Dark Conspiracy Player’s Supplement

Section 5


Section 5: Combat

The Combat Turn


Each Combat Turn, or Turn, is 30 seconds long and is divided into six five-second Combat Phases, or Phases.  A character may perform one Action per Combat Phase, and each action is considered to take the entire Phase to complete.  An Action is a precisely defined activity as listed  under Actions below.


A Combat Turn does not always have to be broken down into discrete phases.  Some encounters, such as long car chases with sporadic gunfire for instance, may be better handled by treating the Turn as a whole.  In such a case, the players tell the GM what their characters intend to do during the Turn.  The GM then determines the activities of the NPCs, resolves fire, and tells the players what their PCs see and hear as a result.  In many cases, however, it is important to preserve a more rigorous division of time and action.

Initiative/DC1 Pg.76 & PH2 Pg.103


The number of Actions that characters may conduct in a Combat Turn, and the order of their actions, is determined by their Initiative as explained under Combat Turn Sequence, below.  Initiative values range from 1 to 6 initially; however they can be reduced due to situational factors such as panic and/or wounds.

Improving Initiative/DC1 Pg.28 & PH2 Pg.31

A separate experience point system exists for improving Initiative.  Initiative Experience Points (IXP) are awarded for battles to represent the character’s increasing ability to function during combat situations.  IXP are used exclusively to buy increasing levels of Initiative just like Skills.  A PC may buy more than one initiative level at a time; however, each level must be paid for separately.


Initiative
Cost
Initiative
Cost
Initiative
Cost


1
--
3
90
5
250


2
40
4
160
6
360

Combat Turn Sequence/DC1 Pg.76 & PH2 Pg.103


The six Phases of a Combat Turn are numbered in reverse order, with Phase 6 coming first.  In each Phase all characters with an Initiative equal to or greater than the Phase number may conduct an Action.


Actions in each phase are conducted in a specific order.  Characters with the same Initiative as the Phase number go first, followed by the next higher initiative, and so forth.  The GM will moderate this flow of actions by calling out Initiative numbers in the order in which they act.  When a PC's initiative is called, the player tells the GM the action the character is conducting.


The effect of this sequence is both to limit the number of Actions a character can perform to his or her Initiative value and also regulate the sequence of actions in a turn.  A typical Turn proceeds as follows:


Phase
Initiative Sequence


6
6 acts


5
5 acts ...
6 acts


4
4 acts ...
5 acts ...
6 acts


3
3 acts ...
4 acts ...
5 acts ...
6 acts


2
2 acts ...
3 acts ...
4 acts ...
5 acts ...
6 acts


1
1 acts ...
2 acts ...
3 acts ...
4 acts ...
5 acts ...
6 acts


Note that this not only means that characters with a high Initiative may attack more frequently in a Turn, it also means that if they choose to move, they can usually move farther.  This does not mean that high-Initiative characters could run faster in normal competition, only that they can in a combat situation because they hesitate less.  Even characters with a lower Initiative have the option of choosing movement as a repetitive action and thereby may move as far in one turn as a high-Initiative character.

Simultaneous Initiative: A character’s AGL Attribute score is used to determine who goes first if two characters have the same initiative and are conducting actions that may interfere with each other (such as firing at each other).  The character with the highest AGL score goes first.  If either character’s action is an attack, then subtract the Bulk rating of the weapon in use, if any, from the character’s AGL score.

Repetitive Actions: A character who decides to do exactly the same thing for an entire Turn may conduct that action in every Phase of the Turn.  All repetitive actions are conducted at the beginning of the Phase, regardless of the Initiative of the characters conducting them.  However, characters who interrupt their repetitive actions in the middle of a Turn may not take any other action until their next regular opportunity to do so in the action sequence, and that next action may only be to go prone or to duck behind cover.

Opportunity Fire: Characters who are aiming in a specified direction or at a specific area may fire immediately upon an enemy who passes through their line of sight.  This fire is resolved as if it happened simultaneously with the target's movement.  If the target was visible at the beginning of the aiming character's action, the first shot fired counts as an Aimed Shot; otherwise all individual shots are considered Quick Shots (in the case of automatic fire, no shots count as Aimed Fire, see the automatic fire rule).  Characters may fire opportunity fire in a Phase in which they would not normally be able to take an action.  Once they fire opportunity fire in such a Phase, however, they may not do so again until they conduct an additional aim action.  A character who conducts opportunity fire is considered to have taken an action for that Phase and may not take another, even if it is his or her normal turn to do so.  A player may only conduct opportunity fire once during a Phase.  If no target enters the specified direction or area one aiming is declared, the following Phases the character is still considered to be aiming at the same point until she or he takes some other action.
Ambush: An ambush is a form of Opportunity Fire which consists of one or more characters firing at an enemy force from previously undetected or hidden positions.  Since the ambushers will be undetected, it is assumed that the enemy force is not conducting combat movement, but simply moving (performing repetitive movement), and is surprised.  The ambushers may open fire when one or more of them reach a Phase in which they normally can act, or, if they are aiming, when the target enters their line of fire.
Surprised: A character is surprised if they are attacked from an unexpected direction or location, such as from behind or are ambushed.  During the first Combat Turn, called the Surprised Turn, all surprised characters in the enemy force with an Initiative of less than 6 are considered to be conducting Repetitive Actions; characters with an Initiative of 6 may take actions normally.  

Actions/DC1 Pg.75


A character may only perform one Action per Combat Phase.  Players decide each of their characters’ actions only when it is actually time for the character to act. The possible combat actions are explained below:

Aim: Aiming improves the chance of hitting a target.  It is done immediately before firing.  Aiming at a target or area also enables characters to fire at any target which moves through their line of sight in a later phase (Opportunity Fire).  In effect, the firing character is waiting for the target to appear before taking a shot.

Drive/Ride: This action represents the operation of all of the different types of vehicles (aircraft, ground vehicles, spacecraft, and watercraft) and use if riding animals (horses, mules, camels, and etcetera) and may or may not require a task check depending on the circumstances.  The drive/ride action may be combined with Fire, Ready/Change Equipment, Reload, and Talk.  If combined with Fire, Ready/Change Equipment, and/or Reload, an appropriate task check may be required with a +1DL penalty.

Fire: The character fires a weapon at any target that is within line of sight or that has been within line of sight at some point during the current phase (Opportunity Fire).  With some weapons this action may be combined with a walk or trot.  See Fire Combat.

Go Prone/Stand Up: A crawling character is prone.  A prone character may stand up at any time, either as an action by itself or as a part of a walk, trot, or run action.  Standing up cuts the distance moved in an action by half.

Melee: This constitutes either an armed attack with a melee weapon (which may be combined with a walk or a trot) or an unarmed or hand-to-hand attack.  There are four types of unarmed attacks: strike, grapple, escape (any of which may be combined with a walk or a trot), and diving blow (which may be combined with a walk, trot or a run).  See Melee Combat.

Mount/Dismount: Get in or out of a vehicle, get on or off a mount such as a horse, and etcetera.

Move: Types of movement include crawl, walk, trot, and run.  See Combat Movement.

Ready/Change Equipment: This can consist of putting down your rifle and taking out a knife, drawing a pistol, linking two ammo belts together, readying a radio to transmit, and etcetera.

Reload: It generally takes one Combat Phase to reload a weapon, although some weapons take longer.

Talk: During combat, players will often want to discuss their plans.  But for realism's sake, the GM is encouraged to keep these discussions to a reasonable length and complexity.  Since each action is only five seconds long, players should not say more than one sentence or so during a Combat Phase.  Note that while talking can be combined with most other actions, it cannot be combined with firing.

Panic/DC1 Pg.77 & PH2 Pg.105

Whenever a character is knocked down by wound damage, surprised, or about to be run over by something large and fast, there is a chance that they will panic.  To determine if a character panics, roll 1d6.  If the result is greater than that character's Initiative rating, the character panics.

Knocked Down or Surprised: If a character is panicked as a result of being knocked down by wound damage or surprised, this is not a blind panic which sends them screaming away, but rather one which causes them to freeze momentarily.  A panicked character may not conduct any actions for a number of phases equal to the amount by which the die roll exceeded the character's Initiative.  However, a character that freezes for more than one Combat Phase may choose to go prone in the second Phase, remaining there until able to act again.

Charged: Characters who are on foot that are panicked by being charged by a vehicle (not a bicycle) or running horse within 100 meters do not hesitate; instead, he or she runs.  A panicked character may not conduct any actions for a number of phases equal to the amount by which the die roll exceeded the character's Initiative.  Subtract 1 from the panic roll for any character holding a weapon with a good chance of stopping the attacker, if that character is prepared to fire it.

Fear/ES Pg.8 & PH2 Pg.105


The game is set in a time full of fear.  This fear is not the panic of shock or surprise, the adrenal reaction to a threat situation profiles under Panic.  This is a worse and more terrifying thing, the primal horror that lurks within all humanity.  After all, being eaten alive is far more horrible then being shot.  The GM determines the Fear situation and Difficulty Level (DL) which is largely determined by the fearfulness of the creature and the situation.


The Fear check (which may be made in addition to a Panic check) is made using the Willpower skill or Initiative, if the character does not have a Willpower SL (or the higher of the two).  Success allows the character to act normally.  Failure means that the character is frozen in place with terror, unable to do anything.  A terrified character may use his actions to check again, at one Difficulty Level easier (-1DL), to “snap out of it” and do something.  An Outstanding Success allows the character to take one free action immediately, even out of Phase, to react to the situation.  A Catastrophic Failure means that the character is panic-stricken and can only flee for his life; if flight is impossible, the character curls into a fetal potion and whimpers/quivers/is otherwise totally useless.


The character suffering from a Catastrophic Failure can check to remove the effects once the source of the fear is gone (EZY check) or if a friend motivates him – “Snap out of it!” Slap! (DIF check).

Movement


Movement and relative positions of figures during combat can be handled in many different ways, depending upon the exact situation being represented.  The choice of method is left to the GM.  Any convenient scale can be used, however, movement rates and weapon ranges in this player’s supplement are listed in meters.

The Grid System/DC1 Pg.74 & PH2 Pg.101


All maps included in the game are executed with a square grid to help measure movement and firing ranges.  Two different scales of grids are used, one for large-scale, outdoor combats and another for smaller-scale combats such as inside buildings or in alleys.  The large/outdoor grid uses an eight-meter square (12 meters diagonally).  Obviously it is fairly easy for people to move about a square this large without interfering with one another.  The small/indoor grid uses a two-meter square (3 meters diagonally).  At this scale, each person occupies a single square.  It is possible for more than one to occupy a two-meter area, but it would be difficult for both of them to conduct any sort of activity without interfering with each other.  These grid sizes have been chosen to make them usable with the human movement rates and weapon ranges.

Terrain and Travel/DC1 Pg.108


There are six main types of terrain encountered in the countryside: Hills, Open, Rivers (water), Roads, Swamp, and Woods.

Hills: Hills are relatively steep but regular rolling ground.  All ground movement is Off-Road and reduced.  Hills may also be wooded.  If so, determine the movement effects of the woods first, and then apply the hill modifiers.

Mountains: Mountains are steep and irregular their natural barriers often restrict movement.  While a person can walk over mountains, it is an impractical means of travel for vehicles and for people over long distances.  All travel through mountainous areas is assumed to be along paths and roads whenever possible.  All ground movement is Off-Road and reduced.  Mountains may also be wooded.  If so, determine the movement effects of the woods first, and then apply the mountain modifiers.

Open: Open terrain is generally flat or gently rolling grasslands, cultivated land, and former cultivated lands grown wild.  All ground movement is at the Off-Road rate.

Roads: Travel on a good road is largely unaffected by the terrain through which the road passes, allowing the full On-Road rate.  A poor road (one which is breaking up, partially washed out, or has not been repaired recently) allows travel at the full Off-Road rate regardless of the terrain the road passes through.

Swamp: Swamps are difficult to traverse, but a person on foot can move at full movement.  All ground vehicles move at a reduced Off-Road movement rate.  Bicycles may not be ridden through swamps except on roads.

Water: Water refers to large bodies of water such as oceans, seas, lakes, or deep bodies that cannot be waded across such as rivers.  People and animals can swim these bodies of water.  Vehicles must be either watercraft or amphibious to enter or cross.

Woods: Woods are forested areas of considerable density.  While a person can walk through virgin forest, it is an impractical means of travel for vehicles and for people over long distances.  All travel through wooded areas is assumed to be along paths and roads and through clearings whenever possible.  Travel on foot is at a reduced normal movement rate.  Ground vehicles travel through woods is at a reduced Off-Road movement rate unless following a well traveled dirt road, which allows the full Off-Road rate.  Bicycles may not be ridden through woods except on roads.

Unit
Hills
Mountains
Open
Swamp
Water
Woods

Humans/Creatures

Animal
1/2
1/4
Full
1/2
--
Full

Human
1/2
1/4
Full
Full
--
1/2

Vehicles [1]

Ground
Full | 1/2
Full | 1/6
Full | Full
Full | 1/4
--
Full | 1/2
Watercraft
--
--
--
1/2
Full
--


Hovercraft
Full | 1/2
--
Full | 1/2
Full | Full
Full | Full
Full | 1/2
NOTES: [1] – on-road | off-road combat and travel movement  (round down).

Mishaps/DC1 Pg.111


A mishap occurs when an appropriate driving skill check is failed.  The effects depend on type of vehicle and the severity of the failure.

Aerospace Craft: If the mishap occurs due to a simple failure, the craft goes out of control and begins falling.  In each Phase in which the pilot would normally act, an AVG skill check may be made in an attempt to regain control.  Based on the speed and altitude of the craft when the mishap occurred, the GM will determine the number of phases until the craft crashes and is destroyed.  If the mishap occurs due to a Catastrophic Failure, the aircraft may collide with another aircraft (see Collision Damage), if one is in the area, and attempts to regain control are made at the DIF Difficulty Level.

· Take-off and Landing: A simple failure when taking-off or landing usually means the pilot aborted the maneuver due to a minor error.  A Catastrophic Failure means the aircraft has crashed and is destroyed.

Ground Vehicles: If the mishap occurs due to a simple failure, the vehicle has become stuck in a ditch, bottomed out on rough terrain, or etcetera and cannot move until it is unstuck.  In each Phase in which the driver would normally act, a DIF skill check may be made in an attempt to free the vehicle.  If the mishap occurs due to a Catastrophic Failure, the vehicle suffers severe damage, dependent on the circumstances, such as a collision or is mired too deeply to be freed without a tow vehicle (GM’s discretion).

· Bicycle: A simple failure when riding a bicycle usually means the rider fell off.  A Catastrophic Failure means the bicycle was damaged and/or the rider injured.

· Horse:  A simple failure when riding a horse or other mount means the rider fell off, the rider may attempt a DIF AGL check to avoid 1d6-3 points of falling damage.  A Catastrophic Failure means the rider suffers 1d6-3 points of falling damage in addition to serious injury to himself and/or the mount based on the situation.

· Motorcycle: A simple failure when riding a motorcycle usually means the drive “laid the bike down”; the driver may attempt a DIF AGL check to avoid 1d6-3 points of falling damage per speed range.  A Catastrophic Failure means the drive suffers 1d6 points of falling damage per speed range and the motorcycle suffers one Suspension hit.

Watercraft: If the mishap occurs due to a simple failure, the vessel suffers an engine stall, sails break loose, oars are dropped, or etcetera.  In each Phase in which the character would normally act, an AVG skill check may be made in an attempt to get the vessel moving.  If the mishap occurs due to a Catastrophic Failure, the vessel suffers permanent damage, dependent on the circumstances, such as a collision with another vessel or it has run aground (GM’s discretion).

Combat Movement

Movement Rates/DC1 Pgs.74, 108 & PH2 Pg.101


Combat movement rates are given in meters per Combat Phase.

Humans: In general, humans move at one of four different combat movement rates: crawl (2 meters), walk (8 meters), trot (15 meters), or run (30 meters).  Burdened characters move at half this rate.  Note that crawling characters are considered prone.

Vehicles: Vehicle movement rates are listed in Table S6-2: Vehicle List.  Ground vehicles have a duel movement rate which represents their safe On-Road and safe Off-Road movement.  For watercraft, the second number listed under the “Speed” column list the boat’s combat movement.

NOTE: The reference books list the Combat Movement rates for both aircraft and watercraft as the number of 8-meter squares the vehicle can move per Phase.

Vehicle Movement and Driver Initiative/DC1 Pg.110


Driving a vehicle is considered to be a special case of the Repetitive Actions option explained under Combat Turn Sequence.  Vehicles may move every Phase, regardless of the Initiative rating of the operator.  Vehicle movement is considered simultaneous.

At the beginning of each Turn the player for the driving character tells the GM the basic direction and speed of the vehicle; this may include such things as going in a straight line, following a road, traveling off-road toward a landmark, driving to a particular position and stopping, fallowing a leading vehicle, or any simple plan.  The vehicle then follows the stated course through all phases prior to the driver’s Initiative.  The only change that can be made during these phases is to avoid an unforeseen obstacle, however, this ends the Repetitive Action.  Once the driver’s Initiative is reached, that character can divert freely from the stated plan, choosing a new action each Phase, if desired.

Boating Maneuvers/DC1 Pg.109


A few special rules apply to watercraft combat movement: Turning, Acceleration and Deceleration, Rowed Boats, Sailboats, and Motorboats.

Acceleration and Deceleration: Each vessel has an acceleration rating which is the amount, in meters, by which it can increase its speed each Turn.  Regardless of this rating, its speed may only be increased by eight meters per Phase, and only on the phases in which the helmsman, or captain with the helmsman, has initiative.  A boat can decelerate at twice its acceleration per Turn, but no more than eight meters per Phase.

Turning: Each vessel has a turn rating which represents the number of 45º turns it can make per Turn.  Regardless of this rating, only one turn can be made per Phase, and only on the phases in which the helmsman, or captain with the helmsman, has initiative.

Rowed Boats: Rowed boats may be rowed at up to twice their listed speed.

Sailboats: Sailboats, or any vessel under sail power only, may not move upwind or within 45º to either side of that direction.

Motorboats: Size 1 boats may be rowed if necessary.

Travel Movement

Travel movement, or cruise speed, rates are given in kilometers per hour (kph).

Humans: Although humans can move at four different rates, only walk (5 kph) and trot (10 kph) are sustainable for long distance traveling.  Burdened characters move at half this rate.

Vehicles: Vehicle cruise speed rates are listed in Table S6-2: Vehicle List.  Ground vehicles have a duel movement rate which represents their safe On-Road and safe Off-Road movement.  For watercraft, the first number listed under the “Speed” column list the vessel’s cruise speed.

Spacecraft Movement

Launches/DC1 Pg.122

Launches are controlled by computer, unless something goes wrong.  To avoid a mishap during an automated launch, roll 1d10; add 1 to the result if the launch is rushed, add 1 if the spacecraft is poorly maintained, add 1 if the weather is bad, and/or subtract 1 if the launch vehicle is a spaceplane (all modifiers are cumulative).  A final result of 9 or less indicates that a mishap is avoided.  If a mishap is avoided, the craft achieves its mission orbit or escape velocity.

If a mishap does occur, roll a second 1d10 to avoid an actual system failure.  A result of 5 or less is successful, the craft achieves its mission orbit or escape velocity, but the failure of some system on the vehicle is noted; the backups took over successfully.   If the roll fails, the launch fails.

If the launch fails, the launch vehicle itself is destroyed.  However, the orbital system being launched may be able to escape the disaster.  Total the vehicle’s Transfer Value and Reentry Value, add the pilot’s shuttle operation SL, then roll 1d10.  If the result is less then or equal to the sum above, a successful emergency landing was made.  If an emergency landing is made, the vehicle will be badly damaged, but the crew will escape serious injury.  The vehicle will make its forced landing 100 to 1000 (1d10x100) kilometers east of the launch site.

If the emergency landing fails, the craft is completely destroyed, and only extraordinary intervention by fate (or the GM) prevents the crew’s death.

Landings/DC1 Pg.123

All landings are controlled by computer, unless something goes wrong or the crew deliberately overrides the computer landing sequence.  To avoid a reentry error when making a computer-controlled landing, roll 1d10; add 1 to the result if the spacecraft is poorly maintained, add 1 if the weather is bad, add 1 if a manual landing is being attempted, and/or subtract 1 if the landing vehicle is a spaceplane (all modifiers are cumulative).  A final result or 9 or less indicates that an error is avoided.  If a reentry error is avoided, the craft lands safely.  Spacecraft with terminal atmospheric reentry characteristics usually land in water; glide, partially powered, and powered systems land at spaceports or large airfields.

If there is a reentry error, the pilot must correct the reentry path.  Correcting the reentry path is an AVG task in terminal reentry vehicles or an EZY task in glide, partially powered, and powered vehicles (powered vehicles may be flown like an airplane).  If the craft is poorly maintained, raise the difficulty level by one (+1DL).  If the pilot succeeds, the craft lands safely.  If the pilot fails, the craft crash-lands.  It is damaged and the crew suffers minor injuries.  If a Critical Failure is rolled, the craft crashes and is destroyed; the crew will suffer serious or critical injuries.

Maneuvering in Space/DC1 Pg.123

The difficulty of intercepting another moving craft (or other body) in space is a function of the intercept angle.  It is comparatively easy to intercept craft moving in the same direction and comparatively difficult to intercept those moving in the opposite directions.  The chart below shows the Intercept Difficulty Level, ranging from 1 to 6, of an intercept based on the direction of travel of both craft; if the GM wishes to determine the level randomly, roll 1d6.  Pilot’s maneuver choice and pilot shuttle operation skill modify the Intercept Difficulty Level (IDL), detailed below.

The pilot of each craft decides whether they wish to avoid or intercept when they encounter another craft.  If a pilot is attempting to avoid the other craft, add the ship’s Transfer Value (TV) to the base IDL; if attempting to intercept the other craft, subtract the ship’s TV from the IDL.  The slower craft, the one with the lower TV, applies its modifier to the IDL first, then the faster ship applies its modifier.

A pilot’s skill can also modify the IDL.  Influencing an intercept is a DIF shuttle operation skill check.  Success provides a modifier of 1; an Outstanding Success provides a 2.  This modifier is applied to the IDL, depending on whether the pilot intents to avoid (add to) or intercept (subtract from).

If the final IDL is greater than or equal to 1, then an intercept cannot be achieved.  If the result is equal to or less than -1, then and intercept is achieved.  If the result is 0, then the ships have matched vector.
In the event of matched vectors, these ships will continue onward indefinitely, unless one of the following circumstances occurs:

· One of the ships manages to gain additional TV.  This ship can then achieve either intercept or avoidance, as per the pilot’s wishes.

· One of the ships loses some of its TV.  The other ship can then achieve either intercept or avoidance, as per the pilot’s wishes.

· One of the ships elects to change course.  The other ship can then achieve either intercept or avoidance, as per the pilot’s wishes.

[image: image1.jpg]



GM’s Note: Intercepts

Intercepts are very difficult, or even impossible when intercept angles are extreme.  This is precisely the way it should be; when it comes to achieving intercepts, serendipity is more essential than thrust at these early technological levels of space flight.  Basically, human spacecraft must commit to trajectory weeks in advance and then stick with it (+/-0.5%) for weeks to come.  Either luck or tremendous superiority in maneuver capability is required to effect intercept.  If the initial intercept values are too disparate, it is essentially impossible to “go into reverse” and catch someone.

Intercept and Avoidance Times/DC1 Pg.124

The location of the maneuver or distance to the other craft has a great deal to do with the time required to complete the maneuver.  The GM will determine the precise time required, however, the table below offers a guideline.  The GM may also use this broad relation between time and location, or distance, to initially determine the likelihood of success, bypassing the process below.


Location
Time
Location
Time
Location
Time


LEO
Hours
Cislunar
Weeks
Transmartian
Years


GEO
Days
Translunar
Months
Transjovian
Decades
The greater the degree of success, the less time is required to achieve it.  Using the table above as a baseline, reduce the time scale by one step for every additional level of success less than -1 or greater than 1.

Attaining Higher Orbit/DC1 Pg.124

A spacecraft with a Transfer Value of 2 or greater can attain the next higher orbital level, limited to one level beyond its initial launch orbit.  A craft that can attain GEO (Launch Value 3) can reach the Moon if its load is 90% or less of its GEO maximum payload.

The Location-Time table above provides a guideline for the time required to reach the next orbital level, up or down; with each level up or down use the time scale of the lower orbit.

Melee Combat

Robots/DC1 Pg.129

For the purposes of combat, robots are divided into two broad categories: Vehicular and Non-vehicular.  The particular category into which a robot falls is defined in the individual equipment descriptions.  Only Non-vehicular robots may engage in Melee Combat.

Unarmed Melee Combat


There are four types of unarmed attacks: strike, grapple, strangling, and diving blow.  Characters must be within two meters of each other to make unarmed combat attacks.  As with other actions, a character may make only one unarmed combat attack per combat phase.

Robots: Only non-vehicular robots which have an Unarmed Combat Damage rating may make unarmed attacks.  Robots may make Strikes, Grappling Attacks, and/or Escape counterattacks only.

Strike/DC1 Pg.78 & PH2 Pg.106

A strike attack is an attempt to do damage to the target.  To perform this action:

1. Attacker declares intention; Attacker may declare a Target Strike, Non-Lethal Strike, or combination of both.

2. Attacker determines success; Defender may attempt to Block.

3. Attacker determines hit location, unless a Targeted Strike was declared (or the attack was a surprise attack).

4. Attacker determines damage; Defender determines if knocked down and/or panicked.


The strike attack is an AVG (base) DL task versus the Melee Combat (Unarmed) skill.  Success means that the attack hits.  An Outstanding Success inflicts double damage.

Targeted Strike: Targeted Strikes are attempts to hit one particular body part.  This attack allows the attacker to specify the hit location before making an attack.  This is a DIF DL (or +1DL) task versus the Melee Combat (Unarmed) skill.  If the attack succeeds, no hit location is made.  An Outstanding Success inflicts double damage.

Non-Lethal Strike: Non-lethal Strikes can be used at those times when it is more important to knock someone out than it is to kill them.  This is an AVG DL (or ±0DL) task versus the Melee Combat (Unarmed) skill.  These attacks are conducted in the same manner as a normal Strike, however, these blows do not cause real physical damage instead they cause damage to subdue.  An opponent is subdued and rendered unconscious when head, torso, or abdomen hit locations reach critical wound status.  Damage inflicted by non-lethal strikes are tracked as real damage, however, once the opponent is rendered unconscious all damage is removed.  

Block: If a character successfully hits an opponent, the opponent may be able to block the blow.  Characters may attempt to block an attack at any time when a blow is directed at them, but the block counts as one of the blocker's Actions for that Combat Turn.  The character must choose to lose an action in a Phase in which he would normally act.  Which action is lost is up to the player; the decision can be made as each Phase comes up.  Blocking is a DIF DL task versus the Melee Combat (Unarmed) skill.  Success means that the attack has no effect.  An Outstanding Success means that the blocking character does not lose an action.  Surprise attacks cannot be blocked.

Option: Blocking With a Melee Weapon


The block may be attempted even if the defender is armed with a melee weapon.  Blocking in this fashion is a DIF DL task versus the Melee Combat (Armed) skill.  Success means that the attack has no effect.  An Outstanding Success means that the attacking character takes damage equal to half of the weapon’s normal damage.

Hit Location/DC1 Pg.78 & PH2 Pg.106


If an attack is successful, and not blocked, roll to determine the hit location on the appropriate section of Table S5-95a: Hit Locations (Combined) at the end of this section.  A hit location roll is not made for surprise/ambush attacks, the attacker may to choose the hit location prior to the attack.

Damage/DC1 Pg.79 & PH2 Pg.106


Damage inflicted from a strike attack is equal to the attacker's Unarmed Combat Damage (UCD) rating.

Armor: Armor absorbs points of damage equal to its Armor Value from each strike attack and suffers no damage itself.  For every two hits absorbed, one hit is inflicted on the body part the attacker used to make the strike.

Robots and Vehicles: Robots and vehicles cannot be effectively attacked with unarmed melee combat; the attack will not inflict damage to them.

Grappling Attack/DC1 Pg.79 & PH2 Pg.106


A grappling attack is an attempt to seize and hold the target.  To perform this action:

1. Attacker declares intention, Defender may attempt an Escape or Grappling attack.

2. Attacker determines success.

3. Attacker determines controlling hits; results may be affected by Defender’s Escape attempt.

4. Attacker may repeat until total control is achieved.


It is somewhat simpler to resolve than a strike attack because blocking is not possible, there is no hit location to be rolled, and armor has no effect.  Grappling is an AVG (base) DL task versus AGL.  An Outstanding Success inflicts double damage/controlling hits.


While grappling damage is calculated in the same way as for a strike attack (attacker’s UCD rating), the results of the attack are termed “controlling hits”.  They are not actual damage, but rather a measure of the extent to which one character has physically controlled another.  Once a character has inflicted controlling hits on an opponent greater than or equal to the opponent’s STR, that character is totally controlled and ceases to struggle.  The controlled character may not move, nor may the controlling character move without releasing control (all controlling hits disappear).  Until total control is achieved, however, the target may attempt to escape or may grapple with the attacking character.  If both characters grapple, the first one to achieve controlling hits greater than or equal to the opponent's STR has control.

Escape: An escape counterattack is resolved in exactly the same way as Grappling, except that if the attempt is successful, damage inflicted converts to the removal of controlling hits from the total the attacking character has accumulated.  Escape is an AVG DL task versus AGL.  An Outstanding Success removes double controlling hits.

Strangling Attack/DC1 Pg.79 & PH2 Pg.107


Strangling is similar to Grappling, except that once a secure hold is achieved, real damage begins to be inflicted on the target.  To perform this action:

1. Attacker declares intention.

2. Attacker determines success, Defender may initially attempt to Block (see above), then attempt to Escape (see above).

3. Attacker determines controlling hits; results may be affected by Defender’s Escape attempt (see above).

4. Attacker may repeat until total control is achieved.

5. Defender suffers head wound damage.


Strangling is handled like Grappling with three main differences: (1) It may be initially blocked; (2) armor does have an effect; (3) and a character who becomes "totally controlled" becomes unconscious and begins to suffer head wounds equal to the attacker's UCD every phase thereafter, for as long as the hold is maintained.  If the hold is released before death ensues, the victim rolls to regain consciousness per the serious head wound rules.  Strangling is an AVG (base) DL task versus AGL.  An Outstanding Success inflicts double controlling hits.

NOTE: Garrotes may be used in unarmed melee combat for strangling, attacks are made using the Melee Combat (Unarmed) skill, Blocking a garrote does not require a weapon, and an Outstanding Success causes a Critical head wound.

Diving Blow Attack/DC1 Pg.79 & PH2 Pg.107


Diving blows are attempts to throw oneself at an enemy and knock him or her down.  Blocking is not possible and armor has no effect.  To perform this action:

1. Attacker declares intention.

2. Defender attempts to avoid, if not surprised.

3. Apply damage; Defender determines if panicked.


If a defending character is surprised (an unexpected attack from behind) the attack always hits.  If not surprised, the defender may attempt to avoid the attack with an AVG DL check versus AGL.  A success means the attacker is knocked down.  An Outstanding Success means the avoidance does not use up the defender's action for the Phase.  A Catastrophic Failure means the defender takes double damage from the attack.  If the attack is not avoided, it automatically hits.


If a diving blow hits, either the attacker or defender is knocked down and suffers wounds.  If double the attacker’s CON score plus 1d6 is greater than the defender’s STR score  [(CONx2)+1d6 > STR], the defender is knocked down and suffers hits equal to the difference; if the defender’s STR is greater, the attacker is knocked down and suffers hits equal to the difference.  Defenders who are surprised use their CON score instead of their STR.

Option: Martial Arts Attacks


These Melee Combat (Unarmed) attacks are taught during Martial Artist and elite military careers, and as such are more difficult for others to attempt effectively.

Leaping Kick: The leaping kick is a variant of the Diving Blow attack, using the foot or leg instead of the body.  The defender may attempt to avoid the attack with a DIF DL check versus AGL or AVG DL for attackers without appropriate career training.  Unlike the diving blow, a success does not mean the attacker is knocked down; they only avoided the attack.  If the check fails, the defender suffers damage equal to double the attacker’s CON score.

Kick: The kick is a variant of the Strike Attack, using the foot or leg instead of the hand or arm.  This is an AVG DL task versus the Melee Combat (Unarmed) skill or DIF DL for attackers without appropriate career training.  Success means that the attack hits causing damage equal to the attackers UCD x 1.5.  This strike may also be attempted as a Targeted Strike and/or Non-Lethal Strike and maybe blocked.

Throw: The Throw is a combined variant of both the Grappling Attack and Diving Blow, where the attacker grabs the defender and attempts to use a combination of strength, leverage, and momentum to throw them to the ground.  This is an AVG DL task versus the Melee Combat (Unarmed) skill or DIF DL for attackers without appropriate career training.  Success means that the defender is thrown to the ground and suffers damage equal to double the defender’s CON score (“The bigger they are the harder they fall”).  The defender may attempt and Escape at an AVG DL task to break the hold and prevent the attack (an Outstanding Success does not use the defender’s an action).

Armed Melee Combat


Characters must be within the weapon’s range to make armed melee attacks.  There are two range categories for melee weapons; short and long.  Characters must be within two meters of each other for short-range attacks, or within three meters for long-range attacks.  If a character with a short-range weapon (or one that is unarmed) encounters a character with a long-range weapon, the short-range weapon may not attack in the first Phase of contact.  However, the short-range melee weapon may be used to Block.  The range for each melee weapon is given in Table S5-1: Weapon List, Melee Weapons.  As with other actions, a character may make only one armed combat attack per combat phase.

Robots: Only non-vehicular robots which have built-in melee weapons may make armed melee attacks, and they do so with the characteristic of the weapon.  Unless specifically prohibited by the robot description, robots with more than one melee weapon can attack with each of them in every phase in which it attacks.

Armed Melee Attack/ DC1 Pg.80 & PH2 Pg.107


Armed melee attacks are conducted with hand-held melee weapons in an attempt to do damage to the target.  To perform this action:

1. Attacker declares intention; Attacker may declare a Targeted Attack, Non-Lethal Attack, or a combination.

2. Attacker determines success (applying weapon modifier, if any); Defender may attempt to Block.

3. Attacker determines hit location, unless an Targeted Attack was declared (or the attack was a surprise attack).

4. Attacker determines damage; Defender determines if knocked down and/or panicked.


An armed melee attack is an AVG (base) DL task versus the Melee Combat (Armed) skill.  In the case of a surprise attack (an unexpected attack from behind), no roll is made; the attack automatically hits.  An Outstanding Success inflicts double damage to arms, legs, forequarters, or hindquarters; causes a Critical wound to the chest or abdomen; or causes a Critical wound (death) to the head.

Targeted Attack: Targeted Attacks are attempts to hit one particular body part.  This attack allows the attacker to specify the hit location before making an attack.  This is a DIF DL (or +1DL) task check versus the Melee Combat (Armed) skill.  An Outstanding Success inflicts double damage to arms, legs, forequarters, or hindquarters; causes a Critical wound to the chest or abdomen; or causes a Critical wound (death) to the head.

Non-Lethal Attack: Non-lethal Attacks can be used at those times when it is more important to knock someone out than it is to kill them.  This can be dome with a number of blunt melee weapons or weapons with blunt sides.  When using club, nunchucks, quarterstaff, or tonfa this is an AVG DL (or ±0DL) task versus the Melee Combat (Armed) skill.  When using axe, garrote, hatchet, machete, sai, spear, or sword this is a DIF DL (or +1DL) task versus the Melee Combat (Armed) skill.  These attacks are conducted in the same manner as a normal attack, however, these blows do not cause real physical damage instead they cause damage to subdue.  An opponent is subdued and rendered unconscious when head, torso, or abdomen hit locations reach critical wound status.  Damage inflicted by non-lethal strikes are tracked as real damage, however, once the opponent is rendered unconscious all damage is removed.

Modifier: Some melee weapons impose a modifier to the character's Melee Combat (Armed) skill level, as shown in Table S5-1: Weapon List, Melee Weapons.  This modifier is added to or subtracted from the character's SL, however, it may never reduce the character's SL below 1.

Block: If a character successfully hits an opponent, the opponent may be able to block the blow if they too are armed with a melee weapon.  Characters may attempt to block an attack at any time when a blow is directed at them, but the block counts as one of the blocker's Actions for that Combat Turn.  Blocking is a DIF DL task versus the Melee Combat (Armed) skill.  Success means that the attack has no effect.  An Outstanding Success means that the blocking character does not lose an action.  Surprise attacks cannot be blocked.

Option: Blocking Without a Melee Weapon

The block may be attempted even if the defender is not armed with a melee weapon.  Blocking in this fashion is a DIF DL task versus the Melee Combat (Unarmed) skill.  Success means that the attack hit the location of the defender’s choice taking normal damage.  An Outstanding Success means that the attack has no effect; the defender takes no damage.  A Catastrophic Failure means that the attack hits normally, but causes double damage.

Hit Location/DC1 Pg.81 & PH2 Pg.108


If an attack is successful, and not blocked, roll to determine the hit location on the appropriate section of Table S5-95a: Hit Locations (Combined) at the end of this section.  A hit location roll is not made for surprise/ambush attacks, the attacker may to choose the hit location prior to the attack.

Damage/DC1 Pg.81 & PH2 Pg.108

The damage inflicted from an armed melee attack depends upon the weapon being used.  Table S5-1: Weapon List, Melee Weapons lists the damage for each melee weapon.  Most melee weapons use a number of dice for damage; some of which are modified by the attacker’s STR or UCD rating to reflect added damage caused by blows from stronger characters.  Others weapons use the attacker’s STR or UCD rating exclusively.

Armor: Armor absorbs points of damage equal to twice its Armor Value from each armed melee attack and suffers no damage itself.

Robots and Vehicles: Robots and vehicles cannot be effectively attacked with melee weapons; they will not inflict significant damage to affect them.

Ranged Combat


Fire Combat is a ranged combat that can be conducted at considerably greater distances than any sort of melee combat.  Fire Combat weapons are listed in Table-S5-1: Weapon List, which gives a variety of information on each weapon.

General Information/DC1 Pg.82


A character can fire only one weapon at a time.  As a practical matter, no character may fire at more than three different targets in the same Combat Phase.  Characters with no skill (an SL of 0) in Heavy Weapons may not fire a heavy weapon.

Rate-of-Fire/DC1 Pg.82


Each shot represents a single pull of the trigger firing  either a single bullet or an automatic burst.  It is, however, possible to fire more than a single bullet or burst from most weapons in a five-second action phase.  All weapons in the game have a Rate-Of-Fire (ROF) rating which denotes their types actions and the maximum number of shot or pulls of the trigger per Phase.  The types of actions are explained below.

Automatic Fire (AF/#): These weapons are either full automatic or select-fire (capable of full automatic fire as well as semiautomatic fire).  Functionally, most operate like semiautomatic weapons (see below), but it will continue to load and fire rounds of ammunition as long as the trigger is pulled or until it runs out of ammunition.  The number shown after an “/” (AF/#) represents the number of bullets in a typical burst from the weapon.  Most automatic weapons can fire up to either five individual shots or five bursts per Combat Phase.  For multi-barreled, or gatling-type, revolving guns the numbers shown after an “/” represents the number of bullets in a burst for one barrel and the number in the “()” (AF/#(#)) of barrels the weapon has.

Single-Action Revolver (SAR): Single-action revolvers are cocked manually by retracting the hammer (usually with the thumb) to revolve the cylinder, before the trigger can be pulled; the trigger’s single action is to drop the hammer and fire the weapon.  This makes the action somewhat slower than in a double action revolver, limiting the number of shots even further.  These weapons may fire up to two rounds per Phase.

Single Shot (SS): Single shot weapons do not have a feed mechanism and as such they can only fire once and then must be reloaded.  Unlike others mechanisms “single shot” is not a specific action.  Single shot weapons are most commonly found as bolt action or break open.  Most muzzle loading (black powder) firearms are single shots.

Bolt-Action (BA): Each time a round is fired from a bolt action weapon the bolt must be worked manually before the next shot can be fired (this can be done in the same Phase in which the weapon is fired).  Moving the bolt rearward, the empty cartridge is ejected and the “hammer” is re-cocked.  When the bolt is moved forward the next cartridge is loaded from the magazine (unless the weapon is a single shot).  These weapons can fire one round per Phase.

Double Action Revolver (DAR): Double action revolvers cock the hammer with the first part of the trigger pull, then fires the weapon with the second; the trigger’s two, or double, actions.  This makes the trigger pull somewhat harder than in a semiautomatic pistol.  These weapons may fire up to three rounds per Phase.

Lever-Action (LA): Each time a round is fired from lever action rifle the lever must be worked manually before the next shot can be fired (this can be done in the same Phase in which the weapon is fired).  Moving the lever downward slides the bolt rearward, the empty cartridge is ejected and the hammer is automatically re-cocked.  When the lever is pulled upward, the bolt slides forward the next cartridge is loaded from the magazine.  These weapons can fire one round per Phase.

Pump Action (PA): Each time a round is fired from a pump action weapon the pump must be worked manually before the next shot can be fired.  Moving the pump rearward slides the bolt rearward, the empty cartridge is ejected and the hammer is automatically re-cocked.  When the pump is moved forward, the bolt slides forward the next cartridge is loaded from the magazine.  These weapons may fire up to three rounds per phase.

Semiautomatic (SA): With each squeeze of the trigger semiautomatic weapons fire one shot, then employing either gas pressure or the force of recoil to rapidly move the bolt or slide rearward ejecting the empty cartridge and automatically re-cocking the hammer, then a mechanical return spring moves the slide forward loading the next cartridge from the magazine.  Semiautomatic weapons may fire up to five shots per Combat Phase.

Reloading/DC1 Pg.83


Most small arms and heavy weapons have a reload rating.  The reload rating defines how many reload actions are required to reload the weapon (reload times in parentheses are for replacing a magazine or stripper clip).  If a heavy weapon is listed as having more than one loader as part of its crew, each loader must spend the indicated number of actions reloading.  For each loader missing from the crew, add 1 to the reload rating for all other crewmembers.


All small arms have a magazine listing which consists of a number and, in some cases, a letter code.  This shows type of feed device used for ammunition in the weapon and the number of rounds it holds.  The forms of feed devices are explained below:

Belt (#b): Machinegun and some automatic rifles are fed by a belt usually containing from 50 to 100 bullets.  Two reloading actions are necessary to replace a belt.  However, if the machinegun has a two-man crew (gunner and loader), this requirement can be met by both expending one action reloading in the same Phase.

Box Magazine (#): The most common form of feed device in modern small arms is a detachable box magazine which attaches through the stock or pistol grip.  Weapons with no letter code after their feed value are fed by box magazines, each of which contains the number of rounds shown.  One reloading action is sufficient to detach an empty box magazine and insert a full one.  To reload the magazine itself, it takes one action to reload three rounds.

Cassette (#c): A cassette is a large self-contained ammunition feed system, which takes one full turn to replace.

Individual (#i): Weapons without magazines or those with non-detachable magazines, particularly under-barrel tubular magazines, often have to be reloaded one round at a time.  Up to three bullets may be loaded into an individual class feed device per reloading action.

Power Pack (#p): A battery pack assembly, belt pack or backpack, attached to the weapon used to provide it with power.  These power packs must be recharged, and cannot be reloaded.

Revolver (#r): A revolver's feed device is a non-detachable revolving cylinder, which usually holds six bullets.  If loaded individually, three bullets can be put into a cylinder per reloading action.  If a speed-loader is available (a circular clip holding six cartridges which enables all six to be dropped into the open cylinder at once), one reloading action is sufficient to reload the weapon.

Stripper Clip (#s): The most common form of feed device for period bolt-action battle rifles (Mauser KAR-98K, Mosin-Nagant M1891/30, etc.) and other breech loaded rifles with a non-detachable internal or box magazine.  Each of which contains the number of rounds shown.  One reloading action is sufficient to reload from a single stripper clip.  To reload the stripper clip itself, it takes one action to reload three rounds.  It may also be possible to reload a detachable box magazine from a stripper clip.

Tank (#t): Fuel and propellant tank assembly attached to the weapon used to provide it with fuel.  These tanks must be refilled, and cannot be reloaded.
Vehicles/DC1 Pg.300 & PH2 Pg.165

Most vehicle mounted weapons are fired by the driver or a gunner.  Weapons fired by other crewmembers are usually mounted in weapons mounts (i.e. helicopter door gun mounts).  The vehicle entry on Table S6-2: Vehicle List will explain the location of the weapons mounts, if any, and who fires weapons in them.

Small arms may be fired through firing ports, if available, which are small doors in the sides of some vehicles which allow crewmembers (excl. driver and gunner) and passengers to fire certain small arms from inside.  Only assault rifles, battle rifles, submachine guns, and sporting rifles may be used in the firing ports.

Robots/DC1 Pg.129

For the purposes of combat, robots are divided into two broad categories: Vehicular and Non-vehicular.  The particular category into which a robot falls is defined in the individual equipment descriptions.

Vehicular: When engaged in fire combat with Vehicular robots, treat the robots as a Standard Ground Vehicle.  With the exception of different specific battle damage results, the damage implementation system for vehicular robots is the same as that used for conventional vehicles.
Non-Vehicular: When engaged in fire combat with non-vehicular robots, treat the robots as a person or animal, using  the appropriate rules.

Direct Fire


Direct Fire is conducted by characters who can actually see their target and who fire in a direct line toward the target with the intention of obtaining a direct hit.  Both small arms and some heavy weapons use Direct Fire.

Small Arms: Small are rifles, pistols, machineguns, shotguns, and etcetera.  They are generally man-portable and fire non-exploding rounds of less then 20mm.  They are most effective against “living” creatures, but can be used against other targets as well.

Heavy Weapons: Heavy Weapons include grenade launchers, rocket launchers, anti-tank missile launchers, mortars, artillery pieces, and etcetera.  They fire rounds of 20mm or larger and use high-explosive or specialized ammunition to attack targets.  They may be man-portable, vehicle mounted, or carriage mounted.

Direct Fire Hit Procedure/DC1 Pg.83 & PH2 Pg.112


Direct Fire attacks are conducted with small arms weapons in an attempt to do damage to the target.  To perform this action:

1. Attacker declares intention, including the number of shots being fired; Attacker may declare a Targeted Shot, if the prior Phase’s action was Aim (must be aimed at specific target and location).

2. Attacker determines success based on range and type of shot, Aimed Shot, Targeted Shot, or Quick Shot (applying recoil, movement, and/or special modifiers, if any).

3. Attacker determines hit location, unless a Targeted Shot was declared (or the attack was a surprise attack) and/or determines vehicle damage severity.

4. Attacker determines damage; Defender determines if knocked down and/or panicked.


In Direct Fire, the chance of hitting a target with individual shots is dependent on the following factors: marksmanship, range, recoil, type of shot taken, movement, and special modifications (explained below).  An Outstanding Success versus humans/creatures inflicts maximum damage with arm, leg, forequarter, or hindquarter hits; causes a Critical wound with abdomen hits; causes a Critical wound and a Quick Kill roll with chest hits; or causes a Critical wound (death) with head hits.

Multiple Modifiers: All modifiers to the number of dice rolled for full automatic fire, the range at which fire is delivered, or the DL are cumulative.

Full Automatic Fire: To determine hits for a burst of fully automatic fire, make an IMP Skill Check versus Small Arms (Rifle) for each round in the burst.  When firing within a weapon's short range, add a +3SL bonus to the Small Arms skill checks; this is applicable to the primary target only, not to any targets in the Danger Zone.  Note that both range and recoil may reduce the number of “effective” rounds in the burst, reducing the number Skill Checks allowed (to a minimum of one for 3- and 5-rounds bursts or two for a 10-round burst).  The affects of both range and recoil are accumulative.  For multi-barreled guns multiply the number of hits by the number of barrels to determine the number of bullets that actually hit the target.

Shotguns: Shotguns may fire either slugs or buckshot rounds.  Slugs are fired in the same manor as any other small arms fire, including full automatic fire.  If buckshot is fired, several range-based special rules apply (explained below under Range).

Antitank Missiles: To fire a guided antitank missile, the firer must take an Aim action before firing, make an EZY skill check versus Heavy Weapon to fire, and must continue to take Aim actions during each Phase of the missiles flight (Combat Movement for all missiles is 1km per Phase).  The Tank Breaker is a fire-and-forget weapon, so the firer does not need to continue aiming once it is fired.

Antiaircraft Missiles: To fire an antiaircraft missile, the firer must take an Aim action before firing and then make a skill check versus their Heavy Weapon skill.  The accuracy of the missile determines the Difficulty Level of the task.  A successful skill check indicates that the target aircraft suffers Minor damage; an Outstanding Success indicates Major damage.

Firing at Aircraft: The only firearms that may fire at aircraft are automatic weapons.  Automatic weapons fire at +1DL and may achieve only one hit per Phase regardless of the number of successful hits rolled.

Boat Target Size: When firing at watercraft, add the SL bonus for the size rating of the boat:


Size
SL Bonus
Size
SL Bonus
Size
SL Bonus


1
±0
3
+2
5
+4


2
+1
4
+3

GM’s Note: The Danger Zone


The Danger Zone is the area where targets that are not actually aimed at may be hit by stray bullets from a burst of full automatic fire.  The zone is an area four meters to either side of a line drawn between the firing character and the target, and including all potential targets which are within the same range band as the target.


Once a player has rolled all the automatic fire task checks and if there are “collateral” targets in the area, take half of the checks, which missed (round down) and rolled again.  Each success is a hit on a collateral target in the zone.  The GM will assign these hits to the collateral targets, beginning with the closest to the intended target.  If there are no collateral targets available, set these checks aside to be used to attack any targets moving through the zone during that Combat Phase.


Once a player has rolled all the automatic fire task checks for the collateral targets, take half of the checks which missed (round down) and use them to attack any targets moving through the zone during that Combat Phase.

Marksmanship/DC1 Pg.84 & PH2 Pg.112


All small arms (excl. bows, which use Archery) use the Small Arms skill, with the appropriate sub-skill, as their marksmanship skill.  Grenade launchers use Small Arms or Heavy Weapons, whichever is greater (or depending on usage).  Large-caliber guns, artillery, and other heavy weapons use the Heavy Weapons Skill.

Range Finders: Many vehicle-mount guns have range finders which provide a bonus to the gunner’s SL.  The bonus may be used only for Aimed and Targeted shots and only when firing at ground vehicles, vessels, buildings, and other large targets.  The bonus is applied to the gunner’s SL for targets at medium and long ranges.  Apply half the bonus (round down) for targets at extreme range.  Factors that treat the target as though it were at a longer range are ignored when using a range finder.

Range/DC1 Pg.84 & PH2 Pg.113


There are four ranges for Direct Fire: short, medium, long, and extreme.  The range values are given in the range column in Table S5-1: Weapon List.  The base task check for each range is: EZY for short, AVG for medium, DIF for long, and IMP for extreme range.

Full Automatic Fire: Instead of making the task checks more difficult, range affects full automatic fire by reducing the number of “effective” rounds in a burst (to minimum of one for 3- and 5-rounds bursts or two for a 10-round burst).  Subtract one from a 3-round burst, two from a 5-round burst, and three from a 10-round burst for each range category beyond Short .


Burst
Maximum Rounds

Size
Short
Medium
Long
Extreme


3
3
2
1
1


5
5
2
1
1


10
10
7
4
2

Rifle Scope: Sniper rifles usually come with a scope fitted to them and other small arms (rifles or pistols) may be fitted with scopes if desired.  If a scope is mounted to a weapon, it grants two benefits for Aimed Shots and Targeted Shots.  First, add 15 meters to Short range, 30 meters to Medium range, 60 meters to Long range, and 120 meters to Extreme range.  Second, treat Extreme range as Long range for DL determination; DL is DIF instead of an IMP.

Shotguns: Buckshot may only be fired at Short and Medium range.  At short range, each round is treated as a normal single shot.  At medium range, each shot is treated as a 10-round burst of full automatic fire.  For shotguns capable of full automatic fire, calculate the number of effective rounds normally and then treat each round appropriately based on the range.

Firing from Vehicles: Assault rifles, battle rifles, submachine guns, and sporting rifles may be fired through a vehicle’s firing ports, if available.  If firing through a firing port, the range is limited to short range only.

Recoil/DC1 Pg.85 & PH2 Pg.113


Recoil is the measure of how much a weapon kicks when it is fired.  Recoil affects most small arms and some heavy weapons.  Recoil values are given in the recoil column in Table S5-1: Weapon List.  This recoil affects accuracy in two ways.  First, people tend to flinch in anticipation of the recoil.  Second, when firing shots in rapid succession (i.e., more then one pull of the trigger in a single Phase), recoil moves the weapon off target for all shots after the first.  Recoil affected weapons have a recoil value listed for a single shot; if capable of automatic fire, they also have a value listed for firing a burst.

Full Automatic Fire: If multiple bursts are fired in a single Phase, maintain a running total of the accumulated recoil.  If the total recoil exceeds the characters STR, subtract one round from the number of rounds in the burst per point exceeded for 3- and 5-rounds bursts or two rounds per point exceeded for a 10-round burst (to minimum of one for 3- and 5-rounds bursts or two for a 10-round burst).

Semiautomatic Fire: If multiple shots are fired in a single Phase, maintain a running total of the accumulated recoil.  If the total recoil exceeds the characters STR, apply a -1 penalty to the character’s appropriate SL per point exceeded.

Movement: A walking character suffers a -1 penalty to STR when comparing the combined accumulated recoil to determine the SL penalty.  A trotting character STR is reduced to half (round down) when comparing the combined accumulated recoil to determine the SL penalty.
Pistols: Pistols may be steadied by using both hands and by bracing yourself (on the hood of a car, top of a wall, window sill, and etc.), and may only be done while stationary.  This reduces the listed Recoil value by one.

Two Weapons: A character may carry and attempt to fire two weapons during the same Phase, however, there are three penalties.  First, the character must maintain a running combined total of the accumulated recoil from both weapons.  Second, the character suffers a -1 penalty to STR when comparing the combined accumulated recoil to determine the SL penalty.  And third, all shots are Quick Shots (incl. the use of laser sights).

Types of Shots/DC1 Pg.84 & PH2 Pg.112

Aimed Shot: An Aimed Shot is a Fire action that takes place in the Phase following a Phase that has been spent aiming the weapon.  For an Aimed Shot to be allowed, the target must be declared and must be visible during both aiming and firing Phases.  Aimed Shots apply no Difficulty Level (±0DL) adjustment to the task check versus the appropriate Small Arms skill; use the range-based DL for the task checks.

Targeted Shot: A Targeted Shot is an attempt to hit a specific Hit Location.  A Targeted Shot is a Fire action that takes place in the Phase following a Phase that has been spent aiming the weapon.  For a Targeted Shot to be allowed, the target must be declared and must be visible during both aiming and firing Phases.  Targeted Shots are a +1DL task check adjustment versus the appropriate Small Arms skill.

Quick Shot: A Quick Shot is any shot made without being preceded by an aiming action, this includes ALL subsequent shots fired during a single Phase even if the first shot was an Aimed or Targeted Shot.  If a character changes targets, aims at one target, but fires at different target, this is also treated as a Quick Shot.  Quick Shots are a +1DL task check adjustment versus the appropriate Small Arms skill.

· Laser Sights: Laser Sights may be fitted to any small arm; if fitted to automatic weapon, they can be used only in semiautomatic fire; and may only be used on targets within 40 meters.  These sights allow up to three shots fired in the same Phase to be treated as Aimed Shots; no DL increase.

Movement and Fire/DC1 Pg.87 & PH2.116


Movement by either the firing character or the target reduces the chance of scoring a hit.

Advancing Fire: A character may not fire while crawling or running.  No Aimed Shots or Targeted Shots are possible while walking or trotting.

Fire from Moving Vehicles: A character may not fire Aimed Shots or Targeted Shots from a moving vehicle.  Quick Shots may be fired, but with an additional +1DL task check adjustment; drivers fire at +2DL adjustment.  Pilots or crew of aircraft firing weapons mounted on the aircraft do not suffer this penalty.
Fire from the Saddle: A character firing while mounted on a draft animal or saddle horse does so the same as if dismounted, with two exceptions.  First, their movement category is based on the movement of the animal (may not fie if running, no Aimed Shots or Targeted Shots if walking or trotting).  Second, the skill used to determine the chance of hitting with single shots is either the character’s appropriate weapons skill or Horsemanship, whichever is lower.

Target Movement: If the target is moving 30 meters or more in the current Phase, any attempt to hit it is conducted as if it were in the next greater range band.

Special Modifications/DC1 Pg.88 & PH2 Pg.117


The following special cases further modify the basic firing rules.

Target Obscured: If the target is partially obscured (in brush, fog, mist, light smoke, etc.) attempts to hit it with direct fire are made at an additional +1DL.

Firing at Riders: If the target is a rider on an animal, motorcycle, or bicycle, attackers must declare whether they are firing at the rider or the mount.  In either case, fire is resolved normally, but if a single shot misses its intended target it has a 10% chance of hitting the secondary target (mount/rider).  In the case of full automatic fire, misses are rolled for collateral hits in the Danger Zone as noted above, but half of all such collateral hits are applied to the secondary target.

Gunshot Wounds/DC1 Pg.94 & PH2 Pg.125


Each hit by gunfire wounds the target character.  The extent of the injury is determined by the following factors: Hit Location, Weapon Penetration, and Weapon Damage.

Hit Location/DC1 Pg.94 & PH2 Pg.125


If an attack is successful, roll to determine the hit location on the appropriate section of Table S5-95a: Hit Locations (Combined) at the end of this section.  A hit location roll is not made for surprise/ambush attacks, the attacker may to choose the hit location prior to the attack.

Head Hits: Firearms inflict double damage when a Head Hit is rolled for Non-Player Character (generic), Dark Race, and for Beastie targets.

Non-Vehicular Robots: Each robot's description states which column on Table S5-95a: Hit Locations (Combined) is to be used for the robot.  Biped and quadruped should not be taken literally, they simply describe the general orientation of the robot.

Weapon Penetration/DC1 Pg.94 & PH2 Pg.125


The Penetration Rating (PR) of each weapon is given in the Penetration column in Table S5-1: Weapon List.  The PR is range dependent and has three values for short-medium (combined), long, and extreme ranges.  The PR of a weapon is the number of damage dice (d6) it losses for each AV point that it is required to penetrate.  If the weapon’s PR is “Nil”, the bullet does not penetrate but will still cause Blunt Trauma damage.


If the target is wearing body armor and the bullet strikes a protected body part, the bullet may not be able to penetrate the armor; Table S5-322: Body Armor Protection lists the types of armor, hit locations protected, and the Armor Value (AV) for each hit location.  Multiply the armor’s AV by the weapon’s PR and subtract the result, in d6, from the weapon’s Damage Rating (DR) [DR - (AV x PR)]; if the result is less than or equal to zero, the bullet does not penetrate, but will still cause Blunt Trauma damage.

Cover: Characters may hide behind obstacles as protection from direct fire.  If the Hit Location rolled is covered by the obstacle, the shot has no effect unless it is able to penetrate the obstacle.  Table S5-325: Armor Values of Cover lists the armor values of cover and equivalents.

Weapon Damage/DC1 Pg.94 & PH2 Pg.125


The Damage Rating of each weapon, or type of ammunition used, is given in the Damage column in Table S5-1: Weapon List and, with few exceptions, applies equally at all ranges.

Blunt Trauma: When a bullet strikes a target, it packs considerable force, and will cause injury even if it does not penetrate the target’s body armor.  A target suffers points of damage equal to the number of damage dice absorbed by the armor.  This may be in addition to normal wound damage.

Quick Kill: Any Aimed Shot or Targeted Shot which hits the chest or head may constitute a killing shot.  Roll 1d10, if the result is less than or equal to the adjusted Damage Rating of the shot, the target is killed instantly (target always survives on a 10).

Explosive Rounds: Some small arms and most heavy weapons are capable of firing explosive rounds.  For information on damage and the effects of these rounds, see Explosions below.  When an explosive round hits a living target directly it will cause impact damage, as a bullet, in addition to its explosive damage.  To determine the impact damage, roll a number of d6 equal to either the round’s Explosive Round Penetration Value (“#C”) or twice its Concussion Rating (“C:#”), whichever is greater, then apply the damage to a single hit location.

Large-Caliber Penetrators: Large-caliber penetrators, usually used in tank guns, include Armor-Piercing Incendiary (API), Amour-Piercing Fin-Stabilized Discarding-Sabot (APFSDS), and Amour-Piercing Fin-Stabilized Discarding-Sabot Depleted-Uranium (APFSDSDU) rounds.  The damage column for these weapons is only for attacks against personnel and animals.  Body armor does not reduce this damage rating.

Non-Vehicular Robots: Note that the Scratch damage category does not apply to robots; the effects of this category will not impact to there abilities.

Vehicle Damage/DC1 Pg.114


Each hit by gunfire damages the target vehicle.  The extent of the damage is determined by the following factors: Hit Locations, Damage Severity, and Damage Resolution.

Hit Locations/DC1 Pg.9114


If an attack is successful, roll to determine the hit location on the appropriate section and column of Table S5-95a: Hit Locations (Combined) at the end of this section.  Add a 1 to the roll if the shot was a side.  A hit location roll is not made for surprise/ambush attacks, the attacker may to choose the hit location prior to the attack.  The following hit locations are possible:

· Hull: The main body of the vehicle; automobile’s body, aircraft’s fuselage, and boat’s hull, and etcetera.

· Superstructure: The structure build above a ship’s hull line.  If the vessel’s configuration is Flush Deck, then hits here should be treated ah Hull hits.

· Turret: For vehicles with turrets, then hits here should be treated ah Hull hits.

· Waterline: This indicates a hit below the water.

· Suspension: This indicates a hit in the vehicle’s wheels or tracks.

Vehicular Robots: Treat vehicular robots as a Standard Ground Vehicle.

Overhead Attacks: For overhead attacks, hit location rolls never add the bonus for side attacks, use the vehicle’s side AV, and treat Suspension hits as Hull hits.

Unarmored Vehicles: Unarmored vehicles provide slight but incomplete armor protection.  Whenever a shot hits an unarmored vehicle, there is only a 50% chance (1-5 on 1d10) of the shot hitting metal instead of going through the windows or canvas cargo covers.  If the shot hits metal, it is resolved normally, and the vehicle gets the benefit of its armor.  If the shot goes through the window or cargo area, the shot is always resolved as Minor damage and damage results other than crew, passenger, or cargo are ignored.

Damage Severity/DC1 Pg.115


Once a hit location has been rolled, the next step is to determine the damage severity.  To do so, determine the damage level by subtracting the hit location’s Armor Value (AV) from the weapon’s or round’s Armor Penetration (AP) value, then consult the table.

Small Arms: To determine the AP value versus vehicles for small arms, divide the weapon’s damage dice by its PR for the appropriate range (rounded down).  The result is the weapon’s AP value.

Explosive Rounds: Rounds which explode always have only one Explosive Round Penetration (ER) value listed: #C or Nil.  If the value is a “#C”, roll 2d6 and add the total to the listed value; the result is the round’s AP value.  If the listed ER value is Nil, the round has no AP value.


Level
Result
Level
Result
Level
Result


≤0
No Effect
11-20
2 Minor
41-60
2 Major


1-10
1 Minor
21-40
1 Major
≥61
3 Major

Wheeled/Plenum Suspension: Wheeled suspensions do not have an AV, but instead us a Critical Damage Level (CDL) system.  Each time the suspension is hit it suffers damage equal to the weapon’s final Penetration Value.  Once the cumulative damage equals the CDL, the suspension suffers Minor damage.  If the damage reaches twice the CDL, the suspension suffers Major damage.

Cover: Vehicles may hide behind obstacles as protection from direct fire.  If the Hit Location rolled is covered by the obstacle, the shot has no effect unless it is able to penetrate the obstacle.  Table S5-325: Armor Values of Cover lists the armor values of cover and equivalents.

Damage Resolution/DC1 Pg.115


To complete the process, locate the sub-table in Table S5-115a: Vehicle Damage (Combined) corresponding to the target vehicle's configuration (aerospace, ground, or watercraft), find the correct damage section, and the correct hit location column (hull, turret, waterline, or etc.), and then roll 1d6 once for each required damage result.  See Vehicle Damage below for result descriptions.


Note that some rolled results convert the damage to a different severity level or hit location.  In this case, roll again on the new table.

Aircraft: Small arms cause only Minor damage; larger caliber weapons cause only Major damage.

Direct Fire Deviation/DC1 Pg.88 & PH2 Pg.117


Certain weapons, such as rifle grenades and grenade launchers deviate if they miss, when fired in direct fire.  Roll 1d20 for distance, roll 1d10 for direction, and then see the Scatter Diagram.  Regardless of the range to the target, multiply the distance by one meter.

GM’s Note: Air-to-Air Combat


Aircraft using automatic weapons or antiaircraft missiles may fire at other aircraft.  The following rules are in addition to those above.


All hostile aircraft engaged in combat are either advantaged or disadvantaged.  Adding Speed Points, Pilot‘s Skill Level, and Maneuver Points determine the Advantaged aircraft; the one with the highest total is Advantaged.

Speed Points: Speed Points are equal to the aircraft’s current Combat Speed divided by 10 (round down).

Pilot’s Skill Level: The pilot’s actual Pilot skill level.

Maneuver Points: Maneuver Points are gained by attempting difficult maneuvers (simulating aerial combat).  A maneuver requiring only an AVG skill check grants 1 point, a DIF maneuver grants 2, and an IMP maneuver grants 4.  Failures are treated as a Mishap.


If the Advantaged aircraft’s total exceeds the Disadvantaged aircraft’s total by 50% or more, then the Advantaged aircraft may disengage.  If a fight ensues, the Advantaged aircraft selects the range (must be within range of at least one of its weapons).  Only the Advantaged aircraft may fire fixed mounted weapons and antiaircraft missiles.  Both aircraft may fire flexible (door) mounted weapons, but the Disadvantaged aircraft’s weapons are fired at +1DL.

Indirect Fire

Indirect fire is usually conducted by characters who cannot see their target and instead fire at a high angle to lob their rounds over intervening obstacles with the intention of coming down in the near vicinity of the target.  Since indirect fire is generally fired at a target which the firing character cannot see, the firer is directed by a forward observer who can see the target.  For the most part, only certain heavy weapons with a listed Indirect Fire Range (IFR) may use indirect fire.  These are rifle grenades, grenade launchers, howitzers, and mortars.

1. Attacker or Forward Observer, if any, declares intention.

2. Attacker determines success based on his or the Forward Observer’s skill, range, type of weapon, corrections, and/or subsequent shots.

3. If the shot misses, Attacker determines deviation.

4. Attacker determines damage.


For Indirect Fire, the chance of hitting a target or target area with individual shot is dependent on the following factors: skill, range, type of weapon, corrections, and/or subsequent shots.  An Outstanding Success results are left up to the GM’s discretion.

Calling Fire/DC1 Pg.88 & PH2 Pg.118


In order for indirect fire to be possible, the firing character or gun crew must be in communication with a forward observer who can see the target.  The target is always a stationary position such as a structure or the place where the forward observer believes a moving vehicle will be when the round hits.  Before fire begins, the forward observer must talk to the firer for one Combat Turn.  After fire has begun, the forward observer may want to call in corrections.  The same restrictions on both characters' actions apply as with other communication; in particular, the firer may not fire the weapon during the conversation.

Difficulty Level: Conducting indirect fire is usually a DIF Skill Check versus the Heavy Weapons skill of the firing character or of the forward observer, whichever is less.  Indirect fire with a rifle grenade or hand-held grenade launcher is one degree more difficult (+1DL).

Deviation/DC1 Pg.88 & PC2 Pg.118


If the round misses, it deviates.  To determine the distance of the deviation, roll 1d20.  For grenade launchers and rifle grenades, the result is multiplied by 2.5 meters; for mortars and howitzers, it is multiplied by 5 meters.  If firing at greater than half its IFR, double the result of the deviation roll.  To determine the direction of the deviation, roll 1d10 and consults the Scatter Diagram.

Corrections: If the shot does not hit the intended target or target area, the forward observer may call in corrections.  After each correction, add  a +2SL bonus to the skill check and subtract 2 from the deviation distance roll.  There must be at least one additional shot after each correction before another correction is possible.

Accuracy: There is a maximum limit to the accuracy of indirect fire.  The maximum chance of a hit regardless of DL is 14 (SL + Controlling Attribute score); for rifle grenades and hand-held grenade launchers, the maximum chance is a 10.  In addition, the deviation distance roll may never be reduced by more than -10; for rifle grenades and hand-held grenade launchers, the roll may never be reduced by more than -6.

Subsequent Shots: If a shot hits, subsequent shots will continue to deviate around the target because of the maximum limits of indirect fire accuracy.  lf a shot misses and no correction is made, subsequent shots will deviate around the actual initial impact point.  In both cases, the deviation distance roll is reduced by 10; for rifle grenades and hand-held grenade launchers, each roll is reduced by 6.

Self-Observed Fire/DC1 Pg.89 & PH2 Pg.119


Firing characters may act as their own observer if they can see the target.  This is done if the target is out of the weapon's direct fire range or if the weapon is a weapon with no direct fire capability.  The rules above apply except, there is no delay for corrections; fire is corrected automatically after every shot until a hit is scored.

Thrown Weapons

Depending on its weight and bulk, nearly any hard object can be thrown at a target.  To perform this action:

1. Attacker declares intention; Attacker may declare a Targeted Throw.

2. Attacker determines success based on Throw Range and type of throw (normal or Targeted).

3. Attacker determines hit location, unless a Targeted Throw was declared (or the attack was a surprise attack).

4. Attacker determines damage; Defender determines if knocked down and/or panicked.


Hitting the target with an object weighing 1kg or less, within the character's Normal Throw Range (NTR) is an AVG task versus the Thrown Weapons skill; Long Throw Range (LTR) is double the character’s TR and requires a DIF task check.  An Outstanding Success inflicts double damage to arms, legs, forequarters, or hindquarters; or causes a Critical wound to head, chest, or abdomen.

Object Weight: If the thrown object weighs more than 1kg, the Throw Range is affected.  To determine the adjustment to the Throw Range, divide the character’s  NTR by the weight of the object (round down).

Targeted Throw: Targeted Throws are attempts to hit one particular body part.  This attack allows the attacker to specify the hit location before making an attack.  This  throw imposes a +1DL adjustment to the task check (NTR DIF, LTR IMP).  An Outstanding Success inflicts double damage to arms, legs, forequarters, or hindquarters; or causes a Critical wound to head, chest, or abdomen.

Hit Location/DC1 Pg.78 & PH2 Pg.106


If an attack is successful, roll to determine the hit location on the appropriate section of Table S5-95a: Hit Locations (Combined) at the end of this section.  A hit location roll is not made for surprise/ambush attacks, the attacker may to choose the hit location prior to the attack.

Damage/DC1 Pg.90 & PH2 Pg.119


Damage inflicted from a thrown object is equal to the attacker's STR score divided by two plus the object's weight [(STR/2) + weight].  Some weapons designed specifically for throwing are an exception to the above rule.  A throwing knife, for example, will always inflict 1d6 points of damage, regardless of the range or the thrower’s STR.

Armor: Thrown objects have an armor penetration value of “Nil”; armor prevents all damage and suffers no damage itself.

Robots and Vehicles: Robots and vehicles cannot be effectively attacked with thrown weapons; they will not inflict significant damage to affect them.

Hand Grenades/DC1 Pg.90 & PH2 Pg.120


Like other thrown weapons, hand grenades are thrown at specific targets.  The basic procedure for doing so is exactly as described under Thrown Weapons.  If the target does not move, a player may throw additional grenades at the same target with an increased chance of hitting; add one to the thrower's Thrown Weapons SL for all grenades after the first.  The GM may alter the chances of a hit based upon environmental factors; for example, apply a -1DL for throwing a grenade at a large target like a semi truck, or +1DL for trying to toss a grenade through a second-story window (GM’s discretion).

Deviation: If the throw misses, roll 1d10 for distance and 1d10 for direction of the deviation, see the Scatter Diagram.  If the target is within NTR, multiply the distance by one meter.  If the target is at LTR, multiply the distance by two meters.  The total deviation distance may never be greater than half the distance from the thrower to the target.

Chemical Grenades and Rounds/DC1 Pg.90 & PH2 Pg.120


When a chemical grenade or round (usually delivered by an indirect fire weapon) explodes, the cloud released has a width equal to the round's listed burst radius, and its length is four times the width.  This cloud begins at the point of impact and extends downwind.


If characters are within the burst radius when the round explodes, they have a chance of suffering damage from fragmentation.  However, as this burst is designed to spread the chemical cloud, not specifically to cause damage, the explosive force is less than with true explosive rounds.  To reflect this, fragmentation damage is restricted to 1d6+2, with a penetration of “Nil”, hitting only one random location on a character (see Explosions, for an explanation of explosive damage effects, and the appropriate section of Table S5-95a: Hit Locations (Combined), for hit location).

Smoke: Smoke is intended to obscure vision; it causes no damage itself.  It can be generated by rounds of HC (hexochloroethane) or WP (white phosphorus, which can also cause burns).  During the Turn in which the round lands, not enough smoke is emitted to have an effect.  For the next six Turns, however, enough smoke is in the air to obscure visibility.  On the seventh Turn, the smoke has thinned enough to be of no effect once again.  Smoke can also be generated by normal fires.

Tear Gas: As with smoke, a tear gas round has no effect during the Turn in which it bursts.  For the next six Turns, however, it can cause temporary choking and blindness.  When characters first come into contact with tear gas, they must make a Panic check.  If they fail this check, they must flee the cloud and spend one Turn recovering.  Also, during each Turn that characters are in contact with a tear gas cloud, they must make an AVG check versus their CON to avoid being overcome by the gas.  Characters who fail this check are temporarily blinded and incapacitated by coughing (disoriented, confused, and only able to move at a crawl).  They remain incapacitated for 20 Turns, but need make no further checks for panic or incapacitation.  Characters who pass both rolls may function normally.

Damage

Character Damage


There are several other ways in which a character can be injured; burns, explosions, falls, and poison.

Burns/DC1 Pg.97 & PH2 Pg.128


Characters may suffer burn damage from  exploding vehicles, flamethrowers, pyrotechnic weapons, and open flames.  Characters can come in contact with burning fuel by being inside or near a vehicle when its fuel tanks explode (the primary burst radius of an exploding vehicle is 12 meters, anyone within this radius is covered with burning fuel), or from a burst from a flamethrower.  They can come in contact with thermite or white phosphorus if hit by fragments form an exploding round, shell, or grenade (fragmentation damage is determined as noted in Explosions, except damage caused is burning damage instead of wound damage).  Characters can come in contact with open flames if moving through a burning structure, grass fire, and etcetera.


The amount of burn damage caused is determined by the temperature of the flames, the length of the exposure, and any protection worn.

Temperature: Burning fuel causes 1d6 points of damage per second to each body part is it in contact with.  Thermite and white phosphorus each cause 2d6 points of damage per second to each body part is it in contact with.  Moving through a burning structure or grass fire causes 1d6 points of damage per Phase per body part in proximity to the flame.

Exposure Time: For burning fuel, exposure time begins at the start of the Combat Phase immediately after the character was hit.  Characters hit by burning fuel will instantly begin attempting to extinguish the flames; they will make one such attempt per second in the Phase as an AVG test versus AGL (each successful attempt will extinguish one body part of the player’s choice, after damage has been suffered).  For open fires, the exposure time is measured in terms of Combat Phases actually in close proximity to the fire.  In either case, other characters may help extinguish the burning character, in the same manor as noted above.

Protection: Burning fuel will burn through a helmet, or its heat will be conducted through after one Turn (the helmet may be removed and discarded in one second without an AGL check).  Flak jackets and Kevlar vests will catch fire if contacted by burning fuel.  Any sort of helmet, flak jacket, and Kevlar vest will protect character’s specific body parts from open flames.


A character who suffers sufficient damage to lose consciousness during the Phase will remain conscious, and is able to continue to put out the fire, until the end of the Phase.  

Electric Shock/GM Addition


When a character or creature (not immune to the effects) suffers an electrical shock, the target must roll a DIF CON test to avoid unconsciousness.  If the check fails, the target is rendered unconscious.  The target may make an attempt to regain consciousness at the start of each turn.  A Critical Failure renders the target comatose, requiring medical treatment to regain consciousness.  Even if the check is successful, the target still suffers a -2 penalty to AGL and Initiative for the remainder of the current and the following turn.  An Outstanding Success reduces the penalty to a -1.

Explosions/DC1 Pg.98, PCBK Pg.12 & PH2 Pg.129


Many types of ammunition cause damage mainly by explosive power.  The power of an explosion is described by two ratings: concussion and burst.

Concussion: Concussion is the effect of the massive overpressure wave generated by the explosion, which can affect all or part of the body.  The Concussion Rating (CR) of each weapon is given in the Damage column in Table S5-1: Weapon List (displayed as “C:#”).  The concussion damage dice listed is for characters in physical contact with (or within one meter of) the explosion; the number of damage dice is reduced the farther from the explosion a character is (CR is reduced by half for each 8-meter range category, see the table below).  Roll the concussion damage dice, divide the result by seven, and apply to each of the seven hit locations (body parts).  If there is a remainder, apply the first point to the Head, then roll hit locations for the rest.  Characters completely under solid cover (behind a thick wall, completely inside a trench or foxhole, inside an armored vehicle, and etc.) do not suffer the effects of concussion.  Characters under partial cover (partially behind a thick wall, in shallow a foxhole, in the open hatch of an armored vehicle, and etc.) suffer only halve the range adjusted CR.


Range [1]
Damage
Range [1]
Damage

Squares
Meters
Reduction [2]
Squares
Meters
Reduction [2]

Contact
1
--
Two
13-20
CR ( 8


Same
2-4
CR ( 2
Three
21-28
CR ( 16


One
5-12
CR ( 4
Four
29-36
CR ( 32

NOTES: [1] – 8-meter squares; [2] – round down (0 damage represents maximum concussion radius).

Burst: The Burst area is the area filled with small, high-energy fragments, often called shrapnel.  These fragments can cause severe injury, but lose energy quickly due to their irregular ballistic shape, and as such do not travel as far as a bullet.  The burst area is represented by the Burst Rating with a primary and secondary radius.  The Burst Rating (BR) of each weapon is given in the Damage column in Table S5-1: Weapon List (displayed as “B:#”).  The Burst Rating for an explosion is its primary fragmentation radius in meters; the area saturated with the highest density of fragments.  The secondary fragmentation radius is twice the primary and has a reduced fragment density.  For each target in either burst area, roll 1d10 on the appropriate radius on the table below to determine possible hits; if the result is multiple fragments, roll 1d6 to determine the number of hits.  See Gunshot Wounds  above for information on determining Hit Location for each hit, effects of Penetration, and Damage, using the penetration and damage ratings provided in the table.


Fragments [1]


Radius
Range
Multiple
One
Miss
Penetration
Damage

Primary
BR
1-3
4-6
7-10
1
2d6


Secondary
BRx2
1-2
3-4
5-10
Nil 
1d6

NOTES: [1] – for multiple fragments, roll 1d6 to determine number.

Falls/DC1 Pg.100 & PH2 Pg.130


Characters falling or jumping from a height may take damage upon hitting the ground equal to 2d6 per meter fallen depending on how high they start.  Falling or jumping off or out of a moving vehicle can also be damaging.  A character will take 2d6 for every ten meters of Combat Movement or 7kph of Cruise Speed.


The damage is distributed according to Table S5-95a: Hit Locations (Combined) as follows: Roll three hit locations.  The first location rolled takes half the total damage, the other two locations each take one-quarter of the damage.  It is possible for one location to be rolled repeatedly, if this happens, it suffers damage accordingly.


Falling damage may be reduced by the character’s agility.  Roll a number of d6 equal to the character’s AGL score and reduce the damage by that amount (damage may be removed from the injured hit locations at the player’s discretion).  Unconscious characters may not use their AGL to reduce damage, and characters who are burdened may use only half their AGL score (rounding down).  The GM may adjust the number of damage dice to reflect factors such as type and hardness of the surface (GM’s discretion).

Poison/DC1 Pg.101 & PH2 Pg.132


Some creatures do little actual damage with their  claws and/or teeth, but are able to inject poisons into their prey.  If damage is suffered from a poisonous attack the target suffers only the physical damage during the Combat Phase of the attack.  Starting on the following Phase, and each subsequent Phase, the target suffers damage from the poison.  Poison damage is always applied to the target’s chest and continues until either the chest wound level becomes critical or for a maximum of 12 Phases, at which time the toxin becomes dispersed enough to lose its potency.  If hits from a poisonous attack are negated by armor, then no damage is suffered from the poison.

Vehicle Damage

Combat Damage Descriptions/DC1 Pg.116

1 Crewmember: Determine which crewmember is hit randomly from those within the hit location.  The crewmember suffers 1d6 hits (roll hit locations separately) for 1d6 points of damage each.

2 Crewmembers: Which crewmembers suffer a hit is determined randomly from those in the vehicle.  Both the crewmembers suffer 1d6 hits each (roll hit locations separately for each hit) for 1d6 points of damage each.

2 Passengers: Which passengers suffer a hit is determined randomly from those in the vehicle.  Both the passengers suffer 1d6 hits each (roll hit locations separately for each hit) for 1d6 points of damage each.  If this is a passenger-carrying vehicle but none are present, then this is treated as a No Effect or Cargo hit (GM’s discretion).  If the vehicle is not passenger capable, then this is treated as a 1 Crewmember hit or Cargo hit (GM’s discretion).

Ammunition: The ammunition storage of the vehicle has been hit.  The amount ammunition lost is a percentage equal to the Damage Severity value.  If the vehicle is armed with any exploding rounds or large-caliber gun rounds, it is also the percentage chance that the ammunition will explode.  If the ammunition explodes, the vehicle is destroyed and the crew is killed.

Controls: The control surfaces and/or connections are damaged, making the craft more difficult to control.  All Pilot skill checks become one level more difficult (+1DL).

Engine: The engine is hit and rendered inoperable.  The vehicle is rendered immobile; aircraft may go out of control and begins falling (see Mishaps).

Fire: The boat has caught fire.  The Damage Severity value is the initial level of the fire.  The fire will increase by 1d6 levels each Combat Turn.  Characters may attempt to put out the fire by spending an entire Turn fighting it.  Extinguishing a fire is a DIF task versus CON.  A simple success reduces the fire by 1d6 levels.  An Outstanding Success reduces the fire by 2d6 levels.  A Catastrophic Failure results in a burn injury.  If the level of the fire exceeds a level equal to the vessel's tonnage divided by 10, the fire will begin burning out of control and cannot be extinguished.  If this happens, roll 1d6 each Turn, on a 6 the fuel and ammunition on board will detonate, destroying the vessel.

Fireball: The aircraft explodes in flames, destroying everyone and everything inside.  It is a DIF AGL task check to jump out of the plane an instant before explosion.  Ejecting from an aircraft with an ejection set is an AVG AGL or Pilot task check, whichever is higher.

Fuel: The fuel tank of the vehicle has been hit.  The amount fuel lost is a percentage equal to the Damage Severity value.  It is also the percentage chance that the fuel will ignite.  If the fuel ignites, the vehicle catches fire and the crew must immediately bail out.

Instruments: The aircraft's instrument panel is damaged and instruments begin to fail (altimeter, airspeed indicator, fuel indicator, compass, and etc.).  The pilot must make an AVG task check to avoid a mishap at the start of each subsequent Turn.  Additional damage to the instruments raises the difficulty level (+1DL per hit).

Loader: If the loader is crewed position, then the result is 1 Crewmember (the loader); if the vehicle is equipped with an autoloader then the autoloader is destroyed.  If the vehicle does not have a loader, the result is 1 crewmember (the driver).

Main Armament: The vehicle's main armament is damaged and can no longer fire.

No Effect: The round passes through the aircraft's wing with no serious effect.

Radio: The vehicle's radio is destroyed.

Secondary Armament: One machinegun, grenade launcher, or other secondary weapon is destroyed.

Sight/Vision: The gun sight or night vision equipment is damaged (GM’s discretion).

Traverse: The turret traverse system is jammed and the turret will no longer turn.  This makes it impossible to fire any fixed weapon (such as the main gun or coax) in the turret until it is repaired.  Repairing the traverse system is an AVG Mechanic skill check.  It takes a half hour (60 Turns) and cannot be done from inside the vehicle.

Waterline: Vessels which suffer waterline hull damage will begin to flood.  Each vessel has three rows of flotation hit boxes, with boxes in each row equal to the vessel's tonnage.  The number of boxes marked off is equal to the Damage Severity value.  All flooding hits are marked in the top row of flotation boxes until the row is full, then in the second row, then in the third.  When the first row of boxes is full, the vessel's speed is halved.  When the second row is full, the vessel is "dead in the water" and may not move under its own power (it will still drift with the current).  When the third row of boxes is full, the vessel will sink.  If the vessel has pumps, each point of pump rating will reverse one point of flood per Turn and/or A human can bail one point per Turn.

Weapon/Ammunition: One of the vehicle’s weapon systems is destroyed.  If no weapon is mounted in the location damaged, then this is treated as an Ammunition hit.  If no ammunition is present in the location damaged, then this is treated having No Effect.

Bicycles and Motorcycles/DC1 Pg.114


All small arms hits on a bicycle or motor result in damage; all hits by larger weapons result in destruction.  A damaged bicycle or motorcycle can no longer be ridden.  Characters riding either one when it is hit fall off and take damage as a mishap.

Suspension Hits/DC1 Pg.115


One Minor damage hit to the vehicle’s suspension reduces the vehicle’s movement to one-half (round down).  A second Minor hit or a Major hit immobilizes the vehicle.

Collision Damage/DC1 Pg.118


It is possible for vehicles to collide with one another, stationary objects, or creatures.  This may occur intentionally during combat or accidentally due to a Mishap.


Damage to the vehicle(s) involved depends upon the vehicle’s size and the Net Combat Speed (NCS).  The NCS depends upon the relative direction and speed of the two colliding vehicles; for vehicles headed in opposite directions, add their speed together; for vehicles traveling in the same direction, subtract the slower vehicle's speed from the faster vehicle's speed; for all other situations, the speed of the faster vehicle is the NCS.

Aerospace Craft: The damage for aerospace craft equals the craft's tonnage (vt) times the NCS value, the result is used as the Armor Penetration (AP) value: vt x NCS = AP.  Make a normal Hit Location roll, divide the AP value by the hit location's AV, then use the resulting damage level on the damage severity table above to determine damage: AP ( AV = damage level.

Ground Vehicles: The damage caused by a collision is equal to the tonnage (vt) of the vehicle or object collided with, times the NCS value, divided by 10, the result is used as the AP value: (vt x NCS) ( 10 = AP.  Make a normal hit location roll, divide the AP value by the hit location's AV, then use the resulting damage level on the damage severity table above to determine damage: AP ( AV = damage level.

Watercraft: The damage caused by a collision is equal to the tonnage (vt) of the vessel or object collided with, times the NCS value, divided by 10, the result is used as the AP value: (vt x NCS) ( 10 = AP.  Make a normal hit location roll, divide the AP value by the Hull’s AV, then use the resulting damage level on the damage severity table above to determine damage: AP ( AV = damage level.  All damage is resolved as Waterline damage only.

Collisions with Creatures/DC1 Pg.119


When a vehicle collides with a human or other creature, including those riding bicycles or motorcycles, severe injury can result.


In order to calculate the effects of this collision, first determine the AP value by multiplying the vehicle's tonnage (vt) by the NCS value, then determine the victim’s damage points by dividing the AP value by two: [AP = (vt x NCS)] ( 2 = damage points.  Apply the damage points as Falls damage described above.  Victims have a chance to leap out of the way of an oncoming vehicle; a successful AVG AGL atribute check will allow them to avoid being hit.


If the victim is riding a bicycle or motorcycle, calculate the NCS value based on the situation.  In addition to the damage suffered by the victim, there is a percentage chance equal to the AP value that the bicycle or motorcycle is damaged enough to become inoperable.

Loss of Control/Dc1 Pg.119


After all damage effects are calculated, operators of vehicles involved in collisions must immediately make a DIF skill check for the appropriate skill in order to remain in control of their vehicle.  A failed check means the vehicle goes out of control.  A Catastrophic Failure means the vehicle is damaged so severely that control cannot be regained.


Aerospace craft will plummet toward the ground at maximum speed requiring a DIF test versus the appropriate skill to regain control; this can be made once per phase in which the pilot is normally allowed an action.  Ground vehicles will skid to an uncontrolled stop, possibly colliding with something else and requiring a second damage check (GM’s discretion).  Watercraft will drift with the current, spinning slowly until control is regained.

Robot Damage

Non-Vehicular Robots/DC1 PG.130


In all hit locations Scratch damage has no effect.

Head: This represents the electronic center of the robot containing sensor systems and the robot's central processing unit (CPU).

· Slight: No effect.

· Serious: One sensor system is destroyed.

· Critical: Robot’s CPU is damaged (dead).

Right/Left Arm: if a robot has only one arm, the right/left designation is unneeded.  If a robot has more than two arms, hits should be assigned to arms randomly, regardless of whether a right or left hit was rolled.

· Slight: No effect other than to cause the limb to make grinding noises.

· Serious: The arm loses the use of any tools or attached weapons.

· Critical: The arm has been blown off.

Chest: The chest is where a robot's weapons and ammo (if any) are kept.

· Slight: One weapon (chosen randomly) becomes inoperative for the remainder of the turn.  If no weapons are present, the damage has no effect.

· Serious: A weapon (chosen randomly) is permanently disabled.  If no weapon is present, it represents damage to the fuel or batteries in the abdomen, and the robot's speed is halved.

· Critical: An ammunition explosion has occurred, and the robot is rendered inoperative (dead).

Abdomen: This represents the power plant of a robot.

· Slight: Begins to smoke or make grinding noises, but otherwise there is no effect.

· Serious: The robot is reduced to half speed.

· Critical: The fuel has exploded or the batteries have been hit (drenching the inside of the robot with acid) in either case rendering the robot inoperative (dead).

Right/Left Leg: Legs can either mean a literal leg or another means of propulsion such as a track unit or wheel.  As in the case of arms, robots may have a number of legs other than two or four, and leg hits should be distributed at random.

· Slight: A leg/track/wheel has no effect other than to cause grinding noises.

· Serious: Reduces the robot's speed by half.  Will be halved again with each successive leg hit causing serious damage.

· Critical: The robot is immobilized, although all other systems may be operational.

Burn Damage/DC1 Pg.131


Burn damage against non-vehicular robots is halved, to reflect the fact that machines are harder to damage by heat then are people.  Fire (burn damage) destroys infrared (IR) sensors.

Vehicular Robots/DC1 PG.130

Crewmember or Passenger: if as a result of a hull hit, this represents damage to the robot's CPU.

· Minor: Each task the robot attempts to perform (firing on of its weapons, sending a message for help, etc.) becomes two levels more difficult.

· Major: The robot out of action--killing it, in other words.  If the result is a turret hit, this represents damage to one the robot's sensor systems, picked at random.  Any damage whatsoever puts this system out of action (the type of damage is significant only when repairs are attempted).

Radio: This represents damage to a robot's communications equipment.  This means that the robot falls back on its default programming, and can no longer receive instructions or communications from elsewhere.

Engine: This represents damage to the robot's power plant, either electrical or internal combustion.

· Minor: The robot can only move at half normal speed, and that is cannot move and fire at the same time.

· Major: The robot may not move, and can only fire one weapon at a time.

Fuel: This represents damage to the robot's power source, either the fuel tank or its rechargeable batteries.  Fuel hits are adjudicated as in conventional vehicle combat.  Battery hits result in the immobilization of the robot.

Weapon/Ammo: One weapon system is destroyed.  If no weapon is present in the location damaged, the hit becomes an ammunition hit.  Ammo hits are handled as conventional vehicle combat.  If no ammunition is present in the location damaged, the hit has no effect.

Wounds and Healing

Wounds


Wounds cause a variety of effects, some temporary and some lasting.  Those effects are explained below.

Knockdown/DC1 Pg.103 & PH2 Pg.133


Characters who suffer more points of damage in a Combat Phase than their current AGL rating may be knocked down and may not conduct any other actions for the rest of the current Combat Turn.  Concussion, gunshot, and fragmentation damage counts the same for knockdown determination, but burn and poison damage do not.  To avoid being knocked down a character may make an AVG AGL or STR check (whichever is higher).  If the damage taken is greater then the sum of the character’s STR and AGL, then the check is DIF.

Stun/DC1 Pg.103 & PH2 Pg.133


Any damage inflicted to the Head, including burn damage, has a chance of stunning the character.  To avoid being stunned, the player rolls 1d6 and adds the damage suffered from the wound.  If the result is equal to or less than the character's CON rating, the character is unaffected.  If the result is greater than the CON rating, the character is stunned and remains unconscious for a number of Combat Turns equal to the amount by which the total exceeded the CON rating.  Stunned characters are also considered to be automatically knocked down.

Wound Severity/DC1 Pg.103 & PH2 Pg.133


There are four levels of wound severity: scratch, slight, serious, and critical.  If it has taken damage in excess of twice its hit capacity, it is critically wounded.

Scratch Wound: Damage less than or equal to half of a hit location’s hit capacity (round down), is a Scratch.  Scratch wounds mainly represent the initial shock of suddenly being hurt.  The first time that a character takes damage during combat, he loses his next action.  Characters never suffer more than one lost action per day (24-hour period) for scratch wounds regardless of how many they suffer in a combat.

Slight Wound: Damage of more than half of a hit location’s hit capacity up to equal its hit capacity, is a Slight wound.  A slight wound immediately reduces the character’s Initiative rating by 1 point.  However, characters never suffer more than one Initiative reduction for slight wounds, regardless of how many they suffer.  Slight wounds have no other effect on combat, although the referee may decide to penalize actions making use of slightly injured arms or legs.  If a character takes enough damage from a hit to immediately take a hit location from unwounded to slightly wounded, the effects of a Scratch wound are superseded by the effects of the Slight wound.

Serious Wound: Damage more than a hit location’s hit capacity, but less than or equal to twice its capacity, it a Serious wound.  A serious wound reduces a character's effective STR rating by half (round down) and causes an additional immediate 2 point reduction of the character's Initiative rating for, a total of 3 with the slight wound reduction.  Characters whose Initiative ratings are reduced to 0 or less may not take any further actions during the current combat.  Characters who suffer a serious injury must make a check to avoid losing consciousness, by rolling a DIF CON check.  The roll must be repeated every Combat Turn in which the character attempts to conduct any activity.  A serious injury to the head automatically causes loss of consciousness.  Unconscious characters make a DIF CON check at the start of each Turn to attempt to regain consciousness.  Finally, a serious wound to the leg or arm causes the character to lose the use of that limb until it is healed.

Critical Wound: A critical head injury causes immediate death.  Critical injuries to other body parts cause immediately loss of consciousness and require medical attention within 10 minutes (20 Combat Turns) or the character will die from loss of blood.  Characters who lose consciousness due to a critical wound may make a percentile  (1d%) roll against their CON at the start of every other Combat Turn to attempt to regain consciousness.  Once such characters regain consciousness, their STR is halved (round down) and they also receive an additional immediate 2 point reduction to their initiative rating (for a total loss of 5 points). Characters whose initiative ratings are reduced to 0 or less may not take any further actions during the current combat.


Wound
Fraction of


Severity
Base [1]
Wound Effects [2]


Scratch
≤½
Loose one action.

Slight
>½-≤1
Loose 1 point of Initiative.


Serious
>1-≤2x
Reduce STR by ½; loose 2 points of Initiative; roll to




avoid unconsciousness (excl. head wound).

Critical
>2x
Unconscious; reduce STR by ½; loose 2 points of




Initiative; may roll to regain unconsciousness (excl.




head wound).

NOTES: [1] – round down; [2] – effects are accumulative.

Healing


Each of the body’s seven hit locations may be wounded to one of four levels: scratch, slight, serious, or critical (as explained above).  In general, as wounded body parts heal, their wound level decreases through those levels in reverse order until they are no longer wounded – critical heals to serious, serious heals to slight, and slight heals to unwounded or fully healed (scratch wounds are a special case).  When a wound level decreases from critical to serious, the damage points are reduced to the midpoint of the serious level.  When a wound level decreases from serious to slight, the damage points are reduced to the midpoint between slight and zero; this is technically the high mark for the scratch wound level, but the scratch wound level is ignored once a wound reaches slight, so this status is still considered slightly wounded.  When a wound level decreases from slight, it reduces to unwounded.


Note that penalties caused by a wound level (such as Initiative reductions) remain in effect until that wound level is reduced to the next lower level.  Penalties for that lower level remain in effect.

First Aid/DC1 Pg.104 & PH2 Pg.134


It is best to treat wounds as soon as possible after they are incurred.  In order for first aid to be effective, it must be applied within 3 minute (6 Combat Turns) of the time the wound was received.  Effective first aid will reduce a critical wound to serious (if attempt fails, see below), or reduce the healing time of a serious wound by two days.  First aid has no effect on slight or scratch wounds, except to prevent infection.  Administering first aid to damage caused by poison requires an antivenin autoinjector or a doctor’s medical kit, which contains an autoinjector.


With a doctor’s medical kit, first aid is an AVG task versus the Medical skill.  Without a doctor’s medical kit, the task becomes DIF.  Conscious characters can attempt first aid on themselves.  A failure means that the wound was improperly treated and may not be retreated.  An Outstanding Success results depend on the level of the wound treated, see table below.  A Catastrophic Failure can result in extra healing time, loss of limb, or loss of life.  This depends upon the hit location receiving surgery, the severity of the critical failure, and the GM’s discretion.

Stabilizing Critical Wounds/DC1 Pg.105 & PH2 Pg.135


Critical wounds must be stabilized within 10 minutes  (20 Combat Turns) or the injured character dies; death is automatic with a critical head wound.  Stabilizing a critical wound is an AVG task versus Medical.


Certain types of equipment add points to the effective Skill Level of the character performing the treatment.  Blood plasma, strong sedatives, and/or a medical kit of some sort each add +1 to the SL, and these things can be used in conjunction with one another for a collective bonus.  In a hospital or clinic setting, whole blood may be used instead of blood plasma, for a bonus of +2 instead of +1.

Treating Poison Wounds/DC1 Pg.106 & PH2 Pg. 136


Poison wounds can be treated just like regular wounds, with the exception that either a doctor’s kit or an antivenin autoinjector is essential rather than optional and confers no bonus point to the task.  A successful first aid roll has the normal effect on wounds incurred and halts any further damage from the poison.


Wound Level
Outstanding Success Results


Scratch
Reduces damage by 1d6 hits [1,2]


Slight
Reduces healing time by two days [2]


Serious
Reduces to a slight wound [3]


Critical
Reduces healing time by four days [3]

NOTES: [1] – may not reduce to unwounded; [2] – once for each hit location; [3] – only one hit per hit location.

Basic Healing Rate/DC1 Pg.105 & PH2 Pg.135


A character without medical attention may heal naturally over time.  Healing one body part from a higher level to unwounded takes place consecutively.  The healing the of different body parts takes place simultaneously and independently of each other.  Slight wounds do not heal to a scratch state, they heal to unwounded without passing through the scratch wound level.  Characters whose wound level was reduced through medical treatment heal at the original wound level rate.




Total Duration

Wound Level
Serious
Slight
Unwounded


Scratch
--
--
1 day


Slight
--
--
3 days


Serious
--
4 days
7 days


Critical
7 days
11 days
14 days

Medical Care/DC1 Pg.105 & PH2 Pg.135


Medical care and supervision will increase an injured character’s basic healing rate.  If a character is under successful medical care while healing, two days are trimmed from each stage of healing.  In other words, critical wounds heal in five days, serious wounds in two days, and slight wounds in one day.


Successful medical care requires two things.  First, the caregiver must spend half an hour per wound level, per body area damaged, per day, tending to the wounds.  Second, once per day the caregiver must pass an EZY check of his or her Medical skill.  If no medical equipment is available (a doctor’s kit is the minimum), then the task check becomes AVG.


Failure means that one of the two days’ worth of time to be saved was lost.  In other words, if the task is failed one day during the treatment period, only one day is saved from the normal healing time.  If the task is failed twice, no days are saved.  Failing the task a three or more time does not add time to the basic healing rate unless a catastrophic failure is rolled.

Adequate Diet and Shelter/DC1 Pg.106 & PH2 Pg.137


If the GM decides that a wounded character has inadequate food or shelter, each wound level will require an extra day to reduce to the next level.  These penalties are additive, meaning that a character with both inadequate food and inadequate shelter will take two extra days to reduce each wound level.

Surgery/DC1 Pg.106 & PH2 Pg.137


Surgery can reduce a critical wound drastically.  Like any other medical care, it will usually be performed at a hospital, where all necessary equipment and quality post-operative care is available.  But occasionally a character might have good reasons for not going to a hospital for this care.  In these cases, a friend might be asked to perform the surgery.


Surgery can only be performed by someone with a least Medical SL of 3, and it requires the use of surgical instruments.  It is a DIF task versus Medical to reduce a critical wound to serious, but if the task roll is successful, the reduction occurs immediately after surgery is completed.  An Outstanding Success reduces the wound level to slight.  The use of blood plasma and local anesthetic each add +1 to the surgeon’s effective Medical SL, and are cumulative.  If whole blood is used in stead of blood plasma, add +2 to the SL.  If total anesthetic is used instead of local anesthetic, add +3.


Only one surgery attempt can be performed per critical wound.  Failure means that the wound remains critical.  A Catastrophic Failure can result in extra healing time, loss of limb, or loss of life.  This depends upon the hit location receiving surgery, the severity of the critical failure, and the GM’s discretion.

Tables

Diagram S5-322: Scatter Diagram (DC1 Pg.322)
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Table S5-95a: Hit Locations (Combined)

Humans/Animals


1d10
Biped [1,2,3]
Quadruped [4]


1
Head
Head


2
Right Arm
Forequarter


3
Left Arm
Forequarter


4
Chest
Forequarter


5-6
Abdomen
Chest


7
Right Leg
Abdomen


8
Right Leg
Hindquarter


9-10
Left Leg
Hindquarter

Vehicles


1d6 [5]
Aerospace
Ground
Watercraft


1
Wing
Turret [6]
Superstructure [7]

2-3
Wing
Hull
Hull


4-5
Hull
Hull
Hull


6+
Hull
Suspension [8]
Waterline [8]

NOTES: [1] – human table assumes level attack, if the attacker is higher then the target roll 1d6, if lower roll 1d6+4; [2] – human table assumes front/rear attack, for side attacks treat far-side hits as near-side hits; [3] – for prone bipeds the table assumes attacks from above, for side attacks treat far-side hits as near-side hits, for head/front attacks treat leg/abdomen hits as misses, for feet/rear attacks threat head/arm/chest hits as misses; [4] – animal table assumes a side attack, for head/front attacks roll 1d6, for tail/rear attacks roll 1d6+4 (if animal is prone: for head/front attacks treat hindquarters/abdomen hits as misses, for rear attacks treat head/forequarters hits as misses); [5] – add +1 for side attacks; [6] – if the vessel’s configuration is flush deck hull hit; ; [6] – if the vehicle does not have a turret hull hit; [8] – minor damage reduces movement to 1/2, major damage immobilizes vehicle (2 minor damage results equal 1 major).

Table S5-115a: Vehicle Damage (Combined)

Aerospace


1d6
Hull
Wing

Minor:


1
1 Crewmember
No Effect


2
Controls
No Effect


3
Controls
Controls


4
2 Passengers [2]
Controls


5
Radio
Controls


6
Major Hull
Major Wing

Major:


1
Engine
Controls


2
Engine
Fuel


3
Instruments
Fuel


4
Instruments
Fuel


5
Weapon/Ammunition
Fuel


6
Minor Wing
Fireball

Ground


1d6
Standard
Turret
Hull

Minor:


1
1 Crewmember
Loader [3]
1 Crewmember


2
1 Crewmember
Sight/Vision
Loader [3]


3
2 Passengers [2]
Sight/Vision
2 Passengers [2]


4
2 Passengers [2]
Traverse
2 Passengers [2]


5
[4]
Secondary Armament
Radio


6
Major Hull
Major Turret
Major Hull

Major:


1
Engine
[5]
Engine


2
Engine
Main Armament
Engine


3
Fuel
Main Armament
Fuel


4
Fuel
Main Armament
Fuel


5
Weapon/Ammunition
Major Hull
Ammunition


6
Weapon/Ammunition
Minor Hull
Ammunition

Watercraft


1d6
Waterline
Hull
Superstructure [1]
Minor:


1
Waterline Hull
1 Crewmember
1 Crewmember


2
Waterline Hull
Auxiliary Machinery [8]
Radio/Radar


3
Waterline Hull
Secondary Armament
Sight/Vision


4
1 Crewmember
Radio/Radar [6]
Secondary Armament

5
Cargo
Sight/vision [7]
Secondary Armament

6
Major Waterline
Major Hull
Major Superstructure
Major:


1
2 Crewmembers
Main Armament
2 Crewmembers


2
Rudder/Screw
Main Armament
2 Crewmembers


3
Engine
2 Crewmembers
Fire


4
Fuel
2 Crewmembers
Fire


5
Ammunition
Ammunition
Ammunition


6
Minor Hull
Fire
Major Hull

NOTES: [1] – for watercraft with flush deck configuration use hull column; [2] – if the vehicle is not passenger capable the result is 1 crewmember (or cargo, GM’s discretion), if vehicle is passenger capable but no passengers are carried the result is no effect (or cargo, GM’s discretion); [3] – if loader is manual the result is crewmember/loader, if is it automatic the result is autoloader, if there is no loader the result is crewmember/driver; [4] – radio or sight/vision (GM’s discretion); [5] – if loader is manual the result is crewmember/loader, if is it automatic the result is main armament; [6] – if the vessel has superstructure the result is 1 crewmember; [7] – if the vessel has a superstructure the result is auxiliary machinery; [8] – includes bilge pumps, power winches on desk, generators, and etc.

Table S5-322: Body Armor Protection (DC1 Pg.322)


Armor Values

Type
Head
Chest
Abdomen
Arms
Legs

Bomb Disposal Suit
3
5 [1]
5 [1]
2
2
Close Assault Armor
--
1
1
1
1

Combat Environmental Suit
1
1
1
1
1
Exoskeletal Armor (rear)
3 (2)
3 (2)
3 (2)
3 (2)
3 (2)
Flak Jacket
--
1
1
--
--

Kevlar Helmet
1 [2]
--
--
--
--

Kevlar Vest
--
1
1
--
--

Steel Helmet
1 [3]
--
--
--
--

NOTES: [1] – 5 in front with optional breastplate, 3 overall; [2] – partial coverage, roll 1d6, on 1-4 hit strikes helmet, 5-6 hit strikes unprotected head;  [3] – partial coverage, roll 1d6, on 1-3 hit strikes helmet, 4-6 hit strikes unprotected head.

Table S5-325: Armor Values of Cover

Cover
AV
Cover
AV

2” wooden plank (50mm)
1 [1]
Stone (50mm)
1 [2]

Armor plate (5mm)
1 [2]
Tree trunk (600mm)
12

Bricks (35mm)
1 [2]
Wall, Brick

Concrete


Standard (100mm)
3


Reinforced (25mm)
1 [2]

Thick (300mm)
9


Standard (35mm)
1 [2]
Wall, cinderblock (300mm)
9

Dirt


Wall, house timber (200mm)
4


Loose (250mm)
1 [2]
Wall, Stone


Packed (50mm)
1 [2]

Standard (300mm)
6

Sandbag (250mm)
5 [1]

Thick (600mm)
12

NOTES: [1] – per item/layer; [2] – per listed thickness.
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