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DAMAGE, MEDICAL TABLES

TORSO CHART

[\

DIE

ROLL

1 Upper left
2 Upper right
3 Lower left
4 Lower right

BODY PERCENTAGES
BODY PART

PERCENTAGE DECIMAL EQUIVALENT

Hip Joint 1% 0
Knee 1% m
Ankie 1% 01
Arm (each) 9% 09

BODY HITS

ROLL 1D100

DIE AREA
ROLL HIT

1 “  Elbow

1213 *  Upper arm

14 " Shoulder joint
15 Left Hand

16 Wrist

n w n kie

2832 “ Calf
33 " Knee
3441 “  Thigh

42 " Hip joint

DEATH PERCENTAGES

HEAD DAMAGE
Dp

CHANCE OF DECAPITATION

Dp % CHANCE

CHANCE OF UNCONSCIOUSNESS

Dp % CHANCE

. |_|-| o 0

Note; Unconsciousness lasts for at least 1D20 + 20 turns, minus 1
turn for each point of constitution the character has.

Hip joint
63-Mm Torso Area 4
7280 " Area 3
B81-80 Area 2
91-00 " Areal
WOUND SHOCK
Dp CHANCE OF ROLL OF 1D6 FOR

UNCONSCIOUSNESS

UNCONSCIOUSNESS

-4
5 OR MORE

Unconsciousness lasts for 1020 + 20 tumns® minus one turn for
each point of constitution the character has.

* In most cases 8 turn means a combat turn, GM's discretion.
Note; The wound shock table is not used in the case of a head
wound.

TORSO DAMAGE, DEATH PERCENTAGE

ZONE Dp Dp Dp
LESS THAN 16 OR 35 OR
16 GREATER GREATER

4 10% 30% 40%
A strike on a limb of over 10 Dp has a 25% chance of amputation
{this includes the throat). Any strike on a limb has a 16% (roll 1 on
1DB) chance of striking a major blood vessel and rupturing it.

e
BLOOD LOSS
SITUATION SIMPLE WOUND BLOOD VESSEL STRUCK
OR LIMB AMPUTATION
W/FIRST AID . ] .
NPC FAST KILL

HIT WITH AREA WEAPON,
SHOTGUN, OR AUTOMATIC

HIT WITH SINGLE SHOT

WEAPON

DIE DIE
ROLL EFFECT ON NPC ROLL EFFECT ON NPC
12 Mo effect on combat. 12 May complete 2 actions
34 May complete 2 actions next turn before death.

next turn before death. 34 May compiete 1 action
57 May complete 1 action before death,

before death. 510 immediate death.

B-10 Immediate death.




ACCURACY, HITTING THE TARGET

#1 ACCURACY

INDIVIDUALS

ACCURACY 012345678910111213141561617181920

Range
Point Short Medium Long Extreme
Situation Blank 10-50m 50-250m 250- Max. EHf .-
0-10m Max. Eff. Max. Rng.

Cannot hear,
can see vaguely MNormal -1 Luck N/E N/E

Cannot see,

N/E-No Engesgement, the target is to far away for there to be a
reasonable chance to hit it. If an attempt is made anyway roll 1D100
on a 00 Luck may be used.

#5 FIRER OR TARGET MOVEMENT

RATE OF MOVEMENT
sLow MEDIUM  QUICKLY FAST
SITUATION (WALK) (JOG) (RUN) (DEAD RUN)
1-8 kph 8-16kph 16-24kph  25-48+kph

Your maving,
their not moving -1 2 4 6

Naote; the speed given in kph is for use with vehicles,

#3 RANGE AND WEAPON MODIFER

Point Range
Weapon Blank Short Medium Long Extreme

ASSAULT RIFLE*  +2 +2 +1 Normal Normal
SINGLE SHOT MNormal Normal Normal MNormal Normal
PISTOL Normal Normal Luck N/E N/E

* = Points per short burst. Add 1 point for each multiple of the
burst on one target (i.e. Medium burst = +1, Long burst = +2|.

** Includes starlight scope, must be mounted on weapon. N/E - No
Engagement, in this case the projectile cannot normally reach the
target due to the range being to long.

#8 TARGET SIZE
SIZE
% MANSIZE (Lying prone or shooting over an obstacle, MODIFIER
firing tripod mountad heavy gun) -4

% MANSIZE (Kneeling or shooting through a window,
standing in turrent of vehicle) .2

2xMANSIZE
2% xMANSIZE , +3

#7 FIRING TERRAIN

TERRAIN MODIFIER
GRASSLAND, DESERT, WATER 0

CHERUY BRUSH: D e g
ROCKY, MOUNTAINOUS -1
MARSH, SWAMPLAND =~

BUILT-UP (Cities)

#8 LUCK

Roll 1D20 and 1D6. On an odd roll on 1D6 (1,3,5) and if the results
of the roll of 1D20 is less than the persons luck they receive a
“lucky”’ hit on their target.

#4 HEARING

Range short or less, roll 1D10, if the number rolled is in the range
shown on the following chart the other party is heard.

SITUATION TERRAIN
BRUSH ROCKY WET SANDY INSIDE
BUILDING

Their not moving,
your moving 12

Neither Moving 1 Luck 1 Luck 1

#9 AUTOMATIC FIRE

When firing @ weapon on full automatic a short burst is needed for
each target.® For two targets a medium burst (two short bursts)
would have to be fired, and so on. Accuracy to hit must be rolled for
each target. The number of bullets hitting the target is found by
using the following table.

WEAPON SHORT DIE ROLL
BURST EQUAL TO
BULLETS HIT

e e 4

i e i3

i e

o

T iR

Heavy Machineguns 10 rds 1010

Machine Shotguns 4 rds 104 see Shotguns

Moltiple

s




300

EXPLOSIVE DAMAGE POINTS
EXPLOSIVE

M72A2 LAW, ARMBRUST

100

whole body damage points (Dpw)
of various items of ordnance.
each meter distance from the

ARMOR CLASS
ARMOR  CM.OF
CLASS STEEL

12

CM. OF CM. OF

WOOoD

508

20.32

22.86

78.74

109.22
12192

CONCRETE STONE

39.37
46.72

CM. OF MATERIAL

43.18
49.53

66.04
7.2

Bmm Fiberglass
plate
Bmm Aluminim
plate

19mm Lexan
Fiberglass/
Titanium plate
13mm Aluminium

3mm Boron/carbon
filament plate

ACTIONS

Below is given a list of several common actions and the
movements required to complete them. The list is by no means
complete and is intended as a guide in determining other actions and
their movement requirements.

MOVEMENTS ACTIONS

1 Fire weapon
1 Aim weapon {maximum accuracy)
1 Reload weapon (clip feed)

1 Throw weapon (grenade, knife, or explosive)
1 Prepare ammunition (arm fuse or shell)
2 Prepare disposabie weapon for firing

3 Lmdmw-rotlthdmpon

3 Unpack weapon or ammunition (remove from carrying
container, case, or crate)
3 Aim or re-aim mortar

PC/NPC RELATIONS

PC/NPC REACTIONS

PC's CHARISMA
NPC's 0-2 34 56 78 910 1112 13-14 1516 1718 19-20
H&M

bl
m m
m
o
o
5]
9]

RESULT DESCRIPTION OF RESULT
A Full cooperation, will volunteer information to questions
not asked, will definitely assist if asked and may volunteer.

B Partial cooperation, will volunteer some information, will
answer any question asked, may assist if asked.

Cc Little cooperation, will give simple answers and volnteer
nothing, will not assist, can be insulted into action.

D No cooperation, will give neutral answers to questions,
giving little or no information, provokable.

E Mild distrust, may give false answers to questions, will not
hinder but may pass on information to hostiles.

F Distrust, will give false answers to questions if pressed,
May lead into trap or openly hinder group.

G Open dislike, will not give any answers, may attack, will
attempt to hinder or even kill if possible.

H Hostile, no time to ask questions, will attack immediately,
it hopelessly outnumbered or out gunned, will try to lead

into trap. _J
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GRENADE EFFECTS (CONT.)
GAS EFFECTS

CN-DM Gam, -10 points Accuracy, -8 poists Stresgth, -8 poiats
effects last for up to 1 bour (1D4) Game Turas) after sxposurs

~5 points Accuracy, -2 poimta Streagth, -4 poimte Dexterity,
last for 15 mimutes (1} Game Turme).

Dext.,
C8 Gas,
effects

Accuracy = 0, -10 points Streagth, -15 poiats Dexterity,
last for @ hours.

BZ Gams,
ef fecta

GRENADE OPTIONS

1. Anyone with a Dexterity of 4 or leas has s 108 chasce of droppiag
a grenade when they try to throw it. They may, of course, immediately
try to pick up the gremade and throw it, but they are umable to aim -
properly at the target. Roll } the characters Accuracy.

2. A saving throw for a Morrow Project gresmade or a fresh grenade
pesds a 00 on 1D100., If the OO is made the grenade duds and falls to
function. Very old or crudly made grenades have a 50% chamce of
falling to fumction.

USE OF EXPLOSIVES

The most common explosive im the Morrow Project is Compositiom 4,
better known as plastic explosive or C-4. Almost all explosives need
a2 explosion to met them off. This is most oftem dome with & blasting
cap or primercord. Black Powder or Primercord may be set off with a
flame from a fuse. Primercord msay alsoc be set off by impact from
bullets. C-4 cannot be set off (detossted) by fire, impact or
electricity.

The explosive amount givem in the following table will blast a man-
sized hole (1.5 square) through the thickmess of materisl listed.

C-4 NEEDED POR CONCRETE C-4 NEEDED FOR ROCK
” or

THICENESS OF s Oor
MATERIAL ¥T. M1132 BLOCES T, M112 BLOCKS

.5m or leas 3.5kg L] 1.78kg 3

.Bm 4.8kg s 3.4kg 4

. Bm 9.2xg 17 4.0kg L]

. Bm 13.3kg M 0.68kg 12
1.1m 21kg 3s 10.5kg 19
1.2m 1,5kg 8 15, 75kg an
1.4m 44.Thg 80 23.38kg 40
1.5= 48.1kg L] 24.08xg 43

A mingle block {M113) of C-4 will blast a san-simed bole through =
normal wooden wall (less than 13cm thick).

To calculate the weight needed of some othar sxplosive bssides C-4
the following table iam used.

RELATIVE EFFECTIVENESS (RE)

EXPLOSIVE RE EXPLOSIVE RE
PETN (Primercorn) 1.34 Picric Acid 0.70
Mitroglycerine 1,12 Guncottoa 0.80
C-4 or C-3 1.00 Dyoamite (80%) 0.83
Tetryl 0.93 Nitrostarch 0.80
Amatol 0.87 namite (40%) 0.49
RDX 0.88 Black Powder 0.41
T™T 0.78 Amsonium Nitrate 0.31

To use the table, find the RE of the explosive you want to use and
divide the weight of C-4 needed by this number. This gives you the
weight of explosive you would meed to do the job.

E-FACTOR

The E-factor accounts for a projectiles ability to penetrate armor
and inflict damage. The E-factor is calculated by multiplying the
projectiles diameter (in thosandths of an inch) times the speed it
travels at launch (in feet per second). The result ims divided by 50
and rounded off to the nearest whole number., This sumber im the E-
factor. The formuls is as follows;

Dis. = ¥ ¢
1] Where- Dia, = Projectile diameter

¥ = Velocity at lausch (muzzle wel)

E = E-factor

The mmount of damage caused by a projectile is found by subtractisg
the armor class of the target from the E-factor of the projectile.
Any remaining E-factor points are the Damage points (Dp) taken by the
target. If their are no E-factor points left, there was no penstration
of the targets armor and hence no damage.
Mote. The E-factor formula is not used for weapons which penetrate
armor through the use of explosives or other energy. The E-factor for
these weapons is found by finding the amount of material the weapon
will penetrate and taking the armor class of this asount of material
as the E-factor of the weapon.

E-FACTORS, MISCELLANEOUS CARTRIDGES

CARTRIDGE E-FACTOR
.25 Automatic 4
.30 Luger B
.32 Long Colt 5
-44-40 Winchester (pistol) a9
+22 Long Rifle &
.22 Hornet 12
.250 Savage 16
-270 Winchester 18
Tmm Remington Magnum 18
30-30 ¥Winchester 15
30-40 Krag 15
300 Savage 15
300 Winchester Magnum 19
.375 Holland & Holland 20
.444 Marlin 20
.458 Winchester Magnum 20
460 Weatherby Magnum 25
.600 Nitro Express 23
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MATERIAL

Skin (human)

Cloth (heavy)
Leather

13am light plastic
13em bheavy plastic
Chain mail (normal)
Jm= arwor plate

Nylon body armor
Resistweve cloth

Gmm fiberglass plate
Gem aluminium plate
Eslvar armor vest

10mm Lexan plastic
Piberglass/Titanium
plate (4mm)

13am aluminium

Jem boron carbide plate

Jam Boron carbide/
Carbon filament plate

Bow armor W80 tank

HAAM suit armor class

Penetration of TOW




WEAPONS DATA

PISTOLS

Browning HP-25%
SMN M3IT-34*

SAY M20-84*
Colt Peacemaker
Colt M1911A1
P-08 Luger

P-18 Walther
M195] Berettas
Colt Folice .38
M1896 Mauser
A4 Automag
Gyrojet Mk 11
.44 New Model Army
.54 Flintlock

SUBMACHINEGUNS
Iogram M10*
Uzl

American 180
Thompson M1928A1
Schmesser MP40O
M3Al Greasegun
Bushmanter
Sterling L2A3
STEN ¥k I
Walther MP-K
Stechkin

Mauser Schnellfeuer
Sk¥ ¥76

Vz-61 Skorpion

RIFLES

Stoner M23*
Stoner M22*
MZ1 (Ml4)*
Mi6Al*
FN-FAL
Galil

AL-47
KAR-98

¥l Garand
Ml Carbine
.45 Springfield
.50 Hawkinm
.69 Mumket

MACH I NEGUNS

Stoner Mk 23*
Stomer M207*
-

MG-42

Browning M1919A4
BAR M1818A2

BREN Mk 1I

MISCELLANEOUS

M104®
Atchiamon®
u7ee

M203*

M174E3*
HEEBAL®
HAFLA-35L
MOAL-T*

M29A1 Mortar*
Remington B70P

WTIAZ LaW*
ARMBRUST 100+
M202A1*

W47 Dragon®
TOw*

Stinger*
3.5in. M20 Bazooka
RPG-Tw

GRENADES
MI6AL Prag®
MI4WP*

NS, CN-DMe
AN-MB, HC*
MTAZ, CS»
NSAl, BZ*
AN-N14, TH3®
MR3A2, HEs
Mk 1, Illum.»
Mk 1T, "Pineapple"”

AMNUNITION (LARGE)

M578E2, Buckshot®
M583, Flare*
Star Cluater®
Stunbag®

MIT4A2, HE*
M3I75A4, WPe
M301A3, [llum.*
3.5 in. M28A2, HEAT
3.5 in. M30, WP

* Morrow Project lasue

** Dependent on Assunition

CAL. I FAC. T, EFF, RNG. MAX. ANG.
Ox 1 Bam 9 . Blkg 45m 2013m
357 Mag. 10 1.238kg 75m 2150m
44 Mag. 13 1.35kg 150m 2280m
45 Colt 8 1.03kg 50m -
.45 ACP 8 1.13kg  50m -
]l G 9 .B9kg 50m 2013m
Ox1 Smm 9 .17ikg S0m 2012m
921 S 9 . B7kg 50m 2013m
.38 Spec T 1.02kg 50m -
7.82x25mm ] 1.23ng 50m -
44 A MAG. 14 1.5kg 200m -
12mm ] 420kg 75a 2000m
. 44BP 9 1.02kg 30m -
54BP L] 1.25kg 10w -
91 Sun 9 2.84kg 100m 2012m
Ox 1 G 8 ./  3.6kg 200m 2012m
22LR 8 3,.9kg 150m -
45 ACP 8 4.0kg 200m 1600m
9% ] S 9 4.03kg  200m 201dm
45 ACP B8 3.47kg 200m 1550m
5. 56x4 Samn 13 2.38kg 150 -
9x 1 G 8 2.72kg 200m 20132m
Ox] B ] 2.0kg 200m 2012m
9x 1 G -] a.8kg 200m 2013w
Ox1 B 8 1.03kg  50m -
7.682x25mm -] 1.2kg 50m -
9x 1 S 9 3.28kg  200m 2013m
7,63x17mm 7 1.59kg  S0m a
5. 56x4 5mm 14 3.7kg 300m 2A800m
5. 58 x4 Sem 15 3.7eg 400m 2853m
7.62x51mm 17 5. 3kg 1000w aTi5m
5. 58 x4 5am 15 3.18kg  400m 2653m
7.62x51mm iT 4.35kg 650 i715%a
5. 58x4 Sem 18 3. 9kg 800m 2653m
7.62x30mm 15 4.3kg 300m 2200m
7.92x57mm 19 3.89kg 60Om -
7.62x6 3am 18 4.3kg 800m 3155m
7.62x33mm 12 2.288kg 300m 2100m
45-70 12 4.5kg 400=m 3200m
508P 11 4.07Tkg 70m 1200m
69BP 8 5.03kg  50m 200m
5. 56x45mm 14 4.5k T00m 1650m
5, 56x4 Sem 15 5.4k 800m 2650m
7.62x51mm 17 10.51kg 13200m 3100m
7.62x51mm 17 10.85kg 1300m 3100m
12. Txifam 30 By 1000m 8660m
12, Txitem 30 38.1kg 1300m BE80m
57 81.5kg 2000m T000m
7.92x57mm 16 11.8kg B00m -
7.62x83mm 18 14.08kg  1000m 3158m
7 .62x6 Jnm 18 B.82mm 600m 3158m
.303 Mk 7 18 10.52kg 600m 3000m
12 Ga. 8 3.8kg 90m 510m
12 Ga. 8 5.3kg P0m 510m
4 Omm e 2.72xg 350m 400m
4 0mn 1.36kg  350m 400m
4 Omen e 7.25kg 400m 400m
= . 1.8kg 350m 400m
35mm n/s .825kg 7 0m Tom
n/n n/a 11.8kg S8m 55m
Blmm e 40.48kg 4595a 4505m
12 Ga. 8 3.3kg SO 510m
L E FPAC, MIN. RNG. EFF. RNG. MAX. RNG.
2.37kg 1010 50m I50m 1000m
6.3kg 1025 30m 300m 1000m
5.175kg n/a 20m 730m TS50m
14.68kg 1180 65m 3000m 1000=
78.5kg 1180 65m I750m A750m
.4kg  n/a 300m 4800m 4800m
5.89kg 1010 B 300m #20m
Tkg 1030 30m 300m 920w
¥T. EFF. RNG FUSE DELAY BURST RADIUS
44B8kg 40m 4 mec, i5m
T568kg 30m 4 mec. kL)
476kg A5m 2 mec. n/s
673kg 30w 2 mec. nfn
-434kg 40m 2 mec. n/a
L 45kg 40m 2 sec. n/n
.B96kg 5= 2 sec. I
. 43Tkg 40m 4 aoc. am
.28kg 40m 7 sec. n/a
. 596kg 30m 4 sec. 10m
wT. MIN. RNG. EFF. RNG. MAX. RNG. E FAC.
.228kg 30m 350m 400m n/a
.228kg 30m A50m 400m 120
. 308kg 10m 200m 400m 2
.2268kg Om 5. 50m 4
.226kg n/a 200m 200m nja
.226kg n/n 200m 200m n/n
.2a8kg Om 50m 7T0m n/s
4.23kg Tim 4585m 4585m L]
4.23kg 72m 4737m 473Tm n/a
4.88kg 100m 3150m 3150m n/s
4.08kg 5m 275m 24 5m 1010
4.068kg Sm 275m 4 5m n/a

RATE OF FIRE

Hiiiiiiidiieii

180 rpa
150 rpm
200 rpm
250 rpm
T0/150 rpm
70/150 rpm
70/100 rpm
250 rpm
1320 rpm
100 rpm
40/120 rpm

EFFECTS

FEED DEVICE DEV. ¥T. ADDITIONAL COMMENTS

13rd mag L2kg

érd cyl. B/n

érd ecyl. n/a

Brd cyl. nfa

Trd mag. .33kg

Ard mag. - 198kg

frd mag. L188kg

Brd mag. -

Brd cyl n/a

10rd clip -

Trd -

Trd clip nfa Fires underwater (4 Rng.).

Brd cyl. n/a Por black powd revolver,

1 shot nfe Black powder fliatlock.

32rd mag. .82kg Tasued with silencer

J3rd ma Blkg

177rd drum .Bhg Tusued with Laser-Loc sight for aiming.
drum 2.323kg

3ird mag. .87Tkg

30rd mag. . 98kg

30rd mag. ASkg Usea M16A1 rifle magazine.

34rd mag. « TSk

33rd mag. JBkg

A3rd mag. .G3ky Uses Ingram W10 magazine.

20rd mag. . 20kg May be fitted with shoulder stock.

20rd mag. 1.66kg May be fitted with shoulder stock.

36rd mag. .B8kg

20rd mag. 4lkg Issued with silepcer.

30rd mag, .455kg

30rd mag. . 455kg

d0rd mag. .B8kg Issued with scope and milencer.

30rd mag. .455kg

30rd mag. .T3kg

35rd mag. ~Tikg Built-in wirecutter and bottle openmer.

30rd mag. .B3Tkg

Srd clip nfa

8rd clip n/s

15rd mag. 1.25kg

1 shot a/n "Trapdoor” rifle model.

1 shot n/n Black powder percussion rifle.

1 shot nfs Black powder smoothbore flintlock.

150rd belt 1.05kg

150rd belt 1.95kg

100rd belt 2.94kg Tripod wt. 8.35kg (M122),

100rd belt 2,04kg Fits on M1323 tripod.

105rd belt 13.05kg Tripod wt. 19.38kg.

108rd belt 13, Tripod wt. 19.35kg.

100rd belt 41.Tkg Mounted in vehicles.

50rd belt - .

250rd belt - Fita on M122 tripod.

20rd mag. . B8kg

30rd mag 1.35kg

Srd mag n/n Han fisshlight built-in for aiming.

20rd drum 1.8kg

1 shot nfs

1 shot n/n Used when mounted on M18A1 rifle only.

13rd mag 4.5kg Fires HE A NEDP, mounts on M122 tripod.

1 shot n/a Fite in holster, has folding stock,

1 shot nfa Dispomable, burns at 1300°C for 120 sec.

4% gal tank 10.9kg 1 shot burns at 1200° C for 120 sec.

1 shot nfs Crew-served, smooth bors cannon.

Brd mag. nfa Pusp-action riot shotgun.

ADDITIONAL COMMENTS

Disposable, 25m backblast.

. 8,75kg
Wire-guided missile.
Wire-guided missile.

nolesless, .8m backblast.
burns at 1000°C. for 40 seconds.

Infra-red, heat-sesking anti-aircraft mimsile.

Fragmentas E-factor = 4.

Burns at 2700 C. for 80 seconds,
Tear/Vomit gas, burns for 60 seconds.
Smoke grenade, burns for 120 seconds.
Tear gaa, burna for 80 meconds.
Hrllucinogenic gas, burns for 60 seconds,

burns at 2200°C. for 40 seconds. Will burm through 1 cm armor ateel.
.226kg of TNT.
Illuminates a 200m area for 25 seconds.
Fragmants E-factor = 4,

BURST RADIUS  EFFECTS

Sm

S5m

LYY
n/s
nin
n/a
n/s
J4m
20m
n/s
10m
20m

Fragmentation E-factor = 4.

Fragmentation e-factor = 4, will penstrate 5Scm of steel.
Tear gas, burns for 30 seconds filling & 2.5x4.5x3m room.
Fires 20 00 buckshot E-factor = 4.

Iliuminates & 400m circle for 40 secoads,

Firea 5 green (MO83), red (M884), or white (M585) "stars".
Fires s 15cm "beanbag” which stums inflicting 1D damage.
Pragmentation E-factor = 8.

Burns at 3700° C. for 120 seconds.

lllusinates & 1200m circle for 75 seconds.

Armor plercing, E-factor = 4 for fragments.

Burns at 2700° C. for 120 seconda.




MEDICAL TABLES

RLOOD T\PES
DE ROLL (1D20) BLOOD TYPE

1~8 (]

- 146 A

17-19 B

20 AB

Rh FACTOR

1-17 + (Positive)

18-20 = (Nagat fve)
BLOOD TRANSFUSIONS
DOROR RECIPIENT

O [ A+ A= B+ B- AB+ AB-

O . . . +n * " . "
- - - - * . * - -
A - - - . - - * e
A- - - - - - - - -
Be - - - - . e + L
s_ - - - - - * - -
AB+ - - - - - - . .u
AB- = - = = = = o -

+ = Transfusion possible
-~ = Transfusion impossible
+¢ = Transfusion poasible but may be given only once,.

HEALING

Given total rest the body's structure pointa are replaced at a rate
af 1 point per day (game time). Blood points are replaced at & rate
of 2 points per day. If a joint was damaged it has a 75% chance of
healing normally. If the joiat was Hestroyed (Dp was more that the
Joints Sp) or does not heal mormally the character loses 2 Dexterity
points per joint destroyed.

MULTIPLE HITS DAMAGE

The amount of damage received f-om = multiple hit is equal to the
E-factor of the weapon (m-pus the targets armor class) times the
oumber of hits. When determining the blood loss or death perceatages,
treat the multiple wounds as one and use the total Dp. The death
percentage is taken from the Torso, Area 3, except whem the head is
lavoived in which acse the head's death perceatage is used.

WHOLE BODY DAMAGE
Sp RANGE CHANCE OF DEATH OR UWCOMSCIOUSNESS

108 20% 308 408 50% 60% 70% B0% 9O% 901

100-150 50 55 60 65 70 73 B0 83 90 98+

151-200 75 B3 91 98 107 115 123 131 139 147+
201-250 100 110 120 130 140 150 180 170 180 190+
251-300 137 149 181 173 185 197 209 2321 333 45+
301-350 150 185 180 185 210 235 240 3255 270 205+
351-400 175 182 2090 238 243 260 277 3294 311 338+
401-450 200 3220 240 260 380 300 320 340 380 380+
451-500 225 247 268 291 313 338 357 379 401 433+

Dpw REQUIRED
ELECTRIC SHOCK DAMAGE
VOLTS Dpw VOLTS Dpw
50 50 440 268
75 78 800 348
110 108 1,000 423
150 134 3, 000 800
200 162 5,000 800
220 180 10, 000 1,000
BURN DAMAGE
1 2 3 4 3 & 7T B O 10 1% 19 13 14 18

00 0 0 1 1 : - 1 2 4 [} B 10 30 40 80 180 3320

200 0 1 1 1 1 2 4 a 8 10 20 40 B0 180 320 300+
T400 1 1 1 1 2 4 6 B8 10 20 40 180 320 500+
E800 1 1 1 2 4 6 B 14 20 40 180 3320 500+
M 8O0 1 1 2 4 L] B 14 20 40 180 320 80O+
P1000 1 2 4 6 8 14 20 40 80 160 330 500+
E 1300 2 4 ] a 14 20 40 80 180 320 500+
R 1400 4 68 8 i4 20 40 80 180 320 500+
A 1800 8 B8 14 20 40 80 180 320 500+
T 1800 8 14 20 40 80 180 330 500+
U 3000 14 20 40 80 160 320 300+
R 2200 20 40 80 160 320 500+
E 2400 40 B0 160 320 500+

2800 B0 160 320 300+
C 2800 160 320 300+

3000 320 500+

3200 500+

* Flash, momentary exposure while moving of less than one second.

BURN SEVERITY

lst DEGREE 8-14 Dp
2nd DEGREE 21-40 Dp
3rd DEGREE 80 Dp or more

BURN RESULTS

ist DEGREE WMo loss of Streagth or Dexterity, normal hesling.

3nd DEGREE Loss of 1 point Streagth, 2 poists Dexterity, normal
bealing.

3rd DEGREE loss of 4 poists Streagth, 8 points Dexterity for every
20 Dp above BO, § sormal healing rate.

DEATH PERCENTAGE (OPTIOWAL)
ist DEGEEE O%

2ad DEGREE 10%
3rd DEGEEE 30% (add 10% for esch additiomsl 20 Dp sbove B0)

POISONS
POISON VIRULENCE TYPES
TYPE POISON

A Most polisosous imsects, lesser poisosous spiders and snakes
such as tarastulas, copperbeads, etc,
B Poi and 1d such as rattlossakes, coral

soakes, moccasiae, black widow asd brows recluse ull.n.
banams spiders, and most plant poisoas.

C Gilant smakes asd spiders, mimeral poisoms such as cyanide,
Arsenic, strychaise, mercury, etc.
Nerve agents, mutant poisomous asimels.

POISON DEATH PERCENTAGES

CONSTITUT ION A (] ]
0-1 357 451 T70% 9%
2-3 307 401 T70% 5%
4 301 0% 85% PO
5 257 8% 60% 80%
] 25% as%, 80% s0%
7-8 25% 351 55% BO%
8-11 20% 0% 50% 75%
12 20% 0% 45% T70%
13 15% 251 45% T0%
14-15 15% 25% 401 683%
18-17 10% 20% 30% 55%
18 5% 15% 30% 55%
18 51 15% 30% 559
20 1% 151 308 501

COMBAT TABLES

HAND-TO-MAND ( UNARMED ) COMBAT

The strikes (blows or kicks) an individual may attempt duriag
Combat Turn is equal to their movement allowaace.

HAND-TO-HAND DAMAGE

Hand, elbow, snd kaes strike Dp = §8t.
Kick, edge of bhand strike (requires training) Dp = §8t.
Claws and testh (bite) Dp = j8¢t.

In & face-to-face coafroatation, the character with the highest
Dexterity strikes first. If both characters have .qnl. Daxterity roll
1D for both amd the ose with the highest roll stri firat.

In the case of an ambush, the imitinl blow takes effect. After the
first blows have beea 4 rained, combat resuses as sormal with the
highest Dexterity striki first (Lif he im able).

The characters Accuracy is used to determise the success or failure
of & strike or block. Roll 1D30, If the sumber rolled was LESS than
the characters Accuracy their attempt was successful, IT the number
rolled is BQUAL to or WORE than the charscters Accuracy, thelr sttempt
falled, If a character throws a strike that a subsequeat block stops
there im no desage takenm.

The Dp of & blow is found by subtractisg the armor class of the
character struck (Modified Armor Class) from the Dp of the blow. The
msedical tables are used to fisd the poiat of lmpact of the characters
strike if the player did not earlier state sn simiag poinmt.

HEAD STRIKE DEATH AND UMCONBCIOUSNESS PERCENTAGES

STRIKE AT HEAD % CMANCE § CHANCE OF
Dp OF DEATH UNCONSCIOUSNESS
1-5 0% 0%
8-10 30% 40%
11-15 40% 50%
16-30 S0% s0%
21-2% 0% T0%
28-30 70% 80%
31-35 s0% 0%
38-40 90% .3
41 and up L) "%

Unconsciousmesa lasts for 1030 + 20 turas, minus ome tura for each
point of Comstitutiom the character has. A successful strike on the
groin, throat, or head givea the imitiative to the other player for
the next turn.

Note, The use of teeth and claws as well s blows canm be used for both
human snd non-husan combat.

BLUNT WEAPONS COMBAT

The damage resulting from blunt weapons is based omn § of the charac-
ters Strength added to the factor of the weapon used.

Striking is determined the same as for han-to-hand combat with the
following addition. If the weapons factor of the attacking weapom is
greater than the weapons factor of the blocking weapon, = block is
not totally complete but only & of the sttacking Dp are received.

WEAPON FACTORS., BLUNT WEAPOWS
FACTOR

WEAPON

o Stick
Light (.5 kilo or less) throwm object

+3 Ssall rock
Blackjack
Brass Ksucklee
Piatol (empty)
Bottle

+4 Club
Baseball bat
Rifle butt
Quarterstaff
Neayy (.6 kilo or sore} thrown object

+5 Pipe (metal, .75a or lomger)
Large rock (1 kilo or beavier)
r

+8 Sledgehnmmer
Mace

The medical tables are used the same an for hand-to-hand combat.




COMBAT TABLES (CONT.

The damage takem [rom edged weapoas is found by taking § of the
characters Streagth asd sdding the wesposs factor of the weapoa used.

VEAPOM FACTORS, EDGED VEAPONS

FACTOR WEAPON
+1 (will mot pemstrate armor class C)
Ssall throwing or regular kaife (umder ldcm blade)
Butcher knife
Brokes bottle
Straight razor

+2 Throwing or combat knife (larger than llcam blade)
Dagger
Bayoset tlﬂ-?o_}

" Machete (regular) .
Batchet
Cleoaver

+5 Machete (large)
Saber
Brosdsword

e Ax
Pickax

Spear
Shovel (large)

EDGED PROJECTILE WEAPORS CHARACTERISTICS

VEAPON EFF. RNG. MAX. BWNG. E-FACTOR
Small throwing kanife Sa 10m 2
Large throwisg kanife 15m 20m 3
Tomsbhewhk 10m 20m 4
c s N .
20m

Short Spear o T 3
Swort bow (13kg pull) 30m 400m ]
Loag bow (25kg pull) 80m 800m 14
Compound bow (33kg pull) B0 T00m 19
Crossbow-wood (38kg pull) 40m 400m 14
Crossbow-stesl (50kg pull) 100m BOOm 18

Mote; All arrows asd gquarrels are equivalest to rasor broadbesds.

YERICULAR DAMAGE

ANTI-ARMOR WEAPORS CLASSES

40mm NEDP, 30mm API

20mm EEI, M113 C-4, 12.7x00mm AP
40mm NE, EMAL Pl'l'

30341, BBA1-T7, NAFLA-3SL

:ﬂ‘-ﬂﬂ-b E

VENICLE PENETRATION PERCENTAGES

VEAPOWS
CLASS VERICLE TYPES :
MARE Cosmasdo MN113A1 IR-311 BSX-8
Scientific 'I‘lll vehicles N1l Joop Bormal Vehicle
A 80 L] ol ” Lo "
» 30 L Ll L. - ”
c 10 "0 ] . " 0
D [ 50 ”» ” ”» [ o
) 0 5 80 20 ” ”
r ] o 50 70 o0 )
G o ] 1 40 » ”»
FLAME a/n 50 B/s 0 L ] 5

Bote; In the case of flame weaposs there I.l lo actual pesstration
except for opem vehicles amd those mot sea '?““‘ flams. The
nusbsr in the table isdicates the .o-ibuur of flame damage to
& vehicles crew,

In the situastion where the vehicle was struck but mo pemetratiom
occured use the following table to fimd the dammge against the mml-
iteelf,

VENICLE DAMAGE

Boll 1D8
DIE
ROLL DAMAGE
1 Tire/Track bit, vebicle cas so lomger move.
2 VYoapon system bit, mains weapos dammged.
3 Eagine/power u'ul.l hit, vehicle cam mo loager move.
4 Antennas bit, mo radlo comsunicatiom.
-] Body hit, vehicle semsor systems (if any) dasaged.
L] Steering damaged, vehicle moves at | speed.
7 No effect
L] Ko effect

Note 1. Any damage ham a 50% chance of being repaired im 1-8 hours
(roll 1D8).

Note 2, The above table Is not used for a MARS or Bciemtific vehicle
if the weapon striking the vehicle is less thas class A or B.

Use the following Table to find the crew casualties if the vehicles
ArmOT waR penstrated.

WEAPON

Baverick

2.75 ia. Bocket

W73A3 LAV, ARMBAUST 300, Simm NE, N19 AT mime, M183 Demo.

CREW CASUALTIES

DIE CREW SIZE
ML 1 2 3 . 5 s 7 8
1 v -¥- st~ -k WK -WN -
] K Y EEY
2 x = " K- ¥-§K  N--¥  §-¥- -
- Ci = 13
3 - K- ¥k -KN  NNWE N¥-  WWEW WKW
- w -KK YK
4 Y K WK -WKK -KKK -K-¥  K-KK  -NKK
- KK ¥¥K KK
5 - WK WK WWNK  WEWK @ WE-§ KWWK WKWK
'S ix -¥K KKYE
8 ¥ KN WEW  WEEW  VKEW  WE-¥  KW-K  KWKK
- K Iy -KK¥
7 I KK WEK  KWKK EIEEKY  KKXE WKWK KNKK
¥ ' KXY KKKK
s KWW KKK KKKX  KEKK  KKKK  KKKK KKKK
1 KK KKK KKK
K= Killed

W = Wounded (1-8 Dp, 1D8, use medical tables ignoring death %)
- = Mot effected

INDINSCT FIRE

Indirect fire is used whea the cannot see the target but
knows ita directioa asd distance from him. It is moet commonly used
with mortars, caspoas, soms missile lsuschers, and can be used with
gresads lasachars

The guaser fires with his sormal accurscy. Bowsver, if their is a
“forward observer”, scmecse who caa see the target and call back
correctioss to the guaser, ADD 1 poist to the guasers sccuracy sach
time bhe misses, receives a correctioa, and reaims his weapon. The
directios asd ramge of misses are s follows;

Dlmlﬂ OF uiss
Boll

Left and past the target.

On lime and pant the target.

Right and past the target. Y- F
Laft and oa lime with the target.

Right and on lime with the target. 4 T B
Left and short of the target.

Bhort asd om lime with the target. L ] 7 [ ]
Right and short of the target.

WS e

DI 'l'm oF uiss

Boll

1-30m -T0m 11-150m 16-275a
1-30m T-80m 13-178a 17-300m
3-40m §-90m 13-300m 18-350m
4-50m 100 14-1380a 19-400m
5-00m 10-138m 16-360m 30-300m
*When firing 40mm gremads lauschers roll IDS and wee the ranges from

1 to 8 on the table.

USE OF GRENADES

To detsrmine s hit wse the standard firiag tables. In the case of
a mies use the following tables,

GEENADE NISS =
Roll 1De
DIE mOLL RESULT
Left and past the target,
Ou lime asd past the target. 1 2 3
ll t and past the target.
and on lime with the target. 4 g e

rt asd on lise with the target.
Left and short of the target. L] T 8
Short and om lime with the target.
Right amd sbort of the target.

BN W

DISTANCE OF MIBS
Boll 308, the number rolled being the distance of miss im meters.

The [ragmentation grenade (M3GAl) will blast a j= bole im & mormal
woodes wall (isterior).

The susber of fragmeata hittisg & target is squal to the sumber
rolled on 1D30.

The Dp is fousd by sultiplyisg the susber of fragmests hitting the
target timesa the E-factor of the fragments sisws the armor class of
the target.

Wote; WP fragmeats 4 Dp bura I—u per fragmest asd bura for 1D4
Combat Turma.
Gas sad Smoke gremsdes make a clowd sormsally 18m loag, 4m wide, and

2m high.

A gas gromades effects last for 4 times the gremades burming time.
(80 Combat Turms.)

A smoke greaades clowd lasts twice the greasdes burniag time.
(80 Combat Turss)

A White Phosphorus gremades smoke lasts the gremadea bursiag time.
(18 Combat Turms)




