CORTEX SYSTEM Rules Clarifications/Revisions (V1.0)
Rules for Combat

Called Shots: This table contains the extra effects of successfully hitting a specific body location.

	Area
	Difficulty
	Stun/Basic Damage Effect
	Wound Damage Effect

	Arm
	+4
	Victim loses use of limb until succeeding on an Endurance roll. Incapacitated arms cannot attack or block.
	Victim must immediately make an Endurance roll or lose use of the limb until given medical treatment. Incapacitated arms cannot attack or block.

	Leg
	+4
	Victim loses use of the leg until succeeding on an Endurance roll. Each incapacitated leg reduces base speed by half.
	Victim must immediately make an Endurance roll or lose use of the leg until given medical treatment. Each incapacitated leg reduces base speed by half.

	Head
	+8
	Increase weapon’s damage die by +2 steps. Victim is knocked unconscious until succeeding on an Endurance roll.
	Increase weapon’s damage die by +2 steps. Victim must immediately make an Endurance roll or be knocked unconscious until treated by surgery.

	Groin/Buttocks
	+8
	Victim is impaired (–2 step skill penalty to all actions, base speed reduced by half) until succeeding on an Endurance roll.
	Victim must immediately make an Endurance roll or be impaired (–2 step skill penalty to all actions, base speed reduced by half) until given medical treatment.

	Hand
	+12
	Victim loses use of the hand until succeeding on an Endurance roll, and must make a Hard Agility + Willpower roll or drop any object held in the hand.
	Victim must immediately make an Endurance roll or drop any object held and lose use of the hand until treated by surgery.

	Kneecap
	+12
	Victim is knocked prone, incapacitated (can take no actions), and loses use of the leg (can only move at a crawl) until succeeding on an Endurance roll.
	Victim must immediately make an Endurance roll or be knocked prone, incapacitated (can take no actions) until given medical treatment, and lose use of the leg (can only move at a crawl) until treated by surgery.

	Heart
	+12
	No additional effect unless the attack is electrical, in which case the victim falls down and is incapacitated (can take no actions) until succeeding on an Endurance roll.
	Increase weapon’s damage die by +4 steps. Victim must immediately make an Endurance roll or fall dead.


· Endurance rolls required by the effects of a called shot are at Hard Difficulty (11) or at a Difficulty equal to the total damage inflicted by the attack (after armor reduction), whichever is greater.

· If the effect calls for an Endurance roll immediately, the roll is made as an instant reaction at that moment. Otherwise the character may attempt one Endurance roll each turn in his initiative order. Endurance rolls from called shots do not require an action.
· Body armor negates the special effects of a called shot to covered areas (a helmet negates a called shot to the head, a body suit negates a called shot to the limbs, and a vest or body suit negates a called shot to the heart)—unless the attacker scores an extraordinary success that bypasses the body armor.

Defense, Melee Combat: A target can use block, dodge, or use innate defense vs. hand-to-hand attacks.

· Generally, cover does not apply to hand-to-hand combat unless the target is actively trying to shelter behind obstacles and is not attacking.
· A defender may choose not to roll innate defense and remain a stationary Easy target (Difficulty 3).

· If a defender tries to block with a considerably smaller/lighter weapon (knife vs. sword), there is a –1 step skill penalty on the block roll.  If the defending weapon is considerably larger/heavier than the attacking weapon (sword vs. knife), there is a +1 step skill bonus to the block roll.
· If the defender scores an extraordinary success when blocking (7 higher than the attack result), the defender inflicts his choice of a special effect on the attacker: the attacker is disarmed (and the weapon is grabbed if the block is bare-handed); the attacker is tripped and knocked prone; the attacker is bashed and takes Stun damage equal to the defender’s Strength –2 steps (minimum d2).
· If a block or dodge roll is a botch, the defender stumbles, cannot move any further this turn, and is automatically an Easy (Difficulty 3) target against the attack.

Defense, Ranged Combat: A target can use innate defense or dodge behind cover vs. guns, bows, etc.
· A character caught out in the open without any possibility for cover in the immediate area can only roll innate defense against ranged attacks. The defender may choose not to roll and remain a stationary Easy target (Difficulty 3) instead.
· A prone target cannot roll innate defense against ranged attacks. He is automatically an Easy target with a +2 light cover bonus against ranged weapon attacks (Difficulty 5).

· A targeted character can dodge against ranged attacks only if there is some kind of cover in the area. The roll is Agility + Athletics/ Dodge at a skill penalty based on the distance to the available cover:
	Range to Cover
	Approximate Distance
	Skill Penalty

	Adjacent
	within arm’s reach (around 2 ft.)
	none

	Close
	within body’s length (around 6 ft.)
	–1 step

	Near
	up to walking distance away (around 15 ft.)
	–2 steps

	Far
	up to running distance away (around 30 ft.)
	–3 steps


· The Difficulty to hit the dodging character equals the dodge roll result plus the cover bonus (2 for light, 4 for moderate, 6 for heavy, 8-16 for total cover). This Difficulty applies to all ranged attacks from the direction blocked by the cover until the character moves or attacks (thereby giving up the cover). Defending against ranged attacks from other sides or after moving or attacking requires another defensive action and roll.
· If a dodge roll is a botch, the character stumbles half-way before reaching the cover, cannot move any further this turn, and is automatically an Easy (Difficulty 3) target against the attack.

Defense, Shields: A shield can be used to make Melee Weapons block rolls or held defensively for cover.

· When using a full-size shield to block hand-to-hand attacks, the Difficulty result of the block roll applies to all attacks in front of the shield until the character moves or attacks. Defending against attacks from flanks or after moving or attacking requires another defensive action and roll. When using a small-size shield, the Difficulty result of the block roll applies only against the one attack.

· A shield held defensively provides its cover bonus when the wielder is stationary or using innate defense. Shield cover applies against hand-to-hand attacks, thrown projectiles, arrows, and (if a modern ballistic shield) bullets. Shield cover can be maintained while walking, running, or making attacks, but it is lost by blocking, dodging, or sprinting and cannot be activated again until the next turn after doing any of those actions. Holding a shield defensively doesn’t count as an action.
Explosions/Blasts: A character aware of an imminent explosion/blast can spend an action to jump away and hit the ground as a reaction. The character rolls Agility + Athletics/Jumping and the Difficulty achieved (Table 5.4, p. 91, standing jump) determines how many feet away he lands (Easy, 3 ft.; Average, 5 ft.; Hard, 7 ft.; Formidable, 9 ft.; Heroic, 11 ft.). Each range increment away from the blast point reduces damage by 1 die, and being prone reduces damage by 2 dice. On a botch the character stumbles, doesn’t make it to the ground, and takes full damage.

Melee Combat, Improvised Weapons: Objects not meant as weapons still can be used to inflict harm.  Attacking with an improvised weapon uses Unarmed Combat/Brawling or the Melee Weapons general skill (or Ranged Weapons general skill if thrown). Due to their awkward shape and balance, improvised weapons impose a skill penalty on the attack roll. Furthermore, improvised weapons have a chance of breaking (checked after a hit or botched attack roll).

	Object
	Skill

Penalty*
	Chance

of Breaking
	Damage

(Before Breaking)
	Damage

(After Breaking)

	Bottle, Glass
	–1
	50%
	d2 S
	d2 W

	Chair/Stool, Wood
	–3
	25%
	d6 B
	(as chair leg)

	Chair/Stool, Metal
	–3
	10%
	d6 B
	(as metal impl.)

	Chair Leg
	–2
	0%
	d4 B
	–

	Heavy Object (Ladder, Barrel, etc.)
	–4
	10%
	d8 B
	0

	Implement, Metal (Mug, Wrench)
	–1
	0%
	d2 B
	–

	Pool Stick
	–1
	50%
	d2 S
	0

	Pottery, Small or Light
	–2
	75%
	d4 B
	0

	Pottery, Large or Heavy
	–3
	75%
	d8 B
	0


* 
If the object is used for an attack particularly suited to its form, reduce the skill penalty by 1 step (for example, a pool stick used for a trip attack or a barrel rolled into an opponent).
Melee Combat, Knocked Prone: A character forcibly knocked prone (by being tripped, for example) must spend 1 action to get back up and, due to being off-balance, suffers an additional –1 step skill penalty on the next combat-related action taken that turn. 

Melee Combat, Tripping: The attacker makes an Agility + Unarmed Combat/Specialty roll to hit. If successful, the attacker and defender then make opposed Agility + Strength rolls. The attacker receives a +2 step skill bonus on the opposed roll if he scored an extraordinary success on the attack roll. If the attacker wins the opposed roll, the defender is knocked prone. If the attacker botches or the defender get an extraordinary success, the attacker is knocked prone. If tripping with a weapon (like a fighting staff or chain), the attacker can drop it to avoid falling prone.

Melee Combat, Unarmed: There are four distinct specialties for the Unarmed Combat general skill—Wrestling (used for disarming, grappling, and tripping), Offensive Martial Arts (used for attacking, blocking, and grappling), Defensive Martial Arts (used for blocking, disarming, grappling, and tripping), and Brawling (used for attacking, blocking, grappling, and tripping). Brawling also can be used to attack with improvised weapons (at a skill penalty based on the clumsiness of the object). Defensive Martial Arts allows blocking melee weapon attacks without automatically suffering the weapon damage. Offensive Martial Arts and Wrestling can be used to attempt two unarmed attacks in one turn. For color, players can name the specific style of their character’s specialty (e.g., karate, judo, boxing, etc.).

Movement, Crawling: A prone character can only move at a crawl. Crawling up to five feet doesn’t count as an action. Crawling up to one-third running distance (typically 10 feet) counts as an action. Crawling up to one-third sprinting distance (typically 15 feet) counts as an action, and it’s the only action the character can take in the turn.

Movement, Sprinting (Optional): Instead of sprinting 45 feet, a character may choose to sprint a number of feet equal to 35 plus the result of a Strength + Athletics/Run check.

Miscellaneous Rules
Healing Wounds (p. 159): After a wounded character receives successful surgery, 1 Wound is converted into Stun damage.  If conducted in superior conditions or with highly advanced technology or mystical powers, another 1 Wound is converted to Stun. The patient must avoid physical strain until the Stun damage heals normally or the wounds will re-open (and the Stun damage will re-convert back to Wound).  Remaining Wound damage must be healed naturally over time (normally 1 Wound per 2 days).

Operating Ships/Vehicles: The roll for operating a vehicle or ship is the pilot/driver’s Agility + Drive or Pilot/Specialty. The skill die is modified by the vehicle or ship’s maneuverability. The pilot/driver’s attribute die suffers a –1 step penalty for every 2 steps that vehicle’s Agility is lower than his (e.g., a driver with d12 Agi handling a truck with d4 Agi suffers –2 step penalty to Agility on rolls to drive the vehicle. This modification may also be used for other attributes (such as Alertness) when the vehicle’s mechanical quality isn’t up to the full skill potential of the pilot/driver.
Starting General Skills: Every character should have at least d2 in Athletics, Influence, Knowledge, and Perception. These “skills” are fundamental characteristics of how people interact with each other and their environment. A character without any die in Athletics would be an invalid, without any die in Influence would be a complete recluse, without any die in Knowledge would be mentally impaired, and without any die in Perception would be catatonic.

