
The biggest advantage to this system is that with it, initiatives actually count for something! Another nice feature of this 
advanced system is that it helps to keep everyone's attacks distributed throughout the melee (as opposed to the existing 
Palladium system where everyone acts on the first few attacks of the melee, but then towards the end of the melee, a few 
characters [usually in power armor] keep attacking when everyone else has run out of attacks). 

We have been using this initiative system for several years now, and all of our fellow game masters and players love it! If 
you have any questions about this system, or if you would like me to explain the details of any part of the system, please 
do not hesitate to contact either of us! 

 1. Roll initiative as usual on 1D20. 

2. Add any applicable initiative modifiers. 

3. Divide the total initiative number by the character's number of attacks. The resulting number indicates how many 
initiative numbers or segments will pass between the character's actions. 

Example: A character with 3 attacks per melee rolls a 14 for their initiative and has a +1 bonus. 15 
divided by 3 is 5, so the character goes on initiative segments 15, 10, and 5 (or every five actions, 
counting down from their initiative roll). 

If the number rolled is less than or equal to the number of attacks, then the character acts on every segment from one on 
up to their initiative number. 

Example: A character has 5 attacks per melee, and rolls an initiative of 5, so she would act on initiatives 
5, 4, 3, 2, and 1. Even if she rolled a 3, she would still act on those same numbers, as she could never act 
later than initiative 5. 

If the initiative number rolled (plus modifiers) is not equally divisible by the number of actions, then round the individual 
initiative segment numbers down to the nearest whole number. 

Example: an initiative of 17 divided by 3 attacks is 5.666, so the character would act on initiative 
segments 17, 11.33, and 5.666. After rounding the individual segment numbers down, the character 
would act on segments 17, 11, and 5. 

6. After all initiatives have been determined for both the players and NPC's, the GM starts counting down from the highest 
initiative to the lowest initiative, with the players acting on each of their initiative numbers. If a dodge is used, then the 
character's next initiative segment is marked off. 

Example: 
Johann the Cyber-Knight and group leader has four attacks per melee and an initiative of 12 (he rolled an 
11, and has a +1 bonus). Dividing his initiative roll by his number of attacks equals three, so we know 
that Johann will act on initiative segments 12, 9, 6, and 3.  

Illyana the Shifter has two attacks and rolls a natural twenty initiative! By dividing her initiative by her 
number of attacks, we see that she will act on initiative segments 20 and 10. 

Victor, the CS Military Specialist in SAMAS power armor, rolls an 18 initiative (with bonuses) and has 
five attacks per melee in his power armor. In dividing his initiative by his number of attacks, we know 
that he will act every 3.6 attacks. This means that Victor's attacks are on segments 18, 14, 10, 7, and 3. 

Char, a Great Horned Dragon Hatchling, has three attacks and rolls an initiative of 1. As his initiative is 
lower than his number of attacks per melee, we automatically know that Char will act on every initiative 
segment from one up to his initiative roll: 3, 2, and 1. 



Gank the Headhunter and Flying Titan pilot has five attacks per melee in power armor and has an 

initiative of 31 (he rolled a 19, has +6 from Sixth Sense, and +6 for Amplified Hearing). By dividing his 
initiative by his total number of attacks, we see that he will go on segments 31, 24, 18, 12, and 6. 
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Next, the GM calculates their opponent's initiative. Warhawk the Gargoyle has an initiative of 17 after 
bonuses, and six attacks per melee. As such, Warhawk will attack on initiative segments 17, 14, 11, 8, 5, 
and 2. 

The GM's Chart of Initiatives would look like this: 

 31 30 29 28 27 26 25 24 23 22 21 20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1
Char                             3 2 1
Gank 31       24      18      12      6      
Illyana            20          10          
Johann                    12   9   6   3   
Victor              18    14    10   7    3   
Warhawk               17   14   11   8   5     

By starting with the highest initiative number (31), we see that Gank goes first on initiative segment 31. 
Next is Gank again on 24. After that Illyana goes on segment 20. Both Gank and Victor act on segment 
18, but since Gank has the highest initiative number (31 compared to Victor's 18), then Gank goes first ... 

5. Once everyone has used all of their attacks, re-roll initiative for next round. 

 
 
 
 
 
 
 
 
 
 
 
 



Total Init. Divided by # of Attacks = Number that character acts on beginning with primary init #. 
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