
Combat (1) 
Combat occurs across a series of turns, each representing about 3 seconds of in-game time.  Each turn contains at least one 
round of actions, during which characters take their actions in an order determined by their initiative.  Initiative is equal to 
the character’s Mental or Physical attribute, whichever is greater.  If two characters have the same Initiative, the one with the 
higher Mental attribute goes first.  If that’s the same, then it’s the one with the highest Physical attribute; failing that, the one 
with the highest Social attribute. 

On their initiative in the round, each character may take up to two actions: one standard and one simple. 

 Standard action: any action requiring a challenge of any kind, or which requires your character’s full attention, is a 
standard action.  If you want, you can use your standard action as a simple action instead. 

 Simple action: anything you can do without making a challenge.  One option is to move up to three steps (around 
2.25m). 

Ideally, a Storyteller or other crew member will be present to facilitate the combat scene – please call for one! 

Every character participating in combat may expend their actions on or after their initiative.  The first action resolved is 
whatever action started the combat; everything after that point occurs in initiative order.  When your initiative is called by the 
ST, declare one standard action and one simple action (in any order).  Once everyone has acted, the ST will ask if anyone has 
Celerity 3 (Rapidity) and do the same; then Celerity 5 (Rapidity); and finally Celerity 6 (Quickness). 

During an individual round, a character can only be targeted by at most 2 Physical attacks, 1 Mental attack, and 1 Social attack, 
whether they succeed or fail.  During any additional round after the first, each character may be targeted by up to two more 
Physical attacks.  The type of attack is determined by the defender’s resistance attribute. Normal test pools are as follows: 

 Unarmed: Physical attribute + Brawl vs Physical attribute + Dodge: range 2 steps (1.5m), 1 normal damage 
 Melee: Physical attribute + Melee vs Physical attribute + Dodge: range 2 steps (1.5m), 1 normal damage 
 Thrown: Physical attribute + Athletics vs Physical attribute + Dodge: range 10 steps (7.5m), 1 normal damage 
 Archery: Physical attribute + Archery vs Physical attribute + Dodge: range 50 steps (37.5m), 2 normal damage 

o If you have the Wits focus, you may use your Mental attribute to attack instead 
 Mental: Mental attribute + skill vs Mental attribute + Current Willpower 
 Social: Social attribute + skill vs Social attribute + Current Willpower 



Combat (2) 
Fair Escape: if you are in a combat situation and your character wishes to escape, this is resolved as follows: 

 When you are called to act, announce that you wish to try to fair escape 
 If you avoid being involved in any Physical challenges for a full round (i.e. until you are next called to act), then you 

escape successfully at the end of that second round.  Otherwise you are still in the fight. 

Lying Prone: if you drop to the ground using a simple action, you get a +2 bonus to your defence pools against any ranged 
attack from more than 3 steps (2.25m) away.  If you are physically attacked by anyone closer than that, you suffer a -2 penalty 
to your defence pool instead.  While prone, you can crawl up to one step per simple action.  You can also use a simple action to 
stand up and move one step. 

Assist Attacker: Instead of using your standard action to attack, you may instead expend it at any time to boost another 
character’s attack.  This is a way to still contribute to the combat even if there are more people attacking than can target an 
individual during a given round, so long as you have not yet used your standard action.  It works as follows: 

 Choose the individual you want to help, and offer them your help.  If they refuse, then you cannot use this target but do 
not lose your standard action.  If they accept, then agree with them which combat manoeuvre you will help them 
perform. 

 Spend your standard action and describe how your character is helping with the attack 
 The character you are assisting may then perform the agreed combat manoeuvre without spending Willpower 
 A character may only receive the benefit of assistance from one other character per challenge 

Assist Defender: Once per round, when one of your allies is attacked, you may offer to expend your simple action in order 
to move up to three steps (2.25m) and shield them from the attack.  If they agree, then you become the target of the incoming 
attack instead.  You may do this at any time in the round, so long as you have not already used all your simple actions for the 
round.  Both you and the person you’re assisting are considered to have been targeted with a Physical attack for the purposes 
of determining maximum incoming attacks per round.  An attack cannot be redirected in this way more than once, and each 
character may only spend one simple action per round in this way.  If the attacker does not want to harm the new defender, 
they can instead choose to lose their standard action and not attack at all this round. 


