Firearm Modification System

The point of this project is to redesign the firearm combat system, or at least some of it. What this should achieve is a more realistic representation of certain firearms, including their damage, power and ability to penetrate armour. Although keeping in account that even with this system, everything is being done to keep game play balanced, as it was before hand.

Weapon

Old Code

New Code

Holdout Pistol

SA 4L


SA 4M0

Light Pistol

SA 6L


SA 6M0

Machine Pistol

SA 6L


SA 6M0

Heavy Pistol

SA 9M


SA 6M3




SS 10M


SS 7M4

SMG


SA 6M


SA 4M2  6M0



SA 7M


SA 5M2  7M0
Suggest you maintain the light pistol damage and penetration power, they are likely to be exactly the same, (9mm Parabellum) the only difference being rate of fire.  Don’t forget though, Carbines are out there, that are similarly sized to SMGs, but are actually slimed down Asslt rifles.

Shotgun

SA 10S


SA 8S3




SA 7S


SA 5S3

Tough one, don’t really know what im talking about here, but I do know you can get specialist cartridges for taking locks out of doors.???  Otherwise id say that’s about right.
Rifle


SA 7S


SA 5S6    (5.56mm)

Sniper Rifle

SA 14S


SA 6S12  (7.62mm)

Assault Rifle

SA 8M


SA 5M8   (5.56mm)

Light Machine Gun
SA 7S


SA 6S8    (5.56mm)

Medium Machine Gun
SA 9S


SA 8S8    (7.62mm)

Heavy Machine Gun
SA 10S


SA 10S8  (14.7mm) !!(.50 Cal in old money)

O.K. these ones I am a bit happier with, typical calibres are on the right, they will obviously penetrate more armour the larger they are, otherwise the only effect a larger weapon system has is range, and rate of fire.  

How about going for:

5.56 = 5M6  (Normal asslt rifles and sport rifles, LMGs)

7.62 = 5S8   (Standard Sniper rifles, occasional Asslt Rifles.  Suggest using the x2 recoil mod)

14.7 = 12D10  ( Uniquely serious Sniper rifles, Heavy machine guns only - x3 Recoil Mod???) 

Assault Cannon

SS 18D


SS 12D10

I know nothing about these…  No points.

Damage Power – Damage Level – Penetration Power

APDS

- Adds +3 penetration power

AV

- Adds +3 penetration power and negates vehicle frame bonuses

Explosive
- Adds +1 to the damage power

Ex-Explosive
- Adds +2 to the damage power

Flechette
- Increases the damage level by 1, but reduces penetration power to 0

Gel

- Reduces the penetration power to 0, but deals stun damage

Finally.

In RW your firing position has a massive bearing on your chances of hitting the target, it needent be included as a rule as such, but is good advice for DM’s target numbers.

Standing +1

Kneeling/Squatting +0

Sitting -1

Prone/Firetrench (something ie a window ledge to support the weapon)  -2

Or you could go Standing +0, kneeling –1 Sitting/Prone –2.

Whatever, that’s the best I can do for expressing it in rules terms anyway.  Put it this way, most people hit 100% of the time in the prone at 100m.  If they are standing, its more like 50-70% of the time.

