Small Arms Burst Rules:





Simple Rule: Roll a percent of the ROF to hit, based on range.


PB= 1d6x10+20% of ROF


SH= 1d4x10+10% of ROF


MD= 4d10% of ROF


LG= 1d20% of ROF


EX= 1d10% of ROF


OT= Nil of ROF





Realistic Rule:





Roll the To-Hit roll with the modifyer listed below. If the roll suceeds then one round hit's the target. When a hit exceeds the target number then extra rounds may hit, this is determined by the chart below. For example if at short range a to-hit roll suceeded by 10 points then 3 shots would land on target. Wait you say, the chart says exceed by 5? tying the target results in no hit, exceeding by 1 results in a hit, but then take the number exceeded by and devide it by the extra hits value, this results in the extra shots. So 1+2=3. Thus the second hit is easyer than the third, fourth, and fith. Vehicle mounted and emplacement weapons use the same rules but they are usualy low on recoil due to being mounted, but still are subject to the +1 in the "R" value.





	R= Recoil of weapon +1. (Never less than 1)


	B= Number of bullets in the burst.





Range		To-Hit Modifyer		Extra Hits pr. Number Exceeded


___________________________________________________________





PB		(Bx3) - (Rx1)		3


SH		(Bx1.5) - (Rx1) -1		5


MD		(Bx1) - (Rx2) -5		8


LG		(Bx1) - (Rx5) -15		15


EX		(Bx1) - (Rx8) -25		20


OT		Addl. Subtract (R+5)	+1





Every 5 bullets in the burst past the first 10 results in an additional subtraction of R.


(ie. 10 = N/A, 15 = -Rx1, 20 = -Rx2, 25 = -Rx3, etc...)





The results of this table indicate that if you pump out a large volume of fire you can hit even the most tricky of targets, however even a low recoil weapon will have a tough time landing even one shot on a target at Long or Extreme range. On the other hand if your weapon is high recoil 4+1 or more it is probably in your best intrests to fire controled bursts of up to 10 shots, otherwise the recoil will make it difficult to hit anything.





Most of this chart can be pre-calculated. All weapons will have selections for bursts based on the weapon type. Weapons will have a setting for 3 or 4 etc.. shot bursts if the weapon has select fire setting. If the weapon has full automatic setting it will have 4 full auto settings short, medium, and long bursts as well as full auto. Short is ROF/8, Medium is ROF/4, Long is ROF/2, Full Auto is full ROF. These settings should be calculated with the weapon.














Reminder:


	Weapon handeling Rule: Weapon handeling reduces the strenght needed to use a weapon and is 		cumulative with the "Over Str." rule.


 	Over Str. Rule: Whenever you exceed the strength requierd to use a particular recoil you may 		reduce the effective weapon recoil. If you exceed it by 2 then reduce effective recoil by 1,  		and for every aditional 2 Strength over reduce the effective recoil by an addtional 1 		point. However remember the "R" value may never be less than 1.


	Under Str. Rule: If the person using a weapon does not have the STR requierd to handel that 		weapon then the effective recoil is increased by 2 points for every 1 point of STR 		lacking. There is no maximum to this rule.


