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Dramatic Combat

The SilCORE Dramatic Combat rules were designed to streamline the core combat systems, integrate Personal and Vehicular combat more seamlessly, and remove the need for hex-maps or miniatures. This is done by abstracting much of the combat activities to generalizations and die rolls.

In the SDCS, combat is divided into three phases. These phases break down as follows: Maneuvering Phase, Declarations Phase, and Resolution Phase. In the Maneuvering Phase, combatants jockey for position and advantage over the other combatants. By the end of the Maneuvering Phase, every combatant should have some Advantage Points to spend. These points represent advantages the combatant had gained due to their skill, speed, and combat expertise. 

The Declaration Phase has the combatants stating their full intentions for the round. It is in this phase that Advantage Points are allocated and actions are declared. After all declarations, the Resolution Phase begins. In the resolution phase actions are resolved in initiative order with faster actions occurring first and their penalties affect any subsequent rolls in the same round.
Phase 1: Maneuvering 

In this phase, characters jockey for position with one another. To do this, every combatant makes a Maneuvering roll. This is dependent on the scale of combat. Vehicular combat Maneuvering rolls are made with the Pilot Skill while Personal combat Maneuver rolls are made with Combat Sense. In either case, the character adds their Agility attribute to the roll. Other modifiers that can be applied to the Maneuvering roll are as follows: Active Sensors (1+Sensor Rating, if used), Maneuver Rating for Vehicle, Encumbrance Modifiers, and Wound Penalties.

Sensors in the Maneuver Pool

A combatant can choose to utilize Active Sensors in their Maneuver Pool to gain an edge with increased knowledge of the battlefield. When using Active Sensors the combatant can add their Sensor Rating plus 1 to their Maneuver Pool (minimum of 1). The potential downside to this is Active Sensors are vulnerable to sensor sweeps as well as Energy Homing attacks.

Computer Crew

Computer Crew are added to the Maneuver roll for the vehicle. Every three computers (or fraction thereof) adds one to the final result of the Maneuver roll. So a vehicle with five computers would add +2 to the Maneuver roll (5/3 = 1.6, rounding, gives us 2).

Computer Crew is damaged with Auxiliary Systems. Each time a member of the Computer Crew is damaged, the Computer rating is effectively lowered, reducing the Maneuver bonus.
Speed Band

During the Maneuvering Phase combatants should first declare what Speed Band they will be acting in. They do not need to declare their Actual Speed yet (that comes in the Declarations Phase), but they do need to declare what overall speed band they will be operating in. The Speed Bands are: Docking/Cautious (one-half Combat speed), Combat speed, Full Speed/Run (one and one-half Combat speed), and Full Burn/Sprint (twice combat speed). The Speed Band will be used to determine the Skill roll Threshold that the character must overcome with their Maneuver Roll.
	Docking/Cautious Speed
	Threshold 2

	Combat Speed
	Threshold 3

	Full/Running Speed
	Threshold 4

	Hard Burn/Sprinting Speed
	Threshold 5


Maneuver Roll Thresholds

All combatants will then make their Maneuver roll. The Margin of Success for this roll grants the character that many Advantage Points (APs) that can be used in this round. A MoS of 0 or any MoF means the character gets no Advantage Points, but has no other effect on the combat round.
Phase 2: Declarations 

Once jockeying for position and advantage is done, the combatants actually declare what they will be attempting to accomplish this round. Declarations are made in order of the Secondary Attribute of Reaction (AGI + PER + WIL + Combat Sense Skill Rating), lowest declaring first. Ties declare either by GM fiat or are broken in order of skill, then ability (i.e. lowest Combat Sense, then lowest AGI, then PER, etc.). 

Vehicular Speed Declaration

Combatants piloting Vehicles must first declare the actual speed value (i.e. number) that the vehicle is traveling. This does not cost an action, but must be declared before any actions. In vehicular combat, an actual speed must always be declared, even if the speed value is 0. Vehicles are considered constantly in motion, so they only require a Move action to actively change their range increment or maintain it.

In Vehicular Combat, if no vehicles use the Move action to avoid it, all vehicles automatically are considered in “Close” range after the first round of combat. They will maintain this range until one combatant uses the Move action to increase the range band.

Personal Speed Declaration

On the personal scale, declaring the speed is still required, but more often than not the character’s speed isn’t that great and the character isn’t constantly moving around. As such, Movement works the opposite than how it does in Vehicular combat. In Personal Combat, all combatants maintain their Range Band unless they use a Move to close in or run away from one another. 

Declaring Actions
There are seven different Action Types that can be attempted in the round. They are: Attack, Defend, Information Warfare, Leadership, Move, Tactical Movement, or Other. A player must declare which actions they are going to use as well as the targets of the said actions at this time. Advantage Points can be spent at this point to gain more actions, to hold actions, or to buy up the initiative. Advantage Points can also be held as bonus points that can be used in the Resolution phase as a bonus to either Attack or Defense rolls, but do not need to be specified until before the roll is made.

Base Defense

All characters have a base defense that is equal to their Pilot or Combat Sense skill plus any Speed modifiers. Maneuver and any other movement penalties will reduce this as well. The minimum Base Defense for any combatant is a 1.
Action Types 
Every round a character is granted so many actions in combat. All combatants gain two actions each round. Additional actions can be bought with Advantage points. The player must declare what they intend to do with each of their actions when their Reaction number comes up.
Attack
With this action type, the combatant makes a concerted effort to damage their opponent. A target must be specified when this action is declared. If, during the resolution phase, the target is no longer viable, the Attack action is lost. This action type may be held. The roll for this action type is weapon or gunnery skill and is modified by Range, Attacker Speed Band, and other Situational Modifiers. Advantage Points can be allocated to this action type to buy up the Initiative or as a bonus to the skill roll.
Defend
The Defend action is used to prevent harm from befalling the combatant. Defense actions must be declared, but are only rolled when the combatant is first attacked. Defense actions that are not used in the Resolution phase are lost. This action type is always considered “held” until used and occurs on the same Initiative as the attack it is being used against for free. The roll for this action type is either the Piloting or Combat Sense skill and is modified by Defender's Speed, Maneuver, Available Cover/Concealment, and other Situational Modifiers. Advantage Points can be spent as a bonus to the skill roll. Once a Defense roll is made, it applies to all attackers in that combat round. The Defense roll does stage, however, as more attackers make it harder to defend effectively. The Defense roll’s MoS is reduced by 1 for every two attackers after the first and applies to all attackers. So if three fighters are targeting one torpedo ship, the torpedo ship is at a -2 to its Defense MoS for having to defend against three attackers at once. 
Information Warfare
Combatants can choose to utilize ECM, ECCM, or other information warfare activities. ECM can be used to Jam Communications, Baffle Sensors, or Baffle Missile Guidance. ECCM can be used to disengage any active ECM baffle. The skill roll associated with this action type is the Information Warfare skill and is modified by situational modifiers and equipment ratings. Advantage Points cannot be spent on bonus points for this action. This action type is rolled during the Declarations Phase and its effects carry over until the start of the Declarations phase of the next round. See the Information Warfare section for more details. Information Warfare can be used as a Held Action.
Leadership
Combatants skilled in the art of leadership can choose to spend an action directing those who are willing to follow. The leader must have open communication channels to those being directed. The leader can make a Leadership roll during the Declarations phase using their Leadership skill and modified by situational modifiers. No Advantage Points can be spent on this roll. See the Leadership Roll section for more details. Leadership cannot be used as a Held Action.
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Combat is assumed to be joined at the greatest range that the combatants can sense one another. In Personal combat, this can be at any range band, as decided by ambush rolls or the GM’s fiat. In Vehicular Combat, this is generally at sensor ranges and generally starts at Extreme range. If the combatants are moving at any speed greater than Cautious/Docking it is assume that they are moving towards one another and will be at close range after one round. Traveling at Cautious/Docking speed will have the vehicles halve the distance between them in one round and be in close range in two. 

If the combatant wishes not to close the distance, they may make a Move action to attempt to maintain/broaden the distance between themselves and other combatants. A roll only needs to be made if any opponents use a Move action themselves to prevent the combatant from maintaining/broadening the distance. This is made from a Pilot or Combat Sense roll that is modified by the Speed/10 (round normally) that the combatant is traveling as well as any Maneuver bonuses and other situational modifiers. The Threshold for this roll is 3 and it is an opposed roll. If the combatant wishing to maintain/broaden the distance wins the roll, then they have maintained/broadened their distance accordingly. If not, then the opponent has closed and is in Close range this round. This roll is made in the Declarations Phase and its effects last until the beginning of the next Declarations Phase. Advantage Points can be spent to improve the Initiative of a Move action, but cannot gain bonus points to any Move rolls. Move can be used as a Held Action.
Tactical Movement
A combatant can choose to make unexpected or complex tactical maneuvers to gain a better positioning for the subsequent combat rounds. Using the Tactical Movement action grants the combatant a +2 bonus to the next round’s Maneuver roll. Advantage points cannot be spent on this action. Multiple uses of this action in a single round do not grant a cumulative bonus. Tactical Movement cannot be used as a Held Action.
Other
The Other action type covers any other types of actions not specified above. The GM should adjudicate any questions in other actions being accomplished. Other action types may or may not be able to use Advantage Points or be Held Actions according to the GM’s call.
Advantage Points
Advantage Points are granted from the Maneuver Phase and allow combatants small edges in their actions for the round. Advantage Points are allocated during the Declaration Phase and can be allocated as follows: Initiative, Extra Actions, Hold Actions, or Bonus points. 

Initiative
Action Points can be spent on a one-for-one basis to buy up the Initiative of a single attack. So two Advantage Points placed in a single attack would have that attack resolved on Initiative 2. Any attacks that do not have Advantage Points placed in Initiative are assumed to go on Initiative 0.

Extra Actions
A combatant can spend two Advantage Points to gain an extra Action for the round. This action is declared and resolves like all other actions for the round.

Hold Actions
Any combatant can choose to Hold an Action for a specified condition. If no Advantage Points are spent on the Held Action, then the character’s action happens immediately after the condition is met. A combatant can choose to allocate 1 Advantage Point to a Held action to insure that the action will occur simultaneously to the condition. Or, the combatant can allocate 2 Advantage Points to the Held Action to allow the held action to go off immediately prior to the condition being met. A character can continue to Hold Actions for multiple rounds, with the initial Advantage Point expenditure in place so long as actions are devoted each round. The combatant can also choose to change the conditions without loss of Advantage Points during the Declarations phase of each round. Held Actions can be dropped at any time, but are lost. 

Bonus Points
Any Advantage Points not reserved for other uses are transferred to bonus points which can be used during the Resolution phase. These points may be used on any Attack or Defense roll as the player wishes. The point expenditure must be declared before the roll is made, however. Furthermore, a single Attack or Defense cannot have any more Advantage Points associated with it greater than twice their associated Skill.
Phase 3: Resolution 

The first real step to the Resolution Phase is for all combatants to determine where they are in relation to one another. This is called the Range Band. There are six Range Bands: Close, Short, Medium, Long, Extreme, and Line of Sight. The Range Band will determine bonuses or penalties to all actions. Weapons get a +1 to hit if firing in the range band they were designed for, and a +1 to hit at close range, but otherwise get no bonus. If firing at a range band above the weapon’s range band, then a cumulative -1 penalty is applied for every range band.

In general, combatants are assumed to be at Extreme Range in their first combat round and then in Close Range for all subsequent rounds. The GM may decide to start combatants at closer ranges due to ambushes or other situations. Combatants can attempt to maintain or broaden the Range Band through the use of the Move Action (see Actions). 

Actions are resolved in Initiative order. If a character is targeted by an attack with a higher initiative, then any penalties that attack incurs on them (from damage, for example) affect their actions this round. Thus, a character who suffers a Light Wound from someone with an Initiative 2 attack would have the wound penalty when they do their action on Initiative 1. Characters taken out of the action (e.g. killed, destroyed, disabled, etc.) by actions with higher initiative lose their action for the round. Simultaneous actions (e.g. actions with the same Initiative) do not affect one another. 
Resolution Modifiers

There are numerous modifiers that affect the combatant’s attack and defense rolls. All modifiers serve as a flat bonus/penalty to the roll. One of the biggest contributing factor to modifiers in the SilCORE Dramatic Combat system is the use of speed. The Defense roll is modified off of the actual Speed (value) that the vehicle is traveling. 

	Speed Declared
	Defense Mod

	Speed 0 to 15
	No modifier

	Speed 15 to 25
	+1 to Defend

	Speed 26 to 40
	+2 to Defend

	Speed 41 to 75
	+3 to Defend

	Speed 76 to 100
	+4 to Defend

	Speed 101 to 150
	+5 to Defend

	Speed 150+
	+6 to Defend


Speed Based Defense Modifiers

So a vehicle in the Combat Speed Band that is traveling 35 would have a +2 Bonus to any defense rolls.
Other bonuses and penalties can affect Combat rolls such as lighting, environmental conditions (like rain and the like), and anything else the GM decides. In general these other bonuses and penalties should come in one or two point jumps.
Resolving Movement

The Move action can fast become very confusing if there are numerous combatants jockeying around one another. In Vehicular Combat, after the first round, all combatants are considered to be at Close range to help ease things. If any of the Combatants used a Move to maintain or widen the distance, then that Combatant is considered to be at whatever range they chose from all other combatants. If the combatant was stymied from maintaining/withdrawing, then it should be assumed that the combatant was drawn into Close range, like all the other combatants. 

If combatants are able to break off and maintain separate distances, there might come a point where there are multiple groups at different ranges from one another. The nice part about this system is that pretty much at all points groups are one of two ranges from one another: the range they maintained or Close if they didn’t make a Move. 

Say there are four fighters in combat: Fighters A and B, and X and Y. They begin the first round at Extreme range. Fighter A chooses to use a Move to only move to Long Range. Fighters B, X, and Y do not do anything. During the first round, they are all at Extreme Range. During the second round, Fighter A is at Long Range from the other fighters and B, X, and Y are all within Close Range of one another.

If, during the second round, Fighter X decides to Move towards Fighter A and Fighter A tries to prevent that (i.e. they both take Moves, one to close in the other maintain) while Fighters B and Y do not use a Move Action. 

Fighters A and X make Move rolls and the winner’s intent is what is used. Fighter A succeeds, so Fighter X is not able to close the gap. As such, Fighter X is considered to still be at Close Range to Fighters B and Y and Long range to Fighter A.

It might seem a bit confusing logically as to how Fighter X could have broken off and still maintained Close distance to Fighter’s B and Y. Remember that all the fighters are constantly in motion, Fighter A was just able to better maneuver to keep Fighter X from closing while Fighter X tried to jockey around B and Y to get at A. In the end, these rules were made to simplify the Range system.
Formation Fighting

If fighting in formation or in tandem, the followers roll their Maneuver Roll at a -1 to their Threshold but cannot have a MoS on that roll that is greater than the MoS of the Leader's roll + 1. The Leader and followers then pool all of their individual Advantage Points for that round. People fighting in tandem must be close to one another (within the same range increment) and must match actual Speed Ratings (not Speed Band). Furthermore, they must all be targeting the same general group of enemy combatants.
Leadership Effects 

Each round, a Leader can use an action to assess the situation and direct the effectiveness of those following him. The Leader must be able to communicate to those who will incur this bonus. 

The leader makes a Leadership check against a Threshold set according to the overall situation. Any MoS are Advantage Points that can be used by the whole team. 

	Advantage to Leader’s Team
	Threshold 2

	No advantage to either team
	Threshold 3

	Odds against Leader’s Team
	Threshold 4

	Familiar Territory
	-1 to Threshold

	Unfamiliar Territory
	+1 to Threshold


Leadership Roll Thresholds

Base Range Conversion

In the SilCORE Dramatic Combat System, range is standardized and then generalized to speed up play. As such, all ranges must be placed on the same scale. This helps create a relational scheme for the ranges, rather than a specific number, since hexes and “hard numbers” have been effectively removed (and replaced with the Maneuver Roll.

	Old Base Range
	New Range Band

	1
	Close

	2 to 3
	Short

	4 to 5
	Medium

	6 to 7
	Long

	8 or more
	Extreme


Base Range Conversion Table
Another modification to the Base Range system is that all missiles have their BR doubled after the weapon system is generated, but before the New Range Band is attributed. Thus, a Missile System with a BR of 2 in the Weapon Design mechanic of SilCORE would have a modified BR of 4, and a Range Band of Medium in the SCDCS.
Firing Arcs

Due to the abstract nature of the SCDCS firing arcs have become less important. As such, certain rules modifications must be made. First, weapons mounted on a Turret gain an extra Advantage Point each round that can be used as a bonus point or to increase the initiative. Slow Turrets gain this bonus point every other round. All other arcs have no effects on the combat mechanics system.

The “All-Around Armor” Vehicle Perk should be treated as a +1 bonus to the vehicle’s defense (both base defense and active defenses).
Areas of Effect

Weapons with the Wide Angle and Area Effect perks, or RoF weapons used in a Suppressive role can saturate large numbers of targets with a single individual attack roll. In the default SilCORE system, this is done by counting hexes, but that is impossible in the SCDCS. As such, another abstraction must be made.

Weapons that affect a wide area will, on a single attack roll, automatically hit a number of targets based off of the rating of the weapon and the range the targets are at. Furthermore, the attack roll for Area Effect weapons will be modified if there are any friendly targets in the area (i.e. in the same Range Band as the Targets or the attacker). If an attack fails due to the attack modifier for friendly craft, the GM can rule that the attack was successful with a MoS of 1 and have the attack hit both friendly and enemy craft in the area of effect (no more than ½ of the original targets affected can be friendly craft).

For the purposes of these tables, Suppression Fire is assumed to have the same effect as Wide Angle, with each +1 added to the Suppression attack’s Threshold granting the weapon a new level of Wide Angle. Furthermore, pilots flying “In Formation” only count as a single Target Affected by Area Effect weaponry.

	Perk
	Targets Affected

	Wide Angle 10
	3

	Wide Angle 60, Area Effect 0
	4

	Wide Angle 180, Area Effect 1
	8

	Wide Angle 360, Area Effect 2
	14

	Area Effect 3+
	+6 per point

	Area Effect Base Targets Hit Table


	Range
	Area Effect Target Mods

	Close
	-2 Target Affected

	Short
	-1 Target Affected

	Medium
	+0 Targets Affected

	Long
	+1 Targets Affected

	Extreme
	+2 Targets Affected


Area Effect Modifications based on Range
If the GM agrees, players can use Advantage Points to increase the number of Targets Affected for their attack on a one-for-one basis. This can never raise the number of targets affected to more than twice the base Targets Affected (so no more than 4 Targets for a 10 degree weapon at Close Range, no more than 10 Targets for the same weapon at Extreme Range).

Avoiding Friendly Fire
Area Effect weapons are often feared due to their indiscriminate nature when it comes to friendly targets in the area. Some weapon perks (such as Friend or Foe) will help offset this disadvantage. Weapons that cannot distinguish between friends or enemies, however, run the risk of targeting friendlies as well as hostiles.

Whenever an attacker uses an Area Effect weapon that covers an area that has friendly targets in it, they roll 1d6 and consults the following table. The table will determine if any friendlies were hit by the attack.

A combatant can choose to spend Advantage Points on this roll to reduce the chances of hitting a friendly target. Each Advantage Point spent on this roll reduces the 1d6 roll by 1. The 1d6 roll is also modified by one-half of the number of targets that the attack is capable of affecting. So a Wide Angle 180 weapon fired at Medium Range would roll 1d6 and add 4 to the roll (it could affect up to 8 targets, thus it adds one-half of that to the roll). 

	1d6
	# of Friendly Targets Affected

	1 – 5
	No Friendly Targets Damaged

	6 – 7
	1 Friendly Target Damaged

	8+
	1d6 Friendly Targets Damaged

	Friendly Targets Damaged by Area Effects


Defending Against Area Effects

Anyone affected by an Area Effect attack makes a defense roll versus a Threshold set by the MoS of the attack. If they choose to do any actions besides take cover they must add their number of actions to the Threshold as well. Furthermore, the Threshold of the Defender is dependent on the range band they encounter the suppression fire.

	Range
	Area Effect Defense

	Close
	+2 to Defense Threshold

	Short
	+1 to Defense Threshold

	Medium
	+0 to Defense Threshold

	Long
	-1 to Defense Threshold

	Extreme
	-2 to Defense Threshold


Area Effect Threshold Table
Exactly how the Range modifier to the Defense roll affects the defender depends on what type of area attack the defender is suffering. For the Wide Angle perk the range that the defender encounters the wide angle attack would modify their defense. For Area Effect perk weapons, the attack is always considered to be at Close Range. For Suppression fire the range to the targeted “suppressed area” is used.

Thus a Defender with a 2d Combat Sense and +0 AGI that entered into a Suppressed Area that was Short Range from the attacker with a MoS of 4 attack would have to defend against a Threshold 5 attack. If the Defender was choosing to do one other Action this round (i.e. Fire Back or Move up on the attacker) then the Threshold would become 6. Meanwhile, a defender that is caught in the blast radius of a grenade would automatically be considered at Close range (+2 to Defense Threshold), regardless of where the attacker actually fired the weapon. 
Rate of Fire Rules 

There are two types of Rate of Fire (RoF) that can be used: Burst Fire and Suppression fire. Burst fire throws large amounts of lead against a single target while Suppression Fire spreads the ammunition over an area, generally to deny movement through the area. 

Burst Fire
Weapons fired in a burst mode deal a number of Hits equal to the RoF used on a successful attack. The Damage Rating is not affected. So a RoF 2 attack that hits with a MoS of 3 and a DM of 5 would deal three 15 point attacks. Each Burst uses 5 points of ammo per point of RoF used. 
Suppression Fire
Suppression fire uses a separate system by making a Suppression Fire attack roll. A Suppression Fire Attack Roll is 1d base plus 1d for every RoF used and is modified by the attacker's Perception. The Base Threshold for this attack is the same for the normal attack plus one for each level of the “Wide Angle” perk the player chooses to add to the attack (minimum of +1, Wide Angle 10).

So if a character (+0 PER) chooses to fire a RoF 3 weapon with the Equivalent of “Wide Angle 60” would roll 4d and add their PER of 0. The Threshold for the attack would be at +2 for the addition of two-levels of “Wide Angle” for the coverage area. The MoS for this attack becomes a base attack roll for anyone who enters the area affected by the suppression fire out to the weapon’s Long Range.
Missile Volleys 

Missiles fired in volleys work like Burst fire save that the number of missiles fired determines the RoF rather than the weapon’s statistics. Use the following table to determine the Rate of Fire for a volley of missiles. Missiles that are intercepted by Anti-missile systems have their MoS decreased by the MoS of the anti-missile system.

	# of Missiles
	Rate of Fire

	2
	RoF 1

	3
	RoF 2

	6
	RoF 3

	8
	RoF 4

	14
	RoF 5

	20
	RoF 6

	30
	RoF 7

	50
	RoF 8

	90
	RoF 9

	150
	RoF 10


Missile Rate of Fire Table
Hardpoints
Some, more narrative inspired games, will care more about the overall Cost of a vehicle/system rather than the associated Threat Values. As such, the Hardpoint Rule presented here was created to allow for weapons with the Hardpoint perk to be swapped quickly without a lot of math behind the scenes.

The total Costs associated with the Hardpoints of a Vehicle determine what other equipment can be mounted on those Hardpoints. A Hardpoint can mount the following: 

	Up to 1.5x Cost
	No Modifier

	Up to 2.0x Cost
	Gain Heavy Flaw

	Up to 2.5x Cost
	Gain Heavy and Clumsy Flaws

	2.5x or more
	System Cannot be mounted


Hardpoint Effects Table
Vehicles with multiple Hardpoint mounts deal with each Hardpoint individually. This allows for vehicles to quickly swap out weapon load-outs without re-figuring the overall costs of the weapons/vehicles. 
Power Hungry

Weapons with the Power Hungry Flaw should have their Flaw Rating halved after the system is designed. This is to take into consideration the fact that the number of actions has been reduced.
Emergency Dice

Like in the SilCORE base system, Emergency Dice can be used before the roll to add dice to any skill roll. Also, to offset the fact that ED have little impact on high skills, ED can be used after the roll to re-roll any dice up to ½ the original skill rating on a one-for-one basis.

Sparks and Smoke

This effect simulates the sparks and smoke that show a ship has been hit and damaged, but with little real effect. It counts as a special effect with no other effects to the vehicle hit. The combatant needs only to spend one Emergency Die to prevent a Light Damage Critical Effect roll or two Emergency Dice to prevent a Heavy Damage Critical Effect Roll. 

“Check This Out…”

A combatant can spend four Emergency Dice to completely flummox one opponent with death-defying maneuvers and unpredictable tactics. The combatant would make an appropriate Skill check (Piloting or Combat Sense) modified by CRE or INF and Maneuver modifiers with the Threshold being their Opponent's Skill Rating. This takes no actions and the MoS for the roll can be split across any active defense or attacks against a single opponent that round. This roll must be made before any attack or defense rolls are made against the selected opponent.

Damage

In the SilCORE Dramatic System, damage is reworked a bit as well to recreate a more exciting and narrative flow to vehicular combat. The Personal Damage system is completely unchanged from its presentation in the SilCORE Deluxe rulebook. Those rules should be used as written. The Vehicular System required a bit of a re-write in order to both speed up the play as well as to create more dramatic effects for the pilots in these craft.

Vehicular Damage

In the Vehicular Damage system there are nine Systems that can be affected in combat: Armor, Auxiliaries (including Computer Crew and anything that the SilCORE system marks as Auxiliary systems other than Communications and Sensors), Communications, Crew, Engines (speed and power only), Maneuver, Sensors, and Weapon Systems. Each system on the ship has Warning Indicators that range from Green to Yellow to Orange to Red. The systems have one Green “Indicator” (default), three Yellow "Indicators", two Orange, and one Red. The Indicators represent the amount of damage the system itself has taken.

Whenever the vehicle incurs a Light or Heavy Damage result, a roll is made on the Critical Damage table to determine what system is affected and how severely it is impaired. The following table is used when determining the effects of a Light or Heavy hit to a vehicle.

Green Indicators

A Green Indicator represents the system is functioning normally and has passed all system checks. For the most part, a vehicle will start out combat “All in the Green” unless the GM or Lemon rolls indicate otherwise.
Yellow Indicators

A system showing up as Yellow has lost functionality and is acting up. Once a system has taken any number of Yellow hits it is considered "on the fritz". This means the system acts a bit out of sorts and unexpectedly. The GM should rule the effects when the indicator comes on. Some suggestions are as follows: 

Sluggish Handling 
The system suffers a -1 penalty to any rolls the system affects (i.e. -1 to attack rolls if a Weapon System was hit, or -1 to Maneuver rolls if Maneuver was damaged, etc.)

Jammed 

A Jammed system requires one action to restart functions. Until the jam is cleared, the system does not function at all.

Short in the System
A system with a short in it rolls a d6 whenever it is used. If this short die ever comes up a 1, then the system does not function that round. The system can be used again the next round, but still suffers the subsequent results of the short-out die.

Capacity Drain 
If the system damaged can have its effective capacity (i.e. Range, Ammunition, Hours) reduced, then this damage causes the system to lose 20% of its remaining capacity.

Orange Indicators

An Orange Indicator represents severe damage to the system. Systems that have an Orange Indicator barely function as designed and have all kinds of problems when used. Some suggestions are: 

Controls Frozen 
Frozen controls cause all kinds of difficulties to operating the system. A system suffering from frozen controls is at a -3 penalty to all rolls the system affects.

Unresponsive 

An unresponsive system requires three actions devoted to getting it started again. The actions need not be consecutive and can be paid across numerous rounds. The system does not function until three actions are devoted to bringing it back online.

Gremlins 
Gremlins generally creep into systems that are severely damaged. They cause all kinds of havoc when the operator tries to use the system, making it very unreliable. Every time the operator uses the system, roll a d6 short-out die. The system cuts out on an odd roll. The system can be used in subsequent rounds, but continues to suffer from the Gremlins each time it is used.

Down to Reserves 
Much like the Yellow result of Capacity Drain, “Down to Reserves” affects systems that have some kind of capacity to them. When a system is “Down to Reserves” it loses 50% of its remaining capacity.

Red Indicators

A Red indicator means the system is dead or is failing. This should be used to the greatest dramatic license by the GM and player. Perhaps the player makes one last hurrah with his failing systems to insure victory. Or maybe the system explodes spectacularly or shut-down quietly. It should really be up to the player and GM as to what happens when a system goes Red. 

“I’ve got a Christmas Tree of Doom”

Any vehicle that has been in combat enough will have warning lights flashing in no time. Sometimes a system will have multiple lights of different values affecting it. A ship’s system is affected by the most severe hit of its type it has taken. So a ship with two Yellow lights and an Orange light on its Engines would suffer the effects of the Orange light, ignoring the Yellows. 
Any time a system takes multiple Hits of the same type, no new damage is incurred, as another light just blinks on. Once all of the damage indicators of a certain type are lit, any further damage of that type rolls up to the next highest type. So a ship that had taken 3 Yellow "hits" on its Fire Control and then took another Yellow hit would now have 3 Yellow and 1 Orange. 
A ship that has already taken more severe damage would not have lesser damage affect it until the above rule is satisfied. So when a ship with 1 Orange light and nothing else takes a Yellow hit, the player would simply mark off a Yellow hit and continue flying with the Orange penalty. 
Other Damage Results

The Crew, Armor, and Special results on the table do not follow the Indicator system. Instead, their results are described below.
Crew Battered 
When the Crew has been battered, it means the damage has buffeted them within their cockpit. They are bruised and banged up, but unharmed. This can be distraction, however, and the crew is at a -2 to their Maneuver roll in the next round. 
Crew Stunned 
Severe damage to the crew compartment can stun the crew. This can be from electrical discharges, head injuries, or even just a temporary shut down of all crew functions. A Stunned crew means the crew loses an Action this round. If they had already acted, then they are at a -4 to their Maneuver roll in the next round. 
Crew Wounded 
The most severe result a crewmember can suffer is a wound. The damage was sufficient enough to actually harm the physical body of the crewmember. This means the crew is effectively out of combat and the GM should give the crew some kind of wound. The GM could allow the character to continue to act after making a successful Will roll and spending Genre/Emergency Dice but the crewmember should lose at least one full round shaking off the effects of the damage.

Armor 
Armor damage means that the protective structure of the vehicle has been compromised by the damage from the attack. On a Light result, reduce the Armor Rating by 0 if the weapon was Armor Piercing, 2 if it was a Standard weapon, and 4 if it was Armor Crushing. On a Heavy Result, reduce the Armor by 2 for AP, 5 for standard, and 8 for Armor Crushing. These totals take into account the additional damage effects listed in the SilCORE rulebook.

Structural Failure 
A vehicle that suffers a Structural Failure is in dire straights indeed. This means that the ship's structural integrity has been compromised and the ship is breaking apart. The weapon that caused the damage should dictate the overall effects of this result. An AP weapon might cause the ship to slowly lose functionality as systems shut down while an Armor Crushing, Persistent, Incendiary weapon might have the ship turn into a fireball as it slowly melts away. Crew should be able to eject without the use of Emergency Dice, but might be able to continue to function with the ship until the last second, but risks not escaping in time (or requiring Emergency Dice to do so).
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Design Notes

The SilCORE Dramatic Combat System was devised as a way to create a fast and furious dog-fight style of combat mechanic without the requirement for a lot of math figuring out ranges, hexes, movement and all other trappings found in the existing SilCORE system. THE SCDCS’s main design goal was to be fast and easy to play. The core SilCORE mechanic is one of elegant simplicity and the designer wished to mimic that simplicity in the combat mechanics.

There is much in these mechanics that are simplified to the point of abstraction. Sadly, some abstraction was required for speed. Most of this abstraction fell into the Movement and Range categories. Many people might find the abstraction too distracting. The designer apologizes for this distraction, but really does recommend that too much focus is laid on it. Anime combat is fast, frenetic, and confusing… if nothing else, any anomalies in “reality” versus what is modeled in the SCDCS can be written off as “in genre”. 

The most fundamental rule in the SCDCS is that the GM must keep things flowing. Don’t get bogged down trying to triangulate who is what range band. Just guesstimate and move on. If people forget, put them at Medium range and move on… just keep the combat moving. Your players will respect the speed and energy you put into this more than they’ll care about a Range band here or there if you keep things moving.

Also, this is a game… when all else fails, err on the side of the players. Give them the benefit of the doubt on ranges, penalties, and the like. Part of the fun is following the rules, yes, but the other part of the fun is playing a role and telling a story. Try not to let numbers or anything else get in the way of that fun.

Hope you enjoy this little document. Please feel free to email the author with comments at cheeplives@gmail.com. Be sure to put “SilCORE Dramatic Combat System” or “SCDCS” in the subject line. Thanks!

Josh
Weapon Range Band�
Close�
Short�
Medium�
Long�
Extreme�
�
Close Range Weapon�
+2�
-1�
-2�
-3�
-4�
�
Short Range Weapon�
+1�
+1�
-1�
-2�
-3�
�
Medium Range Weapon�
+1�
+0�
+1�
-1�
-2�
�
Long Range Weapon�
+1�
+0�
+0�
+1�
-1�
�
Extreme Range Weapon�
+1�
+0�
+0�
+0�
+1�
�
Weapon Range Modifiers





1 AP�
+1 Initiative to one action (speed)�
�
2 APs�
Hold action, act before once criteria is met�
�
1 AP�
Hold action, act simultaneously once criteria is met�
�
2 APs�
Gain extra Action for one round�
�
Advantage Point Expenditures








2d6�
System Damaged�
Light Result�
Heavy Result�
�
2�
Special�
Weapon Orange�
Crew Wounded�
�
3�
Crew�
Battered�
Stunned�
�
4�
Auxiliaries�
Yellow�
Orange�
�
5�
Armor�
Light�
Heavy�
�
6�
Weapon System�
Yellow�
Orange�
�
7�
Armor�
Light�
Heavy�
�
8�
Sensors�
Yellow�
Orange�
�
9�
Engine�
Yellow�
Orange�
�
10�
Communications�
Yellow�
Orange�
�
11�
Maneuver�
Yellow�
Orange�
�
12�
Special�
Auxiliaries Orange�
Structural Failure�
�
Vehicular Critical Damage Table





�





2d6�
Yellow Effect�
Orange Effect�
�
2 - 4�
Short in System (roll d6 every time system used, fails on 1)�
Gremlins (roll d6 for each use, system fails on odd roll)�
�
5 - 6�
Jammed (req. 1 action to restart/clear trouble)�
Unresponsive (req. 3 actions to restart/clear trouble)�
�
7 - 9�
Sluggish Handling (-1 to associated actions)�
Controls Frozen (-3 to associated actions)�
�
10 - 12�
Capacity Drain (reduce range, ammo, etc. by 25%)�
Down to Reserves (reduce range, ammo, etc. by 50%)�
�
Vehicular Critical Damage Random Effects Table (optional)�
�
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