Shadowrun 4th Edition Combat Crib Sheet

Combat Turn Sequence [SR4 p132]:

1. Roll Initiative – Roll Initiative dice pool and add hits to the Initiative rating

2. Begin 1st Initiative Pass - Characters act in order of initiative, highest to lowest

3. Begin the next Initiative Pass – Characters with more than one Initiative Pass act again.  Repeat this step, until no characters have any remaining Initiative Passes.

4. Begin new Combat Turn

Actions [SR4 p135 - 138 & 168 - 169]: On a character's Action Phase he can Walk or Run and take actions; either 1 Free action plus 2 Simple actions or 1 Free action plus 1 Complex action.

	Free Actions

	· Call a Shot

	· Change Linked Device Mode e.g. activate cyberware, change mode on a smartlinked gun

	· Deactivate Focus

	· Declare Counterspelling spell defence

	· Drop object

	· Drop prone

	· Drop a sustained spell

	· Eject smartgun clip

	· Intercept 

	· Run




	

Simple Actions

	· Activate a Focus

	· Call spirit on “standby”

	· Change gun mode manually

	· Change position / stand up

	· Command a spirit

	· Dismiss spirit to “standby”

	· Fire a weapon (SS, SA, BF)

	· Insert a clip/ remove a clip

	· Observe in Detail

	· Pick Up / Put down object

	· Quickdraw & fire a pistol

	· Ready a weapon

	· Shift to / from Astral Perception

	· Sprint

	· Take aim

	· Throw a weapon




	Complex Actions

	· Astral Projection

	· Banish Spirit

	· Cast a spell

	· Erase Astral Signature

	· Fire a weapon (FA).

	· Fire Mounted Weapon

	· Fire Vehicle Weapon

	· Full Defence

	· Make a hand to hand attack 

	· Reload Firearm

	· Summon spirit

	· Use a Skill


Damage [SR4 p152]:  Damage is either Physical (P) or Stun (S) and is ticked off on the appropriate Damage Track.  A character suffers a -1 dice pool penalty for every 3 full boxes of damage.

Ranged Combat

Attacker Rolls [SR4 p141]:
<Combat Skill, e.g. Pistols, Archery etc> + Agility
Defender Rolls [SR4 p141]:
Reaction 

(+ Dodge if using Full Defence) 

–1 per attack defended against since last action [SR4 p150]
If the attacker gets more hits than the defender he has hit and inflicts damage.  A tie indicates that the attack made contact but did no damage (important for some touch based attacks).

Modify DV [SR4 p140]:

Damage Value (DV) of weapon + Attacker’s net Hits

Modify Armour [SR4 p140]:
Armour rating adjusted by weapon’s Armour Penetration (AP)





Use Ballistic Armour against firearms, Impact otherwise

If the modified DV does not exceed the modified Armour, the attack does only Stun Damage.

Damage Resistance [SR4 p153]:
Body + modified Armour rating (Wound Modifiers do not apply)

Each Hit on the Damage Resistance Test reduces the modified DV by 1.  The remaining DV is applied as boxes of damage to the appropriate Damage Track.

Melee Combat 

As Ranged Combat except for the following:

Attacker Rolls [SR4 p147]:
<Combat Skill, e.g. Blades, Unarmed Combat etc> + Agility
Defender Rolls [SR4 p147]:
<Combat Skill> or Dodge + Reaction 

(+ Dodge if using Full Defence) 

–1 per attack defended against since last action [SR4 p150]
