
All figures firing in a group first nominate targets and resolve fire, then Received Fire tests are taken by any surviving targets. 
Hunker Down Recover Tests are done when active only. 
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                            Active                                                     In-Active 
 
  

Player figures and enemy who are eligible to roll “In Sight” do so. (1) 
 

                         
                                                                                                                        

 
 
Fire: nominate target figure/s, and allocate number of shots weapon has. 

 
 

 
    3-7 Miss                          8                             9                                          10+ Hit 
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   Pass 2D6                 Pass 1D6           Pass 0D6  

 
 
                                                                                            
                                      

 
 
                                                                                      Pass 2D6                          Pass 1D6                                                         Pass 0D6 

 

(1)  May use Leader Die 
(2)  Out of Ammo occurs if two or more “1” are rolled 

during shooting OR three or more if dedicated loader. 
(3)  “In Cover” gets +1d6 & “Half strength or less” gets   

-1d6   (NUTS FV page 97) 

Roll 1D6 for each shot then add the firing characters REP, and consult numerical result below. (2) 

HIT 
Roll 1D6 for each hit. 
 
If score is “1” the target 
character is Obviously Dead.  
 
If score is equal to Impact or 
less, but not one, the figure is 
knocked down & Out Of the 
Fight! Badly wounded may 
not be activated for rest of 
game, cannot move without 
being carried or dragged.  
 
If score is higher than Impact 
of the weapon, the target 
figure is Knocked Down: and 
immediately takes Recover 
test.  
 

Received Fire Roll(1) (3) 
Targeted figure Player Rolls 2D6: if roll/s are equal or lower than the figures 
REP, it has passed.  If roll/s are higher than REP, it has not passed.  

• Target in cover, fast 
moving, prone, second or 
higher target count miss. 

• Shooter fast moving or snap 
fired 

• All others hit 
 

 

• Target in cover or third or 
higher target count miss. 

• Shooter fast moving or snap 
fired 

• All others hit 

• OutGunned or unable to fire will Duck Back. 
• Others not OutGunned will Return Fire. 

• Figure will Snap Fire. 
• Outgunned and all others will Duck Back.   

 

All will Hunker Down. 

Prone, Carry On 
get up next activation OOF OD 

Man Down Test(1) (3) 
Any Figure within 4” & LOS to a downed friendly 
figure take Man Down Test.  

Recover Test 

Charge if w/in 6” Duckback 

“In Sight” Check Winner 


