KHAOTIC PROCEDURES SUMMARY
Resolution: roll d6’s, ignore 4-6, sum and convert to adjective; compare to Roll Required adjective
· RR may be a defending or competing character’s own roll; ties are inconclusive
· Skill points may be burned for up to three extra dice
Helping/cooperation: everyone rolls; high value is the base result, +1 for each helper over Passable+, -1 for each helper under Poor
Extended contest: loser subtracts difference from dice pool; contest continues until one surrenders or is reduced to no dice
Specific to combat
Order: roll Quickness (Agility for NPCs), proceed high to low; player-characters go first on ties
Players roll Attack vs. defensive target RR; roll Defense vs. attacker’s Attack RR (not roll vs. roll)
Attack value from weapon
Defense = 3 dice
· Player-characters: plus dice equal to Dodge skill to be used across a full turn; Agility sets the maximum Dodge total 
· NPCs: just use Agility, no frills
Damage = difference + weapon’s damage multiplier = Wounds table result
· Maimed result includes hit location
Armor provides codes to absorb first
