
Combat & Actions:
How major actions are accomplished is determined by a characters skill for that particular action.  For hacking a computer the character would use his Computer Skill, for attacking an opponent from one Zoid to another using a cannon the character would use his Zoid Weapon (Ranged) Skill…
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Actions:

Most combat rules are well defined, but when the character tries to do something without an opponent (like hacking that computer or running through an obstacle course with a Gun Sniper) the GM picks a Target # (1-20) for the character to beat.  The Target # depends on the difficulty.

Doing physical actions (jumping or lifting something) would require the character to use his/her appropriate attribute instead of a skill.  Here’s the formula for using ones skill or attribute to beat a target number set by the GM:

Target # vrs. (1D10 + Skill/Attribute)  

Rolls equal to or exceeding succeeds

Combat:

Before combat begins all players (including NPCs) most roll Initiative (Unless the attacker has successfully snuck up on his opponent).  This determines who attacks first and what order multiple characters will attack in.  The higher # goes first and so on.

The rules of combat always have a target # that’s determined by the opponent, whether the other Zoid is piloted or not:

Opponent is a piloted Zoid:

1D10 + Zoid Weapon Skill vrs. Opponents Pilot Skill + Zoids Mobility

Opponent is an unmanned Zoid: 

1D10 + Zoid Weapon Skill vrs. Zoids Intelligence + Zoids Mobility

Opponent is Human:

1D10 + Weapon Skill vrs. Targets Intelligence + Targets Dexterity

Note:  When rolling your 1D10 there are two special rules to remember.  Rolling a “1” that player automatically misses (or worse at GM’s Discretion), and rolling a “10” is an automatic success (even if the target # was out of that character’s reach) plus that target loses 1 point of Armor/AC (That piece or armor is shattered and must be healed/replaced). 

Determining Damage:*
Total Damage for Round = Total Damage Dealt that Round – Target’s AC/Armor
Called Shots:

A character can make a declared attack at a particular part of a target (head, arm, weapon…).  The attack is rolled as normal, and if the attack succeeds the target is hit, but if the attacks succeeds by 3 or more over the target # then the called shot also succeeds.  Head Shots kill (Humans/Zoidians), or Disable (Zoids) 75% of the time.

Blocking:

Blocking can be made in Melee or Hand-to-Hand combat.  When attacked the target can chose not to dodge but to roll an opposing attack.

1D10 + Armed Combat Skill vrs. 1D10 + Targets Armed Combat Skill

or

1D10 + Unarmed Combat Skill vrs. 1D10 + Targets Unarmed Combat Skill

If the target succeeds then he/she blocks the attack and no damage results.  An unarmed target cannot block an attack from an armed opponent or vise versa.

Called Defensive:
A Called Defensive can only be made in Melee combat by an unarmed target.  While being attacked the target can choose to block the attack by grappling the weapon in the opponents hand.  The target forgoes a normal dodge in order to grab at the opponents weapon (the handle preferably), this gives the target a –2 to his dodge.  

If dodge fails then the target was hit and takes damage as normal.  If the dodge succeeds then the target now has his hands on the weapons handle and the two characters can grapple for the weapon.

Grappling:

Grappling is a contest of strength between two opponents.  Both characters roll 1D10 + their strength attribute.  The character to succeed wins the grapple.

Vehicles and Damage:

Normal Vehicles handle damage differently than Characters or Zoids.  A Vehicles Hit Points are handled as a Zoid (being metal or armor) as is its Strength, Mobility, and Intelligence.  But its Armor Class helps the Character(s) inside when attacks are specifically directed at them.  It doesn’t help the vehicles themselves unless it’s directly stated in their descriptions.
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System Freezes:

A Zoids combat system manages its weapons and fighting styles.  When it freezes the Zoid completely freezes also… Unable to move or determine a course of action (just like a desktop computer which locks up).  This is believed to be a life preservation technique on the Zoids part, no matter who programs the combat system a system freeze is always a possibility. 

Once a Zoid is under 5 HP it must roll after each attack on it resulting in damage to determine if it’s combat system freezes or not.  After each damaging attack the Zoid rolls a 1D4, 1-3 results in a system freeze, rolling a 4 means the Zoid can keep fighting.

Also, after every major occurrence that affects or can adversely affect a Zoid (Laser claw/blade attack that severs a limb/weapon, a nearby major volcanic explosion…) it also must roll for a system freeze (only once per occurrence).

*  Zoid Type Weapons will kill human targets (unless GM’s Discretion). Human Type Weapons don’t damage Zoids at all.

Blank


