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I would love to receive feedback on this file please e-mail me:


	chuck-man@mail.excite.com





Disclaimer:


The contents of this file are not intended to be a challenge to any copyrights


if you are the copyright holder of any “Questionable” material please inform


me and if the complaint is valid I will remove or modify the material in


question at my earliest opportunity. chuck-man@mail.excite.com





More Legal Mess: 


You have the permission to distribute this file as long as the file stays intact


and unaltered including this legal notice. This file is available free to you via the


internet at http://www.geocities.com/tokyo/ginza/7737/carwars.html . You may not


charge for the distribution of this file except for a maximum fee of $5.00


(materials and time) for reproduction in paper format.
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Recoil Class:____________________________________________________________


-23	-10 acc. pr. Round in burst.		0	-1 acc. pr. Round in burst.


-22	-9 acc. pr. Round in burst.		+1	-1 acc. pr. Round in burst.


-21	-8 acc. pr. Round in burst.		+2	-1 acc. pr. Round in burst.


-20	-7 acc. pr. Round in burst.		+3	-1 acc. pr. Round in burst.


-19	-6 acc. pr. Round in burst.		+4	-1 acc. pr. Round in burst.


-18	-5 acc. pr. Round in burst.		+5	-1 acc. pr. 2 Rounds in burst.


-17	-5 acc. pr. Round in burst.		+6	-1 acc. pr. 2 Rounds in burst.


-16	-4 acc. pr. Round in burst.		+7	-1 acc. pr. 2 Rounds in burst.


-15	-4 acc. pr. Round in burst.		+8	-1 acc. pr. 2 Rounds in burst.


-14	-4 acc. pr. Round in burst.		+9	-1 acc. pr. 2 Rounds in burst.


-13	-3 acc. pr. Round in burst.		+10	-1 acc. pr. 2 Rounds in burst.


-12	-3 acc. pr. Round in burst.		+11	-1 acc. pr. 2 Rounds in burst.


-11	-3 acc. pr. Round in burst.		+12	-1 acc. pr. 3 Rounds in burst.


-10	-3 acc. pr. Round in burst.		+13	-1 acc. pr. 3 Rounds in burst.


-9	-2 acc. pr. Round in burst.		+14	-1 acc. pr. 3 Rounds in burst.


-8	-2 acc. pr. Round in burst.		+15	-1 acc. pr. 3 Rounds in burst.


-7	-2 acc. pr. Round in burst.		+16	-1 acc. pr. 3 Rounds in burst.


-6	-2 acc. pr. Round in burst.		+17	-1 acc. pr. 3 Rounds in burst.


-5	-2 acc. pr. Round in burst.		+18	-1 acc. pr. 4 Rounds in burst.


-4	-1 acc. pr. Round in burst.			+19	-1 acc. pr. 4 Rounds in burst.


-3	-1 acc. pr. Round in burst.			+20	-1 acc. pr. 4 Rounds in burst.


-2	-1 acc. pr. Round in burst.			+21	-1 acc. pr. 4 Rounds in burst.


-1	-1 acc. pr. Round in burst.			+22	-1 acc. pr. 4 Rounds in burst.


0	-1 acc. pr. Round in burst.			+23	-1 acc. pr. 5 Rounds in burst.


___________________________________________________________________________________________________


Damage Class for Rounds:__________________________________________________


Round Size:	Pistol DC:	Rifle DC:			Round Size:	Pistol DC:	Rifle DC:


1mm		X		½‡			8mm		3		7


2mm		X		1‡			9mm		4		8


3mm		X		2‡			10mm		5¤		9


4mm		X		3‡			11mm		6¤		10


5mm		½		4‡			12mm		7¤		11


6mm		1		5			13mm		8¤		12


7mm		2		6			14mm		9¤		13


	¤=Anti-Personelle.		‡=Armor Pearcing.	15mm		10¤		14


_____________________________________________________________________


Anti-Personelle: Armor PD is Doubled vs. A-P but all damage is doubled to soft targets


	(ie. characters.).


Armor Pearcing: Armor PD is Halved vs. AP but damage is likely to be low. (House Rules: If any 	weapon is determined by the GM to be too high damage and is AP then Damage to soft 	targets is halved.)


