Alternity Combat Charts
	Unarmed and Melee Attacks
	Ranged Attacks

	Attacker:
	Attacker:

	Multiple attackers (4-6 total)

	+1/+2/+3
	Burst
	-1

	Overpowering
	+1
	Autofire
	+1/+2/+3

	
	
	Point blank (1 meter range)
	-3

	Target:
	Range: Primitive weapons
	-1/+1/+2

	Prone
	-2
	Range: Pistol/SMG
	-1/+1/+3

	Sitting/kneeling/crouching
	-1
	Range: Rifle, Heavy (direct)
	-1/0/+1

	
	Range: Heavy (indirect)
	+2/-2/0

	All Attacks
	Melee: Rifle, Heavy (direct)
	+1

	Attacker:
	
	Melee: Heavy (indirect)
	+4

	Rear attack (3+ enemies)
	-2
	Aiming (next attack roll)
	-1

	Flank attack (2+ enemies)
	-1
	
	

	Off-balance
	+2
	Target:

	Higher ground
	-1
	Prone
	+2

	Prone
	+2
	Sitting/kneeling/crouching
	+1

	Running
	+2
	
	

	Sprinting
	+3
	Light cover
	+1

	Gliding/flying
	+1/+2
	Medium cover
	+2

	Two weapons at once
	+2/+4
	Heavy cover
	+3

	Called Shot (GG, p. 50)
	+4
	
	

	Visibility:
	Friendly fire (close quarters)*
	+2

	Slight/twilight
	+1
	Friendly fire (friend as shield)*
	+4

	Moderate/moonlight
	+2
	
	

	Extreme/total darkness
	+3
	* may hit ally if penalty is ignored
	


All-out Movement:

· Begin in phase with action, move maximum distance that phase and every other phase until stopping

· Cannot attempt actions while moving or for rest of the round after stopping (still use cover and RM)

Blocking/Parrying:

· Defender’s skill check must equal or exceed success of attacker’s skill check

· Off-hand parry (+4) can be combined with an attack (+2)

· Rank 2 = Block (DMA); Rank 4 = Reaction Block (DMA); Rank 4 = Parry (Melee Weapons)

Charging:

· Melee attack after Running movement; -2 on attack check, ignore movement penalty

· -2 on attack checks against charging character during that same phase

Damaged Armor:

· Wound points (over half lost) = -1 on armor rolls (Good complex skill check for Repair)

· Mortal damage (any) = -2 (not cumulative) on armor rolls (Amazing complex skill check for Repair) 

Dodging:

· +1 penalty to subsequent actions that round; success grants -2/+1/+2/+3 (CF/O/G/A) STR/DEX RM

· Rank 3 = Dodge and other action (+2); Rank 7 = Reaction Dodge (no more actions that round)

Overpowering:

· +1 penalty; use highest attack score, -1 for each additional ally (maximum based on target size)
· Success imposes +1/+2/+3 (O/G/A) penalty on target’s skill checks while held

· Second consecutive overpower (Takedown): attacker maintains hold, target is prone

· Third consecutive overpower (Pin): target cannot act until released by attacker

· Other attacker options: Improve the Hold; Bum’s Rush; Maul (GG, p. 44)

· Defender: break hold with attack check or STR/DEX feat check; immediately act on Amazing success

Reloading Ammo:

· Change clip takes one action; shoot in the same phase at +2 penalty (ignore with Rank 3 SMG)

· Revolvers require a phase to reload, single-shot weapons require one action to load; no shots allowed

Sneak Attack:

· Requires proper situation (low visibility, obscured approach, strike from behind)

· Stealth check grants -1/-2/-3 (O/G/A) to first attack (unarmed/melee or ranged)

Suppressive Fire:

· Attack check imposes +1/+2/+3 (O/G/A) penalty to enemy ranged attacks this phase

· May be used with burst and autofire (up to 3 targets); effects not cumulative (use best result)

· Target may choose to ignore penalty and take damage normally

Threaten:

· Normal attack check, damage roll in any later phase (regardless of Action Check or available actions)

· Will feat check (or Resolve check) required to ignore being threatened and take action

Throw Attacks:
· Range (S/M/L) = STR / STRx2 / STRx4 meters; heavy objects short range only (+4 penalty)
· Object designed for throwing = -1/+1/+2; not designed for throwing = +1/+2/+3
· Short range = off 4m (CF)/off 2m (F)/on target (O/G/A)

· Medium range = off 8m (CF)/off 4m (F)/off 2m (O)/on target (G/A)

· Long range = off 12m (CF)/off 6m (F)/off 4m (O)/off 2m (G)/on target (A)

· Scatter = roll 1d12 (proceed clockwise from 12 directly above target icon)

Damage and Recovery:
· Stun knockout: unconscious for current round and all of the next; during each subsequent action check make Resolve-Physical check to regain 2/4/6 (O/G/A) Stun (remain unconscious on CF/F)
· Mortal damage: at end of scene make Stamina-Endurance check to take no further damage, lose 1 more Mortal point if failed (2 on a CF); another check every hour (every day if medically stabilized)

· Fatigue: at end of scene after taking Wound or Mortal damage, make Stamina-Endurance check to avoid Fatigue damage (1 point on failure, 2 on CF); make check for every hour of long-distance movement or 10 minutes of strenuous activity (+1 cumulative penalty for each consecutive check); when last Fatigue point is gone make Resolve-Physical check to avoid knockout (remain conscious on any success, but automatically knocked out if any more Fatigue damage is suffered)
· Natural Healing: at end of each week, make Resolve-Physical check (-2 for complete rest, +2 for strenuous activity) to heal 1/2/3/4 (M/O/G/A) Wound points (lose 1 Wound point on CF)

· First Aid: knockout recovery heals 1/2/3 (O/G/A) Stun; heal 2/3/4 (O/G/A) Stun or Wound damage (Good/Ordinary complex skill check to heal 1/2 with first-aid kit/trauma pack), 1 more damage on CF

· Treatment: as First Aid, but 2/3/4 knockout recovery and heal 2/4 Wound damage (kit/trauma pack)

· Surgery: complex check (M/O/G/A complexity for 1/2/3/4 Mortal or 2/4/6/8 Wound damage); condition modifiers = +4 (Critical, poor tools)/+0 (Marginal)/-2 (Good, ambulance)/-3 (Amazing, sick bay)/-4 (best facilities); +1 if patient is knocked out, +3 if another species; one check per hour, heal 1 Mortal and 2 Wound every 2 successes (10 = heal all); suffer 1 Mortal damage after 3 failures or a CF
