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Maneuvers/Actions 
and Other Modifiers 

Combat Maneuvers 
 Aim: +2 attack bonus for each turn spent aiming (up 

to +4); cannot move; Passive Defense only. 
 Autofire: (–) Make a +1 burst fire, +3 full autofire, 

or strafing (-2/5’ normal, -2/50’ vehicular) 
attack; Passive Defense only when making a full 
autofire or strafing attack. 

 Block: Use Brawl rating to defend against all hand-
to-hand attacks. 

 Called Shot: Attack a vital area (-opponent’s 
Defense) or held object (-object’s Size and 
Defense); try shooting into combat (-cover) or 
shooting into a vehicle (-cover); attempt to hit a 
specific location (size dependent) 

 Careful Action: Sacrifice speed to gain a +2 bonus to 
Defense. 

 Cautious Attack: (attack type) -4 penalty to attack, 
+2 bonus to Defense. 

 Charge: Move then make a +2 Melee/Brawl attack 
or shove; Passive Defense only. 

 Disarm: Opposed Melee or Brawl with -2 penalty to 
strike at a weapon; opponent is disarmed if you 
roll more successes. 

 Dive Bomb: +2 attack bonus for each turn spent 
diving (up to +4); Passive Defense only. 

 

 Dodge: Use Athletics or Acrobatics rating to defend 
against all ranged attacks. 

 Dogfight: Make an opposed Drive/Pilot roll (you  
may grant a +2 bonus to a wingman); on your 
next action, you may attack anyone rolling fewer 
successes. 

 Evasive Action: Use Drive/Pilot rating to defend 
against all ranged attacks. 

 Full Speed: Move up to double your vehicle’s Speed 
rating. 

 Grapple: Make a Brawl touch attack with penalty 
equal to the Size rating of the target; opponent is 
grabbed if the number of extra successes exceeds 
their Strength rating, pinned if more than twice 
their Strength rating. 

 Hasty Action: Attempt to act quickly; Passive 
Defense only. 

 Jump: Make a daring jump in your vehicle. 
 

 Parry: (weapon speed) Use Melee rating to defend 
against all melee attacks. 

 Ready Weapon: Draws and readies a weapon. 
 

 Reload Weapon: (–) Reloads a ranged weapon.     
RoF 1/2: (+10)     RoF 1/3: (+20) 

 Ram: Move then make a Drive/Pilot attack or 
sideswipe; Passive Defense only. 

 Run: Move up to double your Move rating. 
 

 Sprint: Move up to quadruple your Move rating; you 
may sprint for a number of turns equal to your 
Body rating, taking 1N for each turn you sprint 
thereafter. 

 Stand Up: Stand up from prone and defend 
normally. 

 Stunt: (variable) Perform a special move. 
 

 

 Throw: Make a Brawl touch attack with a penalty 
equal to the Size rating of the target; opponent is 
thrown if the number of extra successes exceeds 
their Strength rating. 

 Total Attack: +2 bonus to Attack; alternatively, you 
may make a dual wield (2 attacks -4/-6), flurry 
or rapid shot (1 target, 2 attacks -4/-4), or sweep
(-2 per target) attack; Passive Defense only. 

 Total Defense: +4 bonus to Defense, but may take 
not attack or move. 

 Trip: Make a Brawl touch attack; -2 penalty if the 
target has four or more legs; opponent is knocked 
down if the number of extra successes exceeds 
their Strength rating. 

 Use Item: (complexity) Use an item or operate a 
simple piece of machinery. 

 Use Skill: Use a non-combat Skill. 
 

 

Standard Actions 
 Brawl attack: Attack with your body. 

 
 Weapon attack: (weapon speed) Attack with a melee 

or ranged weapon. 
 Defend: Defend against incoming attacks. 

 
 Move: Move up to your Move rating. 

 
 

Other 
 Style points: (-5 max) 2 Style points per -1 bonus; 

lasts for one action only. 
 Surprised: You weren’t ready to fight! 

 
 Weapon Speed “A”: (–)     “F”: (-1)     “S”: (+1) 
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