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Introduction:


Welcome to the Survivors Guide to the world of Twilight of the Apocalypse. This Book covers the character generation process, skills, equipment and the survival of that character. The skills and equipment available to the characters will be left up to the Game Master to decide what fits his/her campaign setting. The assumption that is made, that it is at least 20 years after the fall of civilization, as we know it today.


The rules contained in this book are subject to approval by the Game Master. This are only guide line to which set the tone of play. Feel free to add or take away anything you, as a GM would like.

Character Generation


In this section you will learn how to create a character to be used in Twilight of the Apocalypse campaign. In the following section you will find the different steps in making a character. These steps are presented in the order they should be performed to generate a character. Of course you can do any step in any order you wish, which would make it easier for you to generate a character.


The rules covered in the character generation section assume that the characters will be starting 20 years after the collapse of civilization. If your campaign is set earlier or later you will have to adjust the skills and equipment that are available, the origins of the different AGE Groups and the chance of the characters being mutated. Please check with the GM prior to creation a character to see what skills and equipment are available.

Age Group 


Each will need to roll 1D20 to determine the character’s age group. The GM may wish for the characters to start as a specific age group or he/she may restrict the available age groups. Check the results of the roll on the chart below.

Age Group Table

	D20
	Age Group
	Base Age

	1-5
	0
	13

	6-10
	1
	22

	11-14
	2
	31

	15-17
	3
	40

	18-19
	4
	49

	20
	5
	58


To determine the character’s actual age by adding the sum of 2D5 to the characters base age. This information will be entered on the top right hand side of the character sheet in the Age Group box.


Age is a very important part of the character generation process. It will determine how many skill points, initial skills the character will have and any benefits or detriments the character will receive from his actual age.


Below are the age groups are broken down to the initial skill and aging effects of each group.

Group 0: The character receives an initial score in Post-Ruin Culture and 1 non-fire arm combat skill. The character also receives 2D5 Attribute increase points. Attribute increase points are dealt with later. The character has a 2 in 6 chance of being “Changed”. If the GM doesn’t have an origin for the character, the play must roll on the Character Origin chart on page 2.

Group 1: The character receives an initial score in Post-Ruin Culture, 1 non-fire arm combat skill, and the player’s choice of Literacy or Tech Use. The character also receives 2D5 Attribute increase points. The character has a 1 in 6 chance of being “Changed”. If the GM doesn’t have an origin for the character, the play must roll on the Character Origin chart on page 2.

Group 2: The character receives an initial score in Literacy, Tech Use, and 1 non-fire arm combat skill.

The character also receives an initial score in Culture, but the player must specify the character’s area of knowledge. (Pre or Post- Ruin) The character must check the Development Point Table on page 2. 

Group 3: The character receives an initial score in Pre-Ruin Culture and the player’s choice of 2 non-firearm combat skills or 1 firearm combat skill. The character also gets double the initial score in Literacy and Tech Use. The character must check the Development Point Table on page 2. The character may suffer from aging affects. Aging Effects are dealt with later.

Group 4: The character receives double the initial scores in Literacy, Tech Use, Pre-Ruin Culture, and 1 firearm combat skill. The character must check the Development Point Table on page 2. The character will suffer from aging affects.

Group 5: The character receives double the initial scores in Literacy, Tech Use, Pre-Ruin Culture, 1 firearm combat skill, and a Survival skill. The character must check the Development Point Table on page 2. The character will suffer from aging affects.

All characters receive an initial score in Brawling and a Survival skill.

Origins for characters in Age Group 0 and 1


This is an optional section that deals with post-ruin born characters. The character’s upbringing will have an effect on the skills and equipment available to the character. To determine the character’s origin roll a 1D10 and add the character’s Age Group to the number rolled. Then check the chart below to see how the character was brought up.


Development Points


All characters get development points to use to help form the character into what the character would like. There are two ways the use the development points. The first is to use the as Attribute Increase Points. The second is to use them as Skill Points to buy skills with. 


Each character gets the amount of Development Points equal to the character’s Base Age. The player decides how the points will be used. Any left over points are lost. A character in the Age Groups 2-5 should check the Development Point Table. To determine the result on the table the player will need to roll 1D10 and add his/her Age Group to the number rolled and check the cart for the result. The player should note how he/she split up the development points on the side of his/her Character Record Sheet.


Psychological Profile and Talents


The Psychological Profile is used to determine the characters natural Talents. For a full description of each Talent see the section on talents in Book 1. By following the rules in Book 1, you may alter these initial values.  To determine the initial value of each Talent, the player needs to roll a D10 and consult the chart below. The results from each roll should be recorded on the Character Record Sheet in the Talent section in the Base column.  To determine the Talent Allocation Points, the player will need to roll 2D6 and add it to 15. This total number of Allocation Point may be distributed among the Talents at the player’s discretion. The number of points allocated to each Talent will need to be written in the Allocated column. When the player is done distributing the Talent Points, he/she will take the Base Value plus the Allocated Value to get the Current Value.  No Talent’s Current Value may exceed 20.

 

Initial Attribute Values


At the beginning each player receives 75 points to distribute among the character’s Attribute Values as he/she wishes. No Attribute may be greater that 40 or less than 1. Once the player has decided how he/she wants the points distributed, the results will be recorded on the CRS in the Allocated Column of the Attribute section. 

Skill Determination


This section is where the player decides which skills the character will have. Each skill the player wishes the character to have will cost skill points. The cost of each skill is listed in Appendix 2. Up to 5 skills, which are available to the character, may be purchased at twice the normal cost, which will give the character twice the initial score in those skills. If a skill is doubled and the characters initial score exceeds 100 the skill cannot be doubled.


Some skills require Prerequisite skills. In order for a character to have a skill with a Prerequisite skill, the character must have at least a score of 25 in each of the prerequisite skills.   

Alterations to Attributes 


The character’s attributes may be altered before the character is brought into play in 3 ways. First is by suffering aging effects. The rules governing Aging Effect are in Book 1. 

The second way the character’s attributes may be altered is the character being “Changed”. A character which is “Changed” may or may not have any of his/her Attributes modified, that depends on the type of “Changed” the character is. The GM will provide the nature and the effects of the character’s mutation. The rules governing mutations is in Book 3.


The third way a character's Attributes may be modified is with Attribute Increase Points. For each Attribute Increase Point the player allocates, the character will receive 1D3 points to distribute thought his/her Attributes any way he/she wishes. 

Physical Characteristics


To determine the character’s Physical Characteristics, the player will need to roll a D100 for Size, Bulk, and Looks separately. Then consult the table below. 

To calculate the characters base Recognition Factor total up the Recognition Factors of each characteristic. That is the character’s base Recognition Factor.

To calculate the character’s Personal Encumbrance, you will need to cross-reference the character’s Size and Bulk on the chart below.

Basic Clothing 


All characters will begin with some type of clothing. To determine what Basic Clothing the character starts with, the player should roll a D10 and add his/her Age Group to the result and consult the table below. 

Basic Clothing Table

	Die Roll

(D10)
	Item
	Coverage
	Code
	Total ENC
	AV Per Location

	1
	Shorts

Sandals

Shirt
	10-12

17-20

4-9,21-22
	HC

LH

LC
	.003

.016

.004
	2

2

1

	2-5
	Pants

Sneakers

Shirt
	10-18

19-20

4-9,21-28
	HC

HC

HC
	.009

.002

.014
	2

2

2

	6-10
	Fatigue Pants

Combat Boots

Shirt

Field Jacket
	10-18

17-20

4-9,21-28

4-11,21-28
	HC

LL

LC

HC
	.009

.016

.007

.016
	2

3

1

2

	11-13
	As 6-10 Plus

Hat

Gloves
	1

29-30
	HC

LL
	.001

.008
	2

3

	14-15
	As 11-13 Except

Pants

Boots

Jacket

Steel Pot 
	10-18

17-20

4-11,21-28

1
	PC

SY

PC

SP
	.0135

.04

.024

.07
	3

5

3

9


Initial Armor


This section covers the characters Initial armor. The character receives twice his/her Base Age in Armor Barter Points. These points can only be used to “buy” armor for that character. They cannot be shared or given to other characters. Any unused points are lost. The list of armor and their costs is in Appendix 3. 


The armor acquired in this manner must be in some sort of realistic pattern. I.e. a leather shirt, a steel breastplate, etc. 


Once the player has finished “buying” the character’s Initial Armor, the best Armor Value for each location should be entered on the CRS on the body chart. Now the player will need to calculate the characters total ENC Value being worn.


To determine the character’s Average Armor Value follow the rules given in Book 1.

Initial Equipment


Every character will start with a Survival Kit, which includes some basic equipment. This list can be found on the CRS, if there is a die roll required for a particular piece of equipment in the Survival Kit, the player will need to roll it now and make a note of the results on his/her CRS.

Every character also starts with some type of container to carry his/her equipment in. The player will need to roll on the Utility Number Table to determine the Utility of the container. After determining the Utility Number the player will need to consult the Container section of the Equipment and Gear section in this Book.


There are some skills that can start with equipment. To determine what if any equipment the character will receive for each skill, the player will need to roll a D10 and consult the Utility Number Table. Once the player has determined the Utility Number for each skill that he/she has that can start equipment, the player should consult the list of appropriate items for each skill, given later in this section.


There is a special roll needed when checking to see if the character starts with any small arms, before checking for the Utility Number. To determine if the character starts with a firearm appropriate to his/her first firearm skill the character must roll less than or equal to his/her Age Group on a D6. For the second skill the character must roll less than or equal to his/her Age Group on a D10. Every Firearm Skill after that, the character will have to roll less than or equal to his/her Age Group on a D20.


If the player fails on any attempt to receive a firearm, this will prevent the player from checking for any other firearms. 


For each firearm the character receives, the player will need to roll on the Utility Number Table to determine the quality of the firearm. If a firearm is indicated by the initial roll, but yields no firearm on the Utility Table, then the firearm is in disrepair.


The availability of any equipment is left up to the GM. Ask your GM for a list of Initial Equipment, which is available to your character. 

The following list of equipment and their Utility Numbers is a guideline.


Hand to Hand Combat Skills 

With a Hand-to-Hand Combat skill the player can choose from the list of Hand-to-Hand weapons in Appendix 4. When choosing a weapon the player may only take a weapon that is less than or equal to the Utility rolled and is usable by that skill. 

If a player would like a pair of weapons, the player will have to have a Utility Number 1 higher than required to receive that particular weapon. 

If the player’s weapon of choice is a lower Utility than roll, the weapon will be of higher quality. Which will give the weapon a .1 x 1D3 WDM or .1 x1D3 less ENC. To determine which applies to the weapon, roll a D6, with a result of 1-3 the weapon will have the WDM modifier, with a result of 4-6 the weapon will have the ENC modifier.

If the player would like a weapon that is of a higher Utility than rolled, the weapon will be of lower quality. Which will give the weapon a -.1 x 1D3 WDM or .1 x1D3 more ENC. To determine which applies to the weapon, roll a D6, with a result of 1-3 the weapon will have the WDM modifier, with a result of 4-6 the weapon will have the ENC modifier.

With Hand-to-Hand weapons the highest utility is a 3, so if the player’s roll indicates a Utility-4 weapon, the weapon will be Electrocharged. This type of weapon requires an E-5 battery to be able to shock the victim. Every time this weapon is used against an opponent 1 charge will be used, even if the armor wasn’t penetrated. The victim is subject to the rules governing electrical shock covered in Book 3. These special weapons have an increased ENC of .2 plus the ENC of the battery. 

The player has the choice not to take these High Tech weapons.

Brawling:


The character can only receive Brass Knuckles with a Utility-3 roll.

Unarmed Combat:


This skill usually doesn’t use weapons, but with a roll of a Utility-4. The character may receive a set of Karatands. These will be made of Rigiplast. Rigiplast has an effective AV of 7. Ask the GM for more details on Rigiplast.

Shield Use:


With this skill the character receives the Utility Number roll x 2D10 to give the maximum Barter Points that can be spent on a shield. These points can only be used to buy a shield any left over points are lost. See Appendix 5 for Values and Types of shields available. All shields and shield materials are subject to the GM’s approval. 

Muscle Powered Missile Weapons


These skills require two Utility rolls, one for the delivery system and one for the projectiles.

Archery:

	
	Bow (Pound Pull)
	Arrows

	Utility-0
	None
	None

	Utility-1
	2D2x10
	Totally Improvised

	Utility-2
	2D3x10
	Shafts only Improvised

	Utility-3
	3D2x10
	Standard Construction

	Utility-4
	4D3x10
	Fiberglass Shafts



The Pound Pull of the bow is the maximum for that Utility Number. The player may choose to take a lower pound pull for a weaker character; also the player may take a lesser Utility Number bow than rolled in order to receive a Fiberglass bow. A fiberglass bow will have a 75% reduction in ENC. The type of heads on the Arrows is completely left up to the player. Of course they are subject to availability. Every character that receives a bow will receive 3D6 arrows and a quiver in which to put the arrows. The quiver has an ENC Value of 1. The quiver may be a hip or a back slung type. It’s the player’s choice.   

Blowguns:


With this skill if the player rolls a Utility 1 or 2, he/she will receive a short tube Blowgun. This will reduce the all the ranges of the weapon by 50%. With a roll of Utility roll of 3 or 4 the character receives a long tube Blowgun. Each character with a blowgun will start with 3D6 darts. The ENC of a short tube is .5 and the ENC of a long tube is 1.

	Utility-0
	Improvised Darts

	Utility-1
	Fire Hardened Darts

	Utility-2 & 3
	Metal Darts

	Utility-4
	Metal Darts with 2D10 Units of Anesthetic Poison with a strength of 1D3


Bola:

The Bola will start with 3 balls and will have 1 ball added for each Utility level above Utility-1. Each ball has an ENC Value of .5.

	Utility-0
	Bola is in disrepair

	Utility-1
	3 Balls

	Utility-2
	4 Balls

	Utility-3
	5 Balls

	Utility-4
	6 Balls


Crossbow:
	
	Crossbow (Pound Pull)
	Bolts

	Utility-0
	None
	None

	Utility-1
	2D2x20
	Totally Improvised

	Utility-2
	2D3x20
	Shafts only Improvised

	Utility-3
	3D2x20
	Standard Construction

	Utility-4
	4D3x20
	Fiberglass Shafts



The Pound Pull of the crossbow is the maximum for that Utility Number. The player may choose to take a lower pound pull for a weaker character, but no Fiberglass crossbows are available. The type of heads on the Bolts is completely left up to the player. Of course they are subject to availability. Every character that receives a crossbow will receive 3D6 bolts and a carrying case in which to put the bolts. The case has an ENC Value of .8. The case may be a hip or a back slung type. It’s the player’s choice.   

Knife Throwing:

The player must roll a Utility-3 or higher to receive any throwing knives. With a Utility-3 roll the character starts with a D3 throwing knives. With a Utility-4 roll the character starts with a D6 throwing knives.

Sling:

With the Sling skill the character receives a sling no matter what Utility Number he/she rolls. The Utility Number determines how many D6 of non-improvised sling bullets the character will start with. Each bullet will have an ENC of .001.

Slingshot:

The Utility Number determines the Elasticity of the slingshot. A Utility-0 slingshot will have an Elasticity of .5. The Utility Number determines how many D6 of non-improvised bullets the character will start with. Each bullet will have an ENC of .001.

Non-Technical Physical Skills

First Aid:
	Utility-0
	1D10 Bandages

	Utility-1
	Medkit 1 with 2D5 Bandages

	Utility-2
	Medkit 1 with 2D5 Bandages and 2D5 units of medical supplies

	Utility-3
	Medkit 2 with 2D10 Bandages and 2D10 units of medical supplies

	Utility-4
	Medkit 2 with 2D10 Bandages, 2D10 units of medical supplies, plus roll a D10:

1-3 1D3 units of Panomycin.

4-6 1D3 units of Polycellulac 3.

7-9 Roll a D6 and double the quantity.

10 2D6 of each Drug.


Gambling:

With a roll of a Utility 1-2 the character will receive a set of dice or a deck of cards, the players choice. With a Utility-3 roll the character will receive both a deck of cards and a set of dice. With a Utility-4 roll the character gets a loaded set of dice or a marked deck of cards, the player’s choice.

Handicraft:

The starting materials for this skill depend on the type of craft the player took and the discretion of the GM. 

Lock picking:
	Utility-0
	No Lockpicks

	Utility-1
	Crude Lockpicks. Efficiency Factor of .8. BCS Modifier of a –2. ENC Value of .2

	Utility-2
	Standard Lockpicks. Efficiency Factor of 1. ENC Value of 2.

	Utility-3
	Quality Lockpicks. Efficiency Factor of 1.2. ENC Value of 2.5.

	Utility-4
	High Quality Lockpicks. Efficiency Factor of 1.5. BCS Modifier of a +1. ENC Value of 3.


Magnalock Penetration:

The character only receives a Magnalock turner with a roll of a Utility-4. With a roll of Utility-4 the character will receive a Magnalock turner and 1D3 E-1 batteries to power the turner.

High-Tech Physical Skills

Safecracking:

	Utility-0
	Nothing

	Utility-1
	1 Emory board

	Utility-2
	1D3 Emory boards, crude stethoscope no bonus

	Utility-3
	2D3 Emory boards Stethoscope give +1 to BCS

	Utility-4
	Auto turner give +3 to BCS runs on 2 E-1 Batteries. ENC 1.5 with batteries


The above list of items is subject to the approval of the GM. The GM may add to the list or disallow items to suit his/her campaign.


Character may not barter off any of their initial equipment or armor. The initial equipment represents what the character could collect up to this point in his/her life. This doesn’t mean that it is the best the character has ever had, but what he/she currently owns. The character may trade with other PC’s if both characters are in agreement.


The player will need to distribute the character's equipment about the character's body and record the location of each item on the CRS.

Final Calculations


As the title suggests this is the last part of creating a character. This doesn’t mean that it’s the least important section; actually this is one of the more important sections. This is where you determine how much ENC your character is carrying, to determine the character’s skills BCS, to determine the character’s Ability Scores (remember this may change if the character’s Attributes change, due to injury or Encumbrance.), and the character’s Recognition Factor. Confer with the GM to determine the character’s Recognition Factor. 

Total Encumbrance:

This is calculated, by adding the total weight being carried and the total weight being worn. See the section on Encumbrance in Book 1 to determine if the character is Unencumbered, Partially, or Fully Encumbered. 

Determining Skill BCS:

Each skill is governed by 3 parts, the Governing Attribute, the Secondary Attribute or Talent, and the Governing Talent. To determine the BCS of a skill add all 3 of this together and divide to total by 5. For further information see the BCS section in Book 1.

Determining Ability Scores:

The character’s Ability score are calculated by use the appropriate formula given on the CRS.

Determining Recognition Factor:

Each character will have a base Recognition Factor determined by the characters Size, Bulk, and Looks. The Gm will then add to or take away from this to fit his/her campaign.

See the section on Recognition Factor in Book 1.

Note on Character Generation


As a player you should view the character you just created as more than a bunch of numbers and letters on a piece of paper. Treat this character as if you were that character, and that you are making life and death decisions about your life. This will help in the Role-Playing aspect of Twilight of the Apocalypse.


The rules provide the player with a way to flesh out a character, but it’s up to the player to give the character life. By giving the character a background, such as where he/she is from, likes/dislikes, goals in life, fears, friends/enemies, family members, etc. This is what truly brings the character to life. Knowing how your character would act in every situation will enhance game play. 


The rest of this book covers the rules that govern some parts of the game world. If there isn’t a rule covered in this book or you don’t understand a rule, ask you GM to clarify the rule for you.

Sample Character


Chris Wagner is creating a character for a Twilight of the Apocalypse campaign for the first time. He would like this character to be a man that comes from the Ohio River Valley area, a man that knows his way around the river as well as the ruins.


He starts off by rolling a D20, which results in a 13. Which makes his character an Age Group 2, Base Age 31. He then rolls 2D6 to determine his Actual Age. The roll results in an 8, which will make the Actual Age of the character 39 years old. 


This character being of Age Group 2, he will get initial scores in Literacy, Tech Use, Culture, Brawling, Survival, and 1 non-firearm combat skill.

He takes Literacy (English) and for his Non-firearm combat skill he chooses Unarmed Combat.  As his Culture skill he chooses Pre-Ruin Culture as he grew up before the ruin. He chooses Rural Survival as his Survival skill.


Next Chris determined his character’s Psychological Profile. Chris will roll his character’s Talents in order. For every Talent Chris will roll a D10 and the results will be checked on the Psychological Profile Table located on page 2 of this book. After consulting the table, Chris will enter the results on his CRS. Next Chris will need to roll 2D6 and add it to 15 to determine how many points he will have to distribute among his character’s talents. Chris rolled the 2D6, which resulted in a 9. Chris now has 24 points (15+9=24) to use in anyway he sees fit, on his character’s Talents. 


The next step is to determine the character’s Attributes. Chris’s character, like all characters start with a base 75 points to distribute among their Attributes. These points are entered on the CRS in the Allocated column in the Attribute section.

Chris chooses to use 2 of his Development points as Attribute Increase Points. For each Development point used Chris will get 1D3 Attribute Increase points. Chris rolls the 2D3 and receives 5 Attribute Increase points.

 Chris decides to use the rest of his Development Points to purchase skills with. Chris chose to be good a t a couple of skill and average with all the rest, so he Doubles 2 skills (for double the cost of each skill).

This character is too old to be effected by a mutation and too young to suffer Aging Effects. Therefore there are no further Attribute modifications.


It’s now time to determine the characters Physical Characteristics. Chris Rolled a D100 for each of the character’s Physical Characteristics, which are Size, Bulk, and Looks. Chris rolls 78, 65, and 97, which will fall in the Above Average, Average, and High ranges. Cross-referencing the character’s Size and Bulk on the Personal Encumbrance Chart, this character has a Personal Encumbrance of 4.1. To get the characters total Personal Encumbrance you divide the character’s Strength by 10 then multiply it by .1. (STR/10 x .1) 

   Now Chris rolled to see what type of starting clothing his character will have. He rolls a 3 on a D10, and adds the characters Age Group (3) to what he rolled. (3+3=6) With a 6 his character will receive, Fatigue Pants, Combat Boots, Shirt, and a Field Jacket.


To determine the character’s starting Armor Chris will need to multiply the characters Base Age by 2. (31x2=62) Chris chooses to go with Leather armor as to get the biggest bang for his bucks. Chris gets a full suit of Heavy Leather, AV 4, ENC .008 per location.


Next Chris needs to determine the characters initial equipment for those skills that start with equipment.


This character has 4 skills that may start with some equipment. Modern Rifle, Modern Pistol, Brawling, and Unarmed Combat.

To determine if his character has a firearm, Chris will roll a d6. If the result is less than or equal to the character’s Age Group then the character will receive a firearm. The first roll nets a 1. So the character will start with a Modern Rifle, because that is the first firearm skill listed. Now Chris will need to determine if his character will start with a Modern Pistol, he will need to roll a d10 and get less than or equal to the character’s Age Group again. The roll resulted in a 2. So this character will start with both a Modern Pistol and Modern Rifle. For his Brawling skill Chris will need to roll on the Utility chart to see what if any item his character will start with. Chris rolls a D10, with the result of a Utility-2. Which will not give him anything. A Uitily-3 roll is required to receive Brass Knuckles.  For his Unarmed Combat skill Chris rolled a Utility-3 result. With a Utility-3 roll Chris’s character doesn’t get anything special for that skill. 

Now Chris will need to roll all the appropriate rolls for his survival kit. Every character starts with a survival kit.

Now it’s time to calculate the character’s Total Enc.

The character has a full suit of Heavy Leather armor, with an Enc of .008 per location. (.008 x 30= .24) After determining the equipment from his survival kit, he puts it into his backpack. Total weight of the equipment is .35, but since the equipment was put away properly the total effective weight is .18. As for the weapons, his rifle has an ENC of 1.8 and his pistol of .8. (1.8 +.8=2.6)

Armor:                      .24

Equipment:                .18

Weapons:                  2.6

Total                         3.02

Which is well below the character’s Max ENC value. So Chris’s character is unencumbered.


Now is the time to calculate the character’s Ability Values and his Skills BCS. All that is left is to determine this character’s Recognition Factor. Chris informs the GM that his character has a Red Dragon Tattoo over his right shoulder and down his back. The GM decides to add a 2 do the character’s Recognition Factor. Now taking that and adding it to the characters Physical Characteristics Recognition results. Size, Bulk, and Looks. Chris had rolled Above Average, Average, High. Which works out to be +4 to base Recognition Factor.

This is the break down: +1 for the tattoo, +1 for the Above Average Size, +0 for the Average Bulk, and +2 for the High Looks. Chris’s character has a Recognition Factor of 4.


The final step in Character Generation is naming the Character. Chris has chosen to name his character Zabek Ruen. Now all that is done this character is read for play.

Skills_________________________________


Some skills in this section can be used to perform Tasks. Tasks are actions that take hours, days, or weeks… to be resolved. 

Tasks


When a character is using a skill to perform a task, the Task is rated in Task Points and Task Periods. The Task Points are the total number of points the character or group of characters will need to accumulate to complete the Task. The GM will determine both the number of Task Points and the length of the Task Periods. The Task Period is the length of time it will take to accumulate the Task Points.  


At the end of the Task Period the character will make a BCS roll based on the skill being used.  If the character makes a successful roll, then the character will make an Effect Die Roll based on Governing Attribute of the skill in use. If the roll is a Critical Success then the Effect Die roll is moved up to the next chart for the purpose of that roll. If the roll is a Failure then no progress is gained during that Task Period. If the roll is a Critical Failure then the character will roll the Effect Die roll as usual, but the total of the Effect Die roll is Subtracted form and Task Points that may have been accumulated. If the Critical Failure happens during the first Task Period all the raw material involved in that Task are lost.


Some skills require tools, equipment, or facilities to perform a Task. These will be rated in Efficiency Factor.  The total Efficiency Factor of the items being used will be multiplied by .1 and added to the result of the Effect Die roll for that Task Period. That number will be added to the total Task Points accumulated. 


Some skills require raw material to get the desired item. These materials will specific to the skill being used. The total amount of materials need to make the item will be left up to the GM. 


Some Tasks require two separate skills to complete the job. One is to determine how to do the task and the other to actually do the job. A successful BCS is required in the first skill, before the second skill may be attempted. A failure on the first skill means the character doesn’t know how to make the item. A Critical Failure means the character doesn’t know how to do make the item, but he/she thinks he/she does. So the task will be completed as normal, but the end result will be incomplete, non-functional, or dangerous. A Critical Failure will use up time and materials.    


The GM will determine the difficulty of each Task being performed. The GM may impose negative modifiers to the BCS of the skill being used to perform an unusual or difficult Task.   

SKILL DESCRIPTION


The skills presented in this section are a cross-section of skills available to a character in the Twilight of the Apocalypse world. The Gamemaster may add additional skills or eliminate some that are presented here in order to tailor the game to his/her campaign. Players should always check on the availability of skills with the Gamemaster.


Skills are presented as follows: The first line contains the names of the skill; the positioning if a Combat Skill; a letter code; the initial score for the skill; and a number indicating the Format. If the skill is a Format 2 skill, the number will be followed by the names of the areas the skill can be broken down into. The Second line will also contain, in parentheses, all prerequisite skills, followed by the skill description.


Once a player is generally familiar with what the skills can do, he/she can consult the skill listing when constructing a character. The skill listing doesn’t contain the skill description, but does contain the cost of the skill in skill points.

LETTER CODES FOR THE NOTES        

A-This skill has an averaging function.

T-This skill always requires tools or some other equipment in order to be used in its primary form.

S-This skill sometimes requires tools or some other equipment in order to be used in its primary form.

E-A character with this skill may start with some initial equipment pertinent to the skill.

Combat Skills, Hand to Hand

	Ambidexterity (Frontal) A                                                  
	Dft+Nat+Mech
	1



Characters are assumed to favor one hand with regard to manual dexterity. For convenience, the Gamemaster may wish to assume that the character’s favored hand is the same as the player’s favored hand, unless the player specifies otherwise before the character enters play. All skills using the hands will be assumed to be using the favored hand in their primary applications. Should the character be brought to the point where he must attempt to utilize a skill, and his/her favored hand is disabled or absent, he/she will have to average s their BCS in that skill with his/her Ambidexterity skill. The Ambidexterity skill will never raise the BCS above the value the character would have if he/she were performing normally with the skill.


Ambidexterity can be increased as detailed in the section on Character improvement.  

	Bludgeoning Weapons (Presented)T
	Str+Dft+Comb
	3



This Skill governs the use of weapons that use brute force to cause damage, such as Clubs, Maces, and some Axes. This skill also governs improvised weapons such as table legs, crowbars, etc.

	Brawling (Frontal)S
	Str+Dft+Comb
	3



This is unskilled, knockdown, drag-out fighting. The fighter may strike with a hand and receive a secondary attack, or he/she may strike with a foot and make only one attack.  Hand attacks receive -5 to the hit location roll and are considered short length weapons.  Foot attacks receive a +5 to the hit location roll, are considered Average length weapons, and add the Mass of the fighter to his/her Strength for determining the Effect Die to be rolled for a successful attack.


The fighter has a Weapon Damage Multiplier of plus 1 to the Armor Value of the Location with which he/she strikes with divided by 30, rounded to the nearest whole number.  Damage done is 75% subdual (C Type) except on Critical Hits when it is 50% subdual (B Type).  For details of the effect of the blows see Unarmed Combat Skill.


Brawling Skill covers the use of improvised weapons such as, bottles, broken bottles, chairs, table legs, etc. The fighter uses an Average BCS in these cases to resolve his attack. When raving hordes 

are closing in and there is no better option, a fighter may utilize a rifle or a pistol butt as an improvised weapon and attack with an Average BCS using Brawling Skill.

	Flexible Weapons (Frontal)T
	Dft+Str+Comb
	3



This skill governs the use of flexible and jointed weapons. Some of these weapons are capable of special forms of attack called Entanglement. It must be stated before the attack is resolved which form of attack is to occur.


In all cases an Entanglement attack may also do some subdual damage. The user of the weapon makes his/her Effect Die roll in the usual fashion but the effects of the armor on the location struck are affected by its Format. R format armor will stop all of the damage; SR type will reduce the damage by its normal Armor Value; and all other formats will reduce the damage by one-half their normal values rounded to the nearest whole number.


Some of the effects of an Entanglement attack are dependent on the location struck.  The Effect Number of the successful attack is cross-indexed with the location on the chart below to get the special result of the Entanglement attack. A Critical hit will add 10 to the Effect Number.


Once the flexible weapon user has gotten an Entanglement effect, he/she may attempt to maintain his/her hold on the target. This requires a matching of Deftness Effect Group Die rolls. If the user’s result is higher he maintains the hold, if the Target’s result is higher, the attacker must attempt to get a new grip for his next Action or do something else. If a hold is maintained the target is limited to 1 meter of movement for each Action. The user will roll his/her base BCS to determine the Effect Number to be use for the results of this attack.


A target may break a hold by attacking the weapon to destroy it (treat the weapon as having the user’s Overall Defense Ability); making a Strength Ability Saving Throw with a free hand to rip the weapon free; or incapacitating or killing the user.   

Entanglement Effect Chart

	Effect Number
	Head & Neck

Loc 1-3
	Torso*

Loc 4-12
	Leg

Loc 13-20
	Arm**

Loc 21-30

	0-1
	Distraction
	No Effect
	Distraction
	Distraction

	2-3
	Multiple

Distractions
	Distraction
	Action Aborted
	Action Aborted

	4-6
	As 2-3

Check for Daze
	Multiple

Distractions
	Dazed
	Dazed

	7-9
	As 2-3

Dazed
	As 4-6

Check for Daze
	Knocked Over
	Stunned

	10+
	Stunned
	As 4-6

Dazed
	As 7-9

Check for fall
	As 7-9

Check for Knock Over


* In order to achieve an effect against one of these Locations the flexible weapon must be at least of Long Length. When such a weapon hits one of these Locations, the Attacker and the Defender should compare Deftness Group Effect Die rolls. If the attacker’s roll is higher, then he/she gets to make a second BCS roll. The second BCS roll will be subject to all the modifications of the initial BCS roll. If he/she is successful with the second BCS roll then the character has entangled an arm as well. If the second roll is a critical hit, then both arms are entangled. 

**A character that suffers a hit of this type and is using a missile weapon will lose any bonuses due to stance and all shots are considered Hip Fire.

	Distraction
	The character suffers a –1 to all BCS Rolls for a Combat Turn.

	Multiple Distraction
	The character suffers the attackers Deftness Group in negatives to all BCS rolls for a Combat Turn.

	Check for Daze 
	The Victim will compare his/her Health Group Effect Die roll to the Attacker’s Strength Group Effect Die roll. If the Victim’s roll is higher then the character is not dazed, but he/she does suffer the distractions.

	Dazed
	This result is the same as the Critical Effect of Dazed.

	Stunned
	This result is the same as the Critical Effect Stunned, except the character functions normally the next Combat Turn.

	Abort Action
	 With this result the Target must abort any and all actions not resolved on the same action as the entanglement.

	Knocked Over
	With this result the Target is taken off his/her feet and is subject to the subject of the rules on falling.

	Knocked Over Plus Fall
	With this result the Target is taken off his/her feet and is subject to the subject of the rules on falling. At least the Target will be Dazed.

	Check for Knock Over
	The Target and the Attacker compare Strength Group Effect Die rolls. If the Attacker’s result is higher then the Target is Knocked Over and is subject to the rules of falling.


	Knife Use (Frontal)T
	Dft+Spd+Comb
	3


This skill governs the specialized use of short, edged weapons that are held in one hand, such as knives, daggers, razors, and short bayonets.

Due to the training in this skill, there is no penalty for using a knife in the Off-Hand to make an attack. This does not allow the use of weapons in both hands. If a character is attempting to attack with knives in both hands they are subject to the rules of two-weapon use.  

	Piercing Weapons (Presented)T
	Spd+Dft+Comb
	3


This skill governs the use of piercing weapons such as Epees, Stilettos, and any single hand held thrusting weapon. This skill applies only to non-bladed, non-improvised weapons.

	Polearms (Frontal)T
	Str+Dft+Comb
	3


This skill governs the use of hafted weapons requiring two hands such as halberd, spears, rifle and bayonet combinations, etc. Such weapons are usually allowed a secondary strike known as a butt stroke. Secondary strikes of this type aren't allowed into long front or long side hexes. The butt stroke has a WDM of 1 and does C type damage.

	Shield Use (Refused) T
	Str+Dft+Comb
	3



The User of this skill has a shield of some sort on his/her off-hand arm. The character is treated as using two weapons in terms of weapons and shields allowable due to weight and wieldiness. Use twice the shield’s Enc value as the Weapon’s Strength rating for this purpose.


A secondary attack is allowed using the shield. It is subject to the usual rules for such attacks. The WDM for a shield used in this way is the Shield Factor divided by 10. Damage is C type. Large shields add to a character’s Overall Defense Ability in Hand to Hand combat and all shields add to the Overall Defense Ability against any missile attacks coming through the character’s front hexes. A shield is struck by any attack when the attack is successful and hits any location covered by the shield or when the die roll of the unsuccessful attack falls is in the range protected by the shield. The range protected by the shield is equal to any additions the shield gives to the character’s Overall Defense Ability and, in the case of a Hand-to-Hand attack, the character’s Weapon Defense Ability. A missile attack that falls into the range protected by the shield still has a 50% chance of attacking the character. If it does the missile weapon will still be reduced by the Minimum Barrier Effect of the shield. Roll for hit location normally.

A shield struck with a successful attack must be penetrated before any damage can be applied to penetrating the armor of the target. Bullets will have their BDG reduced by the minimum Barrier Effect of the shield. This yields the effective BDG used to determine the die to be rolled for Damage Potential. Arrows and crossbow bolts will have their effect Strength Group reduced by 1 for every 10 points or portion thereof of Barrier Effect. Other muscle powered missile weapons and Hand-to-Hand weapons have their normal Damage Potential determined. From this is subtracted the minimum Barrier Effect of the shield. The result is the effective Damage Potential, which may then be applied to the target. Any time that the normal Damage Potential of a successful attack exceeds the overall Barrier Effect of the shield, that shield is reduced to the next lower class.  


A shield struck by an unsuccessful attack will be attacked. Bullets will reduce the shield by one class if their effective BDG upon striking the shield exceeds the overall Barrier Effect of the shield by 3 times its value. Arrows and crossbow bolts will not reduce the shield but will stick in the shield and add their ENC value to the ENC value of the shield. Other muscle powered missile weapons will attack the shield as Hand to Hand weapons do and will stick in the shield to add their ENC value to that of the shield if the shield user doesn’t make a Deftness Ability Saving Throw to dislodge them. Hand-to-Hand weapons will reduce the shield class by one if damage done is twice the minimum Barrier Effect of the shield.


It requires 1 Action to remove a shield and 2 Actions to put on sling or unsling a shield.


Consider Kelly and his old Police shield.  The Shield is a class 4 and is made of 1/2 inch of heavy plastic.  The upper third is clear. The Barrier Value of plastic is 20.


  Minimum Barrier Effect is 1/2 times 20 or 10. Overall Barrier Effect is the class (4) divided by 2 times the Minimum Barrier Effect (10) for a value of 20. The ENC Value is the Overall Barrier Effect (20) times the shield’s factor (15 for Class 4) times the thickness (.5 inches) times a constant (.005 for plastics) yielding a value of .75 ENC.


  Kelly’s Skill score in Shield Use is 80 giving him a Weapon Defense Ability of 4.  When he is attacked in Hand-to-Hand combat, he will add this Weapon Defense Ability to his Combat Dodge Ability to get his Overall Defense Ability. Since he is using a Class 4 shield he will add an additional 1 to this for a total Overall Defense Ability of 7. (His Combat Dodge Ability is 2).


  An opponent’s attack could miss him totally, strike him cleanly, strike the shield, or hit him on a portion of his arm covered by the shield. If his opponent’s Basic Chance of Success were 15 it would be determined like this:


*Die roll less than or equal to 15 minus 7 (that is BCS minus ODA) means Kelly has been successfully struck. Hit location is rolled for normally. If the hit location die roll indicates that the attack is to be resolved against one of the Locations stated as being covered by the shield the shield itself must be penetrated as well as any armor on that location before the damage is assessed against Kelly.


*Die roll between or including 11 and 15 (that is the range covered by Kelly’s WDA and any pluses to ODA that is given by the shield) means that the shield itself has been struck. Damage against it is assessed as indicated above.


*Any other die roll indicates a clean miss. Note that a result of 9 or 10 would be a miss due to Kelly’s CDA.


Missile attacks against a character carrying a shield are resolved in a similar fashion. Of course the character may not apply his Weapon Defense Ability against a missile attack but the type of movement in which he is engaged may enhance his Combat Dodge Ability. Any attack die roll falling in the range protected by the shields plus to the Overall Defense Ability is considered to attack the shield. Thus, in Kelly’s case, against an opponent with a BCS of 15, the shield adds 4 to his ODA. Any attack die roll from 12 to 15 would attack the shield.
Basic statistics on shields:

	Class
	+ To ODA vs. missiles
	+ To ODA in HTH combat
	Barrier

Factor
	Location Covered
	Description

	1
	1
	0
	2
	30
	V. Small

	2
	2
	0
	5
	28,30
	Small

	3
	3
	0
	10
	26,28,30
	Medium

	4
	4
	1
	15
	24,26,28,30
	Large

	5
	5
	2
	25
	22,24,26,28,30
	V. Large


Minimum Barrier Effect = (Barrier value of material x thickness)

Overall Barrier Effect = (Class/2,up) x (Minimum Barrier Effect)

ENC Value = (Overall Barrier Effect x Factor x Thickness x K)

K = .005 for plastic; .02 for metals; and .01 for other materials.

	Sword Use (Presented)T
	Str+Dft+Comb
	3


This skill governs the use of edged weapons that depend on a sharp edge to do damage such as one-hand swords, two-handed swords, etc.

This skill allows a specialized secondary attack with one-handed weapons. The Attacker must declare that a secondary strike will be made, at which time the Weapons Defense Ability is lost for that action. If the first strike misses then the secondary strike is rolled immediately using an Average BCS. If the first attack hits, no secondary strike is made.

This skill allows a character to parry the blow of another Hand-to-Hand weapon. A parry must be declared and no other actions can take place that round. To get the Effect Number, average the Sword skill with Deftness. If the attacker has a Strength Group that is the same or less than the defender the parry is successful.  If the Attacker is 1 Strength group higher, a Strength Ability Saving Throw must be made. If the Attackers Strength Group is 2 or more above the Defender’s then the Attacker powers through the block.   

	Unarmed Combat (Specify)S
	Dft+Spd+Comb
	3



This skill represents a no-holds-barred conglomeration of modern martial arts techniques. There are three different techniques available to the character using the skill: Striking, Throwing and Grappling. Both the attacker’s hands must be free to use the latter two techniques. When fighting an opponent, who is using Unarmed Combat Skill or Brawling Skill, a character doesn’t receive the Situational Modifier penalties for attacking to a side or rear hex, or those of prone or kneeling position.

Striking Techniques


These attacks are made with the hands or feet. They normally do C type damage but, on a Critical Hit, they will do B type.


Handblows: One handblow may be made with each hand in an Action. The second blow is averaged with the Deftness Ability Saving Throw or the Ambidexterity Skill, whichever is higher, and causes the character to lose his/her Weapon Defense Ability for that action. When only one hand is used for striking, the character is assumed to be parrying with his other hand or forearm.  Handblows are treated as short length weapons. They have a WDM of 1+(AV on the hand/20) or 1+(Aim score in Unarmed Combat/10). A handblow receives +5 to the hit location roll.


Kicks: Normally one kick per Action is made but the character may elect to make a second attack in the same fashion as done in the Sword Skill. Even with a single kick the Weapon Defense Ability is halved and rounded to the nearest. Kicks are dealt with as Average length weapons and their WDM is calculated as handblows. For purpose of determining the Damage Potential a character using a kick will have his effective Strength increased by 1 Group. If a kick is parried (a miss falling into the targets Weapon Defense Ability), the attacker must make a Speed Ability Saving Throw or fall down. Kicks receive a -5 to the hit location roll.


Blows against Armor: Rigid armor halves the Damage Potential of handblows and kicks and makes all damage taken subdual only. Other armors act normally. If the Armor Value of the location struck exceeds the Armor Value on the attacking character’s hand or foot, the attacker will take the difference between them in subdual damage. For the purpose of comparing AVs, a character with Unarmed Combat Skill has a minimum AV of 1 + his Aim score. It does not act like armor for incoming attacks.


Leaping Kicks: This is a specific tactic, and must be declared when the action is initiated. The character may execute any jumping action available to him/her at that time. He/she will resolve a singular kick at the end of the jump action. The character has a Combat Dodge Ability 1 greater than normal, and no Weapon Defense Ability for that action. Against missile fire the Character has twice their normal CDA. The character will resolve the kick and avoid falling, by using a BCS in Unarmed Combat Skill, with a modifier of -1 for every meter or fraction thereof traveled in the jump. If a failure occurs, or the target moves before the jump would be resolved, a Speed CST must be made to avoid falling. If the kick is parried or a Critical Miss has occurred the character will definitely fall. A successful attack gives the character a +2(1 for jumping and 1 for kicking) to his/her Effective Strength Group for determining Damage Potential. 

Throwing Techniques


A character may attempt to throw an opponent in his/her own hex or any of the adjacent hexes. He/she receives a +1 to his BCS when the opponent is in the same hex.  Only one throw attack may be made in an action. 


A successful BCS to grab on to the head, neck, torso, or arms, (Location 1-12 and 21-30) indicates a full throw where the opponent is lifted bodily and thrown to the ground.  Normally he/she will land 180 degrees away from the hex he/she just vacated.  His/her upper half will be in the hex nearest the thrower. The thrower may change this hex by 60 degrees per point of Aim. The thrower has the option of maintaining his facing or turning to face the hex into which the opponent was thrown.


The thrower also has the option of keeping or releasing his/her grip. If he/she keeps it, a Deftness Ability Saving Throw will allow him/her to make an immediate FREE Attack using a Grappling Technique. If he/she releases his/her grip, a Strength Ability Saving Throw will allow him/her to hurl his/her opponent 1-meter through the air before he/she lands.  

If a thrown character is made to occupy a hex that already has a character in it, they are treated as if the thrown character was attempting a Deliberate Knockdown of the other character except that the thrower’s Strength is the one used to make the Effect Die roll.


A successful BCS to the legs (loc13-20) indicates a foot sweep resulting in a fall for the opponent. He/she falls away from the attacker. The thrower may attempt a Grappling Techniques FREE Attack with a Deftness Ability Saving Throw. Treat as a thrown character if the hex into which he falls is occupied.


The full result of an effective throw does not occur simply with a successful BCS roll. The Effect Number must be determined and compared with the table below. Note that an Effect Number of at least 4 is required for the opponent to be actually thrown. A Critical Hit will add 10 to the Effect Number. Treat the plus from a Critical Hit as the WDM for any Subdual damage incurred by the thrown character. Critical Effects of Sever are treated as Broken Bones.

	Unarmed Combat Throw Table

Effect

Number

0-1 The throw is incomplete. The target must abort any 

            Action in progress that does not resolve that Action     

            Phase.  The target if possible under the normal  

            rules of initiation of Action, may start the disrupted  

            Action on the next Action Phase.

2-3 The Target is treated as Dazed (see Book 1 for a full description.) for a full Combat Turn. The target remains on his/her feet.

4-6 The target is thrown. The target will be prone on  

            the next Action Phase. The target is subject to the  

            results of Effect Number 0-1 and must make the 

            usual Saving Throw to avoid the effects of a fall. 

            (See Book 1, under the Effect of Falling section)

7-9 Same as 4-6 above and the target will take subdual 

damage equal to the thrower’s Strength Group Effect die roll. Armor will not reduce the damage taken, but for each level of Blast Buffering the damage that would be taken, will be reduced by 5 points.

10+
Same as 7-9 above, plus the victim must make an 

Immediate Health Ability Saving Throw or succumb to system shock. For each level of Blast Buffering the Health Ability Saving Throw is increased by 2.




Breakfalls:  A Thrown character that has Unarmed Combat Skill may attempt to use that skill to lessen the effect of the throw. The character will make a BCS roll, and if successful, he/she will reduce the thrower’s Effect Number by the Effect Number that he/she has just generated. If this reduces the Thrower’s Effect Number below zero then the character that is to be thrown will receive no effects from the attacker’s actions.

Grappling Techniques


These techniques represent cunning grips on limbs; chokes designed to render an opponent unconscious or simple pinning holds. They are intended to disable or subdue an opponent. Normally they may only be used against a prone enemy or one in the same hex.


Against a prone opponent the character may perform a Change Position Action as part of an Unarmed Combat Grappling Attack Action. The attack is resolved at the end of the Action. If the character has succeeded with a Deftness AST following a successful throw, he/she is assumed to have done this on his/her FREE attack.


If the character makes an Unarmed Combat BCS roll when using Grappling Technique, the hold is in effect and will remain so without necessity for further BCS rolls until the character releases the hold or his/her opponent breaks it.  Damage is resolved at the end of the action during which he/she maintains the grip.  Damage done by a Grappling Technique is only 50% subdual and 50% pseudo-damage, which are only accumulated to determine when a Grapple is complete.


The hit location indicates the type of technique being applied.  A hit location to a limb (loc 13-30) indicates a limblock.  One to the torso (loc 4-12) indicates a pin and one to the head or neck (loc 1-3) indicates a choke.


Limblocks:  The damage done with a Limblock is the sum of the attackers WDM and the character’s total score in the skill divided by 20 and rounded to the nearest tenth + 1.  The victim is unable to move except at the Grappler’s whim.  If the limblock is on an arm, the grappler may force the victim to move at a maximum rate of a walk.  If the limblock is on a leg the victim will be held immobile.  Total mastery of the limb is achieved when the total damage done by the limblock exceeds the victims Strength.  The victim of a successful armlock must let go of anything held in that hand.  


If he/she wishes the grappler may attempt to disable the limb at the point of voluntary release of the limblock.  A successful roll of a Strength Saving Throw id required.  If the result is in his/her Critical Saving Throw range, then the limb is broken.  If it is in his/her Ability Saving Throw range, the limb will take Critical Damage.  If the result is in neither range, the limb will receive damage that will disable it, but the damage will heal as if it were subdual damage.  If a Critical failure occurs then the limb doesn’t receive damage at all.  The Grappler’s Strength Group Effect Die determines the damage done by such a technique.  Such a release requires an Action to perform.


Pins:  An attempt to pin a non-prone opponent is treated as a miss!  A successful Pin means that the opponent is held motionless on the ground by the grappler.  To be successful the accumulated damage must exceed the victim’s strength.  Once successful, the grappler may only continue to hold his/her victim motionless or try and shift his/her grip. Shifting a grip requires a new BCS roll. The grappler will receive an extra point of Aim even if he/she normally has none.  If the new BCS roll fails, the pin is lost and the opponent is free.  Unless he/she has Unarmed Combat Skill (then he/she will add his/her WDA) the victim will only have his/her Combat Dodge Ability to oppose the BCS of an attempt by the grappler to shift his/her grip.


Choke Holds: Chokeholds are treated as Pins with the following exceptions. The Accumulated damage is measured against the victim’s Health. When his Health is exceeded he will be unconscious as if he/she had succumbed to System Shock. If the ChokeHold is maintained past this point, all damage done will be subdual. For each successive Action of Choking the grappler will now increase his Effective Strength group by 1 for determining damage. He/she will eventually kill the victim by subduing him/her to Death. Rigid armor will prevent a ChokeHold from being successful and semi-rigid armor will subtract its Armor Value from the damage done. Other armor Formats have no effect on a Choke Holds.

Defending Against Grappling Techniques


Once the opponent has established a Grappling Hold, a character may only attempt to get free.  He/she may not use a Grappled limb. If the hold is a Pin or a ChokeHold, he/she is treated as if he/she is one more step encumbered. If this makes him/her more than Fully Encumbered he/she will suffer an additional 25% form his/her Deftness and Speed and his/her BCS roll will have a modifier of -8. The character has the following options:


*Assuming the correct limbs are free, he/she may make an attack with any available Hand-to-Hand combat skill at a penalty to the BCS of -50% or -5 whichever is greater.  For Effect Die determination, reduce his/her Strength Group by 1 in addition to any modifications due to weapon length.  


*He/she may attempt to make a successful average BCS with Brawling Skill. This will break the hold but will cause no damage to the grappler.


*He/she may attempt to an Unarmed Combat Skill BCS roll. A success will break the hold but cause no damage to the grappler. If the result is a Critical Hit, he/she is allowed an immediate Free Attack with the skill.


Situational modifiers due to positioning do not apply in these attempts and the grappler has his/her Overall Defense Ability.


Option
Counters in Unarmed Combat 


When a character using Unarmed Combat Skill is attacked and the opponent’s attack fails in the range of the character’s Weapon Defense Ability, the character is allowed a Free Attack against the Attacker.  He/she may use any technique, but it must be stated before the BCS roll is made.  The Free Attack is subject to normal modifiers.  


If the character using Unarmed Combat Skill is utilizing a Defend Action, any attack that misses will allow the character to make a Free Attack on his/her opponent.  

Muscle Powered Missile Weapons

	Archery (Refused)T,E
	Dft+Wt+Comb
	3



This Skill governs the use of a bow of any sort. The BCS is modified by the strength of the bow, range of the target, type of arrow being fired, and the situation. Bows have no Weapon Damage Multiplier. This is dependent on the type of arrow fired. The strength Group used to determine the Effect Die rolled is also range dependent. The percentage chance of an arrow hit achieving a Missile Special Effect is equal to the Damage Potential.


Bows are rated by their Pounds Pull. This will determine their Range Factor, Durability and Encumbrance value.


Range Factor (RF) = Pound Pull/10, rounded nearest.


Durability (or Dur) = Range Factor/2, rounded nearest.


Encumbrance (or ENC) = Range Factor/10 rounded nearest tenth.

Thus, a bow with an 80-Pound Pull has a Range Factor of 8, a Durability of 4 and an Encumbrance of .8.

Strength of Bow versus Users Strength
A bows range factor is greater than or equal to:

	Results in:
	BCS Mod.
	Actions to reload

	4xStr Group
	Unusable
	Unusable

	3xStr Group
	-4
	2

	2xStr Group
	-2
	1

	1xStr Group
	+0
	0



How far a bow will throw an arrow, how clean the shot will be and how long the bow takes to draw will be dependent on the character attempting to use the bow.  Thus an 80-Pound Pull bow is unusable by a character with a Strength Group of 1 or 2.  A character with a Strength Group of 3 or 4 may use the bow with a BCS modification of -2 and one action must be spent in loading and drawing the bow before it may be fired.  A character with a Strength Group of 5 would fire the bow with no modifications due to the Strength of the bow and could fire an arrow on each of his/her actions. An arrow may be held knocked and ready to fire for a number of Actions equal to the user’s Strength Group.

Range Modifications for bows

	Category:
	Distance in meters
	BCS Mod.
	Eff. STR Grp for Eff Die

	Point Blank
	5
	+1
	 +1*

	Effective
	RF x STR Grp
	+0
	+0

	Long
	5 x RF x STR Grp
	-1
	-1

	Maximum
	10 x RF x STR Grp
	-2
	-2

	Extreme
	20 x RF x STR Grp
	-5
	-3


*Modification to the WDM of .1 x STR Group


Should a character’s Effective Range be less than 5 meters, 5 meters becomes the upper limit on his/her Effective Range and the value calculated for his/her Effective Range becomes his Point Blank Range.

Modification due to type of arrow

	In use:
	BCS Mod.
	WDM

	Target 
	+0
	1.8

	Armor Piercing
	+1
	1.5

	Hunting
	-1
	2

	Barbed Head
	-2
	2.5

	Improvised Head
	As Appropriate
	Half Normal

	Improvised Shaft
	-1
	

	Improvised Fletching
	-2
	

	Aluminum or Fiberglass
	+1
	

	Mod. Due to situation
	
	

	Situation:
	
	

	Archer’s Ring
	+1
	

	No Bracer
	-1
	

	Interfering Clothing
	-2
	

	Sights in use
	+1
	



Option

Wind Effects to Archery

	Head Wind
	-1 to STR Grp for range calculations

	Tail Wind
	+1 to STR Grp for range calculations

	Crosswind
	1 to BCS for each 5 knots of wind


	Blowguns (Frontal)T,E
	HLH+Wt+Comb
	3



A blowgun is a delivery system for darts carrying some kind of drug. Darts damage is calculated for penetration purposes only. Darts will never damage shields. The Effect die for determining the penetration is based on the user’s Health Group. The die result is multiplied by the WDM of the dart. If the result is greater than or equal to the Armor Value on the Location hit, the substance of the dart will be introduced to the target’s system.

Range Modifications
                               Distance                                        Eff. HLH GROUP

Category               in Meters              BCS Mod.        for Effect Die

	Point Blank
	2 meters
	+1
	+1

	Effective
	HLH CST
	+0
	+0

	Long
	HLH AST
	-1
	-1

	Maximum
	HLH
	-3
	-2



If a character's Effective Range is less than 2 meters, 2 meters becomes his/her Effective Range and the calculated value becomes his/her Point Blank Range.

Modifications Due to Darts

  In Use:                       BCS Mod.            WDM

	Improvised
	-2
	0.8

	Fire Hardened Wood
	-1
	1.0

	Metal
	+0
	1.3


Modifications Due to Wind

	Light
	-1

	Moderate
	-3

	Strong
	-6

	Gusty
	Doubled Strength Value of Wind


	Bola (Frontal)T,E
	Dft+Wt+Comb
	3



This weapon system requires 1 Action to prepare and a minimum of 1 Action to windup to toss. For each additional Action spent in the windup the range groupings will be modified by a multiplier of.5 per Action to a maximum of 3. Thus, after 4 additional Actions of windup, the upper limits for all the range groupings will have a multiplier of 2.


Use of this weapon requires a clear area around the character. The minimum radius of clear space is 1 meter. Each additional Action of windup will increase this radius by .5 meters. Any obstruction that occurs during the windup will abort the attack with the bola. The object or character that aborted the attack will receive a Strike Attack from the bola.


A character may maintain a bola in windup for a number of Combat Turns equal to his Strength. A character maintaining a windup may only move 1 meter per action.


This weapon has to forms of attack and the form in use must be specified before the attack is resolved. Strike is an attack to damage. The Gamemaster, using a flat curve, will determine how many balls in the bola strike. Each ball has a WDM of 1.5C and an ENC value of 2. The Effect die is rolled separately for each of the balls that strike.  Capture is an attack, which does not directly damage.

Again the Gamemaster determines how many of the balls actually affect the target. The total number striking is multiplied by .5 to get the WDM to be multiplied by the Effect Die roll. This will yield an Effect Number for use with the entanglement rules given in the Flexible Weapons Skill.


Damage Potential is the percentage chance of a missile special effect occurring.  A flesh wound result for a Capture attack requires t
e target to make a Speed Ability Saving Throw to avoid a fall.

Range Modifications  

                             Distance                                 EFF. STR Group
 Category             in meters            BCS Mod.     for Effect Die

	Point Blank 
	STR CST
	+0
	+0

	Effective
	STR AST
	-1
	+0

	Long
	STR
	-2
	-1

	Maximum
	2x STR
	-4
	-2



If the characters calculated range lies within the radius of his/her windup, he may not attack at that range grouping.

	Crossbow (Frontal)T,E
	Dft+Wt+Comb
	3



This skill governs the use of all crossbow type weapons. The range to the target, type of bolt being fired, and the situation will modify the BCS. The WDM is, like bows, dependent on the type of bolt being fired. Unlike bows, the range and damage done is based on the weapon rather than the character using it. Crossbows have a recoil effect, which may affect the user’s chance of hitting his/her target. The percentage chance of a bolt hit achieving a Missile Special Effect is equal to the Damage Potential.


Crossbows are rated by their Pound Pull, as are bows. The Pound Pull/2, nearest is used for crossbows as the user’s Strength is used with bows, to determine ranges and the effective Strength Group for Effect Die determination. Thus, a crossbow with a Pound Pull of 120 would have a Strength of 60 and a Strength Group of 7 with an Effect Die of 2D10+2. This strength Group would be used to make the range calculations and would receive the modifications due to range for determining the Effect Die to be rolled.


The Range Factor, Durability and Encumbrance values for a crossbow are calculated in a fashion similar to that done for bows.  


Range Factor = Pound Pull/10, rounded nearest tenth


Durability = Range Factor/3, nearest


Encumbrance = Range Factor/5, nearest tenth

Thus, a crossbow with a 120-Pound Pull has a Range Factor of 12, Durability of 4, and an ENC of 2.4.

The recoil effect of a crossbow will give the user a negative modification to his BCS. If the recoil effect calculation yields a negative number there will be no effect to the user’s BCS. It does not give a positive modification. For determination of effects to BCS and for the WDM to use, bolts function in the same way as arrows.

Recoil Effect = (RF/2, nearest)- Strength Group


A crossbow’s Point Blank range is 10 meters, not 5 as with bows. Unlike a bow, a crossbow must be cocked. Once cocked, it may be carried loaded and ready to fire. A crossbow requires a number of Strength points equal to it’s Pound Pull in order to be cocked. For each Action spent cocking the crossbow, a character may apply his/her Strength in Strength Points toward cocking the crossbow. If the crossbow’s Pound Pull is greater than or equal to 4 times the user’s Strength the user will be unable to cock the crossbow with out aid of a mechanical device. If the mechanical aid is incorporated into the crossbow, it will take one additional Action before the weapon is reloaded. If the aid is separate, two additional actions will be required. If the multiplier for a separate mechanical aid does not put the character’s Strength into the range where he would be allowed to cock the weapon if that were his/her natural Strength that crossbow may not be cocked and a more powerful aid or a stronger character is required.

                     Mechanical Aids:         STR Mod.

	Separate:
	Belt hook
	x1.5

	
	Goat’s hook
	x2

	Built In:
	Cranechin
	x1.8

	
	Windlass
	x2



Crossbows have an inherent BCS Modification of +3. As with all inherent BCS modifications, once the character’s BCS in the governing skill exceeds the sum of his Combative Talent and the Inherent Modifications the modification is no longer used. A character in stance with a crossbow may sight in.

	Knife Throwing (Frontal)T
	Dft+Spd+Comb
	3



This skill governs the ability of throwing knives in the proper way. Only throwing knives are covered under this skill. All others fall under the throwing skill.     

	Sling (Frontal)T
	Dft+Wt+Comb
	3



The Sling is a simple Sling of David. The Rules governing its range and the increase of range by longer windup are the same as Bola Skill. The WDM that the sling imparts to its bullet will depend on the number of turns spent in windup. A character has an effective upper limit on the number of turns spent in windup of his/her Strength Group. This is for purposes of determining the WDM only. It does not apply to range. 


Actions in Windup          1     2     3      4-5       6-7


WDM C Type Damage  .5     1     1.5     2         2.5


Improvised bullets such as pebbles will give a -2 to the user’s BCS. The percentage chance of a Missile Special Effect is equal to the Damage Potential.

	Slingshot (Frontal)T
	Dft+Wt+Comb
	3



Slingshots are rated for Elasticity. The effective Elasticity of a slingshot is the actual elasticity or the user’s strength group whichever is lower. The upper limit on the range groupings is multiplied by the effective elasticity.

Range Modifications

                    Distance                             Eff. STR Grp.

Category            in meters      BCS Mod.     for Effect Die

	Point Blank
	3
	+1
	+1

	Effective
	5
	+0
	+0

	Long
	10
	-1
	+0

	Extreme
	15
	-2
	-1

	Maximum
	20
	-4
	-2



The WDM of the slingshot is equal to the effective Elasticity divided by 2. The damage is C type. BCS modifications for ammunition are the same as for slings. The percentage chance of a missile special effect is equal to the damage potential.

	Throwing (Frontal)
	Dft+Wt+Comb
	3



This Skill represents a trained ability to throw weapons. It is required for the successful throwing of such things as small axes and spears. But things such as rocks, hand grenades, and chairs may be thrown without any recourse from the skill.  In the latter case, a character with this skill has a better chance of hitting his/her target.


To be thrown without a penalty, the Strength Rating of the weapon must be less than the Strength Group of the character. For every point over this number there is a one-penalty shift on the range table. The BCS modification, the Strength Group modification and the throw required for Deftness are shifted to the next most difficult category for each penalty shift. Distances do not alter. Thus, a character attempting to throw a weapon with a Strength Rating of 5 while he/she has a Strength Group of 3 will receive a penalty shift of 2. If the target was 6 meters away (within normal Long Range) he would have the BCS and Strength Group modification as if it were two range steps further away (maximum Range).

Throwing Range Modifications

	
 
	Distance in

Meters
	BCS

Mod.
	STR Grp

Mod
	DFT Throw

If unskilled

	Point Blank
	2
	+1
	+1
	2xAST

	Effective
	STR CST
	+0
	+0
	AST

	Long
	STR AST
	-1
	-1
	CST

	Extreme
	STR
	-2
	-1
	CST/4 Down

	Maximum
	2xSTR
	-4
	-2
	1

	Penalty Shift 
	
	-8
	-3
	1 Then a CST

	
	
	-16
	-4
	1 Followed by 1

	
	
	Will not hit
	
	Will not hit


When throwing a heavy, non-aerodynamic object reduce all the ranges by 75%. The percentage chance of a missile special effect with a thrown, non-explosive is equal to the Damage Potential. A character may utilize his/her throwing Skill BCS or his/her Deftness in making a throw; whichever will give him/her the best chance of success.

When a character fails to hit his/her target with the throw, the object thrown is subject to landing somewhere else. This is particularly pertinent when the character is tossing a hand grenade. An object, which misses, will fall 2D3 meters from the target in a direction randomly determined by a 1D6. The hex in the Target’s Zone of influence that is intersected by the line drawn between the center of the thrower’s hex and the center of the target’s hex is considered to be the 1 direction. For simplicity, treat the object as if it were traveling from the taÁget’s hex to determine the destination hex. If the object encounters an obstacle before it has covered the required distance from the result of the throw of 2D3 (a Critical miss will double this distance), it will bounce according to the laws of physics. That is, its angle of reflection will be equal to its angle of incidence. This is a guideline for handling misses. It should not be used if the results yield a patent absurdity. The Gamemaster is advised to follow the spirit and intention of the rule rather than being a slave to its letter.

 Small Arms

It is noted here that a character possessing the skill to fire a given format of gun such as a pistol may fire any loaded and ready pistol. The Skills are separated into Modern and Primitive to deal with the preparation before firing, drill while firing and basic maintenance after firing. The skill can also be used as a measure of the character’s ability to recognize specific weapons covered by the Skill.

	Pistol, Gauss (Presented)T
	Dft+Wt+Comb
	3


 (Advance Tech Use)

	Pistol, Laser (Presented)T
	Dft+Wt+Comb
	3


(Advance Tech Use)

	Pistol, Modern (Presented)T,E
	Dft+Wt+Comb
	3


	Pistol, Primitive (Presented)T,E
	Dft+Wt+Comb
	3


	Rifle, Assault (Refused)T,E
	Dft+Wt+Comb
	3


This skill governs the use of a modern rifle with the automatic or burst fire capability and is used in either mode. A modern rifle that has the capability to fire in automatic or burst fire may be fired in single shot mode using the Modern Rifle skill. 

	Rifle, Gauss (Refused)T
	Dft+Wt+Comb
	3


 (Advance Tech Use)

	Rifle, Laser (Refused)T
	Dft+Wt+Comb
	3


(Advance Tech Use)

	Rifle, Modern (Refused)T,E
	Dft+Wt+Comb
	3


	Rifle, Primitive (Refused)T,E
	Dft+Wt+Comb
	3


	SMG (Refused)T,E
	Dft+Wt+Comb
	3


This skill governs the use of submachine guns. Such as an Uzi, Mac 10, ETC…

Support Weapons

	Breech Load Artillery T
	Dft+Wt+Comb
	1


This skill covers serving as a member of a gun crew for a modern breech loading artillery piece. As with many of the Support Weapons Skills it has little place in the standard rules that are designed for man-to-man conflict, but is included in the rules for a guideline.

	Direct Fire Cannon T
	Dft+Wt+Comb
	1


This skill is intended to cover the use of such weapons as Recoilless Rifles, Antitank Artillery, and a Tanks Main Gun.

	Grenade Launcher A,T
	Dft+Wt+Comb
	1


This skill covers the use of such weapons as the M-79 grenade launcher and also has an averaging function with such things as rifle grenades. When a miss occurs with one of this weapons use the procedure for a miss with a thrown weapon, but the destination hex will be 2D10 meters away from the target hex instead of 2D3.

	Machine Gun A
	Dft+Wt+Comb
	1



This skill governs the use of fixed mounted automatic weapons.  It also is use to average with the modern rifle when using unmounted light machine guns.

	Missile Launcher T
	Wt+Dft+Comb
	1


 (Tech Use)


This skill governs the launching and subsequent control of non-portable missile systems, whether for surface-to-surface or surface-to-air systems.

	Mortar T 
	Dft+Wt+Comb
	1


This skill covers being a member of a Mortar crew. It also covers the ability to use and maintain a mortar. 

	Muzzle Load Artillery T
	Dft+Wt+Comb
	1


This skill covers being on the crew of a primitive cannon, such as a Civil War Era cannon. A single character cannot use this type of weapon, unless the weapon was loaded and ready to fire.

	Primitive Siege Engines T
	Wt+Dft+Comb
	1


This skill governs the design and use of such siege engines as catapults and battering rams etc.

	Rocket Launcher T
	Dft+Wt+Comb
	1


 (Tech Use)

This skill covers the use of man-portable rocket and missile systems, such as bazookas, LAWS, and other portable anti-tank or anti-aircraft guided missiles.

Non-Technical Physical Skills

	Beast Riding A
	Wt+Dft+Nat
	1


This skill governs the ability to ride and control an animal while being ridden. While riding a non-trained animal in combat, the character will have to make a Deftness CST check every round as not to be thrown from the animal. If the character uses one of his/her actions to maintain a grip on the animal, the character will average his/her Deftness AST with his/her Beast Riding skill. The definition of a trained animal is up to the GM. While riding a trained animal in combat the character will have to check his/her Beast Riding skill every round, unless the character uses one of his/her actions to maintain a grip. Then no roll is necessary, unless the animal is struck, then the character will have to check his Strength AST to maintain a grip. 

	Bicycle Riding T,A
	Dft+Str+Mech
	1


Allows the operation and minor repair of bicycles, tricycles, and some mopeds.  A character making his/her Bicycle Riding BCS while under fire may ad his skill score divided by 20 rounded down, to the Combat Dodge ability acquired for the speed of the Vehicle.

	Boating T
	Str+Wt+Nat
	1


This skill governs the operation of small powered boats or oar-powered vessels. It also serves to allow a character to be part of a crew on a larger version of the vessels of the type covered.

	Camouflage A
	Wt+Wt+Nat
	1


This skill governs the character’s ability to hide objects for detection.  It also allows the characters score in the skill to be divided by 10 against someone with out the search skill and divided by 20 for someone who does, to be used as a negative modifier when trying to locate the hidden object.

	Climbing S
	Str+Dft+Nat
	1


This skill governs the climbing of sheer surface or man-made edifices. The rate of climb is the result of a Deftness Group Effect Die roll multiplied by a factor representing the difficulty of the surface. This factor is at the discretion of the GM. A Critical Failure on the BCS Roll indicates a fall. A normal miss requires another BCS roll, with another failure indicates a fall. A second roll success indicates no progress. When climbing natural formations Climbing Skill is also used. Various pieces of equipment can be used in aiding the BCS roll, increasing the distance climbed or preventing a fall.

	Fishing  S
	Dft+Wt+Nat
	(Trap/Hook) 2


This skill allows the character to acquire food from the water. The character must be using some form of equipment and will have to make a successful BCS for the type in use. If the character deploys a net he/she would be using his/her Trapping BCS. 

The character will acquire a number of man-days of rations equal to the result of an Effect Die roll times a multiplier representing the abundance of fish in the area. The factor is at the discretion of the GM. While using the Trap form, use the character’s Wit Group and with the Hook form use his/her Deftness Group to determine the Effect Die to be rolled. Acquiring the ration will take the whole day. Any travel done that day will reduce the character’s base BCS to one half. If the character travels more that half a day, he/she will not be able to use this skill. When using the Trapping method a plus 1 will be added to the multiplier for every trap set by the character. When using the Hook method, a failure indicates a loss of 1D4 hooks, while a successful roll indicates a loss of 1D3 –1 hooks.

	Gambling S,E
	Dft+Wt+Cha
	1


This skill provides a source of income for the character if he/she is successful. The effect Number of the character’s roll indicates the multiplier to the base bet if the character should win. If he/she fails his/her BCS roll the difference between the die roll and his BCS is the multiplier to the base bet used to determine how much he/she losses. The character’s opponent will also make a Gambling BCS roll. If the opponent makes his/her BCS roll, the difference between his roll and is BCS is used as the negative modifier for the Characters BCS roll, before the character makes his/her attempt. If the opponent fails his/her roll, the difference between his/her roll and his/her BCS is added to the characters BCS roll, before his/her attempt. Initial equipment for this skill is a set of dices or a deck of cards, at the player’s choice.

	Handicraft S
	Dft+Wt+Talent
	(Specify) 1


This is a grouping of skills, rather than a single skill. A character will have to specify what type of handicraft he/she has, such as basket weaving, pottery making, rope making, etc. A character may have more than one handicraft skill, but for every handicraft skill more that 2; there is a –10 penalty to the initial score roll.  For example a character has four handicraft skills. The character will have no penalty for the first two handicraft skills he/she knows, but gets a -10 to the third skill and -20 to the fourth skill. The GM determines which talent is the governing talent for the handicraft skill chosen.

	Hide
	Wt+Wt+Nat
	(Urban/Rural) 1


This skill governs the ability to hide from sight. With a successful BCS roll the character is completely hidden from someone not actively searching for the character.  Someone using his/her Spot Hidden skill will have a chance to see the character hiding.  The character hiding tries his/her Hide BCS roll; with a successful roll the number between the needed roll and the actual roll is subtracted from the BCS of the person trying to spot the hidden person. If the character fails his/her hide roll the number between the needed roll and the actual roll is added to the BCS of the person trying to spot the hiding person.

As an example: John was searching the ruins of a building, when he heard some people approaching. He panics and begins to run towards the back door. The approaching people hear John scrambling for the back door. They draw their weapon and enter the building. Once John reaches the back door he realizes that the door is bolted shut. With nowhere to run, John decides his best chance for survival is to hide. John has a hide skill of 12. Looking around he finds some debris to hide in. The GM has John roll his hiding skill. John rolls an 8, Success. Shortly after John hides the 2 people enter the back room. Taking a quick survey of the area they see nothing. One of the people decides he should take a closer look. He takes him time and looks around for anything or anyone. The GM rolls the persons Spot hidden roll at a –4(John’s Hide BCS was 12 he rolled an 8. 12-8=4, so the person gets a –4 penalty to his Spot hidden roll). His Spot Hidden skill is 15. He rolls a 13(15-4=11), he failed to spot John hiding in the debris. John is safe, for now.       

	Hunting S
	Dft+Wt+Nat
	(Specify) 2



In its true form this skill works the same way as the Fishing Skill, except that the skill works in a non-watery environment. When using the shoot form of the skill 1D6 rounds of ammunition is expended with each BCS attempt, with or without a successful roll. If the character is using a weapon with reusable ammo, the character can recover his/her Wit group Effect die worth of ammo. The character receives a +1 to his/her BCS for every trap set over 5.

	Sailing T
	HLH+Str+Nat
	1



This Skill governs the ability to sail and take care of a small sailboat or be part of a crew of a larger sail type vessel.

	Seamanship A
	HLH+Dft+Nat
	     (Specify)1



The skill is the ability of the character to read the waters and its ways. The extent of the information the character will know depends on how high his/her BCS in the skill is.  

 
Example: A character can tell that their vessel is coming up to a shallow reef by the way the water is breaking. Or being able to tell which direction the current is flowing and how fast. With the Ocean Seamanship skill the character will be able to tell if the tide is coming in or going out. Etc. 

	Search
	Wt+Wt+Nat
	(Urban/Rural) 2



The skill represents the character’s ability to find something significant. It is used for locating a useful item in a pile of junk or items hidden using the Camouflage skill.  In general, one character will lead a search party. It will be his/her BCS that will be used to determined a successful find or not, modified by the number of characters under his/her direction. It is a +1 for every person aiding in the search.

	Slight of Hand
	Dft+Spd+Chr
	1



This skill governs the character’s ability to perform quick undetectable movements with his/her hands. Like palming a card, hiding small objects in ones sleeve, picking some ones pocket etc. It will be up to the GM as to what size items can be lifted without being noticed.   

	Spot Hidden
	Wt+Wt+Nat
	1



This skill governs the character’s ability to detect hidden things. This skill is similar to the search skill accept, that the Spot Hidden skill to use when not actively search for and thing in particular.  The attempt to use this skill should be rolled by the GM. That way only the GM will truly know it something was missed. This skill can be used at any time as long as the character is not or has not actively searched the area.

Example: Mark was walking down the street when something catches his eye. With caution he approaches what he thinks is a shine object lying in a bunch of rubble. Once he gets closer he realizes that it’s a barrel of a gun someone has hidden in the rubble.

	Stealth
	Dft+Wt+Nat
	1



This skill allows the character to move and/or perform actions quietly. Outside of detailed action time, a character may move a distance in meter equal to his/her base action phase before having to check his Stealth BCS again. In detailed action time the character has to make a successful BCS roll every turn to maintain his/her stealthy movement and/or actions. The GM should make the rolls, as the character would only know if he/she were discovered. On an unsuccessful attempt the character get a second chance, by rolling a Speed CST. If successful on the Speed CST the character is not heard. On a critical miss the character is automatically heard.

	Survival S
	HLH+Wl+Nat
	(Specify) 1



This skill represents a character’s basic capability to fend for him/herself in a certain environment, such as Arctic, Desert, Urban, Rural and Oceanic environments. A successful BCS roll allows the character to gather enough food for one day in the environment in which the character is skilled.  A roll of a 1 while attempting this skill adds a Wit Group Effect die to the number of man-days worth of food gathered. In the Oceanic environment the character must have the Fishing skill to obtain any food. 

	Swimming A
	HLH+Str+Nat
	1


Any Character can play in water, but the Swimming Skill gives the character the ability to swim and keep his/her head above water while in non-metal armor.  A character using his/her Swimming Skill can swim for his/her Health in minutes before having to rest and half of his/her Health while in non-metal armor. If a critical miss is made, the character will have to make a Health CST to keep his/her head above water. If the Health CST is a failure then the character is subject to drowning. If the character is wearing metal or very rigid armor then the character will have to make a successful Swimming roll every 10 feet of distance traveled. The effects of swimming in Detailed Action time are listed in the movement while in Detailed Action time section.  Any combat skills used while swimming will be averaged with the swimming skill.

	Tracking
	Wt+Nat+Nat
	(Urban/Rural)1



This skill allows a character the ability to follow a trail, left by someone or something passing through the area. A BCS roll must be made at each decision point (anywhere the trail my go in multiple directions or comes across a body of moving water). The older the trail is, the harder it will be to follow. The exact amount of difficulty is left up to the GM. The skill also allows the character the ability to hide his/her trail.  A successful BCS while trying to hide the trail will allow the character to make a Wit Group Effect Die roll. The result for the Wit Group Die roll is then used as a negative modifier to someone trying to track the character.

Non-Technical Knowledges 

	Advanced Farming T
	Wt+Sci+Nat
	1


(Dirt Farming)


This skill allows the character to use the proper planning and scientific methods to get the maximum yield from the crops.

With a successful BCS roll will increase the yield of the crop by 10%. A Critical success indicates a 40% increase to the crops yield. A failure roll indicates a minus 10% yield. A critical miss indicates a total crop loss. In order for this skill to work properly the character must have or have access to, soil analysis equipment, almanacs, weather forecasts, chemical fertilizers, etc. 

	Bowyer T
	Dft+Wt+Mech
	1



This skill gives the character the ability to produce bows and arrows.  With the proper equipment and materials, a character can produce arrows or work on a bow in the course of a day. The character can produce his/her Deftness Group Effect die in arrows, with a day’s work. It will take the character 15 minus his/her Deftness Group Effect Die roll in days to produce a bow. If the bow is being made of wood, it must be cured. The curing process will take 2D6 weeks, but doesn’t require the constant supervision by the character. One unit of arrow materials will be enough to produce 10 arrows. It takes a unit of head, shaft and fletching material to produce an arrow. The character will need to have or have access to at least a tool kit 1 or better to produce a bow, but a simple knife will allow the character to produce arrows. If the character uses a simple knife to produce arrows, it will take 3 times the normal time to produce the arrows.

	Carpentry T
	Dft+Wt+Mech
	1



This skill gives a character the ability to build things out of wood. It also allows the character to inspect and determine the structural soundness of a wooden structure or item. It is up to the GM to determine how much material and how many task points it will take to build the item desired. If more than one person with the skill works on a project, their carpentry skills are averaged. The number generated by the averaging is subtracted from the task points.  

	Commerce A
	Wt+Wt+Comm
	1


This skill governs the character’s ability to haggle for better prices, on items bought and sold. The Commerce skill is averaged with the skill that is associated with the item that is to be bought or sold. If the item in question does not have a skill associated with it, then use the characters Wit AST to average with the Commerce skill. If the character doesn’t have the appropriate skill for the item then use his/her Wit CST. When using averaging, the averaged value cannot exceed the commerce skill.

	 Culture
	Wt+Comm+Est
	(per/post) 2 



This skill represents the character’s familiarity with the popular cultures.  It gives the character a chance of knowing about the local slang, social structure and possibly the general knowledge about local groups and their activities. As the character moves further away for the area he/she is familiar with the less of a chance the character, will have knowledge of that area. For every 100 miles away from his/her hometown there is a –2 to his/her BCS roll.  (Optional) With a campaign set far into the future, the GM may make the Pre Ruin Culture skill more of a history or legendary skill.  Making what little information is available for the Pre Ruin Era more of a myth, than the truth. 

	Dirt Farming T
	Hlh+Dft+Nat
	1



This skill gives the character the ability to grow crops properly on a large scale. To use this skill properly the character must have access to hoes, plows, gathering equipment and seeds. To determine the basic yield of the crops, use the characters Wit Group Effect Die divided by 2 and rounded to the nearest tenth, the number yielded is then multiplied by the number of seed units cultivated to get the total amount of crops harvested in 100’s of pounds. If a critical failure happens then the entire crop is lost. If a critical success happens then the crop yield is double normal. If a normal failure occurs then the crop yield is halved. 


Example: Farmer Brown has a small farm out side of Hootersville. He has a Dirt Farming skill of 15 and a Wit of 12. He plants 40 units of grain seed. He rolls an 8 for his BCS with his Dirt Farming Skill, showing a success.  With a Wit of 12 his Wit Group Effect die is 2d6 his roll is 8. So his total yield of grain from this crop is 1600 lbs. [(8/2=4)(4x40=1600)].

	Fermentation T
	Wt+Nat+Nat
	1



This skill gives the character the ability to produce alcoholic beverages, from a wide verity of items. With this skill alone the character cannot produce fuel alcohol. It takes 1 unit of raw materials to produce 3 liters of alcoholic beverage. The type is up to the player mead, ale, and wines. Etc. With a critical failure the whole batch is lost.  With a critical success the alcohol content is much high and more powerful. With a normal failure half of the batch is lost. 

	Foreign Language
	Wt+Wl+Comm
	(Specify) 1



This gives the character the ability to speak a language not native to his/her people. Each language that the character wishes to speak takes a separate skill.  Literacy in the specified language(s) is a separate skill as well.

	Initial Language
	Wt+Wl+Comm
	(Specify) 1



This represents the character’s native language. Literacy in the specified language is a separate skill.

	Interrogation
	Wt+Comm+Chr
	1



This skill governs the character’s ability to extract information for another character. When using the Interrogation skill on someone the Interrogator rolls his/her BCS, if the roll is a success then the difference between the number rolled that the characters skill is used as a negative modifier to the person being interrogated. The character that is being interrogated will average his/her Will and Health to determine his/her BCS rolls. If the character being interrogated succeeds in resisting the interrogation attempt, then the difference between the number rolled and the number needed is subtracted from the Interrogator's next attempt to interrogate this character. An Interrogation roll is needed for every attempt to get information forcibly from another character. The modifiers for using physical and mental torture are left up to the GM.

	Leather Working T
	Dft+Wt+Est
	1



This skill gives the character the ability to tan hides and make leather garments, including armor. With a successful BSC the character has produced good quality tanned hides. With a failed BCS the rolls a D10 and multiplies it by 10, to see what percentage of the hides being tanned are ruined. Also with a failed BCS the character produces low quality items and they are only worth half armor value and price. Only leather goods that have been hardened may serve as armor. The character may over see his/her Wit Group it items during the hardening process. It takes a week to harden an item.

	Literacy
	Wt+Wt+Comm
	(Specify) 1  



This skill governs the character's ability to read and write a specified language. When a character is attempting to learn from a book, the character must make his/her BCS roll and be literate in the language that the book is written in to gain any benefits. The character must specify which languages he/she is literate in.

	Masonry S
	Dft+Wt+Mech
	1



This skill allows the character to perform tasks such as bricklaying. The GM will set the task value to the task the character would like to perform. If the character makes a successful BCS the task is completed normally. If the character fails his/her BCS the task will take twice as along and use twice as much material to complete the job. If a critical failure occurs then the item being built will fall down or be structurally unsound.  With this skill the character can attempt to determine the soundness and strength of a brick structure. While using this skill to check the soundness or strength the GM should make the roll in secret.   

	Navigation, Ariel T
	Wt+Nat+Sci
	1



This skill gives the character the ability to navigate while in flight, by using a map or a digital display. If the character fails his/her BCS roll then he/she has misread the information. It will take a successful BCS to realize that he/she has made a mistake. It will take a second successful BCS to find were the mistake happened and to correct it. If a failure occurs on the attempt to correct the mistake to process has to be started all over again. If at anytime the character navigating has a critical failure then he/she has hopelessly lost their way. With out assistance from another player or NPC the character heads off in a random direction.  

	Navigation, Land T
	Wt+Nat+Sci
	1


This skill gives the character the ability to navigate while on the ground, by using a map and a compass or terrain. If the character fails his/her BCS roll then he/she has misread the information. It will take a successful BCS to realize that he/she has made a mistake. It will take a second successful BCS to find were the mistake happened and to correct it. If a failure occurs on the attempt to correct the mistake to process has to be started all over again. If at anytime the character navigating has a critical failure then he/she has hopelessly lost their way. With out assistance from another player or NPC the character heads off in a random direction.

	Navigation, Nautical T
	Wt+Nat+Sci
	1


This skill gives the character the ability to navigate while on a ship, by using the stars. If the character fails his/her BCS roll then he/she has misread the information. It will take a successful BCS to realize that he/she has made a mistake. It will take a second successful BCS to find were the mistake happened and to correct it. If a failure occurs on the attempt to correct the mistake to process has to be started all over again. If at anytime the character navigating has a critical failure then he/she has hopelessly lost their way. With out assistance from another player or NPC the character heads off in a random direction.

	Nutritionist
	Wt+Sci+Nat
	1



This skill governs the character’s ability to determine if a foodstuff is edible. It also give the character the ability to make his/her food last longer in terms of usage. The character will know just how much they can deprive themselves of before starvation sets in, which will allow them to stretch their current food out to twice it amount in days, up to an extra week. After that starvation sets in normally. While stretching the food out, the characters base movement is ¾ his/her normal. After stretching the food out for more that a couple days the character will require twice the amount of food for the same amount of days equal to the amount of days spent on short rations.

	 Repair Muscle Powered Vehicles T
	Dft+Wt+Mech
	1


(Carpentry)


This skill governs the character’s ability to repair and maintain muscle power vehicles, such as carts, sledges, wagons and other such conveyances. This skill is only used to determine what the problem is and how to fix it. The Carpentry skill is used to actually repair the item.

	Salvage Food 
	Wt+Sci+Nat
	1


(Nutritionist)


This skill gives the character the ability to salvage edible food from other wise useless foodstuff. A successful BCS will give the character a Wt Group Die roll times 5 in percentage, to determine the amount of foodstuff is salvaged. A failure means no food can be salvaged.

Technical Physical Skills 

	Basic Research S
	Wt+Wt+Sci
	1


(Tech Use) 


This skill allows the character to retrieve information from research material, such a notepad from a scientist. Most science-based skills require the use of Basic Research. Depending on the type of media the research material is on, the character my have to use other skills as well. As an example: If the research material were on a computer the character would have to use his/her Computer Use skill as well as his/her Tech Use Skill. If there is a failure during the attempt to gain knowledge from the research material then the character cannot understand what he/she is reading and nothing is gained.

	Driving, Automobile T
	Dft+Wt+Mech
	 (Auto/Standard) 1


(Tech Use)


This skill gives the character the ability to operate a car; light truck and propane powered forklifts.

	Driving, Heavy Equipment T
	Dft+Wt+Mech
	1


(Tech Use)


This skill gives the character the ability to operate heavy equipment, such as big rigs, bulldozers, fuel-powered forklifts and other such heavy-duty vehicles.

	Driving, Heavy Military Equipment T 
	Dft+Wt+Mech
	 1


(Tech Use, Military Equipment Driving)


This skill gives the character the ability to operate heavy military equipment such as tanks, large trucks, armored personal carriers, and other heavy-duty military equipment.

	Driving, Military Equipment T
	Dft+Wt+Mech
	1


(Tech Use, Automobile Driving (Standard))


This skill allows the character to operate the light military vehicles, such as hummers, fast attack vehicles and other light military vehicles.

	Driving, Motorcycle T,A
	Dft+Wt+Mech
	1


(Tech Use)


This skill allows the character to operate a motorcycle of any kind.

	Lab Technique T
	Dft+Wt+Mech
	1


(Tech Use)


This Skill governs the character’s ability to function in a laboratory environment. It is use to do small-scale chemical research and analysis, it also covers most tasks done in a laboratory. Most of the advanced scientific knowledge requires this skill.

	Lock picking T,E
	Dft+Wt+Mech
	1


(Tech Use)


This skill governs the character’s ability to pick locks. The character must have lock picks of some sort to use this skill. The rules governing lock picking is cover in book 1.

	Magnalock Penetration T,E
	Dft+Wt+Mech
	1


(Tech Use)


This skill governs the character’s ability to use a Magnalock Turner. A Magnalock is a lock that requires a keycard. There is no keyhole or tumbler which to pick. Therefore only a Magnalock turner can be used to open the lock. Power to the Magnalock must be on in order to use a Magnalock Turner on it. Magnalocks operate much like a combination lock, in the aspect that it has a series of numbers that must be achieved individually. See book 1 for the rule governing combination locks.

	Powerboat Pilot T
	Dft+Wt+Mech
	1


(Tech Use)


This skill governs the character’s ability to control a motor-powered small craft.

	Tech Use S
	Dft+Wt+Mech
	1



This skill represents the character’s ability to understand and use technological devices in their intended way. This is the base skill use in most technical skills.

Technical Knowledges

	Advanced Medical S
	Wt+Dft+Sci
	1


(First Aid, Lab Tech)


This skill and its uses are described in the Damage and Healing section of Book 1.

	Architecture S
	Wt+Sci+Mech
	1


(Tech Use, Basic Research, Math)


This skill governs the character’s ability to design a structure. It also allows the character a chance to gauge the soundness of a man made structure.

	Armorer, Metal T
	Dft+Wt+Mech
	1


(Machining or Blacksmithing)


This skill governs the character’s ability to forge new armor or repair damaged armor. This skill can only be used with the proper tools and a forge, if either one is not present the skill cannot be used. This skill is averaged with either the character’s Machining or Blacksmithing skill, which ever is higher. The averaged number cannot exceed the higher of the two skills being averaged. A critical failure means that the piece being worked on was destroyed. If a non-critical failure occurs then twice the material is used to produce or repair the item. 

	Armorer, Plastic T 
	Dft+Wt+Mech
	1


(Plastic Forming)


This skill governs the character’s ability to forge new armor or repair damaged armor. This skill can only be used with the proper tools and a forge, if either one is not present the skill cannot be used. This skill is averaged with the character’s Plastic Forming skill. The averaged number cannot exceed the higher of the two skills being averaged. A critical failure means that the piece being worked on was destroyed. If a non-critical failure occurs then twice the material is used to produce or repair the item.

	Auto Mechanic T
	Dft+Wt+Mech
	(Alcohol/Gas) 1


(Tech Use)


This skill allows the character to repair and maintain a car or truck. Some other vehicles may fall into this category, but that is left up to the GM to decide. The repairing of a vehicle is treated as a task and falls under the task rules.  A failure indicates the character cannot find or repair the problem. A critical failure indicates that the character did further damage to the vehicle. The use of this skill is further described in the Vehicle section in Book 2.

	Blacksmithing T
	Dft+Wt+Mech
	1


(Tech Use)


This skill gives the character the ability to make, repair and maintain things out of metal. Each item that is being worked on is treated as a task. It is up to the GM to decide how much material and how many task points are in involved. A critical failure means that the piece being worked on was destroyed. If a non-critical failure occurs then twice the material is used to produce or repair the item.

	Botany S
	Wt+Sci+Nat
	(Pre/Post) 1



This skill governs the character’s knowledge of the different types of plants. This is the formal knowledge of plants, such as their Latin names, their genus and what type of climate they would grow in. With a success BCS roll the character will be able to identify a plant on site.

	Chemistry S
	Wt+Sci+Mech
	1


(Mathematics)


This skill governs the character’s knowledge and basic use of chemicals. 

	Computer Use S
	Wt+Sci+Mech
	1


(Tech Use)


This skill governs the character’s ability to work with computers. A character will have to have this skill to be able to use a computer at all. Searching for information on a computer is a task and falls under the task rules. The GM will determine the number of task points needed to find the information being sought. A critical failure results in no information being found and that character CAN NOT search for that information any further. A failure will add 25% to the total of task points needed to retrieve the information being sought.

	Decontamination S
	Wt+Dft+Sci
	(CBW/Nuclear)1


(Lab Tech)


This skill governs the character’s knowledge of and ability to deal with the many different types of contaminants. This skill also requires 2 successful BCS rolls and the proper equipment to be successful. The first BCS roll is to determine if the character has the knowledge of how to decontaminate a person or thing properly. The second BCS roll is to determine if the character succeed in decontaminating the person or object.   

	Defusing Explosives A,S
	Dft+Wt+Mech
	1


(Tech Use)


This skill governs the character’s ability to defuse different types of explosive devices. This skill is averaged with the character's skill in the type of explosive that is trying to be defused. (Complex or Simple explosives.)  A failure indicates that the device was not defused and will explode in the way it was intended. A critical failure means and accidental and immediate detonation of the device. If the character defusing the device has a 20 BCS in Defusing explosives he/she will be allowed Deftness CST to avoid setting off the device. 

	Demolitions A,T
	Dft+Wt+Mech
	1


(Tech Use)


This skill governs the character’s ability to place and detonate and explosive device properly. This skill is averaged with the character’s skill in the type of explosive device being used. (Complex or Simple Explosives.) 

Details of this skill are given in the Explosive Device section in Book 2.

	Diesel Mechanic T
	Dft+Wt+Mech
	1


(Tech Use)


This skill allows the character to repair and maintain Diesel powered vehicles. Some other vehicles may fall into this category, but that is left up to the GM to decide. The repairing of a vehicle is treated as a task and falls under the task rules. A failure indicates the character cannot find or repair the problem. A critical failure indicates that the character did further damage to the vehicle. The use of this skill is further described in the Vehicle section in Book 2.

	Distillation T
	Wt+Mech+Sci
	1


(Tech Use, Fermentation)


This skill gives the character the ability to distill fuel alcohol. Distilling alcohol is considered a task and falls under the task rules. To determine how much alcohol is produced per batch, take the sum of the character’s Wit Group and Deftness Group effect die rolls and multiply it by the stills Efficiency Factor to get the liters per unit of material used. After getting that number multiply it by the amount of material used to determine the amount of usable alcohol produced. It will be up to the GM, to determine how many task points it will take to complete the task. It is up to the GM to determine what the Efficiency Factor and the capacity of the still.

	Electrician S,T
	Dft+Wt+Mech
	1


(Tech Use)


This skill will allow a character to perform electrical repairs and maintenance. All repairs, maintenance and design are considered tasks and should be treated in that respect. Not all of repairs or maintenance require tools, but most do. It will be up to the GM to determine if the task requires tools or not.  This skill also allows a character to design a new electrical circuit, if the character’s skill is high enough. It is left up to the GM to decide how high the character’s skill must be to perform the wanted task.  This skill also allows a character to read electrical blue prints.

	Electronics S,T
	Dft+Wt+Mech
	1


(Tech Use)


This skill will allow a character to perform electronic repairs and maintenance. All repairs, maintenance and design are considered tasks and should be treated in that respect. This skill also allows a character to design a new electronic circuit, if the character’s skill is high enough and the proper tools are available. It is left up to the GM to decide how high the character’s skill must be to perform the wanted task.  This skill also allows a character to read schematics.

	Encryption
	Wt+Sci+Comm
	1


(Basic Research, Mathematics)


Encryption and Decryption are both tasks and take time to complete.  When a character is trying to decode a message, the character must make a successful BCS roll. With a successful BCS roll the character earns the number of task points equal to his/her Wit Group Effect die roll. The difficulty of a code is represented in task points. The more the task point the harder the code is to break. With each failure during the BCS rolls, it will result in the loss of task points equal to the character’s Wit Group Effect die roll. A critical failure rolled at anytime during the BCS rolls will results in a misinterpretation of the code. The character will believe he/she has broken the code, but in realty they did not and they will get incorrect information from their decoding.  Encrypting a message does not require a BCS roll, but it does take time to do. It will be up to the GM to determine how many task points of each encrypted message to be decoded and the length of time it will take to encrypt the message.

	Firearm Repair, Gauss T
	Dft+Wt+Mech
	1


(Advanced Tech Use, Machining)


This skill allows the character to repair, maintain, and restore durability to a Gauss weapon. All the functions of this skill are tasks and take the proper tools, parts, equipment, and time to complete. It also allows the character to create parts for the given weapon, by using his/her machining skill. A failure during a repair or an attempt to restore durability will result in a loss of task points equal to the characters Wit Group Effect die. A critical failure during a repair or an attempt to restore durability will break to weapon further. If the weapon is at a durability of 1 at the time of the critical failure then the weapon is beyond repair and can only be used for parts. If a critical success is mage during a durability restoration attempt, the weapon's durability is increased by 2. But the weapons durability cannot be raised above the weapons normal maximum. A critical success during a repair will result in a durability increase of 1 and the time required to repair the item is halved. But the weapons durability cannot be raised above the weapons normal maximum. For every point of durability wishing to be restored the character must have or have access to a tool kit 2 or better, 1 unit of spare parts, and accumulate 10 task points.

	Firearm Repair, Laser T
	Dft+Wt+Mech
	1


(Advanced Tech Use, Machining)


This skill allows the character to repair, maintain, and restore durability to a laser weapon. All the functions of this skill are tasks and take the proper tools, parts, equipment, and time to complete. It also allows the character to create parts for the given weapon, by using his/her machining skill. A failure during a repair or an attempt to restore durability will result in a loss of task points equal to the characters Wit Group Effect die. A critical failure during a repair or an attempt to restore durability will break to weapon further. If the weapon is at a durability of 1 at the time of the critical failure then the weapon is beyond repair and can only be used for parts. If a critical success is made during a durability restoration attempt, the weapon’s durability is increased by 2. But the weapons durability cannot be raised above the weapons normal maximum. A critical success during a repair will result in a durability increase of 1 and the time required to repair the item is halved. But the weapons durability cannot be raised above the weapons normal maximum. For every point of durability wishing to be restored the character must have or have access to a tool kit 2 or better, 1 unit of spare parts, and accumulate 10 task points.

	Firearm Repair, Modern T
	Dft+Wt+Mech
	1


(Machining or Blacksmithing)


This skill allows the character to repair, maintain, and restore durability to a modern weapon. All the functions of this skill are tasks and take the proper tools, parts, equipment, and time to complete. It also allows the character to create parts for the given weapon, by using his/her machining skill. A failure during a repair or an attempt to restore durability will result in a loss of task points equal to the characters Wit Group Effect die. A critical failure during a repair or an attempt to restore durability will break to weapon further. If the weapon is at a durability of 1 at the time of the critical failure then the weapon is beyond repair and can only be used for parts. If a critical success is made during a durability restoration attempt, the weapon’s durability is increased by 2. But the weapons durability cannot be raised above the weapons normal maximum. A critical success during a repair will result in a durability increase of 1 and the time required to repair the item is halved. But the weapons durability cannot be raised above the weapons normal maximum. For every point of durability wishing to be restored the character must have or have access to a tool kit 2 or better, 1 unit of spare parts, and accumulate 10 task points.

	Firearm Repair, Primitive T
	Dft+Wt+Mech
	1


(Machining or Blacksmithing)


This skill allows the character to repair, maintain, and restore durability to a primitive weapon. All the functions of this skill are tasks and take the proper tools, parts, equipment, and time to complete. It also allows the character to create parts for the given weapon, by using his/her machining skill. A failure during a repair or an attempt to restore durability will result in a loss of task points equal to the characters Wit Group Effect die. A critical failure during a repair or an attempt to restore durability will break to weapon further. If the weapon is at a durability of 1 at the time of the critical failure then the weapon is beyond repair and can only be used for parts. If a critical success is made during a durability restoration attempt, the weapon’s durability is increased by 2. But the weapons durability cannot be raised above the weapons normal maximum. A critical success during a repair will result in a durability increase of 1 and the time required to repair the item is halved. But the weapons durability cannot be raised above the weapons normal maximum. For every point of durability wishing to be restored the character must have or have access to a tool kit 2 or better, 1 unit of spare parts, and accumulate 10 task points.

	First Aid S,E
	Wt+Dft+Sci
	1



This skill governs the character’s ability to perform basic medical care. Specific use of this skill is covered under the Damage and Healing section Book 1.

	Handloading T
	Dft+Wt+Mech
	1


(Tech Use, Machining or Blacksmithing)


This skill allows a character to reload spent center fire cartridges, with the proper time, tools, and raw materials.  Handloading is task in the sense it takes time to complete, but there aren’t any task points to determine. The amount of cartridges reloaded in an hour’s time is equal to the character’s Wit Group Effect die, multiplied by the efficiency of the handloading kit. Each handloading kit is broken down to rifle, pistol, and shotgun kits. The cartridge and bullet can only be used for the caliber in which they were produced, but the primer and power are interchangeable.  Each round to be reloaded needs a cartridge, primer, bullet, and power equal to the BDG in grains. Any round may be load with twice the power required, to make a Hi-Velocity round. When a failure occurs during handloading half of the rounds produced in that hour are no good and the materials are used up. When a critical failure occurs, all the rounds in that time period are completed. But when they are fired they are treated as a critical miss.  Any control throws will be applicable at this point. With a critical success twice the amount of rounds are produced in that hour.

	Machining T
	Dft+Wt+Mech
	1


(Tech Use)


This skill governs the character’s ability to manufacture metal goods. Anything that is made with this skill is a task and it up to the GM to determine how difficult each task is. This skill does not allow a character to produce or repair metal armor. The character must have or have access to a tool kit 2 or better and the raw materials to be able to produce anything. With a failure it will take twice as long to complete the task. With a critical failure the item that is trying to be produced will be lost as well as the material need for the item. 

	Marine Mechanic T
	Dft+Wt+Mech
	1


(Tech Use, Diesel Mechanic)


This skill allows a character to repair and maintain Marine Vehicles. The Diesel Mechanic skill is required to work on Diesel powered boats. This skill works the same way as Auto Mechanic.

	Mathematics S
	Wt+Sci+Comm
	1



This skill represents the character’s understanding and familiarity with mathematical computations.  This skill is required for most of the scientific skills.

	Mechanically Generated Power S
	Wt+Mech+Sci
	1


(Tech Use, Physics)


This skill is used to represent a character’s ability to repair, maintain, and design things such as windmills, waterwheels, and other mechanically driven power generators.

	Motorcycle Mechanic T
	Dft+Wt+Mech
	1


(Tech Use)


This skill allows the character to repair and maintain a motorcycle. Some other vehicles may fall into this category, but that is left up to the GM to decide. The repairing of a vehicle is treated as a task and falls under the task rules.  A failure indicates the character cannot find or repair the problem. A critical failure indicates that the character did further damage to the vehicle. The use of this skill is further described in the Vehicle section in Book 2.

	Natural Pharmacology
	Wt+Wt+Nat
	1



This skill governs the character’s knowledge of plants and their uses. This skill allows a character to tell what plants are good to eat or can be used for medical purposes.  It also allows the character to make drugs from the plants without having a lab or the Pharmacy skill. The drugs produced with this skill fall under the guidelines set in the Pharmacy skill. The drugs aren’t as potent as those produced in a lab, but the poisons are just as deadly. To locate a specific type of plant, use the search rules to govern the process.  This skill cannot be learned from a book. The only way to learn this skill is from someone who has the skill or experience.

	Pathology S
	Wt+Wt+Sci
	1


(Advanced Medical, Chemistry)


This skill represents the character’s knowledge and treatment of Diseases. For a further description of this skill see the section dealing with Diseases in Book 1.

	Pharmacy S
	Wt+Sci+Nat
	1


(Chemistry, Lab Tech)


This skill represents the character’s knowledge of and use of drugs. It also covers the characters ability to reproduce drugs with the proper equipment, lab, and raw materials. To do any research into or about any drugs know or unknown is treated as a task. The production of a drug is a task as well. To produce any drug the character must have or have access to a lab and raw materials used in that particular drug. If the character makes a critical failure during his/her Pharmacy BCS roll, then that batch of drugs are lost. If the character makes a critical failure during his/her Lab Tech BCS roll, then the drug that was trying to be produced is something entirely different and most likely poisonous. To determine the amount of drugs produced in a day’s time, use the character’s Wit Group Effect die roll and multiply it by the labs Efficiency Factor, then multiply it by the number of raw material units used.

	Physics S
	Wt+Mech+Sci
	1


(Mathematics)


This is a more advanced form of mathematics. It is required for the more advanced scientific skills.

	Plastic Forming T
	Dft+Wt+Mech
	1


(Tech Use)


This skill governs the character’s ability to manufacture plastic goods. Anything that is made with this skill is a task and it up to the GM to determine how difficult each task is. This skill does not allow a character to produce or repair plastic armor. The character must have or have access to a plastic tool kit 2 or better and the raw materials to be able to produce anything. With a failure it will take twice as long to complete the task. With a critical failure the item that is trying to be produced will be lost as well as the material need for the item.

	Radio Communications T
	Wt+Comm+Mech
	1


(Tech Use)


This skill represents the character’s ability to repair, maintain and use the devices used in radio communications. Along with the Electronic Skill a character can make a radio transmitter and receiver. A character with just the Electronic Skill can produce a radio transceiver with the help of someone with the Radio Communications skill. Building a transceiver is a task and it’s up to the GM to determined the amount of task points involved. To produce a transceiver the character must have or access to a tool kit 2 or better and enough parts to build a radio.

	 Simple Explosives S
	Wt+Dft+Mech
	1


(Chemistry, Lab Tech)


This skill governs the character’s ability to produce and use simple explosives. With this skill the character can produce simple explosive substances, such as TNT, Nitroglycerine, and blasting caps etc. To produce any simple explosive the character must have or have access to a lab and raw materials used in that particular explosive. If the character makes a critical failure during his/her Simple Explosive BCS roll, then that batch of explosives are lost. If the character makes a critical failure during his/her Lab Tech BCS roll, then the explosive that was trying to be produced blows up at the end of the task. To determine the amount of explosive produced in a day’s time, use the character’s Wit Group Effect die roll and multiply it by the labs Efficiency Factor, then multiply it by the number of raw material units used.

	Telegraphy Use S
	Dft+Wt+Mech
	1


(Tech Use)


This skill represents the character’s ability to repair, maintain and use the devices used in Telegraph communications. This skill also gives the character the ability to use and understand Morse code.

	Telephone Communications S
	Wt+Comm+Mech
	1


(Tech Use)


This skill represents the character’s ability to repair, maintain and use the devices used in Telephone communications.

	Television Communications S
	Wt+Comm+Mech
	1


(Tech Use)


This skill represents the character’s ability to repair, maintain and use the devices used in Television communications. Along with the Electronic Skill a character can make a television transmitter and receiver. A character with just the Electronic Skill can produce a television transceiver with the help of someone with the Television Communications skill. Building a transceiver is a task and it’s up to the GM to determined the amount of task points involved. To produce a transceiver the character must have or access to a tool kit 2 or better and enough material.

	Therapy S
	Wt+Dft+Sci
	1


(Advanced Medical)


This is an advanced medical skill that deals with the recover of lost Attribute points and the maintenance of the human body. For a further description of the use of this skill see the Damage and Healing section and the Aging section of Book 1.

	Weaponsmithing A,T
	Dft+Wt+Mech
	1


(Machining or Blacksmithing or Carpentry)


This skill governs the character’s ability to produce melee weapons. Depending on the type of weapon trying to be produced determines which skill is involved. If the character wishes to produce a weapon with both wood and metal then the character will have to have both Carpentry and Blacksmithing. Any two-part weapon does not have to be produced by the same person. It just takes twice as long to make. With a critical failure the weapon is destroyed. With a critical success the weapon is reduced in encumbrance by 20% or adds .1 times the WDM of the weapon to the WDM permanently. 

	Welding T
	Dft+Wt+Mech
	(Specify) 1


(Tech Use)


This skill governs the character’s ability to weld two pieces of metal together. There are many different types of welding, so the character will have to specify what type they are familiar with. It also gives the character the ability to repair and maintain the welding equipment he/she is familiar with. To be able to weld anything the character must have or have access to a welder and the material associated with the type of welding.

	Zoology S
	Wt+Sci+Nat
	(Per/Post) 1



This skill represents the character’s knowledge of animals. The character must have encountered that type of animal before, to even make an attempt a roll. If the character is successful in his/her roll the character will know the habits, strengths, and weakness of that type of animal.

Advanced Technical, Physical

	Advanced Tech Use S
	Dft+Wt+Mech
	1


(Tech Use)


This skill represents the character’s knowledge of Advanced Technical items that are listed and not listed. This skill governs any item that is more advanced than pre-ruin technology. If an item is found that isn’t covered under any other skill then use this skill to determine if the character understands and can use the item properly.

	Robotics
	Wt+Sci+Mech
	1


(Advanced Tech Use, Electronics)


This skill represents the character’s knowledge of Robotics and it’s maintenance and repair. With this skill the character can design a robotic device. The character would have to have several other skills to build a device. The range of difficulty to build the device and what skills will be needed will be left up to the GM.

	Laser Communications
	Wt+Dft+Mech
	1


(Advanced Tech Use)


This skill represents the character’s ability to repair, maintain and use the devices used in Laser communications.

High Technical, Physical

	Aviation Mechanic
	Dft+Wt+Mech
	1


(High Tech Use)


This skill allows the character to repair and maintain an Airplane. Some other vehicles may fall into this category, but that is left up to the GM to decide. The repairing of a vehicle is treated as a task and falls under the task rules.  A failure indicates the character cannot find or repair the problem. A critical failure indicates that the character did further damage to the vehicle. The use of this skill is further described in the Vehicle section in Book 2.

	Computer Science
	Wt+Sci+Mech
	(Prog/Design) 1


(Advanced Tech Use)


This skill covers to different and separate parts of Computer Science, Programming and System Design. For every 20 points in the score of the programming skill the character knows 1 programming language. The character must know the computer language to be able to do any programming with it.  Either the character knows the language of he/she doesn’t.  Creating new programs is a task and task. The time it takes to complete the task is depending on the complexity of the program being written. More than one programmer can work on a single program at a time. Thus speeding up the process. 


System Design covers a large part of the computer's functions. This skill covers the repair and maintenance of the hardware and the compatibility of the software with the hardware.  It also covers the designing and building of a computer system. The proper equipment and tools are required to do so.

	High Tech Use
	Dft+Wt+Mech
	1


(Advanced Tech Use)


This skill represents the character’s knowledge of High Technological items that are listed and not listed. This skill governs any item that is highly advanced pre-ruin technology.  If an item is found that isn’t covered under any other skill then use this skill to determine if the character understands and can use the item properly.

	Pilot, Fixed Wing
	Dft+Wt+Mech
	1


(Tech Use)


This skill governs the character’s ability to operate and control a fixed-wing aircraft.

	Pilot, Rotary
	Dft+Wt+Mech
	1


(Tech Use)


This skill governs the character’s ability to operate and control a Rotary-wing aircraft.

	Pilot, Submersible
	Dft+Wt+Mech
	1


(Tech Use)


This skill governs the character’s ability to operate and control a small underwater vehicle and some mini-subs.

	Pilot, Variable Wing
	Dft+Wt+Mech
	1


(High Tech Use)


This skill governs the character’s ability to operate and control a variable-wing aircraft.

	Safecracking
	Dft+Wt+Mech
	1


(Tech Use)


This skill governs the character’s ability to open a combination lock without having the combination. This skill is covered more fully under the Combination lock section in book 1.

	Scuba Diving
	Dft+Wt+Mech
	1


(Tech Use, Swimming)


This skill allows the character to use underwater breathing apparatus. This skill takes the place of the swimming skill when performing action underwater in Detailed Action Time. A character with the Scuba skill can hold his breath and extra amount of time equal to his/her Scuba Diving Score divided by 20 in turns. That number is added to the normal time a person can hold his/her breath.

High Technical, Knowledges

	Complex Explosives
	Dft+Wt+Mech
	1


(Simple Explosives)


This skill is a more advanced form of simple explosives. Complex Explosives deals with more complex devices and substances, such as Plastic explosives and other advanced forms of explosives.

	Laser Technology
	Wt+Sci+Mech
	1


(High Tech Use, Physics, Lab Tech)


This skill represents the character’s knowledge of and ability to repair and maintain laser technology. This skill does not cover Laser weapons. This skill governs the use of lasers as tools and other non-violent uses. It also covers the design and building of a laser. There are many skills involved in building a laser, but this skill governs the character’s ability to know how to put it together and make it work.

	Power Generation, Electrical
	Wt+Sci+Mech
	1


(Physics, Mechanically Generated Power (Electrical)) 


This skill covers the character’s ability to operate and maintain an electrical power plant that is fueled by either fossil fuels or hydroelectric sources.

	Power Generation, Nuclear
	Wt+Sci+Mech
	1


(Power Generation, Electrical)


This skill covers the character’s ability to operate and maintain electrical power plants that are fueled by nuclear sources.

	Power Generation, Solar
	Wt+Sci+Mech
	1


(High Tech Use, Physics)


This skill covers the character’s ability to operate and maintain electrical power plants that are fueled by the sun.

	Production of Fuel, Hydride
	Wt+Sci+Mech
	1


(Chemistry, Lab Tech)


This skill gives the character the ability to produce metallic hydrides, which release hydrogen to be used as fuel in an engine design to use it. To determine how much hydride is produced per batch, take the sum of the character’s Wit Group and Deftness Group effect die rolls and multiply it by the labs Efficiency Factor to get the kilograms per unit of material used. After getting that number multiply it by the amount of material used to determine the amount of usable hydride produced. It will be up to the GM, to determine how many task points it will take to complete the task. It is up to the GM to determine what the Efficiency Factor and the capacity of the lab.

	Production of Fuel, Petroleum
	Wt+Sci+Mech
	1


(Chemistry, Lab Tech)


This skill gives the character the ability to produce petroleum fuel. To determine how much petroleum is produced per batch, take the sum of the character’s Wit Group and Deftness Group effect die rolls and multiply it by the labs Efficiency Factor to get the liters per unit of material used. After getting that number multiply it by the amount of material used to determine the amount of usable petroleum produced. It will be up to the GM, to determine how many task points it will take to complete the task. It is up to the GM to determine what the Efficiency Factor and the capacity of the lab.

FIREARMS _______________________

Most characters will live and die by firearms, so as a player or a GM this is a must read section. This section covers firearms in general. How they work, the different types of Ammo, etc…  It also covers the rules of use of firearms.


With how rapidly we are advancing in technology and packing techniques, a firearm that was still in the original manufactures package would still be in perfect shape decades later. 

Some of you may not agree with some of the rules and guide lines of this section. I have tried to keep the rules in this section easy to understand and useable by all levels of gamers and firearm enthusiasts. As always the GM has the final word on any rule, and can modify and rule to fit his/her campaign setting. 


This section is divided into several parts.

Introduction to modern firearms and how they work.

Rules on the use of firearms.

Rules on the use of the different types of ammunition.

Other types of firearms, such as Primitive firearms, Machine Guns, and Artillery pieces.


There are some appendices at the end of Book 3, which have examples of real firearms that are converted for use in the Twilight of the Apocalypse games system, along with a firearm list for use by the GM.

How Firearms Work


This section is to help everyone understand how firearms work in general, along with how they work in the Twilight of the Apocalypse game system. 


The definition of a firearm is any weapon, which uses the energy produced by igniting any type of gunpowder to throw a projectile at a target. That covers everything from a small hand-held pistol, such as a Derringer to an artillery piece, such as a Howitzer.


The majority of the firearms covered in this section are small arms, as they are the most used types of firearm in use in the Twilight of the Apocalypse game system.  Small Arms are defined as firearms that can be easily carried by and operated by a single character.  Any firearm that requires more than a single character to carry or operate is considered a Support Weapon, such as most machine guns, mortars, and artillery pieces etc. As always there are exceptions to rules. This is no exception. There are some firearms that are classified as machine guns, but are carryable and useable by a single character. Support Weapons are discussed in more detail later in this chapter.


There are three types of Small Arms. Pistols, Long Guns (Also known as Long Arms), and Sub-Machine Guns (SMG). A revolver is the most common example of a Pistol. A rifle is an example of a Long Gun. An Uzi is an example of a SMG.


A pistol is defined as a Small Arm that is held and fired with a single hand. These firearms generally have barrels shorter that 12” (30.48 cm). Some pistols that have longer barrels would need to be fired using two hands. In most cases Pistols do not have shoulder stocks, but there are some Target Pistols that do.

 A long Gun is a Small Arm that, in most cases requires two hands to hold and fire. Most of these firearms have a barrel that is at least 18” (50 cm) in length and has a shoulder stock. How ever there are some shotguns that have a barrel shorter than 18” and have a pistol grip instead of a shoulder stock. The biggest differences that a Long Gun has over a Pistol are the accuracy, stopping power, and range. 


The Sub-Machine Gun is an Automatic weapon which fires pistol sized cartridges and is light enough to be fired from the shoulder or hip with out any support.

There are two types of SMG. The first is a Fully Automatic pistol, such as the Mac 10. The second is mid-size firearm that requires two hands to hold and fire, such as the Uzi.

Physical Specifications


This section covers the many different physical aspects of firearms.  We will cover how these different physical characteristics of real firearms fit into the game.

Barrel Length  


  In this section we will discuss the differences of a long barrel and a short barrel. The main differences are the longer the barrel is, the further the bullet will travel, more accurately it will hit, and the harder it will strike the target. The short the barrel is, the less encumbering and easier it is to conceal.    


The standard abbreviation of “Barrel Length” is BBL. Here is a list of the standard BBL values.

Pistols:


Snub-nosed (Snub): BBL of less that 3” (7.62 cm).


Short (SHT): BBL 3-4” (7.62-10.16cm)


Standard (STD): BBL 4-7” (10.16-17.78cm)


Long (LNG): BBL 7-10” (17.78-25.4cm)


Extra Long (XLNG) BBL 10-12” (25.4-30.48cm)


Pistol Carbine BBL 12” (30.48cm) or more

All pistols no matter the BBL are fired using the Pistol Skill. Any pistol with a BBL of 12” (30.48cm) will require two hands to fire properly.

Long Guns:

Carbine: Any Long Gun with a BBL of 20” (50.8cm) or less. 


Rifle: Any Long Gun with a BBL over 20” (50.8cm). 

Shotguns are classified as rifles, no matter the BBL.

 Long guns would rarely have a BBL less than 16” (40.64cm).

 All Long Guns require two hands to be fired properly.

Sub-machine Gun:


The SMGs are not measured in BBL, but in over all length. There are SMGs that are as short as 10.65” (27.051cm) and as long as 37.25” (94.615cm). 


All SMGs must be fired with both hands to maintain control of the weapon. If a SMG is fired single-handed there will be a –5 to the BCS per bullet fired and +5 to hit Location. For more information on this see The Gun Rules section later in this book. 

Encumbrance


The encumbrance of a firearm is derived from the size and weight of the “real world” firearm, being adapted to this game system. To determine the ENC of a firearm, take the real weight of the firearm in Kgs divide it by 10 and add the base ENC for that firearm type.  

Listed below is the base encumbrance for each type of firearm.

	Pistols:
	Base ENC

	    SNUB or SHT
	.2

	    STD or LNG
	.3

	    XLNG
	.5

	    Carbine
	.7

	Rifle:
	1

	Shotgun:
	1.2

	Riot Gun: (Sawed-off Shotgun)
	.8

	SMG:
	.5


Gun Action


The Action of a Gun is the manner in which the firearm fires, clears the spend cartridge, loads a fresh cartridge into the chamber, and cocks the firearm for its next use.


There are three types of Gun Actions. Single shot, Multi-shot, and Fully Automatic. Which are described below.

Single Shot Action: 


A Single Shot Action firearm requires the user to manually load each cartridge, before each use. The most common Single Shot Actions are as follows.

Single Shot (SS):


This type of firearm only holds one cartridge at any given time and must be reloaded after every use. The prime example of this type of weapon is a target pistol or rifle, which only holds a single cartridge.  

Single Action (SA):


This type of firearm requires to be cocked after each use. The best example of this type of action is the old western style revolver. The hammer had to be cock after every shot to be able to be fired again.

Bolt Action (BA):


This type of firearm has a bolt mounted at the rear of the barrel, which is used by the firer to manually eject the spent cartridge and load a fresh cartridge into the chamber. An example of this type of weapon is the .30 carbine of WWII.

Lever Action (LA):


This type of firearm has a lever mounted on the underside of the weapon, around the trigger which has to worked after each shot to clear the spent cartridge and load a fresh cartridge into the chamber.

The best example of this type of firearm is the Winchester carbine used in the old west.

Pump Action (PA): 


This type of firearm has a slide that is mounted under the barrel of the weapon, which must be pumped back to eject the spent shell and then forward to load a new shell. The most common example of this type of weapon is the pump action shotgun.

Multi-Shot Action:


These types of firearms require any action from the user in order to eject the spent cartridge, load a fresh cartridge, and cock the weapon. All the user need do is pull the trigger.

Double Action (DA):


This type of action is only found on revolvers. A Double Action revolver cocks the hammer as well as rotates the cylinder, by simply pulling the trigger.

Autoloading (AL):


This action is also called “Semi-Automatic” and is often referred to as an “Automatic”, which is a misnomer. An Automatic weapon has the ability to fire a continuous stream of bullets as long as the trigger is held down, where as a Semi-Automatic can only fire when the trigger is pulled and will not continue to fire if the trigger is held down. 


Part of the energy produced from firing this type of weapon is used to eject the spent cartridge, load a fresh cartridge into the chamber, and cocks the firearm. Most Autoloading firearms have a spring-loaded clip that makes a fresh cartridge available to be loaded into the chamber after the spent cartridge is ejected.

Automatic Weapons:


This type of firearm as stated above, has the ability to fire a continuous stream of bullets as long as the trigger is held down. There are two types of Automatic Action found in small arms, which are listed below.

Fully Automatic (FA):


These types of firearms are capable of firing a continuous stream of bullets, but Small Arms cannot be built durable enough to handle a sustained rate of fire. The longer the sustain rate of fire, the greater the chance the firearm will jam or malfunction. So the most reliable rate of fire would be to use bursts, which significantly decreases the chance of the firearm malfunctioning.

Auto-Burst (AB): 


These types of firearms fire a short burst of 3 rounds every time the trigger is pulled. This feature was added to most Assault Weapons and SMGs after it was realized that under stress most infantrymen would hold the trigger down spraying bullets wildly, emptying the clip. Which decreased the chance of hitting their target and the effectiveness of the bullets fired. So Auto-Burst was implemented to control the amount of bullets being fire and any given time, thus increasing the effectiveness of the bullets fires and the soldier.

Feature: Folding Stock


There are several firearms that have the Folding Stock feature, but the majority of these are SMGs. A Folding Stock is what its name implies, a stock that folds out of the way. When the folding stock is deployed and is in use, then the weapon has no modifiers. If the weapon is used while the stock is folded away, then the weapon can only be fired using the “Hip Fire” Stance. See the Firing Stance section for more details, later in this chapter.

Ammunition


In this section we will discuss how Ammunition fits into the specifications of a firearm, such as caliber, type and how it is loaded. To give you a basic understanding on how Ammunition works with a firearm. Ammunition is covered in more detail in the Bullets and Ballistics section later in this book.

Caliber 


The Caliber of a weapon refers to the size of the bullet that the firearm fires. Caliber is the measurement of a bullet’s diameter in either Inches or Millimeters.  For example .45 Caliber, is .45 inches in diameter. Where as a 7.62mm, is 7.62 millimeters in diameter.


There are allot of similar sized caliber weapons available, but the cartridges are not interchangeable.  For example a .45 ACP (Auto Colt Pistol) bullet would not fit properly in a .45 revolver. If you attempt to use a bullet not designed for the weapon you have, the results will be very unpleasant. As always there are exceptions to all rules. Some .357 pistols can and will fire .38 Special bullets with out any trouble.

Ball and Shot


When talking about Ammunition there are two types of Ammunition available for Small Arms, Ball and Shot. The most common type of ammunition is ball ammunition. Which is usually referred to as a “Cartridge” or a “Round”. A Cartridge is best described as gunpowder incased in a Brass Casing, with a Lead or Metal Jacketed Lead Projectile. 


The other type of Ammunition is the Shot Shell. Which are used in all shotguns. This type of ammunition is more commonly known as a shell. The shell consists of either a “Slug” (a Large Lead Ball) or “Shot” (many tiny lead or steel balls) incased inside a paper or plastic casing with the gunpowder.  


Shot Shells are not measured in Caliber, but in Gauges. 

Shotguns cannot use Ball Ammunition.

Magazines


The term Magazine refers to where the Ammunition is stored in the firearm.

 There are 7 types of Integral Magazines and 2 types of Detachable Magazines. Magazines vary in size, shape, and capacity.

  
There are only 2 ways magazines play a part in the Twilight of the Apocalypse game system. The first is how many rounds the firearm will hold. Second and most important, how long it would take to reload in a firefight.

Integral Magazines:


Also referred to as “Non-Detachable” magazines. This type of magazine is a permanent part of the firearm. 

Swing-Out Cylinder (Swing-Cyl):

This type of magazine is only found in revolvers. When the cylinder catch is released the cylinder swings out and the used cartridges are ejected. New cartridges have to be loaded manually one at a time or with a Quick loading device, which put a full load of cartridges in all in one motion.

Snap-Out Cylinder (Snap-Cyl):

This type of magazine is only found in revolvers as well. This type of magazine is very similar to the Swing-Out Cylinder type, with one exception. That exception is that when the cylinder catch is released the whole cylinder is removed from the firearm. Which makes it possible to carry fully loaded spare cylinder, which would reduce the reloading time in a firefight.

Portal Cylinder (Port-Cyl):

This type of magazine is only found in “Old West” replica revolvers. With this type of magazine the spent cartridges are removed through a port on the right side of the firearm one at a time. The fresh cartridges are loaded in the same fashion. Making this the slowest reloading firearm in the game system.

Portal Magazine (Port-Mag):

This type of magazine is usually found on shotguns. There is a port located under the barrel in front on the trigger, which will hold 5 normal rounds or 3 magnum rounds.

Tubular Magazine (Tube-Mag):

This type of magazine is as its name implies, it’s a tube that runs most of the length of the barrel of a rifle.  There are 2 types of Tube-Mags. The first is loaded through a port on the side of the gun, usually found on lever action rifles. You load the second type by removing a twist cap at the end of a tube, located under the barrel and inserting the cartridges. 

Falling Block (Fall-Block):
 
This type of magazine is found mainly on target weapons. This type is a breech-loading firearm that is loaded via a bolt or lever that opens the chamber and ejects the spent round, a single cartridge is manually inserted into the chamber then closed.  The weapon is now ready to be fired. It can be found on either a pistol or a rifle.

Break Loading (Break):

This type of magazine is mainly found on shotguns, but it can be found in some pistols and single shot rifles. The firearm “breaks” between the stock and receiver on a hinge, ejecting the spent shells or cartridges. Fresh shells/cartridges are manually inserted, then the break is closed and the firearm is ready for action.  

Detachable Magazines:


These types of magazines are not a permanent part of the firearm and can be removed with ease. For simplicities sake we are going to categorize all the different types of clips in the two main kinds. Which are the Box Magazine and the Stripper Magazine, described below.

Box Magazine (Box):

This type of magazine is most commonly known as “Clips”. The Box magazine comes in many different sizes, shapes, and capacities. Clips are not interchangeable with other similar caliber weapons. A Smith and Weston .45 ACP pistol clip would not fit a Browning .45 ACP pistol. The Ammunition would be interchangeable, but not the clips. 


The Box Magazine also covers the optional “Drum” clip found on the Thompson .45 1927A1C and several other firearms.

This type of magazine is the quickest and the easiest way to reload a firearm in this game system. You simply pull out the empty clip and insert a full one, chamber the first round and the firearm is ready to go.   

Stripper Magazine (Strip):

This type of magazine is also known as “En Bloc” clips. The best example of this type of Clip is the WWII era M1 Grande Rifle. The M1 takes an 8 round strip clip of 30-06 ammunition, which is inserted in the top of the gun and pops out when the last round is fired.

The same applies with the Stripper Clips as far as interchangeability as the Box Clip. Even if the Stripper Clip is the same caliber and has an equal amount of rounds, they are not interchangeable with other Stripper Clip type firearms.

When recording the information on a firearm the magazine capacity must be noted. 

Firearms that take clips offer the ability to have a round chambered. For more on having a round chambered see the Gun Rules Section later in this book.  

Other Factors  


This section covers the last two things that need to be considered when dealing with firearms, Durability and Features.

Durability


The Durability of a firearm is the measurement of the overall quality and strength, which is measured on a scale of 0-5. 

Durability is applied in different ways, when you are discussing firearms.  The Base Durability of a firearm can be reduced from damage or abuse. It also can be increased, if a gunsmith works it on with the proper tools. The total number that the Durability is increased or decreased is left up to the GM, or as the situation dictates. 

The Current Durability reflects the current state of repair that the firearm is in. As with the Base Durability, the Current Durability can be increased or decreased in the same fashion.

To better explain the difference between a Base Durability (DUR) 1 firearm and a Base DUR 5 firearm, here is an example. A Base Durability 1 weapon is not very well constructed and is likely to fall apart under heavy use and abuse. Where as a Base Durability 5 firearm is very well constructed and can take a large amount of abuse before it starts to show ware and tear. 

Listed below is a better description for all of the DUR Classes.

	DUR
	Description

	0
	A firearm in this category is in severe disrepair and will not work, until a gunsmith repairs it.

	1
	Very low quality pistols, primitive pistols, or a firearm that is not very well maintained.

	2
	Good quality pistol, primitive rifles or a firearm that isn’t maintained as well as it should.

	3
	High quality Pistols, low quality rifles and shotguns.

	4
	Good quality rifles, High quality shotguns, Low quality military weapons.

	5
	High quality rifles, Military weapons, Laser weapons, and Gauss weapons.


This is only a guideline for the GM to follow. As the GM adds to the list of firearms available to the players in he/her campaign setting, it will be left up to his/her judgment as to which category a firearm should fall.

Features
In several sections in this book are various devices that enhance the use of a weapon. They will be listed after the rule that it may affect. Features are elements that affect the usability of a weapon, something that makes it have better balance, fire faster, hit more accurately, etc.

The Gun Rules


We have covered the basics of firearms. We will now go into the specific rules governing the use of firearms in the course of play. This also accounts for the weapon and the human using it.

Range


The distance in meters between the shooter and the target is the range. The effective range of a firearm is determined by the size and type of the firearm being used. The range affects the chance of hitting the target successfully and the damage potential of the bullet.


There are six steps of range used in the game system.



Point Blank Range (PBR)



Short Range (SHT)



Effective Range (EFF)

 

Long Range (LNG)



Extreme Range (EXT)



Maximum Range (MAX)

Feature

Match Weapons

Some weapons are made with a better quality or are made specifically for match shooting. They will modify the range and bullet         damage potential. A weapon with a Match Quality feature, they will receive a 50% bonus to range. Thus a Match Quality standard size pistol will have the following range steps: PBR 7.5, SHT 15, EFF 45, LNG 75, EXT 150, Max 300.


Match Quality weapons have an inherent accuracy of +1 while in the hands of an unskilled user. (See the Inherent Accuracy Section later in this section.)

 The Following Table gives the Range Steps for the different class of firearms. The table also covers the BCS Modifiers and BDG Modifiers for targets at the different ranges.

Rate of Fire

The Rate of Fire is determined by the Action of the firearm. The Action defines the maximum number of shot a character may fire in a single action. As an example, a character using a Single Action pistol and has a MNA of 3, may take up to three shots in one Combat Turn. If that is all the character is doing in the turn.

To use the Range Step Table below, determine the distance in meters from the shooter to the target. That will determine which Range Step the target is in and modifiers due to range.


	
	
	
	
	
	
	
	

	Weapon
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	Pistol
	
	PBR
	SHT
	EFF
	LNG
	EXT
	MAX

	
	BBL : Snub
	2
	10
	15
	25
	50
	100

	
	     : SHT
	4
	10
	20
	30
	60
	120

	
	     : STD
	5
	10
	30
	50
	100
	200

	
	     : LNG
	5
	10
	40
	60
	120
	240

	
	       : XLNG
	5
	20
	60
	80
	160
	320

	
	
	
	
	
	
	
	

	Long Guns
	
	
	
	
	
	
	

	
	     Carbine
	10
	25
	50
	250
	500
	1000

	
	     Rifle
	10
	30
	100
	500
	1000
	2000

	
	
	
	
	
	
	
	

	Automatic
	
	
	
	
	
	
	

	
	     Carbine
	10
	15
	25
	125
	250
	500

	
	     Rifle
	10
	20
	50
	250
	500
	1000

	
	     SMG*
	5
	10
	20
	40
	80
	160

	
	
	
	
	
	
	
	

	Shotguns
	
	
	
	
	
	
	

	Slug Load
	
	10
	20
	50
	100
	200
	400

	Shot Load
	    Full Choke
	10
	25
	30
	60
	100
	150

	
	    Modified Choke
	5
	20
	30
	40
	80
	120

	
	    Open Choke
	5
	10
	20
	30
	60
	90

	
	    Riot Gun
	5
	10
	15
	20
	30
	50

	
	
	
	
	
	
	
	

	BCS Modifiers
	
	        Plus 1
	Plus 1
	Plus 0
	  Minus 1
	  Minus 2
	  Minus 5

	BDG Modifiers
	
	Plus 10
	Plus 0
	Plus 0
	Minus 10%
	Minus 25%
	Minus 50%


* Use the Range Steps listed, unless another Barrel Length is being used.

Gun Actions and Rates of Fire

	Gun Action
	Shots Per Action

	SS
	1 Shot then reload for next shot

	SA
	1 Shot Per Action

	BA
	1 Shot Per Action

	LA
	1 Shot Per Action

	PA
	1 Shot Per Action

	DA
	1 or 2 Shots Per Action. Firer’s choice

	AL
	1, 2 or 3 Shots Per Action. Firer’s choice

	FA
	Variable number of Bursts* Per Action

	AB
	1, 2 or 3 Bursts Per Action. Firer’s choice




 *When using Automatic Fire, Bursts are fired instead of individual rounds. The vast majority of weapons that fire bursts, fire bursts 

of 3 rounds each. There are a few weapons that fire 6 or more round bursts.

Shot Spacing

The character’s PCA determines the Spacing between shots fire by the character. As firing a weapon is considered an Action, it is governed by the basic Combat Rules. The exact Phase, on which the shot will take place, depends on the characters PCA and what the character is doing or trying to do at the time.

Firing 1 shot (or Burst):

The character will initiate his/her Action on the first Action Phase of the characters BAP. The Shot is resolved on the middle phase of the action.

  A character with a BAP of 10 and PCA of 3 would start his/her action on Action Phase 10 and would actually fire on Action Phase 9. Then finishing the firing routine on Phase 8. 

Firing 2 shots (or Bursts):


The firer initiates his/her action on his/her BAP. Resolving the first shot on his/her middle Action Phase. Then resolving the second shot on his/her last Action Phase.

  Using the same character as above. The Firing action is started on Action Phase 10. The first shot is resolved on Action Phase 9 and the second shot on Action Phase 8.
Firing 3 shots (or Bursts)


When a character is firing 3 shots, the first shot will be resolved on the Action Phase that the firing was initiated on. The second shot will be resolved on the middle Action Phase and the third shot will be resolved on the last Action phase.

  As above the character initiates the firing on Action Phase 10 and resolved his/her first shot on that Action Phase. Then resolves the second shot on Action Phase 9 and the third on Action Phase 8. 


Now that brings us to “Odd Shots”. Odd shots are shots that are fired by a character, which would fall outside of that characters PCA.

As an example a character with a BAP of 8 and a PCA of 2, that fired 3 shots would result in 1 Odd Shot. The firer would initiate the action on Action Phase 8 and resolve the first shot on that phase. Then the firer would resolve his/her second shot on the last Action Phase, which is Action Phase 7. Which leaving one shot unresolved. 


The unresolved shot would be resolved on the last Action Phase for that character, of that Action. So in reality the shooter would fire 1 shot on Action Phase 8 and 2 shots on Action Phase 7. The both shots that take place on the Last Action Phase would be subject to recoil penalties.


Some very slow characters may have more that one odd shot left or a character may choose to fire extra rounds. These rounds will be resolved in this fashion. The first Odd Shot is always resolved on the last Action Phase, the second Odd Shot is resolved on the middle Action Phase, and the third Odd Shot is resolved on the characters BAP. A character with a PCA of 2 or less would not have a middle Action Phase, so if that character had 2 or more Odd Shots then it would go like this: 

  As an example a character with a BAP of 8 and a PCA of 2, decides to take four shots. Action is initiated on Action Phase 8, at this point there would be two BCSs rolled, one for the regular shot and one for the second Odd Shot. Both would be subject to Recoil Penalties. Then on Action Phase 7, there would be two more BCSs rolled, one for the regular shot and one for the first Odd Shot. Again both are subject to Recoil Penalties.

Squeezing off shots


Squeezing off shots is the art of slo-o-owly squeezing the trigger to greatly improve the characters aim. The character must be stationary and must have the weapon braced. The advantage of using this option is that his/her Deftness score is added to the score in the skill that is being used to calculate the BCS for that shot. A character with a Deftness of 18 and a Skill Score of 64, would add his/her Deftness Score (18) to his/her Skill Score (64), which would give him/her a Skill Score of 82. Which would increase the characters BCS from 12 to a 16. 

 There are 2 drawbacks of using this option. First is that it takes 2 Full Actions to complete the firing routine. Thus a character using this option would roll his/her BCS on the Last Action Phase of the second Action consumed. A character with a BAP of 10 and a PCA of 3 squeezing off a shot would initiate the firing on Action Phase 10 and take aim until Action Phase 5, then a BCS is rolled for the aimed shot to resolve the shot. The Second is that squeezing off a shot can only be used with a single shot to get the aiming bonus. This means a firearm arm that can fire multiple rounds or fires bursts only the first round will get the aiming bonus. The rest of the shots will be resolved on the same Action Phase and are subject to Recoil Penalties.

Middle Action Phase

To determine the Middle Action Phase of a character, divide the Characters PCA by 2 and round up.

Feature

Hair Triggers


A Hair Trigger is a feature that allows the firer to fire shots in a rapid succession. It increases the rate of fire of the weapon by one shot per action. This does not work on a Single Shot weapon as they only have one round to fire.

Autofire 


Autofire is what its name implies. It is a firearm that is capable of automatic fire, which firers a burst instead of a single round. Most bursts consist of 3 rounds; some may be 6 or more.   

There are three major drawbacks, when using Autofire. First, the recoil of the weapon is equal to the number of Rounds per Burst times the ammo's base BDG. Second, Autofire uses allot of ammo. And can be a waste of ammo in some situations. Third Autofiring weapons are more likely to jam while firing at a high rate. This will be covered in more detail in the next section.

To determine how many of the rounds of a burst hit the target, roll a D3 for a gun firing 3 per Burst, a D6 for weapons firing 6 per Burst. This indicates the number of rounds that hit the target in the same body location. Remember to reduce the amount of rounds fired in the Burst from the weapon's available ammo load and Encumbrance, even if all do not hit the target. Likewise, Recoil for Bursts is calculated on the basis of how many rounds fired at the target, not how many actually hit. 

Jamming while firing FA 

There is no strict limit to the number of Bursts, which may be fired in an Action as such. The limit comes from the firearms Rate of Fire and its tendency to jam during sustained fire.                

Newer model Automatic weapons use a single Burst feature to circumvent the tendency of FA firearms to jam. A firearm that is capable of firing bursts can fire a single burst without fear of the firearm jamming. But if more than a single burst is fired in an Action, the chances of the firearm jamming, mount rapidly. 

The tendency of a firearm to jam is determined by the firearm's Current Durability. If the player is firing multiple Bursts, roll the number of dice equal to the number of Rounds per Burst the firearm is firing. One die will be rolled for each DUR point of the firearm. For a firearm firing 3 Round bursts, with a DUR of 3, would roll 3D3.The number rolled indicates the round which will jam after the first Burst. A score of 3 would indicate a jam on the third round of the second Burst fired that Action. If two Bursts were indeed fired, the second would jam. If the score had been 4, indicating a jam on the first round in the third Burst, and only two Bursts were actually fired, then no jam would occur. If a jam occurs then no further rounds can be fired from the firearm until the jam is cleared. Clearing a jammed firearm will be covered in the Duds and Jams section.

 Fumbling Bursts

 
One of the problems with firing in FA mode is that the firer must have control of his/her firearm to stop shooting when they want to. The higher the rate of fire being used, the more likely shots will be wasted. To determine any shots are wasted, the GM will have those using FA to roll a Deftness AST. If the player misses the Saving Throw

then he/she will need to roll the appropriate die for the number of Rounds per Burst, and the number rolled will indicate the number of extra rounds fired. As these are not well-controlled shots by the firer, they will not hit any target and are wasted. Firing these extra rounds may cause the firearm to jam. Follow the rule governing this in the Jamming while firing FA section above. 

DUDS AND JAMS

There are two common reasons a firearm would jam. First, a firearm that is dirty will jam quickly. In the hap- hazard Post-Apocalyptic world of Twilight of the Apocalypse, it is more likely to find firearms that are not very well cared for, than you would today. Second, old or unprotected ammo. If Ammo is not taken care of and stored properly, the gunpowder can get wet or the casing may get damaged this can cause misfires and jams.

 A "dud" round or a jam will affect different Gun Actions in different ways. SS, SA, BA, LA, PA, and DA firearm: Treat "duds" (rounds that do not go off) as if the weapon had fired. In other words, the dud does not impede the firearms next shot. AL, FA, and AB firearms: Duds must be cleared manually, working the action by hand, which takes an Action. If firing FA or AB, a dud in mid-Burst aborts the rest of the Burst. The maximum number of Rounds in that Burst which can hit the target is the number that actually fired. 

When the firearm actually jams, it requires a full Action to clear it. Then treat firearm as if it had a dud. I.e., all Single Shot Actions, and DA firearms, can fire with no delay, but autoloading and automatic firearms must manually chamber the next round. 

Feature 

Autoextractor 

This Feature is a small lever operating a plunger inside the firearm. It will allow jams to be cleared by the end of the Action in which they occur, it causes jams to be treated as it they were simply duds. 

RELOADING TIME 

Fred pops his head up from behind the rubble. BLAM! BLAM! Another bandit bit the dust, From several locations, return fire fly over head and kick up dust all around him. As the bandits try to bag their victim. Fred draws another bead on one of his would be killers and pulls the trigger CLICK! Click? 

Fred’s life is now dependent on one thing: how fast he can reload his firearm. The time this is going to take depends on his native speed and the type of magazine his gun has. 
In any situation such as this, the first thing that must be asked is, does the character have more ammo, ready to load, in an accessible place? Following the rules governing searching through your backpack or pockets shows how unwise it is storing spare loads there, unless you carry nothing but unspent cartridges in that location. The best locations would be an ammo pouch or bandolier. Which will allow you to flip open the container and pull out the rounds need without fumbling past all the other junk stored there. 

Once you have the cartridges or magazine ready, the rest depends on your firearm. 

LOOSE ROUNDS

If the firearm doesn’t use a clip, stripper, or similar device allowing the new ammo to be placed inside in one mass, then the Loose Round Rule applies. In one Action, the character can handle a number of rounds equal to his Deftness Group. This handling can consist of taking out a spent round or putting in a new one. 

Reloading Timetables

The time it takes to reloading the magazines described earlier are as follows: 

Swing-Cyl or Snap-Cyl: 

1 Action to break open the cylinder. Empties are ejected in same motion. 

Load new rounds under Loose Round Rule. If using a Quick Reload Device or a spare, reloaded Snap-Cyl, then it requires only 1 Action to insert this. 

1 Action to close cylinder, firearm is now ready to fire. 

Port-Cyl 

The old rounds must be removed and new rounds loaded using the Loose Round Rule. If the firearm is not fully reloaded, 1 Action will be required to make sure that a fresh cartridge is under hammer and ready to fire. If the player chooses not to take the extra action to make sure the fresh cartridge is under the hammer, then chance of getting a spent round (I e., a dud) in the first position is the number of spent rounds left in a gun or less on a D6. 

Port-Mag or Port-Tub

These types are loaded using the Loose Round Rule. There are no spent rounds to worry about, as these have been ejected during firing.

Fall Block


With this type of firearm:

1 Action to open the Gun Action, and eject empty casing.

1 Action to load new round in the chamber. 

1 Action to close the firearm. The firearm is now ready to fire.

Break


With this type of firearm:

1 Action to open the Gun Action, and eject empty casing.

1 Action to load a new round in the chamber. 

1 Action to close firearm. The firearm is now ready to fire.

Box


This is the fastest type to reload.

1 Action to remove old magazine

1 Action to insert fresh clip and chamber first round if this is desired at that time. If a round is not chambered during the reload, it will take a separate Action to do so at a later time. Once the first round is chambered, the firearm is ready to fire.

Note: If it is necessary to reload the clip itself during Detailed Action Time, this is done using the Loose Round Rule.

Strip Clip

This is the second fastest to reload.

1 Action to load in a new Stripper (empty clip will be ejected on last shot).

1 Action to chamber the first round, and its ready fire.

The firearm is ready to fire when the first round is chambered. 

Note: Reloading the Stripper clip itself is handled the same 

way as reloading empty Box clips: use the Loose Round Rule. 

Quick Close Rule  

The character may attempt to load the last round and close the weapon in one action. A character attempting this must make a Speed AST minus the number of rounds handled by the character in that action. If the attempt is failed, the character will have to take and extra action to close the firearm. 

Quick Chamber Rule

Likewise, if a weapon requires chambering, the character may attempt to do this in the Action in which the last round was reloaded. The same rules apply as those governing the Quick Close. If the Quick Close option has been used in that Action already by the character, a Speed CST is needed, at the same penalty as always for the number of rounds handled. This rule can also be used in the event of trying to properly align the cylinder on a partially reloaded revolver.

FIRING THE WEAPON 

Now that we have developed a fairly comprehensive understanding of how firearms work. Let us now examine, how firearms are used.

WHO CAN FIRE A GUN? 

As with all characters, their actions are controlled by the possession of the appropriate Skills. You can be sure that the question will arise of what happens when someone with no Gun Skill picks up a firearm in combat, or more confusingly, how well a character who is a deadly Pistol shot handles a Rifle, when he has never fired one before in his (game) life. 

ANYONE can fire a firearm, which is in a Ready state. He might not be much of a shot, but he can use it in combat to some degree. Doing other things to the gun such as reloading it, maintaining it, etc. requires some knowledge of how that particular firearm works, i.e., a score in the appropriate Skill. But in the game system the character's common sense can replace acquired skill. 

READY WEAPONS 

A "Ready" weapon is defined as a firearm, which is: 

*Loaded, with a round in the chamber for firing, cocked, and with the safety off. In other words, if the trigger is pulled, the firearm will fire. 

*In the firer's hands, properly held for use. A character carrying a Rifle in one hand and a flashlight in the other does not have a Ready weapon, as he needs both hands to fire the gun. A Pistol that has just been used to conk a guard over the head is not being held ready to fire. Obviously, bolstered or slung weapons are not ready. It will normally require 1 Action to ready such a firearm. 

If the firearm is carried in a closed holster (strapped or buttoned down flap) or in any other kind of container, this must be opened and the gun found according to the normal rules for such activity. 

Quick Draws 

Pistols or Rifles can be drawn and fired in the same action in certain cases. The pistol must be in an open holster, or in the carrier's belt. Long Guns cannot be "drawn" if they are slung over the carrier's back or shoulder, but if they are being carried, the option may be tried. A Pistol can be "Quick Drawn" from a holster if the user makes a Deftness AST. From the belt or waistband a CST is needed. The use of special, "fast draw" holsters will add a bonus to the score needed. The GM may impose penalties if the circumstances warrant. "Quick Draws" with Long Guns require a Deftness CST. If the Fast Draw Saving Throw is made then a single shot may be fired at the end of the Action. All other modifiers apply and such shots are always assumed to be Hip Fire.

HANDLING UNFAMILIAR WEAPONS 

There are two things to keep in mind when a character is handling an unfamiliar Firearm. Firing them, and minor operational points lumped under the term "servicing." 

As with any unfamiliar weapons form, the base BCS is derived from the user's Combative Talent. This is used as an inherent Skill score, so that a character with a Combative Talent of 2O he/she will have a BCS of 4 in any weapons form he tries to use. However, guns do a lot of the work for you in combat. Even a novice knows that if you point it at the target and pull the trigger, it will shoot at that target. 

Therefore, firearms have an Inherent Accuracy, which is added to the Talent-based BCS of the inexperienced user. It is based on the overall class of weapon and its BBL. 

Inherent Accuracy is effective only for those who are NOT trained in using the weapon! 

In regards to "Servicing" the firearm, when the user is confronted with some simple act, say reloading the weapon, he/she must make a Wit CST to figure out what is needed, and all steps in the procedure take twice as long as normal. Say an unskilled character is trying to reload a Box magazine. The character realizes that it is empty when it refuses to fire. He/she must make a Wit CST to figure out how to reload it. It takes 1 Action per attempt, succeeding on the second attempt. At double the normal value, it will take 2 Actions to remove the old clip and 2 more to fumble in the new magazine. 

The GM may modify the length of time it takes to fit the situation. A well-trained Pistol user will probably know how to service a Rifle in most cases, but will still do so slowly. 

The rules on "Servicing" weapons apply to all characters that have less than 5 points (a BCS of 1) in the relevant Skill. 

INHERENT ACCURACY TABLE

	Weapon

Used
	Size
	Inherent

Accuracy

	Pistol:
	SNUB
	-1

	
	SHT
	+0

	
	STD
	+1

	
	LNG
	+2

	
	XLNG
	+2

	Long Guns:
	Carbine
	+3

	
	Rifle
	+4

	Shotgun:
	Slug
	+3

	
	Shot
	+4


Autofire: Using the automatic fire feature of a firearm reduces the Inherent Accuracy by 2. For each full Burst fired, add 1 to the Inherent Accuracy. 
Match Weapons: If the firearm has this feature, then it will get an additional +1 to the normal Inherent Accuracy of the weapon. 

FIRING STANCE 

There are three basic Stances used when firing. They are as much a matter of mental focus as of physical placement, being linked to the degree of concentration and control the firer is bringing to bear on his shot. The Stances are: 

Full Stance: This braced position allows the firer maximum control of his/her aim. 

Present Stance: Also called "Presented" or just "Present" (as in "Present Arms," not "Birthday Present"). This is the basic firing posture, allowing some freedom of movement. 

Hip Fire: This stance is very loose, allowing full movement, but lacking a good deal of control over the weapon. 

In the game, characters can adopt any Stance they choose no matter what is going on, as long as they restrict their actions to those permitted to that Stance. If for example, a character is running down the street while firing, he can only be using Hip Fire, as only that Stance allows such movement. A character with a ready weapon who fires without announcing any special change in his Stance, is assumed to be in Present, as that is the best Stance for such shooting. Full Stance cannot be assumed without conscious effort and the GM need not allow its benefits (or restrictions) to those who have not announced that they are using it. If a character has been using a stance, and then does something, which is not permitted to that Stance, the GM may automatically require that he adjust his Stance to the optimum one permitting such action. 

Full Stance 

The firer assumes a posture as if he were firing on a target range, instead of in the middle of a hot firefight. It requires 1 action to assume Full Stance, and the firer must refrain from shooting during that Action. The character must be in Present Stance (see below) when starting the Action.

 Full Stance has the following advantages: 

• A plus 1 to the firers BCS.

• Allows the use of certain modifiers, (Sighting, Bracing Weapon, Squeeze Off, etc.) which are only allowed while in  Full Stance.

Restrictions on Full Stance are:

• Shots may only be fired out of the character's Front Hexes. No movement of any sort is permitted, including the Combat Move.

• The firer may not speak, or otherwise concentrate on anything except his shot. 

Present Stance 

Any character that is not moving, is not surprised, and has a Ready gun, may assume Present Stance at will. No modifiers will apply to Present Stance for good or ill, as it is assumed to be the basic firing position, neither below average like Hip Fire, nor above average like Full Stance.

 Advantages are: 

• Fire permitted out of Side Hexes as well as Front.

• Normal rules governing communication in Detailed Action Time apply. 

Disadvantages are: 

• Only the Combat Move is permitted.

•Modifiers requiring Full Stance are not allowed.

 Hip Fire 

As the name implies, the weapon is held low, braced against the body for support, rather than high enough to allow even a minimal sighting technique to be used. Hip Fire is assumed when no other circumstances cover the conditions under which the gun is fired. 

Advantages of Hip Fire are: 

• Character may perform any movement: Walk, Run, Dodge, Change Position, you name it.

• Fire is permitted out of any facing direction: Front, Side, or rear.

Disadvantages are: 

• When using Hip Fire the character’s BCS is averaged to resolve the shot. 

• They’re may be modifiers to firer at the GM’s discretion, depending on the situation.  

WEAPON MODIFIERS 

Several design factors of a firearm have direct bearing on the BCS when firing. 

Range 

The Range Step affects the BCS as follows:

	 PBR
	+ 2 to BCS

	SHT
	+1 to BCS

	EFF  
	No effect on BCS

	LNG
	-1 to BCS

	EXT
	-2 to BCS

	MAX
	-5 to BCS


Feature

Telescopic Sights:

 The use of Telescopic Sights will serve to reduce the effective Range as far as its effects on BCS go. Effects on Bullet Damage Group are not modified. Simply divide the actual Range of sighted shots by the magnifying power of the scope. The resulting figure is the effective Range, used to determine the Range Step to be used. 

Recoil 

All cartridges are rated as to their Bullet Damage Group (BDG) besides indicated how much damage they can do to a target, this BDG also determines the recoil suffered by the firer. 
To measure the Recoil penalty (if any) proceed as follows:

• Take BDG/10, round up. This is the Recoil base.

• From this base, subtract either the character's Strength Group or his Location alteration score with that firearm, whichever is higher. If this sum is positive, subtract it from the firer's BCS as a penalty. If it is negative, it has no effect on the BCS one way or another. 

If multiple rounds are fired in the same Action Phase, as occurs when firing Bursts or resolving Odd Shots, then the BDGs of all rounds fired in that Action Phase are added together for calculating Recoil, and all resolutions rolled that phase will be affected by any penalties accrued. 

Armed with a 45 ACP autoloading pistol, Sylvie pumped out 3 shots at a charging lion, Her PCA is 2, starting on Action Phase 8, so she will resolve her first shot on Action Phase 8, and her last two shots on Action Phase 6, under the Odd Shot Rule.

A 45 ACP has a BDG of 11, so its Recoil base is 2. Sylvie has a Strength Group of 2 and is not such a good shot. So she can reduce the Recoil by 2. Therefore, her first shot is at no penalty due to Recoil. 

On Action Phase 6, Sylvie is resolving two shots, however, each with a BDG of 11. Thus, the Recoil base for her shots on Action Phase 6 is equal to 22/10, up, or 3. Subtracting her relevant score the difference is 1. Marsha gets - 1 on both of the shots fired on Action Phase 6, as she cannot completely control the bucking pistol. 

Feature

 Recoil Reduction 

There are a variety of Features to be found in firearms, which have the express purpose of reducing the effects of Recoil. On Long guns, the simplest form known is simply a pad, fitted to the butt of the stock. Other firearms use carefully crafted weighting in the barrel, special vents that release some of the force of the propellant explosion, and so on. 

Weapons equipped with Recoil Reduction other than a Pad will be noted as having a factor of 1, 2, or 3. That is, they reduce the Recoil base by that number. 

Recoil Pads always reduce Recoil by a base of 1. 
Features Enhancing BCS

Among the features, which may directly affect the BCS, we find: 

"Tunable" Guns: Certain firearms are designed to allow the user to "tune" the gun's handling characteristics, stock length, balance, trigger pull, and so on, to conform to the character’s optimum physical specifications. It requires a week's study time, expending rounds as required for normal learning, but otherwise free of either hindrances or bonuses, to tune the gun. No Skill points are gained for this week's study. Once the gun is tuned, it will add 1 to that user's BCS, but will penalize other users by -1. If someone else acquires the gun, he may retune it by the same process. 

"Handed" Pistol Grips: Customized grips can be mounted on Pistols, or in some models are included, which are specially formed to allow a very firm, comfortable, and precise hold on the gun. Such grips are "handed," i.e., shaped for the left or right hand specially. Using such a Pistol in the correct hand adds 1 to the BCS. Using such a Pistol in the wrong hand gives a -2 to the firers BCS. 

FIRER ACTIONS 

The firer will often be in a position to improve or worsen his/her BCS by certain actions during their firing routine. Some of these are things the character must perform deliberately; others are natural by-products of specific events. 

Braced Weapon

 The firer may assume a Brace with the firearm if he is in Full Stance. Both hands must be used, whether firing Pistol of Long Gun. With the former, both hands are used to hold the butt, as in standard police firing stance for handgun use. With a Long Gun, the Brace also requires that the weapon be equipped with a sling, or carrying strap. This is wrapped around the forearm of the hand supporting the forward gunstock, under the barrel. It requires 1 Action without firing to assume a Brace, and the firer must be in Full Stance before commencing the Action. 

Feature 

Swivel Sling 

The sling on a Long Gun can be mounted with universally jointed swivels. These speed up the Bracing process so that it may be performed in the same Action as the one in which the firer assumes Full Stance. 

Rest Weapon 

The firer rests the weapon on a stable, horizontal surface. This surface must be at a level between the firer's sternum (Loc 6-7) and face (Look 2). The firer must be in Full Stance, but may not Brace the weapon if using the Rest option. 

Firer Movement 

It is generally agreed that firing a gun on the run is tricky! The rules reflect this. As stated in the rules on Firing Stance, Present Stance allows the firer to make only a 1 meter Combat Move during his firing Action. Any greater degree of movement automatically drops the firer into Hip Fire. The GM should enforce this rigorously. Besides limiting Firing Stances, any movement reduces the BCS directly as follows: 

Combat Move (1m): -1 to BCS 

Walking: Use Hip Fire and -2 to BCS Running: Use Hip Fire and -4 to BCS.

Dodging: Use Hip Fire and double penalty for basic movement being used. 

Changing Position: Kneeling down, standing up, "hitting the deck," etc. A flat -10 to the BCS. If the move is being performed in 1 Action Phase, i.e., the character is doing so without taking an Action, the GM may require the character to avoid the Fall effects before allowing him/her to even try to shoot. Also, remember that the gun may be dropped if the faller is stunned, or may go off unintentionally if it was ready to fire. 

The question will arise regarding fire during an Action in which the character is using different rates of speed. This is not easy to define completely and each group will, to some extent, have to work out its own conventions. According to ours, unless the character has started his Firing Action in Hip Fire, he is not allowed to make a move greater than 1 meter. In Hip Fire, his BCS penalty for a given Action Phase of resolution is based on the highest rate of movement achieved in the Action up to that point. This prevents walking for 3 Action Phases, then stopping on the phase of resolution to avoid the BCS penalty. 

Wild Bill initiates a 3 Shot firing routine in Hip Fire, standing still for the first Action Phase then he resolves his first Shot and he receives no special penalty. On the next Action Phase, he walks a meter, and does likewise on the Action Phase after that, when he resolves his second Shot. He has moved more than 1 meter, and is walking, so he takes a -2 to the BCS. Under a hail of returning fire, he breaks into a run for the next Action Phase, which continues into the last Action Phase in his Action, so that he fires that Shot at -4. Had he started dodging the bullets, his last shot would have suffered -8 (double the running penalty). Had he stopped for the last Action Phase, to return fire while standing still, he would still have suffered -2, since his fastest movement during the Action was still a Walk. 

Firing From Cover 

If the firer has grabbed some cover, and is trying to keep its protection while shooting, he may be presumed to be somewhat distracted from making his best shot. Firing from Cover entails two types of restriction. First, a flat penalty of -5 is accessed to the characters BCS. On a more complex front, assuming Cover will dictate a number of restrictions to the firer's activities: 

Firing over cover: The firer must be exposed from his sternum (Locs 6-7) to his Face (Loc 2). If firing a Pistol, the whole of the Firing Arm is exposed. If firing a Long Gun then all of both Arms are exposed. 

Firing around cover: The side of the body holding the gun is exposed. This is all of the head and throat (Locs 1-3) and the leg and hip on that side (unless there is lower cover which offers protection). If firing a Pistol, only the Firing Arm and its side of the torso are exposed. If firing a Long Gun, both Arms and all of the chest and abdomen are exposed (Locs 4-7). 

Kneeling and prone position: A character standing behind a 

1-meter wall is covered only from the groin down (Locs 12- 20). If the character kneels behind such a wall, he is covered to the sternum. The GM must apply judgment to the exact levels of protection offered. You will find a "Random Cover" table in Book 3. This will offer a sampling of the available cover to be found in a given area. Firing from a Kneeling position is principally used in firing over some low cover to maximize protection. Firing from a Prone position will expose the shooter's head, neck, and chest (Locs 1-5), the Firing Arm(s), and anything else the GM rules to be exposed, to the attacker's angle of fire. It is generally worse than useless against fire from superior height. Its primary purpose is for maximum protection in firing around corners (as it removes the lower body from the field of returning fire) and when firing down at a target and over some cover, such as the edge of a roof. Again, the GM will modify the effects of Prone firing to reflect the angles of fire involved. 

The position used, standing, kneeling, or prone, has no direct effect on the BCS. It merely provides a means of maximizing the protection of available, cover, which can effect the firers BCS. 

One Hand/Two Hand-Offhand: There are several possible ways that a character can hold a firearm, or the number of hands used, that will affect play. 

Normal Pistol use requires that only one hand be use to shot the firearm, unless the Brace Weapon modifier is being used by the character then both hands must be used. If firing a Pistol with a BBL of the "Pistol Carbine" size, both hands must be used. 

Firing a Long Gun with one hand is not easy! For a Rifle or a full-sized shotgun, a sling must be attached to the gun, which the character must wrap around the forearm of his/her firing hand. 

This takes 1 Action if his/her other hand is free to help. If it is not, a Deftness AST is required. 

Firing a "Two Handed" gun with only one hand will have the following effects: 

• Only Hip Fire may be used.

• A penalty to the BCS is suffered. This equals (2 x ENC of gun) rounding fractions up.

• All recoil values are doubled.

• Characters can only use a firearm with his/her off-hand without penalties, if they have Ambidexterity as a skill.  

Surprise and New Targets: While Surprised, characters can at best get off shots from Hip Fire. Only when they have had a chance to react to the situation can they upgrade their stance to Present. 

A similar situation will occur when a firer opens fire on a given target for the first time. It will require 1 Action to "draw a bead" on that target, although this may be done while firing, or changing Stance, or what have you. Put simply, for the first Action in which firer is concentrating on a given target, his/her BCS will suffer a –2 penalty. If the firer switches to another target, or loses contact with the old one the penalty will be reapplied to the first shot. 

It is possible to "draw a bead" on a given spot, which will allow penalty-free fire at new targets entering that area. The GM should require some exactness in such a case. One cannot draw a bead on a football stadium, but could on a door or window, a small area of floor, a manhole, etc. 

Sighted Fire: As stated, a character in Full Stance may take an Action to Sight in on his/her target. This is possible with any firearm that has Iron Sights or other forms of sighting mechanism. Sighted Fire derives from the use of any Bonuses, Features, or Options inherent in the particular type of sights on the firearm. 

Spraying Autofire: The Bursts of automatic weapons need not be directed solely at one target. The firer may spray, or "hose down," an area, splitting up the fire among multiple targets. 

The total number of hexes separating the targets is added up, including those containing figures. All figures in the affected area are subject to fire. A separate BCS is rolled for each vulnerable figure. 

The firers BCS accumulates a –2 Penalty each hex that it covers during the spray.
When using automatic spray, separate hit locations are rolled for each round that hits its target, as it is not a controlled shot. The character must state how many bursts they intend to fire. Then take the total number of rounds that will be fired and divide them by the number of hexes covered in the shot, round down. The number received is the number of rounds per hex that has a chance to hit.

  It may be convenient for the GM to require that all targets of spraying fire be within a 20-meter area, and to adjudicate that spray fire may never hit more characters than the number of rounds that were fired. On the positive side, the BCS penalty should be reduced in firing into a crowd, where characters are packed closely together. 

Mad dogs from two doors are charging Luther, three meters apart. Assuming no other modifiers apply to his BCS of 16, his spray attack will be resolved as follows: 

Total area covered is two 1-meter wide doors and 3 meters of intervening space. Covering a total of 5 1- meter hexes. 

He decides, for his best chance of survival he will fire 4 bursts. So four 3 round bursts (12) divided by the number of hexes covered (5), equals 2.4. Round down to 2. So Luther has a chance of 2 rounds hitting each target. 

His BCS for the 1 hex is normal, the second at a –2, the third at a –4, the fourth at a –6, and the fifth at a –8. The CDAs of the Mad Dogs while charging will reduce Luther’s BCS even further. 

TARGET ACTIONS 

While the firer is doing his best to maximize his chance of hitting the targets, most targets (if of the fragile, organic kind) will be doing something to mess him up.

Target Movement 

The movement rate of the target at the Action Phase when a shot is resolved will determine this modifier. It is always expressed as a multiple of the target's CDA, as follows:

•Target not moving, in combat, or taking Combat Move: CDA x 1 

•Target Walking: CDA x 2

•Target Running: CDA x 3 

•Target Dodging: Increase multiplier by 1

•Target Falling (Changing Position Downwards): 

CDA x 3 

Target Cover

This does not often affect the BCS. Cover defends against gunfire by stopping bullets (one hopes). But there is a class of cover classified as "Visual Cover." 

Visual Cover will effectively reduce the visual contact that the firer has with the target, with effects according to the prevailing light conditions. This type of cover is usually gotten from heavy brush, loose rubble, etc. It will rarely offer Barrier protection against bullets. What it does do is reduce the "Light" for the firer by a number of steps. These combine with prevailing visual conditions to determine the effective eye contact for the shot. For example, Visual Cover with a rating of 1 would have the same effect on a shot in Good Light, as the firer would suffer in Dim Light. If it is dusk, when prevailing light is Dim, the Target is in Poor Light. And so on. The firer can offset this cover by making his Wit AST. If his die roll is in the AST range, it reduces the rating of the Visual Cover by 1. A CST reduces it by 2. A Critical Save negates it altogether. Targets moving in Visual Cover reduce its effect on their behalf by 1 per level of movement used (i.e., -1 for a Walk, -2 for a Run). If they use Stealth successfully, this is negated. Any observer who makes a Wit AST on a D10 will spot a Target that is firing from Visual Cover! 
BULLETS AND BALLISTICS 

Having established a pretty extensive picture of how the gun gets its projectile to the target, let us know turn to the projectiles themselves: the ammunition. 

MODERN CARTRIDGES 

A cartridge, or round, is made up of the following components: 

Case: A brass cylinder, closed at the bottom, into which all the other parts fit snugly. 

Primer: The igniter for the main powder charge. A small amount of fulminating powder, i.e., powder, which goes off when, struck. 

Charge: The charge of gunpowder that provides, the propellant and gases for the shot. 

Slug: Also called the bullet. The actual projectile fired from the gun. 

Shot shell differs somewhat in construction, although it is quite similar in most respects. The Case is of laminated cardboard or plastic The Primer fulfills the same function as it does in Ball Ammo rounds, as does the Charge. Instead of a single slug, the Shot Shell will have either a mass of "shot" or one very big "rifled slug." The differences in Range and hitting power of the reloads are discussed at the appropriate points throughout these rules. 

Shot Shell is measured not in Caliber, inches or millimeters, but by "Gauge," an antiquated measure dating from the days of muzzle-loading weapons. A "12-Gauge" shotgun has a barrel of such dimensions that 12 lead balls of the same diameter would weigh one pound. 

TYPES OF ROUNDS 

Specifications for cartridges vary widely according to size (Caliber), bullet weight and shape, type of primer used (Centerfire or Rimfire), etc.

CALIBER 

This has been partially discussed on p. 25. In discussing Caliber as a quality of the cartridge, the salient points to keep in mind are these: 

•Caliber is measured in fractions of an inch (as in-.45 ACP) or in millimeters (as in 7.62mm NATO). 

•In general, the bigger the caliber, the more powerful the ammo. There are some notable exceptions, as you will see. 

•Different rounds are not interchangeable! 38 Short is not the same as 38 Special. 9mrn Short and 9mm Parabellum do not go into the same gun. Again, there are exceptions. Some weapons are specially designed to fire more than one type of ammo. Some ammo is used interchangeably between Pistols and Long Guns. 

CENTERFIRE OR RIMFIRE 

The two forms of primer used in modern cartridges are:
Rimfire: The primer is contained in a soft rim around the base of the casing. This is struck at the bottom of its circumference by the pin, igniting the primer, which in turn sets off the main charge. 

Centerfire: The primer is contained in a small cap, in the center of the casing's bottom. The firing pin on CF-loading guns is set to strike there. 

Rimfire ammo comprises the immensely popular .22 caliber ammo; generally low powered, but the most common single caliber in the world today. Not much of a man stopper, but you will find weapons loading the RF 22 in any sporting goods store. Rimfire ammo WILL interchange between Pistols and Long Guns, and many weapons are made to accept ANY RF 22 cartridge: Short, Long, Long Rifle, etc.

Centerfire ammo is almost always more powerful than Rimfire. It is the standard round for hunting, police, and military weapons. Ranging from "popgun" loads for small Pistols up to the "cannons" used for big game, it is more versatile and certainly preferable in combat. 

Centerfire ammo can also be "Reloaded." That is, used again, Cases can be cleaned, new charges and bullets inserted, and a new primer affixed, thus recycling the ammo. This is not possible with Rimfire ammo. 

BDG (BULLET DAMAGE GROUP) 

All cartridges have a rating called their BDG. This defines that round's damage potential in several specific areas: 

DAMAGE CAPABILITY 

The number of damage dice a round will do against the Armor Value of a struck target, and his DRT if it penetrates, is based on the BDG. The Damage Dice for a bullet strike are calculated as follows: 

The number of D10s of Damage equals BDG/10, up.

 Plus Damage Points equal BDG/10, nearest. 

Thus, a bullet with BDG of 33 would do 4D1O plus 3 to a character it hits. 33/10 equals 3.3. Rounded up, this equals 4. Rounded to the nearest whole number, it is 3. 

With a BDG of 35 or more, 4D1O plus 4 would be the Bullet's Damage roll, as 35/10 is 3.5, which rounds nearest to 4. 

MISSILE SPECIAL EFFECTS 

The chance of Missile Special Effects occurring when a bullet hits the target is equal to the BDG of the round as a percentage. I.e., a round with BDG of 20 has a 20% chance of causing Missile Special Effects. 

The rules governing Special Effects are in Book 1. 

All BDG-based effects are subject to modifications, which can raise or lower its effective value. See Ballistic Modifiers later in this book. 

The following Table gives the Base BDG of all the ammo used in Twilight of the Apocalypse.

 It is divided into several headings: Centerfire Pistol Ammunition (CF Ball Ammo primarily used in Pistols), Centerfire Long Gun Ammunition, Rimfire Ammunition, and Shot Shell. 

You will note that the BDG for Shot Shells is given in a slightly different form than that of the Ball Ammo. The "Gauge" of the gun is cross-referenced with the size of Shot used in the shell. The figure on the matrix is the BDG in question. I.e., 00 Buckshot in a 12-Gauge Shell has a BDG of 32. 

The "Slug" figure is the BDG for a rifled shotgun Slug fired from a weapon of that Gauge. Shot Shell slugs are treated as any other Ball ammo. 

Any Caliber that is given as just a number, like 222, 32-20, etc., are always to be read as Caliber inches. Only calibers given as "mm" are metric. 

Note: Some rounds are widely used both in Europe and in the U.S., being measured in caliber inches here and in millimeters there. There is no difference between the metric and American measured 
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	Centerfire Pistol Ammunition
	
	Centerfire Rifle Ammunition
	
	Shot Shell Ammunition
	
	
	
	
	
	

	Caliber
	BDG
	Caliber
	BDG
	Shot Size
	Gauge
	10
	12
	16
	20
	.410
	28

	22 Jet
	4
	22 Jet
	8
	
	
	
	
	
	
	
	

	221 Fireball
	8
	222
	13
	12-9*
	
	12
	10
	8
	6
	4
	2

	25 ACP (6.35mm)
	1
	223 (5.56mm)
	20
	8-5**
	
	16
	14
	12
	10
	8
	6

	256 Magnum
	10
	222 Magnum
	14
	4-BB**
	
	20
	18
	18
	16
	16
	14

	30 (7.62mm)
	6
	22-250
	18
	
	
	
	
	
	
	
	

	32 Short
	2
	243
	21
	Buckshot
	
	
	
	
	
	
	

	32 Long
	4
	6mm
	24
	4-3 Buck
	
	22
	18
	18
	18
	x
	x

	32 ACP
	5
	25-06
	25
	2-1 Buck
	
	28
	24
	22
	20
	x
	x 

	32-20
	3
	25-20
	6
	00 Buck
	
	36
	32
	30
	x
	x
	x 

	357 Magnum
	11
	25-35
	15
	
	
	
	
	
	
	
	

	9mm Parabellum
	5
	250
	18
	Slug
	
	x
	27
	23
	17
	6
	x 

	9mm Short
	2
	256 Magnum
	20
	
	
	
	
	
	
	
	

	38 Long
	5
	257
	18
	* This type of shot is very small and is often referred to as “Birdshot”. On

	38 Special
	10
	6.5mm Magnum
	25
	Any target with a Mass of 2 ENC or greater, this type will only do B type

	38 Short
	2
	264 Magnum
	31
	damage.

	380 ACP
	5
	270
	28
	**This type of shot is very light as well. It only does B type damage at

	38 Super Auto
	6
	280
	28
	ranges greater than SHT.

	38-40
	4
	284
	28
	X Indicates there is no shot of that type available for that gauge.

	40 (10mm)
	16
	7mm Mauser
	25
	You might have noticed that on a few instances, there are listings for 

	41 Magnum
	16
	7mm Magnum
	36
	22 Jet, 32-20, 38-40, 44-40, and 44 Magnum in both the Centerfire Pistol 

	44 Special
	6
	30 Carbine
	12
	And Centerfire Long Gun sections. They are interchangeable and can be

	44 Magnum
	21
	30-30
	21
	chambered in either kind of firearm, for convenience sake they are listed 

	44-40
	6
	30-06
	26
	in both places.

	45 Long Colt
	6
	30-40 Krag
	24
	As a general rule, the Encumbrance of a cartridge or a shot shell will be 

	45 ACP
	11
	300 Magnum
	38
	based on their caliber and or gauge. Any Pistol ammo that is .30 or less 

	50
	28
	303
	23
	Has a base Encumbrance of .01, including all Rimfire ammo. Any Pistol 

	Rimfire Ammunition
	
	308 (7.62mm NATO)
	27
	Caliber
	BDG
	ammo that is of .32 or larger will have 

	22 Short
	1
	32 Special
	21
	358
	28
	a base Encumbrance of .02. All Long 

	22 Auto
	2
	32
	17
	38-40
	8
	Gun ammo or Shot Shells have a base 

	22 Long Rifle
	4
	32-30
	6
	44 Magnum
	42
	encumbrance of .02, except slug type

	22 Stinger
	6
	8mm Mauser
	25
	416
	32
	Shot Shells. They have an Encum-

	22 Long
	2
	8mm Magnum
	40
	444 Marlin
	36
	brance of .25.

	22 Rimfire Magnum
	6
	338 Magnum
	41
	44-40
	12
	Not all Caliber and Gauges will be listed 

	22 WMJ
	10
	35
	20
	45-70 Government
	16
	Here. They are always new weapons

	5mm Magnum
	5
	350 Magnum
	35
	458 Magnum
	51
	being developed. So look to your GM to 

	
	
	351
	15
	460 Magnum
	81
	Give you the BDG of any unlisted 

	
	
	375
	45
	50 
	95
	ammo.


rounds; they are identical e.g., .308-inch and 7.62mm NATO are the same cartridge. 

BALLISTIC MODIFIERS 

The BDG values given in the Table are the base values. This is the inherent BDG of a given round and is subject to modification before an effective BDG is applied to the target. Ballistics, the study of projectile motion, is divided into three stages, which suit our needs here exactly. These are: 

Internal Ballistics: The study of ballistic conditions pertaining from the moment the charge ignites until the bullet leaves the gun barrel. 

External Ballistics: The study of the bullet's flight from the moment of leaving the barrel until a target is struck. 
Terminal Ballistics: The study of ballistic conditions -pertaining when the bullet hits the target. 

At each stage of its flight, the bullet will be subject to different forces, which may affect the BDG. 

INTERNAL BALLISTIC MODIFIERS 

The Base BDG is modified directly by Internal Ballistics. Only two factors come under this heading. One is due to the BBL of the gun. The other is obtained by using specially made cartridges. 

BBL 

Modify the base BDG as shown: 

Pistol SNUB: reduces the BDG by 10%, rounding to nearest. 

Pistol SHT or STD: Will have no effect on BDG. 

Pistol LNG or XLNG: Will increase the BDG by 10%, nearest.

"Pistol Carbine" or Carbine: The effect depends on the 

BDG Table used. Pistol rounds fired from a Carbine will have its BDG increase by 50%, nearest. Long Gun rounds fired from a Carbine will suffer a 25% BDG loss to the figures from that Table. 

Rifle: The Base BDG for rounds fired from Rifles will not have any modifications due to BBL. 

The general formula for adapting Pistol Ammunition to firing from Long Guns, or Long Gun Ammunition to fire from weapons shorter than a Rifle, is: 

• Carbine BDG equals 1.5 x Pistol BDG 

• Rifle BDG equals 2 x Pistol BDG, 

• Pistol BDG equals .5    x Long Gun, BDG 

• Carbine BDG equals .75 x Long Gun BDG

Shotgun Ballistics: 

The only distinction between a normal shotgun and a riot gun, or "sawed-off" shotgun is the BBL. This is handled as if the normal gun were a Rifle and the shorter one as a Carbine, from the rules given just above. 

High-Power Ammo: 

There are Special types of ammunition that exist, and are rather common in some cases, in which the powder charge has been increased to give the bullet a higher muzzle velocity. Such ammo receives a 50% increase to the base BDG given on the table. 

The stress of firing this souped-up ammunition can be risky for the gun. The chances of a critical Miss, while using this type of ammo will be increased by the number equal to 5 - DUR of weapon. In other words, firing a cheap pistol with DUR of 1 while using High-Power ammo increases the chance of a Critical Miss by 5 - 1, or 4. 

Thus, while a normal Critical Miss occurs on a die roll of 20 on the BCS roll, in this case the Miss occurs on a die roll of 20 - 4 (or 16), or higher! 
Feature 

High-Power Firearms: 

These are simply firearms reinforced to allow use of High Power ammo without suffering the increased risk of a Critical Miss. 

High-Power Shot shell: 

There is no danger of overloading a shotgun. Shells are physically incapable of fitting into the chamber of another Gauge or type of Shell. There are High-Power, or Magnum, Shot Shells. These run 3 inches in length rather than the normal 2.5 inches. Magnum Shot Shells are packed with more shot and more powder. Which will increase the base BDG by 50%. 

EXTERNAL BALLISTIC MODIFIERS 

There are two factors, which influence External Ballistics: Range and Barriers. 

Range and BDG: The range of a target will raise or lower the BDG of the firearm. Use the Range Step given on the BDG Table or ask your GM for a Range Step list. Use of Sights to reduce Range for BCS purposes will not affect the ballistics of the shot. Match Weapons do enjoy their Range modification in this connection.

 Range modifiers to BDG are: 

PBR. plus 10 to the effective BDG. 

SHT or EFF: No modifications to BDG. 

LNG: minus 10% to effective BDG. 

EXT: minus 25% to effective BDG. 

MAX: minus 50% to effective BDG. 

Barriers and BDG: 

As specified in Book 1, a bullet penetrating a Barrier will have its BDG reduced by the Barrier value of the material in question. This reduces the effective BDG. 

TERMINAL BALLISTIC MODIFIERS: These factors control the effective BDG at the moment of impact. It is this final value, which is used to determine damage and Special Effects. There are several factors based on the type of bullet used, and of course the effects of a Critical Hit will increase the effective BDG, often drastically. 

Critical Hits 

Apart from their other effects, Critical Hits with a bullet will increase the effective BDG, varying by the type of weapon used: 

Firing Pistol: Add D10 to the BDG. 

Firing Long Gun: Add 2D1O to the BDG. 

Autofire: All the shots in the Burst will hit their target, and their total BDG is increased as if a D3 more rounds impacted as well. E.g., a Critical Hit is scored with a SMG firing 9mm Parabellum. These have a base BDG of 5. Fired from a Pistol XLNG, the default BBL for SMG, they add 10%, for a 5.5, rounded up to a 6. The gun fires a Burst of 3 rounds. Thus, all 3 rounds hit, for an effective BDG of 18, and rolling a D3 for 2, 2 x 6 is added, or 12, for a total of 30, doing 3D1O plus 3. 

Hollow-Point Bullets: These are specially made bullets with hollowed, cupped, or flattened tips. Bullets of this type are designed to expand upon striking a target.  

The effective BDG for Hollow Points is not affected for purposes of determining damage, but when checking for Missile Special Effects, double the effective BDG to derive the percentage chance. 

When hitting a Barrier, the Barrier value is also doubled for the Hollow Point bullet. A 10 point Barrier would reduce the effective BDG of a Hollow Point by 20. 

Jacketed Bullets: These are the direct opposites of Hollow Points. Coated with steel to allow maximum penetration, Jacketed rounds will suffer only half the Barrier value when calculating any reduction to the BDG, but their chance of causing Special Effects is likewise halved. 

Fragmenting Bullets: The very latest in lethality. These nasty little slugs are designed to fragment on hitting a target, propelling several slivers of metal in an expanding pattern through the wound. 

The Special Effects probabilities of Fragmenting rounds are not altered. However, they will increase their damage roll by a factor of 1.5. In effect, these bullets have a WDM of 1.5. 

Fragmenting rounds suffer the same, doubled Barrier effects as Hollow Points. 
Shot Shell Ballistics: The ballistic behavior of a charge of shot, rather than a single bullet, is what makes shotguns unique. As the pellets travel further, they spread out, exposing a wider area to attack, albeit with reduced damage potential.

The controlling factor in this slow spread is the "Choke" of the gun barrel. The tightest Choke is "Full," and an "Open" Choke is the loosest. The Choke is a tube implanted in the end of the barrel, usually permanently, that "chokes" or compresses the stream of shot leaving the gun. 

LINE 

Out to the end of SHT Range, the shot is in Line. It is a tightly compact mass, affecting only 1 possible target, and acting like Ball Ammo for game purposes.

SPREAD

 From EFF through LNG Range Steps, the shot pattern spreads out, affecting a front 3 meters wide. This front moves along the line of fire, and each hex of it will menace the first target in that line. Thus, a Spread pattern of shot could hit one target at EFF Range, and still attack two others out to LNG Range, if they were also in the line of fire. 0nce the Attack has been resolved for a given hex of the Spread front, that particular hex's worth of shot is gone creating a sort of "shadow." 

The BDG used against a target in one of these Spread hexes is the effective BDG of the Shot Shell divided by 3. 

LOOSE 

At EXT or MAX Range, the shot pattern is still moving in that 3 meter front, but has lost impetus and some of its pellets. Calculate the effective BDG of the shot, and divide by 6 for the final BDG used on a target. 

OTHER FIREARMS 

In previous sections we have dealt with the two main classes of Small Arms: those firing Ball Ammo and the shotguns. This covers about 80% of the weapons you will find in an average campaign setting. But it is not the whole ball of wax. There is a considerable amount of fire power, available in the form of heavy machine guns, various gun-propelled grenades, mortars, and so on, which will be floating around a post-Ruin world. These types of weapons are classified as Support Weapons in the Skill system. 

Moving back through time and with some hunting clubs, there are Black Powder firearms to consider. There is a lot to say about the advantages to a gun, which uses good old smoky gunpowder, such as it doesn’t have many carefully crafted moving parts in it or any fancy cartridges. Of course, your first shot had better count! 

SUPPORT WEAPONS

The GM will need to exercise discretion in the use of Support Weapons in the campaign. When directed against Player-Characters, they will tend to lead to a new character design session at the end of the adventure. Used by Player Characters, they tend to take a lot of the challenge out of combat (by slaughtering the opponents at a range of, say, 1 000 meters). We do not provide the same extensive data on Support Weapons as we have for Small Arms. The models given here will serve as a guide for the GM in adding other specimens to his campaign, should he wish to do so. 

Many Support Weapons are capable of use against armored vehicles. For applications of firearms against vehicles, see the Vehicle rules later in the book.

MACHINE GUNS

True Machine Guns differ from Sub-Machine Guns in several ways. They are not man-portable, requiring a mount of some kind (bipod, tripod, or vehicular). They are capable of sustained autofire, laying down a hail of bullets very effectively, even when the firer is spraying an area. They are deadly weapons in most tactical situations. 

Light and Heavy MG Machine Guns (abbreviated as MG) come in two sizes: Light (LMG) and Heavy (HMG). This is an overall measurement based on the Caliber of the MG and its ENC. 

The most common MG calibers are:

LMG: 30 Browning, 7.62 NATO, 5.56mm

HMG: 7.62 x 39rnm, 20mm, 40 or 50 Caliber

The 7.62mm and 5.56mm rounds shown are the same as those listed in the Long Guns Ammunition Table. The others are used only in MGs. Their BDGs are: 

MACHINE GUN AMMUNITION 

	Caliber
	BDG
	Caliber
	BDG

	30 Browning   
	20  
	40 Cal.
	60

	7.62mm NATO   
	27
	50 Cal.
	90

	5.56mm        
	20  
	20mm
	100

	7.62 x 39mm
	35
	
	


The ENC value of an MG is determined by its weight in kilograms divided by 10. 

Using MGs: 

The Machine Gun Skill is used alone (no averaging with anything) to fire Machine Guns. This extends to servicing the weapon, aim, and control rolls. 

Range 

These are divided into LMG and HMG Range Steps 

          PBR  SHT   EFF    LNG   EXT    MAX

LMG    50    125    250    500    1000   2000

HMG   50    250    500    1000   2000   4000 

OPTION Tracers 

The use of Tracers, bullets loaded with a flare powder, which causes them to show a thin path of flame, will increase the BCS of the firer by 1. Maximum efficiency suggested by military doctrine is achieved when every 10th round is Tracer. Less will not give the bonus. More will not increase it. 

Rate of Fire 

The MG can lay down heavy fire over an extended target area (that's what it's for). Built to take punishment, it is capable of sustained fire without the jamming that plagues Sub-Machine Guns. 

All MGs have an assigned Rate of Fire, drawn from the Specifications of the "real" weapon. This determines the Machine Gun's Rate Factor and the number of rounds it fires in 1 Action. 

	Actual Rate in
	
	Rounds Fired

	Rounds per Minute      
	Rate Factor
	per Action

	Under 500 RpM
	D6 x .5
	20

	500-750 RpM            
	2D3 x .5
	30

	751-1000 RpM           
	D10 x .5
	40

	Over 1000 RpM          
	2D5 x .5
	50


The firer may use any lower Rate he/she wishes, to conserve ammunition. 

To determine the effects of a hit by an MG, calculate the effective BDG for 1 round of the ammo used, applying all relevant modifiers. 

Roll for damage based on the effective BDG. Roll the dice indicated by the Rate Factor. Multiply the two scores. This is the damage done by the hit. 

For Missile Special Effects, a number of rolls equal to the Rate Factor are made, using the effective BDG as the percentage chance. If the Rate Factor is fractional, the last such roll is at half value. It any of these rolls succeed, the target suffers Special Effects. For example, a hit from a LMG firing 5.56 ammo at a rate of 400 RpM is suffered. The damage roll for the round (BDG of 2O) is made on 2D10, for a 12. The Rate Factor is 1D6 x .5. A 3 is rolled for a Rate Factor of 1.5. 

The damage potential of the hit is 12 x 1.5 or 18. Two rolls are made for Missile Special Effects. The first is at full value (20%) and the second at half (10%). 

Various modifiers may increase or decrease the Rate Factors beyond the ranges on the Table. The progressions in question are: 

LOWER: D3 x .5, D2 x .5, 1 x .5

HIGHER: D12 x .5, 2D6 X .5, D20 x .5, 2D1O x .5 

Modification beyond the extremes given is not possible. 

Zones of Fire 

To fire a Machine Gun, the firer follows this procedure.

Declare Rate of Fire: This may be any value from the table given, less than or equal to the gun's stated Rate. Values lower than the "Under 500" RpM may not be selected. The rounds fired in the Action will be as stated on the Table, even if the effective Rate changes during the Action. 

Select a Target Hex: The gunner will select a given point on the DAT Display and declared the Target Hex. To zero in on the Target Hex requires a Machine Gun BCS, subject to all relevant modifiers not due to Target Action. The gun is aimed at a space, not at any particular occupant of that space. 

The roll to hit the Target Hex is made on the first Action Phase of the gunner's Action. A miss means his fire is not on target. He/she may try again on each Action Phase of his PCA, but his effective Rate Factor will drop 1 step per retry. He/she may continue to roll for the Target Hex until his PCA runs out, his/her Rate Factor drops below the minimum permissible level, or he/she Critically Misses, which will also have its usual nasty effects. The firer may opt to abort the attempt at any time, which will still require him/her to reframe from other action until his/her PCA runs out, but will cut the ammo costs for the Action in half.

Declare Traverse: Once the Target Hex is hit, the gunner must declare if he/she will be "Traversing" the MG, and if so, how much Traverse he/she is using. Traversing means moving the gun barrel in an arc, to cover more area around the Target Hex. The gunner has a good deal of freedom in how to go about this. 

The basic "Lethal Zone" for an MG burst is a 1 x 3 meter area (1 hex wide by 3 long), centered on the Target Hex. The gunner may declare this basic Zone to consist of the Target Hex and any two contiguous hexes which are 180 degrees apart, so that the Lethal Zone is a line, 3 hexes long. This may lie at any angle to the line of fire and requires a Travers of 0 (i.e., none). 

For every additional Traverse declared, the gunner may lay down a second Lethal Zone, also 1 x 3 hexes, either joining the end of a second Zone to the end of another (creating a line of hexes with a length increasing by multiples of 3), or widening an existing Zone by 1 hex in any direction, as long as all three hexes of the second Zone are contiguous with all three hexes of the other. 

Each additional Zone increases the traverse by 1. The Traverse equals the number of steps the effective Rate Factor is reduced.

Hitting Targets: Any target in a Lethal Zone when the Target Hex is hit, or any target entering a Zone during the term of the gunner's Action, is exposed to an immediate attack by the gunner. If this occurs, the gunner rolls a Machine Gun BCS, subject to all relevant modifiers (Range, Visual Conditions, and Target Actions), to see if he/she hits the target. If he/she does, damage is rolled as described above. 

A character that leaves one Zone to enter another is subject to attack again. 

A vehicle subject to attack for entering a Zone, which occupies two or more hexes simultaneously, is subject to a separate attack for each Zone occupied. 

A target traveling into 2 or more Zones in a single Action Phase is likewise subject to a separate attack in each Zone in question. 

MG Construction

 As you may have gathered, Machine Guns are big, heavy, rugged weapons. But nothing is perfect and even the most durable weapon will tend to jam if firing at MG rates for long periods. 

 If the gun is fired for a consecutive series of Actions greater than its durability, it may jam. A "rest" of 1 Combat Turn will drop the tally back to 0, at any time. (I.e. a weapon with DUR of 4 may be fired safely for 4 Actions, then not fired for a full Combat Turn, etc., and will not jam unless a Critical Miss says it does). 

For every Action of firing after a rest is due, a D6 is rolled. If the die roll is greater than or equal to the DUR of the gun, it jams. Clear the jam as for any automatic Small Arms. 

OPTION 

Changeable Barrels 

The working life of a Machine Gun is limited by the barrel, which has a distressing tendency to warp under the tremendous heat generated by sustained fire. 

There are two ways to measure this operating lifespan. One deals with the immediate effects of overlong firing periods, and the other with the slow effects of even normal use. 

In the first case, it poses that the gunner has been firing well past the period requiring a "rest" to avoid possible jams. If the DUR roll has been made for a number of firing Actions equal to the DUR value of the gun, then a failed roll will indicate that the barrel has warped, instead of a simple jam. I.e., an MG with a DUR of 4 has been fired for 8 consecutive Actions, without allowing a 1 Combat Turn rest. It has obviously had to make the DUR roll for the last 4 Actions, or it would have jammed. If this concentrated fire continues, and the DUR roll fails, the gun is kaput until a new barrel is mounted (an operation requiring 5 Actions if one has a new barrel handy). 

Over the long term, a Machine Gun can fire a total number of rounds equal to its DUR times the Rounds fired per Action at its maximum Rate times 100. 

For example, a Machine Gun with DUR of 4, a maximum RpM of 8OO, firing 40 rounds per Action, will have a minimum barrel life of 4 x 40 x 100 or 1600 rounds, or 400 Actions at maximum rate. This is probably too tedious to bother with unless it is desired to cut short the lifespan of an MG for some reason. 

As MGs are always fired from some kind of mount, it is impossible to either assume Full Stance or drop to Hip Fire. If the gun is not properly mounted, it cannot be used. If it is, the rules governing Present Stance always apply, although the gunner cannot exercise the Combat Move option, since he must be positioned behind the gun. 

Magazines

Most Machine Guns, are designed to fire from a fixed position, with a two-man operating crew, they do not limit their huge appetite for ammunition to simple clips or boxes. Ammo comes in long, linked belts feeds endlessly into the gun's receiver. 

Belts are of the fabric or non-disintegrating type, or the metal, disintegrating link type. The former is a long canvas strip with loops for the cartridges. The latter is composed of individual metal clips, hooked together, which are ejected from the gun singly as it fires. Both are re-usable. If it really is necessary to try to reload or rebuild a belt in Detailed Action Time, use the Loose Rounds Rule. In a looser time frame, allow a character to reload his DFT Group x MNA x 20 rounds into a belt in 1 minute. 

There are also various box magazines used on some lighter Machine Guns. Treat these as any other Box clip. 

Reloading prepared magazines or belts into an MG is handled under the Box magazine rules for Small Arms. 

MORTARS 

Mortars are essentially big tubes, firing explosive shells in high, arcing trajectories (indirect Fire) to drop onto a target area. The effects of Mortar Shells are given in the section on Explosives. 

A Mortar gives a shell a fixed velocity. Aiming the weapon consists of angling the tube so that this velocity will propel the shell in an arc terminating at the desired point. Mortars range in size from man-portable weapons with roughly a 60mm diameter, up to wheel-mounted monsters, 120mm in diameter, requiring a vehicle or animal tow to move. All Mortars are fitted with a butt plate, which rests on the ground, transmitting the recoil of the discharge directly to earth. 

Encumbrance 

There are three classes of Mortars: Light, Medium, and Heavy. Light and Medium Mortars will break down into three parts, Butt plate, Mount, and Tube, for man carrying. Heavy Mortars will not. 

Lt. Mortars: 60mm diameter. Tube ENC of 2. Mount ENC of 1. Butt plate ENC of 2. Total ENC assembled of 5. Shells ENC of .5. 

Med. Mortars: 80mm diameter. Tube ENC of 4. Mount ENG of 2. Butt plate ENC of 3. Total ENC assembled of 9. Shells ENC of .7. 

Hvy. Mortars: 120 mm diameter. They do not break down for carrying. ENC of 12-16. Shells ENC of 1. 

Range

Mortars have a Minimum Range as well as a Maximum. The weapon's angle of fire can be varied only so much from a given position. Firing (or trying to) at shorter ranges than minimum can be suicidal, putting the mortar crew inside the lethal zone of their shells' explosions. 

Lt. Mortar (60mm): Minimum Range: 75 meters. Maximum Range: 1500 meters. 

Med. Mortar (80mm): Minimum Range: 100 m. Maximum Range: 3000 m. 

Hvy. Mortar (120mm): Minimum Range: 150 m. Maximum Range: 6000 m. 

As Mortars use Indirect Fire, they may shoot over obstacles between them and the target. Maximum height of such obstacles may not exceed (The Maximum Range Minus The Range to Target/20). Firing a Medium Mortar at a target 1200 meters away allows fire over an obstacle (3000-1200)/20 equals 1800/20, or 90, meters high. 

Firing the Mortar 

A Mortar is best handled with a crew of three characters. Each will use his Mortar Skill to fulfill his function to the maximum of efficiency. 

Crewmembers are: 

Observer: Requires 1 Action to sight in on Target. If not equipped with optical gear (telescope, binoculars, etc.) capable of reducing effective Range from his/her position to target to 1000 meters or less, his/her BCS is halved. He/she must perform an Observe and Command Action after each shot, in order to try to use his/her BCS. 

Gunner: Actually aims the Mortar. His/her BCS is used to determine the location of the hit. It requires 2 Actions to re-adjust the Mortar's settings. 

Loader: Loads in the Mortar Shell, which automatically fires the weapon. His/her BCS is used to set shell for air burst, if desired. This increases the effective range of the Shell's fragmentation pattern (see Explosives). If BCS is made, Shell bursts in air. If not made, it bursts on the ground. 

It requires 1 Action to load the Mortar. The weapon fires at the end of the Action. 

The Loader's BCS is also used as a Control roll in the event of a Critical Miss on the Gunner's BCS roll. 

You will note that one man may operate a Mortar, as he/she may fulfill all three Crew functions, but his/her rate of fire will be much slower than a fully trained Crew's would be. 

Hitting the Target

Mortar fire is directed at a Target Hex, much like Machine Gun fire. Due to the nature of the Mortar's ballistics, the first shots directed at a given target are penalized, slowly approaching an optimum as the Observer's data is applied by the Gunner to bring Shells in on the target. 

In deploying the Mortar to fire a shot, calculate the range from Mortar to target. The initial penalty is the difference between this range and either the Maximum or the Minimum Range for the Mortar, whichever is less. Divide the difference by 100 and subtract that from the Gunner's BCS. 

On subsequent shots at the same target, the Observer will try to use his BCS to reduce this penalty. If he/she makes it, reduce the penalty by his/her Wit Group. If he/she fails, reduce the penalty by 1. If his/her BCS roll scores a Critical Hit, eliminate the entire penalty. If it is a Critical Miss, increase the penalty by (6 minus Wit Group). 

If the Mortar switches targets without altering its location, the penalty calculation is made anew. However, besides determining the difference between the new target's range, the Maximum, and the Minimum, the GM should also determine the difference between the new target's range and the previous target's range. The new penalty is the least of these three possibilities. 

At the end of the Loader's Action, the Gunner rolls his BCS to see where the Shell actually lands. 

If BCS indicates a HIT: Determine Effect Number. Subtract this from penalty. If result is greater than 0, a precise hit has not occurred. Multiply the difference by roll of 2D1O, determine a vector with a D6. The shell actually fell in indicated spot. The near miss may do quite as well as a direct hit, this being in the nature of high explosive fragmentation shells. 

If BCS indicates a MISS: Subtract effective BCS from score rolled. Add penalty (if any left). Multiply by roll of 2D1O as indicated above, determining direction with a D6. Again, a near miss may do the job quite satisfactorily, painful though this may be to the purist of mass destruction. 

On a Critical Hit, the Shell lands exactly on the target. The Gunner has his choice of an Air Burst or normal hit for the shell. See the Explosives rules for a full description of this effect. 

At any time, the Gunner may spend his 2 Actions to "lock on target." Thereafter, any Shells fired will land exactly where the shot before them did, until 1 Action is spent to "unlock" the adjusting mechanism. 

Critical Misses 

If the Loader did not make his Control throw, a Critical Miss (indicated by a 20 on the Gunner's BCS roll) is handled differently from Small Arms Criticals. A "No Effect" result means a dud Shell. It lands harmlessly in the indicated area. Any other result indicates a jammed shell, lodge in the tube. This presents an effective Barrier value of 20 to attempts to remove it. Due to the awkward wedging of a shell in the tube, a Strength CST is needed to try to extract it, rolling once per Action (only one character may work on the jam at one time). 

Only on a roll of 100 the shell will blow up in the tube when checking for Critical Miss effects, exposing the crew to a blast with its effects reduced by half. Even with the damage reduced by 50%, such a result is usually lethal. 

RIFLE GRENADES

Rifle Grenades are explosive projectiles designed to fit and be fired from a military rifle. Early models required special ammunition in the gun and bulky adapter mechanisms. Modern grenades dovetail with standard designs on most assault rifles and carbines to permit firing with no special operations required. 

The effects of Rifle Grenades on a target area are discussed in the Explosives section. What concerns us here is how the projectiles are fired. The character's BCS for firing Rifle Grenades is determined by, averaging his/her Modern Rifle and Grenade Launcher Skills. 

Types of Rifle Grenades

Rifle Grenades can be broken down into several sub-categories. First, what is the propulsion system? There are two types: Ballistite and Live Ammo, They may be fired with an adapter or by a launcher. 

BALLISTITE grenades require that a special, blank cartridge be chambered into the gun, requiring the removal of the weapon's normal clip. This triggers the launching charge in the grenade. Ballistite rounds are thus cumbersome to use, but give the grenades designed to take them more range than the grenades, launched using live ammo. 

LIVE AMMO grenades require no special round for launching. The gun's normal load of Ball Ammo is sufficient to send them on their merry little way. They lack the range of Ballistite models. 

ADAPTER grenades require that a special adapter mechanism be fitted to the gun. It is useless for normal fire while configured in this manner. It is rare to find such grenades in modern weaponry. The two models used in Twilight of the Apocalypse are the US Army M-1 and M-14 Rifle Grenades, made for the famous weapons of WWII and Korea. They are exclusively Ballistite-launched weapons. 

22mm LAUNCHER grenades are the modern form of these weapons. Almost all military rifles and carbines designed after 1960 have a 22mm Grenade Launcher built into the flash hider. This is an integral part of the gun. Any 22mm Rifle Grenade can be launched from a gun with this Feature. Some of the 22mm grenades use Ballistite, others Live Ammo. 

Other than these operational questions, it will be necessary to keep track of what the grenade's function is. The most common classes are: 

HEAP-. High Explosive Anti-Personnel. These are powerful fragmentation grenades, like super hand grenades. 

HEAT: High Explosive Anti-Tank. These are tipped with shaped charges, the most common use of these weapons are infantry Support Weapons against armored vehicles. 

WP: White Phosphorus, incendiary grenades. The effects of WP weapons are described in Book 3, along with other incendiary weaponry. 

Grenade Ranges 

This varies among Ballistite-fired, Adapter-fired, and Live Ammo types. 

GRENADE TYPE 

	
	PBR
	SHT
	EFF
	LNG
	EXT
	MAX

	Adapter
	20-30
	50
	75
	100
	200
	300

	22mm Ballistite
	20-30
	75
	100
	300
	500
	700

	22mm Live Ammo
	20-30
	50
	100
	250
	400
	650


Note: Point Blank Range (PBR) for Rifle Grenades is rated as starting at 20 meters. This is because Rifle Grenades are fitted with safety devices, which do not arm the grenade until it has traveled 20 meters from its firing point. Thus, shots at targets closer than 20 meters are not possible. 

Hitting the Target 

As with Mortars, the Rifle Grenades are aimed at a specific area, not an individual target. With a less pronounced arc of fire, they are not as difficult to aim, using the averaged scores of Modern Rifle and Grenade Launcher Skills to derive the BCS. Shots are resolved as with normal gun fire, but all fire is from presented stance, and every shot is subject to a -2 penalty to cover the lower general accuracy of the Rifle Grenade. 

Note that a Critical Miss on these shots does not mean that the grenade is faulty. It is handled as for any firearm and refers to the rifle's performance, not the grenade's performance. Treat "No Effect" results as dud rounds. When the firer recovers from the critical effect, if the gun is ready to fire, he may try to launch the grenade again. 

In the event of a normal miss, the GM determines the result as with Mortar fire. Thus, "close enough" can be more than sufficient. 

In the event of a Critical Hit, the firer may choose to make the grenade hit an Air Burst, with effects as described in the Explosives rules. 

Rifle Grenade Timetable

The handling of the Rifle Grenade is cumbersome at best. The following "Manual of Arms" lists the steps required to load and fire such a projectile in order. Simply delete the steps that do not relate to the type of grenade being used to derive the particular timetable for you. The procedure is as follows: 

1 Action to clear magazine for Ballistite round. 

1 Action to mount 22mm Grenade or 2 Actions to mount Adapter device. 

1 Action to mount Adapter grenade. 1 Action to load Ballistite round. 

1 Action to prepare to fire. 1 Action to fire. 

1 Action to remove the Adapter device. 

Reloading another grenade would pick up at the "Mount 

Grenade" Action. Switching the rifle back to normal configuration requires the same number of steps it took to prepare the gun in the first place, plus however long it takes to reload, if a ballistite grenade was used. 

GRENADELAUNCHER 

Unlike the Rifle Grenade, which is to an extent an attempt to turn rifles into Support Weapons, Grenade Launchers are special weapons designed to toss a 40mm projectile for a limited distance. 

Types of Launchers 

40mm Grenade Launchers come in five configurations. 

The first is an integral part of an assault rifle, slung under the gun barrel. When using this type, the BCS is determined by averaging Grenade Launcher and the Assault Rifle scores. 

Next we have a completely separate launcher, looking like a stubby shotgun. Such Grenade Launchers are usually fitted with shoulder stocks, but are fired using only the Grenade Launcher Skill. 

The third type of launcher is a pistol-grip affair, but may be either fired mounted to an assault rifle or used on its own, albeit requiring two hands to steady.

There is another self-contained grenade launcher. It looks and works allot like a 40mm revolver. 

Finally there is a grenade launcher that can either be mounted to a vehicle or a tripod. It is fired like a belt fed machine gun. And is fully automatic. Granted it fires quite a bit slower that a machine gun.  

Also to be considered are those new launchers which carry a clip of 40mm grenades for a slow version of semi-automatic fire. The vast majority of Grenade Launchers are single-shot weapons. They operate as Break Action weapons for reloading purposes. 

The clip-fed Grenade Launchers carry a Box magazine of 4 grenades, firing 1 shot per Action. 

Types of Grenades 

Any 40mm Launcher will fire any 40mm grenade. The specific effects of the projectiles are described elsewhere, but in general terms they are: 

HEAP: As Rifle Grenades. This is essentially a Hand Grenade. See the Explosives section. 

WP: White Phosphorus. See Fire Weapons section. 

CANISTER: A close combat round, essentially using the Launcher as a giant shotgun. Firing a mass of fragments. See the Explosives section. 

GAS: A gas shell is fired, which explodes in contact with the ground. See Gas rules in Book 3. The Tear Gas launchers used by police are generally 40mm Launchers. 


Flichette: These are small steel darts. This is a newer version of the canister round. This type of round will reduce any barrier factor by 50%.

Grenade Launcher Ranges 

The Grenade Launcher is a limited weapon, compared to the mighty Mortars or lordly Rifle Grenades. It can put any of its loads except Canister out to distances as follows: 

PBR: 20-30 meters

SHT: 50 meters

EFF: 75 meters 

LNG: 125 meters

EXT: 250 meters

MAX: 500 meters 

The Canisters' and Flichette hideous effect are limited to about a 30-meters maximum as described under Explosives. 

Firing the Launcher 

The Grenade Launcher Skill is used when the weapon is self-contained and the launchers that are attached to a weapon will be averaged with the appropriate Skills pertaining to the type of weapon being used. 

BLACK POWDER FIREARMS 

From the heights of modern firepower, we now turn back to an altogether earlier form of weapon: the Black Powder or Muzzle-Loading weapon. While this class takes in every firearm from the early Renaissance to the late 19th century, we will confine our study to two of the most recent models: the flintlock and its more modern successor, the percussion cap firearm. 

The Muzzle Loader is a very straightforward gun. A long, usually smooth bored barrel is solidly strapped to the gunstock, almost completely closed at the back end except for a small hole connecting to a priming pan. In the flintlock, this pan holds a small amount of loose gunpowder (Primer). In a percussion model, this has been replaced by a "nipple" over, which a Percussion Cap is fitted. The explosive in this cap goes off on impact from the hammer, flashing a spark into the main powder charge in the gun barrel. BANG! 

The Muzzle Loader recreates a giant model of the compact, self-contained cartridge of today. First, if recently fired, the barrel is swabbed, cleaning the remains of old charges out. A new charge is then inserted and rammed in, packing it tightly. The bullet is then wrapped in a wad, and dropped in on top of the charge. Another wad is rammed tightly over it all, to seal the powder in and confine its burn. As to build up the pressures needed to fire the weapon. 

The gun is now loaded. The primer charge or percussion cap is now placed on the pan, and the gun is cocked. It is now ready to fire, if nothing goes wrong. 

MUZZLE LOADING TIMETABLE 

The following "Manual of Arms" gives the actions involved in preparing to fire a Muzzle Loader. 

If weapon has been fired already, 1 Action to swab. 

1 Action to load in charge. (3 Actions if charge is not pre-measured) ' 

1 Action to ram charge in tightly. 1 Action to wrap bullet in a wad. 

1 Action to ram bullet into barrel. 1 Action to wad the whole thing. 

1 Action to put rammer away (it may be dropped, of 

course). 

1 Action to prepare primer or percussion cap. 

1 Action to prime with a Cap or 2 Actions to prime with loose Powder. 

1 Action to cock. The gun is now, finally, ready to fire!!!

MUZZLE LOADER WEAPON SPECS 

As with most firearms, these come in Pistol and Long Gun models. They are by no means as finicky about Caliber as their modern descendants, but still limit the size of Bullet that may be used within about a .05-inch range. We will be doing this marvelous class of weapon little justice in this abbreviated review, but will take the following Calibers in both styles: 45, 50, 65, 70. Due to the low muzzle velocity achieved by Black Powder fire, large slugs were the order of the day to achieve adequate stopping power with the one shot usually allowed to the hunter or soldier with these weapons. 

Black Powder Ranges 

The ranges are set by the overall size of the gun.

	
	PBR
	SHT
	EFF
	LNG
	EXT
	MAX

	Pistol
	5
	10
	15
	30
	60
	90

	Long Gun
	10
	20
	50
	100
	150
	200


Feature

Rifled Barrels

It was not until the 17th century that someone noticed that spinning projectiles hit harder and fly truer than those that do not spin. The way to get bullets to do this was by rifling the gun barrel, incising grooves in a long spiral along the inside to impart this spin to the projectile as it rushed up the tube. 

Rifled gun barrels increase the range steps of the weapon by 50%, just as Match Quality weapons do with modern guns. 

ENCUMBRANCE 

Unquestionably, the old firearms are more bulky than the sleek killers of today. In the absence of hard data on actual weights, assume standard Encumbrances for the weapons of .4 for all Pistols and 1.5 for all Long Guns. 

BLACK POWDER BDG 

The BDG for a bullet from a Muzzle Loader is dependent on the Powder Charge and the Caliber. The powder loaded into the gun is measured in "Drams" (of which there are 24 to the ounce). The Caliber is, of course, in fractions of an inch. The base BDG for a given load in the gun is equal to 10 x (Charge in Drams) x (Caliber in inches). This is the BDG from Long Guns. Pistols halve this just as they do in modern guns. 

Please remember that the Caliber value must be in fractions of an inch. For a 45 Caliber weapon, use point 45 as a factor 45/100ths of an inch! 

This is used as the base BCS, subject to all the usual Ballistic modifiers. 

ABOUT POWDER CHARGES 

It is unsafe just to stuff gunpowder into the gun until it is a veritable cannon. The upper limit on the number of charges is the Durability of the weapon. For every Dram over this limit that is loaded, increase the chance of a Critical Miss by 1. I.e., in a DUR-4 gun with 4 Drams of powder in the charge, the chance of a Critical Miss is on a natural die roll of 20, as always. Load 5 Drams in, and the Critical Miss occurs on a die roll of 19-20. Load in 6 Drams, and the chance is on a roll of 18-20 and so on. 

OPTION

Charge Loading Rule

If desired, the Actions spent in loading a Charge can vary according to the size of the Charge. The maximum number of Drams that can be loaded in 1 Action is the user's Deftness Group. The use of pre-packaged paper cartridges allows the loading a 1 Cartridge in 1 Action, but only one such Cartridge may be in the gun at a time. A Cartridge contains a pre-measured Charge and a pre-wrapped Bullet.           

FLASHES IN THE PAN

Apart from the omnipresent danger of a Critical Miss, the Primer presents a question when firing Muzzle Loaders. Will it go off and trigger the main Charge? 

Using loose powder as a primer gives a base 1 in 10 chance of a misfire. Add the roll of 1D6 to this if it is raining, and increase it by 1D6 for every minute that the gun is out in the wet. Also, if the primer has not been changed in the last few hours, the GM should feel free to roll 1D3 for an additional penalty. 

Percussion Caps do not care if it is wet, or how long they are on the pan before firing. They have a flat 1 in 20 chance of misfiring and are not subject to any modifiers under most circumstances. 

EXPLOSIVES 

This Section deals with chemical explosives: dynamite, plastic explosive, blasting powders, and the weapons made from them: hand or rifle grenades, mortar shells, mines, etc. We do not discuss atomic explosives (GMs will find some ideas on nukes in Book 3, but frankly, they don’t make the game very fun or long). 

These rules govern the use of explosives in two roles: anti- personnel (i.e. against characters) and demolition (i.e. against the Barrier value of structures). The use of explosives against Vehicles is specifically outlined at the end of the section. 

RATING EXPLOSIVES 

All explosive materials generate a concussion effect when detonated. This is called "Blast." It is effective against both characters and Barriers. 

Most explosive weapons will produce a fragmentation effect as well. This is called "Frag" (for Fragmentation). It is produced by sheathing an explosive charge with a metal or plastic jacket, which is smashed into shards by the force of the explosion and hurled outwards like a hail of bullets. 

When coding explosives or explosive weapons, the format "NAME BLAST/FRAG" is used. "NAME" is the name of the material or the weapon. "BLAST" is its Blast rating. "FRAG" is its Fragmentation rating. 

An explosive will almost always produce Blast, but not necessarily Frag. Thus, an entry like "TNT 10" is assumed to mean a charge of TNT, or Dynamite, with a Blast of10, but no Frag. 

The entry "Hand Grenade 5/5" would indicate a grenade with a Blast of 5 and a Frag of 5. 

There are some exotic exceptions (see Claymore Mines later in this section), but they represent special cases. 

BLAST EFFECTS 

These operate on two fronts: against characters in range, and against structures and items either deliberately or incidentally exposed to significant Blast ratings. 

BLAST VS. CHARACTERS

The base Blast rating of an explosion determines the maximum range at which it can affect a character. For every meter of distance between the center of the explosion (the hex in which it takes place) and the character, reduce the effective Blast by 1. 

All characters exposed to Blast suffer a Stopping Effect, as described in Missile Special Effects in Book 1, with a force equal to the effective Blast. This figure is divided by their personal Mass to derive the Effect Number of the Stopping Effect. 

Among other things, this Effect will hurl the character away from the center of the explosion for the indicated number of meters. If a solid obstacle blocks his/her path before he/she has moved the indicated distance, then he/she will suffer a Fall result, hitting the obstacle as if he/she had fallen onto it from a height equal to the distance rolled for the Stopping Effect. Immediate check is made for the fall results. Should he/she survive these, he/she will usually have to save against falling down due to the Stopping Effect. This is carried out normally. Thus, a Blast can slap a character up against an object, simulating a fall, and/or drop him/her to the floor in a second fall after he/she has bounced off the obstacle. See Book 1 for fall effects. 

All characters exposed to Blast will suffer Subdual Damage to their whole system (i.e., no Location is rolled for). They reduce this damage by their Average AV. The amount of Subdual Damage equals 2 x effective Blast. 

Blast may deafen characters with unprotected ears. The base chance of this occurring for a character is 2% x effective Blast. If this D100 roll indicates Deafening, the character must make a Health CST. Failure to make the Saving Throw will deafen the victim for (50 Combat Turns minus Health Score). If Deafening affects a character already suffering such a result, the indicated time is added to the period he/she will remain deaf. 

Jose spun around as a hissing, sparking something crashed through the window. A bundle of dynamite delivered by Air Mail, a present from his pursuers! He dove for the sputtering package of death, but a hail of rifle fire from outside drove him away from the window's line of sight. Desperately, he ran for the door sickly aware that he would be too late. Suddenly, the world seemed to turn into a volcano, a nova, a thundering chaos of noise and pain. A giant bludgeon slammed into Jose's body, and everything went dark. 

The above scene illustrates the effects of Blast on a character. Jose is some 10 meters away from a three-stick bundle of TNT. Each stick has a Blast of 10, for a total of 30. The effective Blast is thus 30 (the rated value of the explosive) minus 10 (Jose's distance in meters from the explosion) for a total of 20. 

First, Jose is hit by a Stopping Effect of 20. His Mass is about 5, so the effect number is 20/5, or 4. This will toss him 2D3 meters away from the explosion's location, and requires a Deftness AST if he is to avoid a knockdown. Unfortunately, Jose got close enough to the door that the Blast will pitch him into it. The GM rolled a 5 for the distance of the Stopping knock-back. Jose was only 2 meters from the door (so near, yet so far). He slams into the door as if he had fallen 5 meters. He rolls for Fall effects. There are none. He now rolls his Speed AST to stay on his feet after the Stopping Effect. He makes it! OK Jose! 

However, the Blast also does Jose twice its effective value in Subdual Damage. This is 40 points (for an effective Blast of 20) and Jose only has Average AV of 4, for a total of 36. The poor slob must try to resist System Shock (if the whopping concussion has not simply blown his damage total past his DRT). Jose's system evinces its disgust at these outrages by refusing to succeed at a Health AST, and he goes down for the count. The only good thing about all this is that any Deafening results from the Blast will have worn off by the time Jose comes to. 
DEFENSES AGAINST BLAST

Hard cover is good protection against Blast. If it is beyond the Blast's ability to knock down (see Demolition rules following) it will protect the character against all but the Deafening attack. It had better be solid, or the character may find himself/herself buried under his/her cover. 

If the character can put a 90-degree corner between himself/herself and the explosion, the Blast Effect will be cut in half. Each such turn halves the effective Blast yet again. 

Crazy Isaiah bellows, "Seek Ye the Justice of the Lord, SINNERS!" and tosses a grenade down the corridor. Being crazy does not mean he's stupid, so Isaiah ducks back around a corner. The grenade goes off with a base Blast of 10. The blast front travels down the corridor to Isaiah's turnoff. It has an effective Blast of 6. Put to Isaiah, flattened against the wall around that corner, the effective Blast is reduced to 3. 

Certain forms of Integral Armor (Military and Police suits, protective coveralls for Disaster workers, racing drivers, etc.) will provide a protection called Blast Buffering. 

When the wearer of Blast Buffered armor is hit by an explosive effect, the effective Blast is reduced by the value assigned to this Blast Buffering. Character actions will not overly affect Blast. "Hitting the Deck" (changing position by the end of the Action Phase in which the explosion goes off) will serve to reduce the effective Blast by the character's CDA. He/she may expose himself to Fall results if he/she does not take a full Action to get down, of course. Characters trying this maneuver in the same Action Phase as the detonation must make a Speed AST to get the defensive bonus from it. 

Soft Cover can also soak up some Blast, usually giving up the ghost in the process. Heavy draperies, piles of cloth, mattresses, loose boxes, etc., can reduce Blast for those sheltering behind them. The GM will often have to assign some arbitrary value (roll 1D3 if you need a good range) to such protections. And, of course, hurling your own body (or someone else's) across the explosive before it goes off to drastically reduce Blast (for everyone else). 

The base Blast used in this case is divided by the Mass plus the Average AV of the hero on top of it. But he will suffer twice the base Blast rating with no reductions, both as a Stopping Effect and in calculating the Subdual Damage. For example, jumping on top of a Grenade 10/5, the sacrifice character takes a Stopping Effect Number of 20, and 40 points of Subdual Damage. The Frag effect will probably finish him off, but that is discussed later. His armor and mass do not reduce this damage. 

Using inanimate objects (mattresses, spare corpses, tarps, etc.) in this manner will only subtract their value from the base Blast rating. 

Yes, self-sacrificing heroes get a bonus toward saving their comrades. 

DEMOLITION 

Any structure or object exposed to a good-sized Blast is not going to benefit by it. But this can be glossed over by the GM in normal play, when the bombs are flying for anti-personnel reasons, rather than working out the effects on every stick of furniture in the room. The GM may destroy items in close range by fiat, and likewise decree any minor architectural changes wrought on the surroundings. Light doors, windows, etc., will probably get blown away. Heavier features will probably survive. If there is too much indiscriminate use of explosives in tottering buildings, the site of the explosions can conveniently be made to cave in, the chance in 20 being equal to the Base Blast Rating minus the building's structural Stability rating, that the room in question has just dropped its ceiling in. 

However, controlled use of explosives to demolish a particular barrier or structure is another thing entirely. While any dolt can charge up to a door, Jam an armed grenade by it, and run like blazes for cover, it is not automatically going to remove the door for him. 

DEMOLITION SKILL

The Demolition Skill described in part in the Skills section will simultaneously enhance the destructive power of a charge in a controlled manner (i.e., vs. the desired target only) and at the same time reduce its Blast effects on the area around the obstacle. 

When a charge is set to knock over a Barrier, it will receive a multiplier to the effective Blast against that Barrier's value. 

Unskilled Use

The character has not used Demolition Skill to set the charge. Just plopping a bundle of TNT down by a door falls into this category. The Blast directed at the Barrier is equal to the effective Blast multiplied by a factor equal to the roll on a D3 times .5. 

Rocco runs up to a door, finds it locked, and being in a hurry, he decides to blow it down. He arms a hand grenade with a Blast of 10, drops it by the obstruction, and runs like a bandit for cover. KA-BLAM! The grenade had rolled about 1 meter away, so the effective Blast for the door is 9. Rolling a D3, the GM gets a 2. Thus, 2 x.5 equals 1. So the door takes 9 points of damage to its Barrier value. Even assuming it to be a flimsy wooden door with only 15 points to start with, it remains in place, leaving Rocco's path still obstructed.

Skilled Use

Under normal circumstances, small-scale demolition (i.e. doors, portions of walls, locked areas, rubble, etc.) requires 10 minutes work to properly set the charge when using Demolition Skill. The GM may require the possession of certain tools, such as drills, picks, shovels, or what have you, to make holes into which the explosives will be placed. Working without such tools will reduce the effective BCS for the Demolition worker. Also recall that the character must average his Demolition Skill with the Explosives Skill appropriate to the type of material being worked with. Explosives on the Table below are divided by the Skills governing their manufacture and use. 

If the Demolition user makes his/her BCS (rolled when he triggers the charge) then the multiplier for Blast will be his/her Wit Group Effect Die roll, but he/she will at least get to roll a D3, should he/she be afflicted with a Wit Group of 1. If the BCS fails, then use the die roll specified for Unskilled use. A Critical Hit increases the effective Group by 1. A Critical Miss indicates a bum charge, doing only half the base Blast value to the Barrier as damage. 

Skilled Demolition work also can reduce "back blast" from a charge. This is simply the normal Blast effect occurring on the character's side of whatever he is trying to blow up. If the BCS is made, the base Blast used to determining the effect on any characters in the range of the blast is divided by the Demolition worker's Effect Number. Roll a separate BCS for this, also at the time the charge is triggered. 

OVERKILL

It is desirable to have some idea of just how much Barrier is being faced when setting a demolition charge. If the base Blast of the charge is more than twice the value of the Barrier, any Blast in excess of twice the Barrier value is called Overkill. Overkill may do just a bit more damage than anticipated. 

It is difficult to give more than guidelines in how to handle this situation. All we can do is illustrate the way several particular cases might go, as a signpost to other solutions for the GM. 

Demolishing a doorway, wall, or other interior feature of a building: The amount of Overkill in the base Blast Factor is the chance in 20 of collapsing the roof of the room or building, for a radius around the center of the explosion equal to the base blast rating (allot it) divided by the structural Stability of the building. Only the GM is likely to know what the Stability actually is (from 1 to 10, with 1 meaning nearly gutted, 10 meaning no structural weakness) using a charge with Blast of 50 to open a 20 Barrier-point door leaves an Overkill of 10. There is a 10 in 20 chance for a bad result. The GM rolls a 6 on a D20, indicating problems, and announces that the doorway previously blocked by a door, is now blocked by the room from upstairs (a 50-meter radius turned out to be more than enough, as the building had a stability of only 3, for a 16-meter collapsed area).

Opening a safe, vault, or lockbox: The Overkill will directly attack the Barrier (or whatever) of every item in the container. This will certainly destroy any papers, machinery, electronic gear, or what have you. There is a chance equal to the Over kill that the container will simply be pulverized by the confined fury of the Blast.

 Blowing up a large section of ground: There is no real risk unless working with an unstable formation (like trying to clear a blocked cave mouth). The Overkill result would avalanche proportionate to the magnitude of the over enthusiastic use of explosives.
FRAGMENTATION EFFECTS 

Fragmentation is a purely anti-personnel effect, measured by a Frag rating. This number determines the damage potential of a Frag hit in the same way that BDG does for a bullet. 

       The Frag rating is equal to the number of D10 of Lethal Damage done by a hit. A bonus is added to this die roll equal to the Frag rating. Thus, a Frag 5 weapon will do 5D1O plus 5 in Lethal Damage when it hits. As with bullets a fragment may get a Missile Special Effect when it hits. The effective chance of this is 10% x Frag rating. A hit from a Frag 5 weapon has a 50% chance of causing a Missile Special Effect. Note: the effect of a single explosive will only get one Stopping Effect on a given target. The Stopping Effect for a fragment hit is not applied to those who have taken Stopping from that Blast. 

When a character is within the range of a weapon's Frag effect, the GM will roll a BCS for the fragment to see if it hits him/her. Normally, only one such attack is made on a target per explosion. 

FRAGMENTATION RANGES

The base Range for fragmentation effects is determined by adding the Blast and Fragmentation ratings of the explosive. The specific ranges derived from this figure and their effects are as follows:

Primary Zone: Base Range/2, down. Fragments have BCS of 16.                                                                                         

Secondary Zone: Base Range. Fragments have BCS of 12. 

Outer Zone: Base Range x 2. Fragments have BCS of 10. 
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Thus, if a Grenade 5/5 goes off, it has a Base Range of 5 plus 5, or 10. Its Primary Zone is 5 meters. Any targets within that radius of the explosion must avoid a BCS of 16 to dodge fragments. Its Secondary Zone is between 5 and 10 meters. The BCS for fragments here is 12. The Outer Zone extends from 10 to 20 meters. Fragments here have a BCS of 10. All fragments have a Fragmentation rating of 5. 

CRITICAL EFFECTS OF FRAG HITS

A Critical Hit by a Fragmentation weapon indicates that two fragments have hit the target. Roll location separately. Treat like simultaneous hits by bullets. 

A Critical Miss on the Frag BCS (not the weapon's user's BCS) negates any other attacks the fragments have coming. If this occurs on the first such BCS roll, the weapon was a dud. It is thus advisable to roll for targets exposed to Frag effects in order of their nearness to the center of the explosion. 

A grenade exposes Al, Charley, and Bob to Frag effects. Al is closest, Bob, and then Charley is farthest from the explosion's center. The BCS roll against Al is made first, and hits him. The roll against Bob is a 20, a Critical Miss. Therefore no roll is made against Charley. 

DEFENDING AGAINST FRAGMENTS

The defense from fragments is similar to that from bullets. But the target movement does not enhance the CDA. Cover is handled the same, and hitting the deck will double the CDA. 

When a fragment hit is indicated, it will attack only one Location, and must overcome the Armor Value to do damage. The exception occurs when the explosion is in a confined space, such that the area is smaller than the weapon's Outer Zone. All those in the area will be attacked twice (i.e., two BCS rolls are made for fragment hits). Treat as separate attacks. 

Diving onto the Grenade (or whatever) is enshrined in the heroic literature of modern combat. When someone pulls this stunt (instant Medal of Honor in military slang), he is almost certainly dooming himself to save others. Such a character will take the full force of the grenade's Fragmentation rating, none of it traveling past his body. He will take double the damage rolled for the hit and defend against it with his Average AV. If the GM wishes an alternate system, assume that a Critical Frag hit is sustained, treating it as a Critical bullet hit. Still use the Average AV for defense. 

AIR BURSTS 

Air Bursts are the detonation of Mortar Shells, Rifle Grenades, Artillery Shells, etc., at a given height above the ground. Those will double the Base Range of Fragmentation effects. 

The Blast is treated normally, so that in general, an Air Burst sacrifices this effect for more penetrating fragment dispersal. 

To determine the height of an Air Burst, the GM will roll 2D1O, add 5 meters to the result, and get the height in meters of the explosion's center. 

CONFINED BURSTS

When the explosion of a fragmentation weapon occurs in an area, which is smaller than the Outer Zone of the Fragmentation Range, then two fragments instead of one will attack all characters exposed to it. Roll; separate BCSs for each such attack, using the BCS for the character's range from the explosion's center. 

EXPLOSIVE MATERIALS & FUSES 

We will separate the discussion of explosives and explosive weapons, since the former provide the basis for the operation of the latter. All of the materials given here fall into two categories:

Industrial Explosives: Materials manufactured under fairly controlled conditions using a Lab. This class includes Dynamite, Plastique, and Blasting Powder. 

Home-Cooked Explosives: Materials, which can be made in any situation providing the necessary equipment and ingredients. Many of these can be and are manufactured more copiously or more efficiently under Industrial conditions. Others are purely improvisational but effective for all that. 

	Explosive Table
	
	

	
	Blast Rating
	Charge Size

	Name of Material
	
	

	Simple Explosive:
	
	

	   Dynamite (or TNT)
	10
	       1 Stick

	   Nitroglycerine
	15
	      1 Deciliter

	   Nitrocellulose
	10
	       1Kg

	   Black Power
	5
	       1Kg

	   Ammonium Nitrate
	5
	       1Kg

	
	
	

	Complex Explosives:
	
	

	   Plastique
	Varies
	       1Kg

	   Blasting Powder
	15
	       1Kg

	   Mercury Fulminate
	See Primers
	


BLAST RATINGS 

In general, if 1 unit of explosive produces a Blast of X, then 2 units produce a Blast of 2X. 

Plastic Explosives 

The Table ascribes a variable Blast to Plastic Explosive (or Plastique, as it is also known). This form of explosive is, after Dynamite, the most common Industrial Explosive used today. It is found in engineering and mining applications as well as military and intelligence uses. A given formula of Plastique is coded, as Plastique X, where X is, is the Blast rating for 1 kg of explosive.

 Plastique 20 indicates a type of Plastic Explosive with a Blast of 20 for a 1 kg charge. To find out how much Plastique will produce a Blast of 1, divide 1000 by the Blast per Kilo figure, yielding an amount in grams. Plastique 20 will produce a Blast of 1 per (1000/20) grams. 

There is no absolute limit to the maximum rating for Plastique. Assume that the heftiest formula around runs to about Plastique 100, in explosives designed for military or intelligence use. This is the approximate strength used in such terrorist ploys as letter bombs, where a standard charge runs to about 500 grams (about 1 pound). 

DESCRIPTION OF EXPLOSIVES FROM TABLE 

Dynamite 

Also called TNT. Nitroglycerine is soaked up by sticks of charcoal to produce dynamite. Unlike Nitro, this form of explosive is quite stable. It can be burned, hit with a hammer, even fired into without detonating. Only a fulminating primer (see below) will set it off. 

Dynamite stored where it can be exposed to extremes of temperature can sweat out the Nitroglycerine, coating the sticks with pure crystals of this substance. Such degraded TNT is very unstable, reacting like the Nitro described below. 

Nitroglycerine 

This compound is the basis for other materials in the list: dynamite, nitrocellulose. In the pure form it is shockingly easy to make and equally easy to detonate. 

Nitroglycerine, or Nitro, is an oily liquid obtained by heating glycerin, nitric acid, and other chemicals. Once manufactured, it remains potent, even if dried out into crystals. Nitro will explode if exposed to extreme heat, open flame, electrical spark, any significant shock, jolt, or impact, excessive vibrations, even the shock waves of a loud noise. 

In other words, look at it cross-eyed and it will go off. Rules governing these factors are hard to formulate completely, but here are some examples. 

If carrying Nitro, movement must be limited to a BMA of.5. Faster rates require a Deftness Saving Throw. For movement at a normal walk (BMA of 1), roll a Deftness AST each Combat Turn. Roll a CST each Combat Turn in which movement over a Walk was used, no matter how briefly. Dropping the Nitro, Falling, Changing Position, or Jumping will set it off (The GM may allow a Deftness CST if he/she is feeling charitable). Weapon hits against the carrier will probably detonate his lethal burden. 

Gunfire or other loud noises within a meter of Nitro will have a 10% chance of setting it off unless it is packed for safety. 

Carrying the Nitro in a vehicle allows a maximum safe speed of 10 Kph on a good road, and half that on rougher surfaces. If driving faster, a Driving BCS is required. Divide 600 by the speed in Kph to determine the number of Combat Turns between BCS rolls. Any accident will detonate the Nitro. Rapid acceleration or braking should probably require a separate Driving BCS, before recalculating the time between rolls for the new speed. 

Any Explosives Skill user can package Nitro for safe carrying. This, of course, will require packing materials and a container of some sort. The package has a Safety Factor equal to his Effect Number on the roll. If the package is exposed to any stimulus capable of detonating the Nitro, it has a Saving Throw equal to this Safety Factor. If the roll is made, then no explosion occurs. It requires 1 hour to package the Nitro safely. 

Nitrocellulose

Also known as Guncotton. This is simply cellulose (plant fibers, cotton), which has soaked up a batch of nitroglycerine (1 kg of fiber will absorb 1 deciliter of Nitro). Wadded into a mass, it will serve as an explosive in its own right. In strips or ropes, it is a fast-burning fuse. Guncotton will ignite if exposed to heat, open flame, or high impact (hitting it with a heavy hammer will do fine, or the Blast from another explosive, with an effective rating of 1 or more). 

Guncotton holds the Nitro in a more stable configuration than the pure chemical. It is generally immune to the dangers of undesired detonation that make pure Nitroglycerine such an uncomfortable companion. 

Black Powder

Good old gunpowder. Made (as almost everyone knows) from charcoal, sulphur, and saltpeter. It is important to note that Black Powder must be tightly confined to generate a Blast. If it is just poured over something and touched off, there will be a flare, and you might start a fire, but there will be no explosion. 

Black Powder will ignite if exposed to heat, open flame, or electric spark. Impact does not affect it. If you have some of this material, you can also use it to charge a muzzle-loading firearm, but not to make bullets.

Ammonium Nitrate 

A simple chemical treatment with a substance so common we are not really sure we should mention it will turn any ammoniated nitrate fertilizer into a very efficient explosive. 

The fertilizer is sold in 25 kg sacks, which should be soaked in this Chemical (Which we will not name) and allowed to dry. Use of a fulminating primer (see below) will set it off. Extreme heat will cause it to ignite and burn, but not explosively. It is otherwise completely stable. 

Plastique 

The Blast on Plastique varies as stated above. Note that the formulae used to make it in the lab may be different for Plastique of different strengths. 

Plastique is portable, malleable, completely stable (it will not detonate unless a proper primer is used), and resistant to water, temperature changes, etc. It is potentially the ideal explosive for almost any application. It is also burnable. You can set it on fire and it will burn fast, hot, and will produce very little smoke. In Viet Nam some used it to heat coffee or their food while out on patrol, where fires were not allowed.

Most military explosive weapons (grenades, mines, HE shells) use a Plastique charge for their explosive component. 

Blasting Powder 
This is simply the smokeless gunpowder used in modern ammunition, acting in explosives exactly as Black Powder does. 

If you want to figure the amount of Blasting Powder you can get out of your cartridges, figure the average round of Ball Ammo or Shot Shell will yield about 1 gram. 

PRIMERS

The most efficient way to detonate any charge is by exposing it simultaneously to extreme heat and high impact. In other words, it takes a small boom to make a big BOOM. 

The standard means of achieving this is by using Primers, also called Blasting Caps. The Primer is also known as a Fulminating Primer, indicating that it blows up in a gout of flame, and also referring to the material that gives the Primer this quality: Mercury Fulminate. 

This highly volatile substance will go off if exposed to heat, pressure, impact, electrical current, or flame. A Primer generates a Blast of 1, sufficient to trigger any explosive on the Table when the unit is in contact with the main charge. Fulminate also releases a burst of intense flame, level 4 as fire is rated in the basic rules in Book 1, to trigger explosives with more control. 

Primers can be attached to the end of a stick of dynamite, or a bundle of sticks (maximum of 12 sticks per primer). They can be 

imbedded in a lump of Plastique, dangled in a flask of Nitro, or just shoved into containers of Powder or Guncotton. 

They will detonate by one of three methods: 

· A fuse laid to the Primer and lit 

· An electrical signal from a remote trigger (which may be wired to the Primer or radio controlled) 

· A timing mechanism of some kind, or other trigger device as described in the Booby Trap section. 

These all presuppose that some obliging and expendable type cannot be prevailed upon to go up and hit the primer hard with a hammer. 

A compressed wad of Guncotton can be called into service as a Primer, but it requires a special Demolition BCS to set this up, and if that fails, the charge will automatically suffer a Critical Miss when triggered, with the reduced Blast efficiency described above. 

FUSES & TIMERS 

A good-quality fuse is simply a length of stiff cord or celluloid impregnated with gunpowder, leading from some place of safety to the charge's Primer. You light it, it burns at a preset speed, reaches the Primer, and voila! Instant explosion. 

Fuses and other forms of triggering devices operate as follows: 

Cordite: This is the most common form of the classic, burning fuse. Simply connect one end to the Primer, or insert it into the charge if using an explosive that goes off in the presence of flame, and light it. 

Cordite is rated in terms of how many meters it will burn in 1 Combat Turn. For example, a 1-meter length of Cordite 1, lit on Action Phase 5 of a Combat Turn, will burn to the end by action Phase 5 of the next Combat Turn. If such data is needed, assume a BAP equivalent of 20 for all Cordites. Thus, to have a piece of Cordite 1 lit on Action Phase 5, go off on Action Phase 1 of that same Combat Turn, a length of.25 meters must be used. 5 Action Phases of burning time is one quarter of the 20 Phases in a full Combat Turn of burning, and that full Turn will burn 1 meter, so use a fourth of that meter. 

High-tech versions of Cordite exist which require no oxygen to burn (impregnated with self-sustaining combustibles) or can function underwater, (magnesium- based fuses). Also, ultra-fast-burning fuses, such as Cordtex, which would be rated as Cordite 100, exist. The standard types of Cordite are rated from about .5 to 20. Guncotton as a fuse is the rough equivalent to Cordite 5O. 

Electrical Igniters: A small heating element, which will go to red hot in a fraction of a second, is placed in contact with the Primer, or with heat-sensitive explosives. If current is fed into the igniter, the charge is detonated. This may be done via a direct wire connection to a battery case (the E-5 or better is needed when calibrating this to battery types, or a packet of 5 E-1 batteries), or by using a specially made radio control. 

In the latter case, a battery must be attached to the receiver of the setup, placed at the site of the charge. It consumes 5 charges of electricity to trigger the primer. 

Timers: There are two standard types: chemical and electrical. Chemical timers simply release a slow acid through a thin metal capsule to trigger a Primer built into the timing fuse. They are not very accurate, being set for a given period (a chemical times set for 10 Combat Turns, i.e. 1 minute, will only be good for a 1 minute setting), and having a 10% error margin either way. The GM should roll a D30. Scoring 1 -10 indicates the percentage of time to subtract from the timer's setting. A score of 11- 20 means no error is present: timing will be exact. A roll of 21-30 will increase the timing by a percentage equal to the die roll minus 20. Therefore, a roll of 25 would add 5% to the set time. 

The minimum time on a chemical timer is 1 Combat Turn, and is used on such things as hand grenades. The maximum practical time for a chemical timer is about 1 hour. 

Electrical timers are accurate to the second. They consist of a small timer, a clock if you will, and a battery leading to a Primer, either built into the device or part of a constructed charge. 

The classic electrical timer is the alarm clock with two wires connected to it. One at the hour desired for detonation, the other to the hour hand. The hand reaches the designated spot and the wires connect, closing the circuit between a battery and the primer, then BOOM! 

The clock face timers cannot be set more than 12 hours in advance unless using a 24-hour clock. The other, more modern form of electric timer uses a settable, elapsed time fuse. It is usually good for up to 24 hours. After the designated time has passed, it simply releases current into the primer. 

EXPLOSIVE WEAPONS 

The subject here is specifically such goodies as Hand Grenades, Rifle or Launcher fired Grenades, Mines, and so on. It does not seem necessary to discuss such simple do-it- yourself efforts as a bundle of TNT with a fuse of the right length attached. These are the military firecrackers, usually using both Blast and Frag to spread death from the point of the explosion. 

HAND GRENADES 

These are meant to be thrown towards the enemy by hand, using Combat Throwing or raw Deftness to get the bomb there. There are many different types of hand grenades. We will list a few here, but check with your GM on the availability of others. 

	Grenade
	Blast
	Frag

	US Mk. 1
	5
	5

	US Mk. 6
	10
	5

	US Mk. 7 Defensive
	10
	10

	US Mk. 8 Offensive
	5
	2

	Concussion
	15
	0


The use of grenades is fairly obvious, you throw it at your enemy and it blows up. The grenades listed are all standard US Army models, current from WWI, in the case of the Mk.1 (the famous Pineapple), to the close-combat Defensive grenades developed for Viet Nam. 

All Hand Grenades have a 1 Combat Turn chemical timer for a fuse. This is armed when the Pin is pulled and the spoon is released. 

  The former is a small Pin, which locks an arming handle, or Spoon, in place on the grenade. When the Pin is removed, releasing the grip on the grenade by throwing it releases the Spoon and it flies off, arming the fuse. Of course, one can let the Spoon fly off and wait to throw the grenade, lowering the opposition's chances of getting to cover. But don't wait too long! If the Spoon is held in place until the grenade is thrown, the grenade will explode on the same Action Phase it was thrown in, on the next Combat turn.  If the pin is pulled and spoon released, but the grenade isn’t thrown. The grenade will still explode in the next Combat Turn on the same Action Phase that the spoon was released, regardless if the grenade was thrown or not.

RIFLE GRENADES AND 

GRENADE LAUNCHER PROJECTILES 

The use of Rifle Grenades is described in the Firearms Section. The effect of a Rifle Grenade going off is just the same as a Hand Grenade, only worse.

	Grenade
	Blast
	Frag

	M-1 Adapter
	10
	5

	M-14 Adapter
	15
	5

	22mm Rifle Grenade
	15
	10

	40mm Launcher Grenade
	5
	5

	40mm Canister
	
	Special See below.


Note that Adapter Grenades are specific to the Rifle designated. You must have an M-1 semiautomatic rifle to take the Adapter device for the M-1 Rifle Grenade. The same applies to the M-14 model.

22mm Grenades are essentially the same for all weapons, no matter if they are Ballistite or Live Ammo launched.

The 40 mm fragmentation Grenade is basically a hand grenade set in a 40 mm package. Now we get to the very destructive 40mm Canister round.  This little jewel is for close combat support. It travels 3 meters then blows up in a shaped pattern! Destroying what ever is in its path, but leaving things not in its direct path unharmed. Like a time delayed Full Choked shotgun blast. It hurls a negligible Blast (5 points) but a Frag of 10, in a front 3 meters wide, for double the base Ranges. 
In the event of a miss, the time fuse is assumed to have malfunctioned. The scatter effect is rolled for, as with Rifle Grenades, but rerolling if scatter is indicated as coming toward the firer. 

MORTAR SHELLS 

These are the destructive packages delivered by Mortars, as described in the Firearms rules. Their damage and effect are based on their diameter. 

	Size
	Blast
	Frag

	60mm
	15
	5

	80mm
	20
	10

	120mm
	30
	10


 
Being in the impact or airburst zone of one of these monsters is pretty devastating to both vehicles and characters. We would like to extend a word of caution to you GMs who may use these in a campaign against the characters. It makes for a short gaming session and a long character making session. 

LAND MINES 

Unlike most explosives, which a user actively directs at a target area, the Land Mine sits and waits for a target to come them. Most of the Mines are of the classic anti-personnel type: one buries them a few centimeters under the surface, leaving a pressure plate exposed, or barely covered. When someone enters the hex in which the mine is buried, it goes off, usually with very painful if not fatal results for the victim. 

It is difficult to give a Table of Land Mine type, since any reasonable charge may be used to provide a Blast, and for Frag if desired, many mines have optional casings of fragmented iron. The standard Land Mine is about 1 kg of Plastique, with a Blast rating of 10-30. If provided with a fragmenting casing, it will have a Frag of 5. 

Because the explosive is buried, its force will be somewhat shaped. Most of the damage goes straight up. Whoever steps on the Mine will be exposed to double the Blast and will always take a fragmentation hit which attacks his Average AV, if the mine is equipped for Frag. If a Location for the hit is needed, roll a D1O and add 10 to the result, which will give a Location number from the Hips (10-11) to the feet (19-20). It is usually fatal. 

There are smaller, "nuisance" mines, which use Blast only, with a rating of only 5.They work much the same way, but are less lethal. They are called Toe Poppers, which are designed to maim the victim instead of out right kill them. The thought behind this is it takes 2 people to carry a wounded person, thus reducing the number of available troops to fight. 

As for the effects on the rest of the area, a Land Mine functions as does any other explosive weapon, but its base Ratings are halved, as are the BCS scores for its Frag attacks on those within range.

PRESSURE PLATES

The mine is designed to go off in the Action Phase it is stepped on. The "Pressure Plate" triggers a very short-term Chemical Timer. But there is a variable in this. Roll a D20. On a 1 -10, it goes off at once, as planned. On an 11 -19, it goes off in 1 Combat Turn. On a 20, it is a dud, and will not go off at all. 

All mines count as Hidden Things. Electromagnetic Mine Detectors, the "pancakes on a stick" used today by treasure hunters, will detect a mine within a 3-meter radius, if the mine has any metal in its makeup. Mine Probes, 1-2 meter sticks tipped with thin rods, are used to prod the ground at a sharp angle, theoretically hitting the side of the mine, which will not be triggered by such contact. Their use gives the searcher a Wit AST on finding the Hidden Thing (i.e., the Mine) rather than the usual CST. 

Proper use of any mine detection gear requires the concentration of the character using it and halves his normal Base Movement Allowance. It is possible to improvise a Mine Probe by crawling along a proposed route using a knife for the purpose. 

Characters expending 2 phases can safely pass through a hex holding a mine that they know is there. 

CLAYMORE MINES

These are not buried. They resemble squat cylinders with an opening in one face, covering a 30-degree arc. When triggered, they act like very large 40mm Canister rounds, hurling a mass of steel ball bearings out along this line of fire. This mass of shot covers a 5-meter front, centered on the hex designated as the front of the Claymore. It has a maximum range of 60 meters. Both the BCS and the Frag of the mass are reduced as the range increases.

 Range 0-10 meters: BCS of 18. Frag of 10. 

 Range 11-20 meters: BCS of 14. Frag of 8. 

 Range 21-40 meters: BCS of 12. Frag of 6. 

 Range 41-60 meters: BCS of 10. Frag of 5.

The Claymore puts out a Blast of only 5, radiating equally from the site of the Mine. For a true simulation of this deadly device, the Frag hits should attack the target's Average AV, rolling for location only in the event of a Critical Hit. This may be too cruel for the GM taste, and he may freely choose to treat the attack as a normal Frag effect. 

Claymores may be triggered by remote control, a popular application when they form part of an established defensive setup, or by tripwires, as can the next device on our list: Bouncing Betty. 

"BOUNCING BETTY" MINES

This is a special type of mine. Triggered by tripwire or remote controls, a small propellant charge pops a grenade 2 meters into the air, where it proceeds to explode. This gives it Air Burst modifications. A 5/5 grenade is usually used, although larger models with a 10/5 rating are known.

About Tripwires: The two previous Mines may be triggered by Tripwires, that is, thin wires or cords extended from the explosive and stretched some inches above the ground where a victim is likely to trip over it. This triggers the Mine. 

Let us assume it takes 1 minute to lay 1 meter of wire, using Camouflage of the appropriate sort to conceal it. If the BCS is made, the wire becomes a Hidden Thing. 

Anyone entering a hex crossed by a Tripwire at a rate greater than a Walk, or at any speed at all if it is an undiscovered Hidden Thing, may trip over it. A Deftness AST will dodge known wires a Deftness CST dodges unknown ones. Known wires may be stepped over safely if the character is walking. 

The maximum effective length of a Tripwire is about 10 meters.

ANTI-VEHICLE MINES

These are treated much as normal Land Mines, but they are usually buried deeper (about 50cm to 1 meter) and have Pressure Plates set to go off only when pressed by objects of greater than human or animal mass (tanks, cars, etc.). For their effects, they are similar to other mines except that the chance of Vehicle Special Effects is not halved and, if no Special Effects occur, there is a flat percentage chance equal to the base blast that the vehicle's motive system is destroyed. 

BOOBY TRAPS 

There are so many ways to set an Explosive Booby Trap that one cannot give hard and fast rules for dealing with them. Assume that Demolition and the appropriate Explosives Skill are averaged to give the BCS needed to construct the charge and prepare the trigger. The GM will set the number of Task Points needed to finish the job, and establishes the Task Period. Once the Trap is built, it must be concealed at its chosen location. If the appropriate Camouflage BCS is made, it will count as a Hidden Thing with a penalty to the Wit CST needed to find it, equal to the setter's own Wit Group. Only one such BCS roll is permitted when setting the Trap. If the Booby Trap is very bulky, or is otherwise hard to find, the GM may penalize the Camouflage BCS. 

Once the Trap is installed, a final Demolition BCS (no averaging) is allowed, to trap it against overt attempts to disarm it. The Booby Trap has a Complexity Factor equal to the Effect Number of the roll divided by 4, down. This Factor will modify the Defusing Explosives BCS of any character attempting to disarm the Booby Trap. One roll is made: if a failure is indicated due to the Complexity Factor, the Trap will go off. SPECIAL TRIGGERS 

Assuming a simple time bomb is not used, whereby a concealed charge is set to go off at a given time or after a given interval, the Booby Trap may be tied in to one of a number of triggers. 

Mechanical Trigger: The Trap is set to go off if some action is performed: opening a door or case, moving some item, etc. The object in question is wired to a Chemical Timer, and moving it in the prescribed way activates the timer. Or the motion may close an electrical circuit, or remove a breaker from one, which will immediately set off the bomb. The latter type of fuse requires a special Task to prepare, using the Electrician Skill (and needing tools and components).

Pressure Trigger: Similar to that used in Mines. A footplate in concealed in a hex and wired to the Trap.

Altimeter Trigger: An electrical trigger set to go off if the atmospheric pressure reaches a given level. Used for Booby Trapping aircraft. 

Photoelectric Trigger: Used for trapping rooms, tunnels, etc. The alteration of the light level triggers the bomb (Electrician Skill is needed to build this trigger).

Heat or Impact Triggers: Often used in "Pipe Jobs," where the Trap is set in the muffler of a car. The heat from the exhaust and the vibration of the engine will combine to set off the Trap. 

Basically, the GM and Player must put their heads together to decide what will trigger a Booby Trap and how it is to be constructed. Almost anything can be designed as a Trigger, and when designing Traps that the Player Characters will encounter, the GM can let his imagination run free. 

EXPLOSIVES VS. VEHICLES 

Any explosives not specifically designed for such use will attack the vehicle with a VDG rating equal to one-half of the effective Blast rating. Since such things are considered high explosive charges, the chance of a Vehicle Special Effect is halved also. Explosives put into a vehicle will, of course, have the usual effects on characters within the vehicle of any contained explosion of the particular type of explosive device. 

BARTER 

With civilization in ruins, man's monetary systems are also likely to go down the drain. A currency is only worth something in this day and age if people believe in it. With a collapse of organized governments, man will more than likely revert to a barter economy. The value of an item to a person will be related to the person's needs and wants, in that order of the item, being traded. 

Any attempt to classify all the possible items and their values to different people with different priorities would be hopelessly doomed before it had begun. 

The entire process of bartering, as presented here, is a guideline. The activity of bartering for goods and services is variable by its nature. A good trader will get a better deal than a poor trader but the "price" in one town might be cheap, in another expensive, and in a third the item may be totally unavailable. 

When the GM allows the players to have a barter session, he/she should be aware that it might get very involved. Players are always on the lookout for the best possible deal or arrangement for their characters. This may result in involved sessions where the players are constantly asking the "prices" of items to figure out the arrangement most to their advantage, reneging on earlier arrangements because they have thought of something better, and attempting to trade back something they have just "bought" because a friend traded for something else they find more attractive. This sort of thing will get on the GM nerves. It is a safe bet that it would also get on the nerves of the non-player character represented by the GM in these circumstances. Such traders may refuse to make further deals in that session and would certainly raise the "value" of any other items that they offered. 

When there is a lot of trading to be done, the GM may wish to obtain from the players a list of what the characters have available to trade. He should put a value on the items on the list. Totaling all the values will yield a number of Barter Points available to the Player Characters. These points can be treated as money to buy items and/or services from the trader at prices set by the GM. Doing things this way is less colorful than dickering over each item, but will avoid spending the hours required to do just that. 

TRADERS 

Traders are a vital link between survivor communities. They carry goods, services, and news between such holdings. As this is the case, the communities would not take kindly to their being killed or robbed.

Characters who think that it might be easier to kill a trader and take what they want should keep this in mind. Traders generally have established routes where they are known. This gives them a Recognition Factor, which is applied, to the goods that they carry. Any character seen carrying or using the goods of a trader who has been robbed or killed will be immediately suspected of the deed. 

The GM with the roll of 2D1O can determine this Recognition Factor of the trader and his/her stuff. He/she may add to this any modifications he/she deems appropriate due to length of time on the trade route, distinctiveness of material, any certifiable markings on the goods, etc. This Factor is the chance in 20 that goods will be recognized. For each week since the discovery of the trader's loss the Factor will be reduced by 1. The GM should remember that this sort of thing would only apply within the territory of the trader. 

The GM can probably assume that a trader operating in a city is known throughout the city. A trader traveling through the countryside might be known over an area with a radius of 1 to 300 kilometers depending on his goods, services, mode of transport, and the density of the population. If the GM designs a Personality Non Player Character for a trader, he should establish the character's trade route and stock. 

Sometimes the reason for not being rough with a trader will be immediately obvious. He may travel in a tank. For whatever reasons, players should be aware that traders are in many ways the heralds of the reawakening civilization. Heralds have a traditional immunity when they are performing their duties. Players should know what they are doing if they contemplate attacking a trader, the consequences, even if not immediate, can be lethal. 

BARTER PROCESS 

The barter process consists of establishing the price and either meeting it or haggling for a better price. To establish the price, the GM will first determine the overall attitude of the trader in the transaction. The characters Recognition Factor will influence the trader attitude towards the transaction. The characters/groups Recognition Factor will up the traders roll on the Reaction Table by 10% per Recognition point the character/group has. Then by making a roll on the Reaction Table (see Appendix 1 in Book 1), and multiplying the Value Number by 5%, the GM will get a modification to the base “Barter Point value” (Discussed later in the chapter) of all goods or services in the transaction. This only applies to the trader's evaluation of the Player Character’s offered trading stock. If more items are added or taken away after the reaction roll has been made, then GM will need to reroll the traders reaction towards the character.

Both sides will then roll their Commerce Skill BCSs. If individual items are being bartered, a Commerce roll will be made for each transaction. The Commerce score will be averaged with the score in the Skill, which governs the use of the items in the transaction, to determine the BCS. If the character does not have the commerce skill, then the character will average the score of the skill that governs the use of the item being bartered with his/her communication talent. If both the trader and the character make a successful BCS, then the difference between the two rolls will either add or subtract 1% per point difference.  

These modifications are not added together but are done successively.

Example:

 The character has a Recognition Factor of 2. The GM rolled a 73 on the Reaction table for the trader. So the characters Recognition Factor will add 20 to 73 that the GM rolled, giving the Trader a 93 or a “Very Good” Reaction towards the character. The “Very Good” Reaction will increase the basic values of the Player Character's goods by 20%(+4 times 5% means an increase of 4 x 5% or 20%).

 The GM rolls a 12 for the trader's Commerce BCS. The Player Character rolled a 10, for a difference of 2. Multiplied by 1 %, this will give a negative modification of 2%. 

If the base Barter Point value of the item were 100, the first modification would raise it by 25% to 125. The second modification would reduce it by 10% or 12.5, rounded to the nearest yielding 13, for a Barter Point value for the item of 112. Note that his is not the same result that would be obtained if the two modifications were added together. Such a process would give a modification of the base of 25% - 10% or 15%, and a final value of 115% of 100, or 115 Barter Points. 

BARTER VALUES 

The actual Barter Point value of an item can vary widely. In any barter economy the "price" of an item or service is directly dependent on need. The value of a curative drug to a sick man is well above the base value of the drug. The value of a .38 caliber round to a man with a .45 caliber pistol is minimal. The GM is the final arbiter of the base value of an item. It may not have the same value at the next trading session. 

Various factors will affect the value of an item or service. These include the immediate usefulness of the item or service, its continue usefulness, its rarity, its condition if an item or quality if a service, and the reaction of the "buyer" to its nature. The latter can have consequences outside the barter area. One need only look to classic stories where a person is thought, sorcerer or witch because of the artifacts of technology he is carrying. Such things can lead to one being made an honored guest at the bonfire   ... or the honored fuel. 

GUIDELINE BARTER VALUES 

Clothing and Armor: Such things have a basic value, which is modified by the material of which they are made. The base value is the number of Locations covered by the garment times the Armor Value of the material. This base is then multiplied by a figure dependent on the genera class of the material:

	Cloth, Leather, Hide
	x.5

	Metal
	x 1

	Metal with AV over 9
	x 1.5

	Plastic
	x 1

	Plastic with AV over 5
	x 1.5

	Plastic with AV over 10
	x 2


Special properties of clothing or armor will increase the value.

	Blast buffering
	Increases base value by 10 per factor

	Lazab (Laser Ablative)
	Increases base value by 10 per factor

	Fire resistance
	+2 per Location for each factor

	Electrical insulation
	+2 per Location for each factor

	Thermal insulation
	+2 per Location for each factor

	If capable of protection against Chemical Weapons
	+100 per vector protected against

	If capable of protection against Biological Weapons 
	+200 per vector protected against

	If capable of protection against radiation
	+100 per 50 REM reduction against


Guns and Bullets: Guns have a base value equal to the BDG of the round, which they fire. This base value is multiplied by a factor, which is the sum of all the applicable factors concerning its Durability, Action, Format, Features, etc. 

Durability Factor is equal to Durability rating.

	Action
	Value
	Format
	Value

	SS
	0
	Pistol
	1

	SA, BA, LA, PA
	1
	SMG
	5

	DA
	2
	Carbine
	4

	AL
	2.5
	Rifle
	3

	FA, AB
	3
	Shotgun
	5


	Feature
	Value

	Match Weapon
	2

	Target Weapon
	2

	Multi-Round Capable
	# of rounds(Use highest BDG for base value)


Other features' values are at GM's discretion. 

Thus, a gun that fires a round with a BDG of 15, with a Durability of 3, DA Action, and a Pistol Format will have a base value of 15 and a Factor of 3 + 2 + I or 6, for a total value of 15 x 6, or 90.

Muscle-Powered Missile Weapons: Such weapons tend to have a Value equal to the Weapon Damage Multiplier. Bows and Crossbows would have a Value equal to one- half the Pound Pull. 

Hand-to-Hand Weapons: Such weapons have a base value equal to the Weapon Damage Multiplier. This is multiplied by a factor based on the type of damage done by the weapon, added to a factor based on-the weapon's length.

	Damage Type
	Factor
	Length
	Factor

	L type
	3
	Short
	0

	B type
	2
	Average
	1

	C type
	1
	Long
	1.5

	
	
	Extra Long
	2


Thus a weapon doing L type damage, with a WDM of 2.2, would have a Value of 2.2 x (1 +3), or 8.8, rounded to 9.

Firearm Ammunition: The base value of ammunition is the BDG of the round divided by 20 and rounded up to the nearest whole number. The value of a magazine would be its capacity times 2. 

Grenades and Explosives: A unit of explosives has a value equal to a base value times a factor based on the type of explosive. The base value is equal t o5 times the sum of the Blast and Frag ratings. 

	Explosive Type
	Factor

	Grenade
	1.5

	Dynamite (TNT)
	1.5

	Plastic Explosive     
	2

	HE Shells 
	2

	Other
	1


These are quantifications for only a few types of items. The GM will also find suggested values in the section on gear and equipment and in the listings of weapons and armor in the Equipment Guide.

Origins for characters in Age Group 0 and 1


	This is an optional section that deals with post-ruin born characters. The character’s upbringing will have an effect on the skills and equipment available to the character. To determine the character’s origin roll a 1D10 and add the character’s Age Group to the number rolled. Then check the chart below to see how the character was brought up.





Origin Table (d10)


Die


Roll   


1-2 “Wild” upbringing: This character was brought up in the


       wild, with no formal training. This character has been


       alone for most of his/her life and has learned to survive


       on his/her own. This character has no access to


       the Technical, High Technical or Advanced Technical skills.





3-4 Tribal upbringing: This character was brought up within


      a tribal society. This character doesn’t have access to


      the High Technical or Advanced Technical skills. The cost of 


      Technical skills are doubled for this character. 


  


5-6 Adopted by and Older Survivor: This character was


      brought up by an older survivor or parent. This character was


      brought up in relative seclusion. There is a 20% chance


      that the desired Technical skill will not be available to


      the character. There will be a 40% chance that any High


      or Advanced Technical skill will not be available to this


      character.





7-11 Community upbringing: This character was brought up


        in a well established community. This character will 


        have access to all the skill available for the campaign,


        following the standard rules governing skills.   








Development Point Table (D10)


Die


Roll


1-3       No increase in points.


4-6       Receive 2D3 Attribute Increase Points.


    Receive 2D5 Development Points.


Receive 1D5 Development Points and 1D3 Attribute


Increase points.


Receive 2D5 Development Points and 2D3 Attribute


            Increase Points.








Psychological Profile Table (d10)


Die Roll�
Talent Initial Rating�
�
1�
-2�
�
2-3�
-1�
�
4-6�
 0�
�
7-8�
 1�
�
9�
 2�
�
10�
 3�
�






Utility Number Table


Die Roll�
Utility Number�
Explanation�
�
1�
Utility-0�
Very low quality; for initial equipment it means none received�
�
2-4�
Utility-1�
Low quality; poor initial equipment �
�
5-7�
Utility-2�
Average quality; standard quality initial equipment�
�
8-9�
Utility-3�
High quality; above-average initial equipment�
�
10�
Utility-4�
Very high quality, high quality initial equipment, often indicates a high tech item.�
�












Range Step Table








24
                                                                                     14

