






Introduction

The Phoenix Command Small Arms Combal Sysl em has been
designed 10 blend a very accurate simulation of man-to-man combal with
a fast, straightforward set of rules. The mechanics of fire and movement,
the capabilities of a wide range of modern weapons, and the effects of
injuries are ail accurately presented, using simple systems and easy-to
read lables. It is of equal value to Ihe student of the military, the wargamer
inleresle d in man-to-man gaming, and the role-player who desires greater
realism than is possible with most game systems.

To gel slarted, players should read Chapter One, which explains Ihe
Character and Ihe terms used in Phoenix Command, and Chapter Two,
which presenls Ihe rules to the Basic Game. After a few combats using the
Basic Game, players can add in the various Advanced and Optional Rules
at their discrelion.

A quick note about dice for anyone who may be unfamiliar with the
conventionsusedinthis book;at least threesix-sideddice and oneormore
len-sided dice (available in hobby stores) are needed 10 play. The ten-sided
dice are mostly used 10 generate numbers from 0 to 99. Simply roll a die
twice; the first roll is the tens digit, and the second represents the ones.
Thus, a roil of 6 and 2 would be 62, and a 0 and a 9 would be 09.

Incidentally, this is Ihe third edition of Phoen ix Command, and Ihe
fourth prinling. Most of Ihe changes which have been made are minor, and
whal editing has been done is more in the nature of tinkering than actual
redesign. Owners of earlier editions will not find major discrepancies; a lisl
of significant changes has been included in Chaple r Four.

We are confident that players in search of excitement and realism will
continu e to be as satisfied wilh the new Phoenix Command as they were
wil h the earlie r editions. Enjoy Ihe game, with our best wishes .
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THE CHARACTER

Welcome to Phoenix Command . For those unfamiliar with role-playing games or
wargamss, Phoenix Command is an excellent introduction to the fascinating world of
simulation gami ng. Just as chess represents a strategic game of conq uest and strategy,
Phoenix Command deta ils the action in modern small arms combat. Like chess , playing
piecesmovedon aplayingsurfaceresolvetheaction. Butunlikechess, theplayingpieces
in Phoeni x Command represent individual people, or cha racters, with combat resolved
on a second by second basis. The outcome depends on each character's actions, skill,
and strategy. Any number of people can play Phoenix Command; it is ideally suited to
two teams, with a referee to moderate the actio n.

1.1__r------- - - - - - - -
USING THE GAME Phoenix Command is a small arms combat system. It has been designed for use as a

stand-alone game or as a combat system for any other game . Its self contained rules may
be used to accurate ly recrea te combat scenarios from books, movies, current eve nts, or
history. All that is needed are pencil and paper, six- and ten-sided dice (available at local
game stores), and either scale models, hex maps (also available at game stores) or a large
piece of paper. The models,maps or paper are used as the game surface. On itthe terrain,
buildings, and the basic setting in which game play will take place are established . This
might be a deserted village, a jungle, or a city street. Once the playing surface has been
set, playersdivide up the people, or characters, whose actions will be represented on the
playing surface . These characters are the playing pieces, and like chess pieces they are
represented by figures, markers, or any other agreed upon device . Each player is
responsible for the actions of each of his characters, guiding them throug h play. Phoenix
Command provides the systemof movement and combat which regulates the interactions
between charac ters, accurately simulating the resu lts of the con flict.

1.2----------------
CHARACTERISTICS Each character or combatant has certain innate characteristics which help to determine

performance on the battlefield . These Characteristics are def ined by numbers which rep
resent the character's physical and mental capabilities ;Strengt h, Intelligence, Will,Health,
and Agility . Other cha racteristics which are specif ic to role-playing are not dea lt with here,
as they do not directly affect combat.

Figure 1 is a sample Status Sheet for a character. The five Characteristics are located
in its upper left column. Definitions otthe Characteristics are as follows and a blank Status
Sheet is at the back of this book .
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Skill Level: K

Characteristics Body Armor Protection Factor Weight

Strength STA I' Helm: -
Intelligence INT 1'3 Visor: -
Will WIL IZ Body: -
Health HLT 12 limbs: -
Agility AGI 10

Base Speed g Equipment
Maximum Speed MS to

11-
/1/(, t4fle gO

Skill Accuracy Level SAL
Ma9·z.i",~ Z .O

INT Skill Factor ISF 1.1 l-
f1.J.z;,, ~ f'..ch . Z

Combat Actions CA e . 6F'j kti"J !f. ,,,essCombat Act ions per Impulse
Impulse CI_thin!} 5 . 0

1 2 3 4

Actions 7- ). Z ;l

Knockout Value KV 49 Encumbrance • /5. 8

Weapon Data : Aim Time Aim Time Mod Shot Accuracy

Reload Time AT f! 1 - ;lZ -~

Rate of Fire AOF "7 2 - I Z + il
3 - 'I f 5

Ammunition Capacity Cap 30 4 -7 f 7
Ammunition Weight AW /. 0 5 -b f If

6 - 5 + 'I
Penetration PEN 17 7 -1 +10
Damage Class DC c 8 -'3 f II

10 - 1 + 13
12 0 f 11

Figure 1 Sample Status Sheet

Strength (STR): The overall physical strength of the character. An untrained character
with STR 10 can dead lift about 200 pounds, one with STR 14 can dead lift about 250
pounds, and one with STR 18 can dead lift about 400 pounds.

Intelligence (INT): Mental dexterity influencing the speed with which the character can
make decisions. As such it is a factor in determi ning overall combat effectiveness.

Will (WIL) : Resolve and willpower, affecting courage in the face of danger and resistance
to the pain of wounds.

Health (HLT): Physical health and the ability to recover from wounds.

Agility (AGI) : Physical coordination and speed.
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The value of each Characteristic will typically be between 3 and 18. The larger the
value, the greater the character's capabi lity, as indicated on the following table .

Characteristic

18
16
14
12
10
8
6
3

Description

Exceptional
Excellent
Good
Above Average
Average
Below Average
Poor
Extreme ly Poor

To use this system with another game, convert the other game's characteristics to the
3 to 18 scale, using the preceding guidelines. For a stand-alone game, simply determine
the value of each characteristic by summing the roll of three six-sided dice. Alternatively,
the pregenerated troop data of Section 1.5 can be used for quick pick-up games , or to
provide opponents for scenarios .

1.3

--~-------------
GENERATING A
CHARACTER

To generate a character, determine each value on the Status Sheet using the following
step-by-step proced ure. General explanations of these values are given here; the full
details are found in the chapters that follow . A blank Status Sheet has been provided at
the end of this book, while Figure 1 is an example of a completed sheet.

Step 1 Characteristics
separately determine the values of each of the characteristics found in the upper lett

hand comer of the Status Sheet by summing the roll of three six-sided dice.

Each Characteri stic = Tot al of three six-sided dice

Step 2 Skill Level
The character's ability is represented by his Gun Combat Skill Level . This should now

be estab lished using the following guidelines.
Skill Levels range from 0 to 20, with Level 0 being someone with no training whatsoever.

An average soldier in an average army is assumed to be Srd to 4th Skill Level, while highly
trained elite troops are 5th to 7th. Outstanding members of elite units might be 9th to 12th,
and only truly except ional people would be of higher level. 20th Skill Level is the maximum
possible.

Those of you who are using other role-playing games will have your own way of
generating Skill Levels, and acquiring experience or training. Simply adjust that system
to this scale for determining your Skill Levels.

Player or Referee chooses the Gun Combat Skill Level

Step 3 Encumbrance
Now the Encumbrance is determ ined. This is the total weight of armor, clothing,

weapons, and equipment carried into combat. The greater the Encumbrance, the slower
the character. Backpacks and other non-combat equipment can sometimes be dropped
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before entering combat; if so, they should not be included in this weight. The setting of the
game will determine whether this occurs or not.

To find the Encumbrance of a character, simply total the weights (in pounds) of all
equipment being carried. A discussion of weapons and equipment may be found in
Section 1.4, and in the Weapon Data Tables at the back of this book.

The Weapon Data Tables are divided into seven sections; Pistols, Sub-Machineguns,
Assault Rifles, Machine Guns, Shotguns, Direct Fire Explosive Weapons, and Grenades .
Select the character's weapon or weapons from the Weapon Data Tables, and record on
the Status Sheet their weights,and those of all armor, ammunition,and equipment carried
on the Status Sheet. If armor is being worn, record its Armor Protection Factor (PF) in
the space provided (see Section 1.4).

Record equipment weights and Armor Protection Factors
Encumbrance = Total weight carried Into combat

Step 4 Base and Maximum Speed
Next find the character's Base and Maximum Speeds. These depend on his Strength,

Agility, and Encumbrance. Base Speed represents overall mobility, while Maximum
Speed is the character's top running speed.

Find the Base Speed by cross-indexing the Strength (SrR) characteristic (Step 1) with
the Encumbrance (Step 3), on the Base Speed Tab le (1A) . Record the Base Speed on
the Status Sheet. As an example, a character with STA 16 and an Encumbrance of 15
pounds has a Base Speed of 3.0. Encumbrance should be rounded off to the nearest
column.

Now cross-index the Base Speed with the character's Agility (AGI) characteristic (Step
1) on the Maximum Speed Table (1B), to find the Maximum Speed (MS). For example,
a character with AGI 10 and a Base Speed of 3.0 has a Maximum Speed of 6.

In this way, the character's strength and quickness are factored in with the weight he
is carrying, to determine how quickly and easily he can move.

Base Speed = Cross-Index Stren gth (Step 1) and Encumbrance (Step 3) on
Table 1A

Maximum Speed = Cross-Index Agility (Step 1) and Base Speed on Table 18

Step 5 Skill Accuracy Level
The character's Skill Accuracy level (SA L) is now determined. This measures his

skill with weapons, and obviously has a significanteffect on how accurate his shots will be.
The greater the SAL, the greater his expertise. It is found opposite the Gun Combat Skill
l evel on Table 1C, and should be recorded on the Status Sheet. Note that there is a rapid
increase in the SAL as a character moves through the low levels. This is because of the
very rapid improvement in ability which comes from even a little training or practice.

Skill Accuracy level found on Table 1C opposite the Gun Combat Skill l evel
(Step 2)

Step 6 Intelligence Skill Factor
Next the Intelligence Skill Factor is established. This is the sum of the Intelligence

characteristic and the Skill Accuracy Level (Step 5). Record it on the Status Sheet.
Intelligence in this sense does not represe nt learning, but general quickness of wit and
reaction.

Intelligence Skill Factor = Intelligence (Step 1) + Skill Accuracy Level (Step 5)
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"One lor all,
And all lor one,
II he's out 01 arms reach,
Then go lor your gun: '

The King's Musketeers

" II you can't dazzle
them with style, riddle
them with bullets:'

Corely Norris



Step 7 Combat Actions
The time requ ired to perform any act , such as loading a weapon, opening a door , or

walking through a room, is measured in Actions. Each Action is not a precise amount of
lime. buta relative representation ofhow long anact will takesomeone. Somepeoplecan
do things more quickly than others ; this is represented by allowing them to use more
Combat Actions during each 2 second Phase, or one-hall second Impulse.

To find theCombat Actions. go to the Combat Actions Table (1D) andcross-index the
character's Maximum Speed (MS) of Step 4 and his Intell igence Skill Factor (ISF) of Step
6. Reco rd his Combat Act ions on the Status Sheet.

Each game Phase is divided into four Impulses. and a character's Combat Actions are
naturally divided up on that level as we ll. The Combat Actions Per Impulse Table (1E)
gives the number of Actions a character may perform in each of the four Impulses. Just
go across the line for the character's number of Combat Act ions. and record each of the
four numb ers in the appropriate spaces on you r Status Sheet. These four num bers added
together w ill equal your characte r's Combat Actions.

"A Bulletin the arm
Does very lillie harm.
A bulletin the head
Can make you very
dead:'

Fred the Singing Bandit

Combat Actions = Cross-Index Maximum Speed (Step 4) and Intelligence Skill
Factor (Step 6) on Table 10

Combat ActionsPer Impulse = Found opposite the Combat Actions (above) on
Table 1E

Step 8 Knockout Value
Phoenix Co mmand uses a system of shock and Physical Damage to determine how

a character is affected by wounds. A key factor in this system is each character' s
Knockout Val ue (KY). This number is used to determine at what point the character goes
into shock from his injuries . The larger the Knockout Value. the greater the ability to ignore
the pain of wounds. The Knockout Value is one half of the Will characteristic time s the Gun
Combat Skill l evel (rounded off) .

Knockout Value = .5 x Will (Step 1) x Gun Combat Skill Level (Step 2)

Step 9 Weapon Data
A wide-rang ing list of weapon s is found in the Weapon Data Tables located at the back

of this book. The appropriate data for the weapon used by a character should be
transferred from the Weapon Data Tables to the Status Sheet. For those just starting out,
this is certainly not necessary during character generation. It is, however, a good idea to
copy the numbers at some point. as the information will be used in combat.

Much of the data in the Weapon Data Tables is not used in the Basic Game of Chapter
2. Many values are used only in the Advanced Rules of Chapter 3 and the Optional Rules
of Chapter 5, while some are used only in the Advanced Phoen ix Command Combat
Supplement. The following discusses the values contained on the Weapon Data Tables.
Those playing the Basic Game may ignore those used in the Advanced or Opt ional Rules.

Length (L) : Overall weapon length in inches. If two numbe rs are shown separated by a
slash (I), the first number is the weapon's length w ith the stock folded , while the second
is its overall deployed length.

Weight (W) : The loaded weapo n weight in pounds. It does not include a holster or sling.

Reload Time (RT): The time, in Action Counts , requ ired to fully reload the weapon.

Rate of Fire (ROF): The time, in Action Counts, required to chamber a round from the
weapon's magazine.
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An asterisk n indicates a self-loading action in which a round is chambered auto
matically after each shot fired. With this type of weapo n, a round is always ready for
fire until the magazine is empty.

A number following an .. indicates the weapon is capable of fully automatic fire and
gives the number of rounds fired per half second burst.

Weapo ns with no ROF entry have no magazine ; the time required to prepare a shot
is given by the Reload Time (RT).

Ammunition Capacity (Cap): The maximum number of rounds which can be held in the
weapon's magazine.

Ammunition Weight (AW) and Feed Device: The weight in pounds per belt (Bit), drum
(Drm), magazine (Mag), or individual round (Rnd).

Knock Down (KD): Measure of the weapon's knock down capability. This has nothing
to do with physical damage or incapacitation but can be used to determine if the pro
jectile's momentum knocks the target off his feet or off balance. This is discussed in the
Optional Rules of Chapter 5.

Sustained Automatic Burst{SAB): The measure of the weapon's recoil and its accuracy
during long bursts of automatic fire. This is used in the Advanced Automatic Fire rules
of Chapter 3.

Aim Time Modifiers(Alm Time Mod): The combined measure of the weapon's accuracy
and speed of aim. There are several Aim Time Modifiers, one foreach Aim Time listed
in the third column. How accurate a shot is obviously has a lot to do with how much time
has been spent aim ing. The Aim Time Modifiers measure this . As a character devotes
more Actions to his Aim Time on a given shot, his accuracy improves. The greater the
Aim Time Mod, the greater the accuracy.

Each weapo n's listing contains Aim Time Mods for several Aim Times. These Aim
Times typically range from 1 to 12 Actions. The Aim Time Mod to the right of each Aim
Time measures the weapon's inherent accuracy and speed of aim.

A close look at these numbers will show that small weapons, such as pistols, are
more accurate for br ief aim times , but do not improve much with long aim, while longer
rifle-type weapons are the opposite . This is obviously because light, short pistols can
be aimed quickly , but have short barrels and lack real accuracy. Rifles, on the other
hand, take longer to move around, but if aimed carefully can be extremely accurate.

The Aim Time Mods are important factors in shot accuracy, of course, and affect the
Odds of Hitting of every shot fired.

These Aim Time Mods should be added to the character's Skill Accuracy level,
which measures the shoo ter's accuracy, to determine the overa ll Shot Accuracy(SA).
Just add the Skill Accuracy level (SAL) to each of the weapon 's Aim Time Mods, and
record the totals under Shot Accuracy on the Status Sheet. The Weapon Data section
of Figure 1 shows both sets of data, the AimTime Mods from the Weapon Data Tables,
and the Shot Accuracy values after the SAL has been added in.

Shot Accuracy ;;; Aim Time Mod (Weapon Data Tabl e) + SAL (Step 5)

Penetration (PEN) and Damage Class (DC) : PEN measures bullet penetrating power,
and DC measures bullet damage capab ility. The greater the PEN and DC, the greater
the penetration and damage. The PEN and DC are given for target ranges 10, 20, 40,
70, 100, 200, 300, and 400 hexes. A hex is 2 yards across and in the Basic Game of
Chapter 2, only the 10 hex range values need be recorded. There are three sets
of PEN and DC values . Each set represents a different type of ammunition as given to
the left of these values: Armor Piercing (AP), Full Metal Jacket (FMJ), High Explosive
(HE), High Explosive Anti-Tank (HEAT), and Jacketed Hollow Point (JHP).

7
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Players not using the Advanced Phoenix Command Combat Supplement should
not use weap on data from the shaded port ions of the tables. This data represents per
formance beyond the weapon's Effective Range and is used only in the Advanced
Phoenix Command Combat Supplement.

Minimum Arc (MA): The minimum number of hexes over which a burst of fully automatic
weapon fire must be spread. The greater the weapon 's recoil, the greater the Minimum
Arc. This value is used only in the Advanced Rules of Chapter 3.

Ballistic Accuracy (BA): The measure of weapon/ammunition accuracy potential. The
larger the BA, the greater this potential. This value is used in the Advanced Phoenix
Command Combat Supplement.

Time of Flight (TOF): The projectile's time of flight in tenths of seconds . This value is
used in the Advanced Phoenix Command Combat Supplement.

Record Weapon Data from Weapon Data Table
Shot Accuracy = Aim Time Mod (Weapon Data Table) + SAL (Step 5)

The character is now ready for play. Use of the above values is detailed in Chapter 2:
Basic Game: Movement and Combat.

1.4--.----- - - - - - - ---
EQUIPMENT AND
ARMOR

This section gives the weight of combat equipment and body armor. Weapo n data is
provided in the Weapon Data Tab les located at the back of the book. Weapon data has
been divided into seven sections; Pistols, Sub-Machineguns, Rifles, Machine Guns,
Shotgun s, Explosive Direct Fire Weapons, and Grenades/Explosives . Within each
section, the weapons have been separated by nationality. A brief discussion of the values
on the tables is found in Step 9 of Section 1.3. Detai led use of those values is in Chapters
2, 3 and 5. The weights of some standard pieces of combat equipment are found in the
following table. White this is by no means a complete list, it should fill the needs of most
games. Players should feel free to expand the list as desired.

Equipment Table

Equipment
Bayonet
Binocu lars
Bipod
Canteen (full)
Clothing
Entrenching Tool
Field Radio
Fighting Harness
Headset Communication
Holster
Magaz ine Pouch (2 Mags)
Optical Scope
Sling
Smoke Grenade
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Weight
1.0
2.0
1.0
2.5
5.0
1.5

12.0
.6

1.0
.4
.2

2.5
.4

1.0



The weight, Pro tect ion Fact ors (PF), and coverage of common body armor has been
included in the following table. The larger the armor's PF, the greater the protect ion. If the
weapon's Penetration value (PEN) is less than or equal to the armor's Protection Factor
(PF), the armor will stop the projectile. Body armor has been divided into head, visor, and
body coverage and is worn over normal clothing. The BPF value is used only in the
Advanced Phoenix COmmand Combat Supplement and is the Blunt Protection
Factor.

Annor Table

Annor f Clothing PF
Armor Weights

BPF Head Visor Body

Clothing
Light Flexible Armor
Medium Flexible Armor
Heavy Flexible Armor
Light Rigid-
Rigid-
Medium Rigid
Heavy Rigid

• Visor PF = 4

o
4
6
9
6

10
16
30

o
1
2
3
4
4
5
6

2.2
3.1
4.0

.8

.8

.8

5.0
2.0
2.6
3.2
7.9

11.5
15.0
24.0

1.5----- - ------ -""""'1__
This section provides pregenerated troop data for players to use as characters or for
opponents in scenarios. The following table provides all the values required for play except
weapon data which is found on the Weapon Data Tables at the back of this book.

To prepare a combatant, take a blank Status Sheet like the one at the back of this book,
and record the Skill Level, Combat Actions, Armor PF, Knockout Value, and Skill Accuracy
Level given below.

Pregenerated Troop Table

Skill Co mbat Helm Body Knockout Skill
Troops Level Actions PF PF Value Acc Level

Untrained 0 3 - - 5 0
Militia 1 4 - - 5 5
Green 2 4 - - 10 7
Line 4 4 - - 20 10
Crack 5 6 - - 35 11
Elite 7 6 - - 56 13

Line 4 3 16 30 20 10
Crack 5 4 16 30 35 11
Elite 7 4 16 30 56 13

Now, pick a weapon from the Weapon Data Tables and fill inthe Weapon Data section
of the Status Sheet. Add the Skill Accuracy Level to each of the Aim Time Mods and record
the sums (the Shot Accuracy) on the Status Sheet. The combatant is now ready for play.

9
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BASIC GAME:
MOVEMENT AND COMBAT

The Phoenix Command Combat System has been designed to be both intense and
realistic. It is designed to simulate real combat as accurately as possible. This means that
battle is very dangerous, and that bullets are as deadly to a veteran as they are to a new
recruit. After their initial experiences, it is likely that characters willieam that combat is not
a thing to be entered lightly.

The Basic Combat rules are designed to introduce the various concepts involved. in
simple and direct ways. As players leam the basic system. and should they desire more
detail in theirplay.the various Optional rulescan be added in.Eachgroup ofplayersshould
feel free to use the rules with which they are comfortable ; the game has been designed
to allow a high degree of realism, but that is certainly not necessary for a very enjoyable
experience.

2.1__r---------------
GAME SCALE AND
PLA YING SURFACE

As mentionedduringCharacter Generation,the Phoeni x Command combat systemuses
Phases which are 2 seconds long. Each Phase is divided into a series of 4 Impulses, in
which all movement and fire are executed simultaneously. For a playing surface, eithera
table top or a hex map may be used, with each Inch or Hex representing 2 yards. Each
combatant should be represented on the playing surface by a miniature figure, a counter,
or other agreed-upon marker.

Players should be set up on the playing surface whenever combat is imminent. The
Referee should simply draw the outlines of buildings and other terrain features, such as
trees and ridge lines, directly on the surface. A variety of blank, erasable hex maps are
currentlyavailable inhobby and gaming stores,and are ideal for thispurpose. Ifthe players
are using a table top, then butcher paper or something similar can easily be substituted.
As much detail as desired may be included, and the Referee should be careful to draw all
features to scale. Models of buildings,when available, are of course ideal. When the map
is ready, then the charactersare placed in their locations, along with whatever opponents
or other people they can see.

2.2__r---------------
PHASES AND
COMBA T ACnONS

As stated above, each Phase consists of four Impulses. Since a Phase is two seconds
long, each Impulse is one-heft of a second. During each Impulse. every combatant is able
to perform a certain number of Combat Act ions, as shown in the Actions Per Impulse
portion of the StatusSheet (Section 1.3,Step 7). For example, a character with 4 Combat
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Actions may perform one Action in each Impulse. while someone with 6 Actions may
perform 2 in the first and third Impulse. and 1 each in the second and fourth. A character
does not have to use all his Actions in each Impulse, or each Phase. but those which are
not used are simply lost; they may not be saved from Impulse to Impulse.

The Action Time Table on the Status Sheet gives the Action costs for many typical
actions. As an example, movement in a running stance costs 1 Action per hex, and
assuming a firing stance costs 2 Actions. The Referee may determine the cost of any
unlisted action using his own judgement. The Action cost should be equal to two times the
time(in seconds) it would take an average manto performthe act. For example, an activity
which takes an average man 3 seconds to perform would cost 2 X 3 '" 6 Actions.

Anything listed on the Action TIme Table may be performed by any combatant; it just
takes some people longer than others. If a player is attempting to do something which
takes more than a single Impulse. or which would extend into the next Phase, then he
simply applies whatever Actions he has to the activity. and continues applying them each
Impulse until he has enough. When he has 'spent' enough Actions, then he can perform
the act. Players should write down their accumulation of Combat Actions when doing this;
small hash marks are sufficient.

For example, consider the character Trent, from the sample Status Sheet on page 3.
Trent has 8 Combat Actions; this is 2 Actions per Impulse. It is the beginning of a Phase,
and he wants to take 6 Actions of aim before he fires. He aims. at 2 Actions per Impulse,
through the first two Impulses, and fires at the end of the third. If he had begun aiming in
the third Impulse of one Phase, then he would have fired at the end of the first Impulse of
the next Phase. (2 Actions in Impulse Three, and 2 more in Impulse Four for a total of 4
Actions. A new Phase would then begin, and Trent woulduse his 2 Actionsduring Impulse
One to bring his total to 6.)

Actions can be mixed, as long as they are not exclusive. This means that a player can
aim while moving, but cannot aim at two different targets at once, or any other obvious
contradiction. It is alsodifficult to aim while mov ing ;a character may only use amaximum
of 1 Impulse worth of aim if he is moving.

InTrent's case, he might choose to move forward one hex (using 1Actionper hex), and
take 1 Action of aim as well, in each Impulse. After 2 Impulses. he would have moved
through two hexes and would have 2 Actions of aim. It he wanted his shot to be more
carefully aimed than that, he would have to stop moving.

It should be noted that combatantscanchange their minds. A player whointends to aim
for 6 Actions may decide instead to shoot atter only5 (or 4,or 7, or anyother number). The
target may also move out of visibility (Section 2.4) before the player wishes to fire. In this
case the player must shoot as the target leaves visibility, using whatever Actions at aim
hehas at that point,or the time spentaiming is simplywasted, and the combatant receives
nothing for the Actions he has used.

"There Is no such
thing as excessive
violence."

Gil the Treacherous

2.3

-------------~--
The figure ormarker representing eachcharacter is alwaysoriented ina specificdirection;
thisdetermines where he can move and fire, and is called the character's Facing . Facing
may be in any direction and is not limited by the hex grid. Hexes are only used to regulate
movement distance.

Thecharacter's Facing determines his Field of Fire and Field 01View.The Field of Fire
Is the area into which he can fire his weapon; this is a 60 degree cone centered on his
Facing. The Field of View is the area he can immediately see; the front 180 degrees,
centered on his facing. If the game is being played on a table top or other unmarked
surface, the Fields of Fire and View are estimated by the Referee. Note that when a
character is in a Firing Stance, his Field of View is also 60 degrees.
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The Action Time Table mentions the Action costs for Changing Fac ing; it should be
noted that small turns made while moving are free. For each hex entered,a combatant may
change facing up to 60 degrees (one hexside) without CA cost. There is only a CA cost
for turning if the com batant is not moving that Impulse, or if he wishes to tum more than
one hexs ide per hex .

Example:
At the start of play, Trent (8 CAl is behind the cover of a tree, and wants to move 11

hexes forward to a low wall. In Phase 1, he moves 3 hexes forward, changes facing 1
hexside. and continues on 5 more hexes. This uses a total of 8 Actions. In Phase 2, he
continues moving forward 3 more hexes and reaches the wall. He stops, and changes
facing 3 hexsides to face back the way he came. This uses a total of 4 Actions (3 for moving,
a free hexside tum in the last hex, and 1 Action for 2 more hexsides), meaning that Trent
has completed his movement at the end of Impulse 2 of Phase 2. He has 2 more Impulses,
and therefore 4 more Actions, available before the Phase ends.

2.4--,---------------
FIRE There are several factors which affect the accuracy of a shot. The skill of the shooter, the

basic accuracy of the gun itself, the amount of effort spent aiming, and the range are
obviously all very important.

Each is considered when determining the chance of hitting a target. The shooter' s skill
is represented by the SAL,and the Range is determined by counting the number of hexes
or inches between the shooter and the target.

The weapon's inherent accuracy and the amount of time spent aiming are covered by
the Aim Time Mods from the Weapon Data Tables. A shot using 1 Action is the Quickest,
and is usually called a Snap Shot. A shot using the maximum number of Actions shown
in the Aim Time Mods column is the most accurate possible for that weapon. Note that the
act of fi ri ng is included in the Aim Time;a Snap Shot uses one Action for aiming and firing.
and does not require 1 Action tor aim and another to pull the trigger.

These factors are all included in the Odds of Hitting Table (2) . The left column is
labelled Shot Accuracy (SA); this is equal to the Aim Time Modifier of the weapon used
at the number of Actions of aim which the shooter has applied, plus the shooter's Skill
Accuracy Level (Section 1.3, Slep 5). If the Shot Accuracy falls between two values, use
the lower number. On Trent's Status Sheet (Figure 1), with 4 Actions of aim, his Shot
Accuracy is +7.

The SA is then cross-indexed with the Range to the target, in either hexes or inches,
to dete rmine the Odds of Hitting. Enter the Range column with the first number that is
equal to or greate r than the actual range. If, as mentioned above, Trent has a Shot
Accuracy of 7, then he would have a 86% chance of hitting a target that was 8 to 10 hexes
away .

Target Vis ibility
Naturally, a character has to be able to see a target to shoot at it. A direct line of sight

system is used for target visibility and spotting. All exposed targets within a character's
Field of View are visible from the beginning of the Impulse they begin an action which
exposes them, until the end of the Impulse in which they go into concealment. In other
words, if acharacterstepsoutaround a corner(which takes 1Action) on Impulse One, fires
on Impulse Two, and ducks back around the corner on Impulse Three, he is visible from
the beginning of Impulse One to the end of Impulse Three.
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2.5

-------------.....,~
Thereis far more to the chance of hitting than the factors mentionedabove;some of these
other factors arecoveredon the Opti onal Accuracy Modifiers Table (2C). If desired,any
or all modifiers which apply are added to (or subtracted trom) the Shot Accuracy, before
determ ining the Odds of Hitting.

As an example. return to Trent's shotwith an SA of 7 and a 86% chanceof hitting. If his
target were moving, he would subtract 5 from his Shot Accuracy. This would give him a
new SA of 7 - 5 : 2. He would now need to roll a 53 or less to hit a target at Range 10. It
the target was also running in the open (Standing Exposed), however, Trent would add 8
to the SA , bringing it up to 10, and a 96% chance.

Positions and Stances
There are three poss ible positions; Standing, Kneeling ,and Prone. Each of these has

a different Shot Accuracy Mod ifier, as indicated on Table 2C. From a Standing position,
it costs 1 Act ion to Kneel , and 2 to go Prone. From Kneeling, it costs 1 to either Stand or
go Prone. When Prone, it costs 2 to Kneel , and 3 to Stand up .

There are also two Stances used in determining Shot Accuracy . If no preparati on is
made before a combatant beg ins aiming ,he is said to be Fir ing From The Hip,and suffe rs
a -6 penalty to his Shot Accuracy. If he uses 2 Actions to assume a proper firing posit ion ,
called a Firing Stan ce, then his aim uses the normal Odds of Hitting. The Aim Time begins
after the combatant assumes the Firing Stance . Once in a Firing Stance, the cha racter
continu es to rece ive the Firing Stance advantages until he moves.

Ducking
Ducking is a defensive option avai lable to allcombatants whenever they are fired upon .

Ducking costs no Actions, and a Duck may be performed during the same Impulse as any
other activity , includ ing firing. All shots fired at someone who Ducks are at -5 Shot
Accuracy . and if the pe rson Ducking fires at the same time, he would execute his fire with
a -10 Shot Accuracy modifier. Note that Ducking interrupts any action which was being
performed.

Automatic Fire
Most of the weapons used in the game are capable of Automatic Fire . When a weapon

is set on Automatic, it fires a one-half second burst each time the trigger is squeezed,
instead of just a single round . Weapons which can do this are those which have an
asteriskr) preced ing thei r Rate of Fire (ROF) value on the Weapon Data Table.

When using Automatic Fire. only one burst may be fired per Impulse, and therefore a
maximum of four bursts may be fired per Phase . This is in cont rast to sing le shot firing,
where the maximum number at shots which can be fired in an Impulse or Phase is limited
only by the number of Combat Actions. On the other hand, all Automatic Fire receives the
+1 Action Aim Time bonus shown on Table 2C.lt also uses the Au tomatic Fire Tab le
(28) to determine how many rounds hit the target. This table works in the following way.

To use Automatic Fire. determine the Odds of Hitting normally, making sure to include
the+' Aim Time modifier for Automatic Fire. Roll to see if the shooter hits; if he does, then
it means that the rounds are in the correct area, and at the right elevation. Now go to Table
28. Find the approp riate Range, and cross-index it with the Rate of Fire of the weapon.
This gives the number of rounds which have hit the target.

It is also possible to hit more than one target with a burst at Automatic Fire. At ranges
of 45 hexes or less , the shooter may choose to sweep his fire across a full hex. If this
happens and a hit is sco red. every person in the target hex is hit. Use the 45 Hex range
entry on Table 28 to determine the number of hits scored on each target.
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2.6

--~-------------

Target Size
Combatants who are in doorways, behind walls, and in similar situations are harder to

hit than those who are standing in the open. The Target Size Modifiers deal with these
situations.

There are five entries in this portion of the table. Looking Arou nd Cover is tor targets
who are just looking over or around cover, and are exposing only their heads. Firing
Around Cover is for when the target is behind cover and returning fire, or preparing to;
the shooter can see the head, shoulders, and arms. Standi ng , Kneeling, and Prone
Exposed are all self-explanatory.

In addition to the Odds of Hitting modifiers , targets which are l ooking Over or Firing
Around Covercan only be hit incertain body locations.This is handledbyusing theFiring
Around Cover Hit Location Table , and is discussed in Section 2.6.

HIT LoeAnON AND
DAMAGE

Whenever a target is hit, the Hit Location and Damage Table (3A) is used. Th is table
breaks the body down into its significant areas, or Hit Locations, depending on how vital
they are to survival. It shows the appropriate injury caused by the shot, based on the
weapon's effective Damage Class. The various factors on the Table are discussed below.

Target Position
There are two columns of Target Posit ions, labelled Firing Around Cover and In The

Open . The Open column is used for targets who are largely or entirely visible to the
shooter, and includes all possible Hit Locations from Head to Foot.

The Firing column is used for targets who are mostly concealed. As discussed in
Section 2.5, only certain Hit Locat ions can be hit on peop le who are undercover. The Firing
column includes only the head, shoulders, and arms as possible hit areas. To accurately
simulate hits to targets who are Looking Over Cover, ignore all rolls on this Hit Location
Table over 22.

Hit Location
Thissection of the table issimply a list of the various body areas which can be hit. Glance

hits are assumed to cut across the target shallowly, and usually ricochet off bone .
Having selected the correct Target Position column, the firing player rolls a OQ..99

number to determine the Hit l ocation.

Example: Trent has hit an opponen t who is firing over a wall. Trent will therefore use the
Firing Around Cover colum n. He rolls a 62, which is the Shoulder location. If his
opponent had been In The Open (largely visible to Trent) then this same roll would have
resulted in a hit to the Thigh - Flesh area.

Penetration Line
Once the Hit Location has been determined, the question is whether the shot has

penetrated the target's armor. Some shots will strike cleanly, while others partially or
completely glance off. (See Glancing Roll , below.) This will obviously have a major effect
on the damage done. The relative protection afforded by armor is accounted for by using
the 4 Weapon Penetration Lines at the top of the Hit location and Damage Table (3A).

To determine which line should be used for a given shot, the weapon 's Penetration is
compared to the Armor's Protection Factor (PF) on the Penetration Line Summary
(3B). The table gives the minimum weapon Penetration values necessary for various
degrees of effectiveness against different PFs. As an example, if the target's PF is 2 in the
Location that has been hit, then a shot with a Penetration of 3 would use Weapo n
Penetration line 1, a Penetration of 4 or 5 would use line 2, Penetration 6 would use line
3, and Penetration of 7 or highe r would use line 4. Obviously a shot with Penetration of
2 or less would tail to penetrate the armor.
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Example: Trent is firing an M16 rifle, using FMJ ammunition. His Penet ration is therefore
17. The target is wearing Medium Rigid body armor, with a PF of 16. When Trenl' s shot
hits the target's Shoulder, we check the Penetration Une Summary; shots with a
Penetration of 17 to 22 use Weapon Penetration Line 1. If Trent's Penetration were 23,
then his shot would use Line 2. If the target were wear ing Ught Flexible body armor ,
on the other hand, with a PF of 4, his Penetration of 17 would use Line 4.

Glancing Roll
As mentioned above, the protection afforded by armor is not determined simply by its

thickness. An important factor is its ability to deflect fire, by the use of slope, layering, or
even reactive or reflective shie lding. In these ways, well-designed armor can often
preserve the life of its wearer from even high-powered weapons.

This is reflected by the use of the Glancing Roll , shown at the top of the Hit Location
and Damage Table (3A). For each shot that hits a target, a 0-9 number is rolled. This
number is ente red on the appropriate Weapon Penetration Line to determine the effect of
the shot. If the number rolled is less than the lowest number in the Low Velocity Damage
column, then the shot glanced off the armor; no damage is done. Otherw ise, the number
rolled determines which of the two sections of the Hit Location and Damage Table should
be used; low Velocity Damage or Over Penetrating Damage. These columns are
discussed below.

Example: Trent's shot is using Line 1. This means that he must roll a 9 on his 0-9 die for
the shot to cause Low Veloc ity Damage. If the number he rolls is less than 9, then no
damage will be done. On the other hand, if he were on Line 4, then he would do Low
Veloc ity Damage on a roll of 0, 1, or 2, and Over Penetrating damage on a roll of 3 or
greater .

Resolving Damage
Now that the correct section of the Damage Table is known, the exact damage is

determined. The severity of a wound is judged in terms of points of Physical Damage
(PO). The greater the PO, the more serious the wound and the greater the chance that the
target has been incapacitated.

The POvalue covers a very wide range, from 1point to many thousands of points. These
represe nt varying degrees of damage; rough descriptions are included in the Low Veloc ity
Damage column. A scan down this column and the PO's associated with various Hit
Locations will give the player some idea of what he is dea ling with .

For example , a Low Velocity Damage hit to the Thigh· Flesh areas does 3 points of PD.
This is in the general category of Superf icial Wounds, and while somewhat painful, it is not
an incapacitating wound to any butthe most frail of people and is little threat to one's health.
A Low Velocity wound to the Thigh - Bone, however, does a 16 PO Disabling Injury, while
one to the Heart does a 4000 PO Critical Wound. The significance of PO is discussed in
the next section .

The low Velocity Damage column represents damage caused by shots which have
been significantly slowed down by the target's armor. The damage from such shots is
limited, and so the weapo n's Damage Class is not considered. Just cross-index the Hit
Location with this colu mn to determine damage.

Over Penetrating Damage handles shots which have not been significantly slowed by
armor . These shots are moving very rapidly, and can cause extensive rupturing of tissue
in addit ion to the damage done in the path of the bullet itself. For these shots, choose the
column which includes the weapo n's Dam age Class, and cross index it with the Hit
Location.

Because the armor worn by a target is rarely the same for all Hit Locations, it is often
necessary to roll the Hit Location before determining the Weapon Penetration Une and
damage type.
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Example: Trent's shot was to the Shoulder location. If the shot is doing Low Velocity
Damage, then the target takes a 21 Physical Damage point Disabling Injury. If he were
on the Over Penetrating Damage table, however, the Damage Class (DC) of his M16
would determine the damag e. The DC of the M1 6 is 6; cross-indexing the Shoulder hit
location with the Damage Class 6-6 column under Over Penetrating Damage, the
damage is 1000 PD and a Double Disable result.

The first use of PD is to determ ine whether the combatant is disabled or incapacitated;
this is covered in the next section . Even more important than that, however, the PO also
determines the chance of a combatant surviving his wounds. This is discussed in depth in
Section 2.9.

2.7----------------
DISABLING INJURIES
AND KNOCKOUT

There are two immediate side effects possible from a wound received in combat. It is
possible that the victim will fait unconscious, slip into shock, or otherwise be unable to
continue fighting. He might also be able to continue, but find that his abilities have been
limited due to his injuries.

Being incapaci tated is the first issue. Each Impulse in which a combatant takes one or
more wounds, there is a chance that he will be unable to continue the battle. The following
Knockout Table is used to determine the odds of this happeni ng.

Compare the total amount of Phys ical Damage (PO) that the combatant has received
to his Knockout Value (KY) , discussed in Section 1.3, Step 6. select the appropriate line
from the table, and read across to find the Incapacitation Chance (IC).

A 00-99 number is then rolled, and if the number is less than the IC, then the combatant
is out of the fight. If the number rolled is greater than or equal to the IC, then the combatant
may continue, SUbject only to the Disabling Injuries rule discussed below.

Knockout Table
"Joi n Ihe army...
Where every day
could be you r last. '

5gt. Ingram

Total PO

less than 1/10 01 KV
over 1/10 of KV
over KV
over 2 times KV
over 3 times KV

Incapacitation Chance

10
25
75
98

For example . Trent's KV is 46. If he took a wound of 4 points or less, he would not even
have to check for knockout. From 5 to 46 points, he would have a 10% chance of being
knocked out. 49 to 96 points gives a 25% chance, 97 to 144 is 75%, and 145 or more would
mean incapacitation on any roll except 98 or 99.

Incapacitation must be checked each Impulse that a combatant takes damage,
regardless of how much he takes. Also, Ihe check is made agains t the total damage the
combatant has received. not just the value of the latest wound . Thus. if Trent had taken 35
PO from prev ious wounds. and was hit again for 21 PO more. his total PO would be 56. This
is more than his KV, and he wou ld have to roll a 25 or better to remain active.

Note that a character who is Incapacitated is not necessarily unconscious. Some
Incapacitated characters are simply scared and unable to continue to function (especially
those with low KV's), while others are in extreme pain or have slipped into shock.
Regardless, they are no longer considered effective in combat. The Optional Rules of
Section 5.13 can be used to determine the exact condition of a character who has failed his
Knockout roll.
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Regaining Consciousness
The severity of a wound has a marked effect on how soon the victim can recover from

shock, regain consciousness, or otherwise deal with the short -term incapacitation repre
sented by a failed Knockout roll . This Is handled through the use of the Incapacitation
TIme Table (8B).

First choose the appropria te POTotal line . Round down if the character's PD Total is
not shown; a PD Total of 49 uses the 0 PD line. Then roll a 0-9 number, and cross-index.
This gives the time required to return to normal (or at least semi-normal) functioning. See
Section 2.10 for combat capabilities following recovery .

Disabling Injuries
Disabling injuries are indicated on the tables with one or two asterisks (*) . They are hits

which have significantly damaged or broken the limb in question. These hits prevent the
combatant from using the injured limb unt il it is fully healed. As noted on Table 3A,a single
asterisk is a normal Disabling injury . whi le a double asterisk is required to Disable
someone under the influence of pain deadening drugs.

A Disabled Leg means the character cannot move (in the Basic Game) , and a Disabled
Arm or Shoulder means that he cannot fire a weapon with that Arm. (These rules are
slightly modif ied in the Advanced Rules; see Table 7A.)

The Phoenix Command Combat System is somewhat different from most games, and
naturally the tactics used in the game are also different. For this reason, a few very simple
pieces of tactical adv ice are included below. Players may make of these what they will ;
based on playtestinq, these points are sensible advice . They are not, however. rules of any
sort, and talent, unusual situations, or luck may render any of them invalid in certain
circumstances.

The most important advice sounds obvious, but it is very wise ; try not to get shot. The
longer you aim . the better your chance of hitting,but the longer you are exposed to enemy
fire. Becau se of this, tak ing a Snap Shot and Ducking is often advisable.

Make use of cover, and try to get the drop on you r opponent. Cover the corner or
doorway you expect him to come around , and when he appears take a shot and duck. It
is likely that duri ng the Impul se he comes around the corn er he will not have any more
Combat Action s. Take your free shot and do not give him time for a good return shot.

Also. movement in a small arm s battle is usually made up of quick dart s from cover to
cover. Unlike in the movies, combatants who stay out in the open take terr ible, and often
fatal, risks. Stay low, and do not step into open areas that your opponent can see .

One last point ; teamwork is a key factor. Do not attack a prepared enemy from the front
if it can be avoided . Fronta l assaults are bloody and unpleasant, and your cha racters
deserve better treatment than that. Let part of the team work around the flank and surprise
the enemy . This will make your life far easier and much longer.

2.8----------------.,--
TACTICAL NOTES

Whenever someone has been wound ed , the Medical Aid and Recovery rules are used
to determine if he will survive. There are few hard and fast rules about how much damage
it takes to kill a character. Instead, serious injuries simply increase the risk of fatality. and
make more sophisticated medical care a necessity .

Whether a character lives or dies. and how long he will need in order to recover from
his injuries, is dete rmined using the Medical Aid and Recovery Table (SA). The following
terms are used on the table.

2.9

------------------
MEDICAL AID AND

RECOVERY
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DT =Damage Total . This is the total of all Physical Damage (PO). modified to accou nt for
the character's Health.

HT = Healing Time. This is the num ber of days required for a character to fully recover
from his wounds.

CTP =Cr itical Time Period. When a character is injured, he has this much time to seek
Medical Aid before the player rolls to see it he survives.

''Who says Russian
roulette Isn't an
acceptable way to
rally a broken man?"

l ieutenant Axly

RR = Recovery Roll. This is the percentage chance thai the character has of surviving
hiswounds. If no RecoveryRoll is given, thenthe characterwill automatically die at the
end of the Critical Time Period. unless better Medical Aid is found .

The Basis for Recovery
During combat, the player keeps a running total of the Physical Damage (PO) points

taken. This PO Total, modified to account for the character's Health, determines the
Damage Total. This measures the severity of his injuries; the greater the Damage Total,
the more severe the injuries and the smaller the chance of survi ving . The Damage Total
is:

Damage Total (01) =PO Total X 10 1Health Ch arac teristic

Example: Trent has received two wounds , of PO 14 and 4, for a total of 18. His Health is
12. and so the Damage Tatar (On", 18 X 10 /12 '" 180 / 12 '" 15. In this way, Trent's
above average Health has reduced the effect that the damage will have on him.

If there is no entry for the character's OT, then the next lower entry should be used. A
OT of 34 would use the DT 30 line, for example.

How much time a character has to seek and receive Medical Aid is determined by the
Crit ical Time Period (CTP). At the end of the CTP, he must make his Recovery Roll ; if
he makes this roll, he will survive. If he fails , he dies. The length of the CT P is give n opposite
the Damage Total on Table 8A and depends on the type of Medical Aid available.

Consi der Trent, with a DT = 15. His CTP is found on Table 8A under the column "No
Aid", and is 72 hours. If he does not receive Medical Aid in 72 hours, his Recovery Roll (RR)
would also be taken from the "No Aid" co lumn, and would be 85 . Trent must then roll a 00
99 numbe r; if it is less than or equal to 85, he will survive. If he survives, then the tim e in
days for his wou nds to heal is given by the Healing Time (HT) , found on Table 8A oppo site
the DT. In Trent's case , it is 30 days.

Medical Aid
Naturally, Medical Aid greatly improves the chance of survival. This improve ment

depends on the type of aid available, and each type is listed in a separate column on Table
SA. Medical Aid has been divided into four general types; First Aid, A id Sta tion , Field
Hospital , and Trauma Center. Each type has its own Critical Time Period and Recovery
Roll opposite the Damage Total.

There are six Recovery Roll entries under the Trauma Center category. Each of these
represents a hospital of increasing sophistication, and is defined by its Technology Leve1.
The Technology Level of a faci lity is given next to the time period represented in Table se.
Any characte r who remains in a Trauma Center th roughout the first third of his Healing
Time may reduce his total Healing Time by 20%. For example. if the HT were 60 days. then
a character remaining in a Trauma Center for the first 1/3 of that time, or 20 days. wou ld
subtract 20% from his HI. This subtract ion wou ld equal 60 days X 20% = 12 days. and
would give him a total HT of 60 - 12 = 48 days.

In Phoenix Command , the treatment an injured character receives is very similar to the
method used in modem warfare. Usually, First Aid is applied as soon as possible after a
cha racter is wounded. This immediately lengthens the CTP . to the number shown in the
First Aid column. (This rep resents simply stopping the external bleeding of the wound.) At
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that point, the character is moved to a better facility, depending on what is available . The
goal is, of course, to get the character to the best hospital possible, and to use the
intermediate steps as ways of stabilizing his condition .

Note that when the CTP is increased, the time available is still assumed to have begun
when the injury took place .

Example: A character has a Damage Total (OT) = 3500 . This uses the 3000 (or 3K) line
on the Medical Aid and Recovery Table (8A). Checking a OT of 3000 under the column
labelled No Aid, we see his CTP is 81 phases, with no Recovery Roll given . This means
that without medical attention he cannot survive , and he has only 81 phases in which
to receive that atten tion . l uckily , a medic arrives before the end of his CTP and treats
him. Referring to the column labelled First Aid at a OT of 3000, we see the medic has
increased his CTP to 2 hours. Unfortunately, he still has no RR. The First Aid, howeve r,
has at least stabilized his cond ition temporarily, and he is rushed to a Tech l evel 13
Trauma Center before the end of 2 hours. His new CTP is now 18 days, and his RR =
30. So, 18 days afte r the injury, he rolls his 00-99 Recovery Roll. If less than or equal
to 30 is rolled, he survives; if greater than a 30 is rolled , he dies.

If he survives, then the Healing Time (HT) for his wound is 88 days. It takes this long
for his injuri es to completely heal. If he remained in the Trauma Cente r for 1/3 of this
time, or 29 days , he would be able to subtract 20% (18 days) from the total HT, and
would be healed after only 70 days .

2.10--

1

Whenever a character is suffering the effects of an unhealed injury, his physical
capabilities are reduced . This reduction depends on the character's status, which will fall
into one of the following categories: Recent wounds - Charac ter Makes Knockout Roll :
Recent Wounds - Character Fails Knockout Roll: and Old Healing Injuries.

Recent Wounds · Character Makes Knockout Roll
Recent wounds are ones which have been suffered during the current combat. (Once

one hour has passe d since the injury, they are considered Old Healing lnjuries.) As long
as the characte r makes his Knockout Roll, he is affected only by Disabl ing Injuries (Section
2.7) and can continue combat subject only to those limitations. These fresh injur ies, if not
disabling , are ignored due to the effects of adrenalin and other adjustments made by the
body during crisis. Disabling injur ies remain in effect until completely healed .

Recent wcuncs . Cha racter Falls Knockout Roll
A character who fails his Knockout Roll is incapacitated. With inexperienced combat

ants, (people with low Knockout Values) , this often represents a rapid descent into shock,
or being immobi lized out of fear and confusion. With more serious wounds, it represents
incapacitation due to extreme pain. shock due to blood loss, or an actual loss of
consciousness.

The time a character remains dazed or knocked out is found on the Incapacitation
Tlme Table (88) by cross-indexing a 0·9 roll and the PO Total. Round the PO down to the
nearest entry . Note that more serious wounds generally result in a longer period of
incapacitation. After the Incapaci tation Time has passed, the character is once again
capable of action and has a penalty of Healing Time/ 20 points subtracted from his Combat
Actions, along with any problems due to disabling injuries .

Example: A character has failed his Knockout Roll and has a PO Total of 30 . He uses the
o PO line on Table 88, and rolls a 2: he regains consciousness afte r 1 Phase. The
Healing Time for a 30 POwound is 41 days; after regaining consciousness, he suffers
a HT 120 or 41 / 20 = 2 point penalty to his Combat Actions.
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Example: Trent has a Damage Total = 15 and, therefore , a Healing Time of 30 days. So,
from one hour after his injury to the end of the first day, he has a 30 / 20 = 1.5point penalty
to his Combat Actions. (This rounds to 2 points.) The next day, he has a Healing Time
of 30 days minus 1, or 29, and a 29 / 20 = 1.45 point penalty, which rounds down to 1.

Old Healing Injuries
From one hour after the injury until the time the wound s heal, the character suffers a

"Days" / 20 point penalty to his Combat Actions. "Days" are the number of days remaining
until the injuries heal.

2.11

__r---------------

.

EXPLOSIVES AND
GRENADES

"Guns and BUllets,
Grenades and Knives,
With some 01these,
I might stay alive."

Fred the Singing Bandit

Explosives are a very potent force in combat. For area effect, for clearing buildings, and
for similar activ ities , there is no type of weapon which is more valuable. This section
presents a basic set of rules for using explosive weapons. All explosive damage data is
contained in Table 3D; it need not be recorded on the Status Sheet. Deta iled rules for the
use of Explos ive Weapons are contained in Section 3.6.

Explosive Weapon Accuracy
The Shot Accuracy of Explosive Weapons is found in the same manne r as conven

tional weapons, with two exce ptions. These are the Explosive Weapon Target Size
Modifiers and the fact that the detonation site of all explosive rounds must be determ ined,
even if the round missed.

Explosive Weapons are often aimed at a hex posit ion, a building, or a large object,
rather than a person. When this is the case , use the optiona l Explos ive Weapon Target
Size Modifiers shown on Table 2C. Simply add in the appropriate modifi er when
necessary. Note that the Target Size Modifier for a Hex is +12; this does not represent the
modifier for a 2 yard diameter object. It represents the effect ive size of a hex when it is
viewed from a standing position through the weapon's calibrated sights .

As mentioned above , a missed shot with an explosive weapon must be tracked. A bullet
which misses its target can be ignored; an explosion can not. If an explos ive round misses,
it is likely that it is either long or short of the target hex, but not too far to the right or left.
Roll a 0-9 number; on a 0 through 4 the shot is short, and on a 5 throug h 9 it is long. To
find how many hexes long or short it is, move down the appropriate Target Range column
on the Odds of Hitting Table (2A) and find the entry with odds justgreater than the number
rolled. One half the difference between the SA which gives these odds and the SA required
to hit, rounded up, is the number of 2 yard hexes by which the shot has missed. A shot
may not miss by more than 1/3 the Range.

Example: Trent is firing a Grenade Launcher. His SA is 13 and the Range is 40, giving
him a 67 to hit. He rolls an 82, however, and misses. Scann ing down the Range 40
column, he sees that 3 lines down, at SA 16, the Odds of Hitt ing are 86 . The shot has
therefore missed by 3 / 2 = 1.5 = 2 hexes. He rolls a 7 for Long/Short; the shot is long.
The round explodes two hexes past the target hex, on a direct line from where Trent
fired.

Explosive Concussion Damage
The damage done by an explosive weapon is caused by Concussion; the shock wave

generated by the blast. Explosive rounds in general have an effective Blast Radius of 6
hexes . This means that every person with in 6 hexes of the blast location must check the
Explosive Concu ssion Damage Table (3D) to determine the damage taken.

Simply choose the round type , and cross-index the target's Range in hexes from the
burst with target exposure. For example, a target in the open 2 hexes away from a Frag
Grenade wou ld take 50 PD. Targets complet ely behind Solid Cover take no damage from
exp losives. The "C" , or Contact indicates the round actually hit the target.
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ADVANCED RULES

The Advanced Rules use the same framework as the basic game; game scale,
Movement, Field of View, and Action and Impulses are all unchanged. The major
differences in the advanced game are in the Odds of Hitting and the Damage System. The
Advanced Rules provide more detail and are more versatile than the basic game, yet add
little com plexity. Any or all of them may be added to the basic game, allowing players to
tai lor a system to thei r own needs.

3.1------------- --,--
In the bas ic game, the character's Shot Accuracy is determined by adding his weapon's
Aim Time Mod ifier to h is Sk ill Accuracy l evel (SAL). Th is Shot Accuracy is then cross
indexed with the target range to determine the Odds of Hitting. Optional Modifers can be
added to the basic Shot Accu racy to account for target size , shooter firing stance, and
movement. The Advanced System takes these concepts one step further. Each factor
influencing accu racy is now treated as a separate Accuracy Level Modifier (Al M).
Thes e ALM are added together for each shot to determine the shot's accuracy.

When a sho t is fired, several factors modi fy the Odds of Hitting. These factors are : aim
time, firing stance, and target range, visibility , motion , and size. Each of these effects has
an Accuracy l evel Mod ifier (ALM). The shot's accu racy is the sum of all applicable ALM s.
This sum is ca lled the Effective Accuracy level (EAl) . The greate r the EAL, the greater
the Odds of Hitting. These ALM s are described as follows.

Aim TlmeALM
The amo unt of time spent aiming has an important effect on accuracy. The greater the

aim time, the more accurate the shot. as indicated by the weapon Aim Time Mods on your
Status Sheet. A shot using 1 AC, is the quicke st and is a Snap Shot. A shot using the
maximum number of AC shown on the Weapon Data Tables, is the most accu rate
possible .

To correct weapon aim time accu racy for the shooter's skill , the shooter's Skill
Accuracy level (SAL) should be added to the weapon's Aim Time Modifiers and the sum
recorded next to each Aim Time on the Status Sheet. These sums are called the Shot
Accuracy and are used to determine the accuracy of each shot.

To gain the full accuracy of a weapon, the shooter must " Assume a Firin g Stance" .
That is, he must bring the weapon to a firing position where the aiming sights can be used
and recoi l handled. This cos ts 2 Action Counts (Table 78) which do not count toward Aim
Time. When moving or when stationary and not aiming, the shooter does not carry his
weapon in a firing stance.

If the shooter does not want to use 2 AC establishing a firing stance, he may fire from
the hip . Although faster, this is Jess accurate since the we apon's sights are not used . There
is a -6 ALM for Hip Firing as shown on Table 48.
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Target Range ALM
The Target Range ALMs are given on Table 4A .

"Why are you ducking?
He couldn't possibly
hit us In the head
from there:"

Humbert NoDose. his last words

Firing Stance I Situation AL M
The Firing Stance/Situation ALMs are found on Table 4B. These cover typical firing

stances (standing, knee ling, prone ) and various situations such as Hip Firing .

Visibility ALM
Visibility ALM are given on Tabl e 4C. These correct for smoke, darkness, optical

scopes. and other effects on vision.

Movement ALM
Corrections for target and shooter motion are found on Table 40 . The Moving Target

ALM is found on Table 40 by crcss-lndexlnq the target speed (in hexes per Impulse) and
target range (in 2 yard hexes). li the entry is in the shaded portion altha table, then there
is no restriction on Aim Time. If the entry is in the unshaded portion of the tab le, the shot's
Aim Time is restricted to a maximum of 2 Impulses.

For shooters moving under their own power, the Moving Shooter ALM is found in the
same manner as for a Moving Target. The Shooter's speed is cross-indexed with the
target range on Table 4D to find the Mo ving Shooter ALM. A moving shooter has an Aim
Time restriction of 1 Impulse. Note that the shoote r's speed is the number of hexes moved
the Impu lse the shot was fired, and that a moving sh ooter must Hip Fire.

Target Size ALM
Target Size ALM for common targets are given on Table 4E. If the target cannot be

found in the common list ings , its Target Size ALM can be found opposite its diameter, in
feet, on the Target Size ALM Table (4F).

Effe ct ive Accuracy Level (EAL)
The Effective Accuracy Level (EAL) is the sum of aliapplicable ALM's and determines

the Odds of Hitting. The following is an examp le of how the EAL is determined using the
preceding ALM.

Example: Trent is prone and takes a shot after 6 AC of aim. The target is stationary ,
50 hexes away , and firing ove r blocking cover.

Aim Time
Range
Firing Stance
Target Size

ALM = 9
ALM .5
ALM = 6
ALM = 0

EAL = 20

Aim Time 6 AC, from Status Sheet
Range 50 hexes, Table 4A
Prone, Table 48
Firing over blocking cove r, Table 4E

The Odds of Hitting are found on the Sin gle Shot Odds Table (4G). Read down the
table to the EAL, then across to the Odds of Hitt ing. In the preceding example, Trent has
an EAL = 20 , therefore, his Odds of Hitt ing are 67.

The player now rolls a 00-99 number using two ten-sided dice. If less than or equal to
the Odds of Hitting is roiled, the shot hits. If greater than the Odds of Hitting is rolled, the
shot misses .

Refl exive Duck
In the bas ic game there are optional modifiers for the target or shooter Ducking. This

type of Duck is a Reflexive Duck in response to enemy fire. A player may take a Reflexive
Duck any time he is firing or looking around cover. Th is cos t no AC and allows him to bring
his body back behind cover. When a player takes a Reflexive Duck, there is an additional
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-5 ALM to any shots taken at him that Impulse, and any shot he takes is at an additional
-10 ALM. Note that a Reflexive Duck interrupts any action the character was taking and
brings him behind cover.

3,2---------------,---
When a target is hit, the Hit Location and Damage are found on the Hit Location and
Damage Table (6). There are two pages to this table . The first page is for weapons with
a Damage Class (DC) of 1 to 4. The second is for weapons of DC 5 to 10.

The Hit Location sections of each page are identical and are found on the lett-hand
columns labeled " Firing Over Cover" and " In the Open" . The first column, "Firing Over
Cover", is used for a target firing over or around blocking cover. The second column, Min
the Open", is used for a target in the open.

To determine the Hit Location, refer to the appropriate column (target Firing or Open)
and roll a 00-99 number. Find the number rolled inthe appropriate columnand move along
that line to the secondcolumn. This gives the Hit Location. For a target Looking over cover,
use the Firing column and a 00-22 roll.

Examples:
A roll of 15 hits a target Firing Over Cover in the Forehead.
A 09 hits a target In the Open in the Shoulder.

Aiming at Specific Body Locations
A shooter may choose to aim specifically at the target's Head, Body, or Legs. If this is

done, the Odds of Hining are figured in the normal way using the appropriate Target Size
ALM from Table 4E. If a hit occurs, roll a 00-32 for the exact loaction of a Head hit, 57
99 for a Leg, or use the Specific Hit Location Table (50) for Body hits. Damage is
determined normally.

Resolving Damage
The Physical Damage (PO) inflicted is found to the right of the Hit Location and

depends on the weapon's Damage Class (DC) and Effective Penetraton (EPEN). The
EPEN measures bullet impact afterpenetrating armor arcover. The EPEN is the weapon's
PEN minus the target's Effective Armor PF for that hit location.

EPEN =Weapon PEN - Effective Armor PF

The Effective Armor PF (EPF) is the target's armor PF covering that hit location
corrected for bullet glancing. To find the Effective Armor PF (EPF), cross-index the
target's armor PF with a 0-9 roll on Table 60. Note that the greater the 0-9 roll, the greater
the Effective Armor PF.

No Penetration (EPEN less than or equal to 0)
If the EPEN is less than or equal to zero, the shot does not penetrate and does no

damage . The damage done by nonpenetrating rounds is not included in this system. It
iis covered in the Advanced Phoenix Command Combat Supplement.

Low Velocity Penetration (EPEN less than the Effective Annor PF)
If the EPEN is greater than zero but fess than the Effective Armor PF, the shot

penetrates but is substantially retarded. The bullet has been significantly slowed, and its
killing power reduced. When this occurs, find the Physical Damage (PO), by going right
from the Hit Location to the DC =1 column. Then find the column with EPEN less than
or equal to the EPEN of the hit and read off the damage.
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--- - - - - - - - -- - - - - - - - - - - - - - -

Physical Damage (PO) measures wound sever ity . The greater the PD. the grealer the
wound severity and chance of incapacitation. A PO entry followed by ~H" is in hundreds
of points, ~K~ in thousands, "T" in ten thousands. "X" in hundreds of thousands, and by aMa

in millions (e.g.• 2H '" 200, 3K '" 3,000 , 7T '" 70,000, I X '" 100,000. and 1M = 1.000,000) .

Example: A target wearing body armor with PF = 2, is hit in the shoulder by a weapon
whose PEN '= 7. A 9 is rolled tor the Effective Armor PF giving an EPF = 4.

EPEN • PEN - EPF = 7 - 4 • 3

Since the EPENis greater than zero but less than the EPF, the DC = 1column is used.
For an EPEN = 3, DC = 1, hit in the shoulder, the Physical Damage (PO) '" 4 points.

High Velocity Penetration (EPEN greater than the EPF)
If the EPEN is greater than the EPF, the shot's penetration is essentially unretarded,

and the Physical Damage (PO) is found by cross-indexi ng the EPEN and Hit Location
under the projectile's tult Damage Class (DC) column.

Example: A targe t in body armor with EPF '" 4, hit in the shoulder by a rifle with a PEN
of t 7, has an EPEN '" 17 - 4 '" 13. The EPEN is greater than the EPF, so the weapon's
DC '" 6 is used . With EPEN '" 13, the Physical Damage (PO) :: 300 poin ts.

Special Notes
These damage tables are the result of detailed com puter generated anatomical

models. These models provide the most accurate simulat ion at bullet wou nds available .
Note that the valu es on the table show large jumps in physica l damage . This models
penetration into a vital area , such as the heart . Repeated values indicate the bullet has
exited the other side of the target (overpenetrated). More detailed and graphic represe n
tation of these tab les is available in the Phoen ix Command Sma ll A rms Damage Table
Supplement. That supplement details bullet penetration through the body with 1/10 PEN
resolution, and provides Hit Locatio ns for front, oblique, rear, and side profi les.

3.3__r--------------
DISABLING INJURIES
AND SHOCK

Each time a com batan t is woun ded, he may fall unconscious or become dazed . If this
occurs, he is down and out of combat; if it doesn't, he may continue fighting restricted only
by Disabling Injuries. A Disabling Injury to the limbs or spine occurs whenever the
damage enters a shaded port ion of Table 6A. A Disabled limb cannot be used until the
injury completely heals.

The Damage Tables represent the Physica l Damagedone by pro jectiles and their effect
on survival and recovery. The immediate shock and trauma associated with broken bones
has not been included as it does not affect long term survival. To account lor the short term
effects of shock and broken bones, the Shock PO values at Table 6C are added to the
PO of Disab ling Injuries for purposes of Knockout. The Shock PO is effective only on the
Impulse it is inflicted. It is not included in the PO Total after the Knockout Roll is either made
or fai led.

Example:
A target hit in the Arm Bone by a shot with EPEN :: 3 and DC '" 2 does 5 PO and is a

Disabling Injury to the upper arm. This makes the Knockout PO of the wound 5 plus the
Shock PO 0120 from Table 6C, or 5 + 20 :: 25. Flor Knockout , the target's PO Total is
increased by 25 points. For purposes of survival and recovery, only the basic PDof 5 is
included in the PO Total.
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3.4

-------------.....,~
Fully automat ic weapo n fire is done in half second (one Impulse) bursts and is often
tracked across the tarqetts). The original point of aim is often to one side of the targe1(s)
and the Arc of fire tracked across as shown in Figure 2.

The Arc of Fire determ ines ove rall effectiveness since it defines bullet distribution . In
Fig ure 2A, the Arc of Fire is 2 hexes, and there are 4 bullets into each hex. In Figure 28,
the Arc of Fire is 4 hexes, and there are only 2 bullets into eac h hex.

FULL Y AUTOMATIC
WEAPON FIRE
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"What do you expect
me to do with him?
He's got more holes
than a golf course."

Dr. Oscar Sneiderbunk

Figure 2A Figure 28

Burst Elevation
To find the Odds of Hitting, the Elevation of the burst must first be determined. This

elevation is the height of the burst relative to the target(s). If the shooter prope rly aims,
the burst Elevation wi ll correspo nd tothe targets ' rather than going over their heads or into
the ground.

To determine if the burst is at the proper Elevation, the burst's EAL must be found . This
Automatic weapon EAL is ident ical to an EAL for single shot fire except the Automatic
Elevation Target Size Modifier (Au to ELE) is used instead of the normal Target Size
ALM. The Auto ELE target size modi fier is found on Table 4E for common targets and
measures target height. For nonstandard targets, it is found on Table 4F opposite target
height in feet. The Auto ELE is summed with the other ALMs, as usual, and this EAL is
used with the Bu rst Elevation Odds Table (4G) . If the resu lt is a miss, the burst was either
too high or too low and misses.

Arc of Fire
If the burst is atthe proper Elevation, the Arc of Fire must be determined . The shooter

designates a burst initiation hex (or position on the table). This is the position at wh ich the
Arc of Fire beg ins. The shooter then des ignates over which hexes the burst is swept. The
minimum width of the Arc of Fire depen ds on target range and the shooter's control of the
weapon's recoil. This is given by the weapon's Minimum Arc (MA) and has been recorded
on the Status Sheet for each target range. The Minimum Arc is the minimum number of
hexes ove r which the burst must be tracked . The maximum width of the Arc of Fire is
limited only by the shoote r's Field of Fire. All targets at the proper Elevation, which are
in the hexes covered by the Arc of Fire, may be hit. On level ground, the depth of the Arc
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of Fire extends up to 100 two yard hexes toward (but not past) the shoo ter and 100 two
yard hexes past the target as shown on Figure 3. All personnel in this area are eligible
targets. In the case of contoured terrain, or jf a question arises as to which targets are
eligible , common sense should be used.

"Settle down or I'U sew
your ear lobes to the
bed,"

Dr. Oscar Sneiderbunk

,

~J?t » > : --'.
.I.'"ur .:'}

100 Hexes 100 Hexes

Figure 3

To determine if a target is hit , enter the Automatic Weapon Hit Chance Table (SA) ,
cross-indexing the weapon's Rate of Fire and width of the Arc of Fire in 2 yard hexes.
This number is the Hit Chance. The shooter rolls a 00-99 number. If less than or equal
la the Hit Chance is rolled, the target has been hit by one round. The same isdone toreach
target in the Arc of Fire . If the Hit Chance is an aste risk r) followed by a number, it is the
number of rounds which hit each target. Thus, an ·2 indicates a target has been hit by 2
rounds. Note that the maximum numb er of bull ets hitting is limited by the weapon's Rate
of Fire. See also Section 3.7.

The shoo ter is capable of continuous burst of automatic fire subject to ammunition
limitations. The Elevation EAL for each succeeding burst is the preceding burst's EAL
minus the weapon's Sustained Automatic Burst (SAB) value. This accounts for the
increased difficulty of controlling a weapon on autofire.

Example:
Trent fires a burst from an M16A1 rifle while rushing two opponents. The opponents

are 5 hexes away, exposed and kneeling. Trent's EAL is:

Aim Time ALM 2 Aim Time 2AC, Status Sheet
Range ALM • 22 Range 5 hexes, Table 4A
Hip Fire ALM • -6 Table 4B
Shoo ter Motion ALM • -8 Shooter moved 1 hex the Impul se the

burst was fired, Table 40
Target Size ALM • 11 Auto ELE, Exposed-Kneeling . Table 4E

EAL. 21

Using the Burst Elevation Odds Table (4G) ,the Elevation Odds of Hitting are 86. Trent
rolls a 42 which indicates the burst is at the proper Elevation. His Minimum Arc", .4 , so
he must track the burst over a minimum of .4 hex . He choo ses to track the burst over 3
hexes to cove r both opponents in the Arc of Fire. His Rate of Fire", ·7. The Automatic
Weapon Hit Chance Table (5A), with a Rate of Fire", 7 and Arc of Fire", 3 hexes, gives
a Hit Chance", 29. Trent rolls an 11 and hits the first opponent with one round. He rolls
a 66 and misses the seco nd oppo nent.

Seei ng that he missed, Trent conti nues to spray the area with a second burst. To
determine if this second burst is at the proper Elevation, the prior burst's EAL of 21, minus
the weapon 's SAB value of 3, is used. The second burst's EAL '" 21 - 3 '" 18. Trent rolls
a 23 and the burst is, agai n, atthe prop er Elevation . Th is time Trent puts the burst into the
rem aining target's hex with an Arc of Fire ", .4. The Hit Chance for Rate of Fire - 7 and
Arc of Fire e .4 is ·2. Donovan hits the opponent with two rounds.
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3.5

-------------~--
Unlike a rifle or pistol. a shotgun covers an area with pellets . The size of this area , or
pattern,depends on the shotgun,the type of shot fired.and the target range. At pointblank
range, the pattern is very small and shotgun accuracy is much like a rifle. At longer range,
the shotspreads and the pattern covers many feet. The size of thispattern is given by the
Shotgun ALM (SALM) and is found on the Weapon Data Tables under the PEN and DC
values. The greater the SALM, the larger the pattern and the easier itbecomes to hit the
target. But hitting the target with the pattern does not always mean you hit the target with
pellets. If the pattern becomes too large. the shot spreads over too large an area to be
effective. To accurately model both these effects requires special rules for the Odds of
Hitting.

When firing buckshot, the EAL is determined in the same manner as any single shot
weapon, except the larger of the Target Size ALM (Table 4E), or the SALM (Weapon
Data Table), is used for the target size modifier. Enter the Single Shot Odds Table (4G)
with this modified EAL to determine the Odds of Hitting with the shotgun's pattern. Note
that at very close range, many shotguns have no SALMvalue. At these ranges, the shot
has not spread and is essentially one mass when it strikes. This greatly increases its
penetrating power and damage potential. For these cases, the shotgun is treated as a
single shot weapon.

If the pattem hits, the number of pellets hitting is determined by the Base Pellet Hit
Chance (BPHC). The BPHC is a 00·99 number andis found on the Weapon Data Tables
just below the SALM. The shooter now rolls a 00-99 number. If less than or equal to the
BPHCis rolled, the target is hit by one pellet. If greater than the BPHC is rolled, the target
is missed. A BPHC preceded by an asteriskr )gives the number of pellets that hit. Note
that the BPHC gives the chance of hitting a Target Size ALM '" O. Section 3.7 gives a
methodof adjusting the BPHC forsmaller or larger target sizes. BPHCvalues of less than
oare used only with the target size adjustmentrulesof Section3.7. Thosenot usingthose
rules should consider a BPHC of less than 0 to give no chance of hitting.

The Pattern Radius (PR) listed belowtheBPHCgivesthe size of the shotgun's pattern
in 2 yard hexes. If the pattern hits, all targets within PA hexes of the intended target are
also in the shotgun's pattern and could be hit by pellets. The shooter must check each
target in the pattern for hits using the preceding BPHC.

Example:
Axly fires aSPAS 12 shotgun at an opponent who is partially behind Blocking Cover 15

hexes away. The EAL for a shotgun firing buckshot is:

AlM =
AlM =
AlM =

EAl = 14

Entering the Single Shot Odds Table (4G) with this EALgives an Odds of Hitting of 27.
Axly rolls a 23 and hits with the shotgun's pattern. The BPHC is ·2, so Axly hits the
opponentwith twopellets. Unfortunately, theopponentwasalsohiding behinda hostage.
Since the Pattern Radius (PA) is .2 hexes, thehostageisalsoin the shotgun's pattern. and
Axty also hits the hostage with two pellets.

When determining the Hit Location and Damage for multiple pellet hits, there are two
ways of resolving damage. Each pellet hit can be figured separately, or, for simplicity, all
pellets can be run as hitting the same location. In this case, one Hit Location is rolled,and
the resulting Physical Damage is multiplied by the number of pellets that hit.
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Fully Automatic Shotguns
Specia l rules are required to handle a shotgun firing a fully automatic burst. To

determine the chance of hitting with the shotgun's patterns, the normal automatic fire rules
apply using the larger of the Target Size Elevation ALM or the SALM for the target size
modifie r. Enter the Auto Elevation Odds Table (40) with this modified EAL to determine
the Odds of Hitting the target elevation with the shotgun's patterns. If the patterns are at
the right elevation, enter the Automatic Weapon Hit Chance Table (SA) andcross-index
the weapon's Rate of Fire (ROF) and Arc of Fire just as you would for an automatic burst.
This gives the number of patterns hitting,or the chance of one pattern covering the target.
Determine pattern hits just as you would for automatic fire against all targets in the Arc of
Fire . For each pattern hit, use the BPHC to determin e number of pellet hits just as you
would for a single shotgun blast.

Grouping Multiple Pellet Hits
To more accurately handle multiple pellet hits the following rules can be used to group

the resulting Hit Locations. To use these rules, the Hit Location of the first pellet is
determined by a 00-99 roll using standard rules. All addit ional hits from the same blast
should be grouped around this location . To determine the spacing of this grouping, consult
the following Shotgun Multiple Hit Table . Enter this table with the SALM and find the
Hit Location Spac ing (HLS) . All pellet hits should be selected within plus or minus HLS
percent around the first Hit Location on the Open Hit Location column. These additional
Hit Locations may be determined randomly from within this spacing or distributed evenly.

Shotgun Multiple Hit Table

SALM HLS SALM HLS SALM HLS SALM HLS SALM HLS
< -12 1 -4 4 2 11 8 25 14 80

-10 2 -2 6 4 14 10 34 16 79
-6 3 0 8 6 19 12 45 18 100

Example : In the preceding example, Axly hit the hostage with two pellets. If he rolls a
07 for his Hit Location roll, he hits the hostage in the Shoulder Glance with the first pellet.
At range 15,the SPAS 12 has an SALM of 7 and the HLS : 19 (using the SALM 6entry).
This means the second pellet must hit between a hit location roll of 07· 19, or 00, to 07
+ 19, or 26. The second hit would then be rolled within this spacing and will result in
a hit from the head to upper body.

3.6__1'""---- - - - - - ----
EXPLOSIVE
WEAPONS
AND GRENADES

Explosive Weapons and Grenades are found in the Weapon Data Tables and are
divided into two categories ; Explosive Weapons such as grenade and rocket launchers,
and Hand Grenades. For Explosive Weapons, the values on the left side of the table are
identical to those of the standard small arms. The PEN on the left side is the projectile 's
PEN and gives its penetration capability. It is primarily used to determine the projectile's
penetration against armored targets. If the PEN is less than or equal to the Effective
Armor PF (EPF), the projectile detonates on the armor's surface but does not penetrate.
The exp losion is treated as a blast outside the armor . If the PEN is greater than the
Effective Armor PF, the explosive penetrates and all personnel within take damage from
the explosion just inside the armor's wall . The Effective Armor PF is defined in Section 3.2.

The values on the right side of the table are the weapon's explosion data. The PEN and
DC give the penetration and damage of the explosion 's shrapnel depending on target
range from burst in 2 yard hexes. The Base Shrapnel Hit Chance (BSHC) is the chance
of hitting each target in the burst area with shrapnel. The Base Concussion (BC) gives
the concussion damage of the explosion. Use of these values will be discussed later in
this section.
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Hand Grenade and Explosives data are found in the Grenades I Explosives section of
the Weapon Data Tables. The Arm Time (AT) is the TIme, in AC, to arm the grenade;
the Fuse Length (FL) entry, its fuse length in 2 second phases; and the Range (A), the
distance it can be thrown in 2 yard hexes from a kneeling stance. The PEN, DC, aSHC,
and BC are the same as described in the preceding paragraph. An 61" for a Fuse Length
entry indicates the grenade is Impact detonated.

Note that some of the following material has been repeated from Chapter 2 for
convenience.

Explosi ve Weapon Acc uracy
The EAL of an Explosive Weapon is found in the same manner as conventional

weapons,with two exceptions. These arethe Explosive Weapon Target Size Modifiers
andthe fact that the detonation site of all explosive rounds must be determined, even if the
round missed. Rules governing these situations are as follows.

Explosive Weapons are often aimed at a hex position, building, or large object, rather
than a person, The Target Size ALM of a doorway, window, or building is found on Table
4F, opposite target diameter in feet. Note that the Target Size ALM of +t 2 for a hex is not
fora 6foot diameterobject. It is aneffective target size asviewed from a level firingposition
usingtheweapon's calibrated sights. If theshooter is firing from a highlyelevatedposition,
the hex ALM can be taken from Table 4F for a 6 foot diameter target and is +15.

An Explosive Weapon's EAL is found in the same manner as conventional weapons,
using the preceding Target Size AlM. This EAL is used on the Single Shot Odds Table
(4G) to find the Odds of Hitting. If the hit roll is greater than the Odds of Hitting, the shot
misses. For a miss, refer to Table 4G and find the EAL entry with odds just greater than
thenumber rolled. The differencebetweenthis EALandthe EALrequiredto hit determines
the number of 2 yard hexes by which the shot misses. Enter the Shot Scatter Table (5C)
with this number and readoff the number of hexes bywhichthe shot misses.As mentioned
above, a missed shot with an explosive weapon must be tracked. If the explosive round
misses it is likely that it is either Long or Short of the target hex, but not too far to the right
or left. Rolla ten-sided die; on a 0 through 4 the shot is Short, on a 5 through 9 it is Long.
For misses of greater than 1 hex, the impact hex is either Long or Short and in a direct line
lrom shooter to target. Formissesof 1 hex,the impact hex isselectedrandomlyfromthose
one hex from the target hex on a 1 to 6 roll.

Example:
Donovan is firing a grenade launcher. His EAL is 14 giving him a 27 to hit. He rolls an

82, however, and misses. Scanning up the Odds of Hitting Table he sees that 9 lines up,
at EAL 23, the Odds of Hitting are 86. The difference between this EAL and that required
to hit is therefore 9. Entering the Shot Scatter Table (5C), he sees that his shot missed
by 2 hexes. He rolls a 7 for Long/Short; the shot is long. The round explodes2 hexespast
the target hex, on a direct line from where Donovan fired.

Hand Grenade Accuracy
The accuracy of thrown grenades is found in a similar manner to Explosive Weapons.

For thrown grenades, the EAL is the sum of the target Range ALM, the thrower's Skill
Accuracy Level (SAL), Aim Time Modifiers (Table 4H), Target Size ALM, and applicable
Visibility and Motion ALMs. As with Explosive Weapons, the Target Size ALM for a hex
is +12.

" I'm too busy worrying
about what I've done
to think about what I'm
doing,"

Axly

Thrown Grenade
Aim Time In AC

1
2
3
4
6
8

Aim Time ALM
-26
-18
-14
-12
-11
-10
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Scratch, scratch. "I
can just barely make
II out, It's In Russian.
II says, This face
towards enem .:"

Din the Decisive, his last words

"Grenade? Where?"

Burce the Blind

Explosive Damage
Explosions havetwo damaging effects:shrapnel and concussion. The Base Shrapnel

Hit Chance (BSHe) measures shrapnel generation while the Base Concussion (SC)
indicates concussion damage. These values are found on the right side of the Weapon
Data Tables depending on target range from burst.

The Base Shrapnel Hit Chance (BSHe) is a 00-99 number and is the chance of hitting
with shrapnel. Roll a 00-99 number for each target in the burst area. If less than or equal
to the aSHe is rolled. the target is hit by one piece of shrapnel. A " C" on the table is for
a target in Contact with the explosive. An asterisk n preceding the aSHe gives the
numberof shrapnel pieces hitting. Note that the BSHe gives thechance of hittinga Target
Size ALM = 0 target. Correction of the BSHC for smalleror larger target size is the subject
ofSection 3.7. BSHCvalues less than0 areused onlywiththe target sizeadjustment rules
of Section 3.7. Those not using Section 3.7 should consider a BSHC value of less than
o to indicate no chance of hitting with shrapnel.

Shrapnel Hit Location and Damage are determined in the normal way using the PEN
and DC from the right side of the Weapon Data Table. In determining multiple hits from
shrapnel, the Hit Location and Damage for each piece can be figured separately, or, for
simplicity, all pieces can be run as hitting the same location. In this case, one Hit Location
is rolled, and the resuhing Physical Damage is multiplied by the number of pieces hitting.

To find the Concussion Damage, enter the right side of the Weapon Data Table at the
target range from burst and find the Base Concussion (BC). The BC is the Physical
Damage (PD)points doneto a target in the open. The Blast Modifier Table (5B) contains
modifiers to this Base Concussion. The actual Concussion Damage is the BC times
appropriate Blast Modifiers. The total Explosive Damage is the sum of the shrapnel and
concussion damage.

Concussion PO =Be x Blast Modifiers
Explosive Damage = Shrapnel Damage + Concussion Damage

Example: Donovan is caught in an alley with an empty rifle as two opponentscharge his
position. He has time to arm a USmodel M26A2grenade, and, listeningto the enemy's
approach, throws it around the corner, aiming at point X of Figure 4.

i

\

Figure 4
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Donovan's EAL for this throw is:

Range
Skill
Visibility
Aim Time
Target Size

ALM
ALM
ALM
ALM
ALM

= 25
= 9
= ·14

·12
= 12

Range 3 hexes, Table 4A
Skitt Accuracy Level
Throwing Not Looking, Table 4C
Aim Time 4 AC, Grenade Aim Time Table (4H)
Hex grid target size

EAL 20

Donovan's Odds of Hitting the intended target hex are 67. Donovan rolls a 71 and
misses. The EAL with odds just greater than the number rolled is EAL", 21 (Odds 74).
So Donovan missed his target hex by 21 - 20 '" 1 EAL. This means a miss by 1 hex
referring to the Shot Scatter Table (5C). The hex is determined randomly from those
one hex from the intended target. Using a 1 to 6 roll, it lands in hex number 6 (see Figure
4). The grenade had an Impact fuse so explodes on impact .

Opponent 1 is caught one hex from the blast and is hit by one piece of shrapnel since
the BSHC is *1. The Base Concussion (BC) is 176, so, in addition to the shrapnel hit ,
he receives BC x Blast Modifier", 176 xl", 176 PO in concussion damage.

Opponent 2 is two hexes from the blast and the BSHC is 25. Donovan rolls a 64 and
misses the opponent with shrapnel. The BC is 52, so the opponent receives 52 x l ",
52 PO in concussion damage.

Donovan was five hexes from the blast and behind solid coveraround the corner . He
is immune to shrapnel damage , and the concussion damage he receives is the BC '"
12 (range 5) times the Blast Modifier ", .01 (behind solid cove r), 12 x .01 '" .12 '" 0 PD.

3.7----------------
In the basic game, the Automatic Weapon Hit Chance , shotgun Base Pellet Hit Chance
(BPHC), and Bas e Shrapnel Hit Chance (BSHe ) are based on a Target Size ALM '" O.
This is why these values are called Base values. If the player wants to more accurately
handle the effects of Target Size on these Hit Chances, he can use the following rules.

To account for target size, enter the appropriate Hit Chance Table (SA) with the
appropriate Arc of Fire, shotgun BPHC, or a SHC. Now, move up or down the table from
this position to find the Hit Chance corrected for Target Size. If the Target Size ALM '" +8,
move up the table 8 lines and read off the Hit Chance. If the Target Size", -4, move down
the table 4 lines to find the Hit Chance . When finding the Automatic Weapon Hit Chance
or Shotgun Pellet Hit Chance , the Automatic Width target size modifier (Auto WTH) is
used for the Target Size ALM. This Auto WTH is found on Table 4E for common targets
or on Table 4F opposite the target's width in feet. Note that the second column of the
Automat ic Weapon Hit Chance Table (SA) called " Index " is simply a list of the line
numbers on Tab le SA . This Index makes moving up or down lines on the table easier.

For a Shotgun, the number of pellets hitting cannot be greater than the Pellet Number
given next to the BPHC on the Weapon Data Table. Likewise, for fully automatic fire, the
number of hits per burst is limited to the weapon's Rate of Fire.

Examples:
The Automatic Weapon Hit Chance for an Arc of Fire ", 3, Rate of Fire", 7, and Auto

WTH target size ", 3 is 44.
The Pellet Hit Chance for a BPHC '" 37, and Auto WTH target size", -3 is 15.
The Shrapnel Hit Chance for a BSHC '" 21, and Target Size ALM '" 8 is *2.
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3.8---------- -----
BLOCKING AND
NONBLOCKING
COVER

"II won'l do you any
good 10 hide behind
Ihe girl . She'll only
sl op 3 points."

Gil the Treacherous

Cover isageneral termused todescribe objectsand materialsbehindwhichatargethides
from view. Beca use bullets penetrate many barriers, cover has been divided into two
categories, Blocking and Nonblocking.

A target is behind "Blocking Cover" when the cover will stop penetration of the
enemy'sweapon. Thetarget isbehind"Nonblocklng Cover" whenthecoverwillnot stop
penetration.

The weapon's PEN measures its penetrat ing power. The cover's Protection Factor
(PF) measures its protection and is given on the Cover Protection Factor Table (7C) . If
the weapon's PEN is greater than the cove r's PF, the weapon penetrates and the cover
is Nonblocking. If the PEN is less than or equa l to the PF, the cover is blocking.

If the target is behind Nonblocking cover, as in the case of a man firing over a cardboard
box, the entire targe t area, both visible and hidden , is used for the Target Size ALM in
Sect ion 3.1. In this case , the Target Size ALM would befor a man standing exposed (ALM
'" +7) rather than a man firing over blocking cover (ALM '" 0).

Hit Location and Damage
Note that the Hit Location colum n on the left side of Table 6 does not contai n numbers

for all hit locations. This divides the tab le into two parts , giving target areas exposed when
Firing Over Cove r or In The Open.

When a hit is scored on an opponent behind Nonblocking Cover, the second column
(Open) is always used . If he is Firing Over Cover and the 00-99 hit location roll is in the
top part of the table, he is hit in an exposed location. Otherwise, the bullet must penetrate
the cover before striking. In this way, one roll tells you where you hit and whet her or not
that location is protected by cover . This distinction may be significant in determ ining
damage. The EPEN, used in Section 3.2 to reso lve damage, is the weapon's PEN minus
cover PF minus the target's Effective Armor PF (EPF).

EPEN =weapon PEN - cove r PF - EPF

Example: A target is Firing over Nonblocking Cover. Since the cover is Nonblocking, the
2nd column, labeled In The Open, is used . A 93 is rolled, indicating a Hit Locatio n of
Shin. Th is Hit Location is in the botto m part of the table, so it is beh ind the Nonblocking
Cover. The bullet penetrates the cover and strikes the target. If a 02 were rolled for the
hit location, the bullet would strike the target in the Forehead. Since th is Hit Location
is in the top part of the tab le, it is an exposed area, and does not have to penetrate the
cove r.
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GAME TIPS AND PLAYING AIDS

This Chapterpresents gamel ips designedto speedup play,a listof changes in this edition
ofPhoenix Command, and a setof tournament rulesfromwhichquickpick-up games can
be run. It should help the player gel started, and also provides a few beginning scenarios
and maps.

4.1----------------
Delegation of Work

There are several ways to make the gameplaymore quickty. The referee can delegate
such things as Hit Location s and Damage to an experienced player, and each player can
figure his own Odds of Hitting . Knockout , and Disabling Injuries. Game play is then a
sequenceof the referee calling a new phase, all players moving and determining Odds of
Hitt ing, the player with the Damage Tables resolving PO for all shots hitting , and each
player resolving Knockout and Disabling Injuries.

Ranging Stick
To speed up EAL determinat ion, take a long straightedge , such as a yard stick, and

mark it in hex increments. If aone inch per hex scale is used,make a mark each inch down
the length of the stick . Now, refer to the Target Range ALM Table (4A), and indicate the
corresponding Range ALM next to these marks. The first mark would be +33, the second
mark +28, and so on. When a shot is fired, instead of counting hexes to find the Range
ALM ,place the Rang ing Stick at the shooter's position and extend it over the targ et to read
off the Range ALM.

Markers
To help regulate the characte r's posit ion on the game surface, indicate exposed figures

by placing a marker such as a penny next to a figure who is, for example, looking out a
window. This saves time asking which figures are , or are not visible. Figures around a
comer or behind a waist high wall , with no marker, are assumed unexposed. Figures with
a marker are assumed to be looking or firing around the comer or over the wall .

GAME TIPS

4.2

-------------~--
Scenario 1 The Bridge at Oppenheim

It is the fifth day of the Russian invasion of Germany , and they have reached the Rhine.
The Russians have sustained heavy losses and are no longer an indomitable war
machine, but the German and NATO armies have suffered also . The remnants of your
NATO squad are sent to Oppenheim, just south of the smoking ruins of Mainz and
Wiesbadden . The re, you are to join a fresh battal ion and hold or destroy the bridge . Upo n
arrival, you find yourselves alone . When you report this, new orders are given : Hold the
bridge until reinforcements arrive.
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Three hours later your squad is we ll duq-in in a "buzz-saw", so that everyone can be
counted as lookingover cover (Target Size ALM::: -4, Auto ELE= -3)while still being able
to fire from a braced kneeling stance (ALM = +5). You have at your disposal one M249
Minimi with a 200 round belt. Each man has an M16Al and two extra magazines.

This beginning scenario is designed for 5 to 8 players, each of whom will run one man,
while the referee runs the enemy. It is pretty much a "turkey shoot", aimed at teaching the
bas ics of Odds of Hitting and Damage.

To set up this scenario, study the map and copy it onto a suitable playing surface (hex
map or table with 1 hex = 1 inch). The scale for this scenario is the standard 2 yards per
hex. Place each man on the field so that his Field of Fire (Sec tion 2.3) covers the bridge.
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Fred the Singing Bandit

"If you're In combat
And the odds aren't
fair,
Don't look for me,
I won 't be there."

Scenario 1: The Bridge at Oppenheim
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The idea behind the 'buzz-saw" pattern is to overlap Fields of Fire from different
direct ions, so that an enemy cannot find cover from all incoming fire. The trees and rocks
marked on the map are blocking cover , but can only rea lly cover a man from one direction
of attack . So , for maximum effect, the squad's men should be spread out on both sides
of the road. On a map, the ' Ms" and dashed lines indicate a possible set-up for 6 men and
their Fields of Fire.

As mentioned above, the squad is well dug-in. The men are in foxholes with sandbags
on the rim so that they can fire, whi le only exposing the top of their heads and eyes. This
gives each man a very small target area , making him hard to hit. Since sandbags to either
side of his Field of Fire block his periphery , only opponents who are in his Field of Fire can
fire at him. The disadvantages of this set-up are 1) Field of Fire cannot be changed without
losing the preceding advantages (if changed he becomes a man firing over cover, Target
Size ALM '" 0, Auto ELE '" +2), 2) if a man is hit it will be in the head (use the firing column
with a 00-22 roll), and 3) his Field of View is limited to his Field of Fire. Note that you will
not find this "dug-in buzz-saw" in the rules : it is an example of how you can expand the
realism of play by common sense extensions of the rules.

The following table gives cha racter and weapon data for both sides. All the Shot
Accuracy values have been determined . To keep things simple, everyo ne except the
NATO squad leader has the same Skill Level and Combat Actions. The players decide
who wilt run the squad leader and who will run the Minimi.

M16A1 M249 AKM47

Aim Shot Aim Shot Aim Shot
NATO Squad Leader Time Accuracy Time Accuracy Time Accuracy

Skill Level 5 1 -11 1 -17
Skill Acc Level 11 2 -1 2 -7
Combat Act ions 6 3 2 3 0
Knockout Value 35 4 4 4 2

5 5 5 4
6 6 6 5
7 7 7 7
B B B B
9 9 9 9

11 11 11 11

NATO Soldier f Russian

Skill Level 2 1 -15 1 -21 1 -16
Skill Ace Level 7 2 -5 2 -11 2 -5
Combat Action s 4 3 -2 3 -4 3 -2
Knockout Value 10 4 0 4 -2 4 0

5 1 5 0 5 1
6 2 6 1 6 3
7 3 7 3 7 4
B 4 B 4 B 5
9 5 9 5 9 6

11 7 11 7

The scenario begins as the Russians advance onto the bridge. There is a total of 48
Russians: 8 in two jeeps and 4 squads of ten on foot. Their only arms are the AKM47s (with
twoextra magazines each, AP ammunition). Their initial advance consists of one squad
on point (one point man, 4 flankers, 5 bringing up the rear) and one of the jeeps with four
men following. This group is movi ng at 1 hex per phase as it comes on board. The rest
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until there is Just Usl"

lctentrd O'Reilly

'U sten..•When I want
your opinion, I'll tell
you what it is."

Sgt. Ingram



of the Russians remain at the north end of the bridge, 20 hexes ott board. To keep things
simple, no firing on or ott board is allowed (the referee could extend the map, however,
drawing the bridge and far bank) .

The NATO squad has had time to conceal their foxholes, so they will not be spotted until
they fire.

The goal of the NATO squad is to incapacitate all 14 of the lead Russians on the first
phase of fire. This would so demoralize the rest of the enemy that they would fait back and
regroup. If this cond ition is not reached, the rest of the enemy will attack to support their
comrades' retreat (the jeep can move 16 hexes per phase). This engagement will last 60
phases,after which the Russians fall back and regroup. Diehards can continue play at their
own risk.

'" think I'm allergic
to war:'

Din the Decisive

Scenario 2 Pollee Raid
After a month of undercover investigation. the manufacturing center for a major drug

ring has been located. Police have isolated the area and a SWAT team of ten men has
been brought in. Police surveillance estimates the building occupants as three guards, two
techni cians, and one leader .

The manufacturing center is located in a building which has had all its windows boarded
up. There are, therefore, no details of internal activity, but drawings and flocrplans of the
building have been pulled from city files and are available as shown on page 38. Possible
entry points for the SWAT team are the doors and windows .

The SWAT team can be armed with UZI sub-machinequns. M16 rifles, or M870
shotguns and are equipped with Medium Rigid Body Armor. Their stats are given in the
following table along with those of the suspects. The suspects are in normal clothing and
are armed with M16 rifles and M92F pistols.

Sh t A0 ccuracy

SWAT Team Aim Time M16 Uzi M870

Skill Level 6 1 -10 -11 -11
Combat Actions 6 2 0 0 0
Knockout Value 42 3 3 3 3

4 5 4 5
5 6 6 6
6 7 7 8

Suspect Guard Aim Time M16 M92F

Skill Level 5 1 -11 -6
Combat Actions 8 2 -1 0
Knockout Value 25 3 2 1

4 4 2
5 5 3
6 6 4

Leader I Technician Aim Time M16 M92F

Skill Level 3 1 -13 -8
Combat Actions 7 2 -3 -2
Knockout Value 21 3 0 -1

4 2 0
5 3 1
6 4 2
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Police Entry
The player running the police should choose his entry path or paths and divide his team

up as he wishes. He will not know where the opponents are within the building.
To torce a door or window , one policeman must use a sledge or equivalent device to

force entry . His chances of forcing entry are 80% for a doorway, and 90% for a window.
Forcing a door or window takes 1 phase and no movement or fire takes place in the first
phase. Any door or window resisting entry can be hit again . Each try consumes 6 Action
Counts. Once entry is established, police are free to enter and arrest the suspects. Don't
forget that the police using the sledge must pick up thei r weapons and make sure to
account for time to climb through windows (Table 7B).

The Suspects
At the end of phase 1 the suspects are placed in the building by a 0-9 roll. Roll a 0-9

for each suspect and place him on the appropriate numbered hex.
The suspects will be surprised by the raid and wilt not have their rifles ready. For each

of them, roll a 0-9 number and refer to the following table to determine how many hexes
away his rifle is. Place the rifle on the map randomly at the appropriate distance, using
markers.

Distance from Rifles

"Who died and made
you Lieutenant?"

S9!.Servo

Roll

o
1
2

3-6
7
8
9

Guard

o
o
o
1
2
3
4

Leader

o
o
2
4
6
8
10

Technician

•

•

All the Suspects have a pistol on them which they maychoose to use rather than their
rifles. An aste risk in the Technician column indicates they are armed with a pistol and will
use it. A dash (-) indicates they will flee and surrender if cornered or ordered to freeze .

Pollee Custody
Police entering the building wilt be confronted by a number of people ; some armed,

some fleeing, etc. Assu me it takes 1 AC to determine if a person has a drawn weapon.
If armed we would suggest you assume he will use it.

For a police officer to tell a suspect to "Freeze" costs 2 AC. Once he has frozen , it costs
3 AC to tell him to drop his weapon and for him to comply. At this point the suspect can
be searched and handcuffed, but that will take essentially forever. To move a prisoner
at gunpoint takes 4AC per hex, but allows an office r to remove a prisoner from the building.

Stray Fire
The basic game gives the police plenty to play with. For those who want to deal with

anothe r problem of reality, we sugges t using the Blocking and NonBlocking Cover rules
of Section 3.8 and the following Stray Fire rules to track all fire within the building.

For each shot taken, track a line from the hex the shot was fired, through the target hex,
through interior waifs and doors, and to an exterior wall of the building. Use the
NonBlocking Cover rules for fire crossing walls and doors with the following Blind Fire rules
to determ ine if people in hexes crossed by the line of fire are hit by stray shots.

For each bullet crossing a hex containing a person, roll a 00-99 number. On a 00-16,
the perso n has been hit. Roll for each person in a hex crossed by fire and for each bullet
in a burst of fire. This represents the dangers involved with high power weaponry used in
close confines. Players mayalso use these rules to spray fire through walls and doors at
unseen opponents.
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Third Edit io n Phoenix Command contains many product improvements. These are
listedbelowto help players familiarwith that st and 2nd editions find rule modifications and
improvements.

4.3-------------.....,---
THIRD EDITION

PHOENIX COMMAND

Basic Combat System (Chapter 2)
A Basic Combat System has been added 10 introduce players to the Phoenix

Command system and provide a fast and easy system for rofe-playing use. It maintains
a high degree of real ism. yet minimizes the work load on player and referee.

Game Flow (section 1.3. 2.1, 2.2)
Game Flow within each Phase now takes place on an Impulse basis; with 4 Impulses

per Phase. This system greatly improves resolution and deletes the need for the Target
Visibility Table.

Ducking (Section 2.5, 3.1)
A -5 ALM Ducking or Appeari ng ALM has been added to account for target motion as

he appears or ducks out of sight.

Movemen t ALM (Section 3.1)
The Moving Shooter and Moving Target ALMs have been expanded to include aim time

restrictions, and the tables have been modified.

Field of View (Sect ion 2.3, 5.1)
Field of View with the weapon at the ready. in a Firing Stance, and during Pinning Fire

are defined .

Shock Points (Section 3.3)
The Shock Effects of broken bones have been included in the updated Damage Tables

to more accurately simulate the incapacitating effects of Disabling Injuries.

Automat ic Shotguns and Grouping Pellet Hits (Section 3.5)
Rules def ining the use of fully automatic shotguns and forgrouping pellet hits have been

included.

Explosive Weapon and Grenade Accuracy and Scatter (Section 3.6)
New rules for explosive weapon accuracy, thrown grenade accuracy . and scatter have

been included .

Knockdown (Section 5.12)
A Knockdown factor has been def ined which determines whether a project ile knocks

a target off balance or off his feet.

Pinning Fire and Cover Fire (Sections 5.9 and 5.10)
Pinning Fire Field of View has been included along with rules for Cover Fire.

Single and Double Ac tion Revolvers (Section 5.11)
Rules defining the use of single and doub le action weapon s have been included.

Spotting and Sound Detection (Sections 5.2 and 5.3)
The Spotting and Sound Detection rules have been improved.

Effects 01 Incapacitati on (Section 5.13)
Levels of Incapacitation have been defined .
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4.4

--~------------
USING PHOENIX
COMMAND

"I must be doing
something right.
Not everyone
here Is dead."

Dr. Oscar Sneiderbunk

Phoenix Command has been des igned as a dual -purpose game. It may be used as a
man-ta-man modernwargamewhich requires no other rules,or it mayserveas a combat
system within another game, usually role-ptaytnq. The following are just a few ways in
which this system can be used.

Using Phoenix Command as a Stand~Alone Wargame
Phoenix Command is an ideal framework for mode rn, man-to-man level wargaming.

The refereesimplychoosesa scenario,whetherfromreality,abook,oramovie,anddraws
up a battle map. Pregeneratedtroops maybe used, or customcharacterscan be created.
Appropriateweaponsand equipmentare assignedto eachcharacter andteamsare drawn
from ava ilable players . The referee then briefs each team , and the game begins. The
referee controls game flow and has authority to settle disputes. The two sample scenarios
of Section 4.2 are simple examples of the type of games which can be played.

Using Phoenix Command with other Games
Phoenix Command makes a ideal combat supplement for other games, especially for.

players who wish to add more realism to their gaming. The rules of Chapter 1 provide
guidel ines for adapting other games to Phoenix Command. Players make this conver
sion and use Phoenix Command for combat, medical aid, and wound recovery. Players
are encouraged to use only the parts of Phoenix Command which suit their style of play.
This might mean using the Phoenix Command Odds of Hitting but staying with their other
game's damage system. In these ways, Phoenix Command can be tailored to your own
needs, and will greatly expand your gaming experience .

Using Phoenix Command with other Leading Edge Games
All Leading Edge Games products have a combat system simi lar to or simpler than

Phoenix Command, and are designed to be completely compatible with it. All weapons
and rules that are a part of the Phoenix Command line may be used in combi nation with
any Leading Edge Games product.

Additionally, all equipment and rules supp lements to other Leading Edge Games
products can be used with Phoenix Command. This expands Phoenix Command play
to include any level of technology or role-playing venue.

Phoenix Command Tournament Rules
The Tournament Rules are designed to allow players to throw together a pick-up

game, as well as for actual tournament play. A simple point system is used to balance the
game, and tactical skill and knowledge of weaponry are the keys to victory.

Teams may be assigned, or the battle may be a free-far-all. Unless it is a friendly pick
up game, it is recomme nded that one person be the referee ,and control game flow. A map
which is acceptable to all concerned is used, or is drawn up. Players may be placed on
the map at random , or assig ned a Baseline - a specific point of entry.

Players may choose to have characters who are incapacitated or killed reenter,
unwounded, at their team's Baseline, to create an endless battle.

Each player receives 58 points per combatant. These are used to "buy" characteristics,
skil l levels,armor,and weapons. Points may not be shared between characters or players.

Characteristic points cost one point each, and no characteristic may be less than six.
Combatants are base 3rd Skill Level, and each extra level costs 3 points. Forexample,

5th level costs 6 points .
Body Armor costs 1/2 the PF, rounded up. Heavy Flex costs 5, for example. Helmets

costs 1 for Rigid or lighter, 2 for heavier.
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Weapons cost are found on the following table. The only limit on the number of
weaponswhichmaybetaken is thecharacter'spoint total. Allammunition isFMJ,orHEAT
for explosives.

Weapon Costs

Weapon Cost

Machine Gun, Grenade Launcher 6
Automatic Rifle or Automatic Shotgun 4
Sub-Machinegun*, Anti-Tank weapon or RPG 3
Non-Automatic Rifle or Shotgun 2
Pistol, Hand Grenade, or 1 Reload 1

• The HK53, AKR, and Bushmaster are actually Sub-Machineguns, but cost as much
as Automatic Rifles.

Each character earns VIC10ry Points. The singlecharacter with the highest total is the
individual winner. Add up the individual's totals for each side to decide which team wins.

Victory Points

3 points for killing or incapacitating an opponent
1 point for a disabling wound to an opponent
o points for any other wound on an opponent

-3 for being killed or incapacitated
-1 for leaving the playing field disabled
·2 for leaving the field undisabled, anywhere except the opponent's Baseline
+4 for leaving the field uncisabled on the opponent's Baseline
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OPTIONAL RULES

These optional rules allow the player to more accurately simulate combat; certain details
left out of the basic game are included here. as are rules covering special situations. Any
or all of these rules may be added by agreement of the players.

5.1__r--------------
EXPANDING THE
FIELD OF VIEW

In the basic game, a character's Field of View is his front 180 degrees. He may respond
to any threat in this front 180 degreesbut he cannot see or react to a threat coming from
behind. There are times. however, especially in close combat. when a character will not
know in which direction the threat will come. In these cases, he can increase his Field of
View by glancing to the side or rear. Theseglances take time. Increasing his Fieldof View
to 240 degreesdecreaseshisCombatActionsby 1, increasing it to300 degreesdecreases
his Combal Actions by 2. and increasing it to a full 360 degrees decreases his CA by 3.
Note that a character may not increase his Fieldof Viewwhen in a Firing Stance or if using
the Pinning Fire rules of Section 5.9.

--<

Figure 7: Expanding the Field of View
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Example:
Donovan, whose CA IE 5, is in a building and has lost contact with his comrades . He

hears gunfire and motion in adjoining rooms and hallways. Confused, he decides to stay
put and remain on the defensive. He is standing at the 'T' of a corridor and, fearing attack
from any direction, increases his Field of View to 300 degrees (2 point penalty) as shown
in Rg ure 7. This leaves him an effective CA of 3 and means he receives an action on the
t st, 3rd, and 4th Impulse of each phase. Seconds later, an opponent runs around the
comer behind Donovan. Donovan spots the opponent in his increased Field of View,
changes Facing 120 degrees (1AC) on the first Impluse of the phase.and fires a Snap Shot
(l AC) on the third Impulse of the phase.

5.2

--------------~--
In the basic game, it is assumed that anyone within the character's line of sight is
immediately seen . To add more realism the following Spotting Rules may be used to
determine the time required to spot a target.

These basic Spott ing Rules give the Spotting Time, in Impulses, required to spot a
target. They are intended for close combat and depend on whether the target is Moving,
stationary but Using Combat Actions, or stationary and Frozen. A Moving target is
someone or something which is physically in motion on the play field. A stationary target
using CA is someone who is not Moving ,but is using CA for aiming, reload ing, or any other
physical action. A stationary targe t who is Frozen is someone who is not using any CA for
any action other than those which do not require physical motion. such as spotting and
communication. Movement of the eyes or lips is not considered "physica l motion" in this
sense.

To use these rules , simply enter the following Spotting Time Table for the appropriate
terrain type. Tables are given for No Cover. a flat surface such as a parking lot; within a
Town ; Hilly terrain with cover, and Jungle or Heavy Brush . Simply enter the appropriate
table cross-indexing the target range in hexes with the target's Motion and Target Size
ALM. (Round Target Size ALM down) This gives the Spotting Time.

Target Size 8, 4, or 0
Range Moving Using CA Frozen

8 4 0 8 4 0 8 4 0

No Cover
<10 0 0 0 0 0 0 0 0 0
<20 0 0 0 0 0 1 2 5 8
<40 0 2 2 2 2 3 12 24 33

Town
<10 0 0 0 0 0 1 2 5 8
<20 0 0 1 0 2 2 5 12 17
<40 2 2 3 2 5 8 24 45 54

Hill
<10 0 0 1 0 2 2 5 12 17
<20 0 2 2 2 2 3 12 24 33
<40 2 5 8 5 12 17 45 68 137

Jungle
<10 1 2 3 2 3 5 17 33 45
<20 2 3 5 3 8 12 33 54 68
<40 8 17 24 17 33 45 137 275 275
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Example:
Donovan is advancing down an alley. There is a sniper Frozen in a window 30 hexes

away. Donovan's SpoUing Time is found on the Town terrain table at range 40,for a Frozen
target of Target Size ALM = 0 (in firing stance) and is 54 Impulses.

The sniper has been watching the alley and spots Donovan in 2 Impulses. After that
time he starts to bring his rifle to bear. He is now stationary using CA , so Donovan 's
SpoUing Time is now 8 Impulses. This is not a good situation to be in, but gives an
indication of why Town fights are unpopular.

Pinned Spotting
The preced ing rules give the SpoUing Time to pick up a new target. Once the character

has spotted a target it is much easier to spot him a second time . For basic play, a three
hex convention is used for second spotting. In other words, once a target is spotted. the
characte r can respot any target within one hex of the same location with a SpoUing Time
of O. This is Pinned Spotting; the position is pinned and the spotter knows where to look.
This is one of the main reasons it is advisab le to keep moving in combat. Once the enemy
has a position pinned, they can effectively bring fire to bearwithout a spoUing time penalty.

Character Ability and Spotting TIme
The preceding rules give the SpoUing Times for an average soldier whose CA = 4. The

SpoUing Time can be considered in Action Counts with the character's SpoUing Time
based on his Combat Actions. This more closely corrects the SpoUing Time for skill and
experience. For the purist, the SpoUing Time should be read in Action Counts, and the
character's CA for spcttinq should be taken off Table 10 for a Maximum Speed (MS) of
4 versus his Intelligence Skill Factor (ISF) . This separates the character's strength and
encumbrance from the spcttinq time and depends only on his intelligence, or quickness
of thought, and skill. For those using our role-playing games, the SAL used in determining
the ISF should be based on his Traps and Spotting Skill Level.

5.3

~--------------

-

SOUND DETECTION In many situations a character must rely on his hearing towarn him of approaching danger.
The following Sound Detection rules give the chance of hearing various noises based on
situation and conditions.

To determine the chance of detecting a sound, enter the following Sound Magnitude
Table to find the Sound Magnitude (SM) olthe noise the character is trying to detect. The
greater the SM. the louder the noise. This SM is adjus ted for cond itions such as range.
wind. background noise, and the listener' s attention. To make these adjustments, simply
enter the follow ing tables, as appropriate, and add the sound modifiers to the SM. These
sound modifiers include :

Range
Correction for noise level as a function of distance from the source.

Intervening Factors or Conditions
These modifiers adjust the SM for air conditions, intervening cover such as doors or

brush , and general terrain conditions.

Background Noise
These modifiers adjust the SM for the background noise level at the listener's position.

If the Background noise level is much louder than the sound , he will not be able to detect
it. Note that the Background Noise level is the average continuous noise present when
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the listener is trying to hear the sound. Loud bursts of background noise such as cheers
from a crowd will only be effective during the time they are present .

Listener Attention
These modifiers adjust the SM for the listener's condition of alert and readiness.

Once the Effective Sound Magnitude (ESM) is determined by adding all appropriate
modifiers to the basic SM, enter the So und Detection Table with this ESM to find the
chance 01detecting the sound. The listener rolls a 00-99 number. If less than or equal to
the detection chance is rolled , the noise is heard. For single noises such as a gun shot,
the listener gets only one roll for detection. In the case of a continuous noise. the listener
receives one roll each phase.

So und Magnitude

Weapon Fire Weapon Fire
Pistol or SMG Grenade Launchers 103

Small Caliber 102 Rocket Launchers 140
9mm 105 Lase Rifle 70
Magnums 107 Gauss Rifle 95

Silenced Pistol I SMG 60 Slivergun I Flechette 110
Rifles. MG, or Shotg uns 11 0 Rocket Rifle 120

Conversation Alarms
Whisper 20 Tetephcneor Door Bell 83
Single Vo ice 45 Dog Bark 88
Sma ll Group Conversation 55 Whistle 90
Loud Conversation 65 Megaphone I Alarm 100
Shout 65 Air Raid Siren 125

Combat Actions Usin g Normal AC Usin g x10 AC
Weapon Action

Automatic Pistol or SMG 59 26
Automatic Rifle or MG 60 27
Shotgun 62 29
Bolt Actio n Rifle 56 25
Cock Revolver 57 24

Insert Magazin e 45 22
Open Velcro Pocket 56 20
Open Door Latch 57 15
Wire Cutters 45 15
Bolt Cutters 55 25

Mov ement and Actions Terrain Modifiers
Grenade Landing 53 Grass I Sand I Carpet 0
Person Moving Moist Earth +3

Creep 1 / 4 HPP 20 Hard Ground (dirt) +8
Stalk 7 HPP 26 Gravel +11
Walk 2-3 HPP 43 Brush +12
Trot 4 HPP 56 Leaves +13
Run 5+ HPP 58 Hard Surface

Jump to Ground (6· 10 foot) 65 Soft Sole 0
Body Falling to Gro und 50 Hard Sole +8
Dropped Weapon 70 Metal Sole +14
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Range Modifier

Range Mod Range Mod Range Mod

0 0 16 -3D 260 -54
1 -6 23 -33 360 -57

"Just another tragic 2 -12 32 -36 510 -60
case of terminal 3 -16 45 -39 1000 -66

kinetic energy 4 -18 64 -42 2000 -72

poisoning." 6 -22 90 -45 3000 -76
8 -24 130 -48 5000 -80

Dr. Buen-Scheuk 11 -27 180 -51 15000 -90

Intervening Factors and Conditions

Outdoors 0 Isolated from Sound
Indoors +3 Heavy Wall I Door -18

Solid Cover (bunker) -26
Direct Line of Sight 0

Wind
Isolated from Sound None 0

Through Brush -2 Low -1
Interior Wall I Door -4 Moderate -3
Light Exterior Wall I Door -10 High -6
Medium Exterior Wall I Door -12 Gale Force -9

Background Noi se

Wind Movement (Walking On)
Low -10 Grass I Sand I Carpet -43
Moderate -20 Moist Earth -46
High -35 Hard Ground (dirt) -51
Gale Force -60 Gravel l Brush -54

Leaves -56
Water Hard Surface (soft sale) -43

Ocean Surf (Pacific) -20 Hard Surface (hard sale) -51
White Water Stream -40
White Water Rapids -70 Miscellaneous

Urban House at Night -18
Conversat ion City Street at Night -20

Whisper -20 Air Condition ing in Building -30
Normal Voice -45 Outdoor Crickets -35
Small Group Conversation -55 In House off Busy Street -40
Loud Conversation -65 In a Jet Aircraft -50
Shouting -85 On a Busy Street -70

Listener Attention

Sleeping
Critica lly Preoccupied
Preoccupied
Normal Alert
Expecting Alarm
Focused Anent ion
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Sound Detection Chance

ESM Chance ESM Chance ESM Chance

10+ 99 5 88 0 8
9 98 4 82 -1 2
8 97 3 72 -2 2
7 95 2 50 -3 0
6 92 1 20 -4

Example:
A group of guards are play ing a lively game of poker inside a light frame house. It is cold

outside, so the windows and doors are closed . Outs ide a guard dog barks at an intruder
6 hexes away . The guards' chance of hearing the dog is based on a ESM of 88 (dog bark)
- 22 (range 6 hexes) + 0 (no wind) - 10 (isolated by light wall) - 55 (background small group
talking) • 1 (listeners preoccupied) = O. Each guard's chance of hearing the dog is 8 per
cent per phase.

The basic game does not account for the character's defensive skills. A skilled oppone nt,
who is aware of a threat , will be a harder target to hit than an unskilled one. The skilled
opponent will present a smaller target area and know how best to use cover and movement
to elude fire.

The following presents a Defensive ALM based on the target's Intelligence Skill Factor
(ISF) of Sect ion 1.3, Step 6. This Defensive ALM is added to the Effective Accuracy Level
(EAL) of all shots fired at the character.

Defensive ALM

ISF Defensive ALM ISF Defe nsive ALM ISF Defensive ALM

3 +16 10 +5 20-22 -2
4 +13 11 +4 23-24 -3
5 +11 12 +3 25-27 -4
6 +10 13-14 +2 28-30 -5
7 +8 15-16 +1 31-34 -6
8 +7 17 0 35-38 -7
9 +6 18-19 -1 39-40 -8

5.4--
DEFENSIVE SKILLS

5.5----------------
In a combat situation, Initiative and Morale have probabl y the most important role in
determ ining a combatant's overall effectiveness. In the Basic Game, the combatants react
as perfect automatons. Their Combat Actions determine the speed with which they can
perform any act, but not a moment is lost pausing to think,and not an instant is wasted.
In reality, only the perfect soldier would be capable of such act ion. The following presen ts
a simple way in which game flow can more accurately represent real people in combat.

Each player must decide what Course of Action (COA) his character will follow . A
Course of Action is a planned series of actions such as: 1) advance to window, 2) kneel,
3) establish a firing stance out the window . The number of act ions a character may
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perform during a CO A is limited to the Act io n Number (AI) defined below. The time, in
Act ion Counts, required to think of this COA is given by the Initiative Time (In. After IT
Action Counts requi red to think, the character embarks on the COA.

The Initiative Time (IT) and Action Number (A#) are found on the fo llowing In lt lattve
TIme Table opposite the Intelligence Ski ll Factor (ISF) of Section 1.3, Step 6.

"See Squid fight. Initiative Time Table
See Squid get scared.
See Squid run away ISF IT A# ISF IT A# ISF IT A#

and abandon his
friends. 3 32 2 8-10 20 3 21-28 8 5

Don't be a Squid."
4-5 28 2 11-14 16 3 29-39 4 6
6-7 24 3 15-20 12 4 40+ 0 7

Death Bunny

Example :
Donovan has an Intelligence Skill Factor of 21. This means his Initiative Time (IT) = B

and Action Number (A#) = 5.
Donovan has just entered a building and is hiding around the corner of a corridor.

Somewhere down the corridor is a room from which an opponent is firing. He decides to
peek around the comer and duck back. Th is decision takes BAC. So. SAC late r he looks
around the comer ( l AC). then ducks back (1AC) .

Donovan saw an empty corridor with two doors. The first door see ms to be the one from
which he hears gunfire. He decides to set down his rifle, arm a grenade, draw his pistol,
run down the corridor (2 hexes), and toss the grenade through the door; a total of 5
separate Act ions. This Course of Action takes him BAC to devise. So after BAC, he
proceeds with his plan .

The preceding example shows how the Initiative Time (IT) is used. While a cha racter
is pausing to think, he is free to use those AC changing facing or stance, reloading, or any
other action which wou ld not expose him to fire or interfere with his thinking.

Once a Course of Act ion is started , it cannot be canceled until at least 1AC is spent. A
character may , however, respond immediately to any threat. For example, if an opponent
had jumped Donovan while he was thinking, he could immediately respond to this threat.
The IT applies only to the time required to think of his own Course of Actio n (usually
offensive) , not immediate th reat respon se. If a cha racter is interrupted during the
performance of a Course of Action , he may immediately respond, and then. without
penalty , continue on his COA. He cannot . however. alter his plans in midstream without
pausin g for IT AC. If it is not safe to pause for IT AC, he can immediately flee to the nearest
cover and reconsider from relative safety.

Example:
Donovan has Combat Actions = 5 and embarks on the Course of Action determined in

the preced ing example. In the t st phase, he sets down his rifle (4AC) and starts to grab
a grenade (1AC of 4). In the 2nd phase, he finishes grabbing the grenade (3AC) and starts
to arm it (2 of 3AC). In phase 3, he finishes arming the grenade (1AC), draws his pistol
(2AC) , and moves 2 hexes down the corridor (2AC). In Impulse Four of Phase 3, Donovan
moved one hex down the corridor. At the same time an opponent ente red the corridor from
the far end. Neither Donovan nor the opponent had any exira Combat Act ions in the fourth
Impulse so each spots the other, but no shots are fired .

On the first Impulse of Phase 4, both Donovan and the opponent exchange Snap Shots .
Both their actions were immediate, taking place 1AC into Phase 4. Donovan incapacitates
his opponent, while the oppon ent misses. Donovan can now either wa it IT = BAC and
change his plans or proceed without further delay. Donovan proceeds and tosses the
grenade into the room (2AC).

48



The preced ing rules have a very important aspect : a squad leader or commande r can
relay orders to his troops in exactly the way he would plan his own actions. If well
disciplined, they will respond and a preplanned , coordinated attack can be initiated . Once
the plan is comple ted or interrupted, the troops must rely on their own initiative.

Players should realistically model the time it takes a leader to relay his orders. A
complex set of instructions could take minutes to communicate. Once coordinated and
positioned. the leader can give the go signal, and all troops will jump to act ion . Once this
prep lanned Course of Action is accomplished , the leader should reassemble his un it,
evaluate the situation, and give new orders. For basic orders, you may assume it takes
2 times the leader's IT to issue each order. Therefore if a leader with IT = 8 were to give
orders to 4 maneuver elements, the time required would be 2 x 8 = 16 AC per order x 4
orders ", 64 AC. For leaders with an ISF of 40 or more, assume an IT of 4 for giving orders.

Combat now takes place on a more realistic time line. There wi ll be minutes of silence
as each side coordinates and plans, followed by intense action. The unit with fastest IT
wi lt be ab le to keep up the pressure and remain on the offensive. An ill led unit with long
IT will be unable to go on the offensive and will be forced to respond to the enemy's att acks.

5.6

---- - --------.....,--
Whenever someone is being shot at , the natural response is to seek cover. A character
will remain exposed to fire (either moving or returning fire) only as long as a shot does not
come too close to his position ; a character's Critical Distance determines how close this
might be. The Critical Distance depends on his Knockout Value and is found on the
following table.

Critical Distance Table

Knocko ut Crit ical Rally Knockout Critical Rally
Value Di stance TIme Value Distance Time

1-4 6 160 30-39 2 20
5-9 5 120 40-49 1 8

10-19 4 80 50-79 1 4
20-29 3 40 79 + 1 0

Wh enever a shot or automatic fire burst elevation roll misses a cha racter, the shooter
shou ld find the EAL with Odds of Hittingjust larger than the number rol led. If the difference
between this EAL and the EAL requ ired to hit is greate r than the Critical Distance , the target
is unaffected by the miss. If the difference is less than or equal to the target's Critica l
Distance, he must make a Mora le Roll.

To make a Morale Roll , the character rolls a 00·99 number. If less than or equal to his
Knockout Value (KV) is rolled , he is unaffected by the near miss. If grea ter than his KV
is rolled, he must take cover (duck) or go to a Low Prone position. A Low Prone posit ion
is a defensive posture from which one cannot move or fire.

Once a characte r is under cover, he can attempt to make a Tripled Morale Roll ( a roll
less than or equal to 3 times his KV). If he makes this roll, he can reinitiate act ion. If he
fails this roll , he will remain under cover until rallied or he comes under life threaten ing fire.
If he comes under life threa tening fire, he will either flee or surrender.

To be Rallied , another comrade who has not failed morale must enter the hex of the
broken man and spend Rally Time AC bolster ing his morale. The Rally Time is based on
the unbroken ch aracter's KV and is found on the preced ing Critical Distance Table. For
each set 01 Rally Time AC spent ra llying , each broken character in that hex is given another
chance to make his Morale Roll. If he makes this roll, he has been rall ied and is ready for
action.
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Examp le:
Donovan has a Knockout Value (KV) of 15 and, therefore. a Critical Distance of 4. If

a shot with an EAL of 17 (Oddsof Hitting . 46) is fired at him,and a 52 is rolled for the Odds
of Hitting, the shot misses. The number just larger than the one rolled is for an EAL of 18.
The shot, therefore, missedby 18 - 17"" 1 EAL Since this near miss is less than or equal
to his Critical Distance, he must make a Morale Roll. Donovan rolls a 67 and fails his
Morale Roll sodives for coverbehinda boulder. Once under cover,he attempts his tripled
Morale Roll (3 times his KV of 15;. 45). He rolls a 48, failing his second roll.

A few phases later, Donovan's squad leader enters his hex and orders him forward.
Donovan's squad leader's Rally Time ",8, so after his squad leader expends8 AC rallying
Donovan, Donovan may attempt another Morale Roll (roll less thanor equal to his KV). He
rolls a 09, making his roll, so can reinitiate action.

5.7--.---------------

-

SHOT TIMING
WITHIN A PHASE

In the basic game, play advances on an Impulse by Impulse basis and all fire is resolved
at the end of each Impulse. There are times, however, when detailed timing is desired,
especially in situations of near-simultaneous fire. The Master Phasing Count (MPC)
resolves this.

The Master Phasing Count (MPC) gives the moment within an Impulse when each of
the character's Action Counts are performed. It is graduated in tenths of a second (5 for
an entire Impulse), and isfound opposite the Combat Actionsthat Impulseonthe following
table.

Master Phasing Table

Combat Actions Master Phasing Count
That Impulse 1 2 3 4 5

1 X
2 X X
3 X X X
4 X X X X
5 X X X X X

Donovan, who receives 2 Combat Actions this Impulse, would look on the Combat
Actions 2 line and find two numbers: 2 and 4. These are the times (in tenths of a second)
during the Impulse he completes each of his two Combat Actions. If Donovan fires on his
2nd AC, he fires on MPC4 of that Impulse. If he fires on his t st AC, he fires on MPC2.

Example:
Donovan and an opponent exchange fire down a corridor. Donovan, whose Combat

Acnons , 2 that Impulse, fires on his 1st Action Count. The opponent, whose CA;. 1, also
fires on his t st Action Count. Using the Master Phasing Count, we see Donovan fires on
MPC2 just before the opponent's shot on MPC3.

Players can now resolve damage in the order shots are taken, from the lowestMPC to
highest.

If a character is shot during an Impulse when he is about to fire. and he is not disabled
or knocked out, his shot is executed with an extraA LM modifier of -10 to his aim. Ifhe fires
before he is hit, there is obviously no penalty to his aim.

If he is disabled or knocked out, there is an ALM modifier of ·20 to his aim if the shot is
takenwithin3 MPCafter the timeof theinjury. Anyshotswhichwould havebeen fired more
than 3 MPC after the time of a disabling injury or knockout are cancelled.
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Example:
Donovan hits and knocks out his opponent on MPC2. The opponent was returning fire

on MPC3. Since this shot occurs within 3MPC of the time of his knockout, it is resolved
with an additional ALM = -20.

5.8----------------
Successive shots into the same area are obviously somewhat more accurate, and the
Second Shot rule reflects this. A shooter who fires a second shot at a target in the same
hex in which the first shot was fired receives a +1 AC bonus to his second shot's aim time.
To rece ive this bon us, the shooter must remain stationary and may not have broken firing
stance.

Example:
A stationary shooter spends 2 AC aiming and fires a second shot at a target in the same

hex as the preceding shot without breaking firing stance. HiSsecond shot's aim time is the
AC spent aiming plus 1, or 2 + 1 '" 3AC.

SECOND SHOT
ACCURACY

A location can be Pinned if the shooter is in a firing stance and elects to aim at that location.
The location can be up to one hex wide , and is usually a clearly definable spot, such as
a window or comer. If a target appears in the pinned location, the shooter adds 1AC to the
aim time spent aiming after the target appears. A shooter can pin only one hex at a time
and his Field of View is reduced to 10 degrees.

5.9------------------
PINNING FIRE

Example:
Donovan pins a window from which he expects an opponent to appe ar. Two phases

later, an opponent comes into view . Donovan spends lAC aiming and fires. His shot's
aim time is 1 + 1 = 2AC .

5.10

---------------~--
Cover Fire is an effective way to drive the enemy under cover so that he is less of a threat.
tt is most effective with fully automatic weapons,but single shot weapons can also be used .
Cover Fire is aimed at a hex, or hexes, and assumes a Target Size of +10. If the Cover
Fire hits, then any opponent appearing in that hex, or hexes, come s under immediate
attack. The chance of hitting is taken from the Automatic Fire Hit Chance Table (5A) for
automatic fire based on the Rate of Fire and Arc of Fire. For single shot fire, each round
hitting the hex has an 11010 chance to hit.

Example:
To cove r a com rade's approach to a building, Donovan fires a burst of automatic fire

from his M16 into the windows of the building. The windows are contained in an Arc of Fire
of 3 hexes and Donovan's fire is accurate . Dur ing the Impulse, an opponent appears in
the wind ow and is attacked by Donovan's Cover Fire. Donovan's Hit Chance is taken from
Table SA with an Arc of Fire of 3 and Rate of Fire of 7 and is a 29. Donovan rolls an 18
and hits the opponent.
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5.11__r----------- - --

5.12__r---------------

SINGLE AND DOUBLE
ACTION WEAPONS

KNOCKDOWN

Revolvers and other pistols are available with either Single or Double Action triggers,
depending on the weapon. A Single Action weapon's hammer must be manuallycocked
before firing each round. while a Double Action weapon can be cocked and fired with a
single strokeof the trigger. This trigger stroke ismuch longer and stiffer than that of Single
Action fire . and consequently impairs accuracy. Double Act ion weapons can be fired in
the same way as Single Action weapons jf the firer wishes .

Single Actio n weapons have a ROF of 2; in other words, it takes two AC to cock the
weapon for a second shot. Double Action weapons have a ROF of 1. The basic Odds of
Hitling assume weapons are being fired from a cocked posi tion, or Single Action fire. If
the shooter chooses to fire his weapon Double Action, his aim would have an additional
-3 ALM applied. This penalty accounts for the long trigger stroke and greater amount of
pressurerequired for DoubleAction fire. Note that the Rate of Fireappliesonly to a second
or subsequent shot, but that the accuracy penalty applies to even a first shot.

Examples:
Axly is firing a Double Action revolver with a Rate of Fire of 1. He has just fired a shot

and wants to continue firing as fast as possible. So, his next shot takes 1 AC to prepare
and 1 AC to aim and fire. This shot would have an additional aim penalty of -3 ALM. If he
had wanted to cock his revolver before firing, itwould take him 2 AC to cock (SingleAction
fire), and 1 AC to aim and fire.

Donovanhas just drawn his automaticpistol. The pistol has a round in the chamberwith
the hammer down. Donovan can either spend 2 AC to cock the hammer, or leave it down
for Double Action fire. If he cocks the hammer, his shot would have no accuracy penalty.
If he Double Action fires, his shot would have an accuracy penalty of -3 ALM. Because
this is his first shot, the Rate of Fire does not apply. In other words, Donovan could fire
his pistol after 1 AC of aim without having to spend 1 AC for Double Action fire.

In addition to the injuring effects of bullet wounds, knock down is a factor. This is
particularly important in cases where the target is in body armor. The armor can stop the
projectile's penetration but may result in the target being knocked off his feet. The Knock
Down (KD) valueof aweapon measures its knock down ability and is found inthe Weapon
Data Tables. To determine if a target has been Knocked Down simply cross-index the
weapon's KD value with the Hit Location on the following Projectile Knock Down Table.
If the KD is greater than or equal to the entry, that level of Knock Down effect is imposed
on the target. Thesepenalties range froma 1to 4 Action Count penalty, to the targetbeing
knockedoff his feet. The AC penalties represent the target being knockedoff balance and
represent the time required for him to regain his balance before he can take any action.
The Knock Down result is just that; the target is knocked off his feet. It takes 1 Impulse
for him to hit the ground during which he can take no actions. Once he hits the ground,
ittakes 3AC for him to roll into a position inwhich hecan use his hands. Fromthere, ittakes
another 3AC for him to rise to his feet or 2AC for him to rise to his knees.

Projectile Knock Down Table (PEN)

Penalty Head Body Arm Leg

-1 AC 2 11 2 3
-2 AC 3 14 3 4
-4AC 4 17 4 5

Knock Down 10 19 16 6
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Example:
Axly is hit in the head by a pistol whose PEN is 3. Luckily Axly was wearing a helmet

which stops the bullet's penetration. The impact, however, causes him a 2 AC penalty as
shown in the Projectile Knock Down Table .

Explosive Knock Down
Explosions also have Knock Down effects and are given in the following Explosive

Knock Down Table. This table is used in the same fashion as the Projectile Knock Down
Table, except the explosion's Base Concussion (Be) is cross-indexed with the target's
armor type . Power Armor is an advanced high-tech exoske leton used in the Hlgh·Tech
Weapon Data Supplement and in our role-playing systems. It comes in three configu
rations; Light, Medium. and Heavy .

Explosive Knock Down Table (Be)

Penalty
Nonnal
Infantry

Power Armor
Light Mod Heavy

-1 AC
-2 AC
-4 AC

Knock Down

50
66
82
90

270
350
440
480

520
700
860
950

770
1020
1260
1390

Example:
Axly is running over open terrain when a grenade explodes 2 hexes away. The blast

causes him 52 PD in Concussion Damage. In addition to the wound.he is penalized 1 AC
as shown on the Explosive Knock Down Table for a blast of BC '" 52.

5.12-------------.....,--
In the basic game once a character has failed his Knockout Roll he has been Incapacitated.
This incapacitation does not necessarily mean he is unconscious, it simply means he is
out of acton. The follow ing Incapacitation Effects Table defines the var ious levels of In
capacitation, wh ich ca n be used to define the character's potential actions following
Knockout. To use this table , simply cross -index the Knockout Roll with the PD Total to
determine the Incapacitation effects.

Incapacitation Effects Table

Knocked
PO Total Out Stu nned Dazed Disoriented

over 1/10 KV 00-00 01-02 03-05 06-09
over KV 00-02 03-08 09-16 17-24
over 2 x KV 00-13 14-31 32-52 53-74
over 3 x KV 00-26 27-53 54-82 83-97
200+ 00-60 61-94 95-96 97-97

Knocked Out
The character is unconscious. The time he remains unconscious is taken from the In

capacitation Time Table (BB).

53

INCAPACITATION
EFFECTS



Stunned
The character is semi-conscious but incapable of action or cohe rent thought. Incapaci

tation Time is taken from Table 8B.

Dazed
The character drops to the ground conscious but incapable of offensive action or

thought. After 1 Impulse, a dazed character may flee to cover and take non-offensive
actio ns at 1/2 normal CA. His Incapacitation Time is taken from Table 8B with a -1 modifier
to the 0-9 rol l.

Disoriented
The characte r is fully functional except for Disabling Injuries and may flee or duck to

save himself. He is incapable of offensive action and may not advance toward the ene my.
His Incapacitation Time is taken from Table 8B with a -2 modifier to the 0-9 roll.

Example:
Axly has just taken 52 PO from a grenade blast. This puts his PO Total at Over 2 X KV.

Axly rolls a 28 for his Knockout Roll and is Incapacitated . Referring to the Incapacitation
Effect Table, he has been Stunned by the blast and drop s to the ground incapable of action.
Axly rolls a 2 on his 0-9 roll to determine his Incapacitation Time . Entering Table 8B, his
Incapacitation Time is 15 Phases .

5.14

~--------------
HERO RULES Historical accounts of men in combat often refer to actions in which a man is seriously

injured but remains in action. His wounds would clearly incapacitate a normal man and
are outside the bounds of a high Knockout Value. This type of phenomenon is similar to
what happens when a bear charges a hunter and can be shot repeatedly wi th little effect.
It is tied to the adrenalin rush common to beasts of prey .

To mode l this phenomenon. the following rules may be used . When ever a combatant
takes wounds which push him over 3 X KV on an Impulse he is charging the enemy, or is
aggressively moving to the aid of a comrade, and he makes his knockout roll with a 98
99 roll, he has moved into the realm of the adrenalin rush. For all further Impulses, his
Knockout Roll is based only on the PO received that Impulse;the POTota l is ignored. This
means if he is hit again on the next Impulse for 15 PO, his knockout roll wou ld be based
on a PO Total of 15. This cont inues until he fails another knockout roll or he exceeds his
Critical Ti me Period (Section 2.9). Characters in this situation are only affected by double
asterisk (") Disabl ing Injuries.

These rules apply only to characters whose Knocko ut Value is natu rally greater than
or equal to 40 . Note also that on the Impulse the character makes the 98-99 knockout roll
to start the process he is knocked down and must get up.

Example:
Trent , whose KV is 48, leaves cover to go to the aid of Axlywho has been Incapacitated

in the open. As Trent gets to Axly he is hit in the leg and suffers a 200 PO double disabling
injury. The 200 PO wound makes Trent's PO Total Over 3 x KV. Trent rolls a 98 for his
Knockout Roll meaning he is not Incapacitated . He is however Disabled by the leg injury .
Trent remains in action and drags Axly to cover. Over the time it takes him to get to cover
he is hit again in the leg by a Glanc ing hit. This hit does another 11 PD. Because Trent
has made his 98-99 Knockout Roll and the Hero Rules are in effect , his Knocko ut Roll due
to the 11 PO injury is based only on the wounds received that Impulse, here 11 PD. Trent
makes his Knockout Roll of 10 and drags Axty to cover.
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Character Generation Tables I 1

Encumbrance Base Speed
STR 10 15 20 25 30 35 40 45 50 55 60 70 80 90100125 150200 AGI 1 1.5 2 2.5 3 3.5 4 4 .5

21 4.5 4.5 4 4 4 3.5 3.5 3.5 3.5 3.5 3 3 3 3 3 2.5 2.5 2 21 2 4 5 7 9 10 12 13

20 4.5 4 4 3.5 3.5 3.5 3.5 3.5 3 3 3 3 3 2.5 2.5 2.5 2.5 2 20 2 4 5 7 8 10 11 13

19 4 4 3.5 3.5 3 3 3 3 3 2.5 2.5 2.5 2.5 2.5 2 2 2 1.5 19 2 4 5 7 8 10 11 12

18 4 3.5 3.5 3 3 3 2.5 2.5 2.5 2.5 2.5 2 2 2 2 1.5 1.5 1.5 18 2 4 5 6 8 9 11 12

17 3.5 3 3 3 2.5 2.5 2.5 2.5 2 2 2 2 2 1.5 1.5 1.5 1.5 1 17 2 3 5 6 8 9 10 12

16 3.5 3 2.5 2.5 2.5 2.5 2 2 2 2 2 1.5 1.5 1.5 1..5 1 1 1 16 2 3 5 6 8 9 10 11

15 3 3 2.5 2.5 2 2 2 2 2 1.5 1.5 1.5 1.5 1.5 1 1 1 15 2 3 5 6 7 9 10 11

14 3 2.5 2.5 2 2 2 2 1.5 1.5 1.5 1.5 1.5 1.5 1 1 1 1 14 2 3 4 6 7 8 9 11

13 3 2.5 2.5 2 2 2 1.5 1.5 1.5 1.5 1.5 1.5 1 1 1 1 13 2 3 4 6 7 8 9 10

12 3 2.5 2 2 2 2 1.5 1.5 1.5 1.5 1.5 1 1 12 2 3 4 5 7 8 9 10

11 3 2.5 2 2 2 2 1.5 1.5 1.5 1.5 1.5 1 1 11 2 3 4 5 6 7 8 9

10 3 2.5 2 2 2 2 1.5 1.5 1.5 1.5 1.5 1 1 10 2 3 4 5 6 7 8 9

9 3 2.5 2 2 2 2 1.5 1.5 1.5 1.5 1.5 1 1 9 2 3 4 5 6 7 8 9

8 3 2.5 2 2 2 1.5 1.5 1.5 1.5 1.5 1.5 1 1 8 2 3 4 4 5 6 7 8

7 2.5 2.5 2 2 2 1.5 1.5 1.5 .5 1.5 1.5 1 1 7 2 3 3 4 5 6 7 8

6 2.5 2.5 2 2 2 1.5 1.5 1.5 1.5 1.5 6 2 2 3 4 5 5 6 7

5 2.5 2.5 2 2 1.5 1.5 1.5 1.5 1.5 1 5 1 2 3 4 4 5 6 6

4 2.5 2 2 1.5 1.5 1.5 1.5 1 1 1 4 1 2 3 3 4 4 5 6

3 2.5 2 1.5 1.5 1.5 1 1 1 1 3 1 2 2 3 3 4 4 5

2 2 1.5 1.5 1.5 1 1 1 2 1 1 2 2 3 3 4 4

1 1.5 1.5 1 1 1 1 1 2 2 2 3 3

ISF = INT + SAL

Skill Intelligence Skill Factor (ISF) Combat Impulse
Level SAL MS 7 9 11 13 15 17 19 21 23 25 27 29 31 33 35 37 39 Actions 1 2 3 4

0 0 1 1 1 1 1 1 1 1 1 1 1 1 1 2 2 2 2 2 1 1

5 2 1 1 1 2 2 2 2 2 2 3 3 3 3 3 3 4 4 2 1

2 7 3 1 2 2 2 3 3 3 3 4 4 4 4 5 5 5 5 6 3 1 1

3 9 4 2 2 3 3 4 4 4 5 5 5 6 6 6 7 7 7 7 4 1 1

4 10 5 2 3 3 4 4 5 5 6 6 7 7 7 8 8 8 9 9 5 2 1

5 11 6 3 3 4 5 5 6 6 7 7 8 8 9 9 10 10 11 11 6 2 2 1

6 12 7 3 4 5 5 6 7 7 8 9 9 10 10 11 11 12 12 13 7 2 2 2

7 13 8 3 4 5 6 7 8 9 9 10 11 11 12 12 13 14 14 15 8 2 2 2 2

8 14 9 4 5 6 7 8 9 10 10 11 12 13 13 14 15 15 16 17 9 3 2 2 2

9 15 10 4 6 7 8 9 10 11 12 12 13 14 15 16 16 17 18 18 10 3 2 3 2

10 16 11 5 6 7 9 10 11 12 13 14 15 15 16 17 18 19 19 20 11 3 2 3 3

11 17 12 5 7 8 10 11 12 13 14 15 16 17 18 19 20 21 21 22 12 3 3 3 3
12 18 13 6 7 9 11 12 13 14 15 16 17 18 19 20 21 22 23 24 13 4 3 3 3

13 19 14 4 3 4 3
14 20 15 4 3 4 4

15 21 16 4 4 4 4

16 22 17 5 4 4 4

17 23 18 5 4 5 4

18 24 19 5 4 5 5
19 25 20 5 5 5 5

20 26 21 6 5 5 5



Odds of Hitting Tables I 2

Automatic Fire Table I 28
Multiple Hits

Accuracy Modifiers I 2C

Target Rate of Fire
Range 4 ·8 9·15 16+

10 3 5 8
15 2 5 7
20 2 4 6
25 2 3 5
35 1 2 4
45 1 2 3
60 1 1 2

60+ 1 1 1

Shot
00 Accuracy

01 Modifier Stance I Situation

0
01 Shooter Stance
02 0 Standing

0 00 +3 Kneeling

03 01 +6 Prone
04 01 00 -6 Hip Firing"

05 0 -10 Shooter Moving or Ducking
06 02 01 -5 Target Moving , Ducking ,

07 02 01 or Appearing

09 Target Size
12 02 00 -4 Looking Over Cover

15 03 01 0 Firing Over Cover

8 0 +8 Standing Exposed
22 05 01 +6 Kneeling Exposed
27 06 02 +2 Prone Exposed

33 0 Firing Through Smoke

39 09 -4 With Ultrasonics

46 12 -14 Without Ultrasonics

5
60 18
67 22 Explosive Weapon Target

7 27- Size Modifiers

80 33 12
86 39 15 +12 Target is a Hex

90 fl8 18 +9 Target is a Window

94 53 22 +13 Target is a Door

96 60 27
98 67 33 Automatic Fire· All Automatic Fire is exe-

74 39 cuted with a bonus of 1Action to the Aim Time.
80 46 Calted Shots - The Shooter may choose to

86 53 use the 'Firing Around Cover ' Hit Location

90 60 Table when firing at a target in the open. All

94 67 such fire is executed with a 1 Action Aim Time

96 " penalty. This option is generally used for low

98 80 Damage Class or low Penetration weapons,

86 and increases the chance of disabling an
opponent, at the cost of reduced accuracy.

94 " ·Hip Firing. Establi shing a Firing Stance
96 takes 2 Actions, after which the Aim Time

beg ins; if a Firing Stance is not established,
the Hip Firing modifier is used.

MISS

Target Range In Hexes

6 7 10 20 40 70 100 200 3004

HIT

3

01
01 01
02 01 00
0'1 02 Ol 0
06 04 02 01 00
09 06 03 02 01
15 09 05 04 02
22 15 07 06 03
27 18 09 07 04
33 22 12 09 0
39 27 15 12 06
46 33 18 15 07
53 39 22 1 09
60 46 27 22 12
67 53 33 27 15
7.11 60 39 33 18
80 67 46 39 22
86 74 53 46 27
90 60 53 33
94 86 67 60 39
96 90 74 67 46
98 94 80 7.J1 53

96 86 80 60
98 90 86 67

94 90 711
96 94 80
98 96 86

98 90
94
96
98

00
01

60
67
7.4
80
86
90
94
96
98

27
39
46
53

2
3
4
5
6
7
8
9

10
11
12
13
1
15
16

-4
-3
-2
-1
o
1

·7
-6
-5

20
21
22
23
24
25
26
27
28
29
30

~tl=1=============:9i:~=1
33
34

-30
-28

-10
-9
-8

- II
-12
-11

-26
-24
-22
·20
-1 8
-1 6

Shot

Accuracy 2

-



Hit Locat ion and Damage Table I 3A

WEAPON GLANCING ROLL (0 - 9)

IF
PENETRATION

LINE LOW VELOCITY DAMAG E OVER PENETRATING DAMAGE
4 0 -2 3 -9
3 3 -9
2 6 -9
1 9

HIT LOCATION
ROLL Over Penet rating Physical Damage

Firi ng In Weapon Damage Class (DC)
Around The
Cover Open Hit Location Physical Damage 1 -2 3-5 6-8 9-10

00-02 00-00 Head Glance 7 Light Wound 7 200 1,000 80,000
03-17 01-02 Forehead 2,000 Critical Wound 2,000 60,000 Dead Dead
18-22 03-03 Eye-Nose 3,000 Critical Wound 3,000 80,000 Dead Dead
23-38 04-05 Mouth 300 Critical Wound 300 6,000 30,000 Dead

39-56 06-08 Ar m Glance 1 Superficial Wound 1 "5 "11 "32
57-69 09-10 Shoulder "21 Disabling Injury "21 ""500 ""1,000 "1,000
70-76 11-11 Upper Arm - Flesh 3 Superficial Wound 3 "12 ""100 **100
77-80 12-12 Upper Arm - Bone "7 Disabling Injury "7 ·60 "· 100 ""100
81-83 13-13 Forearm - Flesh 3 Superficial Wound 3 "12 "50 "50
84-92 14-14 Forearm - Bone ·6 Disabling Injury · 6 "60 **60 **60

93-95 15-15 Hand 3 Superficial Wound 3 ·8 ·15 ·15
96-99 16-16 Weapon Weapon Critical

17-19 Body Glance 1 Superficial Wound 1 7 16 47
20-23 Chest 51 Heavy Wound 51 100 300 2,000
24-24 Base of Neck 300 Critical Wound 300 6,000 40,000 Dead
25-25 Heart 4,000 Critical Wound 4,000 100,000 Dead Dead
26-30 Spine 300 Critical Wound 300 5,000 30,000 Dead
31-42 Abdomen 35 Heavy Wound 35 900 5,000 30,000
43-56 Pelvis 21 Medium Wound 21 100 500 4,000

57-60 Leg Glance 1 Superficial Wound 1 "7 "16 ·47
61-77 Thigh - Flesh 3 Superficial Wound 3 ·88 ·· 500 ··600
78-82 Thigh - Bone ·16 Disabling Injury "16 "'400 " 700 **700
83-99 Shin - Foot · 14 Disabling Injury "14 ""200 ""200 ""200

" - Indicates a Disabling Injury "" - Indicates a Disabling Injury to a combatant on Herculon or Anestalon (See Living Steel)

Penetration Summ ary I 3B Weapon Summ ary I 3C Explosive Concussion Tabl e I 3D

Armor Weapon P~N

Protection Penetration
Factor Penetration Line (Ammo Type) Damage Target Range from Burst

PF 1 2 3 4 Weapon FMJ AP Class Exp los ive C 0 1 2 3 5 10

2 3 4 6 7 Pistols Frag Grenade
4 5 7 9 11 9mm 2 3 3 In Open 13k 700 180 50 30 12 4
6 7 10 12 16 45ACP 2 2 3 Partial Cover 6h350 90 25 15 6 2

10 11 15 19 25 Prone 10h525135 38 22 9 3
16 17 23 29 38 SMG
20 21 28 36 47 9mm 2 4 3 Blast Grenade
30 31 41 53 69 45ACP 2 2 3 In Open 20k900220 60 32 14 4
40 41 54 70 91 Partial Cover 10k 450 110 30 16 7 2
50 51 67 87 113 Rifles & MG Prone 15k 675 165 45 24 10 3
60 61 80 104 135 M 16 17 23 6
70 71 93 120 156 M 14 20 28 8 40mm Grenade

100 101 132 171 222 AK47 11 16 7 In Open 32h273 80 25 13 6 1
180 181 236 306 398 AK74 14 19 6 Partial Cover 16h 136 40 12 6 3 1
200 201 262 340 442 M60 20 28 8 Prone 24h205 60 19 10 4 1



Odds of Hitting Tables / 4

Single Burst

Range A lM AlM AlM EAl Shot Elev.

1 33 0 Standing (standing & braced +4) 0 Good Visibility 28 99 99

2 28 +3 Kneeling (kneeling & braced +5) -2 Dusk 27 98 98

3 25 +6 Prone (prone & braced +7) -4 Night Full Moon 26 96 98

4 23 +1 Using Sling for Support (Aim Time >7) -6 1/2 Moon 25 94 97

5 22 -6 Firing from the Hip -12 No Moon 24 90 95

6 20 -7 Firing Rifle with One Hand -10 Firing at Muzzle Flash 23 86 92

7 19 -4 Firing Pistol with One Hand -6 Smoke, Haze. Fog 22 80 90

8 18 -4 Folding Stock Not Used -8 Looking into a Light 21 74 86

9 17 -3 Firing Pistol Double Action -6 Optical Scope under 8 hexes 20 67 82

11 16 -2 Deployed Bipod Not Braced -4 Optical Scop e Broken 19 60 77

12 15 +3 Bipod Mounted Weapon -8 Advanced Aiming System Broken 18 53 73

14 14 +5 Tripod Mounted Weapon -4 Weapon Sights Broken 17 46 68

16 13 +11 Turret Mounted Weapon -8 Firing from Teargas. No Mask 16 39 62

19 12 +3 Pistol with Shoulder Stock -14 Shooter Not Looking 15 33 57

22 11 14 27 52

25 10 13 22 47

30 9 12 18 43

35 8 Speed Target Range In 2 Yard Hexes 11 15 38

40 7 HPI 10 20 40 70 100 200 300 400 600 800 1000 1200 1500 10 12 34

45 6 .5 -6 -5 -5 9 09 31

50 5 1 -8 -6 -5 -5 8 07 27

55 4 2 -10 -8 -6 (No Maximum Aim) 7 06 24

65 3 3 -10 -7 6 05 21

75 2 4 -8 5 04 19

85 1 10 -10 -5 -5 -5 4 03 17

100 0 20 -6 -5 -5 -5 -5 3 02 15

115 -1 30 -7 -6 -6 -5 -5 -5 2 02 13

130 -2 40 -8 -7 -6 -5 -5 -5 1 01 11

150 -3 50 -9 -8 -7 -6 -6 -5 0 01 10

170 -4 60 -10 -10 -8 --7 -6 -6 -6 -1 01 09

200 -5 70 (Maximum 2 Impulse Aim ) -9 -8 -7 -6 -6 -2 00 08

230 -6 80 -9 -8 -7 -7 -6 -3 07

250 -7 90 -10 -9 -8 -7 -6 -4 06

300 -8 100 -9 -8 -7 -7 -5 05

350 -9 110 -10 -9 -8 -7 -6 04

400 -10 120 -10 -9 -8 -7 -8 03

450 -11 -10 02

500 -12 -15 01

600 -13 -17 00

700 -14 Target Auto Auto -22

800 -15 Size Elev Width Size AlM Size AlM Size AlM

950 -16 Look Over/Around -4 -3 -3 .1 -15 1.6 +5 8.4 +17

1100 -17 Fire Over/Around 0 +2 +2 .2 -10 1.8 +6 9.7 +18

1250 -18 Standing Exposed +7 +14 +1 .3 -7 2.1 +7 11.1 +19 Hex TS AlM =+12

1400 -19 Knee ling Exposed +6 +11 +3 .4 -5 2.4 +8 12.8 +20 Throw A im

1650 -20 Prone I Crawl +2 +2 +2 .5 -3 2.7 +9 14.7 +21 A im Time

1900 -21 Running +8 +14 +1 .6 -2 3.2 +10 16.9 +22 AC Mod

2150 -22 Low Crouch +7 +11 +2 .7 -1 3.6 +11 19.4 +23 1 -26

2500 -23 Hands and Knees +6 +8 +1 .8 0 4.2 +12 22.3 +24 2 -18

2850 -24 Low Prone +1 0 +5 .9 +1 4.8 +13 25.7 +25 3 -14

3300 -25 Head -3 0 -3 1.0 +2 5.5 +14 29.5 +26 4 -12

3800 -26 Body +5 +8 +3 1.2 +3 6.3 +15 34.0 +27 6 -11

4350 -27 Legs +4 +8 0 1.4 +4 7.3 +16 39.0 +28 8 -10



8M Target

10 Underwater

5 In Small Room (10')
3 In Open Tranch
1 In the Open

.75 Prone

.5 Under Partial Cover

.25 In Combat Suit

.01 In Power Armor

o Behind Sol id Cover

Scatter
(hexes)

1

2

3
4

5

6

8
10
12
14
16
19
21
25

Difference
in SA

1·7
8-11

12·13
14·15
16-1 7
18-1 9
20-21

22

23

24
25
26
27
28

Roll
00·03 Shoulder Glance

04-05 Shoulder Socket

'06·07 Shoulder

· 08-13 Torso Glance

' 14·17 Base ot Neck
'18 -19 Lung - Rib

' 20·23 Lung

'24-25 Heart

*26-27 Liver - Rib

*28-29 Liver

' 30-31 Stomach· Rib

' 32-33 Stomch

' 34·35 Stomach· Kidney

' 36-37 Stomach - Spleen

*38-41 Liver - Kidney

*42-46 Liver - Spine

*47-54 Intestines

'55-60 Spine

61·82 Pelvis

83·99 Hip Socket

.. Covered by Body Armor

. • - • -. .
Arc of Rate Of Fire (ROF) Pellet Hit Chance

Fire Index 3 4 5 6 7 8 9 10 12 18 36 54 72144 Shrapnel Hit Chance

31 ' 3 '4 ' 5 '6 '7 ' 8 ' 9 ' 10 ' 12 ' 18 ' 36 ' 54 ' 72 '144 '58
30 '3 '4 ' 5 ' 5 '6 '7 ' 8 ' 9 ' 11 ' 16 '33 ' 49 ' 65 ' 131 '44
29 '2 ' 3 '4 '5 ' 6 ' 6 ' 7 ' 8 ' 9 ' 14 '28 '43 ' 57" 11 4 '33

.2 28 '2 '3 '3 '4 '5 '5 '6 '7 ' 8 ' 12 ' 25 '37 ' 50 ' 99 ' 25
27 ' 2 '2 '3 '4 '4 ' 5 ' 5 '6 '7 ' 11 ' 22 ' 32 ' 43 ' 86 ' 19
26 ' 2 ' 2 '3 '3 ' 4 ' 4 ' 5 ' 5 ' 6 '9 ' 19 ' 28 '37 '75 '14

.3 25 ' 1 ' 2 ' 2 '3 ' 3 ' 4 ' 4 ' 5 '5 ' 8 ' 16 ' 24 '33 ' 65 ' 11
24 ' 1 ' 2 ' 2 ' 2 '3 ' 3 '4 ' 4 ' 5 '7 ' 14 ' 21 '28 '57 '8

.4 23 ' 1 '1 '2 '2 ' 2 '3 '3 '3 ' 4 '6 '12 ' 18 ' 25 '4 9 '6

22 89 ' 1 ' 1 '2 '2 '2 '3 '3 ' 4 '5 ' 11 '1 6 ' 21 ' 43 '5
.5 21 77 ' 1 '1 '2 '2 ' 2 ' 2 ' 3 ' 3 ' 5 '9 '14 ' 19 ' 37 '4

.6 20 67 89 '1 '1 ' 2 ' 2 '2 ' 2 ' 3 ' 4 ' 8 '12 ' 16 '32 '3

.7 19 58 78 97 '1 ' 1 '2 ' 2 '2 ' 2 ' 4 '7 ' 11 ' 14 '28 '2

.8 18 51 67 84 ' 1 ' 1 ' 1 ' 2 ' 2 ' 2 ' 3 ' 6 ' 9 ' 12 '24 '2

.9 17 44 58 73 88 ' 1 ' 1 ' 1 ' 1 ' 2 '3 ' 5 ' 8 ' 11 ' 21 '1
1 16 38 51 64 77 89 ' 1 ' 1 ' 1 ' 2 ' 2 ' 5 '7 ' 9 '19 87

15 33 44 55 66 78 89 ' 1 ' 1 '1 ' 2 ' 4 ' 6 ' 8 ' 16 65
14 28 38 48 58 67 77 87 97 '1 ' 2 ' 3 '5 '7 '1 4 49
13 25 33 41 50 58 67 75 84 ' 1 '2 ' 3 ' 5 '6 ' 12 37
12 21 29 36 43 51 58 65 73 88 ' 1 '3 ' 4 ' 5 ' 11 28

2 11 18 25 31 38 44 50 57 63 76 ' 1 ' 2 '3 ' 5 ' 9 21
10 16 21 27 33 38 44 49 55 66 ' 1 ' 2 ' 3 ' 4 '8 15
9 14 18 23 28 33 38 43 48 57 86 ' 2 '3 '3 '7 11

3 8 12 16 20 24 29 33 37 41 50 75 '2 ' 2 '3 '6 8
7 10 14 17 21 25 28 32 36 43 65 '1 ' 2 ' 3 '5 6

4 6 9 12 15 18 21 25 28 31 37 56 '1 ' 2 ' 2 ' 5 4
5 7 10 13 16 18 21 24 27 32 49 98 ' 1 '2 ' 4 3

5 4 6 9 11 13 16 18 21 23 28 42 85 ' 1 ' 2 '3 2
6 3 5 7 10 12 14 16 18 20 24 37 74 ' 1 ' 2 ' 3 1
7 2 5 6 8 10 12 14 15 17 21 32 64 97 '1 ' 3 1
8 1 4 5 7 9 10 12 13 15 18 28 56 84 '1 '2 0

10 0 3 5 6 7 9 10 11 13 16 24 48 73 98 '2 0
11 -1 3 4 5 6 7 9 10 11 13 21 42 64 85 '2
13 -2 2 3 4 5 6 7 8 9 12 18 36 55 74 ' 1
15 -3 2 3 4 4 5 6 7 8 10 15 32 48 64 ' 1
17 -4 1 2 3 4 5 5 6 7 8 13 27 41 56 '1

20 -5 1 2 2 3 4 5 5 6 7 11 24 36 48 97
23 -6 1 1 2 3 3 4 4 5 6 10 20 31 42 85
26 -7 1 1 2 2 3 3 4 4 5 8 18 27 36 73
30 -8 0 1 1 2 2 3 3 3 4 7 15 23 31 64
35 ·9 0 1 1 1 2 2 3 3 4 6 13 20 27 55
40 ·10 0 0 1 1 1 2 2 2 3 5 11 17 23 48
46 -11 0 0 0 1 1 1 2 2 3 4 10 15 20 42
53 ·12 0 0 0 1 1 1 1 2 2 4 8 13 17 37
61 ·13 0 0 0 0 1 1 1 1 2 3 7 11 15 31
70 ·14 0 0 0 0 0 1 1 1 1 2 6 9 13 27
81 ·15 0 0 0 0 0 1 1 1 2 5 8 11 23
93 ·16 0 0 0 0 0 0 0 1 2 4 7 10 20

107 ·17 0 0 0 0 0 0 0 1 1 4 6 8 17
123 ·18 0 0 0 0 0 0 0 1 3 5 7 15
142 ·19 0 0 0 0 0 0 1 2 4 6 13
163 ·20 0 0 0 0 0 0 1 2 4 5 11
188 ·21 0 0 0 0 0 0 2 3 4 10



Hit Location and Damage Table I 6A

Weapon Damage Class (DC), Effective Penetration (EPEN), and Physical Dam a g e (P O)

H = 100 K = 1,000 T =10,000 X = 100 ,000 M =1,000,000

DC = 1 DC =2 DC =3 DC =4
EPEN EPEN EPEN EPEN

Fire Open Hit Lo cation .5 1 1.5 2 3 5 10 1 1.5 2 2.5 3 5 10 1 1.5 2 2.5 3 5 10 1 2 2.5 3 5 10

00-0200-00 Head Glance 1 5 7 7 7 7 7 16 24 24 24 24 24 24 57 83 83 83 83 83 83 lH 2H 2H 2H 2H 2H

03-1601 -02 Forehead 11 lK 2K 2K 2K 2K 2K 4K 5K 6K 8K 8K 8K 8K lT 2T 2T 3T 3T 3T 3T 3T 5T 6T 6T 6T 6T

17-21 03-03 Eye - Nose 4 1K 2K 3K 3K 3K 3K 4K 5K 1T 1T 1T 1T 1T 1T 2T 4T 4T 4T 4T 4T 3T 8T 8T 8T 8T 8T

22-3204-05 Mouth 1 3 3 [45 21:1. 21:1 21:1 11 1H 21:1 81:1. 81:1 81:1 81:1 37 40151:1 3K 3K 3K~K 77 l:!K 5J" 6K 6K 6K
33-3406-06 Neck Flesh 1 I I 1 1 1 1 5 5 5 5 5 5 5 1I 1I 1I 1I 1I 11 11 19 19 19 19 19 19

35-3607-07 Neck Spine 3 4 1 5 2H 2H 2H 2H 15 117 7H 8H 8H 8H 8H 54 160 3K 3K 3K 3K 3K lH [5K 6K 6K 6K· 6K

37-4808-08 Shoulder Glance 1 1 1 1 1 1 1 2 2 2 2 2 2 2 3 3 3 3 3 3 3 5 5 5 5 5 5

49-6009-09 Shoulder 1 2 2 4 4 4 4 7 I 8 14 14 14 14 14 23 27 49 49 49 49 49 -48-1H 1fI Hi 1R" nr
61-6510-10 Arm Glance 1 1 1 1 1 I 1 2 2 2 2 2 2 2 3 3 3 3 3 3 3 5 5 5 5 5 5

66-71 11-11 Arm Flesh 1 I 1 1 1 I 1 3 3 3 3 3 3 3 9 9 9 9 9 9 9 18 f8 18 "18 llr 18

72-7412-12 Arm Bone 1 r+J_1 1 1 7 7 f~2 3 4 5 23 23 5 7 9 13 16 81 81 10 20 28 34 lH 1H

75-7813-13 Elbow 1 1 2 3 3 3 3 4 J _ 9 10 10 10 10 14 25 30 34 34 34 34 29 62 71 71 71 71

79-81 14-14 Forearm Flesh 1 1 1 1 1 1 1 2 2 2 2 2 2 2 6 6 6 6 6 6 6 12 12 12 12 12 12

82-87 15-15 Forearm Bone 1 I 1 1 1 6 6 6 1 1 2 4202020 4 6 8 15 60 60 60 8 17 38 60 60 60

88-9316-16 Hand 1 1 1 1 1 1 1 1 1 1 1 1 1 1 4 4 4 4 4 4 4 8 8 6 8 8 8

94-9917-17 Weapon Critical

18-19 Torso Glance 1 1 I 1 1 1 1 3 3 3 3 3 3 3 5 5 5 5 5 5 5 7 7 7 7 7 7

20-21 Base of Neck 1 3 6 [ 7 2ff. ~t!: 3.!:!J 12 21 [2I: sf! 8El 8.!:!: 9El 40 74 r83 2K 3K 3K:lIf 83 !2El 3K 6K 6K 6K

22-22 Lung - Rib 1 1 64 71 79 79 79 1 79 87 98 98 98 96 2 1H l H lH 1H l H 1H 2 2H 2H 2H 2H 2H

23-24 Lung 37 40 51 51 51 51 51 50 62 62 62 62 62 62 71 89 89 89 89 89 89 96 lH lH lH 1H l H

25-25 Heart 1 2K 3K f3K 4K 4K 4K 8K 1T ID" 1T II 1T.~i't 3T 3T fu: H 5T 5T sf 6T17T 9T lX IX _IX

26-26 Liver - Rib 1 6 31 42 49 49 49 21 lH lH 2H 2H 2H 2H 75 4H 5H 6H 6H 6H 6H 2H 1K 1K 1K I K I K

27-27 Liver 4 27 28 35 35 35 35 94 98 lH lH lH lH l H 3H 3H 4H 4H 4H 4H 4H 7H 9H 9H 9H 9H 9H

28-28 Stomach - Rib 1 4 19 27 38 38 38 6 27 37 45 53 53 53 11 46 63 89 89 89 89 16 95 lH lH l H l H

29-29 Stomach 3 17 19 28 28 28 28 24 27 40 40 40 40 40 41 45 67 67 67 67 67 62 lH lH 1H lH 1H

30-30 Stomach-Spleen 1 2 25 41 50 50 50 6 64 lH lH 1H l H lH 19 2H 3H 4H 4H 4H 4H 37 6H 8H 8H 8H 8H

31-31 Stomach-Kidney 2 47 49 58 58 58 58 lH lH 2H 2H 2H 2H 2H 4H 4H 5H 5H 5H 5H 5H 7H 9H 9H 9H 9H 9H

32-33 Liver - Kidney 4 44 45 53 53 53 53 2H 2H 2H 2H 2H 2H 2H 5H 6H 6H 6H 6H 6H 6H lK lK lK lK lK lK

34-35 Liver - Spine 4 12 J12 2Ft 3H 3Ft 3H 41 r43 7Ft 9H 9Ft lK lK lH~~K 3K 3K 3K 3K 3H l 5K IK 7K 7K 7K

36-39 Intestines 3 17 21 21 21 21 21 23 28 28 28 28 28 28 37 45 45 45 45 45 45 53 66 66 66 66 66

40-42 Spine 1 3 L 3 21:1 2H 31:1. 31:f II [ 12 61:1 81:1 81:1 8H SH 35L39 2K 3K 3K 3K 3K 71 14K 5K 5K 5K 5K

43-56 Pelvis 3 10 11 19 21 21 21 18 19 32 35 35 35 35 37 40 67 73 73 73 73 63 l H lH lH lH lH

57-61 Leg Glance 1 1 1 1 1 I I 3 3 3 3 3 3 3 5 5 5 5 5 5 5 7 7 7 7 7 7

62-75 Thigh Flesh 1 2 3 3 3 3 3 ~ ~12 12 12 12 12 22 42 42 42 42 42 42 46 88 88 88 88 88

76-79 Thigh Bone I 1 I r 1 1 5 16 3 3 4 4 5 16 57 10 10 14 15 18 55 2H 21 29 31 38 1H 4H

60-83 Knee I I 1 2 2 3 4 4 3 7 9 10 12 13 13 12 25 30 35 41 47 47 24 62 73 86 97 97

84-88 Shin Flesh I 1 1 1 1 I I 3 3 3 3 3 3 3 9 9 9 9 9 9 9 18 18 18 18 18 16

89-93 Shin Bone
1 r+' 1

1 1 2 14 .~1 1 1 2 8 47 1....;I 2 4 4 7 29 2H ,.:D.9 9 14 60 2H
94-99 Ankle - Fool 1 1 1 1 1 1 1 1 1 2 3 3 3 3 3 4 7 9 12 12 12 6 14 20 25 25 25

Fire

Open

Looking

DC

EPEN

Hit Location roll used for a target firing over or around
Blocking Cover.

Hit Locationroll used for a target in the Open.

Fora target Looking overoraround Blocking Cover,usethe
Fire column and a 00 - 22 roll.

Damage Class measuresweapon wound potential. The
greater the DC, the greater the lethality.

Effective Penetration", Weapon PEN · target's armor PF.
If EPEN is less than the armor PF, the effective DC = 1.

The shaded portions of the tableindicate Disabling Injuries.
The Physical Damage (PO) determines overall chance of survival.

It does not, however,accountforshock duetobrokenbones. Thisshock
may incapacitate, but does not decrease survival odds. To accountfor
broken bones, the tollowing Shock Points (SP) are added to the POot
wounds in theshaded portions of the table when makingthe Knockout
Roll. These Shock Points are not added to the PD Total.

SP SP

Neck +400 Spine +400
Shou lder +10 Thigh +80
Arm +20 Knee - Shin +50
Hand +10 Ank le - Foot +20



HIt Lo cati on and Dam ag e Table I 6A

Weapon Damage Class (DC), Effective Penetration (EPEN), and Physical Damage (P O)

H =100 K = 1,000 T =10,000 X = 100 ,000 M =1,000,000

DC =5 DC =6 DC = 7 DC =8 DC =9 DC =10
EPEN EPEN EPEN EPEN EPEN EPEN

Fire Open Hit Locat io n 1 2 3 5 10 1 2 3 5 10 1 2 3 5 10 1 3 5 10 1 3 5 10 1 3 5 10

00-0200-00 Head Glance 2H 3H 3H 3H 3H 3H 4H 4H 4H 4H 7H l K l K l K lK lK 2K 2K 2K 3K 4K 4K 4K 6K 8K 8K 8K

03-1601-02 Forehead 5T 8T 9T 9T 9T 7T IX IX I X I X 2X 3X 3X 3X 3X 3X 5X 6X 6X 5X8X1M1M 7X1M1M1M

17-21 03-03 Eye - Nose 5T I X IX I X I X 8T 2X 2X 2X 2X 2X 4X 4X 4X 4X 3X 8X 8X 8X 6X 1M1M 1M 1M 2M 2M 2M
22-3204-05 Mouth lH 12K 9K 1T 1T 2H!3K 1T 1T 1T 4H ;7K 3T 3T 3T 8H l I T 6T 6T 1K 1ll..1lL.J.2l 2K 14T 2X, ZlL
33-3406-06 Neck Flesh 29 29 29 29 29 39 39 39 39 39 79 79 79 79 79 lH1H1H1H 3H 3H 3H 3H 6H 6H 6H 6H

35-36 07-07 Neck Spine 2H "9K IT I t ''''it ' 3H rl T 1 T-fT IT 7H !3T3T 3T 3T lK [ST 6T 6T 2K l'ix lX IX 3K 2X 2>$ 2X
37-4808-08 Shoulder Glance 6 6 6 6 6 7 7 7 7 7 11 11 11111 1 151515 15 22 22 22 22 32 32 32 32

49-60 09-09 Shoulder 80 2H 2R 2R- 2R l EL"""3Et 3H """3Et 3H 3Et 61{ 6R 6H 6B1~tr9H 9H 9H : :r!L~K 2K 2K -2K 3K 3 ilK- - j

61-6510-10 Arm Glance 6 6 6 6 6 7 7 7 7 7 11 11 11 11 11 1515151 5 22 22 22 22 32 32 32 32

66-71 11-11 Arm Flesh 31 31 31 31 31 4646464646 lH1H1H1H1H lH1H1H1H lH lH lH lH lH lH lH lH
72-7412-12 Arm Bone 17 33 57 lH lH 26 49 85 lH lH 601H1H1H1H lH1H1H1H lH lH lH lH lH lH lH lH

75-7813-13 Elbow 461H 1H1H1H 72 lH lH lH lH lH lH lH lH lH lH lH lH lH lH lH lH l H lH lH lH lH
79-81 14-14 Forearm Flesh 20 20 20 20 20 31 31 31 31 31 50 50 50 50 50 50505050 50505050 50505050

82-8715-15 Forearm Bone 13 29 60 60 60 20 43 60 60 60 47 60 60 60 60 60606060 60 60 60 60 60606060
88-9316-16 Hand 14 14 14 14 14 15 15 15 15 15 15 15 15 15 15 15 15 15 15 15 15 15 15 15 15 15 15

94-9917-17 Weapon Critical

18-19 Torso Glance 9 9 9 9 9 11 11 11 11 11 16 16 16 16 16 22 22 22 22 32 32 32 32 47 47 47 47

20-21 Base of Neck lH 3Et. I T It'''Tf 2H ~i=l2T 2T2 f 5H 11K4T 4T 4T 9H 2K 6T 7T 2K 4K IX IX 4K 8K 3X 3X
22-22 Lung - Rib 3 2H 2H 2H 2H 3 3H 3H 3H 3H 6 5H 5H 5H 5H 9 7H 8H 8H 17 1K1 K 1K 32 3K 3K 3K
23-24 Lun9 l H 2H 2H 2H 2H 2H 2H 2H 2H 2H 3H 3H 3H 3H 3H 4H 5H 5H 5H 7H 9H 9H 9H l K 2K 2K 2K

25-25 Heart I X rrx 2X 2X 2)( 2X '2* 3X 3X 3X 4X~j( 6X 6X 6X 6X 7X 1M 1M 1M 2M 2M 2M 3M 3M 5M 5M

26-26 Liver - Rib 3H 2K 2K 2K 2K 4H 3K 3K 3K 3K 9H 6K 7K 7K 7K 2K 1T 1T 1T 3K 2T 3T 3T 6K 4T 5T 5T

27-27 Liver lK1K 1K1K 1K 2K 2K 2K 2K 2K 4K 5K 5K 5K 5K 7K 9K 9K 9K 1T 2T 2T 2T 3T 3T 3T 3T
28-28 Stomac h - Rib 22 l H 2H 2H 2H 29 2H 2H 2H 2H 56 3H 5H 5H 5H 90 5H 8H 8H 2H 1K 1K 1K 3H 2K 2K 2K

29-29 Stomach 87 1H 1H 1H 1H l H 2H 2H 2H 2H 2H 4H 4H 4H 4H 4H 6H 6H 6H 7H lK lK l K lK 2K 2K 2K

30-30 Stomach-Spleen 60 lK lK lK lK 88 2K 2K 2K 2K 2H 4K 4K 4K 4K 4H 6K 8K 8K 8H 1T 2T 2T 2K 3T 3T 3T

31-31 Stomach -Kidney lK1K1K1K1K 2K 2K 2K 2K 2K 4K 5K 5K 5K 5K 7K 9K 9K 9K 2T 2T 2T 2T 3T 4T 4T 4T

32-33 liver - Kidney 2K 2K 2K 2K 2K 3K 3K 3K 3K 3K 6K 8K 8K 8K 8K 1T1T1T1T 3T 3T 3T 3T 5T 7T 7T 7T

34-35 Liver - Spine 5H 9K 1T 1T IT 7H 1T 2T 2T 2T 2K 3T 4T 4T 4T 3K 5T 7T 7T 7K IX 2X 2X 1T 2X 3X 3X

36-39 Intestines 73 89 89 89 89 951 H1 H1 H1 H 2H 2H 2H 2H 2H 3H 3H 3H 3H 5H 7H 7H 7H lK1K1K1K

40-42 Spine lH 7K 9K 9K 9K 2H 1T 1T IT 1T 4H 12T 3T 3T 3T 7H 4T 5T 5T 2K 9T IX IX 3K 2X 2X 2X

43-56 Pelvis 94 2H 2H 2H 2H lH 2H 3H 3H 3H 3H 5H 5H 5H 5H 5H 8H 9H 9H 1K 2K 2K 2K 2K 4K 4K 4K

57-61 Leg Glance 9 9 9 9 9 11 11 11 11 11 16 16 16 16 16 22 22 22 22 32 32 32 32 47 47 47 47

62-75 Thigh Flesh 78 l H lH lH lH lH 2H 2H 2H 2H 3H 5H 5H 5H 5H 5H 6H 6H 6H 6H 6H 6H 6H 6H 6H 6H 6H

76-79 Thigh Bone 35 48 63 2H 7H 53 72 95 3H 7H lH 2H 2H 7H 7H 2H 3H 4H 7H 5H 7H 7H 7H 7H 7H 7H 7H

80-83 Knee 40 lH lH 2H 2H 60 2H 2H 2H 2H lH 2H 2H 2H 2H 2H 2H 2H 2H 2H 2H 2H 2H 2H 2H 2H 2H

84-88 Shin Flesh 31 31 31 31 31 46 46 46 46 46 lH lH lH lH lH lH1H1H1H lH1H1H1H l H 1H1 H 1H

89-93 Shin Bone 7 14 24 lH 2H 11 22 35 2H 2H 26 50 82 2H 2H 45 89 lH 2H lH2H 2H2H 2H 2H 2H 2H
94-99 Ankle - Foot 924424242 14 36 63 63 63 33 84 95 95 95 58 95 95 95 95 95 95 95 95 95 95 95

Effective Armor Protection Faclor EPF I 60

Armor Glancing Ro ll (0· 9) Armor Glancing Roll (0 · 9)

PF 0 1 2 3 4 5 6 7 8 9 PF 0 1 2 3 4 5 6 7 8 9

2 2 2 3 3 3 3 4 4 4 5 60 66 72 78 85 93 102 111 122 133 145
4 4 5 5 6 6 7 7 8 9 10 70 76 84 91 100 109 119 130 142 155 169
6 7 7 8 9 9 10 11 12 13 15 80 87 95 104 114 124 136 148 162 177 194

10 11 12 13 14 16 17 19 20 22 24 90 98 107 117 128 140 153 167 182 199 218
16 17 19 21 23 25 27 30 32 35 39 100 109 119 130 142 156 170 186 203 221 242
20 22 24 26 28 31 34 37 41 44 48 120 131 143 156 171 187 204 223 243 266 290
30 33 36 39 43 47 51 56 61 66 73 140 153 167 182 199 218 238 260 284 310 339
40 44 48 52 57 62 68 74 81 89 97 180 197 215 235 256 280 306 334 365 399 435
50 55 60 65 71 78 85 93 101 111 121 200 218 239 26 1 285 311 340 371 405 443 484



Base Movement Costs
1 FOfWard
3 Backward
4 Obl ique
5 Sidew ays

Movement Modifiers
Stance

+0 Standing I Running
+1 Low Crouch
+2 Hands and Knees
+3 Belly Crawl

Movem ent Table I 7 A

Sta irs - Hill a
+1 Across Slope, Downhil l, On Stairs
+2 Uphin

Brn sh or Rubble
+1 Ught
+2 Medium
+3 Dense

Injuries
+2 Disabling Injury above Waist

+12 Disabling Injury below Waist

Action T ime Table I 7 8

Water
+1 Depth 1 loot
+2 Deplh 2 leet
+4 Oeplh 3 leet

+ t 0 Depth 4 leel

~scellaneous

+5 Concertina Wire
+1 Dry Sand on Surtace
+2 Icy Surtace
+3 In SCuba Flippers
+2 In Snow Shoes

Actions
2 Assume a Firing Stance - Over or Around Cover
1 Assume a Hip Rring Stance - Over or Around Cove r
1 look OYer or Arou nd Cover
1 Duck from a R ring Stance or from looking
1 Brace a Weapon
1 60 · 120 Degree Facing Change
2 60 Degree Facing Change in Firing Siance
1 Go from Standing to Kneeling
2 Go Irom Standing to Prone
1 Go l rom Kneeling to Prone
2 Go Irom Prone 10 Kneeling
3 Go from Prone to Standing
2 Kick Open a Door
3 Open a Door
6 Open a Window with Two Hands
6 Break and Clear Glass from a Window
6 Climb through a Window
6 Gel Out of a Trench or Foxhole

Reloading
1 CadI a Revolver Of Pistol
4 Take a Bullel or Magaz ine lrom a Pouch
6 Replace a Bullet or Magazine into a Pouch
8 Unk a Belt ot Ammu nition
4 l oad a Round into a MagaZine
7 l oad a Charging Strip into a Magazine
4 Open a Hinged Type Ammunit ion Can
4 Open a Paper ec» of Ammunition

RT Unload a Weapon RT = weapo n's Reload Time

Weapon FuncUona
1 Safety or Fire select Switch
4 Pick Up or Set Down a Weapon
3 Grab an Unheld Slung Weapon (slung across front of chest )

Draw a Pistol from: (+2 Action Counts for Concealed Holsters )
3 SholJlder Holster
3 Belt Holster
2 PoliCe Holster
2 Old West Fast Draw Holster
1 Modem Fast Draw Holster
2 Throw a Small Object
2 Pick up a Grenade or Small Ob ject

Equipment
In Out
16 7 Backpack with Quick Release
6 4 Bandolier or Belt
3 2 Bayonet or Knife from scabbard
3 3 Bayonet to Weapon
5 8 Bipod

24 13 Body Armor (extemalvest type )
18 10 Climbing Harness
6 4 Foldi ng Stock

12 5 Gas Mask
12 4 Optical Scope with Quick Release
20 8 Parachute with Quick Release

8 6 Pistol Shou lder Stock
9 9 Silencer
3 2 Slung Weapon over Shoulder

12 8 Tripod and Weapon

I

I
I
I

...

Cover Protect io n Fa ctors PF , 7C

000.. Roofs a~ Floors Th ickness In Inches

2 Automobile 2 Aspha lt · Shingle Root .12 .25 .5 .75 1 2 •
• Elevator • Tile · Slate Rool Aluminum 1 • 9 16 24 64 170
2 Exterio r Wood 1 House Floor Bullet Proof Glass .5 1 3 6 • 22 58
5 Heavy Wood Gale 260 High Rise Floor Fiberglass .4 1 3 5 7 16 161

.3 Interior Wood Steel 6 16 42 75 110 300 760
6 Metal Fire Miscellaneous Steel Armor Plate 11 30 7. 140 21 0 550 1500

1 Common Furniture TJlanium Armor Plate 5 13 35 62 93 250 650
Wells 55 gallon Drum Wood .3 .5 1 1 2 • 7

Brick 6 Water Filled
370 6 inch 65 Earth Filled Th Ickness In Inches

960 12 inch 3200 Concrele Filled 6 8 10 12 16 2. 36
4 Cinder Block 16 Horse Concrete 450 660 930 1200 1800 3200 5600

25 Earth Filled 20 Railroad Tie Earth (hand packed ) 20 27 3. .0 54 60 120
' 60 Concrete Filled 30 Telephone Pole Earth (hard ground) 2' 32 41 .. 65 96 140

Wood Frame Woods (per 10 hexes) Rock 900 1300 1800 2400 3600 6400 11000
.3 Interior Plaster 1 light Sand (loose) 11 15 19 23 30 45 68
1 Exterior Stucco • Medium Water 1 2 2 2 3 5 7

22 l og TImber 17 Heavy Wood 11 15 16 22 29 44 66



Medical Aid and Recovery Table I 8A

Trauma Center
Damage Healing No First Aid Field

Total Time Aid Aid Station Hospital Recovery Roll
Trauma Center Tech Level

DT HT CTP RR CTP RR CTP RR CTP RR CTP 13 14 15 16 17 18

5 17 79h 94 25d 96
10 25 75h 89 25d 92 RR ~ 99
15 30 72h 85 25d 89
20 35 68h 81 25d 86 25d 96 RR = 99
25 38 65h 77 25d 82 25d 95
30 41 62h 73 25d 79 25d 94
35 43 59h 69 25d 76 25d 93 25d 97
40 44 56h 66 25d 73 25d 92 25d 96
45 46 53h 63 25d 70 25d 91 25d 96 RR = 99
50 47 51 h 60 25d 68 25d 90 25d 95
60 48 46h 54 25d 63 25d 89 25d 94
70 50 41h 49 25d 58 25d 87 25d 94
80 51 37h 44 25d 54 25d 85 25d 92 25d 97 I90 52 34h 40 25d 50 25d 83 25d 91 25d 96

100 53 31h 36 25d 46 25d 82 25d 90 25d 96 97 I
200 61 11 h 12 23d 21 25d 67 25d 82 25d 92 94 96 I

300 65 4h 04 19d 10 25d 55 25d 74 25d 89 91 94 96 I
400 68 93m 01 16d 04 25d 45 25d 67 25d 85 88 92 95 97
500 70 35m 00 13d 02 25d 37 25d 61 25d 82 85 90 94 96
600 72 13m 00 10d 01 25d 30 25d 55 25d 79 82 88 93 95
700 73 6m 00 8d 00 25d 25 25d 50 25d 76 80 86 92 94

'"97800 75 5m 00 7d 00 25d 20 25d 45 25d 73 77 84 91 94
900 76 4m 6d 00 25d 16 25d 41 25d 70 75 82 90 93 96

1000 77 90p 5d 25d 13 25d 37 25d 67 73 80 89 92 96
2000 84 85p 15h 6d 02 25d 13 25d 45 53 64 79 85 92
3000 88 81p 2h 21h 00 5d 05 18d 30 38 52 70 79 89
4000 91 76p 22m 4h 00 18h 02 72h 20 28 41 62 73 85
5000 93 71p 6m 63m 00 5h 01 21h 13 20 33 55 67 82
6000 95 67p 4m 36m 00 3h 00 12h 09 15 27 49 62 79
7000 96 62p 87p 29m 2h 00 10h 06 11 21 43 57 76
8000 98 57p 75p 25m 2h 00 8h 04 08 17 39 53 73
9000 99 52p 67p 22m 2h 7h 03 06 14 34 49 70

12000 102 38p 57p 19m 95m 6h 01 03 07 21 39 62
16000 105 25p 44p 15m 75m 5h 00 01 03 13 28 53
20000 107 lp 30p 10m 50m 3h 00 01 09 20 45
40000 11 4 1p 15p 5m 25m 2h 00 01 04 20
60000 118 1p 10p 3m 17m 68m 00 01 09
80000 121 1p 8p 75p 13m 52m 00 04

100000 123 1p 6p 60p 10m 40m 02

Incapacitation Time Table I 88

PO Random Roll
Total 0 1-2 3-5 6-7 8 9

0 1p 1p 2p 4p 6p 11 P
50 4p 15p 29p 47p 73p 4m

100 25p 3m 5m 9m 14m 25m
200 3m 11m 21m 23m 53m 96m
300 10m 33m 63m 2h 3h 5h
450 25m 85m 3h 4h 7h 12h
600 50m 3h 5h 9h 14h 25h
750 2h 6h 11 h 19h 29h 53h

1000 5h 17h 32h 53h 82h 6d

CTP = Critical Time Period; the maximum lengthof time Tech
betweenthe timeofthe injuryand the RecoveryRoll Date Level
(RR).

DT = DamageTotal. TotalPhysicalDamage (PD) taken 1831-1889 1st Aid
times 10,divided bythe character's Healthc harac- 1890-191 8 AidStn
teristic (HLT). 1919-1945 Fld Hsp

HT Healing Time in days. 1946-2000 13
RR Recovery Roll ; percent chance of surviving. 2001-2030 14

d Days 2031-2060 15
h Hours 2061-2120 16
m Minutes 21 21-2250 17
P = Phases (2 seconds) 2251-2345 18



STATUS SHEET BASIC GAME

Name:

Characteristics Body Armor Protection Factor Weight Physical Status

Strength STR Helm : PO Total:
Intelligence INT
Will WIL Visor:
Health HLT
Agility AGI Body:

Base Speed Limbs:
Maximum Speed MS
Gun Combat Ski ll Level
Skill Accuracy Level SAL Equipment Disabling Injuries:
INT Skill Factor ISF

Combat Act ions CA

Combat Ac tions per Imp ulse Ammunition

1m ulse
1 2 3 4

Actions

Knockout Value KV Encumbrance =

Weapon Data: Aim Ti me Aim TIme Mod Shot Accuracy Knockout Table

Reload Time RT 1 POlo'al Odds
Rate of Fire ROF 2

3 Under KV 110 00
Ammunition Capac ity Cap 4 Over KV / 10 10
Ammunition Weight AW 5 Over KV 25

6 Over 2 X KV 75
Penetration PEN 8 Over 3 X KV 98
Damage Class DC 10

12

ACTION TIME TABLE

CA Action CA Action CA Action
1 Running Stance: Move Forward 1 Hex o Change Facing 1 Hexslde 8 Reload a Weapon
3 Move Backward 1 Hex While Moving , per Hex 4 Load a Magazine, per Round
2 Low Crouch : Move Forward 1 Hex 1 Change Facing by 1 or 2 4 Pick Up or Set Down a Weapon
4 Move Backward 1 Hex Hexsides While Immobile 8 Deploy Bipod for Weapon
3 Hand and Knees: Move Forward 1 Hex 2 Assume a Firing Stance 6 Climb Through a Window
5 Move Backward 1 Hex 1 Look Over I Around Cover 3 Draw Pistol - Shoulder Holster
+1 Moving on Stairs or Down I Across Hill 2 Throw a Grenade 2 Draw Pistol - Hip Holster
+2 Moving Uphill or Through Rubble 3 Open a Door 2 Draw a Hand-to-Hand Weapon
+4 Moving Through 3 Feet of Water 6 Open a Window (2 Hands) 7 Get out of Military Backpack



Name:

Characteristics

Strength STR
Intelligence INT
Will WIL
Health HLT
Agility AGI

Base Speed
Maximum Speed MS
Gun Combat Skill
Skill Accuracy Level SAL
INT Skill Factor ISF

Combat Actions CA

Combat Actions per Impulse

STATUS SHEET ADVANCED GAME

Body Armor Protection Factor

Helm:

Visor:

Body :

Limbs:

Equipment

Weight Phy sical Status

PO Total:

Disab ling Injuries:

Ammunition:

Knockout Table

1
lm ulse
2 34

PO Tot al Odds

Actions

Knockout Value KV Encumbrance =

Under KV 1 10 00
Over KV J10 10
Over KV 25
Over 2 X KV 75
Over 3 X KV 98

Weapon

Aim Aim
Physical Time Time Shot

Data AC Mod Accuracy

L 1
W 2

3
RT 4
ROF 5

6
Cap 7
AW 8

10
KD 12

SAB

Ballistic Data
Target Range in 2 yard hexes

10 20 40 70 100 200 300 400

FMJ PEN
DC

JHP PEN
DC

AP PEN
DC

MA

ACTION TIME TABLE

CA Action CA Action CA Acti ons
1 Running Stance : Move Forward 1 Hex 0 Change Facing 1 Hexside 2 Throw a Grenade
3 Move Backward 1 Hex While Moving, per Hex 3 Open a Door
2 Low Crouch; Move Forward 1 Hex 1 Change Facing by 1 or 2 4 Pick Up Weapon
4 Move Backward 1 Hex Hexsides While Immobile 4 Set Down Weapon

+1 Moving on Stairs, or Down I Across Hill 2 Assume a Firing Stance 2 Draw Hand Weapon
+2 Moving Uphill or Through Rubble 1 Look Over I Around Cover 7 Get out of Backpack



L 8 1 -16 FMJ PEN 2.7 2.5 2.2 1.7 1.3 .6 .3 .1
W 1.9 2 -11 DC 3 3 2 2 2 1 1 1

3 -10
RT 4 4 -9 JHP PEN 2.6 2.4 2.1 1.6 1.3 .6 .3 .1
ROF 5 -8 DC 5 4 4 3 2 1 1 1

6 -7

L 8 1 -18 FMJ PEN 2.1 1.9 1.6 1.3 1.0 .4 .2 .1
W 2.8 2 -11 DC 3 3 2 2 1 1 1 1

3 -10
RT 4 4 -9 JHP PEN 2.0 1.8 1.6 1.2 1.0 .4 .2 .1
ROF 5 -8 DC 4 4 3 2 2111

6 -7

L 6 1 -16 FMJ PEN 1.0 .9 .7 .5 .3 .1
W 1.4 2 -11 DC 1 1 1 1 1 1

3 -10
RT 4 4 -9 JHP PEN .9 .8 .7 .5 .3 .1
ROF 5 -8 DC 2 1 1 1 1 1

L 9 1 -17 FMJ PEN 1.9 1.8 1.5 1.1 .9 .4 .1 .1
W 2.1 2 -11 DC 3 3 2 2 1 1 1 1

3 -10
RT 5 4 -9 JHP PEN 1.9 1.7 1.4 1.1 .8 .3 .1 .1
ROF 5 -8 DC 4 4 3 2 1 1 1 1

6 -7

L 7 1 -17 FMJ PEN 1.9 1.8 1.5 1.1 .9 .4 .1 .1
W 2.5 2 -11 DC 3 3 2 2 1 1 1 1

3 -10
RT 3 4 -9 JHP PEN 1.9 1.7 1.4 1.1 .8 .3 .1 .1
ROF 5 -8 DC 4 4 3 2 1 1 1 1

6 -7

Automatic Pistols

FN Mkl

Automatic Pistol
9mm Parabellum

Belgium

Browning High- Power pistol.
Manufactured & sold world
wide.

Type 51

Automatic Pistol
7.62 x 25mm

China

Chinese copy of the Soviet
TI33. Standard pistol of the
Chinese army.

MAB PA15

Automatic Pistol
9mm Parabellum

France

Modern, high capacity pistol .
Standard pistol of the French
army.

Walther PPK

Automatic Pistol
32ACP

W Germany

Small. easily concealed pistol
designed forpolice undercover
use.

Walther Pl

Automatic Pistol
9mm Parabellum

W German y

Current version of the WW II
P38. Standard pistol of the
West German army.

HK P7M13

AutomaticPistol
9mm Parabellum

W Germany

Modern pistol of innovative
design used by the West Ger
man army andpolice.

Physical Aim
Data Time

AC lid

L 8 1 -17
W 2.3 2 -11

3 -10
RT 4 4 -9
ROF 5 -8

6 -7
Cap 13
AW .50

Mag
KD 3
SAB 4

Cap 8
AW .33

Mag
KD 3
SAB 4

Cap 15
AW .60

Mag
KD 3
SAB 4

Cap 7
AW .31

Mag
KD 2
SAB 2

Cap 8
AW .41

Mag
KD 3
SAB 4

Cap 13
AW .63

Mag
KD 3
SAB 4

Automat ic Pistols I Tech Level 13

Ballistic Data
Range In 2 yard hexes

10 20 40 70 100 200 300 400

FMJ PEN 2.1 1.9 1.6 1.3 1.0 .4 .2 .1
DC 3 3 2 2 1111

JHP PEN 2.0 1.8 1.6 1.2 1.0 .4 .2 .1
DC 4 4 3 2 2 1 1 1

AP PEN 2.9 2.7 2.3 1.8 1.4 .6 .3 .1
DC 3 3 2 2 1 1 1 1

BA 46 38 29 22 17 8 2 -1
TOF 1 1 2 4 6 15 24 35

AP PEN 3.8 3.6 3.0 2.4 1.9 .9 .4 .2
DC 3 3 2 2 2 1 1 1

BA 48 40 31 24 19 10 5 1
TOF 0 I 2 3 5 12 20 29

AP PEN 2.9 2.7 2.3 1.8 1.4 .6 .3 .1
DC 3 3 2 2 I 1 1 1

BA 46 38 29 22 17 8 2 -1
TOF 1 1 2 4 6 15 24 35

AP PEN 1.4 1.2 1.0 .7 .5 .2
DC 1 1 I I 1 1

BA 44 36 27 19 14 5
TOF 1 1 3 5 8 20

AP PEN 2.7 2.5 2.1 1.6 1.2 .5 .2 .1
DC 3 2 2 2 1111

BA 45 37 28 21 16 6 1 -2
TOF 1 1 2 4 6 15 25 36

AP PEN 2.7 2.5 2.1 1.6 1.2 .5 .2 .1
DC 3 2 2 2 1 1 1 1

BA 45 37 28 21 16 6 1 -2
TOF 1 I 2 4 6 15 25 36



Automatic Pistols / Tech Level 13

Physical Aim Ballis tic Data
Data Time Range In 2 yard hexes

Automatic Pistols AC Md 10 20 40 70 100 200 300 400

HK VP70M L 8/21 1 -17 FMJ PEN 2.0 1.9 1.6 1.2 .9 .4 .2 .1
W 2.5 2 -11 DC 3 3 2 2 1 1 1 1

Automatic Pistol 3 -10 JHP PEN 2.0 1.8 1.5 1.2 .9 .4 .2 .1
9mm Parabellum RT 5 4 -9 DC 4 4 3 2 2 1 1 1

ROF 5 -8 AP PEN 2.9 2.6 2.2 1.7 1.3 .5 .2 .1
W Germany 6 -7 DC 3 3 2 2 1 1 1 1

Cap 18
AW _69

Late model pistol with three Mag 3RB -10 -5 0 4 7 12 15 17
round burst capability when its KD 3 BA 45 37 28 21 16 6 1 -2
shoulder stock is attached. SAB 4 TOF 1 1 2 4 6 14 24 35

M1951 L 8 1 -16 FMJ PEN 1.9 1.8 1.5 1.1 .9 .4 .1 .1
W 1.9 2 -11 DC 3 3 2 2 1 1 1 1

Automatic Pistol 3 -10
9mm Parabellum RT 5 4 -9 JHP PEN 1.9 1.7 1.4 1.1 .8 .3 .1 .1

ROF 5 -8 DC 4 4 3 2 1 1 1 1
Italy 6 -7

Cap 8 AP PEN 2.7 2.5 2.' 1.6 1.2 .5 .2 .1
AW .40 DC 3 2 2 2 1 1 1 1

ThisBeretta pistol isused by the Mag
Italian & Israeli armies. It isalso KD 3 BA 45 37 28 21 16 6 1 ·2
popular in the civilian market. SAB 4 TOF 1 1 2 4 6 15 25 36

M93R L 9 1 -18 FMJ PEN 2.2 2.0 1.7 1.3 1.0 .4 .2 .1
W 3.1 2 -11 DC 3 3 2 2 1 1 1 1

Automatic Pistol 3 -10 JHP PEN 2.' 2.0 1.6 1.3 1.0 .4 .2 .1
9mm Parabellum RT 4 4 -9 DC 5 4 4 3 2 1 1 1

ROF 5 -8 AP PEN 3.1 2.9 2.4 1.9 1.4 .8 .3 .1
Italy 6 -7 DC 3 3 2 2 1 1 1 1

Cap 20
AW .69

Beretta with three round burst Mag 3RB -2 3 8 12 15 20 22 24
capability. Issued to the Italian KD 3 BA 46 37 28 21 16 6 1 ·2
Special Forces. SAB 4 TOF 0 1 2 4 6 14 23 33

M951R L 7 1 -18 FMJ PEN 2.4 2.2 1.9 1.5 1.1 .5 .2 .1
W 3.2 2 -12 DC 3 3 3 2 2 1 1 1

Machine Pistol 3 -10 JHP PEN 2.3 2.' 1.8 1.4 1.1 .5 .2 .1
9mm Parabertum RT 4 4 -9 DC 5 5 4 3 2 1 1 1

ROF ·6 5 -8 AP PEN 3.4 3.1 2.6 2.0 , .6 .7 .3 .1
Italy 6 -7 DC 3 3 3 2 2 1 1 1

Cap 10
AW .44

Modified large capacity M1951 Mag MA .4 1 2 3 4 8 12 16
with fully automatic firecapabil- KD 3 BA 46 37 28 21 16 7 1 -2
ity. SAB 4 TOF 0 1 2 4 6 13 22 32

SIG P226 L 8 1 -17 FMJ PEN 1.9 1.8 1.5 1.1 .9 .4 .1 .1
W 2.2 2 -' 1 DC 3 3 2 2 1 1 1 1

Automatic Pistol 3 -'0
9mm Parabetlum RT 4 4 -9 JHP PEN 1.9 1.7 1.4 1.1 .8 .3 .1 _1

ROF 5 ·8 DC 4 4 3 2 1 1 1 1
Switzerland 6 -7

Cap 15 AP PEN 2.7 2.5 2.1 1.6 1.2 .5 .2 .1
AW .55 DC 3 2 2 2 1 1 1 1

Well balanced. large capacity Mag
version of the SIG P220 with KD 3 BA 45 37 28 21 16 6 1 -2
ambidextrous magazine catch. SAB 4 TOF , 1 2 4 6 15 25 36

Makarov PM L 6 1 -16 FMJ PEN 1.2 1.1 .9 .6 .4 .1
W 1.7 2 -11 DC 2 2 1 1 1 1

Automatic Pistol 3 -10
9 x 18mm RT 5 4 -9 JHP PEN 1.2 1.0 .8 .6 .4 .1

ROF 5 -8 DC 3 3 2 1 1 1
USSR

Cap 8 AP PEN 1.7 1.5 1.2 .8 .6 .2
AW .4 DC 2 2 1 1 1 1

Dating back to the 1950s, this is Mag
still the standard pistol of the KD 2 BA 41 32 23 15 10 1
Soviet military. SAB 3 TOF 1 1 3 5 7 18



Automat.c Pistols I Tech Level 13

BA 48 41 33 26 21
TOF l 1 3 5 7

AP PEN 1.7 1.5 1.3 .9 .7
DClllll

JHP PEN 1.2 1.0 .9 .6 .5
DC2 111 1

Range In 2 yard hexes
20 40 70 100 200 300 400

1.1 .9 .7 .5
1 1 1 1

10

Ballistic Data

FMJ PEN 1.2
DC 1

L 6 1 -15
W 1.1 2-1 1

3 -10
RT 5 4 -9
ROF 5 -8

Physical Aim
Data Time

AC Md

Cap 8
AW .25

Ma9
KD 1
SAB 2

USSR

5.45 PSM

Soviet pistol issued to internal
security forces. It hasanunder
powered cartridge.

Automatic Pistol
5.45 x 18mm

Automatic Pistols

L 9 1 -17 FMJ PEN 2.4 2.2 1.9 1.5 1.1 .5 .2 .1
W 2.4 2 -11 DC 3 3 3 2 2 1 1 1

3 -10
RT 4 4 -9 JHP PEN 2.3 2.1 1.8 1.4 1.1 .5 .2 .1
ROF 5 -8 DC 5 5 4 3 2 1 1 1

6 -7

M92F

Automatic Pistol
9mm Parabeilum

USA

Beretta 9mmwhichhasbecome
extremely popular since its
successesin U.S. militarytrials.

Cap 15
AW .60

Mag
KD 3
SAB 4

AP PEN 3.4 3.1 2.6 2.0 1.6 .7 .3 .1
DC 3 3 3 2 2 1 1 1

BA 46 37 28 21 16 7 1 -2
TOF 0 1 2 4 6 13 22 32

L 7 1 -16 FMJ PEN 2.0 1.9 1.6 1.2 .9 .4 .2 .1
W 1.9 2 -11 DC 3 3 2 2 1 1 1 1

3 -10
RT 4 4 -9 JHP PEN 2.0 1.8 1.5 1.2 .9 .4 .2 .1
ROF 5 ·8 DC 4 4 3 2 2 1 1 1

S&W M469

Automatic Pistol
9mm Parabellum

USA

Shortened version of the Smith
andWesson M459 designed for
the US Air Force.

Cap 12
AW .50

Mag
KD 3
SAB 4

AP PEN 2.9 2.6 2.2 1.7 1.3 .5 .2 .1
DC 3 3 2 2 1 1 1 1

BA 45 37 28 21 16 6 1 ·2
TOF 1 1 2 4 6 14 24 36

L 9 1 -18 FMJ PEN 1.6 1.5 1.2 1.0 .8 .3 .2 .1
W 3.0 2 -11 DC 3 3 2 1 1 1 1 1

3 -10
RT 4 4 -9 JHP PEN 1.5 1.4 1.2 .9 .7 .3 .1 .1
ROF 5 -8 DC 4 4 3 2 1 111

6 -7

M1911Al

Automatic Pistol
45ACP

USA

The Colt 45 Automatic Pistol
has been the USA's standard
military sidearm since WW I.

Cap 7
AW .70

Mag
KD 5
SAB 5

AP PEN 2.2 2.1 1.8 1.4 1.1 .5 .2 .1
DC 3 3 2 1 1111

BA 45 36 27 20 15 5 0 -4
TOF 1 2 3 5 8 19 31 45

L 8 1 -18 FMJ PEN 1.5 1.4 1.1 .9 .8 .3 .2 .1
W 2.8 2 -11 DC 3 3 2 1 1 1 1 1

3 -10
RT 4 4 -9 JHP PEN 1.4 1.3 1.1 .8 .7 .3 .1 .1
ROF 5 -8 DC 4 3 3 2 1 1 11

6 -7

M15

Automatic Pistol
45ACP

USA

The M15 GeneralOfficersPistol
is a shortened version of the
M1911A1.

Cap 7
AW .70

Mag
KD 5
SAB 5

AP PEN 2.1 2.0 1.7 1.3 1.0 .5 .2 .1
DC 3 3 2 1 1 1 1 1

BA 45 37 27 20 15 5 0 -4
TOF 1 2 3 5 8 20 32 47

L 7 1 -16 FMJ PEN 1.9 1.8 1.5 1.1 .9 .4 .1 .1
W 1.4 2 -12 DC 3 3 2 2 1 1 1 1

3 -10
RT 4 JHP PEN 1.9 1.7 1.4 1.1 .8 .3 .1 .1
ROF DC 4 4 3 2 1 1 1 1

ASP 9mm

Automatic Pistol
9mm Parabellum

USA

Modified Smith & Wesson M39
with Guttersnipe sights in
tended for high level security.

Cap 7
AW .40

Mag
KD 3
SAB 4

AP PEN 2.7 2.5 2.1 1.6 1.2 .5 .2 .1
DC 3 2 2 2 1 1 1 1

BA 45 37 28 21 16 6 1 ·2
TOF 1 1 2 4 6 15 25 36
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Physical Aim Ballistic Data
Data Time Range In 2 yard hexes

Sub-Machlneguns AC Md 10 20 40 70 100 200 300 400

PA3 . DM I 9mm Parabellum I Sub-Machinegun I Argentina L 21/27 1 -23 FMJ PEN 2.5 2.3 2.0 1.5 1.2 .5 .2 .1
W 8.7 2 -12 DC 3 3 3 2 2 1 1 1

3 ·9 JHP PEN 2.4 2.2 1.9 1.5 1.1 .5 2 .1
RT 8 4 -8 DC 5 5 4 3 2 1 1 1
ROF ·5 5 ·6 AP PEN 3.6 3.3 2.8 2.2 1.7 .7 .3 .1

6 -5 DC 3 3 3 2 2 1 1 1
Cap 25 7 -4
AW 1.1 8 -3

Mag 9 -2 MA .2 .4 .9 2 2 4 7 9
KD 4 BA 46 37 28 21 16 7 1 -2

Standard Sub-Machinegun of the Argentine military. SAB 3 TOF 0 1 2 4 6 13 21 31

F1 / 9mm Para. / Sub-Machinegun I Australia L 28 1 ·23 FMJ PEN 2.1 1.9 1.6 1.3 1.0 .4 .2 .1
W 8.6 2 -12 DC 3 3 2 2 1 1 1 1

3 -9 JHP PEN 2.0 1.9 1.6 1.2 .9 .4 .2 .1
RT 9 4 ·8 DC 4 4 3 2 2 1 1 1
ROF ·5 5 -6 AP PEN 3.0 2.7 2.3 1.8 1.4 .6 2 .1

6 -5 DC 3 3 2 2 1 1 1 1
Cap 34 7 -4
AW 1.4 8 -3

Mag 9 -3 MA .2 .4 .8 1 2 4 6 8
KD 3 10 -2 BA 46 37 28 21 16 6 1 -2

Australian Sub-Machinegun unusual for its top loading magazine. SAB 3 TOF 1 1 2 4 6 14 24 34

Steyr MPi 81 I 9mm Parabellum I Sub-Machinegun I Austria L 17/24 1 -22 FMJ PEN 2.3 2.1 1.8 1.4 1.1 .5 .2 .1
W 7.8 2 -12 DC 3 3 3 2 1 1 1 1

3 -9 JHP PEN 2.2 2.0 1.7 1.3 1.0 .4 .2 .1
RT 8 4 ·7 DC 5 4 4 3 2 1 1 1
ROF ·6 5 -6 AP PEN 3.2 3.0 2.5 1.9 1.5 .6 .3 .1

6 ·5 DC 3 3 2 2 1 1 1 1
Cap 32 7 -4
AW 1.4 8 ·3

Mag 9 -2 MA .3 .5 1 2 3 5 8 11
KD 3 BA 46 37 28 21 16 7 1 ·2

Stayr SMG used by the police & military. Adopted by the Australian army. SAB 3 TOF 0 1 2 4 6 13 23 32

M61 Skorpion I 32 ACP I Sub-Machine Pistol I Czechoslovakia L 11/20 1 -19 FMJ PEN 1.2 1.1 .8 .6 .4 .1
W 4.4 2 -11 DC 2 1 1 1 1 1

3 ·8 JHP PEN 1.1 1.0 .8 .6 .4 .1
RT 7 4 -7 DC 3 2 2 1 1 1
ROF ·7 5 ·6 AP PEN 1.7 1.5 1.2 .8 .6 .2

6 -5 DC 2 1 1 1 1 1
Cap 20 7 -4
AW .90

Mag MA .2 .4 .9 1 2 4
KD 2 BA 43 35 25 18 13 4

The Skorpion 8M? is intended forvehicular crews and heavily loaded infantry. SAB 2 TOF 1 1 3 5 7 18

MAT 49 I 9mm Parabellum I SUb-Machinegun I France L 18/28 1 -23 FMJ PEN 2.4 2.2 1.9 1.5 1.1 .5 .2 .1
W 9.2 2 -12 DC 3 3 3 2 2 1 1 1

-; ~ '0 '0' 3 -9 JHP PEN 2.3 2.1 1.8 1.4 1.1 .5 .2 .1
RT 8 4 -8 DC 5 5 4 3 2 1 1 1
ROF ·5 5 -6 AP PEN 3.4 3.1 2.6 2.0 1.6 .7 .3 .1

6 -5 DC 3 3 3 2 2 1 1 1
Cap 32 7 -4
AW 1.5 8 -3

Mag 9 -2 MA .2 .4 .8 1 2 4 6 8
KD 3 BA 46 37 28 21 16 7 1 -2

Well made weapon used by the French army and former colonies. SAB 3 TOF 0 1 2 4 6 13 22 32

Heckler & Koch MPS I 9mm Parabellum I Sub-Machinegun I W Germany L 19/27 1 -20 FMJ PEN 2.5 2.3 2.0 1.5 1.2 .5 .2 .1
W 6.8 2 ·10 DC 3 3 3 2 2 1 1 1

3 -8 JHP PEN 2.4 2.2 1.9 1.5 1.1 .5 .2 .1
RT 8 4 -6 DC 5 5 4 3 2 1 1 1
ROF ·7 5 -5 AP PEN 3.6 3.3 2.8 2.2 1.7 .7 .3 .1

6 -4 DC 3 3 3 2 2 1 1 1
Cap 30 7 -3
AW 1.2 8 -2

Mag 9 -1 MA .4 .7 1 2 4 7 11 14
KD 4 BA 46 37 28 21 16 7 1 -2

border guards. SAB 3 TOF 0 1 2 4 6 13 21 31
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Phys ical Aim Ballistic Data
Data Time Range in 2 yard hexes

SU~Machlneguns AC ... 10 20 40 70 100 200 300 400

Heckler & Koch MPSK I 9mm Parabellum I SutrMachine Pistol I W Germany L 13 1 -19 FMJ PEN 2.2 2.0 1.7 1.3 1.0 .4 .2 .1
W 5.6 2 ·11 DC 3 3 2 2 1 1 1 1

3 -10 JHP PEN 2.1 2.0 1.6 1.3 1.0 .4 .2 .1
AT 7 4 -9 DC 5 4 4 3 2 1 1 1
AOF "8 5 -8 AP PEN 3.1 2.9 2.4 1.9 1.4 .6 .3 .1

6 -7 DC 3 3 2 2 1 1 1 1
Cap 30 7 -6
AW 1.2 3AB -6 ·1 4 8 11 16 19 21

Mag MA .4 .8 2 3 4 8 12 17
KD 3 BA 46 37 28 21 16 6 1 -2

Short MP5 designed SAB 3 TOF 0 1 2 4 6 14 23 33

Heckler & Koch 53 / 5.56mm NATO / Sub-Machinegun / W Germany L 22130 1 -21 FMJ PEN 10 9.9 9.0 7.9 6.9 4.4 2.8 1.8
W 8.1 2 -11 DC 5 5 5 4 4 3 2 1

3 ·8 JHP PEN 10 9.5 8.7 7.5 6.6 4.2 2.7 1.7
AT 8 4 -7 DC 7 7 6 6 6 5 3 2
AOF '6 5 ·5 AP PEN 15 14 13 11 9.7 6.1 3.9 2.5

6 ·4 DC 5 5 4 4 4 3 2 1
Cap 40 7 ·3
AW 1.4 8 -2

Mag 9 ·1 MA .3 .5 1 2 3 5 8 11
KD 4 BA 61 52 44 36 31 22 16 12

Short versionof the HK 33 which can be used as an SMG or rifle. SAB 3 TOF 0 0 1 2 3 6 10 14

Uzi I 9mm Parabellum I Sub-Machinegun I Israel L 19/26 1 ·23 FMJ PEN 2.5 2.3 2.0 1.5 1.2 .5 .2 .1
W 9.0 2 ·12 DC 3 3 3 2 2 1 1 1

3 ·9 JHP PEN 2.4 2.2 1.9 1.5 1.1 .5 .2 .1
AT 8 4 ·8 DC 5 5 4 3 2 1 1 1
AOF '5 5 ·6 AP PEN 3.6 3.3 2.8 2.2 1.7 .7 .3 .1

6 ·5 DC 3 3 3 2 2 1 1 1
Cap 32 7 ·4
AW 1.3 8 ·3

Mag MA .2 .4 .9 1 2 4 6 9
KD 4 BA 46 37 28 21 16 7 1 -2

Sturdy, reliable weapon popular with police and secret service. SAB 3 TOF 0 1 2 4 6 13 21 31

MiniUzi I 9mm Parabellum I Sub-Machine Pistol I Israel L 14/24 1 ·22 FMJ PEN 1.9 1.8 1.5 1.1 .9 .4 .1 .1
W 7.3 2 -12 DC 3 3 2 2 1 1 1 1

3 ·9 JHP PEN 1.9 1.7 1.4 1.1 .8 .3 .1 .1
AT 7 4 -7 DC 4 4 3 2 1 1 1 1
AOF ' 8 5 -6 AP PEN 2.7 2.5 2.1 1.6 1.2 .5 .2 .1

6 ·5 DC 3 2 2 2 1 1 1 1
Cap 32 7 -4
AW 1.3 8 -3

Mag MA .3 .7 1 2 3 7 10 13
KD 3 BA 45 37 28 21 16 6 , -2

Small version of the Uzi intended for police and security forces . SAB 3 TOF 1 1 2 4 6 15 25 36

Beretta M12S / 9mm Parabellum / SUb-Machinegun / Italy L 17/26 1 -22 FMJ PEN 2.3 2.1 1.8 1.4 1.1 .5 .2 .1
W 8.4 2 -12 DC 3 3 3 2 1 1 1 1

3 ·9 JHP PEN 2.2 2.0 1.7 1.3 1.0 .4 .2 .1
AT 8 4 ·7 DC 5 4 4 3 2 1 1 1
AOF ' 5 5 ·6 AP PEN 3.2 3.0 2.5 1.9 1.5 .6 .3 .1

6 -5 DC 3 3 2 2 1 1 1 1
Cap 32 7 -4
AW 1.3 8 ·3

Mag MA .2 .4 .8 1 2 4 6 8
KD 3 BA 46 37 28 21 16 7 1 -2

Widely exported SMG used in Italy, Africa, andSouth America. SAB 3 TOF 0 1 2 4 6 13 23 32

Spectre I 9mm Parabellum I Sub-Machinegun I Italy L 14/23 1 -20 FMJ PEN 2.5 2.3 2.0 1.5 1.2 .5 .2 .1
W 7.6 2 ·10 DC 3 3 3 2 2 1 1 1

3 -7 JHP PEN 2.4 2.2 1.9 1.5 1.1 .5 .2 .1
AT 8 4 -5 DC 5 5 4 3 2 1 1 1
AOF ' 8 5 -4 AP PEN 3.6 3.3 2.8 2.2 1.7 .7 .3 .1

6 -3 DC 3 3 3 2 2 1 1 1
Cap 50 7 -2
AW 1.6 8 ·1

Mag MA .4 .8 2 3 4 8 11 15
KD 4 BA 46 37 28 21 16 7 1 ·2

New SMG firing from a closed bolt using a four column magazine. SAB 3 TOF 0 1 2 4 6 13 21 31



Sub·Machineguns / Tech Level 13

Physical Aim Balllsllc Data
Data Time Range In 2 yard hexes

Sub-Machlnaguns AC Md 10 20 40 70 100 200 300 400

Armscor BXP I 9mm Parabellum I Sub-Machinegun I South Africa L 14/22 1 ·21 FMJ PEN 1.7 1.5 1.3 1.0 .7 .3 1
W 6.3 2 ·11 DC 2 2 2 1 1 1 1

3 -9 JHP PEN 1.6 1.5 1.2 .9 .7 .3 .1
RT 7 4 -7 DC 4 3 2 2 1 1

~ROF ' 6 5 -6 AP PEN 2.3 2.1 1.8 1.3 1.0 .4
6 -5 DC 2 2 2 1 1 1 1

Cap 32 7 -4
AW 1.2 8 -3

Mag MA .3 .5 1 2 3 5 8
KD 3 BA 45 37 28 20 15 6 1

Compact, light Sub-Machinegun which can be fired one handed. SAB 3 TOF 1 1 2 5 7 18 27

AKR / 5.45 x 39.5mm / SUb-Machinegun / USSR L 17/27 1 -22 FMJ PEN 11 10 9.4 8.1 7.1 4.4 2.7 1.7
W 7.3 2 -12 DC 5 5 5 4 4 3 2 1

3 -9 JHP PEN 10 9.9 9.0 7.8 6.8 4.2 2.6 1.6
RT 8 4 -7 DC 7 7 6 6 6 4 3 2
ROF '7 5 -6 AP PEN 15 15 13 11 10 6.2 3.8 .4

6 -5 DC 5 5 4 4 4 3 2 1
Cap 30 7 -4
AW 1.3 8 -3

Mag MA .2 .3 .6 1 2 3 5 7
KD 3 BA 60 52 43 35 31 21 15 12

SMG version of the AKS 74 rifle. In service with Soviet forces. SAB 3 TOF 0 0 1 2 3 6 9 13

L 14 1 -20 FMJ PEN 2.3 2.1 1.8 1.4 1.1 .5 .2 .1
W 5.7 2 -12 DC 3 3 3 2 1 1 1 1

3 -11 JHP PEN 2.2 2.0 1.7 1.3 1.0 .4 .2 .1 ,
RT 8 4 -10 DC 5 4 4 3 2 1 1 1
ROF '8 5 -9 AP PEN 3.2 3.0 2.5 1.9 1.5 .6 .3 .1

6 -8 DC 3 3 2 2 1 1 1 1
Cap 34 7 -8
AW 1.2 8 -7

Mag MA .4 .8 2 3 4 6 13 17
KD 3 BA 46 37 28 21 16 7 1 -2

Special purpose paratroopers machine pistol. SAB 3 TOF 0 1 2 4 6 13 23 32

Ingram MAC 10 I 9mm Parabellum I Sub-Machine Pistol I USA L 11/22 1 -22 FMJ PEN 2.1 1.9 1.6 1.3 1.0 .4 .2 .1
W 7.6 2 -12 DC 3 3 2 2 1 1 1 1

3 -9 JHP PEN 2.0 1.9 1.6 1.2 .9 .4 .2 .1
RT 7 4 -7 DC 4 4 3 2 2 1 1 1
ROF ' 9 5 -6 AP PEN 3.0 2.7 2.3 1.8 1.4 .6 .2 .1

6 -5 DC 3 3 2 2 1 1 1 1
Cap 32 7 -4
AW 1.4 8 -3

Mag MA .4 .8 2 3 4 8 12 15
KD 3 BA 46 37 28 21 16 6 1 -2

Compact Sub-Machinegun chambered for 9mm Parabellum . SAB 3 TOF 1 1 2 4 6 14 24 34

Ingram MAC 10 / 45 ACP / Sub-Machine Pistol /USA L 11/22 1 -22 FMJ PEN 1.7 1.6 1.3 1.0 .8 .4 .2 .1
W 8.4 2 -12 DC 3 2 2 1 1 1 1 1

3 -9 JHP PEN 1.6 1.5 1.3 1.0 .8 .4 .2 .1
RT 7 4 -7 DC 4 3 3 2 1 1 1 1
ROF '10 5 -6 AP PEN 2.4 2.2 1.9 1.5 1.2 .5 .2 .1

6 -5 DC 3 2 2 1 1 1 1 1
Cap 30 7 -4
AW 2.2 8 -3

Mag MA .6 1 2 4 6 12 19 25
KD 5 BA 45 37 28 21 16 8 1 -3

MAC 10 chambered for 45 ACP. lis high recoilhinders onehand fire. SAB 4 TOF 1 1 3 5 8 18 30 43

Bushmaster I 5.56mm NATO I Sub-Machinegun I USA L 21 1 -21 FMJ PEN 13 12 11 9.9 8.6 5.3 3.3 2.1
W 6.2 2 -12 DC 6 6 5 5 4 3 3 2

3 -11 JHP PEN 13 12 11 9.5 8.2 5.1 3.2 .0
RT 8 4 -10 DC 7 7 7 7 6 5 4 3
ROF '6 5 -9 AP PEN 18 18 16 14 12 7.5 4.7 -2.9

6 -8 DC 6 5 5 5 4 3 3 2
Cap 30
AW 1.0

Mag MA .3 .7 1 2 3 7 10 13
KD 4 BA 60 51 42 35 30 20 15 11

Powerful SMG designed for 1 hand fire bracedagainst theforearm. SAB 3 TOF 0 0 1 2 2 5 8 12
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Physical Aim Ballistic Data
Data Time Range In 2 yard hexes

Assault Rifles AC Md 10 20 40 70 100 200 300 400

l1 Al - Fl / 7.62mm NATO / Assault Rifle / Australia L 42 1 -24 FMJ PEN 18 18 17 15 14 9.8 7.0 5.0
W 12.0 2 -14 DC 8 8 8 7 7 6 6 5

.. ~~
3 -10 JHP PEN 18 17 16 15 13 9.4 6.7 4.8

P 'W'· sa RT 8 4 -8 DC 9 9 9 9 9 8 7 7
ROF 5 -6 AP PEN 26 25 24 21 19 14 9.9 ~. 1

6 -5 DC 8 7 7 7 7 6 6 5
Cap 20 7 -4
AW 1.6 8 -3

Mag 9 -2
Standard Australian armyrifle panerned after the FN FAL. It is being replacedby KD 10 10 -1 BA 61 53 45 37 32 23 17 13
the Austrian Stayr AUG. SAB 5 1I 0 TOF 0 0 1 2 2 5 8 12

Steyr AUG I 5.56mm NATO / Assault Rifle / Austria L 31 I -23 FMJ PEN 15 14 13 11 9.9 6.3 4.0 2_5
W 9.0 2 -12 DC 6 6 6 5 5 4 3 2

3 -8 JHP PEN 14 14 12 11 9.5 6.0 3.8 2.4
RT 10 4 -6 DC 8 8 7 7 7 6 4 3
ROF ·5 5 -5 AP PEN 21 20 18 16 14 8.8 5.6 .5

6 -4 DC 6 6 6 5 5 3 3 2
Cap 30 7 ·3
AW 1.1 8 -2

Mag 9 -1 MA .2 _5 1 2 2 5 7 10
KD 4 10 0 BA 60 51 42 35 30 20 15 11

with an optical scope in itscarrying handle. SAB 3 11 1 TOF 0 0 1 1 2 5 8 11

FN FAL / 7.62mm NATO / Assault Rifle / Belgium L 43 1 -24 FMJ PEN 19 19 17 16 14 10 7.4 5.3
W 10.8 2 -13 DC 8 8 8 7 7 7 6 5

3 ·9 JHP PEN 18 18 17 15 14 9.8 7.1 5.1
RT 8 4 ·8 DC 9 9 9 9 9 8 7 7
ROF ·6 5 ·6 AP PEN 27 26 25 22 20 14 10 ~.5

6 ·5 DC 8 8 7 7 7 6 6 5
Cap 20 7 ·4
AW 1.4 8 -3

Mag 9 -2 MA .6 1 3 4 6 13 19 25
Highly successful weapon exported to over 90 countries including the United KD 10 10 -1 BA 61 53 45 37 32 23 17 13
Kingdom and Israel. SAB 5 11 0 TOF 0 0 1 2 2 5 8 11

FN FNC I 5.56mm NATO I Assault Rifle I Belgium L 30/39 1 -23 FMJ PEN 15 15 14 12 11 7.0 4.6 3.0
W 9.6 2 -12 DC 6 6 6 6 5 4 3 2

ccw Wi_Its
3 -9 JHP PEN 15 14 13 12 10 6.7 4.4 2.9

RT 8 4 -7 DC 8 8 7 7 7 6 5 3V i ROF "6 5 -6 AP PEN 22 21 19 17 15 9.9 6.5 4.3
6 ·5 DC 6 6 6 5 5 4 3 2

Cap 30 7 -4
AW 1.2 8 -3 3RB -4 1 6 10 13 17 20 22

Mag 9 -2 MA .3 .6 1 2 3 6 9 12
Modern successor to the FN CAL. This weapon has three round burst capability KD 4 10 -1 BA 61 53 44 37 32 22 17 13
and like the FN FAL has been marketed for export. SAB 3 11 0 TOF 0 0 1 2 2 5 8 11

M1949 - 56 / 7.5 x 54mm I Assault Rifle / France L 40 1 ·23 FMJ PEN 18 18 17 15 14 9.7 7.0 5.0
W 9.6 2 -12 DC 7 7 7 7 7 6 6 5

~
--J A 3 -9 JHP PEN 17 17 16 14 13 9.4 6.7 4.8

= "" RT 8 4 -7 DC 9 9 9 9 8 8 7 7
ROF 5 -6 AP PEN 26 25 23 21 19 14 9.9 7.1

6 -5 DC 7 7 7 7 7 6 5 4
Cap 10 7 -4
AW .95 8 -3

Mag 9 -2
This French armyrifle isstillinservice andisbeingreplaced by the FAMAS. The KD 9 10 -1 BA 62 54 45 38 33 24 18 14
FA MAS is currently only available to elite troops. SAB 5 11 0 TOF 0 0 1 2 2 5 8 12

FA MAS / 5.56mm NATO I Assault Rifle / France L 30 1 -23 FMJ PEN IS 15 13 12 10 6.4 4.1 2.6
W 9.0 2 -12 DC 6 6 6 6 5 4 3 2

3 -9 JHP PEN 15 14 13 11 9.7 6.2 3.9 2.5
RT 10 4 -7 DC 8 8 7 7 7 6 4 3
ROF ··8 5 ·6 AP PEN 22 21 19 16 14 9.1 5.8 .7

0 6 -4 DC 6 6 6 5 5 4 3 2
Cap 25 7 -3
AW 1.0 8 -2 3RB ·6 -1 4 B 10 15 18 20

Mag 9 ·1 MA .4 .8 2 3 4 B 12 16
KD 4 BA 60 51 42 35 30 20 15 11

New French army rifle ot lightweight, bullpup design. SAB 3 TOF 0 0 1 1 2 5 8 11
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Physical Aim Ballistic Data
Data Time Range In 2 yard hexes

Assault Rifles AC Md 10 20 40 70 100 200 300 400

FR F2 I 7.62mm NATO I Sniper Ril le I France L 45 1 -24 FMJ PEN 20 19 18 16 15 11 7.6 5.5
W 12.5 2 -14 DC 8 8 8 7 7 7 6 5

3 -7 JHP PEN 19 18 17 16 14 10 7.3 5.3
RT 8 4 -5 DC 9 9 9 9 9 8 8 7
ROF 3 5 -4 AP PEN 28 27 25 23 21 15 1I 7.7

6 -2 DC 8 8 7 7 7 6 6 5
Cap 10 7 0
AW 1.1 8 1

<, Mag 9 2
KD 10 10 3 BA 68 59 50 43 38 28 22 18

French sniper rifle with optical scope and bipod chambered in 7.62mm NATO. SAB 5 12 5 TOF 0 0 1 2 2 5 8 11

Heckler & Koch G3 I 7.62mm NATO I Assault Rifle I W Germany L 40 1 -24 FMJ PEN 17 16 15 14 13 8.9 6.3 4.5
W 11.1 2 -14 DC 8 7 7 7 7 6 6 4

3 -9 JHP PEN 16 16 15 13 12 8.5 6.1 4.3
RT 8 4 -8 DC 9 9 9 9 8 8 7 8
ROF "5 5 -6 AP PEN 24 23 22 20 18 13 8.9 6.4

6 -5 DC 7 7 7 7 7 6 5 4
Cap 20 7 -4
AW 1.4 8 -3

Mag 9 -2 MA .5 I 2 3 5 10 14 19
Standardrifle ofthe WestGerman army. It is alsowidely used inAfrica and South KD 10 10 -1 BA 61 53 44 37 32 23 17 13
America. SAB 5 11 0 TOF 0 0 1 2 3 5 9 12

Heckler & Koch G41 I 5.56mm NATO I Assault Rifle I W Germany L 39 1 -23 FMJ PEN 16 15 14 13 11 7.4 4.9 3.2
W 8.6 2 -12 DC 6 6 6 6 5 4 3 2

3 -9 JHP PEN 15 15 14 12 11 7.1 4.7 3.1
RT 8 4 -7 DC 8 8 8 7 7 6 5 4
ROF ""7 5 -6 AP PEN 23 22 20 18 16 10 6.9 4.5

6 -5 DC 6 6 6 5 5 4 3 2
Cap 30 7 -4
AW 1.I 8 -3 3RB -4 1 5 9 12 17 20 22

Mag 9 -2 MA .4 .8 2 3 4 8 11 15
s.ssmm NATO version ofthe G3. Thisweaponisconsiderablylighter thantheG3 KD 4 10 -I BA 61 53 44 37 32 22 17 13
and has three round burst capability. SAB 3 1I 0 TOF 0 0 1 1 2 5 8 11

Heckler & Koch G11 I 4.7mm Caseless I Assault Rifle I W Germany L 30 I -23 FMJ PEN 18 18 17 15 14 9.9 7.1 5.1
W 8.7 2 -12 DC 5 5 5 5 4 4 3 3

3 -8 JHP PEN 18 17 16 15 13 9.5 6.8 4.9
RT 10 4 -6 DC 7 7 7 7 6 6 5 4
ROF ""5 5 -5 AP PEN 26 25 24 21 19 14 10 7.2

6 -4 DC 5 5 5 5 4 3 3 3
Cap 50 7 -3
AW .77 8 -2 3RB -20 -16 -11 ·7 ·4 I 4 6

Mag 9 -1 MA .2 .5 .9 2 2 5 7 9
KD 4 10 0 BA 64 57 49 43 38 29 23 19

Advanced caseless rifle under development. SAB 3 1I I TOF 0 0 1 1 2 5 7 10

Walther 2000 I 300 Winchester Magnum I Sniper Rifle I W Germany L 36 I -26 FMJ PEN 28 27 25 24 22 17 13 9.8
W 18.3 2 -16 DC 8 8 8 8 8 7 7 7

3 ·8 JHP PEN 26 26 24 23 21 16 12 9.4
RT 10 4 -6 DC 10 10 10 10 9 9 9 8
ROF 5 -4 AP PEN 39 38 36 33 31 24 18 14

6 -3 DC 8 8 8 8 8 7 7 6
Cap 6 7 ·1
AW .90 8 0

Mag 9 I
KD 13 10 2 BA 70 62 53 46 41 32 26 22

Specially designed sniper rifle withoptical scopeand biped. SAB 5 12 5 TOF 0 0 1 1 2 5 7 10

AMD 65 I 7.62 x 39mm I Assault Rifle I Hungary L 26/34 I -23 FMJ PEN 11 10 9.4 8.3 7.2 4.6 3.0 1.9
W 9.0 2 -13 DC 7 7 6 6 6 5 3 2

3 -9 JHP PEN 10 9.9 9.1 7.9 6.9 4.4 2.8 1.8
RT 8 4 -7 DC 8 8 8 8 7 7 5 3
ROF "5 5 -6 AP PEN 15 15 13 12 10 6.5 4.2 2.7

6 -4 DC 6 6 6 6 6 4 3 2
Cap 30 7 -3
AW 1.8 8 ·2

Mag MA .4 .8 2 3 4 8 12 16
KD 7 BA 58 50 40 33 28 18 13 9

Hungarian modified AKM 63 with folding stock and foregrip. SAB 4 TOF 0 I I 2 3 6 10 15
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Physical Aim Ballistic Data
Data Time Range In 2 yard hexes

Assault Rifles AC ... 10 20 40 70 100 200 300 400

Galil AR / 5.56mm NATO / Assault Rifle / Israel L 29/39 1 -23 FMJ PEN 16 15 14 12 11 6.8 4.32.7
W 10.2 2 -13 DC 6 6 6 6 5 4 3 2

3 -9 JHP PEN 15 15 13 12 10 6.5 4.1 2.6
RT 8 4 -7 DC 8 8 8 7 7 6 5 3
ROF '5 5 -6 AP PEN 22 21 20 17 15 9.5 6.1 3.9

6 -5 DC 6 6 6 5 5 4 3 2
Cap 35 7 -4
AW 1.6 8 -3

Mag 9 -2 MA .2 .5 .9 2 2 5 7 9
KD 4 10 -1 BA 60 51 42 35 30 20 15 11

Galil Assault Rifle in 5.56mm NATO. SAB 3 11 0 TOF 0 0 1 1 2 5 7 11

Galil AR / 7.62mm NATO / Assault Rifle / Israel L 32/41 1 -24 FMJ PEN 20 19 18 16 15 11 7.6 5.5
W 10.7 2 -13 DC 8 8 8 7 7 7 6 5

iiF" l 3 -9 JHP PEN 19 18 17 16 14 10 7.3 .2

VA RT 8 4 -7 DC 9 9 9 9 9 8 8 7
ROF '5 5 -6 AP PEN 28 27 25 23 21 15 11 7.7

6 -5 DC 8 8 7 7 7 6 6 5
Cap 25 7 ·4
AW 2.0 8 ·3

Mag 9 ·2 MA .5 1 2 4 5 11 16 21
GalilAssaultRifle in 7.62mm NATO. This weapon & the5.56mmversionare also KD 10 10 ·1 BA 61 53 45 37 32 23 17 13
available in a Short Assault Rifle (SAR) variant which isabout5 inches shorter. SAB 5 11 0 TOF 0 0 1 2 2 5 8 11

Beretta BM 59 / 7.62mm NATO / Assault Rifle / Italy L 43 1 ·24 FMJ PEN 18 18 17 15 14 9.8 7.0 5.0
W 11.3 2 ·14 DC 8 8 8 7 7 6 6 5

3 ·9 JHP PEN 18 17 16 15 13 9.4 6.7 4.8
RT 8 4 ·8 DC 9 9 9 9 9 8 7 7
ROF '6 5 ·6 AP PEN 26 25 24 21 19 14 9.9 7.1

6 ·5 DC 8 7 7 7 7 6 6 5
Cap 20 7 -4
AW 1.5 8 ·3

Mag 9 ·2 MA .6 1 2 4 6 12 18 24
KD 10 10 · 1 BA 61 53 45 37 32 23 17 13

Standard rifleof the Italian army. Similarto the Mt Garand. SAB 5 11 0 TOF 0 0 1 2 2 5 8 12

Beretta SC 70 / 5.56mm NATO / Assault Rifle / Italy L 29/38 1 ·23 FMJ PEN 15 14 13 11 10 6.3 4.0 2.5
W 9.3 2 ·12 DC 6 6 6 5 5 4 3 2

3 ·9 JHP PEN 14 14 13 11 9.5 6.0 3.8 2.4
RT 8 4 ·7 DC 8 8 7 7 7 6 4 3
ROF '5 5 -6 AP PEN 21 20 18 16 14 8.8 5.6 3.5

6 -5 DC 6 6 6 5 5 4 3 2
Cap 30 7 -4
AW 1.1 8 -3

Mag 9 ·2 MA .2 .5 1 2 2 5 7 10
Folding stock version ofthe Beretta AR 70 rifle. This weapon isreplacingthe8M KD 4 10 ·1 BA 60 51 42 35 30 20 15 11
59 and is in service with the Italian Special Forces . SAB 3 11 0 TOF 0 0 1 1 2 5 8 11

Type 64 / 7.62mm NATO (reduced load) / Assault Rifle / Japan L 39 1 ·24 FMJ PEN 13 13 12 11 9.7 6.7 4.7 3.3
W 11.3 2 -14 DC 7 7 7 7 6 6 4 3

3 -9 JHP PEN 13 12 11 10 9.3 6.5 4.5 3.2
RT 8 4 -8 DC 9 9 8 8 8 7 6 5
ROF '4 5 ·6 AP PEN 19 18 17 15 14 9.5 6.6 .6

6 -5 DC 7 7 7 6 6 6 4 3
Cap 20 7 -4
AW 1.6 8 ·3

Mag 9 -2 MA .3 .7 1 2 3 7 10 14
KD 8 10 ·1 BA 61 53 44 37 32 22 17 13

Standard rifle of the Japanese armyusinga reduced load 7.62mm round. SAB 5 11 0 TOF 0 1 1 2 3 6 10 14

R4 / 5.56mm NATO / Assault Rifle / South Africa L 29/40 1 ·24 FMJ PEN 16 15 14 12 10 6.5 4.1 2.6
W 11.2 2 -14 DC 6 6 6 6 5 4 3 2

3 -9 JHP PEN 15 14 13 11 10 6.3 4.0 2.5
RT 8 4 ·7 DC 8 8 8 7 7 6 4 3
ROF '5 5 ·6 AP PEN 22 21 19 17 15 9.2 5.8 3.7

6 -5 DC 6 6 6 5 5 4 3 2
Cap 35 7 -4
AW 1.8 8 ·3

Mag 9 ·2 MA .2 .4 .9 1 2 4 6 9
KD 4 10 ·1 BA 59 51 42 35 30 20 14 11

Modified Galil AR. South African Defense Force's standard rifle. SAB 3 TOF 0 0 1 1 2 5 7 11

,
J
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Physical Aim Ballistic Data
Data Time Range In 2 yard hexes

Assault Rifles AC ... 10 20 40 70 100 200 300 400

SIG 550 / 5.56mm NATO / Assault Rifle / Switzerland L 30/39 1 -23 FMJ PEN 15 15 13 12 10 6.4 4.1 2,6
W 10.1 2 -13 DC 6 6 6 6 5 4 3 2

3 ·9 JHP PEN 15 14 13 11 9.7 6.2 3.9 2.5
RT 7 4 -7 DC 8 8 7 7 7 6 4
ROF " 7 5 ·6 AP PEN 21 21 19 16 14 9.1 5.7 3.6

6 -5 DC 6 6 6 5 5 4 3 ~
Cap 30 7 -4
AW 1.1 8 -3 3RB -6 ·1 4 8 11 16 19 21

Mag 9 -2 MA .3 .6 I 2 3 6 10 13
KD 4 10 -1 BA 60 51 42 35 30 20 15 11

Standard Swiss army rifle adopted in 1984. SAB 3 11 0 TOF 0 0 1 1 2 5 8 11

AKM 47 / 7.62 x 39mm / Assau lt Rifle / USSR L 35 1 -23 FMJ PEN 11 11 9.8 8.6 7.5 4.8 .1 2.0
W 8.7 2 -12 DC 7 7 6 6 6 5 3 2

3 -9 JHP PEN 11 10 9.4 8.3 7.2 4.7 .0 1.9
RT 8 4 -7 DC 8 8 8 8 7 7 5 3
ROF '5 5 ·6 AP PEN 16 15 14 12 11 6.8 '4.4 2.8iI

6 ·4 DC 7 6 6 6 6 4 3 ~
Cap 30 7 ·3
AW 1.8 8 ·2

Mag 9 ·1 MA .4 .8 2 3 4 8 12 17
KD 7 BA 58 50 40 33 28 18 13 9

New model AK 47. The most widely exported commun ist weapon . SAB 5 TOF 0 1 1 2 3 6 10 14

AK 74 / 5.45 x 39.5mm / Assault Rifle / USSR L 37 1 -23 FMJ PEN 14 13 12 10 9.1 5.8 3.7 .4
W 8.7 2 -12 DC 6 6 5 5 4 3 3 2

3 -9 JHP PEN 13 13 11 10 8.8 5.6 3.6 .3
RT 8 4 -7 DC 7 7 7 7 6 5 4 3'--- .. .
ROF '5 5 -6 AP PEN 19 18 17 15 13 8.2 5.2 .3

6 ·4 DC 6 5 5 5 4 3 3 2
Cap 30 7 ·3
AW 1.1 8 ·2

Mag 9 -1 MA .2 .3 .5 .9 1 3 4 5
KD 4 BA 60 52 43 36 31 21 16 12

New Soviet rifle with an effect ive muzzle brake. It is replacing the AKM 47. SAB 2 TOF 0 0 1 2 2 5 8 12

Dragunov SVD I 7.62 x 54mm I Sniper Rifle I USSR L 48 1 -22 FMJ PEN 23 22 21 19 18 14 10 7.8
W 10.2 2 -12 DC 8 8 8 8 8 7 7 6

~.
3 -7 JHP PEN 22 21 20 19 17 13 9.9 7.5

- ,:---0;) -- RT 8 4 -5 DC 10 9 9 9 9 9 8 8
ROF 5 -4 AP PEN 32 31 30 27 25 19 15 11

6 -2 DC 8 8 8 8 7 7 6 6
Cap 10 7 0
AW .68 8 1

Mag 9 2
The Dragunov is equipped with a PSO-1 4xoptical sight whose reticle is illuminated KD 12 10 3 BA 69 62 53 46 41 32 26 22
by a small battery. The scope is capable of detecting an infra-red source» SAB 6 11 4 TOF 0 0 I 2 2 5 8 11

l1Al / 7.62mm NATO / Assault Rifle / UK L 45 1 -24 FMJ PEN 19 19 17 16 14 10 7.3 5.3
W 11.0 2 -14 DC 8 8 8 7 7 7 6 5

3 ·9 JHP PEN 18 18 17 15 14 9.8 7.0 .1
AT ,; 8 4 ·8 DC 9 9 9 9 9 8 7 7
ROF 5 ·6 AP PEN 27 ' 26 24 22 20 14 10 .4

6 ·5 DC 8 8 7 7 7 6 6 5
Cap 20 7 ·4
AW 1.5 8 -3

Mag 9 -2
Patterned on the FN FAL, the L1A1 is the standard British service rifle. Normally KD 10 10 -1 BA 61 53 45 37 32 23 17 13
a semi-automatic weapon, it can easily be modified for fully automatic fire. SAB 5 11 0 TOF 0 0 1 2 2 5 8 12

Enfield IW / 5.56mm NATO / Assault Rifle / UK L 31 1 ·23 FMJ PEN 16 16 14 13 11 7.5 4.9 3.3
W 9.2 2 -12 DC 6 6 6 6 5 4 3 2

3 -8 JHP PEN 16 15 14 12 11 7.2 4.7 3.1
RT 10 4 -6 DC 8 8 8 7 7 6 5 4

• ROF ·6 5 -5 AP PEN 23 22 20 18 16 11 7.0 iI.6• 6 -4 DC 6 6 6 5 5 4 3 2
Cap 30 7 ·3
AW 1.0 8 ·2

Mag 9 ·1 MA .3 .6 1 2 3 6 9 13
KD 4 10 0 BA 61 53 44 37 32 22 17 13

New British rifle replacing the L1A1. SAB 3 1I 1 TOF 0 0 1 1 2 5 8 11
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Physical Aim Ballistic Data
Data Time Range In 2 yard hexes

Assault Rifles AC Md 10 20 40 70 100 200 300 400

M 14 / 7.62mm NATO I Assault Rifle I USA L 44 1 -24 FMJ PEN 20 19 18 16 15 11 7.7 5.5
W 11.2 2 -14 DC 8 8 8 7 7 7 6 5

c;J~e
~

3 -10 JHP PEN 19 18 17 16 14 10 7.4 5.3

Ii=& RT 8 4 -8 DC 9 9 9 9 9 8 8 7
ROF ' 6 5 -6 AP PEN 28 27 25 23 21 15 11 .8

6 -5 DC 8 8 7 7 7 6 6 5
.. -- Cap 20 7 -4

AW 1.5 8 -3
Mag 9 -2 MA .6 1 2 4 6 12 19 25

Standard US army rifle adopted in 1957. The M14 was often replaced by the M16 KD 10 10 -1 BA 61 53 45 37 32 23 17 13
starting in 1962 but remains in service. Most noteably withthe US MarineCorp. SAB 5 12 0 TOF 0 0 1 2 2 5 8 11

M16A1 I 5.56mm NATO I Assault Rifle I USA L 39 1 -22 FMJ PEN 17 16 15 13 11 7.1 4.5 2.9
W 8.0 2 -12 DC 6 6 6 6 5 4 3 2

3 -9 JHP PEN 16 15 14 12 11 6.8 4.4 .8
RT 8 4 -7 DC 8 8 8 7 7 6 5 3
ROF ' 7 5 -6 AP PEN 23 22 20 18 16 10 6.4 4.1

6 -5 DC 6 6 6 6 5 4 3 2
Cap 30 7 -4
AW 1.0 8 -3

Mag 9 -2 MA .4 .8 2 3 4 8 11 15
KD 4 10 -1 BA 60 51 42 35 30 20 15 11

Standard US army rifle adopted in 1962. it was used extensively in Vietnam. SAB 3 11 0 TOF 0 0 1 1 2 4 7 10

CAR 16 / 5.56mm NATO I Assault Rifle I USA L 28/31 1 -22 FMJ PEN 14 13 12 11 9.3 5.9 3.7 2.3
W 7.1 2 -11 DC 6 6 6 5 5 4 3 2

3 -9 JHP PEN 14 13 12 10 8.9 5.6 3.5 .2
RT 8 4 -7 DC 8 7 7 7 7 6 4 3
ROF ' 7 5 -5 AP PEN 20 19 17 15 13 8.3 5.2 3.3

6 -4 DC 6 6 5 5 4 3 3 2
Cap 30 7 -3
AW 1.0 8 -2

Mag 9 -1 MA .4 .8 2 3 4 8 11 15
KD 4 BA 60 51 42 35 30 20 15 11

Shortened M16 with folding stockoften used by officers and NCOs, SAB 3 TOF 0 0 1 1 2 5 8 11

M16A2 / 5.56mm NATO / Assault Rifle / USA L 39 1 -22 FMJ PEN 17 16 15 13 12 7.7 5.1 3.4
W 8.5 2 -12 DC 6 6 6 6 5 4 3 3

3 -9 JHP PEN 16 15 14 13 11 7.4 4.9 3.2
RT 8 4 -7 DC 8 8 8 7 7 6 5 4
ROF "7 5 -6 AP PEN 24 23 21 18 16 11 7.2 4.8

6 -5 DC 6 6 6 5 5 4 3 2
Cap 30 7 -4
AW 1.0 8 -3 3RB -5 0 5 9 11 16 19 21

Mag 9 -2 MA .4 .8 2 3 4 8 11 15
KD 4 10 -1 BA 61 53 44 37 32 22 17 13

Late version of the M16A1 withthree round burst capability. SAB 3 11 0 TOF 0 0 1 1 2 5 7 11

M203 I 5.56mm NATO I Assaun Rifle - Grenade Launcher I USA L 39 1 -25 FMJ PEN 17 16 15 13 11 7.1 4.5 2.9
W 11.6 2 -15 DC 6 6 6 6 5 4 3 2

3 -9 JHP PEN 16 15 14 12 11 6.8 4.4 2.8
RT 8 4 -8 DC 8 8 8 7 7 6 5 3
ROF ' 7 5 -6 AP PEN 23 22 20 18 16 10 6.4 4.1

6 -5 DC 6 6 6 6 5 4 3 2
Cap 30 7 -4
AW 1.0 8 -3

Mag 9 -2 MA .4 .8 2 3 4 8 11 15
KD 4 10 -1 BA 60 51 42 35 30 20 15 11

M16A1 with 40mm grenade launcher. It replaced the M79 grenade launcher. SAB 3 11 0 TOF 0 0 1 1 2 4 7 10

M40A1 I 7.62mm NATO I Sniper Rifle I USA L 44 1 -25 FMJ PEN 20 19 18 16 15 11 7.7 5.5
W 14.8 2 -15 DC 8 8 8 7 7 7 6 5

3 -8 JHP PEN 19 18 17 16 14 10 7.4 5.3
RT 16 4 -6 DC 9 9 9 9 9 8 8 7
ROF 3 5 -4 AP PEN 28 27 25 23 21 15 11 7.8

6 -3 DC 8 8 7 7 7 6 6 5
Cap 5 7 -1
AW .06 8 1

Rnd 9 2
Remington boltaction rifle with heavy barreland U C l Ox sniperscope."This is KD 10 10 3 BA 68 59 50 43 38 28 22 18
the standard sniper's weapon of the US Marine Cor s. ~ SAB 5 12 4 TOF 0 0 1 2 2 5 8 11
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Physical Aim Ballistic Data
Data TIme Range In 2 yard hexes

MachIne Guns AC Mol to 20 40 70 100 200 300 400

Steyr LSW I 5.56mm NATO I SquadAutomatic Weapon I Austria L 35 1 -24 FMJ PEN 17 16 15 13 11 7.1 4.5 .9
W 12.3 2 -14 DC 6 6 6 6 5 4 3 2

3 -8 JHP PEN 16 15 14 12 11 6.8 4.4 .8
RT 8 4 -6 DC 8 8 8 7 7 6 5 3
ROF '6 5 -5 AP PEN 23 22 20 18 16 10 6.4 .1

6 -4 DC 6 6 6 6 5 4 3 2
Cap 42 7 -3
AW 1.5 8 -2

Mag 9 -1 MA .2 .4 .9 2 2 4 7 9
KD 4 10 0 BA 60 51 42 35 30 20 15 11

Light Support Weaponversion of the Army Universal Gun. SAB 2 12 1 TOF 0 0 1 1 2 4 7 10

FN MAG I 7.62mm NATO I General Purpose Machine Gun / Belgium L 50 1 -29 FMJ PEN 19 19 17 16 14 10 7.4 .3
W 27.2 2 -19 DC 8 8 8 7 7 7 6 5

3 -13 JHP PEN 18 18 17 15 14 9.8 7.1 5.1
RT 12 4 -9 DC 9 9 9 9 9 8 7 7
ROF ' 6 5 -8 AP PEN 27 26 25 22 20 14 10 7.5

6 -6 DC 8 8 7 7 7 6 6 5
Cap 50 7 -5
AW 3.2 8 -4

Bit 10 -2 MA .3 .6 1 2 3 6 9 12
KD 10 12 -1 BA 61 53 45 37 32 23 17 13
SAB 3 14 1 TOF 0 0 1 2 2 5 8 11

Type 67 I 7.62 x 54mm I light Machine Gun I China L 45 1 -29 FMJ PEN 23 22 21 20 18 14 10 8.0
W 27.7 2 -20 DC 8 8 8 8 8 7 7 6

3 -13 JHP PEN 22 22 20 19 17 13 10 7.6
RT 12 4 -9 DC 10 9 9 9 9 9 8 8
ROF ' 5 5 -8 AP PEN 33 32 30 28 25 19 15 11

6 -6 DC 8 8 8 8 7 7 6 6
Cap 100 7 -5
AW 5.8 8 -4

Bit 9 -3 MA .3 .6 1 2 3 6 10 13
KD 12 10 -2 BA 63 56 48 41 36 27 21 17

Chinese designed machine gun adopted in the early 1970s. SAB 4 12 0 TOF 0 0 1 2 2 5 8 11

AA 7.62 I 7.62mm NATO I General Purpose MachineGun I France L 39/45 1 -30 FMJ PEN 19 19 17 16 14 10 7.4 5.3
W 28.5 2 -20 DC 8 8 8 7 7 7 6 5

3 -14 JHP PEN 19 18 17 15 14 9.9 7.1 5.1
RT 12 4 -9 DC 9 9 9 9 9 8 7 7
ROF '6 5 -8 AP PEN 27 26 25 22 20 15 10 ~.5

6 -6 DC 8 8 7 7 7 6 6 5
Cap 100 7 -5
AW 6.5 8 -4

Bit 9 -3 MA .3 .6 1 2 3 6 10 13
KD 10 10 -2 BA 61 53 45 37 32 23 17 13

Standard MG of the French army. AA 52 converted to 7.62mm NATO. SAB 3 12 0 TOF 0 0 1 2 2 5 8 11

Heckler & Koch 13E / 5.56mm NATO / Squad Automatic Weapon / W Germany L 41 1 -27 FMJ PEN 17 16 15 13 12 7.7 5.1 3.4
W 18.7 2 -17 DC 6 6 6 6 5 4 3 3

3 -11 JHP PEN 16 15 14 13 11 7.3 4.9 3.2
RT 8 4 -8 DC 8 8 8 7 7 6 5 4
ROF "6 5 -7 AP PEN 23 23 21 18 16 11 7.2 4.8

6 -6 DC 6 6 6 5 5 4 3 2
Cap 30 7 -4
AW 1.1 8 -3 3RB -8 -3 2 6 9 14 17 19

Mag 9 -3 MA .2 .3 .7 1 2 3 5 7
KD 4 10 -2 BA 61 53 44 37 32 22 17 13

Squad Automatic Weapon version of the HK 13 LMG. SAB 2 12 0 TOF 0 0 1 1 2 5 7 11

Heckler & Koch 11E I 7.62mm NATO I Squad Automatic Weapon I W Germany L 41 1 -27 FMJ PEN 17 17 16 14 13 9.2 6.5 4.7
W 19.5 2 -17 DC 8 8 7 7 7 6 6 4

3 -11 JHP PEN 17 16 15 14 12 8.8 6.3 4.5
RT 8 4 -9 DC 9 9 9 9 9 8 7 6
ROF "7 5 -7 AP PEN 25 24 22 20 18 13 9.2 6.6

6 -6 DC 7 7 7 7 7 6 5 4
Cap 20 7 -5
AW 1.5 8 -4 3RB -4 1 6 10 13 17 20 22

Mag 9 -3 MA .4 .8 2 3 4 8 12 16
KD 10 10 -2 BA 61 53 45 37 32 23 17 13

Squad Automatic W eapon variant of the HK IIAt LMG. SAB 4 12 0 TOF 0 0 1 2 2 5 9 12



Machine Guns I Tech Level 13

Phys ical Aim Ballistic Data
Data Tlma Range In 2 yard hexes

MachineGuns AC ... 10 20 40 70 100 200 300 400

Heckler & Koch 23E I 5.56mm NATO I General Purpose MG I W Germany L 41 1 -29 FMJ PEN 16 16 15 13 11 7.6 5.0 .3
W 25.5 2 -19 DC 6 6 6 6 5 4 3 3

3 -12 JHP PEN 16 15 14 12 11 7.3 4.8 3.2
RT 12 4 -9 DC 8 8 8 7 7 6 5 4
ROF "6 5 -7 AP PEN 23 22 21 18 16 11 7.1 14.7

6 -6 DC 6 6 6 5 5 4 3 2
Cap 200 7 -5
AW 6.2 8 -4 3RB -8 -3 2 6 8 13 16 18

Bit 9 -3 MA .2 .3 .7 1 2 3 5 7
KD 4 10 -2 BA 61 53 44 37 32 22 17 13

New version of the HK 21Al in 5.56mm NATO. SAB 2 12 0 TOF 0 0 1 1 2 5 8 11

Heckler & Koch 21E / 7.62mm NATO / General Purpose MG / W Germany L 45 1 -29 FMJ PEN 19 19 17 16 14 10 7.4 5.3
W 27.0 2 -19 DC 8 8 8 7 7 7 6 5

3 -13 JHP PEN 19 18 17 15 14 9.9 7.1 .1

\ RT 12 4 -9 DC 9 9 9 9 9 8 7 7
ROF "7 5 -8 AP PEN 27 26 25 22 20 15 10 • .5

6 -6 DC 8 8 7 7 7 6 6 5
Cap 100 7 -5
AW 6.5 8 -4 3RB -4 1 6 10 12 17 20 22

Bit 9 -3 MA .4 .8 2 3 4 8 12 16
KD 10 10 -2 BA 61 53 45 37 32 23 17 13

Newest version of the HK 21Al . SAB 3 12 0 TOF 0 0 1 2 2 5 8 11

MG3 I 7.62mm NATO I General Purpose Machine Gun I W Germany L 48 1 -30 FMJ PEN 18 18 17 15 14 9.7 7.0 5.0
W 30.9 2 -20 DC 8 8 7 7 7 6 6 5

3 -14 JHP PEN 18 17 16 14 13 9.3 6.7 14.8
RT 12 4 -10 DC 9 9 9 9 9 8 7 7
ROF · 10 5 -8 AP PEN 26 25 23 21 19 14 9.8 • .0

8: 6 -6 DC 8 7 7 7 7 6 6 5

IJ
Cap 100 7 -5
AW 6.5 8 ·4

Bit 9 -3 MA .5 1 2 3 5 10 14 19
~ffji' KD 10 10 -2 BA 61 53 45 37 32 23 17 13

The MG3 is based on the World War ii MG42 SAB 3 11 -1 TOF 0 0 1 2 2 5 8 12

Galil ARM / 5.56mm NATO / Squad Automatic Weapon / Israel L 29/39 1 -24 FMJ PEN 16 15 14 12 11 6.8 4.3 2.7
W 11.5 2 -14 DC 6 6 6 6 5 4 3 2

3 -9 JHP PEN 15 15 13 12 10 6.5 4.1 2.6
RT 8 4 -8 DC 8 8 8 7 7 6 5 3
ROF ·5 5 -6 AP PEN 22 21 20 17 15 9.5 6.1 3.9

6 -5 DC 6 6 6 5 5 4 3 2
Cap 50 7 -4
AW 2.2 8 -3

Ma9 9 -2 MA .2 .4 .8 1 2 4 6 8
KD 4 10 -1 BA 60 51 42 35 30 20 15 11
SAB 2 11 0 TOF 0 0 1 1 2 5 7 11

Berena M70-78 / 5.56mm NATO / Squad Automatic Weapon / Italy L 38 1 -25 FMJ PEN 16 15 14 12 10 6.6 4.2 2.7
W 13.4 2 -15 DC 6 6 6 6 5 4 3 2

3 -10 JHP PEN 15 14 13 11 10 6.3 4.0 2.6
RT 8 4 -8 DC 8 8 8 7 7 6 4 3
ROF ·6 5 -6 AP PEN 22 21 19 17 15 9.3 5.9 .8

6 -5 DC 6 6 6 5 5 4 3 2
Cap 40 7 -4
AW 1.7 8 -3

Mag 9 -2 MA .2 .4 .8 1 2 4 6 8
KD 4 10 -1 BA 60 51 42 35 30 20 15 11

Squad Automatic Weapon based on the AR70 rifle. SAB 2 11 0 TOF 0 0 1 1 2 5 8 11

RPK 74 / 5.45 x 39.5mm / Squad Automatic Weapon / USSR L 45 1 -24 FMJ PEN 17 16 15 13 12 7.5 4.9 3.2
W 11.4 2 -14 DC 6 6 6 6 5 4 3 2

3 -10 JHP PEN 16 16 14 13 11 7.2 4.7 3.1
RT 8 4 -8 DC 8 8 8 7 7 6 5 4
ROF ·5 5 -6 AP PEN 24 23 21 19 16 11 6.9 4.5

6 -5 DC 6 6 6 5 5 4 3 2
Cap 40 7 -4
AW 1.5 8 -3

Mag 9 -2 MA .2 .4 .8 1 2 4 6 8
KD 4 10 -1 BA 61 52 44 36 31 22 16 12

Squad Automatic Weaponversion of the AK 74 rifle. SAB 2 11 0 TOF 0 0 1 1 2 4 7 10



Machine Guns I Tech Level 13

Physical Aim Ballistic Data
Data Time Range In 2 yard hexes

Machine Guns AC Md 10 20 40 70 100 200 300 400

RPK / 7.62 x 39mm I Squad Automatic Weapon / USSR L 41 1 -26 FMJ PEN 12 1I 10 9.1 7.9 5.1 .3 2.1
W 15.7 2 -16 DC 7 7 7 6 6 5 3 2

3 -10 JHP PEN 11 11 10 8.7 7.6 4.9 3.2 2.1
RT 10 4 -8 DC 8 8 8 8 8 7 5 3
ROF "6 5 -7 AP PEN 17 16 15 13 11 7.2 4.7 3.0

6 -5 DC 7 7 6 6 6 5 3 2
Cap 75 7 -4
AW 4.6 8 -3

Drm 9 -2 MA .3 .5 1 2 3 5 8 10
KD 7 10 -1 BA 58 50 41 33 28 18 13 9

This SAW has replacedthe RPD in the Soviet arsenal. SAB 3 12 0 TOF 0 1 1 2 3 6 10 14

RP 46 / 7.62 x 54mm / Light Machine Gun / USSR L 51 1 -32 FMJ PEN 23 23 22 20 18 14 11 8.1
W 43.0 2 -22 DC 8 8 8 8 8 7 7 6

3 -17 JHP PEN 22 22 21 19 18 13 10 7.7
RT 12 4 -11 DC 10 10 9 9 9 9 8 8
ROF "5 5 -9 AP PEN 33 32 30 28 26 20 15 11

6 -7 DC 8 8 8 8 7 7 6 6
Cap 250 7 -6
AW 14.3 8 -5

Bit 9 -4 MA .3 .5 1 2 3 5 8 10
KD 12 11 -2 BA 63 56 48 41 36 27 21 17

Developed in 1946. it is still in service in the third world. SAB 3 13 0 TOF 0 0 1 2 2 5 8 11

RPD I 7.62 x 39mm I Light Machine Gun I USSR L 41 1 -28 FMJ PEN 11 10 9.4 8.2 7.2 4.6 3.0 1.g
W 22.0 2 -18 DC 7 7 6 6 6 5 3 2

3 -11 JHP PEN 10 9.9 9.0 7.9 6.9 4.4 2.8 1.8
RT 14 4 -9 DC 8 8 8 8 7 6 5 3
ROF "6 5 -7 AP PEN 15 14 13 12 10 6.5 4.2 2.7

6 -6 DC 6 6 6 6 6 4 3 2
Cap 100 7 -5
AW 5.3 8 -4

Drm 9 -3 MA .2 .5 .9 2 2 5 7 9
KD 7 10 -2 BA 58 50 40 33 28 18 13 9

Obsolete in the Soviet army, it is still found inAfrica andAsia. SAB 2 12 0 TOF 0 1 1 2 3 6 10 15

PKM I 7.62 x 54mm I Light Machine Gun I USSR L 46 1 -29 FMJ PEN 23 22 21 19 18 13 10 7.7
W 25.5 2 -19 DC 8 8 8 8 8 7 7 6

3 -12 JHP PEN 22 21 20 18 17 13 9.7 7.4
RT 12 4 -9 DC 10 9 9 9 9 9 8 8
ROF "6 5 -7 AP PEN 32 31 29 27 25 19 14 11

6 -6 DC 8 8 8 8 7 7 6 6
Cap 100 7 -5
AW 5.7 8 -4

Bit 9 -3 MA .4 .8 2 3 4 8 12 16
KD 12 10 -2 BA 63 56 48 41 36 27 21 17

Standard LMG in the Soviet army. It has replaced the RP 46. SAB 4 12 0 TOF 0 0 1 2 2 5 8 11

NSV / 12.7 x 107mm / Heavy Machine Gun / USSR L 61 1 -33 FMJ PEN 45 44 43 40 38 32 27 23
W 116.0 2 -23 DC 10 10 10 10 10 10 10 10

!
3 -16 JHP PEN 43 42 41 39 37 31 26 22

: RT 14 4 -12 DC 10 10 10 10 to 10 10 10
ROF "6 5 -8 AP PEN 63 62 60 57 54 45 38 32

6 -6 DC 10 10 10 10 to 10 10 10
Cap 50 7 -4

The NSV was developed in 1969 and is found in all Soviet and Warsaw Pact AW 17.0 8 -2
armies. It is used as a heavyground support, air defense, and tank air defense Bit 10 0 MA .3 .5 1 2 3 5 8 10
weapon. Inthegroundrote it ismountedonatripod andfittedwithasnoutoer stock, KD 49 12 1 BA 64 57 49 43 38 29 23 19
pistol grip, and optical sight (not shown). SAB 3 16 4 TOF 0 0 1 2 2 5 7 10

Enfield LSW / 5.56mm NATO / Squad Automatic Weapon / UK L 35 1 -26 FMJ PEN 16 15 14 12 10 6.6 4.2 2.7
W 15.2 2 -16 DC 6 6 6 6 5 4 3 2

3 -9 JHP PEN 15 14 13 11 10 6.3 4.0 2.6
RT 10 4 -7 DC 8 8 8 7 7 6 4 3
ROF "6 5 -6 AP PEN 22 21 19 17 15 9.3 5.9 3.8

6 -4 DC 6 6 6 5 5 4 3 2
Cap 30 7 -3
AW 1.0 8 -2

Mag 9 -1 MA .2 .4 .7 I 2 4 6 7
KD 4 10 0 BA 60 51 42 35 30 20 15 11

Squad Automatic Weapon variant of the Enfield IW rifle. SAB 2 12 2 TOF 0 0 1 I 2 5 8 11
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Physical Aim Ballistic Data
Data Time Range in 2 yard hexes

Machine Guns AC Md 10 20 40 70 100 200 300 400

Bren L4 I 7.62mm NATO I Light MachineGun I UK L 45 1 -28 FMJ PEN 18 18 17 15 14 9.8 7.0 1.$;0
W 23.6 2 -19 DC 8 8 8 7 7 6 6 ! 6

3 -12 JHP PEN 18 17 16 15 13 9.4 6.7 ~4.a.
RT 8 4 -9 DC 9 9 9 9 9 8 7 ~ 7'
ROF "4 5 -7 AP PEN 26 25 24 21 19 14 9.9 ~7,1

6 -6 DC 8 7 7 7 7 6 6 b 6"
Cap 30 7 -5 &

AW 2.6 8 -4
Mag 9 -3 MA .2 .4 .8 1 2 4

KD 10 11 -1 BA 61 53 45 37 32 23
L4 series Bren gun in 7.62mm NATO. Used by all British forces. SAB 3 13 1 TOF 0 0 1 2 2 5

L7A2 I 7.62mm NATO / General Purpose Machine Gun / UK L 49 1 -31 FMJ PEN 19 19 17 16 14 10 7.3
W 32.8 2 -21 DC 8 8 8 7 7 7 6

\ 3 -15 JHP PEN 18 18 17 15 14 9.8 7.0
\, RT 12 4 -10 DC 9 9 9 9 9 8 7

ROF "7 5 -8 AP PEN 27 26 24 22 20 14 10
6 -7 DC 8 8 7 7 7 6 6

Cap 100 7 -5
AW 6.5 8 -4

Bit 10 -3 MA .3 .6 1 2 3 6 10
KD 10 12 -1 BA 61 53 45 37 32 23 17

Based on the FN MAG, the L7A2 is the standard GPMG at the British army. SAB 3 15 1 TOF 0 0 1 2 2 5 8

M249 Minimi I 5.56mm NATO / Squad Automatic Weapon / USA L 41 1 -28 FMJ PEN 15 15 14 12 11 7.0 4.6
W 22.0 2 -18 DC 6 6 6 6 5 4 3

3 -11 JHP PEN 15 14 13 12 10 6.7 4.4
RT 14 4 -9 DC 8 8 7 7 7 6 5
ROF "7 5 -7 AP PEN 22 21 19 17 15 9.9 6.5

6 -6 DC 6 6 6 5 5 4 3
Cap 200 7 -4
AW 6.9 8 -3

Bit 9 -2 MA .2 .3 .7 1 2 3 5
KD 4 10 -1 BA 61 53 44 37 32 22 17

Belgium designed Squad Automatic Weapon adopted bythe US army. SAB 2 12 0 TOF 0 0 1 2 2 5 8

MBO I 7.62mm NATO / General Purpose Machine Gun I USA L 44 1 -30 FMJ PEN 20 19 18 16 15 11 7.7
W 29.7 2 -20 DC 8 8 8 7 7 7 6

3 -14 JHP PEN 19 19 17 16 14 10 7.4
RT 12 4 -10 DC 9 9 9 9 9 8 8
ROF "5 5 -8 AP PEN 28 27 25 23 21 15 11

6 -6 DC 8 8 7 7 7 6 6
Cap 100 7 -5
AW 6.5 8 -4

Bit 9 -3 MA .3 .5 1 2 3 5 8
KD 10 10 -2 BA 61 53 45 37 32 23 17

Adopted in the 19505, this is the standard GPMG of US forces. SAB 3 12 0 TOF 0 0 1 2 2 5 8

M60E3 I 7.62mm NATO I General Purpose Machine Gun / USA L 42 1 -29 FMJ PEN 20 20 18 17 15 11 7.8
W 25.5 2 -19 DC 8 8 8 7 7 7 6

3 -12 JHP PEN 19 19 18 16 14 10 7.5
RT 12 4 -9 DC 9 9 9 9 9 8 8
ROF "5 5 -7 AP PEN 28 28 26 23 21 15 11

6 -6 DC 8 8 8 7 7 6 6
Cap 100 7 -5
AW 6.5 8 -4

Bit 9 -3 MA .3 .6 1 2 3 6 9
KD 10 10 -2 BA 61 53 45 37 33 23 17

Light version of the M60 adopted by the US Navyand Marine Corps. SAB 4 12 0 TOF 0 0 1 2 2 5 8

M2HB I .50 Browning / HeavyMachine Gun I USA L 65 1 -37 FMJ PEN 40 39 37 35 34 28 23 19
W 157.5 2 -27 DC 10 10 10 10 10 10 10 10

3 -21 JHP PEN 38 37 36 34 32 27 22 19
RT 14 4 -17 DC 10 10 10 10 10 10 10 10
ROF "5 5 -14 AP PEN 56 55 53 50 47 39 33 27

6 -10 DC 10 10 10 10 10 10 10 10
Cap 105 7 -8
AW 28.8 8 -6

Bit 10 -4 MA .2 .3 .6 1 2 3 5 6
KD 45 12 -2 BA 64 57 49 42 37 28 22 19

Standard US Heavy Machine Gun in servicesince 1933. SAB 2 14 0 TOF 0 0 1 2 2 5 8 11



Shotguns I Teeh Level 13

Physical
Data

Shotguns

Aim
Time
Ae Md

Ballistic Data
Target Range In 2 Yard Hexes

1 2 4 6 8 10 15 20 30 40 80

Franchi SPAS 12 I 12 Gauge Shotgun I Italy

SpecialPurposeAutomatic Shotguntorpolice and military. The
APS entry is for a special Armor Piercing Slug.

L 28137
W 10.1

RT 30
ROF

Cap 7
AW .13

Rnd
KD 23
SAB 10

1 -23
2 -13
3 -9
4 -7
5 -6
6 -4
7 -3
8 -2
9 -1

APS PEN 21 21 21 21 21 21 21 20 20 19 18
DC 9 9 9 9 9 9 9 9 9 9 8

Shot PEN 5.3 1.6 1.5 1.5 1.4 1.4 1.3 1.2 1.1 .9 .5
(00) DC 8 3 3 3 3 3 2 2 2 2 1

SALM -13 -8 -3 0 2 4 7 9 12 14 19
12 BPHC '11 ' 10 '9 '5 '4 '2 94 42 24 5

PR .0 .0 .0 .1 .1 .1 .2 .2 .3 .4 .9

BA 71 61 52 46 42 39 33 29 23 19 9
TOF 0 0 0 0 0 0 I 1 I 2 4

PEN 7.0 7.0 6.9 6.9 6.8 6.7 6.6 6.5 6.3 6.0 5.2
DC 10 10 10 10 10 10 9 9 9 9 8

BA 67 58 48 42 38 35 29 25 19 15 5
TOF 0 0 0 0 0 0 I I 1 2 4

/
Olin - Heckler & Koch CAWS I 12 Gauge Shotgun I USA

Close Assault Weapon System uses a belted brass cartridge.

L 30
W 11.6

RT 8
ROF

10
2.1

Mag
KD 23
SAB 10

1 -24
2 -14
3 -9
4 -7
5 -5
6 -4
7 -3
8 -2
9 -1

10 0
12 2

Slug

Shot
(000)

8

PEN 5.6
DC 8

SALM -13
BPHC

PR .0

2.4 2.4 2.3 2.3 2.2 2.I
4 4 4 4 4 3

-8 -3 0 2 4 7
'7 ' 7 '6 '4 '2 '1
.0 .0 .1 .1 .1 .2

2.0 1.7 1.5 .9
3 3 3 2
9 11 14 19

66 30 16 3
.2 .3 .4 .9

BA 67 58 48 42 38 35 29 25 19 15 5
TOF0000001 11 24

PEN 7.5 7.4 7.4 7.3 7.3 7.2 7.1 7.0 6.7 6.5 5.6
DC 10 10 10 10 10 10 10 10 9 9 9

Mossberg Bullpup 12 I 12 Gauge Shotgun I USA

Mossberg 500 action in a military style stock. This weapon is
designed for military and law enforcement use.

31
9.4

RT 34
ROF 2

8
.13

Rnd
KD 24
SAB 11

1 -23
2 -12
3 -9
4 -7
5 -6
6 -5
7 -4
8 -3
9 -2

10 -1

Slug

Shot
(00)

12

PEN
DC

SALM
BPHC

PR

5.4 1.7 1.6
833

-14 -9 -4
' 11 ' 10

.0 .0 .0

1.6 1.6 1.5 1.4 1.3 1.1 1.0 .6
3 3 3 2 2 2 2 1

-1 1 2 5 7 10 12 17
' 9 '7 '5 '2 '1 62 35 8
. I .I .1 .1 .2 .3 .4 .7

US MarineCorps version of the Remington Model 870. Itwas KD
adopted in 1966 and has a standard M7 bayonet mounting lug. SAB

PEN 7.7 7.7 7.6 7.5 7.5 7.4 7.3 7.2 6.9 6.7 5.7
DC 10 10 10 10 10 10 10 10 10 9 9

BA 67 58 48 42 38 35 29 25 19 15 5
TOF 0 0 0 0 0 0 1 1 124

1~ 1~ 1~ 1.4 1.4 12 1~ .6
3 3 3 2 2 2 2 1

-1 1 2 5 7 10 12 17
'9 '7 '5 ' 2 ' 1 62 35 8
.1 .1 .1 .1 .2 .3 .4 .7

5.4 1.7 1.7
833

-14 -9 -4
'11 '10

.0 .0 .0

PEN
DC

SALM
BPHC

PR

Slug

12

Shot
(00)

1 -23
2 -12
3 -9
4 -7
5 -6
6 -4
7 -3
8 -2

30
2

42
8.8

7
.13

Rnd
25
12

RT
ROF

Cap
AW

L
W

Remington M870 I 12 Gauge Shotgun I USA

PEN 7.0 7.0 6.9 6.9 6.8 6.7 6.6 6.5 6.3 6.0 5.2
DC 10 10 10 10 10 10 9 9 9 9 8

BA 67 58 48 42 38 35 29 25 19 15 5
TOF 0 00 0 0 0 1 11 2 4

High Standard Ml0B I 12 Gauge Shotgun I USA

compactshotgun for police tactical teams.

L 27
W 9.5

RT 22
ROF

Cap 5
AW .13

Rnd
KD 23
SAB 10

I -23
2 -12
3 -9
4 -7
5 -6
6 -4
7 -3
8 -2

Slug

Shot
(00)

12

PEN 5.3 1.6 1.5
DC 8 3 3

SALM -13 -8 -3
BPHC ' 11 '10

PR .0 .0 .0

1.5 1.4 1.4 1.3 1.2 1.1 .9 .5
2 2 2 2 2 2 2 1
o 2 4 7 9 12 14 19

'9 ' 5 ' 3 '2 93 42 23 5
.1 .1 .1 .2 .2 .3 .4 .9

PEN 7.0 7.0 6.9 6.9 6.8 6.7 6.6 6.5 6.3 6.0 5.2
DC 10 10 10 10 10 10 9 9 9 9 8

MA .I .2 .3 .5 .7 .8
TOF 0 0 0 0 0 0

AtchissonAssault 12 I 12 Gauge Shotgun I USA

~
.~:

--

Fully automatic, high capacity,drum fed shotgun. Veryfewwere
produced andit has not been adopted by any military.

L 39
W 16.1

RT 14
ROF ' 4

Cap 20
AW 4.6

Drm
KD 23
SAB 8

I -26
2 -16
3 -10
4 -8
5 -7
6 -5
7 -4
8 -3
9 -2

10 -1
12 0

Slug

Shot
(00)

12

PEN 5.4 1.6 1.5
DC 8 3 3

SALM -13 -8 -3
BPHC '1 1 ' 10

PR .0 .0 .0

1.5 1.4 1.4 1.3 1.2 1.1 .9 .5
2 2 2 2 2 221
o 2 4 7 9 12 14 19

' 9 ' 5 '3 '2 93 42 23 5
.1 .1 .1 .2 .2 .3 .4 .9

223 7
I I 2 4
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Physical Aim Ballistic Data Exp losive Data
Data Time Target Range Burst Range In Hexes

Explosive Weapons AC Md 40 100 200 400 0 1 2 3 5 10

H & K 69A1 / 40mm Grenade Launcher / W Genmany L 18/27 1 -19 HEAT PEN 288 288 288 PEN 1.6 1.4 1.0 .7 .4
W 4.1 2 -10 DC 10 10 10 DC 1 1 1 1 1

3 -8 BSHC ·2 47 11 4 1
AT 10 4 -6 BC 241 71 23 12 5
AOF 5 -5

6 -4 HE PEN 2.0 2.0 2.0 PEN 1.4 1.2 .8 .6 .3
Cap 1 7 -3 DC 10 10 10 DC 1 1 1 1 1
AW .51 BSHC ·3 73 17 7 2

And BC250 74 23 12 5

MA 200 AOI 1 4
Compact grenade launcherwith folding stock. The weapon is BA 23 10 1
of single shot. break-acflon designverysimilar to the US M79. SAB 11 TOF 11 33 80

H & K 79 I 40mm Grenade Launcher I W Germany L 40 1 -26 HEAT PEN 288 288 288 PEN 1.6 1.4 1.0 .7 .4
W 14.9 2 -' 6 DC 10 10 10 DC 1 1 1 1 1

3 -10 BSHC ·2 47 11 4 1
AT 12 4 -7 BC 241 71 23 12 5
AOF 5 -6

6 -4 HE PEN 2.0 2.0 2.0 PEN 1.4 1.2 .8 .6 .3
Cap 1 DC 10 10 10 DC 1 1 1 1 1
AW .51 BSHC ·3 73 17 7 2

And BC 250 74 23 12 5

MA 200 AOI 1 4
ThisgrenadelauncherfitsonallG3orG41 riflesexceptthe short BA 23 10 1
K models. The barrel drops down for loading. SAB 7 TOF 11 33 80

Armscor 6 I 40mm Grenade Launcher I South Africa L 22/31 1 -26 HEAT PEN 288 288 288 PEN 1.6 1.4 1.0 .7 .4
W 15.0 2 -16 DC 10 10 10 DC 1 1 1 1 1

3 -10 BSHC ·2 47 11 4 1
AT 24 4 -8 BC 241 71 23 12 5
AOF 5 -6

6 -5 HE PEN 2.0 2.0 2.0 PEN 1.6 1.4 1.0 .7 .4
Cap 6 7 -3 DC 10 10 10 DC 1 1 1 1 1
AW .51 BSHC ·3 62 15 6 2

And BC 273 80 25 13 6

MA 200 AOI 1 4
Sixshot semi-automaticgrenade launcherusing a revolvertype BA 23 10 1
feed. Provided withcollimating sightand artificial boresight. SAB 7 TOF 11 33 80

AK 74 with 30mm Grenade Launcher I USSR L 37 1 -23 HE PEN 2.5 2.5 2.5 PEN 2.4 2.2 1.8 1.5 1.0 .4
W 10.1 2 -13 DC 10 10 10 DC 2 2 2 2 1 1

3 -9 BSHC ·2 58 14 6 1 -2
AT 12 4 -7 BC 250 74 23 12 5 1
AOF 5 -5

Cap 1
AW .56

And

MA 200 AOI 1 4
AK 74 rifle with 30mm grenade launcher. This launcher's BA 23 5 -4
function is similar to the US M203. SAB 8 TOF 11 35 81

AGS-17 Plamya I 30mm Grenade Launcher I USSA L 33 1 -38 HE PEN 2.5 2.5 2.5 2.5 PEN 2.4 2.2 1.8 1.5 1.0 .4
W 140.5 2 -28 DC 10 10 10 10 DC 2 2 2 2 1 1

3 -22 BSHC '2 58 14 6 1 -2
AT 12 4 -18 BC 250 74 23 12 5 1
AOF ' 1 5 -15

6 -10
Cap 29 7 -8
AW 24.0 8 -6

Drm 9 -5
10 -4 AOI 1

MA 950 11 -3 M A .2 .4 .8 2
12 -2 BA 32 19 9 0

Introduced in 1975 as a company level support weapon. SAB 13 -1 TOF 4 11 24 57
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Physical Aim Ballistic Data Explosive Data
Oats Time Target Range Burst Range In Hexes

Explos ive Weapons AC ... 40 100 200 400 0 1 2 3 5 10

M79 I 40mmGrenade Launcher I USA L 29 1 ·21 HEAT PEN 288 288 288 PEN 1.6 1.4 1.0 .7 .4
W 6.5 2 ·11 DC 10 10 10 DC 1 1 1 1 1

3 -8 BSHC '2 47 11 4 1
RT 10 4 -7 BC 241 71 23 12 5
ROF 5 -5

6 -4 HE PEN 2.1 2.1 2.1 PEN 1.6 1.4 1.0 .7 .4
Cap 1 7 -3 DC 10 10 10 DC 1 1 1 1 1
AW .51 BSHC '3 62 15 6 2

Rnd BC 273 80 25 13 6

\ MR 200 AOI I 4
Accurate breech loading grenade launcher which has been BA 23 10 I
replaced by the M203. SAB 11 TOF 11 33 80

M203 I M16 with 40mm Grenade Launcher I USA L 39 1 -24 HEAT PEN 288 288 288 PEN 1.6 1.4 1.0 .7 .4
W 11.6 2 -14 DC 10 10 10 DC 1 1 1 1 1

3 -9 BSHC '2 47 11 4 1
RT 12 4 -7 BC 241 71 23 12 5
ROF 5 -6

6 -4 HE PEN 2.1 2.1 2.1 PEN 1.6 1.4 1.0 .7 .4
Cap 1 DC 10 10 10 DC 1 1 1 1 1
AW .51 BSHC '3 62 15 6 2

Rnd BC 273 80 25 13 6

MR 200 AOI 1 4
Slide action breech loading grenade launcher fined to an M16 BA 23 10 1
rifle. This weapon replaced the M79 in 1970. SAB 8 TOF 11 33 80

M174 I 40mmGrenade Launcher I USA L 28 I -32 HEAT PEN 288 288 288 PEN 1.6 1.4 1.0 .7 .4
W 40.8 2 -22 DC 10 10 10 DC 1 1 1 1 1

3 -16 BSHC ' 2 47 11 4 1
RT 14 4 -11 BC 241 71 23 12 5
ROF '3 5 -8

6 -7 HE PEN 2.1 2.1 2.1 PEN 1.6 1.4 1.0 .7 .4
Cap 12 7 -5 DC 10 10 10 DC 1 1 1 I I
AW 9.9 8 -4 BSHC '3 62 15 6 2

Drm 9 -3 BC 273 80 25 13 6
10 -2 AOI 1 4

MR 200 11 -1 MA .7 2 4
BA 23 10 1

Automatic grenade launcher firing standard 40mm grenades . SAB 4 TOF 11 33 80

M1 9 I 40mmGrenade Launcher I USA L 41 1 -40 HEAT PEN 288 288 288 288 PEN 1.6 1.4 1.0 .7 .4
W 137.2 2 -30 DC 10 10 10 10 DC 1 1 I 1 1

3 -25 BSHC '2 47 11 4 1
RT 14 4 ·21 BC 241 71 23 12 5
ROF '3 5 -17

6 -15 HE PEN 2.6 2.6 2.6 2.6 PEN 2.5 2.4 2.2 2.0 1.6 1.0
Cap 50 7 -10 DC 10 10 10 10 DC 3 3 3 3 2 1
AW 45.2 8 ·8 BSHC 6 I -3 ·6 ·9 -15

Bit 9 -6 BC 353 100 31 16 7 2
10 ·5 AO] 1

MR 900 1I -3 MA .8 2 4 8
BA 27 14 5 ·4

This grenade launcher uses its own longer 40mmgrenades. SAB 4 TOF 3 9 21 52

PZF 44 2A1 Lanze / 66mm RPG / W Germany L 35/46 1 -28 HEAT PEN 89h 89h 89h 89h PEN 5.2 5.1 4.8 4.6 4.2 3.4
W 22.7 2 -18 DC 10 10 10 10 DC 7 7 7 7 6 6

3 -11 BSHC 15 3 0 ·3 ·7 -12
RT 28 4 -9 BC l1h 252 72 36 16 5
ROF 5 -7

6 -6 HE PEN 6.1 6.1 6.1 6.1 PEN 6.0 5.9 5.6 5.4 4.9 3.9
Cap 1 7 ·4 DC 10 10 10 10 DC 7 7 7 7 7 6
AW 5.5 8 -3 BSHC 15 3 0 -3 -7 -12

Rnd 9 -2 BC 13h 287 81 40 17 6
10 -1

MR 850 AOI 1
Reloadable Rocket PropelledGrenade (RPG) launchersimilar BA 14 2 -7 -17
to the Soviet RPG 7V. TOF 4 9 20 45



Explosive Weapons / Tech Level 13

Physical
Data

Explosive Weapons

Aim
TIme

AC Md

BallistIc Data
Target Range

40 100 200 400

Explosive Data
Burst Range In Hexes
o 1 2 3 5 10

Thisone-shotdisposable rocket launcher uses a counter mass
to eliminate back flash & blast. The launch explosive is con- MR 850
tainedin the tube. Plastic flakes are driven outthe back of the
tubefor the recoilless effect.

Armbrust I. 67mm Anti-Tank Rocket I W Germany L 34
W 16.0

RT 14
ROF

1 -26 HEAT PEN 66h 66h 66h 66h PEN 5.2 5.1 4.8 4.6 4.2 3.4
2 -16 DC 10 10 10 10 DC 7 7 7 7 6 6
3 -10 BSHC 15 3 0 -3 -7 -12
4 -8 BC11h 252 72 36 16 5
5 -6
6 -5 HE PEN 4.2 4.2 4.2 4.2 PEN 1.4 1.2 .8 .6 .3
7 -4 DC 10 10 10 10 DC 1 1 1 1 1
8 -3 BSHC "6 "2 38 16 5
9 -2 BC 11h 252 72 36 16 5

10 -1
AOI 1
BA 12 -1 -1 0 -20

TOF 4 10 21 50

RPG 18 I 64mm Anti-Tank Rocket Launcher I USSR L 28/39
W 14.3

RT 20
ROF

Cap

1 -25
2 -15
3 -10
4 -8
5 -6
6 -5
7 -4
8 -2

HEAT PEN 59h 59h 59h 59h PEN 4.8 4.7
DC 10 10 10 10 DC 7 7

BSHC 15 3
BC 10h 232

4.5 4.3 3.9 3.1
6 6 6 5
o -3 -6 -12

67 34 15 5

This disposable rocket launcher issimilar to theUS M72 LAW.
It has pop up sightsand must be extended before firing. The
rocket motorcompletes its burnwhile stillinthe launchtubeand
itfires a 64mm shaped charge warhead.

MR 600 AOI
BA 16 5

TOF 7 17

1 2
-5 -14
36 78

RT 15
ROF

Cap 1
AW 5.0

Rnd

RPG 7V / 85mm Rocket Propelled Grenade / USSR

The RPG 7 is the standard manportable short range anti-tank
weapon oftheSoviet armyand Warsaw Pact. The ReloadTime
assumes the rocket already has its propellant charge screwed
into the warhead.

L 39/54 1 ·28
W 20.4 2 -18

3 ·11
4 -9
5 -7
6 -6
7 -5
8 -4
9 -3

10 -2
MR 500 11 -1

12 0

HEAT PEN 72h 72h 72h 72h PEN 7.2 7.1 6.9 6.7 6.2 5.2
DC 10 10 10 10 DC 8 8 8 8 8 7

BSHC 11 2 -1 -4 -8 -13
BC 20h 393 105 52 22 7

HE PEN 8.2 8.2 8.2 8.2 PEN 8.1 8.0 7.7 7.5 7.0 5.9
DC 10 10 10 10 DC 9 9 9 8 8 8

BSHC 11 2 -1 -4 -8 -13
BC 24h 441 115 57 24 8

AOI
BA 15 4 -6 -15

TOF 2 6 14 30

LAW 80 I 94mm Anti-Tank Rocket I UK

One shot disposable short range anti-tank weapon which uses
a built-in low velocity 9mm spotting rifle. The spotting rifle has
a 5 round capacity. The bullets have a tracer andflash warhead
for recording a hit on target. thus determiningits range.

L 39/59
W 21.2

RT 20
ROF

Cap

MR 600

1 -28
2 -18
3 -1 1
4 -9
5 -7
6 -5
7 -4
8 -3
9 -2

10 -1

HEAT PEN 17k 17k 17k 17k PEN 8.3 8.2 8.0 7.7
DC 10 10 10 10 DC 9 9 9 9

BSHC 10 2 -1 -4
BC 26h 480 123 60

AOI 2
BA 8 -4 -14 -23

TOF 5 15 35 85

7.3 6.2
9 8

-8 -13
26 9

RT
ROF

4.1 3.3
6 5

-7 -12
15 5

PEN 5.0 4.9 4.7 4.5
DC 7 7 7 7

BSHC 15 3 0 ~

BC11 h 245 70 36

HEAT PEN 68h 68h 68h 68h
DC 10 10 10 10

1 -20
2 -11
3 -8
4 ·6
5 -5
6 -4
7 -3
8 -2

14

26/35
5.2

Cap

M72 A2 LAW / 66mm Light Anti-Tank Weapon / USA L
W

~
This man portable, one shot, disposable rocket launcher is a
standard short range anti-tank weapon in the US and NATO
armies. The Reload Time includesthetime toextend thelaunch
tube anddeploy the sights.

MR 650 AOI
BA 11

TOF 5

1
-1 -11 -20
14 32 75



Grenades and Explosives I Tech Level 13

Explosion Data Explo sion Data
Physical Range From Burst In Hexes Physical Range From Burst In Hexes

Grenade/Explosive Oats C 0 1 2 3 5 10 Grenade/Explosive Data C 0 1 2 3 5 10

HG 78

I
L 4.5 PEN 2.6 1.4 1.2 .8 .6 .3 # 14

it
L 5.3 PEN 3.7

Frag W 1.2 DC 10 1 1 1 1 1 Blast W .7 DC 10
Grenade AT 3 BSHC ' 2k ' 23 '6 '1 64 22 Grenade AT 3

FL 2 BC 60h 414 114 35 18 8 3 FL 2 BC 17k 840 202 59 30 13 4
Austria R 14 Israel R 18

OF HG 78

•
L 4.5 PEN 2.6 MU50

11
L 2.8 PEN 2.2 1.4 1.2 .8 .6 .3

Blast W .5 DC 10 Frag W .4 DC 10 1 1 1 1 1
Grenade AT 3 Grenade AT 3 BSHC ' 4h '6 ' 1 36 15 5

FL 2 BC 60h 414 114 35 18 8 3 FL 2 BC 36h 295 85 27 14 6 2
Austria R 21 Italy R 23

HG80

I
L 3.0 PEN 1.6 1.4 1.2 .8 .6 .3 RGD5

•
L 4.5 PEN 3.1 2.9 2.7 2.3 2.0 1.4 .7

Mini W .4 DC 10 1 1 1 1 1 Frag W .7 DC 10 3 3 2 2 2 1
Grenade AT 3 BSHC "3h "4 "' 25 11 3 Grenade AT 3 BSHC '2 h ' 3 69 16 7 2 ·1

FL 2 BC 14h 158 49 16 8 4 1 FL 2 BC 94h 554 145 44 22 10 3
Austria R 25 USSR R 18

NR 423 L 3.2 PEN 2.5 1.8 1.6 1.2 1.0 .6 RKG3M

I
L 14.3 PEN 28h 10 9.7 9.2 8.7 7.8 6.0

Frag W .5 DC 10 2 2 1 1 1 Anti-Tank W 2.4 DC 10 8 8 8 7 7 6
Grenade AT 3 BSHC '3h "4 94 23 10 3 Grenade AT 3 BSHC ' 9 12 2 -1 ·4 -7 -12

FL 2 BC 52h 376 105 33 17 7 2 FL I BC 54k 19h 379 102 50 22 7
Belgium R 21 USSR R 10

NR 446

•
L 3.2 PEN 2.8 L2 A2

I
L 3.3 PEN 3.5 2.4 2.2 1.8 1.5 1.0 .4

Blast W .6 DC 10 Frag W .9 DC 10 2 2 2 2 1 1
Grenade AT 3 Grenade AT 3 BSHC ' 2h "3 77 19 8 2 -1

FL 2 BC 73h 468 126 39 20 9 3 FL 2 BC 15k 747 184 55 28 12 4
Belgium R 20 UK R 16

Type 59

•
L 4.5 PEN 3.1 2.9 2.7 2.3 2.0 1.4 .7 M 67

•
L 3.5 PEN 5.0 4.9 4.8 4.5 4.2 3.7 2.6

Frag W .7 DC 10 3 3 2 2 2 1 Frag W .9 DC 10 6 6 5 5 5 4
Grenade AT 3 BSHC "2h "3 69 16 7 2 -1 Grenade AT 3 BSHC ' 23 31 7 1 0 -4 -9

FL 2 BC 94h 554 145 44 22 10 3 FL 2 BC 16k 779 190 56 29 12 4
China R 18 USA R 16

Type 82

I
L 3.3 PEN 3.3 3.2 2.9 2.5 2.2 1.6 .8 M 68

I
L 3.5 PEN 5.1 5.0 4.8 4.5 4.2 3.7 2.7

Frag W .6 DC 10 3 3 3 2 2 1 Frag W .9 DC 10 6 6 5 5 5 4
Grenade AT 5 BSHC "90 "' 31 7 3 0 -4 Grenade AT 3 BSHC ' 21 28 6 1 ·1 -4 -9

FL 2 BC 53h 383 107 33 17 7 2 FL I BC 16k 791 192 57 29 12 4
China R 20 USA R 16

DF 37

&t
L 3.9 PEN 2.4 1.9 1.9 1.7 1.6 1.4 1.0 M 61 , L 3.8 PEN 3.4 2.4 2.2 1.8 1.5 1.0 .4

Frag W ' 1.2 DC 10 3 3 3 3 3 2 Frag W 1.0 DC 10 2 2 2 2 1 1
Grenade AT 3 BSHC '30 41 10 2 0 -3 -8 Grenade AT 3 BSHC "2h ' 3 84 20 8 2 -1

FL 2 BC 49h 360 101 32 16 7 2 FL 2 BC 13k 704 176 52 27 12 4
France R 14 USA R 15

OF37

•
L 3.7 PEN 2.8 M 26A2

i
L 3.9 PEN 3.4 2.4 2.2 1.8 1.5 1.0 .4

Blast W .3 DC 10 Frag W 1.0 DC 10 2 2 2 2 1 1
Grenade AT 3 Grenade AT 3 BSHC ' 3h '4 '1 25 11 3 0

FL 2 BC 77h 485 130 40 20 9 3 FL I BC 13k 704 176 52 27 12 4
France R 27 USA R 15

MDN21 I L 3.3 PEN 2.2 1.4 1.2 .8 .6 .3 MkA3

I
L 5.3 PEN 3.8

Frag W .5 DC 10 1 1 1 1 1 Blast W 1.0 DC 10
Grenade AT 3 BSHC '7h '9 '2 57 25 8 Grenade AT 3

FL 2 BC 40h 316 91 28 15 6 2 FL 2 BC 20k 928 218 63 32 14 4
W Germany R 21 USA R 15

DM 51

•
L 3.9 PEN 2.7 1.4 1.1 .8 .5 21b

•
L 3.8 PEN 6.1

Frag W 1.0 DC 10 1 1 1 1 TNT W 2.0 DC 10
Gren ade AT 3 BSHC "2k '27 ' 7 ' 2 75 AT V

FL 2 BC 69h 453 123 38 19 8 3 FL V BC 92k 29h 520 131 64 27 9
W Germany .. R 15 R 11

M26A2 , L 4.2 PEN 3.3 2.4 2.2 1.8 1.5 1.0 .4 10 lb

D
L 6.5 PEN 10

Frag W .9 DC 10 2 2 2 2 1 1 TNT

t ·. Yh Oo

)

w 10.0 DC 10
Grenade AT 3 BSHC "3h "4 '1 25 11 3 0 AT V

FL 2 BC 13k 684 171 51 26 11 4 FL V BC 59t 15k 19h 347 153 61 19
Israel R 15 R 5




