
If you intend on doing an Aimed Shot or using an Alternate 
Fire Mode-- Refer below before your combat roll.
* Suppressive Fire is an alternative method of using auto-fire.

*If your attack succeeds, apply damage as normal as well as 
the effect

NOTES:

-If you are prone, you must GET 
UP before another action.

-Drawing a concealed weapon is 
an action, drawing an easily 
accessible weapon costs none.

-Picking up anything is an action.

-Reloading any weapon takes an -Reloading any weapon takes an 
action. Picking up a magazine 
from the ground to reload is 
considered a single action.

-Ranged Weapons are divided 
into 1 ROF, 2ROF and Auto-Fire.

Aim a single attack with -8 to your check and aim for 
anywhere on this table >>>

Bows, Shotguns & 
Explosives:

-Attacking + reloading a Bow/Crossbow is 
considered one action. Bolts/Arrows can be 
scavenged.

-When you fire a Shotgun Shell, you make 1
RangedRanged Attack (REF + Shoulder Arms + 
1d10) vs. a DV13. If successful every target 
in front of you, within 6m/yds (3 squares), 
that you can see, takes 3d6 damage. 

-Explosives weapons deal their damage to all
targets (including the terrain) in a 5 Square targets (including the terrain) in a 5 Square 
by 5 Square the center is your intended 
target which is a 2 by 2 square. You only roll 
damage once for all targets.

SMGs +Assault Rifles only.
Using Autofire requires exactly 10 bullets in your mag.

Your combat roll uses the Autofire skill instead of another weapon 
skill.

If you hit your target:
2d6 x amount you beat the DV to hit.

*Maximum multiplication is 3 for SMGs and 4 for Assault Rifles.

*Moving is 1 square per 1 point of MOVE.

(You must have  10 bullets in Mag)
Everyone on foot within 20 squares, out of cover, 
and in your line of sight must roll WILL + 
Concentration + 1d10 against your REF + 
Autofire Skill + 1d10. Anyone that fails must use 
their next Move Action to get into cover. 

(Detailed on PG.169)


