
Actions 

Type Effect 

Exchange an Action for a 
Maneuver 

Exchange the character’s action for an additional maneuver during their turn, but still may 
not perform more than two maneuvers per turn. 

Spend an Action to Activate 
an Ability 

Certain abilities or talents require an action to activate. 

Perform a Skill Check 
Perform a skill check within structured time. The GM may determine that certain checks 
require multiple actions or cannot be performed while the encounter continues. 

Perform a Combat Check Use a combat skill to attack a target. 

 

Maneuvers 

Type Effect 

Aim Add  to the next combat check, or  if two consecutive maneuvers are spent aiming without moving. 

Called Shot 
Target a specific part of a target or item carried and add  to the next check, or  if two consecutive 
maneuvers are spent aiming without moving. 

Assist Add  to an engaged ally’s next check. Must be used on the assisted character’s next turn or be discarded. 

Guarded 
Stance 

Add  to any combat checks the character makes until the end of their next turn but gain +1 melee defence 
until the end of their next turn. 

Interact with 
Environment 

Moving a large item, opening or closing a door, or taking cover to gain ranged defence (as some examples). 

Manage Gear Draw, holster, ready, or load a weapon or item, or put it away. 

Mount or 
Dismount 

Mount a vehicle or gunnery station, or a domesticated creature (requires a successful Average ( ) 
Survival check). 

Move Change a range band increment, engage or disengage with an opponent, or move within Short range. 

Drop Prone 

or Stand from 
Prone 

Dropping prone allows a character to add  to all ranged attacks made against them, but all melee attacks 

made against them add  instead. 

Preparation Some actions require additional preparation to be used. 

Concentrate 
Psykers Only. Powers requiring concentration last until the end of the character’s next turn. If the 

maneuver is performed during that next turn, the power’s effects last until the end of the character’s 
following turn instead. 

Rebuke  
Psykers Only. All opponents within medium range upgrade the difficulty of checks to manifest psychic 
powers once, until the end of the character’s next turn. 

 

Ranged Attack Difficulties 

Range Band Difficulty 

Engaged  

- with Ranged (Light) Add  

- with Ranged (Heavy) Add  

- with Gunnery 
Cannot make 
Gunnery check 

Short  

Medium  

Long  

Extreme  

 
Movement 

Range Band Maneuver Cost 

Engaged 1 to Short (or disengage) 

Short 1 to Engaged / Medium 

Medium 1 to Short / 2 to Long 

Extreme 2 to Long 

 

Situational & Conditional Combat Modifiers 

Type Effect 

Ranged Attack 
into Engaged. 

Upgrade the difficulty of the check once if an ally is engaged with the target. If the attack succeeds but generates d, that d is automatically spent to make 
the attack hit one of the individuals engaged with the target, instead of the target. 

Ranged Attack 
while Engaged 

An opponent engaged with a character when the character makes a ranged attack (regardless of target) adds  to their next melee check against that 
character as long as they remain engaged. 

Prone Attacker A prone character suffers  when making a melee attack. 

Prone Target A character attacking a prone target with a ranged attack suffers , but gains  when attacking a prone target with a melee attack. 

Two-Weapon 
Combat 

Make a combined check using the difficulty of whichever weapon the character has fewer ranks in, and the characteristic that they have fewer ranks in, 

using those to assemble the dice pool. Then compare the difficulty of the combat checks they would make with each weapon and select the one with the 

higher difficulty. Finally, increase the difficulty of the check by one. On success, hit with the primary weapon. May spend aa or t to hit with the 

secondary weapon as well. If both weapons hit, may spend additional a or t to activate item qualities from either weapon. Each hit deals base damage 

plus one damage per uncancelled s. 

Unarmed 
Combat 

Generally uses the base damage of the attacker’s Brawn rating, a range of Engaged, a Critical Rating of 5, and the Knockdown quality. May choose to deal 
strain damage instead of wounds, still reduced by the target’s soak.  

Size Differences 
When attacking an opponent with a silhouette that is two or more larger than the character, decrease the difficulty by one. When attacking an opponent 
with a silhouette that is two or more points smaller, increase the difficulty of the check by one. 

 

Story Points 

• Upgrade the ability of the character’s 

starting dice pool once. 

• Upgrade the difficulty of any opponent 

NPC’s skill check once. 

• Spend to activate some talents & abilities. 

• Introduce a “fact” or additional context 

into the narrative. 

• The active player always decides first 

whether to use a Story Point. Once they 
have decided, the other party involved has 

the chance to spend one as well. The active 
player cannot change their mind after the 
opponent decides to spend one. 

Combat Overview 

1. Determine Initiative – If the character is aware and ready for 
combat, use Cool. Otherwise, use Vigilance. Rank results of each 

check in order from most s to the lowest (with a as a tie breaker). 

2. Assign Initiative Slots for NPCs and PCs 
3. Take turns – The players and GM fill each Initiative slot one at a 

time with a character turn. If it is a PC slot, the players agree on one 
character, who has not yet acted this turn, to fill the slot. Each 

character may perform one action and one maneuver, as well as 
various incidentals (dropping an item, speaking to another character, 

peeking around a corner, etc.). In addition, may suffer 2 strain or 

spend aa to perform a second maneuver on the same turn. 

 

Combat Checks 

1. Declare an attack and select targets – Select what skill to use, and if applicable, the weapon to use. 
2. Assemble the dice pool – Based on the skill, its characteristic, and any applicable talents or 

abilities. Other situational, conditional, or environmental modifiers may apply, in addition to 
any defensive talents or abilities the target has, including melee or ranged defence. The base 

difficulty of melee attacks is always Average ( ). 

3. Pool results and deal damage – Each uncancelled s adds +1 damage to the attack. t count as 

successes. 

4. Resolve a and t – The player controlling the active character determines how to spend them. 

5. Resolve h and d – The GM determines how to spend them generally, but in some cases (such 
as checks made by NPCs), they may give the players the option to spend these instead. 

6. Reduce damage, apply to wound threshold, and apply Critical Injuries 

a Advantage s Success t Triumph 

h Threat  f Failure d Despair 

 Ability   Proficiency  Boost  

 Difficulty  Challenge  Setback 



 

Spending a, t, h, and d in Combat 

Cost Result Options 

a or t 

• Recover 1 strain 

• Add to the next allied character’s check 

• Notice a single important point in the ongoing conflict, such as the location of a door’s 

control panel or a weak point on an armored car. 

• Inflict a Critical Injury with a successful attack that deals damage past soak (a cost may 

vary). 

aa or 

t 

• Perform an immediate free maneuver that does not exceed the limit of two maneuvers 
per turn. 

• Add  to the targeted character’s next check. 

• Add  to any allied character’s next check, including that of the active character. 

aaa 
or t 

• Negate the targeted enemy’s defence until the end of the current round. 

• Ignore penalizing environmental effects until the end of the active character’s next turn. 

• When dealing damage to a target, have the attack disable the opponent or one piece of 

equipment rather than dealing wounds or strain. This should be agreed upon by the 
player and GM, and the effects are up to the GM, but should be temporary and not too 

excessive. 

• Gain +1 melee or ranged defence until the end of the active character’s next turn. 

• Force the target to drop a single weapon they are wielding. 

t 

• Upgrade the difficulty of the targeted character’s next check. 

• Upgrade the ability of any allied character’s next check, including that of the current 
active character. 

• Do something vital, such as shooting the controls to the blast doors to seal them shut. 

• On an Initiative check, perform an immediate free maneuver before combat begins. 

tt 
• When dealing damage to a target, have the attack destroy a piece of equipment the target 

is using. 

h or d 
• The active character suffers 1 strain. 

• The active character loses the benefits of a prior maneuver until they perform the 

maneuver again. 

hh or 

d 

• An opponent may immediately perform one free maneuver as an incidental in response to 

the active character’s check. 

• Add  to the targeted character’s next check. 

• The active character or an allied character suffers  on their next action. 

hhh 
or d 

• The active character falls prone. 

• The active character grants the enemy a significant advantage in the ongoing encounter, 

such as accidentally blasting the controls to a bridge the active character was planning to 

use for their escape. 

hhhh 
or d 

• The character’s weapon immediately runs out of ammunition and may not be used until 

it is reloaded. This typically requires a single maneuver, but some ammunition types may 

require two or more. 

d 
• Upgrade the difficulty of an allied character’s next check or the next check of the current 

active character. 

• The tool or weapon the active character is using becomes damaged one step. 

 

Environmental Combat Modifiers 

Type Effect 

Concealment 
Add a number of  to ranged combat and Perception checks against a target in concealment, and  to Stealth checks while in concealment, or other 
checks if appropriate. 

Cover A character with cover increases their ranged defence by 1 (or more, at GM discretion). 

Difficult Terrain Requires twice as many maneuvers as normal to move through. 

Impassable 
Terrain 

At GM discretion, the character may move through the terrain by spending an action, and possibly maneuvers as well, to succeed on a specific skill check 
(usually Athletics or Coordination). 

Gravity 
Add up to  to any Brawn and Coordination based skill checks (except Resilience) in heavy gravity, or up to  to in low gravity. Zero gravity does 

not add any  or , but counts as moving through difficult terrain, and does not change item encumbrance or encumbrance threshold. 

Water Counts as difficult or impassable terrain at GM discretion.  

Vacuum 
Suffer 3 wounds at the beginning of each turn while exposed without protective gear. If wound threshold is exceeded, become incapacitated and suffer a 

Critical Injury, plus one additional Critical Injury for each additional round in which they exposed to vacuum (in addition to any Critical Injuries 
suffered due to suffocation). 

Dangerous 
Atmosphere 

Suffer a number of wounds at the start of each turn equal to the atmosphere’s rating. May be able to hold breath to avoid exposure at GM’s discretion. 

May be able to stop the damage caused by a fire by making an Average ( ) Coordination check on hard surfaces or Easy ( ) check on soft ground. 

Suffocation 
A character can hold their breath for a number of rounds equal to their Brawn rating before suffocating. Suffer 3 strain at the beginning of each turn. If 
strain threshold is exceeded, become incapacitated and suffer a Critical Injury. This continues until the character stops suffocating or dies. 

Falling 
Damage is reduced by soak; however, the strain is not. May reduce damage from falling by making an Average ( ) Athletics or Coordination check. 

Each s reduces damage by 1, while each a reduces strain suffered by 1. A t may, at GM discretion, reduce the distance fallen by one range band. 

 

Concealment 

Dice Added Examples 

+1 Mist, shadows, waist-high grass 

+2 
Fog, darkness of early morning or late evening, 
thick, shoulder-high grass 

+3 
Heavy fog, thick and choking smoke, the darkness 
of night, head-high underbrush, thick grass 

 
Falling Damage 

Range Damage Strain 

Short 10 10 

Medium 30 20 

Long Wound threshold + 1, Critical Injury + 50 30 

Extreme 
Wound threshold + 1, Critical Injury +75 
(or death, at GM discretion). 

40 

 
Medicae Check Difficulty 

Health State Difficulty 

Wounds ≤  ½ Threshold Easy ( ) 

Wounds >   ½ Threshold Average ( ) 

Wounds > Threshold Hard ( ) 

Critical Injury Critical Injury severity rating 

Lacking medical equipment Add  

Attempt to heal self Add  

 

Status Effects 

Staggered: cannot perform actions (including downgrading actions 
to maneuvers), but may still perform one maneuver per turn. 

Immobilized: Cannot perform maneuvers (including maneuvers 

purchased via strain or spending a), but may still perform actions. 

Disoriented: Add  to all checks. If disoriented multiple times, 
increase the duration of the effect. 

Healing & Recovery 

Natural Rest: Recover 1 wound per night of full rest. 

Medical Care: Target heals a number of wounds equal to s 

generated on the check, and strain equal to a generated.  

Strain: Make a Simple (-) Discipline or Cool check at the end of 

each encounter. Each s recovers 1 strain. A good night’s rest 
generally removes all strain suffered. 

Critical Injuries: May attempt Medicae check once per week to 

remove the Critical Injury. Alternatively, after a full week of rest, 
may make a Resilience check with difficulty equal to the injury’s 

severity to remove the injury. If unsuccessful, still heal 1 wound. A 

t result allows the character to heal one additional Critical Injury.  

 



 

Attack Additional Effects  

Additional Effects Difficulty 

Blast: The attack gains the Blast quality with a rating equal to your character’s ranks in Discipline. +  

Close Combat: May select a target engaged with your character. +  

Deadly: The attack gains a Critical Rating of 2. The attack also gains the Vicious quality with a rating equal to the character’s ranks in Discipline +  

Impact: The attack gains the Knockdown quality. The attack also gains the Disorient quality with a rating equal to your character’s ranks in Discipline +  

Manipulative (Telekinesis only): If the attack hits, you may spend a to move the target up to one range band in any direction. +  

Non-Lethal (Biomancy and Telekinesis only): The attack gains the Stun Damage quality. +  

Range: Increase the range of this power by one range band. This may be added multiple times, increasing the range band each time. +  

Rapid-Fire: The attack gains the Auto-Fire quality. (You must increase the difficulty by one to use the Auto-Fire quality as normal.) +  

Shock (Biomancy only): The attack gains the Burn quality with a rating equal to your character’s ranks in Discipline. +  

Snare: The attack gains the Ensnare quality with a rating equal to your character’s ranks in Discipline. +  

Withering: The attack gains the Stun quality with a rating equal to your character’s ranks in Discipline. +  

Life-Leech (Biomancy only): For every 3 damage inflicted by this attack, your character regains 1 wound. +  

Destructive: The attack gains the Destructive and Sunder qualities as well as the Pierce quality with a rating equal to twice the character’s ranks in Discipline. +  

Empowered: The attack deals damage equal to three times the characteristic linked to the skill (instead of dealing damage equal to twice the characteristic). If 
the attack has the Blast quality, it affects all characters within short range, rather than engaged. 

+  

Inferno (Pyromancer only): The attack gains the Pierce 2 quality (this also applies to Burn damage). When a target attempts a skill check to negate the Burn 
quality that was inflicted by this attack, increase the difficulty of that check by 2. 

+  

 

Augment Additional Effects  

Additional Effects Difficulty 

Cellular Control (Biomancy only): Affected targets are immune to the effects of poisons, and can survive without oxygen with no ill-effects +  

Haste: Affected targets can always perform a second maneuver during their turn without spending strain (may still only perform two maneuvers per turn). +  

Inhuman Fortitude (Biomancy only): Target increases wound threshold by a value equal to the character’s ranks in Discipline for the duration of the power. +  

Know No Fear (Telepathy only): Targets affected by the power ignore the negative effects of fear. +  

Mind Over Matter (Telepathy Only): Targets affected by the power ignore up to  on tests imposed by environmental effects. They still suffer any physical 
effects, such as wounds or strain. 

+  

Range: Increase the range of this power by one range band. This may be added multiple times, increasing the range band each time. +  

Seething Rage (Telepathy only): The target adds damage equal to the character’s ranks in Discipline to unarmed combat checks, and their Critical Rating for 
unarmed combat becomes 3. 

+  

Swift: Affected targets ignore the effects of difficult terrain and cannot be immobilised. +  

Additional Target: The power affects two additional targets within range. In addition, after manifesting the power, you may spend a to affect one additional 

target within range of the power (and may trigger this multiple times, spending a each time). 
+  

 
Augury Additional Effects  

Additional Effects Difficulty 

Precognition: Instead of adding  to their next skill check, the character instead adds ss to the results of any checks they make to determine Initiative 
during the next structured encounter they participate in. 

- 

Clairvoyance: The target gains  that can be used on any single skill check they make within the next day. In addition, you may spend aa to add  to one 

additional skill check the target makes (and may trigger this multiple times, spending aa each time). 
+  

Dowsing: The psyker senses the direction of a creature or object within one kilometre. If the object is in motion, the target senses the direction it is moving. 

The power can locate a specific object or person if the target has seen it within short range once. In addition, after manifesting the power, you may spend aa 
to extend the range at which the target can sense a creature or object to three kilometres. 

+  

Farsight: Creates a hazy image in the mind of the psyker and their target showing a specific location or individual within one kilometre. Any creatures viewed in 

this way are filled with an overbearing sense of being watched, although they are unsure how, or by who. You may spend aa to mitigate this effect. 
+  

Additional Target: The power affects two additional targets within range. In addition, after manifesting the power, you may spend a to affect one additional 

target within range of the power (and may trigger this multiple times, spending a each time). 
+  

Extended Farsight: The power creates a hazy image in the mind of the psyker showing a specific location or individual within ten kilometres. Any creatures 

viewed in this way are filled with an overbearing sense of being watched, although they are unsure how, or by who. You may spend aa to mitigate this effect. 
+  

Cheat Death: In addition to the power’s usual effects, the character foresees a possible doom for themselves in the next 24 hours. Once before the end of the 

current session, when the character would otherwise be incapacitated or killed, you may spend a Story Point to have them suffer wounds and strain until they 
reach (but do not exceed) their wound and strain thresholds instead. Their survival should be described narratively, taking into account that they “saw” their 
potential death coming 

+  

 

Barrier Additional Effects  

Additional Effects Difficulty 

Additional Target: The power affects one additional target within range. In addition, after manifesting the power, you may spend a to affect one additional 

target within range of the power (and may trigger this multiple times, spending a each time). 
+  

Range: Increase the range of this power by one range band. This may be added multiple times, increasing the range band each time. +  

Add Defence: Each affected target gains ranged and melee defence equal to your ranks in Discipline. +  

Empowered: The barrier reduces damage equal to the number of uncancelled s instead of the normal effect. +  

Flame Wall (Pyromancy only): If an opponent makes a melee attack against an affected target, they suffer damage equal to double the psyker’s Discipline  +  

Redirection (Telekinesis only): If an opponent makes a ranged attack against an affected target and generates hhh or d on the check, after the check is 
resolved, they suffer a hit dealing damage equal to the total damage of the attack. 

+  

 



 

Compel Additional Effects  

Additional Effects Difficulty 

Additional Target: The power affects two additional targets within range. In addition, after manifesting the power, you may spend a to affect one additional 

target within range of the power (and may trigger this multiple times, spending a each time). 
+  

Intense Emotions: The target is filled with an overwhelming emotion of the caster’s choice, such as anger, calm, disgust, fear, friendliness, or peace. In 

addition, after casting the power, you may spend a to increase the intensity of the emotion (and may trigger this multiple times, spending a each time). 
+  

Mind Scan: The psyker can retrieve a specific fact or piece of information from the target’s mind. The GM may increase the number of  for a particularly 

complex or well buried piece of information. After learning this information, you may spend aa to make the target forget the information completely 
+  

Range: Increase the range of this power by one range band. This may be added multiple times, increasing the range band each time. +  

Compulsion: The power targets any one target and if successful, the target is forced to believe something untrue or assist the psyker and their allies on a task for 
one turn or five minutes. The target is aware of all its actions and will not perform any action that might harm it or its direct allies. In addition, after casting the 

power, you may spend aa to increase the length of the effect by one additional turn or five more minutes. 
+  

Distort Perceptions: The target perceives an object that isn’t there, or loses all awareness of an object that is there. This affects all of the target’s senses. This 

illusory effect can create or hide objects up to silhouette 2. You may spend aa to increase the silhouette by one. 
+  

Modify Memory: The target completely forgets the last five minutes of its conscious existence. In addition, after manifesting the power, you may spend a to 

increase the length of time forgotten by an additional five minutes, (and may trigger this multiple times, spending a each time). 
+  

Strength: Increase the amount of strain inflicted on the target by two. You may spend aa to increase the strain inflicted by one, (and may trigger this multiple 

times, spending aa each time). 
+  

Dominate: The target obeys all commands given to it by the psyker for one round, or one minute in narrative time. In addition, after casting the power, you 

may spend aaa to increase the length of the effect by one additional round or one more minute. 
+  

 

Curse Additional Effects  

Additional Effects Difficulty 

Enervate: If the target suffers strain for any reason, they suffer 1 additional strain. +  

Misfortune (Divination only): After the target makes a check, you may change one  to a face displaying a f. +  

Range: Increase the range of this power by one range band. This may be added multiple times, increasing the range band each time. +  

Additional Target: The power affects one additional target within range. In addition, after manifesting the power, you may spend a to affect one additional 

target within range of the power (and may trigger this multiple times, spending a each time). 
+  

Blinded (Pyromancy and Telepathy only): The target is blinded for the duration of the power, upgrading the difficulty of sight-based checks three times. +  

Sweltering Heat (Pyromancy only): The target’s strain and wound thresholds are reduced by an amount equal to the psyker’s ranks in Discipline. This effect 
may not be combined with the additional target effect. 

+  

Doom (Divination only): After the target makes a check, you may change one die in any pool not displaying a t or d to a different face. +  

Terrify (Telepathy only): Whenever the target becomes engaged with a hostile character, they must make a Hard ( ) Fear check. +  

Paralyzed (Pyromancy and Telepathy only): The target is staggered for the duration of the power. May not be combined with the additional target effect. +  

 
Dispel Additional Effects  

Additional Effects Difficulty 

Range: Increase the range of this power by one range band. This may be added multiple times, increasing the range band each time. +  

Deny the Witch: May use this power to negate powers from other psychic disciplines. For example, use Pyromancy to negate the effects of a Divination power. +  

Additional Target: The power affects one additional target within range. In addition, after manifesting the power, you may spend a to affect one additional 

target within range of the power (and may trigger this multiple times, spending a each time). 
+  

 

Manipulate Additional Effects  

Additional Effects Difficulty 

Additional Target: The power affects one additional targets within range. In addition, after manifesting the power, you may spend a to affect one additional 

target within range of the power (and may trigger this multiple times, spending a each time). 
+  

Control: The psyker can use this power to affect objects which are secured in place or held in a character’s grasp. +  

Precision Telekinesis: The psyker can perform fine manipulation with this power, allowing him to do whatever he could with his hands to a held item. +  

Range: Increase the range of this power by one range band. This may be added multiple times, increasing the range band each time. +  

Strength: Increase the silhouette the power can target once. This may be added multiple times, increasing the silhouette each time. +  

Stasis: The target is held in place until the beginning of the psyker’s next turn, possibly in mid-air. If the target is a character, they are Immobilized and suffer 

 on all checks. You may spend aa to increase the duration of this effect by one round. 
+  

Enhanced Stasis: The target is frozen in place, utterly unable to move. If the target is a character, they are unable to act until the beginning of the psyker’s next 

turn. You may spend aaa to increase the duration of this effect by one round. 
+  

 

Heal Additional Effects  

Additional Effects Difficulty 

Range: Increase the range of this power by one range band. This may be added multiple times, increasing the range band each time. +  

Additional Target: The power affects one additional target within range. In addition, after manifesting the power, you may spend a to affect one additional 

target within range of the power (and may trigger this multiple times, spending a each time). 
+  

Restoration: Select one ongoing status effect the target is suffering. This status effect immediately ends. +  

Heal Critical: Select one Critical Injury the target is suffering. If the psychic power is successful, the Critical Injury is also healed. +  

Revive Incapacitated: The character may select targets who are incapacitated. +  

Back From The Brink: The character may select a target who has died during this encounter. If the check is successful, the target is restored to life, suffering 
wounds equal to their wound threshold. If the check fails, no characters may attempt to resurrect the target again. 

+  

 



 

Vehicle Actions 

Type Pilot Only Sil Speed Result 

Dangerous 
Driving 

Yes Any 1+ Pilot makes a Driving check with a difficulty equal to the vehicle’s silhouette (and altered by its speed). 

Blanket 
Barrage 

No 5+ 0 - 3 

Make an Average ( ) Gunnery check and select all weapons of a single type that share a firing arc. Those weapons count as 
firing that round. This requires at least 2 weapons to use and cannot be used if there are not 2 weapons of a single type that share 

a firing arc. Until the end of their next turn, all vehicles of silhouette 4 or smaller upgrade the difficulty of any combat checks 

made against the character’s vehicle once, plus one additional time per aa on the check. If their combat check generated hh, 
they suffer one automatic hit, dealing half the base damage (rounding up) of the type of weapon used in the barrage. If their 

check generates d, they suffer one automatic hit dealing full base damage instead. 

Concentrated 
Barrage 

No 5+ 0 - 3 

Select all weapons of a single type that share a firing arc. This requires at least 2 weapons to use and cannot be used if there are 

not 2 weapons of a single type that share a firing arc. Make a single combat check per the rules above. If successful, may spend 

a once to add damage equal to the number of weapons involved in the attack to one hit of the attack. May only be used to 
target vehicles with silhouette of 5 or higher. 

Damage 
Control 

No Any Any 

Choose whether to repair hull trauma or system strain, then make a Tech-Use check with the difficulty determined by the 

Damage Control Difficulty table on the other side. If successful, reduce the vehicle’s system strain or hull trauma by one per 

uncancelled s. May use Damage Control to repair system strain multiple times during an encounter, however may only be 
used once per encounter to repair hull trauma – no matter how many characters are on the vehicle. In some cases, the GM may 

decide that character cannot perform Damage Control, depending on the vehicle and current situation. May also be used to 
repair Critical Hits, which may be attempted multiple times, until the Critical Hit is repaired. 

Gain the 
Advantage 

Yes 1 – 4 4+ 

Choose one enemy vehicle and make a Driving check with the difficulty determined by the Speed Advantage Difficulty table. If 
successful, the pilot gains the advantage, upgrading the ability of all combat checks made from the pilot’s vehicle against the 

target vehicle twice, and upgrades the difficulty of all combat checks made by the target vehicle against the pilot’s vehicle twice. 
On the following turn, the opponent may attempt to cancel out the advantage by using Gain the Advantage as well, but the 
difficulty is increased by one. 

 

Vehicle Maneuvers 

Type Pilot Only Sil Speed Result 

Accelerate / 
Decelerate 

Yes Any Any 
Increase or decrease current speed by one or more (up to vehicle’s maximum speed). The vehicle suffers a number of system 
strain equal to the amount its speed increased or decreased minus 1, to a minimum of 0. 

Brace for 
Impact 

Yes Any Any 

Until the beginning of the pilot’s next turn, whenever the vehicle is dealt damage, the pilot may have the vehicle suffer system 

strain up to its silhouette to reduce damage taken by that amount, to a minimum of 0. If the vehicle suffers a Critical Hit, may 
suffer system strain up to the vehicle’s silhouette to reduce the result by 10 per point of system strain suffered. If the result is 
reduced to 0, the Critical Hit is canceled. 

Evade Yes 0 – 4 1+ 
Until the beginning of the pilot’s next turn, upgrade the difficulty of all attacks made against the vehicle, and by characters in the 
vehicle. 

Reposition Yes Any 1+  Move the vehicle one range band. 

 

Vehicle Speeds in Structured Encounters 

Speed Forced Move Other Effects 

0 0 range bands - 

1-2 2 range bands - 

3-4 3 range bands 
Upgrade difficulty of all Driving checks once. 

Add +20 to the result of any Critical Hit 
suffered from a collision. 

5 4 range bands 

Upgrade the difficulty of combat checks 

targeting the vehicle once. Upgrade difficulty of 
all Driving checks twice. Add +40 to the result 
of any Critical Hit suffered from a collision. 

 

Speed Advantage Difficulty 

Difference in Speed Difficulty 

Initiating vehicle’s speed is 
equal to target vehicle 

Easy ( ) 

Initiating vehicle’s speed is 1 or 
more higher than target 
vehicle 

Average 

( ) 

Initiating vehicle’s speed is 1 
lower than target vehicle 

Hard 

( ) 

Initiating vehicle’s speed is 2 or 
more lower than target vehicle. 

Daunting 

( ) 

 

Vehicle Combat 

Vehicle combat largely follows the same rules as personal combat, with some additional rules. 

• Weapons: Each weapon on a vehicle may only be fired a maximum of once per round. 
 

• Firing Arcs: Targets must be within the firing arc of the weapon, as determined by the relative position of 
vehicles (and GM discretion) 

 

 

• Range Bands: A 6th range band is added beyond Extreme, Strategic Range ( ). 
 

• Silhouettes: Vehicles have a wide variance in silhouette size, so the Size Difference rule is worth restating. 

- Size Difference: When attacking a target with a silhouette that is 2 or more larger, decrease the difficulty by 
one. When attacking a target with a silhouette that is 2 or more points smaller, increase the difficulty of the 
check by one. 

 

• Critical Hits: Vehicles do not suffer Critical Injuries, but instead suffer Critical Hits. Effects that apply to the 

results of Critical Injuries (such as Vicious) do not apply to Critical Hits. 
 

• Steering: Each round, a vehicle moves a certain distance based on its current speed, shown in the table at the 

bottom of the page. When piloting a vehicle, at the beginning or end of the pilot’s turn the character must 
have the vehicle move a certain number of range bands based on its speed. 

 

• Planetary Scale: Each point of damage is the equivalent of 10 points of damage on personal scale. Likewise, a 

point of armour is the equivalent of 10 points of soak. A hit from a personal scale weapon must inflict at least 

10 damage (after armour reduction) for the attacker to be able to inflict a Critical Hit. 

Ramming 

Ramming a character is done using the Reposition 
maneuver. No skill check is required to ram a target unless it 

would already be required based on the circumstances of the 
vehicle's movement. If so, using the Dangerous Driving 

action is suggested instead. If multiple targets are within 
engaged range of one another, you can ram them all at once. 
 

The target may perform an Athletics or Coordination check 

as an incidental to evade, with a difficulty equal to the Speed 
of the vehicle. On failure, the character suffers damage equal 

to 10 times the vehicle's current speed, reduced by Soak, and 

is knocked prone. If this causes the character to become 
incapacitated, add 10 times the vehicle’s Silhouette to the 
Critical Injury result. 
 

d on the check to evade may be spent to inflict a Critical 

Injury on the character; 10 times the Vehicle’s current Speed 

is added to the Critical Injury roll’s result. h can be spent to 

cause the character to suffer 1 strain. a on a failed check can 
be spent to reduce the damage suffered by 1. 

Navigation Hazard Setback Dice 

Added   Examples 

 

Somewhat tricky terrain. Scattered 

trees, dense brush, rolling hills, sand 
dunes, or windy weather. 

Dangerous terrain. A thick forest, 
steep and rock covered hills, or 
flying during a violent storm. 

Very risky terrain. Sheer cliff faces, 
deep swamps, or a canyon only just 
wide enough for the vehicle to fit. 

 



 

Additional Vehicle Actions 

Action Skill & Difficulty Result 

Plot 
Course 

Average ( ) Driving 

check or Hard ( ) 
Perception check 

The crew member studies the terrain ahead and plots a course that should take the vehicle safely through it. On a successful 

check, each uncancelled s reduces the  suffered for difficult terrain by one. 

Copilot 
Average ( ) Driving 
check 

The crew member serves as the vehicle’s copilot, managing systems and auxiliary equipment to allow the pilot to focus on flying 

or driving. On a successful check, each uncancelled s downgrades the difficulty of the pilot’s next Driving check once. 

Jamming 
Average ( ) Tech-Use 
check 

The crew member uses the vehicle’s systems to jam the communications of enemy vehicles. On a successful check, the enemy 

must make an Average ( ) Tech-Use check to use its own communication systems. The difficulty increases by one for each 

additional ss, and the jamming affects an additional target for each a spent. 

Boost 
Defences 

Hard ( ) Tech-Use 
check 

The crew member reroutes power from other systems to boost the defensive systems of a vehicle. This only works if the vehicle 

already has a defence of 1 or greater. On a successful check, the vehicle suffers 1 system strain and increases the defence of one 

defence zone by one until the beginning of the character’s next turn. Each additional s increases the duration by one round. 

Manual 
Repairs 

Hard ( ) Athletics 
check 

In some cases, repairs can be as simple as welding a sturdy metal plate over a damaged system. If the character has the proper 

tools for the job, they can attempt to use the Damage Control action with Athletics rather than Tech-Use. If successful, the 

character removes one point of hull trauma from the vehicle, plus one additional point for each additional ss. This follows the 
limitations of the Damage Control action, and thus may only be attempted once per encounter. 

Fire 
Discipline 

Hard ( ) Leadership or 
Discipline check 

The character forgoes fighting to analyze the opponents’ tactics and direct their comrades in achieving greater accuracy with 

weapons fire. If the check is successful, the next crew member firing a weapon on the vehicle adds  to their check (plus an 

additional crew member for every additional ss). The character may also spend aaa to allow every hit from shipboard 

weapons to inflict 1 system strain on their target as well as regular damage until the beginning of the character’s next turn, as the 
carefully timed shots pummel shields and overload systems. 

Scan the 
Enemy 

Hard ( ) Perception 
check 

The character uses the vehicle’s scanners to study the enemy. If successful, the character learns what weapons the targeted 

vehicle has, its modifications, and its system strain and hull trauma thresholds. The character can also spend aa to learn its 
current system strain and hull trauma levels. 

Intercept 
Projectiles 

Hard ( ) Tech-Use or 

Gunnery check, or Average 

( ) Vigilance check 

The character tracks incoming attacks and uses vehicle systems to disrupt guided projectiles such as missiles, or drops flares and 
chaff at an opportune moment. If the check is successful, any attacks against their vehicle using weapons with the Guided quality 

upgrade their difficulty once (plus an additional upgrade for every additional ss) until the start of the character's next turn. 

 

Damage Control Difficulty 

Total System Strain Total Hull Trauma Difficulty 

System Strain < ½ 
Threshold 

Hull Trauma < ½ 
Threshold 

Easy ( ) 

System Strain ≥ ½ 
Threshold  

Hull Trauma ≥ ½ 
Threshold 

Average ( ) 

System Strain > 
Threshold 

Hull Trauma > 
Threshold 

Hard ( ) 

 

Damaging Vehicle Components 

Brakes: The pilot cannot perform the decelerate maneuver. The vehicle 
may still coast to a stop over a long distance, or stop by colliding with 
something. 
 

Defences: Reduce the vehicle’s defence to 0. 
 

Hull: Reduce the vehicle’s armour to 0. 
 

Navigation: The vehicle’s handling becomes -3 (unless already lower). 
 

Propulsion: The pilot cannot perform the accelerate maneuver. The 
vehicle’s current speed drops by 1 each round, to a minimum of 0. 
 

Weapons: If a weapon is compromised, it cannot be used. 

Repair 

Hull Trauma: Requires proper facilities, thrones, and time. Base cost is 
100 thrones to repair 1 hull trauma, but cost may fluctuate based on the 

character’s reputation, the scarcity of parts, and other factors. Light 
damage (<1/4 hull trauma threshold) should require an amount of time 

measured in days, while anything over that takes weeks or even months 
to repair. 
 

System Strain: In addition to repairing through the damage control 
action, vehicles recover from system strain over time. For every full day 

a vehicle spends without taking more system strain, it reduces its total 
system strain suffered by one. 
 

Critical Hits: The difficulty to repair the Critical Hit is based on its 
severity rating. 
 

Emergency Repairs: If a vehicle exceeds its hull trauma threshold, may 

make a Hard ( ) Tech-Use check. Success brings the vehicle back to 
some semblance of life. It reduces its hull trauma to one point below its 

threshold, but its defences, hull, navigation, and weapons remain 
compromised until it receives more time-intensive repairs. 

Critical Hit Result 

D100 Severity Result 

01-18 Easy ( ) 
Rattled: The vehicle suffers 3 system strain, and its pilot and each 

occupant suffer 3 strain. 

19-36 Easy ( ) 

Shrapnel Spray: Chunks of metal or wood are hurled at the occupants at 

deadly velocity. The pilot and occupants must each make a Hard ( ) 

Resilience or Vigilance check or suffer 1 wound, plus 1 additional wound 

per f on the check; you may spend hhh or d from this check to 
inflict a Critical Injury on the character. 

37-54 Easy ( ) Hull Damaged: The vehicle’s hull is compromised. 

55-63 Average ( ) Navigation Damaged: The vehicle’s navigation is compromised. 

64-72 Average ( ) Propulsion Damaged: The vehicle’s propulsion is compromised. 

73-81 Average ( ) Defences Damaged: The vehicle’s defences are compromised. 

82-108 Hard ( ) 
Weapons Damaged: One of the vehicle’s weapons of the attacker’s 
choice is compromised. 

109-126 Hard ( ) Brakes Damaged: The vehicle’s brakes are compromised. 

127-138 
Daunting 

( ) 
All Systems Down: All of the vehicle’s components are compromised. 

139-144 
Daunting 

( ) 

Fire!: The vehicle catches on fire. While the vehicle is on fire, each 

occupant suffers damage as discussed on page 111. A fire can be put out 

with a Hard ( ) Cool or Athletics check (or multiple checks for big 
vehicles). 

145-153 
Daunting 

( ) 

Breaking Up: The vehicle begins to come apart at its seams, 

disintegrating around the occupants. At the end of the following round, 

it is completely destroyed, and the surrounding environment is littered 
with debris. Anyone aboard the vehicle has one round to dive for the 
nearest door before they are lost. 

154+ - 
Vaporized: The vehicle is completely destroyed, consumed in a large and 
dramatic fireball. Nothing survives. 

 

Collisions 

Minor: Subtract vehicle’s defence 
times 10 from the Critical Hit result. 

If the result is reduced to zero or less, 
the Critical Hit is canceled. 
 

Major: Subtract vehicle’s defence 

times 5 from the Critical Hit result. If 
the result is reduced to zero or less, the 
Critical Hit is canceled. 

Sinking 

When a ship or aircraft suffers a Critical Hit, attacker 

may spend aaa or t to inflict a separate Critical Hit. 
 

Crashing/Sinking ( ): The vehicle has a major leak or 

its control surfaces are shredded. Roll 1d5; this is the 
number of rounds the vehicle remains aloft or in the air 

(not including current round). If the Critical Hit has not 
been repaired by the end of the last round, the vehicle 
sinks or crashes and counts as having been destroyed. 

 


