BRITISH Weapons chart

	Designation
	Type
	Fire Modes

SS, SA:3AP

BU:5AP/FA: 10AP
	Ammo  Capacity
	Reload AP
	Ranges
	DPR
	ARM
	Template

in inches
	Explosive Blast
	Explosive Burst
	Difficulty Rating
	Cover Penetration

Soft          Hard
	Point cost

	
	
	
	
	
	Short

+1 WP
	Med
	Long

-1 WP
	
	
	
	ARM
	DPR
	ARM
	DPR
	
	
	

	Webley
	Pistol 
	SS (2AP)
	6
	3
	5
	15
	50
	2
	-1
	-
	-
	-
	-
	-
	2
	     4              no
	15

	Lee-Enfield
	Rifle
	SS
	10
	2
	25
	50
	250
	3
	-2
	
	-
	-
	-
	-
	5
	     5              no
	20

	Sten Gun
	SMG
	BU-5, FA-10
	30/clip
	3
	5
	15
	60
	2
	-1
	-
	-
	-
	-
	-
	3
	     5              no  
	30

	Bren
	LMG
	SS, BU-5,

FA-10
	30/clip


	3
	20
	40
	280
	3
	-2
	-
	-
	-
	-
	-
	3
	     6              no   
	50

	Vickers
	Machine Gun
	BU-7, FA-15
	Belt

250
	3
	30


	60


	420


	4
	-3
	-
	-
	-
	-
	-
	5
	     7              no 
	100

	Lee-Enfield with scope   
	Sharpshooter Rifle / scoped
	SS


	10
	3
	35
	70
	450
	4
	-3
	-
	-
	-
	-
	-
	4
	     7              no
	40

	Grenade
	Frag
	Throw 5 AP
	-
	-
	5
	10
	15
	Expl
	Expl
	2
	2
	-1
	
	
	1
	     6               3 
	10

	Bazooka
	Antitank
	SS (6AP)
	1
	5
	10
	20
	50
	Expl
	-4
	3
	-10
	10
	-4
	6
	7
	     9               4   
	50


GERMAN Weapons chart

	Designation
	Type
	Fire Modes

SS, SA:3AP

BU:5AP/FA: 10AP
	Ammo  Capacity
	Reload AP
	Ranges
	DPR
	ARM
	Template

in inches
	Explosive Blast
	Explosive Burst
	Difficulty Rating
	Cover Penetration

Soft          Hard
	Point cost

	
	
	
	
	
	Short

+1 WP
	Med
	Long

-1 WP
	
	
	
	ARM
	DPR
	ARM
	DPR
	
	
	

	Luger
	Pistol
	SA (2AP)
	8
	3
	5
	10
	50
	2
	-1
	-
	-
	-
	-
	-
	2
	     4              no
	15

	Kar 98k
	Rifle 
	SS
	5
	2
	20
	50
	250
	3
	-2
	-
	-
	-
	-
	-
	5
	     5              no
	20

	MP 38 / MP-40
	SMG
	BU-5, FA-10
	32
	3
	5
	10
	55
	2
	-1
	-
	-
	-
	-
	-
	3
	    4               no
	30

	STG 44
	Assault Rifle
	SA,BU-5, 

FA-10
	30/clip
	3
	20
	50
	300
	3
	-3
	-
	-
	-
	-
	-
	3
	     5              no   
	50

	MG34 / MG 42
	Machine Gun
	BU-7

FA-15
	250/belt
	3
	30


	70


	450


	4
	-3
	-
	-
	-
	-
	-
	5
	     7              no
	100



	Kar 98k with scope   
	Sharpshooter Rifle / scoped
	SS


	5
	3
	35
	70
	450
	4
	-3
	-
	-
	-
	-
	-
	4
	     7              no
	40

	Grenade
	Frag
	Throw 5 AP
	-
	-
	5
	10
	15
	Expl
	Expl
	2
	2
	-1
	
	
	1
	     6               3
	10

	Panzerschreck
	Antitank
	SS (6AP)
	1
	5
	10
	20
	50
	Expl
	-4
	3
	-10
	10
	-4
	6
	7
	     9               4   
	50

	Panzerfaust
	Antitank
	SS (6AP)
	1
	None
	5
	10
	25
	Expl
	-4
	3
	-10
	10
	-4
	6
	7
	     9               4
	40


US Weapons chart

	Designation
	Type
	Fire Modes

SS, SA:3AP

BU:5AP/FA: 10AP
	Ammo  Capacity
	Reload AP
	Ranges
	DPR
	ARM
	Template

in inches
	Explosive Blast
	Explosive Burst
	Difficulty Rating
	Cover Penetration

Soft          Hard
	Point cost

	
	
	
	
	
	Short

+1 WP
	Med
	Long

-1 WP
	
	
	
	ARM
	DPR
	ARM
	DPR
	
	
	

	M1911
	Pistol
	SA (2AP)
	7
	3
	5
	15
	55
	2
	-2
	-
	-
	-
	-
	-
	2
	     5              no
	15

	M1 Garand
	Rifle 
	SA
	8
	2
	20
	50
	250
	3
	-2
	-
	-
	-
	-
	-
	5
	     5              no
	20

	M1 Carbine
	
	SA
	15
	2
	20
	40
	200
	2
	-1
	
	-
	-
	-
	-
	3
	     4              no
	25

	Thompson
	SMG
	SA, BU-5,

FA-10
	30
	3
	5
	15
	50
	2
	-2
	-
	-
	-
	-
	-
	3
	     5              no   
	30

	BAR
	LMG
	SA, FA-10
	20/clip


	3
	20
	35
	260
	3
	-2
	-
	-
	-
	-
	-
	3
	     6              no   
	50

	M1919A4 

.30 Cal
	Machine Gun
	BU-7, FA-15
	250/belt
	3
	30


	60


	420


	4
	-3
	-
	-
	-
	-
	-
	5
	     7              no   
	100

	Sprinfield 1903

with scope   
	Sharpshooter Rifle / scoped
	SS


	5
	3
	35
	70
	450
	4
	-3
	-
	-
	-
	-
	-
	4
	     7              no   
	40

	Grenade
	Frag
	Throw 5 AP
	-
	-
	5
	10
	15
	Expl
	Expl
	2
	2
	-1
	
	
	1
	     6               3
	10

	Bazooka
	Antitank
	SS (6AP)
	1
	5
	10
	20
	50
	Expl
	-4
	3
	-10
	10
	-4
	6
	7
	     9               4   
	50


RUSSIAN Weapons chart

	Designation
	Type
	Fire Modes

SS, SA:3AP

BU:5AP/FA: 10AP
	Ammo  Capacity
	Reload AP
	Ranges
	DPR
	ARM
	Template

in inches
	Explosive Blast
	Explosive Burst
	Difficulty Rating
	Cover Penetration

Soft          Hard
	Point cost

	
	
	
	
	
	Short

+1 WP
	Med
	Long

-1 WP
	
	
	
	ARM
	DPR
	ARM
	DPR
	
	
	

	Tokarev TT
	Pistol 
	SS (2AP)
	8
	3
	5
	15
	50
	2
	-1
	-
	-
	-
	-
	-
	2
	     4              no
	15

	Mosin-Nagant
	Rifle
	SS
	5
	2
	20
	50
	250
	3
	-2
	
	-
	-
	-
	-
	5
	     5              no
	20

	PPSH-41
	SMG
	BU-5, FA-10
	71/drum
	3
	5
	10
	55
	2
	-1
	-
	-
	-
	-
	-
	3
	     4              no  
	30

	DP LMG
	LMG
	SS, BU-5,

FA-10
	47/clip


	3
	20
	30
	270
	3
	-3
	-
	-
	-
	-
	-
	3
	     6              no   
	50

	Maxim MMG
	Machine Gun
	BU-7, FA-15
	Belt

250
	3
	30


	60


	420


	4
	-3
	-
	-
	-
	-
	-
	5
	     7              no 
	100

	Mosin-Nagant with scope   
	Sharpshooter Rifle / scoped
	SS


	5
	3
	35
	70
	450
	4
	-3
	-
	-
	-
	-
	-
	4
	     7              no
	40

	Grenade
	Frag
	Throw 5 AP
	-
	-
	5
	10
	15
	Expl
	Expl
	2
	2
	-1
	
	
	1
	     6               3 
	10

	Anti Tank Rifle
	Antitank
	SS (6AP)
	1
	5
	10
	20
	50
	Expl
	-4
	3
	-10
	10
	-4
	6
	7
	     9               4   
	50


Other weapons :

FLAME THROWER :  

Any model caught inside the area (see template below) will suffer an Automatic Hit at ARM –3 and a DPR of 5.

On its next activation the model will move 2D6 inches in a random direction according to scatter rules (once on fire most human beings, 

and even zombies,  do not do the sensible) and take another Automatic Hit at ARM –3 and a DPR of 5 for still being in flames. 

The fire lasts until the victim extinguishes it (for instance by going into water or rolling in a blanket). 

The area affected by the flame thrower cannot be entered by models for 1D3 turns as the flamable liquid is still burning. 

The enemies get a +1 modifier to hit the flaming target during dailight and a +2 modifier to hit at night. 

For humans only (not zombies) : by the end of his activation the victim in flames can take a morale test with a negative modifier of -2 to see

if he regains his cool. He  can then try to put out the flames.  

This goes on until the human torch is dead or the flames have been extinguished.

Alternatively his mates can try to extinguish the flames by first tackling him and then taking a morale test to extinguish the flames 

(because it’s hot and dangerous).

They can also use a fire extinguisher if one is available without taking any test.
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