Initiative Actions

Delay (free): you can delay your action to the next initiative count (to see what happens).  You can delay a number of times per round equal to 10 plus your initiative bonus before you are forced to act or lose your actions for the round.

Ready (full): decide upon a predetermined trigger for the current round and a half action to occur in response.

Regroup (half): increases your initiative count by 5 for the rest of the round, can be taken any number of times.

Attack Actions

Standard Attack (half): make a single attack on one available target of your choice.

Autofire (full): requires a weapon with the strafe ability and targets one opponent.  Choose the number of 3 shot volleys that will be fired (subject to remaining ammo in the weapon).  Make a single attack roll with a –1 to hit penalty for each volley fired, for every additional 4 points by which the attack roll succeeds an additional hit is scored (up to the number of volleys fired).

Burst (half): requires a weapon with the burst ability, uses 3 shots.  Narrow burst are –3 to hit and +2 damage.  Wide bursts are +1 to hit.

Cover Fire (full): provides a +4 dodge bonus to defense for an ally (not in melee) in your line sight for 1 round, uses 5 shots.  The bonus is only against opponents who are also in your line of sight.  Each additional cover fire attack for the same ally grants only an additional +1 bonus.

Feint (half): mislead an opponent so that he cannot dodge (loses dex bonus to defense) your next attack.  Attacker chooses one of:


Bluff versus Sense Motive, opponent within 30 feet and line of sight, critical success leaves opponent flat footed.


Tumble versus Concentration, opponent within 20 feet and line of sight, critical success inflicts 1d6 subdual damage.


Sleight of Hand versus Spot, opponent within 10 feet and line of sight, attacker has at least one hand free, critical success allows the attacker to take an additional bonus 5-foot step.

Strafe (full): requires a weapon with the strafe ability and targets multiple adjacent 5-foot squares within your line of sight.  Choose the number of 2 shot volleys that will be fired (subject to remaining ammo in the weapon).  Make a single attack roll with a –2 penalty for each square beyond the first.  Compare the attack roll to the defense of each character in the targeted squares, applying damage (roll once) to each.

Suppressive Fire (full): targets an opponent in line of sight who is not in melee, uses 5 shots.  Target receives a –4 penalty to attack rolls and skill checks for one round while in line of sight.  In addition the opponent must take at least ¼ cover or leave your line of sight by your first action on the next round, or you get a single attack against him as a free action.  Each additional suppressive fire attack on the same target grants only an additional –1 penalty.

Taunt (half): use your Bluff skill to goad an opponent (who opposes with Sense Motive) into attacking you his very next action.

Threaten (half): the attacker and the target take opposed intimidate rolls.  The attacker must be armed or have succeeded with a recent and relevant unarmed attack.  They must be within line of sight and 30 feet (or one range increment).  The winner imposes a penalty (usually –2 to hit) on his opponent for a number of rounds equal to half the difference of the opposed skill check.  On a critical success the loser must take the withdraw action at least once every round he is threatened.

Trick (half): use your Balance or Jump skill to wear down an opponent (who opposes with Concentration).  If successful the target takes subdual damage equal to 1d6 plus the attacker’s Dex modifier.  If unsuccessful the attacker takes one point of subdual damage.

Others: Coup De Grace (Full), Disarm (Half), Grapple (Half), Strike An Object (Half) and Trip (Half).  [SEH pg 165-169]

Movement Actions

Notes 
- If you take a movement action during the round then you cannot take a 5-foot bonus step.

- If adjacent to an opponent who is not prone, you can’t move more then a 5-foot step unless withdrawing.

- If your move (any type including change or withdraw) brings you next to an adjacent opponent your move action ends there.

- When using a grid map to resolve movement every second diagonal move is considered two squares in distance.

Standard Move (half): move your speed in feet, or as per the rules if climbing, swimming, moving silently, etc.

Charge (full): move up to twice your speed in a straight line towards your target, once within striking range you get one standard attack with a +2 to hit bonus.  However you suffer –2 to defense until your next action the following round.

Crouching (half): move no more then 10 feet, but attackers get a –1 to hit penalty which continues while you are stationary.

High Crawl (half/full): move 10 feet (half) or 15 feet (full).  Attackers –3 to hit penalty with ranged attacks, +3 to hit penalty with melee attacks.

Low Crawl (free): the character is considered prone and may not move except to slide his bonus 5 foot step each round.

Run (full): move up to 4 times your speed in a straight line (3 times if wearing heavy armor).  You lose your dex bonus to defense.

Total Defense (full): move your speed and receive a +4 dodge bonus to defense for one round.

Withdraw (full): allows you to break away from opponents.  Move up to twice your speed, but away from all opponents.

Miscellaneous Actions

Aim a ranged weapon (half): gives a +1 to hit bonus for your next attack, if aim is not disturbed (target must not move more then 5 ft). 

Brace a ranged weapon (half): gives a +2 to hit bonus for your next attack, requires a stable surface or corner.  Bonus stacks with Aim.

Draw or Holster a weapon (half).

Load a weapon (half): loads one clip, or three bullets for guns that don’t use clips.

Refresh (full): At the end of the round, if you have not been attacked, you spend an action die to add to vitality or recover 2 wounds.

Stabilize an adjacent dying companion (half): Requires a First Aid check (DC 15) and may not be attempted untrained.

Stand up (half): Take this action to rise from a prone position.

Others: Skill checks, manipulate or interact with an object, other miscellaneous action.

Other Rules of Interest

Recoil: Applies to autofire, burst and strafe attacks.  For every point that the agent’s strength is lower then the recoil rating a –1 to hit penalty applies.  If the character using both hands to control the weapon his strength is considered two higher.

