
How AG combat works
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combat begins
power cast now

start of a round
action points are given

to each fighter

determine actor
(most action points)

first round?

actor dazed? recover some

cast Magical Fury?

actor on ground? chance to try trick/get up

actor have target? determine range

extended range?

want to flank?

pick a target

determine range

extended range?
want to move in?

(check combat desire, team cohesion)

want to cast spell,
fire missile, or hurl weapon?

move possible? move in

is it possible?
cast,
fire,

or hurl

rest

actor loses some action points,
and energy points unless rested

everyone out of
action points?

let down target rise?

charge, close or retreat? move possible? move

use a skill? skill possible? try skill

want to attack or fake?

rest

is it possible? perform attack or fake

flank possible? flank

* if move not possible after trying to flank, then will rest


