
Can the tactical feel of a turn-
based JRPG exist on a tabletop?

What if initiative order wasn't just 
the sequence of play... but the 

battlefield itself?











 Combat is further shaped by persistent Status Effects, customizable Keystones, 
and installable Sigils that function much like equippable magic. Rather than simply 
playing powerful cards from hand, players build each hero over the course of a battle, 
combining elemental Sigils, passive abilities, and tactical Techniques to create unique 
playstyles and devastating combinations. Every decision carries forward, rewarding 
careful planning, party synergy, and the kind of long-term character development familiar 
to fans of classic JRPGs.

 At the heart of Initiative Break is the Initiative Track, a constantly shifting 
timeline that replaces the traditional "take your turn and wait" structure found in most 
tabletop games. Every action changes a character's future position on the track, forcing 
players to think not only about what they do, but when they do it. Fast characters act 
more frequently, powerful abilities reshape the turn order, and devastating Break Arts 
can interrupt the normal flow of combat entirely. The result is a battlefield defined by 
timing, momentum, and tactical sequencing, where manipulating the order of battle is 
often just as important as the attack itself.




