Target has to make a Stamina reaction test to avoid a critical injury. 

Upgrade I (Prerequisites Grab maneuver bonus 2+): Target also has to make a Stamina reaction test is against a Light Stun.

Upgrade II (Prerequisites Grab maneuver bonus 3+): See above, but the Stamina reaction test is against a Medium Stun.

Tripping Throw:

You throw your opponent on an adjacent target. 

Prerequisites: Unarmed Trip and Unarmed Grab maneuver +2, and the Throw Edge

Effect: 

If you also have the Throw edge, then you can throw your locked opponent onto a target, and he also has resisted a Trip attempt.

Turning Block:

You Block your opponent attack while turning out of his line of attack.

Prerequisites: Block maneuver bonus 1+
Effect: After a successful Block test against, you may add half your margin of success (rounded up) to your defense against that same enemy’s next attack.

Upgrade I (Prerequisites Block Maneuver bonus +2): Your may use the other half of your margin of success to your next attack against that same enemy.

Upgrade II (Prerequisites Block Maneuver bonus +3): 

