The setting: Blacklash and Killer Shrike have knocked off an armored car in downtown New York City in broad daylight.  Unfortunately for them, the car was on its last run for an ATM machine, and only one bag of cash remains.  The bravado and threats make way for chest bumping.  Finally, the two decide to throw down like any self-respecting criminal would do!

“I’m tired of your loud mouth, Shrike!” - Blacklash

“Put up or shut up you noodle-armed gnat.” - Killer Shrike

Killer Shrike and Blacklash begin combat adjacent to each other.  Initiative is rolled between Killer Shrike (KS) and Blacklash (BL).

KS Initiative: [(d20=6)+(Intuit=+1)+(SQ=+4)]= 11 total

BL Initiative: [(d20=5)+(Intuit=+1)+(MA-E=+2)]= 8 total

KS wins Initiative, and BL is flatfooted until he acts on his initiative.

Round 1

“This ain’t gonna feel good, whip-spinner.” – Killer Shrike

KS = Declares one action.

Action 1 – Attacks with talon bracelets [(d20=7)+(Str=+3)]= 10 total



BL = Blocks the attack with his whips [(d20=11)+(SQ=+3)]= 14 total

BL was flatfooted during this attack by KS.  Note that the two combatants Combat Levels are the same; there will be no Combat Level modifiers during combat, and no Counterattacks.  If Blacklash fails to Block (he needs 2 less than the attacking roll), his Dodge result is effectively Zero making it a riskier defensive maneuver at greater difficulties.

BL = Declares one action.

BL is no longer flatfooted.
Action 1 – Attacks with whips [(d20=5)+(Str=+1)+(SQ=+3)]= 9 total



KS = Dodges [(d20=19)+(Agl=+3)+(SQ=+1)]= 23 total

End of Round 1.

Round 2

“Time to pay the Piper.” – Killer Shrike

KS = Declares one action.


Action 1 – Attacks with talon bracelets [(d20=19)+(Str=+3)]= 22 total



BL = Spends Karma to Dodge [(d20=14)+(Agl=+1)+(K=+1)]= 16 total

BL spent 1 Karma because that is the minimum you can spend when declaring to do so.  Even if BL had 5 Karma (and he doesn’t), spending all of it would have yielded the same result.
· BL has 3-1 = 2 Karma points left.

· KS deals 30 points -10 = 20 points of damage to BL; [BL VP: 80 – 20 = 60]

“I do everything around here….all the work, all the talkin’, and all the cuttin’!” boasts Killer Shrike.
“I’ve been saving this just for you, Shrike.” - Blacklash.

BL = Declares two actions.


Action 1 – Swings energized Necrolash [(d20=17)+(Str=+1)+(SQ=+3)+(MulAttk=-2)]= 19 total



KS = Spends Karma to Dodge [(d20=12)+(Agl=+3)+(SQ=+1)+(K=+1)]= 17 total

KS knew that he had to dodge the extremely potent Necrolash.  He spent his lone 1 Karma point in a fruitless attempt to evade.
· BL deals 50 points - 20 = 30 points of damage to KS; [KS VP: 120 – 30 = 90]

· BC has 1-1 = 0 Karma points left.


Action 2 – Swings energized Necrolash [(d20=18)+(Str=+1)+(SQ=+3)+(MulAttk=-2)]= 20 total



KS = Dodges [(d20=3)+(Agl=+3)+(SQ=+1)]= 7 total

BL beat KS defensive roll by 10 or more, scoring a critical hit.  Consulting the appropriate critical hit table (Energy), he rolls a Stun (1) result.  KS must now make an Endurance check DC 18.  KS rolls [14] and adds that to his Endurance Ability bonus of +3 for a total of 17…close, but no cigar.  KS is Stunned for one turn, and must make a Psyche Ability check DC 10 to remain standing.  KS rolls [17] and adds his Psyche Ability bonus of +0 for a total of 17 and remains standing.
· BL deals 50 points - 20 = 30 points of damage to KS; [KS VP: 90 – 30 = 60]

Round 3

“You imbecile.  You thought I trusted you?  I planned on stabbing you in the back the first chance I got.” – Blacklash

KS is stunned, can take no actions and losses his Agility bonus.
KS = Takes no actions.

KS is no longer stunned.
“Wait a minute.  Can we talk about this?”  - Killer Shrike

“Time to finish the deal.” – Blacklash

BL = Declares one action.

Action 1 – Swing Necrolash [(d20=2)+(Str=+1)+(SQ=+3)]= 6 total

KS = Dodges [(d20=8)+(Agl=+3)+(SQ=+1)]= 12 total

Round 4

KS = Declares two actions.

Action 1 – Attacks with talon bracelets [(d20=6)+(Str=+3)+(MulAttk=-2)]= 7 total

BL = Blocks with whips [(d20=15)+(Agl or Str=+1)+(SQ=+3)]= 19 total

KS is desperate and decides that maybe attempting a body slam, his luck will change.
Action 2 – Body Slam [(d20=8)+(Str=+3)+(MulAttk=-2)]= 9 total

BL senses desperation, and realizes that the low total of 9 on a Body Slam attempt is the perfect opportunity to Reverse, requiring 4 more than the attacker’s total (in this case, a 13).
BL = Spends Karma to Reverse [(d20=14)+(Str=+1)+(K=+1)]= 16 total

KS may attempt a Defensive maneuver against this Reverse; however he may not attempt to Reverse a Reverse, or make a Retaliation or Counterattack on a Reverse attempt.
KS = Dodges Reverse [(d20=15)+(Agl=+3)+(SQ=+1)+(MulAttk=-2)]= 17 total

KS could have opted to Resist this attack with greater ease than a Dodge, given his superior Strength.
· BL has 2-1 = 1 Karma point left.

BL = Declares one action.

Action 1 – Grapple KS with Necrolash [(d20=14)+(Str=+1)+(SQ=+3)]= 18 total

KS = Dodges [(d20=3)+(Agl=+3)+(SQ=+1)+(MulAttk=-2)]= 5 total

The attack was successful, although it cannot go critical (see Grapple).  Now a Grapple check between the two combatants takes place.  KS is at a disadvantage since BL Strength is considered Incredible +6 when using his whips during Grapples.
KS Grapple: [(d20=15)+(Str=+3)+(ScaleMod=-5)]= 13 total

BL Grapple: [(d20=15)+(Str=+6)+(SQ=+3)]= 24 total

KS is Grappled, and takes damage from the electricity surging through the Necrolash.
· BL deals 50 points - 20 = 30 points of damage to KS; [KS VP: 60 – 30 = 30]

Round 5

KS = Declares one action.

Action 1 – Escape

A new Grapple check takes place.  KS decided that the –2 penalty was too stiff, and elected to try once.  If he fails, he will lose the fight.
KS Grapple: [(d20=8)+(Str=+3)+(ScaleMod=-5)]= 6 total

BL Grapple: [(d20=3)+(Str=+6)+(SQ=+3)]= 12 total

BL = Declares two actions.

“I didn’t want to do this to you, Shrike.  Well, yeah I did.  - Blacklash

Action 1 – Channel energy through his Necrolash – Automatic hit

· BL deals 50 points - 20 = 30 points of damage to KS; [KS VP: 30 – 0 = 0]

KS VP = 0; he is Clobbered and must succeed at an Endurance Ability check DC 10 or be Stunned 2d6 rounds.  KS rolls a [1], adds that to his Endurance Ability Rank number +3 for a total of 4.  When a character becomes Stunned for longer than 1 round, usually this is a good time to conclude the character KO’d.  Killer Shrike wakes up in the back of NYPD’s Super-powered Criminal Containment Van (SCCV).
Glossary

Note that definitions are defined in greater detail in the Marvel Superheroes Adventure Book.

Intuit – Intuition (One of 7 Primary Abilities that measures awareness.)

MA-B – Martial Arts B (One of 5 Martial Arts Talents that specializes in unarmed melee combat.)

MA-E – Martial Arts E (One of 5 Martial Arts Talents that specializes in sudden strikes.)

VP – Vitality Points (A measure of how much punishment a character can take.)

WP – Wound Points (A measure of how much actual damage a character can take before potentially dying.)

CAttk – Counterattack (An attack made by the defender when he makes a successful defensive maneuver against the first attack of an attacker with less combat levels.)

MulAttk – Multiple Attack Penalty assessed during multiple actions that reduce overall effectiveness of actions - carried over until the next round.

Flatfooted – A condition that denies defenders their Agility (or other Primary Ability) bonus until the character acts on their initiative order.

Str – Strength (One of 7 Primary Abilities that measures physical strength.)

SQ – Special Quality (One of the Special Abilities that vary from character to character.)

ComL – Combat Level (One of the Secondary Abilities that measure combat skill.  Combat Levels are compared during a fight; the character with the higher Combat Level enjoys a bonus to hit, dodge (in some cases), and may counterattack.)

ScaleMod – Penalties (or Bonuses) taken during Ability checks for circumstances or tasks that are considered to be much more difficult or much easier in comparison to the characters relative Ability.

CallShot – Called Shot (An advanced combat maneuver detailed in the Marvel Superheroes Adventure Book.)

Acro – Acrobatics (A Talent that grants a bonus to Dodge.)

K – Karma (Points that may be spent to influence die rolls.)

