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Example Fight

Castor Troy, a small time gangster for hire, is heading home after trying to get a job in downtown Tokyo. It is very 
late at night, the moon is trying to shine through the thin layer of smog near his subway stop. Since it was a light 
day, Castor is only carrying two P99 semi automatic pistols, loaded with the standard hollow point ammo. As he starts up 
the stairs to the quiet road, he hears two people talking ahead (succeeded at a Listen check). It sounds like two 
criminals talking about mugging the next person who comes up the stairs. Seeing as he is in a good mood, Castor quietly 
moves up the stairs to get a better view (Sneak check). He reaches the top of the stairs and peaks over, the thugs are 
oblivious to his presence (they both failed an opposing Listen check to his Sneak check).
Castor draws his two pistols, checks the clips, and crouches at the top of the stairs, just out of view. He watches the 
thugs for a moment longer, then checks the nearby streets for witnesses. Seeing none, he opens fire with one pistol at 
the nearest thug (they are 5ft. apart and 45ft. from Castor).
Because Castor heard the thugs but they did not hear him Sneaking, he gets a surprise round. The surprise round consists 
of a partial action for Castor, then normal initiative will be rolled. Castor has the Dual Pistol feat, allowing him to 
fire both pistols. However, using more than one attack takes the full round, and currently Castor only has a partial 
surprise round, and so he fires his right pistol.
The required roll is calculated. Castor recieves +1 because he is crouched, and the unaware targets will no receive a 
Dodge roll, as they are surprised. The thugs are at Short Range, which adds no modifiers (+0).
Castor has an attack bonus of +4 with his one pistol. He has +1 from Agility, +2 from Base Attack Bonus, and +1 from 
Weapon Focus (P99). Since he is firing just one pistol, he does not need to apply the penalty from the Dual Pistol feat. 
Added to the +1 from being crouched, Castor is at +5 to hit the nearest thug. He rolls a 16, for a total of 21. The 
thugs measly defense of 8 (leather jacket) is easily defeated by the skilled shot. As was mentioned before, the thugs 
are surprised, and so get no Dodge roll.
Castor then rolls damage for his P99, which is 1D8+3. He rolls a 6, for a total of 9 damage to the nearest thug, who 
collapses to the ground from the damage (he only had 7hp), dead.
Normal combat begins now, and so initiative is rolled. Castor will receive +1 for his Agility, and +2 for his Streetwise 
score, for a total of +3 to his initiative roll. He rolls a 12, for a total of 15.
The remaining thug will receive +3 for his Streetwise score, and +2 for his Agility score. With a roll of 15, that puts 
him at a total of 20 initiative, much higher than Castor.
The thug will get to act first because he has higher initiative, so he draws a neon scuba knife and moves towards 
Castor. The thug started 45ft. away from Castor, and he will move 25ft. towards Castor, and spend his remaining 5ft. of 
movement to duck behind a nearby trash can.
Castor then gets to act. He will use his full round to fire both pistols (using the Dual Pistol feat). The thug is 
crouched behind the trash can, making 70% of him covered. This will grant a +7 defense bonus to the thug, for a total of 
15. Castor will again hit at +5 (+1 Agility, +2 Base Attack Bonus, +1 Weapon Focus (P99), +1 crouch), but since he is 
using the Dual Pistol feat a penalty of -2 must be applied to each shot, for a total of +3 to hit. He fires with both 
pistols, rolling a 10 and 16, for a total of 13 and 19. The 13 misses because the thug is in cover, but the 19 could 
possibly hit. The thug now gets to try to Dodge out of the way. The thug has a Dodge score of 16, which means he needs 
to roll 16 or higher to move out of the way of the shot. He rolls an 18, and so he ducks behind the trash can before the 
shot can hit him.
The thug can now act. Castor is 20ft. away from the thug, and so he will begin by spending 5ft. to Stand, then moving 
20ft. into melee combat with Castor (this does not count as a Charge because the thug still has 5ft. movement left). 
With his remaining action, the thug will try to stab the crouching Castor with his scuba knife. He has a Melee attack 
bonus of +3 (+1 Strength and +2 Base Attack Bonus). In addition, Castor is still crouched, and so the thug recieves an 
additional +2 bonus to hit (since it is easier to hit a crouched target up close). The thug will add a total of +5, and 
rolls a 7, for a total of 12. Castor is not wearing much protective gear, and so only has a defense of 7, which means 
the thug hits with the scuba knife.
Castor can roll a Dodge attempt though, for which he as a value of 15. He rolls a 14 though, which means he cannot dodge 
the scuba knife. The thug rolls D6 damage, receiving a 4, with a bonus of +1 for his Strength. Castor recieves 5hp of 
damage.
Now Castor can act, and he is mad that the thug cut his fine shirt. Castor drops both his pistols (free actions) and 
draws a switchblade (move equivalent action). He then attacks in melee with the switchblade, but decides to aim for the 
thugs groin (to teach him a lesson). Castor normally has a +4 to hit in melee (+2 Strength and +2 Base Attack Bonus). 
Because he is making an aimed shot, a penalty of -4 is applied. In addition, Castor is still crouched, and so recieves a 
further -2 to hit, for a total of -2. Castor rolls and recieves a 13 (total of 11), which is enough to beat the thugs 
defense of 8. The thug can try to Dodge using his score of 16, but only rolls a 9, which means the aimed groin 
switchblade attack hits. Castor rolls 2D4 damage for the switchblade, resulting in 6, and because he used an aimed shot, 
he splits the damage in half, for a total of 3 damage to the thug. The thug now has 2 hitpoints, and can only take a 
move equivalent action next turn because of the extreme pain.
The thug knows he is outmatched, and so tries to turn around and move away from combat, back towards the street. The 
thug leaving combat allows Castor an attack of opportunity, which is the equivalent of a standard action. Castor will 
drop his switchblade (free action) and pick up his pistol in preparation for his turn. The thug manages to flee 30ft. 
straight away from Castor.
Castor can now act. He has one P99 pistol in his hand, and the thug is 30ft. away. Instead of taking the chance of an 
aimed shot, Castor will just fire the pistol. Castor is still crouched, and so will hit at +5 with his one pistol. The 
thug is not in cover, and so Castor easily beats his defense with a roll of 14 (total 19). Castor rolls his damage of 
1D8+3, rolling very well and getting an 8, for a total of 11 damage. The hapless thug (who only had 2hp remaining) goes 
down hard from the shot.
Castor wipes off his jacket, checks the thugs pockets for spare change to buy a new shirt, and starts walking to his 
apartment, reloading as he goes.
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