FRIDAY NIGHT FIREFICGHY

p Comeat AcTions IN BRIEF

L Action
When a combat starts, everyone rolls Initiative:
PP Move Action Move up fo as many m/yds as your MOVE STAT x 2 each Turn (or squares equal fo your MOVE STAT).
Inlflahve — REF + ] d lo Attack Make a Melee or Ranged Attack. NOTES . \
Your Turn = 1 Move Action + 1 other Action Choke Choke an opponent you hve Grabbed.
*Moving is 1 square per 1 point of MOVE. Equip/Drop Shield Equipping and dropping a Shield takes an Action. See Using Shields later in this section on PG. 183. -If you are prone, you must GET
Get into a Vehicle Get into a Vehicle. See Vehicle Combat later in this section on PG. 189. UP before another action.
Get Up Get up after being Prone. While Prone, until you use this Action, you cannot use a Move Adion. . |
Grab Grab and hold an opp or fake away an object they are holding. -Era\,:imf Z:’onicneale: we;pon I
/ . Hold Acti Hold an Action until later in the Inifiative Queve. You must choose a specified event to frigger the Action or a specific an ac 3_)]’ awing a eta s
Ronged Combat is resolved: S SRR number in the Inifiafive Queue when the action occurs as well as what the Action is, and what its infended farget is. SCEESSE Y EIPONRCOSISIICHE
Human Shield Equip an opponent you have Grabbed as a Human Shield. Pickin i "
. o g up anything is an action.
Attacker's REF + Relevant Weopon Skill + 1d10 Reload Fully reload and replace a weapon's magazine with a single ammunifion type.

vs.
Defender's DV Determined by Range to Target and Weapon
or Defender's DEX + Evasion Skill + 1d10*

Run Take an additional Move Action, but only if you have already taken a Move Adion this Turn. -Reloading any weapon takes an
action. Picking up a magazine

Start a Vehicle Start a Vehicle fo gain its MOVE and jump to the top of the Iniiative Queve. X
from the ground to reload is

Stabilize a target fo begin the natural healing process or pull them out of the Mortally Wounded Wound State fo save

ili considered a single action.
. ) el Lo their life. See on PG. 222. g
*A Defender with a REF 8 or higher can choose to attempt fo dodge a Ranged
Attack instead of using the range table o determine the DV )/ Throw Throw a grabbed opponent to the ground or throw an objet. -Ranged Weapons are divided
Use NET Actions Perform multiple NET Actions inside the NET. See Netrunning Section for how to use NET Adtions on PG. 197. into 1 ROF, 2ROF and Auto-Fire.
Manipulate an object in a way that doesn't require a Skill. Drawing an easily accessible weapon info a free hand or

Use an Object dropping a held weapon (not a shield) onto the floor does not require this Action but stowing a held weapon on your

If you intend on doing an Aimed Shot or using an Alternate person does.

Fire Mode-- Refer below before your combat roll. Use a Skill Use one of your Skills to accomplish a quick fask. A longer task will require multiple Actions over the course of multiple

Tums, rolling only when the full time has been paid for in 3-second increments.
Vehicle Maneuver Use your Action while driving fo focus entirely on making a dangerous Maneuver. > Suppressive Fi re ‘

Pl

{(You must have 10 bullets in Mag)

* Suppressive Fire is an alternative method of using auto-fire.

AIMED SHoTS .
7

Aiming for...

. B i 2 Head Muliiply the damage that gets through your target's head armor by 2. Everyone on foot within 20 squares, out of cover,
Aim a single attack with -8 to your check and aim for ERp— E— s body F and in your line of sight must roll WILL +
anywhere on this table >>> a single point of damage gefs through your target's armor, your target drops one q f
y L e item of your choice held in their hands. It lands on the ground in front of them. go??fent?l?ﬁrl: ;(1:'(1] OAagamSttiOl:rf R_IEF * ¢
* utorire 1 . Anhyone that 1ails must use
If your altack succeeds, apply damage as normal as well as L If a single point of damage gets through your target's body armor, your farget also suffers I Y tZ & A BETE
the effect €9 the Broken Leg Crifical Injury if they have any legs left that aren't broken. g ) /
ALTERNATE FIRE MoDES 0 Bows, Shotguns & "N\, > SiNcLE SHot DVs Basen on Ranee
s Explosives:
SMGs +Assault Rifles only. ' . . Oto 6 7t012 131025 26to50 5110100 101+to200 2010400 401 to 800
Using Autofire requires exactly 10 bullets in your mag. ;ﬁ:ﬁ%ﬂ?ﬁ’;ﬁfﬁfﬁgﬁ_agiﬁlv/ﬁrriff Zgnlsb % glecpenives m/yds m/yds m/yds m/yds m/yds m/yds m/yds m/yds
Your combat roll uses the Autofire skill instead of another weapon scavenged .
skill. ' Pistol N/A
If you hit your target: -When you fire a Shotgun Shell, you make 1 SMG 15 13 15 20 25 25 N/A
2d6 x amount you beat the DV to hit. Ii;arg)ed Attas\kM(EEIfF + Shoul;jTr Armst+ t Shotgun (Slug) 13 15 20 25 30 35 N/A
g o ) vs. a . If successful every targe
‘Maximum multiplication is 3 for SMGs and 4 for Assault Rifles. / e aff e, it Grnfdss (@ Squayres)? Assault Rifle 17 16 15 13 15 20
} Autorire DVs Baseo on RANGE that you can see, takes 3d6 damage. Sniper Rifle 30 25 25 20 15 16
. . Bows
v -Explosives weapons deal their damage to all 15 13 15 17 20 22
Weapon Type Oto 6 71012 1Bto25 261050 51to 100 targets (including the terrain) in a 5 Square & Crossbow
m/yds m/yds m/yds m/yds m/yds by 5 Square the center is your intended Grenade Launcher 16 15 15 17 20 22
target which is a 2 by 2 square. You only roll
SMGs 20 17 20 25 30 damage once for all targets. Rocket 17 16 15 15 20 20 25 30
Assault Rifle 22 20 17 20 25 NG s




