NEW PRIMALS COMBAT SYSTEM  2.0 (5/27/09)

We will be using a combination of Aberrant (my Omega World Game) and New Mage Rules.  This means actions are based on D10s, and the base target is always 7, with dice pools generally consisting of Attribute + Ability.  

GM NOTE: I am continuously trying to refine the rules mechanics and combat system, so changes are possible and suggestions are appreciated. 

SEQUENCE OF ACTIONS IN A COMBAT TURN: Combat Turns last 3 seconds

1.  Roll for Initiative and keep track of Initiative numbers.  Begin with the highest Initiative and count down to “0”. 

2.  Highest Initiative may act first or hold and defer.  In case of a tie, the highest combined Dexterity + Wits + Purchased Initiative, goes first, then highest Quantum, and then a D10 roll off. 

3.  At any time a PC may take defensive actions (such as Dodge, Parry, or Full Defense) whether they have come to their Initiative or not. 

4.  A PC who’s Initiative has already come may act, but not necessarily “interrupt” another’s action

5.  PCs may interrupt another’s action if they A) were holding specifically to do so, B) if their Initiative (Dex + Wits + Roll) is higher than their opponent.  Otherwise, they must wait until just after their opponent has acted. 

6.  In general PCs may both take a Walk action and a Regular Action in a turn with no penalties.  If a PCs chooses to take more than one Action in a Turn they suffer Multiple Action Penalties. 

7.  Once everyone has acted and the count has reached “0”, the next Combat Turn begins.

BASIC ACTIONS/EVENTS: 


1.  Combat Rolls (GMO-Major Change!): Hand-to-hand Combat: Strength + Melee or Strength + Martial Arts. Ranged Combat: Perception + Markmenship or Perception + Throw, Dodge and Parrying:  Dexterity + Martial Arts, Dexterity + Melee, or Dexterity + Dodge.  
2.  Initiative (?): PCs determine initiative by adding Wits + Dex + D10 (+ any purchased Initiative). Initiative determines not only who goes first, but also who is able to interrupt whom first throughout the turn. 
3.  Multiple Actions (GM):  PCs can take as many extra actions as they wish, however each action after the first adds a cumulative +1 Difficulty to the action (meaning PCs cancel out 1 success for each action after the first cumulatively).  PCs may take virtually unlimited actions, with the increased danger of a Botch.  PCs may even take actions after they have already acted, including interrupting other’s actions. A PC may begin the turn by Walking, and decide later to Run.  In this case they must make a Dexterity + Athletics roll at an increased difficulty equal to the number of Actions they have already taken. 
4.  Battle Map Squares:  Each battle map square is one meter/3 feet.  
5.  Movement (GMO): PCs Walk Dexterity in meters/turn and keep full dice pools, and is not considered an action.  PCs Run at (Dexterity x2 + Athletics) meters but this is considered an action.  PCs Sprint at (Dexterity + Athletics) x3 and take no other action. PCs may only take one move action per turn.  PCs may move, attack, and move again freely.  

6.  Health Levels (pg. 252):  PCs begin with 7 Health Levels each with a dice and movement penalty (Bruised -0, Hurt -1, Injured -2, Wounded -3, Maimed -4, Crippled -5, Incapacitated, Dead)

7.   Injured Movement (pg. 252):  PC movement is slowed when they are injured.  Your Wound Penalty indicates impaired movement, translating into the number of meters by which your movement is divided to a minimum of 1.  You cannot Sprint at -2, and you cannot run at -4 Health Levels. 

8.  Lethal Damage (pg 253):  Lethal damage is LETHAL! Awakened can soak lethal damage with ½ their Stamina (rounded down), others cannot soak lethal damage.  If a person shoots you with a gun, you will likely die (unless you have special protection).  Don’t piss off the man with the Assault Rifle.

9.  Death (GMO):  PCs have negative health level equal to their Stamina.  Once PCs fall below this number, they have a number of turns to be brought back or stabilized equal to their Stamina + Resistance or they die.  PCs can be stabilized with an Intelligence + Medicine roll, difficulty = health levels below Incapacitated. 
10.  Recovery/Healing (pg 254):  We will be using Aberrant Recovery Rules (very similar to Exalted).  Medicine rolls greatly reduce healing times, as does some Magick and Shadow Powers.
11. Resistance Rolls (GMO): PCs will use the following Attributes for resisting effects (combined with Resistance Ability):  Stamina + Resistance: poisons, radiation, disease, exhaustion,  Wits (Resolve) + Integrity: illusions, fear, insanity,: mind control, seduction. 

12.  Botching:  Botches happen in the PC rolls no successes and at least one 1.  Note: Multiple Actions actually cancel successes and therefore greatly increase the risk of a Botch.  Botching always ends a PCs actions from the rest of the turn.  Examples: 1 Botch: Drop weapon, weapon jam, trip and fall down, 2 Botch:  Shoot friend, shoot self, trip and drop weapon, 3 Botch: Shoot friend, drop weapon  & trip and fall down, 4+: Very bad…

13.  Reflexive Actions/Attacks (GMO):  In some circumstances, PCs may take Reflexive Actions at full regular dice pools.  

14.  Zone of Control (GMO):  Defenders “control” the area immediately surrounding them (One Hex).  This usually means the hex they are in, and all adjacent hexes.  If an enemy tries to pass through this area, they immediately suffer from a free Reflexive Attack from the defender unless they stop.  Those trying to pass may take an action to defend as normally. In order to avoid this, an athletics roll at base difficulty can be rolled (and can be part of an extra action). Defenders can take an number of Reflexive Attacks up to their Dexterity.

15. Static Defense (Exalted):  I will consider using Static Defenses later to speed up the game if the players want it. 

16.  Willpower Recovery ():  PCs recover one point of Willpower per full period of sleep (usually 8 hours).  In addition, PCs may recover Willpower with stunning successes, such as +5 successes over what they needed to accomplish with Ability + Attribute rolls (though not Combat Rolls!). 

17.  Difficulty of Action Rolls:  Any form of “Difficulty” directly subtracts from successes, significantly increasing the chance for a Botch. 


18.  Actions without Ability Dots:  PCs often may perform actions for some Abilities they do not have such as firing a gun without Firearms.  In this case, the difficulty increases by +2.  However, there are many situations where PCs may not perform actions without the appropriate Ability.  For example no PC gets to roll to repair a car engine without Engineering.  


19.  Damage and Soak: Opponents subtract soak value first then roll remaining damage dice for damage.  For example, if a PC is hit with a bullet that does 6 Lethal (damage + successes) and has a Lethal Soak of 4, he will take 2 dice of rolled damage.   


20.  Aggravated Damage (): Some damage is particularly lethal.  Aggravated Damage can only be soaked by specific forms of protection and take 5x as long to heal.  In general, normal mortal NPCs cannot heal Aggravated Damage at all. 


21.  Holding Action (GMO):  PCs may hold an action and wait for an event to take place.  If PCs hold, they may freely interrupt and act. 


22.  Increasing Initiative:  A specific form of Holding Action, a PC may hold an entire turn and raise their Initiative roll to an automatic “10”.  This Holding must be done “in Combat”.  For each turn a PC continues to Hold they may increase their roll by +1. 


23.  Time in the Game:  Turns last from 3 seconds to 3 minutes, though in combat Turns are 3 seconds long.  Scenes last until events significantly change, and can last from 3 minutes to days, though they are usually about an hour. 

24.  Stunts (GMO): PCs may receive bonus dice to actions if their description of the action impresses the GM and/or the other Players.  Stunts are cinematic maneuvers that Players come up with to inspire powerful images.  If a Player describes a “cool” maneuver their PC tries to perform, they will gain between 1-3 Bonus Dice.  

25.  Merits & Backgrounds:  All Backgrounds are now Merits. 
GENERAL COMBAT MANEUVERS (pg. 243)

Ambush:  Stealth vs. Awareness roll. If successful , attacker gains one free attack at the beginning of combat.

Blind Fighting/Fire:  +2 difficulty penalty (increases chance of botch) and must guess which hex to target for ranged attacks.  Attacker may take an Action to target a hex (Perception + Awareness) difficulty 3, (or resisted Dexterity + Stealth roll if defender wants to take an Action).
Flank/Rear Attacks:  Flank attacks add +1 die to accuracy, rear attacks add +2 dice.

Movement:  PCs Walk Dexterity in meters/turn and keep full dice pools, and is not considered an action.  PCs Run at (Dexterity x2 + Athletics) meters but this is considered an action.  PCs Sprint at (Dexterity + Athletics) x3 and take no other action. PCs may only take one move action per turn.

Multiple Actions:  Add +1 to difficulty for each subsequent action after the first, which does affect Botches.

Targeting: Opponents may aim to bypass armor or increase damage and can target body parts for greater damage or other reasons.
DEFENSIVE MANEUVERS (pg. 243)

Block:  Parrying with your body (Dexterity + Martial Arts or Strength + Brawl)
Dodge:  Standard (Awakened PCs can now dodge bullets, but normal mortal NPCs cannot!) (Dexterity + Dodge). 
Parry:    Blocking with a melee weapon (Dexterity + Melee)
Full Defense: If PCs haven’t taken any actions yet, they may go completely defensive blocking and dodging attacks.  Instead of adding +1 difficulty for each action, they subtract l die from their base pool for each attack defended. Full Defense must be declared before any other actions are taken in the turn. 
CLOSE COMBAT MANEUVERS (pg. 244-245)   
Clinch:  Ability: Martial Arts, some Weapons/Powers, Difficulty: Normal,  Accuracy: Normal, Damage: STR +2,  Grappling opponent and causing damage.  Grappled opponent may roll on his turn to break free.
Disarm: Ability: Martial Arts, some Weapons/Powers, Difficulty: +1 difficulty of attacker is unarmed, +2 otherwise, Successes must exceed opponent’s strength to disarm.  Accuracy: Normal, Damage: None-opponent loses weapon,

Hold:  Ability: Martial Arts, some Weapons/Powers, Difficulty: Normal,  Accuracy: Normal, Damage: None-on a success opponent is immobilized until his next action where PCs roll resisted actions to break hold.

Kick: Ability: Martial Arts, Difficulty: +1,  Accuracy: Normal, Damage: Strength +3,
Strike: Ability: Martial Arts, some Weapons/Powers, Difficulty: Normal,  Accuracy: Normal, Damage: Strength +2 (Ability: 0 = +0, 1 = +1, 2 = +2),  A standard unarmed punch, 

Sweep: Ability: Martial Arts, some Weapons/Powers, Difficulty: Normal,  Accuracy: Normal, Damage: Special-Damage: STR +1, Defender rolls Athletics +3 to remain on feet.

Tackle: Ability: Martial Arts, some Weapons/Powers, Difficulty: +1,  Accuracy: Normal, Damage: Strength +3,  Both attacker and defender roll Athletics +2 or suffer knockdown. 

Throw:  Ability: Martial Arts, some Weapons/Powers, Difficulty: +1,  Accuracy: Normal, Damage: Special-Target goes meter=to STR and suffers knockdown, Damage: STR+1 and +1 per 2 meters.

Weapon Strike:  Standard
Two Weapons Use:  Special, (pg.  247): Like multiple actions, but +1 difficulty for the off hand.

Asphyxiation Attack (pg. 246): Special 

RANGED COMBAT MANEUVERS (pg. 247): Aberrants may occasionally use Ranged Combat Maneuvers using their powers.
Aiming:  Add one die per turn of aiming, up to Perception (to a single shot).  
Automatic Fire (pg. 247): Ability: Firearms/Powers, Difficulty: +2,  Accuracy: +10, Damage: Special-Unloading a full clip into one person. Some weapons do not suffer from recoil.

Cover:  Adds to Difficulty in combat to be hit-Light Cover (lying prone): +1, Good Cover (behind wall): +2, Superior Cover (only head exposed): +3, Full Cover prohibits fire,

Cover Fire:  Resisted Willpower rolls causes opponent(s) to abandon an action and can be used even before your normal action. Failure forces opponents to dive for cover and cancels opponent’s action for the turn.

Multiple Shots:  Same as Multiple Attacks. 
Long Range/Point Blank (pg. 247):  Point Blank (2 meters) adds +2 accuracy.  Attackers can shoot up to twice the given range at +2 difficulty.  These both apply to any missile weapon or power. 
Reloading:  Takes one full action (Wits + Firearms if done with other actions)

Semiautomatic Burst: Ability: Firearms/Powers, Difficulty: +1,  Accuracy: +2, Damage: Special-Unloading a full clip into one person. Some weapons do not suffer from recoil.  

Strafing: Ability: Firearms/Powers, Difficulty: +2,  Accuracy: +10, Damage: Special-Unloading a full clip into one person. Some weapons do not suffer from recoil. Like Automatic fire across an area or multiple hexes. 

Two Weapons Use:  Special, (pg. 247): Like multiple actions, but +1 difficulty for the off hand.

COMBAT COMPLICATIONS (pg. 249):

Area and Explosion Attacks:  Accuracy: +2, cannot be blocked or parried but can be dodged if enough movement is left to escape the area.  Do Not add successes to damage.

Darkness/Impaired Vision/Blind:  Blinded opponents (or those in complete darkness) suffer a +2 difficulty, while those in partial darkness (dark night, deep shadow, thick foliage) suffer a +1 penalty.  Opponents get +2 dice to accuracy against the blind and +1 against the partially blind.  Opponents must guess which hex to target for ranged attacks.  Attacker may take an Action to target a hex (Perception + Awareness) difficulty 3, (or resisted Dexterity + Stealth roll if defender wants to take an Action).
Dazed:  If an opponent takes more damage than his Stamina, he is stunned until his next turn (each dot of Mega-Stamina counts as two points).  He may spend a Willpower point to react normally.  
Immobilization (i.e. being grappled, held by animated tree, etc.):  Accuracy: +2 to partially held subject.  Automatically hit any target that is fully held/paralyzed opponent. 
Knockback:  Only under special circumstances.  Compare the attack’s damage dice vs. the defender’s.  If the damage dice are equal to or greater, then target flies back 2 meters per damage dice above (Strength + Special).  Take one die of Bashing per 2 meters knocked back. Lethal attacks cause only half Knockback.  Defenders can take an Action to roll (Dexterity + Athletics, difficulty 3) to reduce Knockback damage by half (unless they hit something.  20+ dice of Knockback may send you over the mountain.  
Knockdown:  Only under special circumstances.  PCs knocked down may take an Action roll (Dexterity + Athletics, difficulty 2) to get up immediately, but suffer -2 to Initiative from then on.  PCs on the ground cannot dodge, and add +2 difficulty to other actions like attack and parry.  
Unconsciousness:  If subject suffers Stamina +2 damage in one attack they are unconscious (each dot of Mega-Stamina counts as two points).  Unconsciousness lasts between 5 turns to the entire scene. 
