Retreating from an encounter

If you have made contact, or are dready in combat with an opponent, you must roll initiate with each
enemy that isdirectly atacking or facing you. If theinitiaive iswon, you may dip away from your foe
without being automaticaly attacked.

Y ou may move away a full movement if you turn and run.
Y ou may move away a haf movement if you back avay

While attempting escape, if you make contact with any attacker, you must win an initigtive against
each onein order NOT to be attacked once by each. Any time you flee an enemy, you must break
away and run from the space which connects you and that enemy.

If you lose theinitiative, your enemy will have one angle atack on you, eveniif it is not its turn (but
only if your atacker iswithin range to attack, and then only if the attacker is facing you.

If you manage to besat dl your opponents on the initiative, whoever moves more spaces will determine
who will escape, and who will not. Obvioudy, if a creature moves faster than you, the chances of
escape will be cut down (thisis up to the interpretation of the G.M. vs. what is happening at the
moment, and what you are doing to escape.
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