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Combat
Bitter Rain Style 3.5
The d3-System uses three differently colored d6. If you don’t have three differently colored dice, either buy them or mark your dice in a manner that you can differentiate between them. Also note down which color/marking represents which dice. We suggest the following colors: Red, Blue, Green, whereas the red die is called the Damage Die, the green die is called the Penetration Die and the blue die is called the Aiming (or Success) Die. But what’s the idea behind this all? 

Generally speaking, the higher the values on the single dice are, the better your attempt turns out. If the task is a simple noncombat skill task, the value of the Success Die tells, how good the task was accomplished (if it was successful). A value of 1 means a marginal success, while a Success Die of 6 means an outstanding success. If the task was failed, a value of 1 means an abysmal failure, while a value of 6 indicates only a marginal failure.

Skill Resolution
The Skill Resolution is simple. Just roll 3d6 and add the skill’s value. If the result is higher or equal to 13 the character successfully employed the skill. If your dice roll total exceeds 18, the character achieves a critical success and all points scored in excess points of 18 are added to the Success Die.

The GM might wish to modify the difficulty of the task by assigning difficulty modifiers. These mods can be subtracted from the dice roll total or the difficulty number; although seemingly the same, the outcome can be different:

If a modifier is subtracted (or added in case of a bonus) from (to) the target number, the chance for a critical success remains the same, because the total result of the roll is not modified.

If the modifier is subtracted from/added to the dice roll total instead, the chance of achieving a critical success is altered, because it becomes harder/easier to achieve a result of 18+.

Example: The GM assigned a –3 modifier to the task, and the character who attempts this task has a value of 4 in the relevant skill. His player rolled a 3, 4 and another 3 on his dice. Standard target number is 13, and the total of dice plus skill value is 14. This is higher that 13, so the task would succeed. But we have not included the difficulty modifier yet, that must be added to target number. So the target number gets increased to 16 and the task fails.

If the character had a skill of 7 and the player rolled 5, 6 and 2 the task would be a success. 7+5+6+2=20 (which is higher than the required target number of 16). As this is higher than 20, the success die of the task is increased by the difference (in this case by 2 for a total of 4). Now if the GM had not added the target number to the difficulty number but subtracted it from the roll, the required target number would remain at 13, but the net total of the roll would be 17. As this is lower than 18 the character achieves no critical success and the value of the success die remains at 2.

Stat tests work along the same rules as Skill-tests do, however, in order to successfully employ a Stat, you must beat a target number of 16. Similar to skill rolls, all points in excess of 21 are added to the Success Die of a stat roll.

Combat Skill Resolution

Skill resolution in combat is similar to the Standard Skill Resolution, but in this case the other dice besides the Success (or Aiming) Die come into play. To score a hit with a weapon (or with bare fists) a character must roll his appropriate skill over or equal to 13 (just like in Standard Skill Resolution). An attack does as many damage as it's Damage Die indicates (this value is later modified by the weapon’s damage modification, so consider this value the base damage that an attack causes. If the target is protected by some kind of armor, the Penetration Die gives the attack’s Penetration Value, that is used in order to decide if the attack penetrates armor or not. The Aiming Die lets the player offset recoil penalties and move aiming point back into the direction of the targeted point should the weapon deviate.

Combat Structure

A combat round lasts 5 seconds; it is divided into three phases during which the characters can act, depending on how many Actions they have available. The number of actions that a character has is equal to (DIA+COOL+PHYS)/10. Certain Advantages, like e.g. Ambidextrous enable the character to take additional Actions. 

	Base

Actions
	Combat

Phase

	1
	2

	2
	1,3

	3
	1,2,3

	4
	1,2,2,3

	5
	1,1,2,3,3

	6
	1,1,2,2,3,3


To structure combat, a character's Actions are divided up into the three combat phases. A character can only act in a combat phase if he has an action available in this phase. If the character has additional Actions – like through the above already mentioned Advantage Ambidextrous – he can perform the additional Actions almost any time he wants. These additional Actions, however, do not count towards establishing in what phase a character can perform his Actions. Mark your Actions Total on the Action Space provided on the Combat Sheet.

During a phase all combatants take their Actions in order of their highest Initiative Total (3d6+INI). INI is equal to (DIA+COOL+
PHYS+DEX)/2. 

Opportunity Action is possible; in doing so, a character forfeits his right to act at his Initiative Total, but gains the right to act any time later in the same phase. Unused Opportunity Actions do not carry over into the next phase.

A character can opt to split his Action, executing two Actions within the span of a single one. In doing so he must declare his primary Action. The skill rank of his primary Action now acts as a kind of skill rank pool to distribute on the primary and secondary Action. However in distributing the ranks for primary and secondary Action, the character cannot assign more points to the secondary Action than his rating with this Action is.

Splitting Actions in advance is possible, enabling a character to take an split Action now (with reduced skill-rank) and declare the secondary Action as an opportunity Action, taking it later in the phase.

Example: Fix attacks with his gun (rank 6), but he wants to be able to dodge late in the round and thus he splits his attack into an attack and a dodge, assigning 4 ranks to attack and two to Dodge.

If Fix’s Dodge rating was rank one, however, he could only assign one point to this skill.

Movement

Movement is governed through a character’s Base Movement Rate. See the System Basics file for details on the calculation of the Base Movement Rate and guidelines for handling base movement, as well as running and sprinting.

Projectile Combat

Firearm Combat works slightly different from Melee Combat because different factors are involved. One of the different factors is Range. Each firearm has a RNG value. This states the weapon’s optimum range. Weapons can be fired beyond this range, but with negative modifiers. Maximum MEDium range is optimum x2, max. LoNG range is optimum x4 and max. EXTreme range is optimum x8. 

To determine if an attack is successful, the player must roll 3d6, add the appropriate weapon skill and add or subtract any bonuses: 13 or higher is a hit. 

Body Locations

The d3-System has six general body locations that can be hit: Head, Torso, Abdomen, Left Arm, Right Arm, Left Leg and Right Leg. They are used to record how many damage a target has suffered in each respective damage location. This Combat System further breaks down these seven general body locations into several sublocations. They are shown as hexes on the Combat Sheet.
Hit Deviation

Before the player rolls to Hit he specifies the hex on the BHD he wants his character to hit. If he succeeds with this to-Hit roll the shot deviates from this hex into a random direction. 

Under ideal conditions, the distance the shot deviates from the targeted hex is equal to the recoil (RCL) of the weapon. This RCL-based weapon deviation is called the Hit Spread. The character can use the points scored on the aiming die to cancel parts of this recoil; each point scored on the Aiming Die cancels one point of the RCL-generated Hit Spread. Thus the chances of hitting the targeted hex are higher with low-recoil weapons than with weapons firing powerful cartridges.

The above stated rules assume that the character spends at least one Action to aim, steading the weapon thereby and bracing for the recoil. A character automatically assumes a firing stance when aiming his weapon, unless he is shooting with two weapons simultaneously. Being in a firing stance reduces the RCL of a weapon by 1; having an additional rest for the weapon reduces RCL by another point for a total of 2.

Range

Aiming at longer ranges than Optimum increases the chance not to hit the targeted hex. Each range band beyond Optimum increases the Hit Spread by +1; thus an attack at XTReme range is at +3 Hit Spread.

Aiming

A character may take time aiming to make sure the shot reaches its target. This takes one Action per aim. A shot fired with no aims is counted as being Wild and thus suffers a –3 To-Hit modifier and an additional +3 Hit Spread for Optimum Range (thus the weapon deviates RCL+3 hexes from the targeted hex upon scoring a hit). The Advantage Rapid Fire completely cancels the to-Hit mod and lowers the Hit Spread to +2. 

For Wild/Snap Shots beyond Optimum Range multiply the Hit Spread Modifiers (+3/+6/+9 for Medium/Long/Extreme Range) by the Shot Type Modifier (x2.5 for Wild Shots and x2 for Snap Shots). Thus a Wild Shot at Extreme Range has a Hit Spread Modifier of +22 ( +9 x 2.5=22.5=22).

If the character intends to aim for more than four actions, he must be in a firing stance. If the character wishes to aim for six actions, then he must be in a firing stance and have a rest for the weapon. However, a character cannot achieve a higher Aiming Bonus than the rank of his  Marksman skill. A character can only aim if he  is not being shot at, and is not in a stressful condition (see optional rule Under Fire). Each aim beyond the first (this is "used" to cancel the Wild Shot malus) gives the firing character a +1 modifier to his Aiming Die. Add (if a bonus) or subtract (if a penalty) the Weapon Accuracy Factor from the Hit Spread.
Penetration

Penetration is determined by caliber and type of ammunition; thus it is equal to the amount scored on the Penetration Die plus the projectile's Penetration Value (PEN). Using a silencer decreases PEN by 1. Penetration describes the ability of the projectile to penetrate armor. In order to do so, the PEN of the projectile must be at least equal to the Protection Value (PV) of the armor.

If the PEN is equal to or greater than the PV, the projectile penetrates the armor and inflicts damage to the target. If the PEN is lesser than the PV, then the projectile does not penetrate, but damages the armor. 

In both cases subtract the projectile’s AD from the armor's Impact Damage (ID) value. This value governs how much damage an armor can take before it is rendered useless.

xeno Skin Armour

The skin of the 711 Xeno Stormer acts as it’s armour. It has a natural PV of 7 with ID equal to trice the hits in the relevant body location. Thus a Xeno with 10 Hits in the Abdomen has PV 7 and ID 30 in the Abdomen region. If he is hit and the PEN is lower than the PV, subtract all DAM from the ID; if the PEN is higher than the PV subtract the damage from the hits in the body locations directly.

Vevaphon Armor

Vevaphons can harden their body cells so that they act as living armour similar to the Xeno’s skin armour. A Vev can shift points from PHYS to PV as per the rules in Karma, p. 125. The actual IDs in the location depend upon the PV the Vev has created and are equal to (PV/2) x Hits. Thus A Vev that shifts to PV 9 and has 10 Hits has ID 50 in that location. A Vev that shifts to PV 4 with 8 Hits has 16 ID in that location.

Each time a Vevaphon is hit he must make a CONC roll minus the DAM taken to keep his skin armoured. If he fails this roll subtract (7 - Success Die) from the current PV (ID is changed to the new PV state or remains at the current state, whichever is lower).

If a Vev in natural state (no PV) is hit by forces relying on kinetic energy, all DAM is halved.

Damage

The damage taken by the target is equal to the amount rolled on the Damage Die plus the projectile's bullet damage (DAM). If the projectile has to pass through armour (thus a location with ID remaining and a PV lower than the projectile’s PEN), subtract ½ of the PV from DAM before applying damage. Armor Piercing (AP) Bullets suffer no such penalty; if they penetrate they hit with the full DAM.

Damage is subtracted both from the target's Incapacitation Total (Incap) as well as from the hits in the body location that was targeted. If the target's Incap is reduced to 0, the target falls unconscious and is out for the combat unless it is treated with paramedical aid. 

If the Hits in a body location are reduced to 0, this location is rendered useless. If the Head or Torso location is reduced to 0 Hits, the target dies.

If a character is hit in the Torso body location and the PEN of a shot is lower than the character's PHYS (as with most HP or HESH projectiles) the bullet won't exit the body on the other side, but remains stuck in the victim. Such a bullet must first get removed before further healing is possible (see First Aid).

IMpact Damge

If a hex is hit and the shot doesn't penetrate,  the armor in the body location the hex belongs to suffers all the punishment. Subtract the projectile’s AD from the ID of the body location; if the ID is reduced to 0 through a shot the next hit in the same body location automatically penetrates the armor and causes damage. 

Missed Shots

If you fail to score 13+ on your To-Hit roll, the shot misses. To determine the direction that the shot deviates in, roll a d6 again and consult the Hit Deviation Diagram (HDD). Thus if you rolled a 4, the shot would deviate into the direction of the lower left hexes.

Add the number by which the target number was missed by to the recoil of the weapon; this value is the actual Hit Spread for the shot ; if the shot was a Wild Shot, increase this number by another 3 points (2 for Snap Shots). Thus if you use a weapon with an RCL of 5 and rolled 11 on a Wild Shot, your Hit Spread would be 10.

Option: Instead of calculating this increase Hit Spread, the GM can rule that the shot was a clean miss.

Rate Of Fire

All firearms have their Rate Of Fire listed in the Firearms Chart as a Code, that determines in which firing modes the weapons can be used. The codes in the chart translate to the following:

Single Action

Single Action guns must manually be cocked; they use up one Action to fire and another Action to recock and possibly reload the weapon. 

Double Action

Double Action guns are similar to Single Action guns, but the gun cocks the hammer, so that a Double Action weapon can be fired once per Action.

Semi Auto

Semi Auto weapons are similar to Double Action weapons, but they use a part of their recoil for the operation of the hammer and reload automatically, giving them higher firing speeds than Double Action weapons. A character using a Semi Action weapon can shoot a number of bullets equal to STR minus the weapon’s recoil (this number can never be lower than 1). The first shot is handled as in "normal" fire and the second and perahps subsequent shots  deviate from the aiming hex of the previuos shot. These must be rolled individually and they cannot be aimed;  instead use the Deviation Diagram to determine where the shot hits, counting from the hex hit in with the previous shot. The distance deviated is equal to the Hit Spread for a standard single shot.

The player can use points from the Aiming Die for each shot to reduce (or even completely cancel) the Hit Spread.

However no matter how strong a character is, he can never shoot more than DEX/2 (round down) shots per round.

Example: Max.Rock uses a MAL Anvil with RCL 5. His STR is 8 and his DEX is 6 and he opts for Semi Automatic fire in one Action. Thus the maximum number of shots he can shoot per action with his gun is 8 – 5 = 3 .

If he had used a Nemesis he could shoot 7 rounds per Action as this gun only has an RCL of 1, but since his DEX is only 6, he is limited to 3 shots per round.

Full-Auto

Only a weapon capable of automatic fire can be used in full auto mode. To do so, the player first specifies the length of the burst; this, however, is a semi-random process: the player states how many d6 he wants to roll; the total number is the number of bullets in the roll. The player can modify the actual number of bullets by adding or subtracting up to ½ his Auto/Support skill.

To determine if (and where) the bullets hit make a standard attack roll and determine the hex hit as per the standard rolls (hit spread equals RCL; wild shots increase hit spread by thee, etc.) If this roll succeeds, you hit the targeted hex, otherwise calculate the actual aiming point as per the Missed Shot rules. 

For each shot above the first, roll for deviation and deviate the number of hexes specified by the weapon’s FA deviation from the previous aiming point. This way it is actually possible to walk the fire over several body locations. 

Depending on his Auto/Support rank, the player has a number of deviation influence chances. The total number of shot deviations the player is eligible to influence is equal to ½ his Auto/Support skill, starting after the initial shot. A player can influence a deviation by either adding or subtracting 1 to/from the deviation roll.

Example: A character with Auto/Support 5 wants to shoot his FEN Gunhead in full auto. He opts to roll 3d6 for the length of the burst and gets a result of 8. As this is a rather short burst and the player fears that he needs more shots, he opts to increase the number of shots in the burst. The maximum increase he can give his burst is ½ his Auto/Support skill (2.5 = 2). So the total number of shots in the burst is 8+2=10.

For the initial shot the player rolls a standard attack and deviates the standard Hit Spread (3 for a Gunhead). After determining which hex he hits, he calculates the deviation direction by rolling 1d6. The result is a 4, for a deviation to the lower left. But as the character’s Auto/Support skill is 5 the player can influence the first 2 deviations in the burst. He elects to modify this one and lowers the deviation die result to a 3 for a deviation directly downwards. The deviation distance is 1 hex and the character hits the hex directly underneath the initial aiming hex. For the next deviation he rolls a lucky 6 and deviates directly to the hex above (the initial aiming hex). For the third deviation he rolls a 4, but this time he can no longer influence the deviation distance, as he can only influence the first two deviations in a burst (and this is the third round in the burst).

Burst Fire

Burst Fire is a variation of full-auto fire. A burst is a special feature of Full-Automatic Fire; with one press of the trigger the gun shoots a number of bullets (depending on model with may vary, but the most common burst is the three-round burst). Burst Fire works like Full-Auto with the only difference that the player rolls no dice to determine the length of the burst; it is always equal to the burst length built into the weapon (usually 3).

Walking the Fire

In full-auto it is possible to walk the fire over several individual targets within one Action. However, to switch from one target to the other you must either spend a deviation influence chance or you must spend one stray bullet, that is one bullet hits the empty space between the targets and thus counts as a missed shot.

To determine where a character hits a subsequent target in a full-auto burst after he walked the fire over from a previous target, simply start with a random Aiming Point and deviate from there.

Rotary Guns

Hits with rotary guns are worked out like regular hits, but instead of a single hex, all adjacent hexes (for a total of 7 hexes) are hit. Each hit with a rotary gun represents a hit with all barrels, so if a hit with a 5 barreled rotary gun is achieved, 5 bullets hit the target. Consequently,  DAM is multiplied by the number of barrels, while the PEN stays at the original value.

If  a hit with a rotary gun hits two body locations, the damage for each location is halved and applied independently.

Example: Torn shoots with a six-barreled WarMonger and he achieves a hit (actually this is the first hit in a Full-Auto burst, but we will skip the subsequent hits as they are worked out like regular Full Auto apart from the damage multiplication). He hits one of the upper Abdomen hexes, but the rotary has  a two hex hit template, so all adjecent hexes are hit, too. This means that one of the lower Chest hexes gets hit.

Usually the DAM scored by the hit would be multiplied by 6 for the six barrels of the WarMonger, but as two locations are hit, the DAM is multiplied by 3 and it is applied to both locations.

Shotguns

Shotguns can either shoot slugs or shot rounds (the ratings given in the Weapon Database are for shot rounds at Optimum range). If a shot round is fired beyond Optimum range, halve DAM and PEN for each range increment beyond Optimum (divide by two for Medium, by four for Long and by eight for Extreme).

For Slug rounds double the initail PEN; both PEN and DAM stay the same regardless of range.

For each range band beyond Optimum a Shotgun increases the Hit Template. At Medium Range a Shotgun has a Hit Template of 2 hexes, meaning that the targeted hex and all adjecent hexes are hit (just like rotary guns). At Long Range the Hit Template is three hexes. Now all the hexes belonging to Hit Template 2 and all their adjecent hexes are hit. For Extreme range this is furthe increased by another ring of hexes; at this range all Hit Template 3 hexes plus their adjoining hexes are hit.

Suppressive Fire

Suppressive Fire is spraying an area with bullets. The intention of Suppressive Fire is not primarily to hit, but to force the enemy to keep their heads down. 

In order to employ suppressive fire, roll  Auto/Support. Should a character move through the area under suppressive fire, he must use Dodge or Acrobatics to get through unharmed. In order to do so, he must successfully roll either Dodge or Acrobatics minus by the attacking weapon's FA stat with a Success Die Value that is greater than the Aiming Die Value of your Auto/Support roll. Should he succeed on his roll, but fail with his Success Die, he is hit by one bullet (consider this a Wild Shot to the Standard Aiming Point). If he fails with his roll (by rolling under 13), he gets hit by two bullets (consider this a Wild semi-auto hit). 

Recoil

Each weapon has a recoil value (listed as RCL in the weapon description) that symbolizes the kick-back a firearm gives when fired. If the RCL of a weapon is lower or equal to ½ the character's STR, then he can use the weapon single-handedly. If the RCL is higher than ½ the character's STR, but still not higher than the character's STR, then he must use both hands to fire the weapon. 

If the recoil is even higher than his STR, the weapon’s Hit Spread and Burst Deviation increases by 1 per point over his STR . If the RCL of the weapon is four or more points over the character's STR, he will additionally suffer one point DAM to his weapon arm per point of RCL above STR+3 for each shot fired with this weapon. This damage is bruising damage, and causes no wounds but could incapacitate or kill the user and requires a PHYS roll to stay conscious.

A character can try to singlehandedly shoot a weapon that he must use with two hands. In this case, each point of RCL over ½ his STR imposes a +1 Burst Deviation/Hit Spread modifier and for each point above ½ STR + 3 he suffers an additional point of DAM to the arm he fires the weapon with.

Scopes

Scopes come usually preselected for use at a specific range; thus the MAL CombatSniper scope comes focussed for Long Range (because at this range the scope has the highest Aiming Bonus). This is simultaneously the optimum range for this scope; the range at which it works best and was designed for. 

Working with scopes at lower ranges than the range they were designed for is possible, but usually they give not the full bonus they would give if they were used for shooting at their optimum range unless their maginification factor is lowered. Usually all scopes have variable magification, so that they can also be used at ranges below their optimum range and still give sastifying results. 

Lowering maginifcation takes up one Action per Range Band shifted; in the next available Action the scope is focussed on the new range. The boni for Scopes used at their optimum (and maginifcation-changed range) can be found in the Scopes table, right after the Combat Modifiers table at the end of this document.

Under fire
(Optional Rule)

Being shot at means serious nervous stress (not to mention physical ...) and only the most hardened and hard-as-nails operatives will remain completely calm when under enemy fire.

This is reflected in a –5 modifier while under enemy fire. With this rule, however, it is possible to overcome the –5 Under Fire Modifier. Simply pass a COOL test; each point in excess of 16 reduces the modifier by 1.

With this optional rule, it is also possible for the operatives to overcome similar stressful situations. Under the general rules it is not possible to aim while being shot at. Using this optional rule, it is possible to aim – although it may not be wise to do so – while being shot at. 

In order to do so, the player must pass a COOL test. For each enemy that shoots at the character subtract –5 from the test. If the player fails the test, his character simply stays in cover or drops to the ground – whatever is more appropriate.

There may be other examples how to use this optional rule, how to implement them, however, is the Game Master's decision.

Jamming Factor
(Optional Rule)

A gun jams if all dice show a ‘1’ on an attack roll. The character needs a successful roll of Weapons Maintenance to unjam the weapon. This takes up one Action per attempt.

Quick Draw

Drawing a weapon costs one Action, provided it is stored in an easily accessible holster (shoulder, hip, back). Drawing a weapon from a concealed holster (ankle) or from a pocket or something similar costs at least two Actions.

Quick Draw is possible and unless the character possesses the Quick Draw Advantage he has to pass a DEX test in order to finish the move within this Action. Furthermore, it costs him 3 points of his Initiative Total and also increases the difficulty of his shot by –3. Remember, that if this character fires in the same Action, his shot will be a Wild Shot and thus he will have to beat an impressive –6 To-Hit Modification.

Drawing hand-to-hand weapons also takes one Action if they are stored at an easily accessible location and two (or more) Actions if they are stored e.g. in a backpack.

"Drawing" concealed (but ready) weapons like e.g. a Shaktar Switchblade costs no Action, all that is needed is a simple push of the button and the blade springs into action ...

Two-Handed Combat

A character can opt to attack with two weapons simultaneously. In case of fireamres the added recoil values of the weapons must not be higher than the character's STR (or he will suffer the above mentioned To-Hit modifier and/or bruising damage in the arm with the weapon that has an RCL value higher than ½ his STR). For close combat weapons the added DAM factors of the weapons must not be higher than the character’s strength.

If a character opts to fight with two weapons, he fights with a –3 penalty to all combat rolls made with the weapon in his off-hand. If the character posses the Advantage Ambidextrous, this penalty is cancelled. 

In order to attack with two weapons simulaneously the character can only use half of his combat skill for the attacks. 

Special Ammo

There are several types of ammo in The d3-System besides standard: AP, HP, HEAP and HESH all belong to an exquisite collection of special ammo with different capabilities. All those ammo types modify the weapon's PEN as well as DAM stat, either by adding to it,  doubling or halving it. When calculating the damage a special ammo projectile does, always add die-related DAM and PEN Die values to the projectile's DAM and PEN values after modifying the projectile's values due to special ammo effects.

Example: a 12.7mm standard Rifle round has a PEN of 6 and a DAM of 10. If this was a HEAP round, it's PEN would be 8 and it‘s DAM 12. A 12.7mm HESH would have the following stats: PEN 3, DAM 20. Remember though that these values are further increased by Damage and Penetration Dice Values.

Knockback

Knockback is the effect when a target that gets hit by an attack, staggers some steps backwards or even goes down because of the sheer force of the impact.

Knockback is connected to the attack's stopping power; the higher the stopping power is the more probable a knockback.

In SLA, whenever the DAM of the attack is higher than the victim's PHYS, it suffers knockback. In order to remain standing after such a hit, subtract PHYS from the DAM of the attack and make a PHYS roll minus the difference. 

If the victim fails the roll, it is knocked down (and thus is in a down (+3 To-Hit) position), gets its Initiative Total reduced to 0 (and thus acts last in this and all subsequent phases in this round) and furthermore looses his next Action trying to overcome the force of the hit. If the roll is successful, the victim's Initiative Total is reduced to 0 for this phase (and thus it acts last this phase).

If the DAM is higher than the victim's doubled PHYS, the victim will be knocked down and is probably incapacitated (see Damage). If he makes this roll, he is in a down (+3 To-Hit) position and loses one full round (= 3 phases) of Action.

Position

Projectile Attacks cannot be dodged – the only available choice is to dive for cover as quickly as possible when under enemy fire. If characters dodges “in the open”, without any cover, they are at –1 to Hit.

If there is cover a character can hide behind and if the player states that his character is diving for cover, the attacker gets a –2 modifier to his attack roll. 

A character who has dropped to the floor is then considered to be in a prone position and is thus at –2 to-Hit. This also asumes that the target is rolling over the ground as a defensive action.

Kneeling characters are also more difficult to hit; when attacked, their attacker recieves –1 To-Hit modifier.

However, a character can only try to dive for cover when the attacker has a lower Initiative Total than the character. All attacks that are executed on a higher Initiative Total than the character's are simply to fast for the character to react to them.

Dance of Death

Usually ranged attacks cannot be dodged, but if the character possesses the Dance/Ballet Of Death Advantage he can actually dodge bullets. 

On a successful Dodge roll, the Success Die Value of the Dodge attempt is subtracted from all ranged attacks made upon the character in this phase.

The drawback, however, is that the character’s next Action (whether in this or the next available phase) is executed with a –(7-Success Die Value) situational penalty. Characters who possess the Advantage Ballet Of Death suffer no such penalty. 

Note: Executing a dodge with Dance/Ballet Of Death costs no Action. 

Example: Shrike possesses Ballet Of Death. He is attacked by a Johanna wielding a DN Pistol. On the Dodge roll, Shrike’s player rolls  5, 6 and 4. Together with Shrike’s Dodge rank of 8 this is 23. The Success Die is a 5 for an enhanced Success Die Value of 10 (5 points in excess of 18). All attacks made on Shrike during that phase are at  –10 while Shrike has to execute his next Action with a –2 (7-5).

Grenades

When it comes to mass-destruction and all-out fear factor, nothing is as effective as a grenade. Standard Grenades come in four varieties: Blast/Concussion, Fragmentation, Smoke Grenades and Flash/Bang Grenades. Although different all Grenades share similar concepts.

All Grenades have a Blast Zone; this is the radius in Hexes that is affected from the Impact Point of the Grenade. The Impact Point is the place where the grenade detonates; in system terms it is the hex that simulates the placement of the grenade relative to the character. 

Each grenade has a Blast Radius; this simulates the lessening of grenade effects with increased range from the Impact Point. The Blast Radius is a range increment; per Blast Radius-Increment the Blast Zone of the grenade is decreased by 1 hex. Thus if a grenade has a blast radius of 0.5 and the character is 10 meters away from the Impact Point, the Blast Zone for this character is decreased by 20 hexes.

Most grenades also have a Damage rating; this gives the number of hit points lost or bruising taken per location within the Blast Zone. Thus if the Blast Zone of a Blast grenade (bruising damage) covers a characters both Legs, Abdomen and left Arm, the Bruising damage is multiplied by four. If the grenade were a Frag grenade, the character would take the grenades Damage to all locations within the Blast Zone and he would suffer the grenade’s Damage multiplied by four as Incap damage (see Applying Damage later).

If the characters run into a grenade that is already lying on the floor, the GM assigns the Impact Point in the lower third of the Hex Grid for each character individually (he could eg. simply choose a point and randomly deviate it by d6 hexes for each character).

If a character throws a grenade he rolls his Throwing skill with all appropriate modifiers (range, visibility, etc.). If he succeeds he chooses a Impact Point (in the lower third of the Hex Grid) for his targets on the Hex Grid. Then he deviates 6 hexes randomly from there. He can use the points scored on the Aiming Die to deviate back to the original Impact Point if he wishes. Per range band beyond Optimum the grenade automatically deviates 3 hexes straight downwards. If several targets are within the Blast Zone of the grenade the GM should increase/decrease their individual Blast Zones depending on their distance to the Impact Point.

If a character wants to jump a grenade to shield his companions from the blast, he takes the grenade’s Damage multiplied by 5 to his Chest and Abdomen locations. Subtract the hits in both locations from the grenade’s Damage x 5 and divide the result by 5 again. This is the Damage that is left over after shredding his body to pieces.

Example: The valiant but stupid Frother Wickham jumps onto a DA 90 frag grenade in a suicide attempt to rescue his friends. The grenade has Damage Rating of 10, so he takes 50 points damage to both his Chest and Abdomen. Wickham is a powerful Frother and he has 13 Hit Points in his Abdomen and 15 points in his Chest. Thus he stops 28 from the 50 points. The leftover 32 points are divided by 5 and the damage of the grenade is cut back to 6 points of damage (32/5=6.4=6) through Wickham’s (his only remains are his arms, legs and his head – his body has vanished in a blody pulp …) valiant suicide. 

If the squad’s Stormer Stoo had jumped on the grenade (Chest 21, Abdomen 19) he would have stopped 30 points of damage, and thus cut the remaining damage back to 4.

If the characters had placed a helmet over the grenade, the helmet should at least have an ID of 50 to completely stop the blast …

If a character in armour jumps onto a grenade, subtract both hits as well as all ID in the Chest and Abdomen location from the grenade damage.

Hand-to-Hand

Hand–to–Hand Combat (Melee) works similar to Projectile Combat, however, there are differences with regards to body locations and establishing where an attack has hit. Aiming attacks, Penetration, Damage and Armor Damage are all resolved equal to Projectile Combat. The real differences, however, arise in working out attacks, parries and dodges.

Attacks

When a character enters hand–to–hand combat, they may have one attack in each action. To determine if the attack is successful, roll 3d6 and add your weapon skill (and any other bonuses and penalties): 13 or higher is a hit. Like in projectile combat, all points scored in excess of 18 are added to the attack's AIM.

The player may opt for a more difficult attack (i.e. he chooses to attack with a e.g. –3 modifier), thereby raising the target number for his opponent's parry/dodge as well.

As ranged attacks, melee attacks are aimed at a specific target hex. If the attack is successful they randomly deviate a number of hexes from this intended target hex. The player can use points scored on the Aiming Die of his Attack roll to reduce this deviation. 

The number of hexes the attack deviates is equal to the Handling Factor of the weapon. This factor is different for each weapon and can be found in the weapon’s description.

To determine the damage, look up the damage caused by the weapon and add your strength bonus (STR divided by 3, round down) as well as all points scored on the Damage Die. 

If the PEN of a hand-to-hand attack against an armored target is not greater than ½ the armor's PV, neither the victim, nor the armor takes any damage.

If the PEN of a hand-to-hand attack is equal to or below zero, the damage it causes is bruising damage and it will cause no wounds/bleeding.

Aim

A character can opt not to attack, instead spending the Action to Aim; doing so gives him a +1 bonus to his Aiming Die value should he finally attack. This bonus can only be used to cancel the hit deviation caused through the weapon’s handling factor or similar circumstances. A character who is attacked while aiming cannot parry and can only use a “half-dodge” (this costs no Action, but is executed at half the character’s Dodge skill value and represents a quick side- or back-step to evade the attack).

Defensive Actions

A character has a number of free parries per combat round; this is equal to the number of his Actions divided by 2. The character can take these free parries any time during the Combat Round, even in phases he usually cannot act in. Furthermore, the character can spend regular Actions for Parries, forfeiting the chance to attack during the phase. He can do this, however, only in phases he can already act in, and he cannot spend more “regular” Actions for defense than he has normally available during this phase. 

Instead of a parry a character can also attempt to dodge a melee attack, but he needs the skill Dodge and must use an Action in order to do so. 

Parries

If you chose to parry an attack, roll your combat skill (this should be the same skill that 
you are getting attacked with, or the GM might impose some modifiers to your parry, like, e.g. for defending with Blade, 1h against Polearm).

Now add your Success Die to the DAM of the weapon you are parrying with (inclusive your STR bonus); each point decreases the Damage Value of the attack by one point. Again remember that if your Parry total is in excess of 18, all excess points are added to the Success Die of your parry.

Furthermore a character can modify the the aiming point where he is hit with a successful parry (provided that the parry doesn’t completely cancel the DAM done through the attack): Each point scored on the Success Die of a Parry increases the Handling Factor of the Attack by 1. Additionally the parrying character can modify the deviation direction by 1 step (eg. from original Deviation Direction 4 to Direction 3 or 5).

Parrying a weapon with bare (=unarmored) hands or arms is a very bad idea, probably you'll only get yourself hurt. Halve your total Parry score when parrying bare-handed against normal weapons. Parrying a vibro-weapon with your bare hands is not possible: you will bleed.

Parrying with flexible weapons (whips) is equally difficult: the difficulty of your parry is increased by the weapon's To-Hit modifier, but if you make your parry, you hit the attacker on his weapon arm, cause normal damage and stop as many points of damage from the attack as the DAM value (plus Success Die) of your whip is.

Dodge

As stated above, instead of parrying you might also opt for a dodge if you want to defend against an attack. To dodge, however, you must possess the skill Dodge and spend 1 Action to execute the skill; you cannot spend a free parry Action for a Dodge. When a character dodges he can choose if he executes a regular Dodge or a Quick Dodge. If a character excutes a regular Dodge, subtract the Success Die Value of the character’s Dodge roll (if successful) from all attacks made on him during that combat round (all three phases). However, during that round that character suffers a 
–(7-Success Die Value) situational penalty to all his Actions.

If the character executes a Quick Dodge his Success Die Value is subtracted from all attacks made on him during that phase. His next Action suffers a –(7-Success Die Value) situational penalty.

Like all rolls the result rolled in excess of 18 on a Dodge roll is added to the Success Die for an increased Success Die Value.

Example: Isis with Dodge: 7 is attacked by Scum, a DN Infiltrator, with Blade 1h: 5. Isis executes a quick dodge and rolls her Dodge, a 3, 1 and 3, adding her Dodge Rank of 7, for a result of 14, indicating a successful Dodge with a Success Die Value of 3. Scum (and all other attackers this phase) now suffer a –3 penalty to their attacks on Isis, while Isis suffers a –4 (7-3) situational penalty to her next Action.

Certain armors have a Dodge Modifier due to their bulkiness. This modifier is listed as DM in the armor's description and it is subtracted from a character's Dodge roll.

Martial Arts

Skill in Martial Arts allows for a higher Strength Bonus. Divide your Rank in Martial Arts by three (round up) and add it to your usual Strength Bonus to get your adjusted Strength Bonus. However in order to strike with this increased Strength Bonus, you must attack using your Martial Arts skill, not Unarmed Combat.

Characters skilled in Martial Arts attack faster than "normal" character. This is reflected in their rank in Martial Arts getting added to their Initiative Total in order to determine who acts first in a given phase.

Layering Armour 
(Optional Rule)

The GM may allow the characters to layer some kinds of protection over anther (such as wearing a Synthskin under a RainMan Duster), thus offering increased protection. 

A character wearing layered armour has a PV equal to the PV of the highest armour layer plus 1 per each layer additionally worn, but each layer worn increases the Dodge penalty by 1.

If the shot penetrates, apply the AD to all layers and subtract the appropriate reduced DAM (DAM – improved PV, see above) from location hits and Incap. If the shot doesn't penetrate, apply the AD to the ID's of all layers.

Applying Damage

Each point of damage scored in an attack markes off one square from the Incap/Bruising point counter. When all the squares in this counter are marked off the character falls unconscious (see Bruising Damage). If the character sustains 10 points damage in excess of his maximum Incap, the injury is fatal.
Additionally the damage is also marked off from the hit point counter of the location hit by the attack. If all squares are marked off in an location it is considered to be moderately wounded. If this location takes more damage it is 
counted as a negative damage overflow (the same holds true if damage exceeds the points left in a location; the excess is counted as a negative damage overflow). 

If the damage overflow reaches ½  the original value of hit points consider the location severely damaged. If it reaches the original value the location is destroyed.

Unarmed attacks only do bruising damage and only use the Bruising/Incap track. If one of the combatants is reduced to 0 Incap or beyond he falls uncoscious.

Martial Arts on the other hand uses both the body location track as well as the Incap/Bruising Track, even when the Martial Artist uses bruising damage. Combatants suffer the effects of 0 or negative body location tracks as if the damage was lethal. Thus, by concentrating damage to one location, it is easier to KO an opponent using Martial Arts than with usual Unarmed Combat.

Bruising Damage

A character suffers Standard Damage when he is hit by bullets or swords, but he takes Bruising Damge instead, when he is hit by fists or blunt weapons that are designed to stun and not kill the character.

Note: Although usual unarmed attacks cause Bruising Damage, Martial Arts can either cause Standard or Bruising Damge, depending upon the choice of the character’s player.

Bruising Damage is kept track indipendently from Standard Damge. If at any point the amount of Bruising Damage a character has accumulated is higher than the remaining Incap Hits of the character, the character falls unconscious.

To easily keep track of Standard and Bruising Damage, mark off Standard Damage from right to left in the Incap/Bruising Track. Bruising Damage, on the other hand, is marked off left to right. Whenever all squares in the Incap/Bruising Track are marked off, the character falls unconscious.

Bruising Damage is regained at a rate of 1 per hour. Ebon Healing Abilities double their effectiveness when healing bruising damage. Thus Healing 4 heals 4 Bruising/Flux.

Wounds

Every time a character is hit they probably take a wound. If the DAM of the attack is higher than the character's WT (Wound Threshold) they take a wound. The WT is equal to ½ the character's PHYS.

Legs

Reduced to 0: Halve all MOV values and all skill values for skills that are movement based. Lose one Action.

Reduced to -1/2 Hits: reduce MOV to zero; movement that uses this leg is impossible. Lose two Actions.

Reduced to -Hits: leg is mushed to jelly, amputated, squished, ...

Arms

Reduced to 0: Halve all skill values for skills that use this arm.

Reduced to -1/2 Hits: all skills that use this arm are impossible, arm is useless. Lose one Action.

Reduced to -Hits: arm is utterly useless, destroyed.

Abdomen

Reduced to 0: Character must pass a CONC test to remain conscious. All his Actions are reduced by 3.

Reduced to -1/2 Hits: Character must pass a test against 1/2 CONC to remain conscious, halve all skill values.

Reduced to -Hits: Character dies.

Chest

Reduced to 0: Character must pass a CONC test to remain conscious. All his Actions are reduced by 2.

Reduced to -1/2 Hits: Character must pass a test against 1/2 CONC to remain conscious, halve all skill values.

Reduced to -Hits: Character dies.

Head

Reduced to 0: Character must pass a  test against 1/2 CONC test to remain conscious. All his Actions are reduced by 5.

Reduced to -1/2 Hits: Character passes out.


Reduced to -Hits: Head blown off. Character instantly dies.If they receive a wound they lose a hit point every five rounds after they were wounded from the Hits in the location they were wounded in but also from their Incap. If the Hits in the wounded location are thus reduced to zero, the character begins to lose Hits from his Torso body location instead.

Bleeding occurs in the third phase of a round, after all Actions are taken.

Subsequent wounds shorten the time between loss by 1 round, and more than 5 wounds causes 1 Hit point per round for each wound over 4. Each wound confers a cumulative –1 wounded penalty upon the character that is subtracted from all dice rolls (whether they are stat or skill rolls).

First Aid

First Aid is given by using the skill Medic, Paramedic. First Aid can be used to close wounds but the skill will not restore any Hit Points.

To close a wound make a successful Paramedic/Surgery roll with a Success Die equal to or higher than then total of wounds that the wounded character has sustained. If the roll is successful, one wound is closed and the medic can continue to work on the other wounds in his next Action.

Should he fail his roll, he causes one point of damage and fails to close the wound.

The skill Paramedic can also be used to extract bullets that are stuck in the target – this is a messy operation and requires a successful Paramedic roll. This operation will always cause damage, but the higher the Success Die on this roll, the less damage it causes. Standard DAM for this operation is 6 points, but each point scored on the Success Die lowers this value by one point.

	
Situational Modifiers
	To Hit
	Aiming
	RCL
	Spread
	Notes

	Unskilled
	–3
	
	
	
	

	Wild (0 Actions aimed)
	–3
	
	
	+3 OPT or
x2.5 (MED+)
	

	Snap Shot (0 Actions aimed + Rapid Fire)
	
	
	
	+2 (OPT) or
 x2 (MED+)
	

	Aim (per Action above the first)
	
	+1
	
	
	

	Weapon Accuracy
	
	+ Acc#
	
	
	

	
	
	
	
	
	

	Under Attack
	–5
	
	
	
	

	Visibility
	–1 to –5
	
	
	
	

	Wounded (per wound)
	–1
	
	
	
	

	
	
	
	
	
	

	Attacker running
	-2
	
	
	
	

	Target kneeling
	-1
	
	
	
	

	Target prone (GM’s decision)
	-2
	
	
	
	

	Target down
	+3
	
	
	
	

	Attacker on higher ground
	+1 to +3
	
	
	
	

	
	
	
	
	
	

	Target Walking
	BMove/2
	
	
	
	BMove=Base Movement Rate

	Target Running
	RMove/2
	
	
	
	RMove=BMove*2

	Target Sprinting
	SMove/2
	
	
	
	SMove=BMove*4

	Target Diving for cover/dropping to the floor
	-2
	
	
	
	

	Target Speeding (per 20 km/h)
	-1
	
	
	
	

	
	
	
	
	
	

	Using NightVision (without proper training)
	-2
	
	
	
	

	Using Bipod: med. to ext. range
	
	
	
	-2
	

	Using Pistol without Stocks: med. to ext. range
	-1
	
	
	
	

	
	
	
	
	
	

	Laser Painter: point blank to med. range
	
	+1
	
	
	

	Using Rifle in CQC
	-3
	
	
	
	

	Using Pistol in CQC
	-1
	
	
	
	

	
	
	
	
	
	

	Lodged Shot
(contact)
	
	
	
	-3
	-6 Burst Deviation

	Point Blank 
(within 5m)
	
	
	
	-1
	–2 Burst Deviation

	Medium Range 
(x2 Optimum)
	
	
	
	+3
	+2 Burst Deviation

	Long Range 
(x4 Optimum)
	
	
	
	+6
	+4 Burst Deviation

	Extreme Range 
(x8 Optimum)
	
	
	
	+9
	+6 Burst Deviation

	
	
	
	
	
	

	Firing Stance 
	
	
	-1
	
	

	Firing Stance with Rest 
	
	
	-2
	
	

	
	
	
	
	
	

	Weapon Recoil > STR
	
	
	
	+(RCL-STR)
	(RCL-STR) Burst Deviation

	Weapon Recoil > STR+3
	
	
	
	+(RCL-STR)
	RCL-(STR+3) hits bruising to 

arm and 

(RCL-STR) Burst Deviation


	Scope
	Adjusted for
	Point Blank
	OPT
	MED
	LNG
	EXT

	
	
	
	
	
	
	

	CAF Sniper Eye (standard Medium Range)
	medium
	n/a
	+0
	+1
	n/a
	n/a

	
	optimum
	+0
	+1
	n/a
	n/a
	n/a

	
	
	
	
	
	
	

	FEN SureSight (standard Medium Range)
	medium
	n/a
	+2
	+2
	+1
	n/a

	
	optimum
	+2
	+2
	+1
	n/a
	n/a

	
	
	
	
	
	
	

	FEN FarKill (standard Long Range)
	long
	n/a
	-2
	-1
	+3
	+1

	
	medium
	-2
	-1
	+3
	+1
	n/a

	
	optimum
	-1
	+3
	+1
	n/a
	n/a

	
	
	
	
	
	
	

	FEN SniperKill (standard Extreme Range)
	extreme
	n/a
	-4
	-2
	0
	+2

	
	long
	-4
	-2
	0
	+2
	+1

	
	medium
	-2
	0
	+2
	+1
	n/a

	
	optimum
	0
	+2
	+1
	n/a
	n/a

	
	
	
	
	
	
	

	FEN Combat Sniper (standard Medium Range)
	medium
	n/a
	x0.5
	x2
	x1.5
	n/a

	
	optimum
	x0.5
	x2
	x1.5
	n/a
	n/a

	
	
	
	
	
	
	

	MAL PowerScope (standard Long Range)
	long
	n/a
	x0.5
	x1.5
	x2
	x1.5

	
	medium
	x0.5
	x1.5
	x2
	x1.5
	n/a

	
	optimum
	x1.5
	x2
	x1.5
	n/a
	n/a

	
	
	
	
	
	
	

	MAL UltraScope (standard Medium Range)
takes one Action to auto-adjust to a new Range
	medium
	n/a
	x1
	x2
	x1
	n/a


	Name
	Skill
	Clip
	Cal
	ACC
	FA
	Mode
	RCL
	rcb
	rcf
	RNG
	WtW
	Cost

	GA47 10mm Semi-Auto Pistol
	Pistol
	12
	10
	0
	-
	SA
	4
	-
	-
	10
	0,5
	75

	GA50 Finisher Assault Rifle
	Rifle
	18
	10
	-1
	1,5
	SA-B-FA
	7
	9
	11
	15
	3,0
	300

	GA85W Vark
	Rifle
	40
	11.35
	-1
	1,5
	SA-B-FA
	8
	10
	12
	25
	2,8
	2000

	
	
	
	
	
	
	
	
	
	
	
	
	

	FEN 603 10mm Autoloader
	Pistol
	20
	10
	0
	-
	SA
	4
	-
	-
	12
	0,5
	150

	FEN 604 Hellfire
	Pistol
	20
	10
	0
	-
	A
	4
	-
	-
	12
	0,5
	350

	FEN 066 Reaper Heavy Pistol
	Pistol
	8
	12.7
	0
	-
	SA
	6
	-
	-
	15
	1,5
	400

	FEN 091 Farjacket
	Pistol
	5
	17
	0
	-
	S
	9
	-
	-
	24
	2,0
	800

	FEN 204 Gunhead SMG
	Pistol
	40
	10
	1
	1
	SA-B-FA
	3
	4
	5
	15
	2,0
	350

	FEN AR 10mm Assault Rifle
	Rifle
	25
	10
	-1
	2
	SA-B-FA
	7
	9
	11
	20
	3,5
	750

	FEN 24 Warmonger Rotary
	Rifle
	40
	11.35
	-1
	1
	FA
	-
	-
	8
	27
	2,6
	2500

	FEN 706 Power Reaper 2.1000
	Rifle
	Belt
	10
	0
	1
	FA
	-
	-
	6
	26
	14,5
	1575

	FEN 808 Power Reaper 2.4000
	Rifle
	Belt
	12
	-1
	1
	FA
	-
	-
	9
	30
	15,1
	1850

	FEN 93 GAG
	Rifle
	10
	12
	2
	2
	SA-B
	7
	9
	-
	75
	3,0
	800

	FEN 30-30 True Shot Sniper R.
	Rifle
	5
	8
	3
	-
	S
	11
	-
	-
	900
	5,0
	1100

	FEN TRI Sniper Platform
	Rifle
	2
	12.7
	0
	-
	S
	11
	-
	-
	1200
	8,0
	1450

	FEN 400 SureKill Sniper Can.
	Rifle
	5
	17
	3
	-
	S
	14
	-
	-
	1400
	24,0
	2000

	FEN 450 InstantDeath Sniper
	Rifle
	5
	21
	0
	-
	S
	13
	-
	-
	2000
	30,0
	3000

	
	
	
	
	
	
	
	
	
	
	
	
	

	KK20 Panther
	Pistol
	20
	12
	0
	-
	S
	4
	-
	-
	15
	2,0
	430

	KK30 Ripper
	Pistol
	20
	12
	1
	-
	SA-B
	6
	-
	-
	15
	3,5
	570

	
	
	
	
	
	
	
	
	
	
	
	
	

	GAK21A3 Assault Pistol
	Pistol
	7
	12.7
	0
	-
	SA
	5
	-
	-
	35
	2,7
	375

	GAK61 Submachine Gun
	Pistol
	20
	12.7
	0
	1,5
	SA-B
	5
	6
	-
	50
	3,7
	525

	GAK900 Assault SMG
	Pistol
	32
	12.7
	1
	1,5
	SA-B-FA
	6
	8
	9
	60
	4,2
	775

	GAK19 Assault System
	Rifle
	5
	12.7
	-3
	2
	S
	8
	11
	-
	145
	11,5
	1850

	
	
	
	
	
	
	
	
	
	
	
	
	

	BLA 710M Snubber
	Pistol
	14
	9
	0
	-
	SA
	3
	-
	-
	15
	0,3
	150

	BLA 646M Buzzsaw
	Pistol
	180
	9
	0
	1
	SA-FA
	4
	5
	-
	10
	1,4
	850

	BLA 464M Derringer
	Pistol
	2
	12.7
	-1
	-
	S(x2)
	5
	-
	-
	3
	0,4
	450

	BLA 046M Blitzer
	Pistol
	6
	12.7
	2
	-
	DA
	9
	-
	-
	20
	1,5
	790

	BLA 460M Powermonger
	Rifle
	Belt
	9
	1
	1
	FA
	-
	-
	3
	28
	22,7
	5000

	
	
	
	
	
	
	
	
	
	
	
	
	

	KPS Blazer Pump Action
	Rifle
	6
	10ga
	0
	-
	S
	6
	-
	-
	12
	3,5
	1200

	KPS Flayer Mini Shotgun
	Rifle
	2
	12ga
	-1
	-
	S(x2)
	4
	-
	-
	6
	3,7
	750

	KPS Mangler Assault Shotgun
	Rifle
	10
	12ga
	2
	2
	SA
	6
	8
	-
	9
	4,0
	900

	KPS Jackhammer Auto Shotg.
	Rifle
	15
	10ga
	1
	2
	B-FA
	-
	8
	9
	12
	5,1
	1475

	KPS Marauder Assault Shotg.
	Rifle
	8+8
	12ga
	2
	1,5
	SA-B
	5
	6
	-
	10
	6,5
	750

	
	
	
	
	
	
	
	
	
	
	
	
	

	MAL Nemesis Light Auoload.
	Pistol
	16
	10
	0
	-
	SA
	1
	-
	-
	15
	0,6
	200

	MAL Hammer Autoloader
	Pistol
	12
	12
	0
	-
	SA
	3
	-
	-
	15
	1,5
	175

	MAL Driller Autopistol
	Pistol
	12
	12
	0
	2
	SA-B
	5
	6
	-
	15
	1,7
	199

	MAL Anvil Heavy Autoloader
	Pistol
	10
	12.7
	0
	-
	SA
	5
	-
	-
	13
	1,7
	225

	MAL Predator Medium SMG
	Pistol
	32
	12
	1
	1
	SA-B
	5
	7
	-
	13
	2,0
	250

	MAL Punisher Heavy SMG
	Pistol
	30
	12.7
	1
	1,5
	SA-B-FA
	7
	9
	11
	12
	2,5
	275

	MAL Punisher II Heavy SMG
	Auto
	35
	12.7
	2
	2
	B-FA
	-
	9
	11
	15
	2,2
	425

	MAL Assault Cannon
	Rifle
	20
	12.7
	-3
	-
	SA
	10
	-
	-
	150
	12.5
	2150

	MAL Stormer Medium Can.
	Rifle
	Belt
	12.7
	0
	2
	SA-B
	10
	13
	-
	35
	15,5
	2200

	MAL Shredder Heavy Cannon
	Rifle
	Belt
	17
	0
	2
	SA-FA
	-
	14
	17
	30
	18,5
	7500

	
	
	
	
	
	
	
	
	
	
	
	
	

	AGB-7 Silent Demise
	Pistol
	10
	10Rifl
	-3
	-
	SA
	6
	-
	-
	15
	1,0
	1000

	AGB Chopper
	Rifle
	24
	spec
	0
	-
	DA
	6
	-
	-
	20
	4,0
	1700

	
	
	
	
	
	
	
	
	
	
	
	
	

	SP Vibro Disc
	Pistol
	4
	spec
	0
	-
	DA
	5
	-
	-
	25
	2,0
	760

	SLA 10-10 Bully Boy Shotgun
	Rifle
	10
	12ga
	1
	-
	S
	8
	-
	-
	10
	3,0
	200

	
	
	
	
	
	
	
	
	
	
	
	
	

	CAF P50 Steel Death
	Pistol
	8
	CAF
	-1
	-
	DA
	1
	-
	-
	10
	0.3
	150u

	CAF Cold Shadow SMG
	Pistol
	30
	CAF
	0
	1
	SA-B
	2
	1
	-
	10
	0.6
	250u

	CAF Screaming Eagle AR
	Rifle
	20
	CAF
	-1
	2
	SA-B
	4
	5
	-
	15
	1.5
	300u

	CAF R7 Wild Boar
	Rifle
	6
	CAF
	0
	-
	S
	5
	-
	-
	45
	2.0
	400u

	
	
	
	
	
	
	
	
	
	
	
	
	

	DarkNight DN74 Pistol
	Pistol
	20
	10
	0
	-
	SA
	2
	-
	-
	12
	0,5
	n/a

	DarkNight DN80 SMG
	Pistol
	40
	10
	0
	n/a
	SA-B
	6
	n/a
	n/a
	15
	1,8
	n/a

	DarkNight DN100 Rifle
	Rifle o
	25
	10
	0
	n/a
	SA-B-FA
	7
	n/a
	n/a
	20
	2,8
	n/a

	
	
	
	
	
	
	
	
	
	
	
	
	

	Thresher SHEER 0023/B1 R
	Rifle
	40
	11
	1
	n/a
	SA-B-FA
	7
	n/a
	n/a
	30
	15,25
	n/a

	Thresher FLAY 1701/C6
	Pistol
	14
	11
	0
	n/a
	SA
	9
	n/a
	n/a
	15
	3,75
	n/a

	Thresher VAPHII 0600/C12
	Rifle
	100
	14
	1
	n/a
	SA-B-FA
	12
	n/a
	n/a
	80
	18,35
	n/a

	Thresher 0000/A0 
	Rifle
	500
	17
	1
	n/a
	SA-B-FA
	30
	n/a
	n/a
	90
	20,75
	n/a

	

	Mode:
S
can only be shot in Single Action mode

	DA
can be shot in Double Action mode

SA
can be shot in Semi Auto mode

SA-B
can be shot in Semi Auto and Burst mode

	SA-B-FA
can be shot in Semi Auto, Burst and Full Auto mode

	B-FA
can be shot in Burst and Full Auto mode

FA
can be shot in Full Auto mode


	Name
	sights
	ir
	uv
	bp/tp
	safety
	lp
	sil
	STK
	recb
	MB
	stocks

	GA 47 10mm Semi-Automatic Pistol
	+
	+
	+
	/
	E
	/
	+
	+
	0
	-
	+

	GA  50 Finisher Assault Rifle
	+
	+
	+
	+
	E
	/
	+
	ShAb
	0
	-
	/

	GA85W Vark
	x
	x
	+
	+
	E
	+
	+
	ShAb
	0
	-
	/

	
	
	
	
	
	
	
	
	
	
	
	

	FEN 603 10mm Automatic Pistol
	+
	+
	+
	/
	E
	/
	+
	+
	0
	-
	+

	FEN 604 10mm Automatic Pistol
	+
	+
	+
	/
	E,I
	x
	+
	+
	0
	-
	+

	FEN 066 Reaper Heavy Pistol
	+
	/
	/
	/
	G
	x
	+
	+
	0
	-
	/

	FEN 091 Farjacket
	/
	/
	/
	/
	I,D
	+
	+
	+
	0
	-
	+

	FEN 204 Gunhead 10mm SMG
	+
	+
	+
	/
	E
	+
	x
	x
	1
	-
	+

	FEN AR 10mm Assault Rifle
	+
	+
	+
	+
	E
	x
	+
	ShAb
	0
	-
	/

	FEN 24 Warmonger Assault Rifle
	/
	/
	/
	BP
	E
	x
	/
	+
	GM
	-
	/

	FEN 706 Power Reaper 2.1000
	+
	+
	+
	+
	E
	x
	/
	/
	GM
	-
	/

	FEN 808 Power Reaper 2.400
	x
	x
	x
	TP
	E
	x
	/
	/
	GM
	MB
	/

	FEN 93 GAG
	+
	+
	+
	+
	E
	+
	+
	ShAb
	0
	MB
	/

	FEN 30-30 True Shot Sniper Rifle
	3000
	+
	+
	BP
	E
	x
	+
	x
	0
	-
	/

	FEN TRI Sniper Platform
	8000
	x
	x
	/
	E
	x
	x
	x
	0
	LMB
	/

	FEN 400 Sure Kill Sniper Cannon
	3000
	+
	+
	BP
	E
	x
	+
	+
	0
	LMB
	/

	FEN 450 InstantDeath Sniper
	8000
	x
	+
	TP
	E
	x
	+
	ShAb
	5
	LMB
	/

	
	
	
	
	
	
	
	
	
	
	
	

	KK 20 Panther
	+
	+
	+
	/
	I,D
	+
	+
	+
	0
	-
	/

	KK 30 Rpper
	/
	/
	/
	/
	I,D
	x
	/
	/
	0
	-
	/

	
	
	
	
	
	
	
	
	
	
	
	

	GAK 21A3 Assault Pistol
	/
	/
	/
	/
	I,D
	x
	x
	-
	0
	-
	/

	GAK 61 Submachine Gun
	1000
	+
	x
	/
	E
	+
	x
	+
	0
	-
	+

	GAK 900 Assault Submachine
Gun
	1000
	x
	x
	/
	E
	x
	/
	/
	0
	-
	x

	GAK 19 Assault System
	3000
	+
	+
	/
	E
	x
	-
	ShAb
	4
	-
	/

	
	
	
	
	
	
	
	
	
	
	
	

	BLA 710M Snubber
	/
	/
	/
	/
	E,I
	+
	+
	/
	0
	-
	/

	BLA 646M Buzzsaw
	/
	/
	/
	/
	E
	+
	/
	/
	0
	-
	/

	BLA 464M Derringer
	/
	/
	/
	/
	E
	/
	/
	/
	0
	-
	/

	BLA 046M Blitzer
	+
	+
	+
	/
	E
	+
	+
	+
	0
	-
	/

	BLA 460M Powermonger
	/
	/
	/
	TP
	E
	+
	/
	/
	GM
	-
	/

	
	
	
	
	
	
	
	
	
	
	
	

	KPS Blazer Punp Action Shotgun
	/
	/
	/
	/
	E
	/
	/
	/
	0
	-
	/

	KPS Flayer Minishotgun
	/
	/
	/
	/
	E
	/
	/
	/
	0
	-
	/

	KPS Mangler Assault Shotgun
	+
	+
	+
	/
	E
	+
	/
	/
	0
	-
	/

	KPS Jackhammer Autoshotgun
	+
	+
	+
	/
	E
	x
	/
	/
	0
	-
	/

	KPS Marauder Assault Shotgun
	/
	/
	/
	/
	E
	+
	/
	/
	0
	-
	/

	
	
	
	
	
	
	
	
	
	
	
	

	MAL Nemesis Light Autoloader
	/
	/
	/
	/
	I,D
	/
	+
	+
	3
	-
	/

	MAL Hammer Autopistol
	/
	/
	/
	/
	I,D
	+
	/
	+
	1
	-
	/

	MAL Driller Autopistol
	/
	/
	/
	/
	I,D
	+
	/
	/
	0
	-
	/

	MAL Anvil Heavy Autopistol
	/
	/
	/
	/
	I,D
	x
	+
	+
	1
	-
	/

	MAL Predator Medium SMG
	/
	/
	/
	/
	E
	+
	+
	+
	1
	-
	+

	MAL Punisher Heavy SMG
	+
	+
	+
	/
	E
	+
	+
	x
	1
	-
	+

	MAL Punisher II Heavy SMG
	+
	+
	+
	/
	E
	x
	+
	+
	1
	-
	x

	MAL Assault Cannon
	/
	/
	/
	/
	E
	x
	/
	ShAb 
	2
	-
	/

	MAL Stormer Medium Cannon
	+
	+
	+
	BP
	E
	x
	/
	ShAb
	1
	LMB
	/

	MAL Shredder Heavy Cannon
	1000
	+
	x
	TP
	E
	x
	/
	/
	GM
	LMB
	/

	
	
	
	
	
	
	
	
	
	
	
	

	AGB-7 Silent Demise
	1000
	+
	+
	BP
	I,D
	+
	+
	/
	GM
	-
	/

	AGB Chopper
	/
	/
	/
	/
	E
	x
	/
	/
	0
	-
	/

	
	
	
	
	
	
	
	
	
	
	
	

	SP Vibro Disc
	/
	/
	/
	/
	E
	/
	/
	/
	/
	-
	/

	SLA 10-10 Bully Boy Shotgun
	+
	+
	+
	/
	E
	+
	/
	/
	0
	-
	/

	
	
	
	
	
	
	
	
	
	
	
	

	CAF P50 Steel Death
	/
	/
	/
	/
	E
	/
	/
	/
	0
	-
	/

	CAF Cold Shadow SMG
	/
	/
	/
	/
	E
	/
	/
	/
	0
	-
	/

	CAF Screaming Eagle Assault Rifle
	/
	/
	/
	/
	E
	/
	/
	/
	0
	-
	/

	CAF R7 Wild Boar
	/
	/
	/
	/
	E
	/
	/
	/
	0
	-
	/

	
	
	
	
	
	
	
	
	
	
	
	

	DarkNight DN74 Pistol
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a

	DarkNight DN80 SMG
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a

	DarkNight DN100 Rifle
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a

	
	
	
	
	
	
	
	
	
	
	
	

	Thresher SHEER 0023/B1 R
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a

	Thresher FLAY 1701/C6
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a

	Thresher VAPHII 0600/C12
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a

	Thresher 0000/A0 
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a

	

	General:
x
= is equipped with feature
	Safety:
E
= External

	
+
= can be equipped with feature
	
I
= Internal

	
/
= cannot be equipped with feature
	
D
= Decocking Lever

	Recoil:
#
= is equiped with Recoil Baffling level #
	
T
= Trigger Safety

	
GM 
= comes equipped with a Waldo Unit
	BP/TP:
BP
= comes with a Bipod

	Sights:
#
= comes with Image Magnification #
	
TP
= comes with a Tripod


	Penetration

HP: STD –3     AP: STD +3     HEAP: STD +2     HESH: STD/2
	
	Damage

HP: STD +3     AP: STD -–3     HEAP: STD +2     HESH: STD x2

	Pistol
	Std
	Ap
	Hp
	Heap
	Hesh
	
	Pistol
	Std
	Ap
	Hp
	Heap
	Hesh

	CAF
	-1
	
	
	
	
	
	CAF
	-1
	
	
	
	

	8mm long
	6
	x
	
	x
	
	
	8mm long
	2
	x
	
	x
	

	9mm BLA
	1
	x
	x
	x
	
	
	9mm BLA
	1
	x
	x
	x
	

	10mm Auto
	1
	x
	x
	x
	
	
	10mm Auto
	3
	x
	x
	x
	

	12mm
	3
	x
	x
	x
	x
	
	12mm
	7
	x
	x
	x
	x

	12.7mm
	4
	x
	x
	x
	x
	
	12.7mm
	8
	x
	x
	x
	x

	17mm
	5
	x
	x
	x
	x
	
	17mm
	11
	x
	x
	x
	x

	12ga shot
	1
	
	
	
	
	
	12ga shot
	11
	
	
	
	

	12ga slug
	2
	
	
	
	
	
	12ga slug
	11
	
	
	
	


	Penetration

HP: STD –3     AP: STD +3     HEAP: STD +2     HESH: STD/2
	
	Damage

HP: STD +3     AP: STD –3     HEAP: STD +2     HESH: STD x2

	Rifle
	Std
	Ap
	Hp
	Heap
	Hesh
	
	Rifle
	Std
	Ap
	Hp
	Heap
	Hesh

	CAF
	1
	
	
	
	
	
	CAF
	3
	
	
	
	

	8mm long
	6
	x
	
	x
	
	
	8mm long
	12
	x
	
	x
	

	9mm BLA
	3
	x
	x
	x
	
	
	9mm BLA
	5
	x
	x
	x
	

	10mm Auto
	5
	x
	x
	x
	
	
	10mm Auto
	11
	x
	x
	x
	

	11mm Thresher
	6
	
	
	x
	
	
	11mm Thresher
	11
	
	
	x
	

	11.35mm
	7
	x
	x
	x
	x
	
	11.35mm
	12
	x
	x
	x
	x

	12mm
	9
	x
	x
	x
	x
	
	12mm
	17
	x
	x
	x
	x

	12.7mm
	10
	x
	x
	x
	x
	
	12.7mm
	22
	x
	x
	x
	x

	14mm Thresher DU
	12
	
	
	
	
	
	14mm Thresher DU
	25
	
	
	
	

	17mm
	18
	x
	x
	x
	x
	
	17mm
	35
	x
	x
	x
	x

	17mm Thresher DU
	18
	
	
	
	
	
	17mm Thresher DU
	36
	
	
	
	

	20mm
	21
	x*
	x*
	x*
	x*
	
	20mm
	42
	x*
	x*
	x*
	x*

	21mm
	25
	
	
	
	
	
	21mm
	49
	
	
	
	

	25mm Fire HEDU
	37
	
	
	
	
	
	25mm Fire HEDU
	62
	
	
	
	

	25mm Fire DUAP
	67
	
	
	
	
	
	25mm Fire DUAP
	32
	
	
	
	

	30mm
	32
	x*
	x*
	x*
	x*
	
	30mm
	61
	x*
	x*
	x*
	x*

	40mm
	40
	x*
	x*
	x*
	x*
	
	40mm
	77
	x*
	x*
	x*
	x*

	60mm
	94
	x*
	x*
	x*
	x*
	
	60mm
	125
	x*
	x*
	x*
	x*

	12ga shot
	1
	
	
	
	
	
	12ga shot
	13
	
	
	
	

	12ga slug
	2
	
	
	
	
	
	12ga slug
	13
	
	
	
	

	10ga shot
	2
	
	
	
	
	
	10ga shot
	15
	
	
	
	

	10ga slug
	4
	
	
	
	
	
	10ga slug
	15
	
	
	
	

	Ballbearings
	-4
	
	
	
	
	
	Ballbearings
	5
	
	
	
	

	70mm Vibro Disc
	13
	
	
	
	
	
	70mm Vibro Disc
	11
	
	
	
	

	Chopper Pack
	5
	
	
	
	
	
	Chopper Pack
	24
	
	
	
	


	Armour Damage (CAF-30mm Fire HEDU)
	
	Armour Damage (30mm -40mm Gren.)

	Caliber
	Std
	Ap
	Hp
	Heap
	Hesh
	
	Caliber
	Std
	Ap
	Hp
	Heap
	Hesh

	CAF Pistol
	1
	
	
	
	
	
	14mm Thresher DU
	8
	
	
	
	

	8mm long Pistol
	1
	1
	
	1
	
	
	17mm
	6
	5
	9
	6
	12

	9mm BLA Pistol
	1
	1
	1
	1
	
	
	17mm Thresher DU
	12
	
	
	
	

	10mm Auto Pistol
	1
	1
	1
	1
	
	
	20mm
	7
	7
	11
	7
	14

	12mm Pistol
	1
	1
	2
	2
	2
	
	21mm
	8
	
	
	
	

	12.7mm Pistol
	1
	1
	2
	2
	3
	
	30mm
	10
	10
	15
	11
	20

	17mm Pistol
	2
	2
	3
	2
	4
	
	40mm
	13
	12
	19
	13
	26

	CAF
	1
	
	
	
	
	
	60mm
	21
	20
	31
	21
	42

	8mm long
	1
	2
	
	2
	
	
	12ga Shot
	1
	
	
	
	

	9mm BLA
	1
	1
	1
	1
	
	
	12ga Slug
	2
	
	
	
	

	10mm Auto
	2
	1
	3
	2
	
	
	10ga Shot
	1
	
	
	
	

	11mm Thresher
	2
	
	
	2
	
	
	10ga Slug
	3
	
	
	
	

	11.35mm 
	2
	2
	3
	2
	4
	
	Ballbearings
	1
	
	
	
	

	12mm
	3
	2
	4
	3
	6
	
	70mm Vibro Disc
	2
	
	
	
	

	12.7mm
	4
	3
	6
	4
	7
	
	Chopper Pack
	4
	
	
	
	


	Ammunition Cost (SLA Industries Prices)
	
	Ammunitions Cost (Black Market)

	Pistol
	Std
	Ap
	Hp
	HEAP
	HEsh
	
	Pistol
	Std
	Ap
	Hp
	Heap
	HEsh

	CAF
	
	
	
	
	
	
	CAF
	1
	
	
	
	

	8mm long
	2
	3
	
	3
	
	
	8mm long
	40
	60
	
	60
	

	9mm BLA
	1.5
	2
	1
	3
	
	
	9mm BLA
	30
	40
	40
	50
	

	10mm Auto
	0.5
	1.5
	1
	1.5
	
	
	10mm Auto
	15
	30
	40
	30
	

	11mm Thresher
	
	
	
	
	
	
	11mm Thresher
	
	
	
	75
	

	12mm
	2
	2.5
	3
	2.5
	4
	
	12mm
	40
	50
	65
	50
	80

	12.7mm
	2
	3
	4
	3
	4.5
	
	12.7mm
	40
	65
	80
	65
	90

	17mm
	5
	7
	8
	7
	10
	
	17mm
	100
	140
	160
	140
	200


	Ammunition Cost (SLA Industries Prices)
	
	Ammunitions Cost (Black Market)

	Rifle
	Std
	Ap
	Hp
	HEAP
	HEsh
	
	Rifle
	Std
	Ap
	Hp
	Heap
	HEsh

	CAF
	
	
	
	
	
	
	CAF
	1
	
	
	
	

	8mm long
	2
	3
	
	3
	
	
	8mm long
	40
	60
	
	60
	

	9mm BLA
	2
	2.5
	1.5
	3.5
	
	
	9mm BLA
	40
	50
	50
	60
	

	10mm Auto
	1
	2
	3
	2
	
	
	10mm Auto
	20
	40
	60
	40
	

	11mm Thresher
	
	
	
	
	
	
	11mm Thresher
	
	
	
	100
	

	11.35mm
	2
	3
	3
	4
	5
	
	11.35mm
	40
	60
	60
	60
	60

	12mm
	3
	4
	5
	4
	6
	
	12mm
	60
	80
	100
	80
	120

	12.7mm
	3
	5
	6
	5
	7
	
	12.7mm
	60
	100
	120
	100
	140

	14mm Thresher DU
	
	
	
	
	
	
	14mm Thresher DU
	400
	
	
	
	

	17mm
	8
	10
	12
	10
	15
	
	17mm
	160
	200
	240
	200
	300

	17mm Thresher DU
	
	
	
	
	
	
	17mm Thresher DU
	600
	
	
	
	

	20mm
	10
	12
	11
	15
	20
	
	20mm
	200
	240
	250
	300
	400

	21mm
	15
	
	
	
	
	
	21mm
	250
	
	
	
	

	25mm Fire HEDU
	
	
	
	
	
	
	25mm Fire HEDU
	
	
	
	
	

	25mm Fire DUAP
	
	
	
	
	
	
	25mm Fire DUAP
	
	
	
	
	

	30mm
	15
	20
	22
	25
	30
	
	30mm
	300
	400
	450
	500
	600

	40mm
	20
	30
	35
	40
	50
	
	40mm
	750
	800
	1000
	1200
	2000

	60mm
	30
	40
	50
	55
	60
	
	60mm
	1000
	1500
	2000
	1500
	3000

	12ga shot
	3
	
	
	
	
	
	12ga shot
	60
	
	
	
	

	12ga slug
	4
	
	
	
	
	
	12ga slug
	80
	
	
	
	

	10ga shot
	5
	
	
	
	
	
	10ga shot
	100
	
	
	
	

	10ga slug
	6
	
	
	
	
	
	10ga slug
	120
	
	
	
	

	Ballbearings
	
	
	
	
	
	
	Ballbearings
	
	
	
	
	

	70mm Vibro Disc
	
	
	
	
	
	
	70mm Vibro Disc
	
	
	
	
	

	Chopper Pack
	
	
	
	
	
	
	Chopper Pack
	
	
	
	
	


	Armour Name
	Skill
	DM
	PV
	HeaD
	CHST
	ABD
	Arm
	Leg
	Cost
	Notes

	Striker Motorcyle Armour
	n/a
	n/a
	1
	
	5
	5
	5
	5
	10
	

	CAF Flak Vest
	n/a
	n/a
	1
	
	8
	8
	
	
	20
	

	CAF Duster Cheyenne
	n/a
	n/a
	3
	
	8
	8
	8
	8
	75
	

	FEN Cloak RainMan
	n/a
	n/a
	4
	
	10
	10
	10
	10
	100
	

	Synthskin
	n/a
	n/a
	5
	5
	10
	10
	5
	7
	2000
	special

	PP GobGuard Facemask
	n/a
	n/a
	4
	5
	
	
	
	
	
	

	PPBB BattleBreeze Armour
	n/a
	n/a
	6
	5
	16
	15
	14
	14
	600
	

	PPBB BattleBreeze Shirt
	n/a
	n/a
	2
	
	5
	5
	5
	
	n/a
	

	PPBB BattleBreeze Trousers
	n/a
	n/a
	2
	
	
	
	
	5
	n/a
	

	PP644 Blocker
	1
	1
	5
	8
	14
	14
	10
	12
	400
	

	PP6 Light EXO
	1
	2
	6
	9
	17
	16
	13
	15
	550
	

	PP7 EXO
	1
	3
	7
	10
	20
	18
	15
	17
	750
	-2 DEX

	PP747 NEXO
	2
	4
	7
	12
	25
	20
	17
	18
	900
	

	PPFR Clansman
	2
	3
	7
	20
	42
	40
	28
	30
	1350
	+3 STR

	PP7 Heavy EXO
	3
	4
	8
	15
	35
	30
	25
	28
	1250
	

	PP9 Stormer
	4
	5
	9
	20
	50
	50
	40
	45
	1500
	+3 STR

	PPF ClanMaster Battlesuit
	4
	4
	10
	20
	55
	50
	45
	50
	3000
	+2 STR, +2 DEX

	PP10 HARD
	5
	6
	10
	20
	50
	50
	40
	45
	1750
	-1 DEX

	PP70 Powercell
	6
	7
	12
	20
	70
	65
	50
	60
	2000
	+2 STR

	PP80 Flakbreak
	7
	8
	13
	20
	75
	70
	55
	65
	2100
	

	PP85 CloseGrinder
	7
	9
	14
	20
	70
	70
	50
	60
	3750
	+3 STR, +1 DEX

	PP100 Crackshot
	7
	10
	15
	20
	80
	75
	60
	70
	3000
	

	PP112 Silverback
	8
	3
	15
	10
	24
	22
	18
	20
	4000
	+3m Sprint, leap

	PP104 Dogeybone
	9
	12
	16
	60
	150
	150
	80
	120
	5000
	+5 STR

	PP120 Snapfire
	9
	15
	17
	25
	85
	80
	65
	75
	n/a
	+2 STR, +2 DEX

	MAL Shock Armour
	10
	20
	18
	80
	200
	200
	120
	180
	10000
	STR 20, DEX 15


	Natural Close Combat Weapons

	Name
	SKill
	Pen
	Dam
	AD
	HF
	Cost
	BM
	Notes

	Fist
	Unarmed
	0
	0*
	0
	4
	n/a
	n/a
	

	Kick
	Unarmed
	0
	1*
	0
	5
	n/a
	n/a
	

	Shaktar Claws
	Unarmed 
	1
	0
	0
	5
	n/a
	n/a
	

	Stormer Claws
	Unarmed
	1
	1
	0
	5
	n/a
	n/a
	

	Stormer Tail
	Unarmed
	2
	4
	1
	6
	n/a
	n/a
	

	Carrien Claw
	Unarmed
	1
	2
	0
	5
	n/a
	n/a
	

	Carrien Fang
	Unarmed
	0
	1
	0
	4
	n/a
	n/a
	

	Carnivorous Pig Claw
	Unarmed
	1
	1
	0
	5
	n/a
	n/a
	

	Carnivorous Pig Teeth
	Unarmed
	1
	3
	1
	4
	n/a
	n/a
	

	* will not cause ID damage against an armoured target.

	Unpowered Close Combat Weapons

	Name
	SKill
	Pen
	Dam
	AD
	HF
	Cost
	Bm
	NOTES

	MAC Knife
	Blade, 1h
	1
	4
	1
	6
	80
	1200
	

	Knife
	Blade, 1h
	0
	1
	0
	5
	5u
	n/a
	

	Jolt Glove
	Unarmed
	user
	user
	user
	5
	105
	2100
	

	SLA Blade
	Blade, 1h
	0
	1
	0
	5
	2
	40
	

	Club/Bat
	Club, 1h
	0
	1
	0
	6
	20u
	n/a
	

	Sledgehammer
	Club, 2h
	-1
	3
	1
	7
	35u
	n/a
	

	Sword
	Blade, 1h
	0
	2
	1
	6
	10u
	n/a
	

	Vibro-Power Close Combat Weapons

	Name
	SKill
	Pen
	Dam
	AD
	HF
	Cost
	BM
	Notes

	Amputator Sword
	Blade, 1h
	4
	6
	3
	7
	100
	2000
	

	Eviscerator Sword
	Blade, 2h
	5
	8
	4
	8
	200
	5000
	

	Scalpel Knife
	Blade, 1h
	2
	3
	1
	5
	50
	1000
	features practical thumb tweaker

	Vibro Bajonet/Dagger
	Blade, 1h
	4/3
	5/4
	2/1
	6
	75
	1250
	

	Chainaxe
	Chainaxe
	4
	5
	3
	9
	85
	1500
	

	Pacifier Baton
	Club, 1h
	0
	5
	5
	6
	80
	1000
	

	Power Claymore
	Blade, 2h
	4
	6
	3
	9
	100
	2200
	

	Vibro Sabre
	Blade, 1h
	4
	4
	2
	8
	100
	2000
	

	MAC Vibro Knife
	Blade, 1h
	3
	5
	3
	7
	90
	1800
	

	GASH Fist
	Unarmed
	4
	4
	2
	7
	80
	1600
	

	Flick Scythe
	Polearm
	5
	5
	3
	10
	120
	2400
	

	Mutilator Fist
	Unarmed
	3
	5
	3
	8
	85
	1700
	

	Power Disc
	Blade, 1h/
Thrown
	4
	4
	2
	7/8
	100
	1900
	

	Shaktar Switchblade
	Blade, 1h
	5
	6
	3
	7
	200
	5000
	fitted to arm of armour

	Power Whip
	Flexible
	3/4
	2/4
	2/2
	10
	75
	750
	Parry –3; fumble on Aiming Die 1

	Monowhip
	Flexible
	3/5
	6/8
	1/1
	10
	150
	3000
	Parry –6; fumble on Aiming Die 2-

	Molecule Whip
	Flexible
	7
	9
	1
	10
	300
	7000
	Parry –10;fumble on Aiming Die 3-

	Grenades

	Name
	Blast Zone
	Blast Radius
	Damage
	Notes

	DA 71 Blast/Concussion
	33 Hex
	0.5
	8 Bruising
	

	DA 90 Frag Grenade
	18 Hex
	1
	10 Hits
	

	DA 99 Flash/Bang
	33 Hex
	1
	Special
	must pass (PHYS – eff. Blast Zone) not to lose the next 6 Actions


Note: Although you can use the weapon stats provided in this appendix, we recommend using the Weapon Customization Database that can be downloaded from www.dnotice.de for a more exact handling of firearms in your game. 

This database also automatically calculates a weapon’s recoil based on the factors of bullet energy, recoil baffling and special features (like muzzle breaks or shock absorbing stocks.). It enables you to reflect the changes in the wound/flight  ballistics of a weapon when you eg. increase the barrel length or customize the barrel so that it fits a bigger/smaller caliber. 

The 3d-System is copyright © 1999-2001 by dnotice.de. http://www.dnotice.de 










