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Page 60
Add the following boxed text to the bottom of the Example: 6SRRN QHHGV WKUHH 6XFFHV!
page: VKRRW D WRXJK WDUJHW« 7KH 30D\HU

~ IRXU 6 XFFHVVHY PRUH WKDQ ZDV QHH
FRPHVY WR PXOWLSO\LQJ WKH GDPDJH
KH PXOWLSOLHV LW E\ IRU PHHWLQ.
WDUJHW DQG H[FHHGLQJ LW E\

Because weapons are broad types rather than
specific models, it is assumed that ammunition
is interchangeable to a degree, for the sake
of simplicity. SMGs/Handguns use the same

ammunition depending on whether they are
Light, Medium, or Heavy (so Heavy SMGs
and Heavy Handguns can share ammunition,
for example). Likewise for Rifles/MGs.

Mentions of specific ammunition types and
weapons are flavor text to give readers some
idea as to what weapons the types represent. Of
course, if a GM wants to, it’s easy enough to make
any ammunition obtained caliber-specific thus
making the scarcity of ammoeven moreof anissue.
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Page 74

Add the following text and example to Calculating
Damage:

If an attack requires more than a single Success simply
to succeed, damage is calculated as if achieving the
exact number needed is one Success, exceeding it by
one is two Successes, and so on.

This rule also applies if an attack’s Successes are
reduced by a reaction’s Successes as per the optional
rule on page 69.

Page74 _ Example 6SRRN QHHGV WKUHH 6XFFHV
Add the following text and example to Calculating VKRRW D WRXJK WDUJHW« 7KH 30D\HU
Damage:

IRXU 6 XFFHVVHY PRUH WKDQ ZDV QHH
FRPHVY WR PXOWLSO\LQJ WKH GDPDJH
KH PXOWLSOLHV LW E\ IRU PHHWLQ.
WDUJHW DQG H[FHHGLQJ LW E\

If an attack requires more than a single Success simply
to succeed, damage is calculated as if achieving the
exact number needed is one Success, exceeding it by
one is two Successes, and so on.

This rule also applies if an attack’s Successes are
reduced by a reaction’s Successes as per the optional
rule on page 69.
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CHASES/RACES

Q: The book suggests keeping track of distance on
a sheet divided into “seven bands”. How do these

7 bands relate to the standard Range increments
mentioned in the preceding text?

A: AH has four Range bands for vehicular combat:
Close - Short - Long - Distant

The 7 bands on the sheet measure changes in
Range band, not roll differences. So, using the
game’s example of Spook’s truck being chased by
two raiders who start at a Short Range from him,
you’d place Spook’s marker on the central band (he’s
being chased) and the raiders’ markers a single band
behind it. Then, when the raiders have achieved
enough successes (made up a difference of 5) to move
into Close Range with Spook, you simply move their
markers up a band, into the same band as Spook’s
marker.

The reason there are 7 bands is in case a vehicle
chasing a Distant vehicle is itself being chased by a
Distant vehicle (so, you’d have the foremost vehicle in
the first band, the chasing vehicle 3 bands behind it,
and the vehicle chasing that vehicle three more bands
behind).
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CLOSE-IN VEHICULAR CONMBAT
Ramming
Q: Can you ram another vehicle when at Close Range?

A: Yes, Close Range is where the ramming,
sideswipping action and the like occur. In fact, you
can’t ram unless your at Close Range.

Close-In Maneuvering

Q: When vehicles are Close, how do you track whether
a vehicle might be in front, behind, or next to an
opposing vehicle and how do they jockey for position?

A: You use narrative to establish how things begin,
and use a sequence of opposing rolls for close-in
maneuvers, e..g. you make a contested roll to pull
ahead of an opposing vehicle ready to drop an oil
slick.

Q: According to the rules, | cannot both accurately
fire a weapon at a vehicle | am chasing using fixed
weapons, and make an effective pursuit roll at the
same time. Is this correct?

A: Yes. Firing those fixed linked weapons accurately
at a moving target requires lining up your vehicle
properly in line with a moving target and hitting the
trigger, so you’re not likely to make up much ground
in the pursuit at that moment. Of course, if you're
blasting away at someone, the chances are very
good they’ll be using their action to try and avoid
being turned into metal spaghetti so they also won’t
pull away from you that round (they’ll be too busy
swerving). You'll likely remain the same relative to
each other distance-wise. Performing both actions
effectively and simultaneously is pretty heroic, and
so would be an ideal use of the optional Fortune
expenditure for Dual Actions.



