This is a fan-created play aid for the Savage Worlds game system. It is free to use,
modify, and redistribute according to the following terms:

1) This page is preserved without modification

2) The author of any changes must comply with the Savage Worlds licensing terms
listed at http://www.peginc.com/Licensing.html

Legal Notice

This game references the Savage Worlds game system, available from Pinnacle
Entertainment Group at www.peginc.com. Savage Worlds and all associated logos and
trademarks are copyrights of Pinnacle Entertainment Group. Used with permission.
Pinnacle makes no representation or warranty as to the quality, viability, or suitability for
purpose of this product.



Savage Worlds (Explorer's Edition) Combat Flowchart (v 1.2)
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