Resistance = 1/2 Damage
Vulnerability = x2 Damage
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1/2 = +2 Armor Class (AC)
3/4 = +5 Armor Class (AC)

Initiative = Dexterity Roll + Mods Total = no attack

Attack Roll

d20 £ modifiers = result
Die roll + [Weapon Modifiers] +/- G.M. Modifier =/+ Target Armor Class
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