Alternate Realities
Basic Human Target \Webs

\ersion 2.5
by Karim Nassar

AR Citation Format
[SP] Basic Human Target Webs (Karim Nassar)

When to Use the Basic Target\ebs

Generally speaking, Target Webs are used to determine hit
locations for damage incurred in Fast Action when a rule-
biased system is desired for character damage resloution.

These Target Webs are generally appropriate for any cam-
paign where Fast Action is an intergral component of play,
where the characters are Human or humanoid, and where
a Complexity Level of 1 or greater is desired for damage
resolution. Games involving non-humanoid characters or
objects will require different Target Webs tailored to the
specific form of the Object.

How to Use the Basic Target\\ebs

i Determine the Complexity Level to use.

&€ Determine which Target Posture to use.

£ Find the targeted Location.

o Add the Location Modifier (Mod) value to the
attacker(s Adjusted Rating.

¥ Calculate the attackds Success Margin (SM) normally.

a I SMis greater than .02, compare the calculated SM
to the SM indicated at the Location, defaulting in the
direction of the arrows until the SM threshold is met.

8 If SM is less than .02, roll another d% and use the
Random% values to determine the hit location.

== | jke most AR components, Target\Webs are broken

down into Levels based on their specificity of

detail. Because at Level O there is only one possible hit
location, no web is depicted at this Level.

Level 1 Target Webs are shown on page two of this docu-
ment, and Level 2 \Webs are on the subsequent pages. The
Basic Target Webs document does not include Level 3 or
higher TargetWebs, though such webs are possible, and can
can be interpolated for specific situations.

Because Location Hits are defined as a percentage of the
parent Location, it is possible to use Target Webs in mul-

tiple Levels in the same game. See the Table on the last page
of this document for Hit Location Hits Percentages.

q: There are four basic Target Postures depicted in
this document. The Postures are Frontal, Profile,
Sprawled, and Crouched. Each posture tends to present
individual Locations differently, so selecting the right Pos-
ture is important for the Target WWeb to function properly.
Generally, the GM will determine which Target Posture to
use.

£The Target Location will be either Called or De-
faulted. An Attacker can choose to Call any valid
Location on the target prior to the attack. Attacks that are
not called Default to Torso (Level 0) or Chest (Level 1).

Q Each Location in the Target Web lists a Mod value

(see Web Legend). This value represents the dif-
ficulty of successfully targeting that Location, based on
Location size, potential for movement, and other factors.
This modifier is added to the attackers Rating along with
other modifiers that the situation or the GM may require.

Aé Calculate the Rolling Target and Success Margin of
the attack as per standard AR Rules (see PRG).

l Once the Success Margin has been determined, if it
is greater than .02, compare the value with the SM
Iis& at that Location (see Web Legend). If the Calculated
SM is greater than or equal to the Location SM, then that
Location has been hit. If it is less than the Location SM,
then default in the direction of the arrows to the next loca-
tion and repeat the process until the SM Threshold is met.
For Locations with two directions of default (indicated by
dashed arrows), compare with the higher Location SM
first, and if Calculated SM is less, then compare with the
lower Location SM.

§ If the Calculated SM is less than .02, the Hit Loca-
tion is determined by Random Location. Roll a d%
and compare the die roll with the Random% Value listed
on Target Hit Locations (see Web Legend) to determine
Location Hit. Remember that Damage is determined by the
initial Success Margin, not the second die roll!






