“Microsystem” Basic Mechanics
· Initiative

· Those Drawing Weapons: LOWEST OF [Physical Speed or Weapon Speed] + Sensory Speed

· Those Not Drawing Weapons: Physical Speed + Sensory Speed

· If someone chooses to draw a weapon after initiating with a “no-weapon”, roll LOWEST OF [Physical Speed or Weapon Speed]@8. If failed, they use that turn to draw.
· Fisticuffs:
· To Hit:
· Attacker: Physical Speed + Fight Skill

· Defender: Physical Speed + Fight Skill (dodge roll)

· Binary Outcome (hit/no-hit)

· Damage (if hit):

· Attacker: Physical Effectiveness + Fight Skill

· Defender: Physical Effectiveness + Armor

· Attackers excess causes damage

· Melee:

· To Hit:

· Attacker: LOWEST OF [Weapon Speed or Physical Speed] + Melee Skill

· Defender: Physical Speed + Melee Skill

· Damage (if hit):

· Attacker: Weapon Effectiveness + Physical Effectiveness + Melee

· Defender: Physical Effectiveness + Armor

· Attacker’s excess causes damage

· Distance Weapons:

· To Hit:

· Attacker must be in range of defender

· Attacker: LOWEST OF [Weapon Speed or Physical Speed] + Gun Skill

· Defender: Physical Speed ONLY

