
One Combat Option 

Melee Attack 

Used during hand-to-hand combat; a character attempting to hit a threat 
within range of their melee weapon. 

Ranged Attack 

You can make a ranged attack against any threat that isn’t within melee 
range of your character, but is also within the maximum range of your 
firearm. 

Interaction Attack 

Interaction attacks are those designed to unbalance, tire out, or manoeu-
vre a foe into a bad situation, reducing their effectiveness or making them 
more open to harm.  

Disengage 

Using an action, you may retreat from an engagement without suffering 
any opportunity attacks from the enemy. 

Full Defence 

A character may sacrifice their entire round to focus on dodging incoming 
attacks. The character’s speed is reduced to half and they must make an 
Agility test. Every icon on the roll adds +1 to their Defence until the end of 
their next turn. The minimum result for this Agility test is 1. This action 
may be taken even if the character has already acted this turn—if this is 
the case, the character sacrifices their next round instead. 

Hold Action 

A character may hold their action, and wait to act later in the round. If that 
character wishes to interrupt an NPC, they must succeed at an opposed 
Initiative test. Failure means that the NPC takes their action first before 
the holding character can intervene. Characters lose their turn if they elect 
not to use their held action by the end of the round. 

Multi-attack 

Multi-attack allows a character to target multiple enemies with a melee or 
ranged attack; increase the DN of the hit by +2 for each additional target. 

Make only one attack roll and apply the result to all the targets. Inflict dam-
age individually to all targets that are hit. If the attack results in a critical 
hit, the player may choose one target to suffer the effects. All other targets  
affected by the Multi-attack suffer damage normally. If using Multi-attack 
with a melee attack, you must have enough Speed to become en-
gaged with all of your targets. If you cannot reach all of your targets, 
the attack fails against any target with which you were not engaged. 

Multi-action 

You may make multiple actions in one round by using a Multi-action. The 
DN increases by +2 for each additional action you wish to take. You may 
not make the same action twice. Make a separate test for each action, 
applying the DN penalty for the number of actions you are taking. You 
must state that you are making a Multi-action before rolling any tests. The 
increased DN value will apply to every action for this turn. 

One Movement Action 

Standard Movement 

During a turn, a character can move a number of metres up to their Speed 
attribute. Characters do not have to use all or any of their movement. Your 
movement can include climbing, jumping, swimming, crawling and walking. 
These methods of movement can be combined in any way you wish, but 
every time you move, you deduct the distance moved from your total 
speed attribute. There is no additional movement cost for changing eleva-
tion if you are using an incline, stairs or a ladder. 

Running 

As an action, a character may run. Doing so enables the character to 
move a number of metres equal, to their Speed. Thus, a character can 
move, then take the Run action to move again during their turn. You may 
not take the Run action more than once per turn. 

Sprinting 

As an action, a character may Sprint. A sprinting character moves double 
their Speed attribute in metres in a straight line. The character may end 
this movement at any time along the path. A sprinting character suffers -2 
Defence until the end of their next turn. You may not take the Sprint action 
more than once per turn. You may not Run and Sprint in the same turn. 

Climbing 

Sometimes a character will have to climb in order to reach a location or 
bypass an obstacle. A character can climb a number of metres up to half 
their Speed attribute per action. A character can attempt to climb at a fast-
er rate, but at the risk of losing their grip or balance. If a character passes 
an Agility skill test (DN 3 or GM discretion), they may climb a number of 
metres up to their Speed attribute per action. If the test is failed, the char-
acter could suffer various consequences at the discretion of the GM. 

Interaction Attacks 
If your Interaction Attack roll equals or exceeds the DN based upon the 
opposing stat of the target, several effects are possible. The two most 
common effects, however, are Hindering a target,  or making a target 
Vulnerable. Choose one: Hinder or Vulnerable; lasts until the end of the 
round.  

◆  Hinder: +1 to the victim’s Difficulty on all Tests. 

◆  Vulnerable: the victim suffers -1 Defence. 

Any Shifts over this point may be used to increase the Defence or DN 
penalty by one for each Shift. If multiple targets are affected by the same 
Interaction attack, all targets suffer the same effect. 

Player’s Call: If the player Shifts three or more Exalted Icons on the Inter-
action attack, the result is known as a “Player’s Call.” This means some-
thing else happens to the target in addition to the other effects. This 
should be a negotiated scene between player and GM, and should be 
appropriate to the circumstances. 

Reloading 

A character can spend their action reloading one ranged weapon. Reload-
ing can be performed as part of a Multi-action. 

Additional Melee Attacks 

Charge 

A character can combine their move and action to make a Charge special 
attack action. In order to charge, a character must make a full move up to 
their speed in metres and perform a melee attack with a +1d attack bonus. 

All-Out Attack 

A character may put all of their effort into aggression and forgo caution. 
The character gains a +2d bonus to their melee attack, but they also suffer 
a -2 penalty to their Defence until their next turn. A character that performs 
an All-out Attack cannot use a Multi-action. 

Ranged Attacks 

Aim 

An Aim action allows a character to sacrifice their move for the turn to 
focus on aiming their weapon and lining up a shot. A character that Aims 
gets a +1d bonus to their ranged attack this turn. 

Called Shot 

Targeting opponents’ weak points can often mean the difference between 
success and failure. But while targeting small weak points is often tactically 
beneficial, hitting those marks is often very difficult. A character can issue 
a Called Shot, suffering a +DN penalty to the attack depending on the 
target’s size. If the attack is successful, the attack gains a number of bo-
nus dice equal to the value indicated on the chart below. 

Salvo 

A character can spend one Reload when firing with a ranged weapon to 
gain additional bonus dice for the attack roll, equal to the weapon’s Salvo 
value. You may include this option when using other combat options as 
well, such as Multi-action. Salvo may not be used in a Multi-attack. 

Size  DN Penalty Bonus Dmg Dice 

Medium (Arm or leg)  +2  +1 BD 

Small (Hand, head)  +4  +2 BD 

Tiny (Eye-slit, joint, etc.)  +6  +3 BD 



Damage 
When determining if a character has been wounded, compare the total 
Damage Rating (including any bonus dice) of the weapon being used to 
the target character’s Resilience. For melee weapons, (unless otherwise 
stated) the wielder’s Strength attribute is added to the weapon’s Damage 
Rating.  

◆  If the Damage Rating equals (but does not exceed) the target’s Resili-
ence the target suffers 1D3 Shock. 

◆  If the Damage Rating exceeds the target’s Resilience, the target suffers 
1 wound for every Damage Rating point over the Resilience. Any Shock or 
Wounds dealt to a target are reduced from that target’s total. Shock and 
Wounds do not go below 0. Any Shock or Wounds that would be left over 
are simply ignored. 

Shock 

A character that drops to 0 Shock is considered Exhausted (see p. 19). If 
your Shock is restored above 0, you immediately are no longer exhausted 
and may take actions normally. If you spend an action and a point of 
Wrath to restore 1D3+3 Shock (see page 6), you may immediately act 
(counting Restore Shock as one of your actions in a Multi-action). 

Wounds 

A character’s Wounds represents their threshold for suffering damage 
before they are rendered too injured to fight. When a player character 
drops to 0 Wounds, they fall unconscious and has to start making Defi-
ance Checks (see below). If a character suffers double their number of 
starting Wounds or more from a single attack, they are slain.  

Soaking 

Heroes that suffer Wounds from an attack may make a Soak roll, reducing 
the damage suffered by one Wound per Icon and two Wounds per Exalted 
Icon. Once characters have had a chance to mitigate the damage, apply 
the remaining damage to the character as Wounds. The roll to Soak is not 
a test, and does not use the Wrath Dice, nor does it have a DN. Wrath 
may be spent to re-roll failures on a Soak roll as if it were a test.  

The Cost of Soaking 

For Heroes, choosing to Soak wounds inflicts 1 Shock plus 1 additional 
Shock per wound negated, immediately after resolving the effect of the 
Toughness roll.  

Mortal Wounds 

Mortal Wounds represent damage that is particularly brutal. Mortal 
Wounds often bypass a character’s defences to inflict automatic Wound 
damage. Normally, Mortal Wounds cannot be Soaked. Some gear or spe-
cial abilities (such as Refractor Fields), however, may allow a character to 
Soak Mortal Wounds. 

Unconsciousness 

If damage reduces a character to 0 Wounds and fails to kill them outright, 
the character is unconscious. This unconsciousness ends if the character 
recovers any Wounds. An unconscious character is considered prone and 
suffers all the effects of being in that condition (see Combat Effects on this 
page). Unconscious characters at 0 Wounds must start taking Defiance 
Checks at the start of their next turn. They must also take a defiance 
check whenever they take damage whilst they are on 0 Wounds. This test 
happens as soon as the damage is taken, so it is possible to take a test 
for receiving damage, and then immediately have to take another test due 
to it being the start of that Hero’s turn. 

Defiance Checks 

Whenever a character begins their turn at 0 Wounds, they are uncon-
scious and must roll a special test called a Defiance Check. This test oc-
curs as a free action at the beginning of the character’s turn. Players roll 
Defiance Checks until either they successfully pass one Defiance Check, 
or they accumulate three failures on Defiance Check rolls.  

You may not spend Wrath to re-roll a Defiance Check. A player may 
spend Wrath to gain a +1 to the result of the Defiance Check, but the play-
er must choose to do so before they rolls the dice. Once the dice has 
been cast, the character must live (or not!) with the result. 

To make a Defiance Check, the character rolls one D6. No Wrath Dice is 
used in a Defiance Check. On a result of 4 or higher, the character has 
stabilised.  

If they roll a 6 on the Defiance Check, they become fully conscious with 1 
Wound. A result of a 2 or a 3 is one failure, whilst a 1 on the check counts 
as two failures. Immediately upon failing the third Defiance Check, the 
character is dead. 

Combat Effects 
Combat effects represent the myriad ways a character can be hurt outside 
of just taking damage. A character may remove one of these effects on 
themselves by using an action and succeeding at a Toughness or Will-
power test (depending on the combat effect) at DN 5. A character may 
also attempt to remove these effects on another character by using an  
action and succeeding at a Medicae or Leadership test (depending on the 
combat effect) at DN 3. 

Exhausted 

An exhausted character is weary from battle and is suffering from fatigue. 
A character that is exhausted can only perform a basic move action, a 
regular action, or disengage. However, they cannot perform any other 
combat options (such as aim or multi-attack). The exhausted condition is 
removed when the character’s Shock is restored above 0. 

Prone 

When made Prone, a character is knocked down and their Defence is 
reduced by 2 against melee attacks. If a character is forced to go Prone 
whilst flying, they fall to the ground and suffer D3 Wounds from the im-
pact. Standing up is a free action. Another adjacent character may sacri-
fice their move to help a Prone character stand up immediately. 

Hindered (X) 

A Hindered character increases the DN for all tests by the rating. Being 
Hindered lasts for one round unless otherwise stated.  

Vulnerable (X) 

A Vulnerable character suffers a penalty to their Defence equal to the 
rating. Being Vulnerable lasts for one round unless otherwise stated. 

Poisoned 

A character that is Poisoned must pass a Toughness test at the end of 
every turn or suffer damage (amounts vary based on the poison). The 
Poisoned effect ends when the character succeeds at the required Tough-
ness test or until they are treated using the Medicae skill (see page 10). 

Fear 

When a character encounters something that causes fear, they must pass 
a Resolve test in order to act normally during their turn. If the test is failed, 
the character suffers a +1 DN penalty when attacking or interacting with 
the source of the fear. 

Gaining Glory 

The players begin each session with 0 Glory in the pool. Glory increases 
whenever a player Shifts an Exalted Icon into the Glory pool, or when a 
player rolls a result of 6 on the Wrath Dice.  

Attempting Tasks and Combat 
◆  Determine Dice Pool: Roll dice equal to the attribute + skill. This will 
provide the basic number of dice used in the dice pool. One dice in the 
pool will always be converted into a Wrath Dice. 

◆  Add Bonus Dice: Apply any modifiers to the dice pool from attributes, 
items, or any other source of modification that affects the test. 

◆  Determine Difficulty Number (DN): Discuss with the GM what the DN 
for the test will be (likely it’s 3). Include any penalties that may be relevant 
to the test based on circumstances. 

◆  Roll Dice: Roll your task dice pool. Each Success (4 or 5) counts as 
1 icon and each Exalted (6) counts as 2 icons. If the number of icons 
equals or exceeds the DN then the attempt is successful. If the number of 
icons is below the DN then the attempt has failed. 

• When you roll a test, take note of any results that are Exalted Icons 
(6’s). Once the required amount of icons for success has been met, you 
may then Shift any remaining Exalted Icons for additional bonuses.   

• Alternatively, you can bank one of the exhalted Shifted dice to add 
GloryGlory  on a meaningful roll.  

• If you roll an Exalted Icon (6) on the Wrath DiceWrath Dice  you gain a point 
of GloryGlory and in combat you score a critical hit even if you Shift the dice. 

• If the test was an attack roll, the exalted icons Shifted become bonus 
damage dice. 

• For other kinds of tests, the Shifted dice can be spent to gain varying 
effects: Gain Information, or Improve Quality, or Improve Speed. 


