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Chapter 1: Basic 
Attributes

Standard Notation
 Guns of Fudge uses the following statistics-
block to describe a firearm in Fudge rules:
 The meaning of each attribute is described 

below.

Range
 A firearm’s Range attribute determines 
the maximum effective range of the weapon. The 
effect of each trait level in range is described in 
table Rng-1, below.
 Under optimum conditions, shooting at a 
target in the first quarter of a weapon’s effective 
range is a Poor difficulty task. At half of effective 
range, it is a Fair task. At full effective range, at 
least a Good task.

 If the target is moving, the difficulty 
increases by +1 step.
 It is possible to fire at targets beyond a 
weapon’s effective range, but damage should be 
reduced by –2 to –3 factors, and the difficulty 
should be around Great or more.

Damage Factor
 Like most weapons, firearms have a 
Damage Factor. It starts at +2 for small caliber 
handguns and rises to +8 or more for extremely 
large caliber, anti-materiel weapons. 

Special Effects
 A special effect is an additional game 
mechanic or rule that applies to the weapon’s 
attack. It simulates unusual properties of a 
weapon, like a bullet’s ability to penetrate cover 
or a shotgun’s scattering shot. 
 For most firearms, special effects depend 
on the type of ammunition loaded into the 
weapon. A hollowpoint bullet has a special effect 
that causes more severe wounds, while an armor-
piercing bullet has an armor-piercing special 
effect. 
 At the end of these rules, Appendix 2: 
Special Effects describes the different special 
effects.

Rate of Fire
 Rate of Fire denotes how quickly a firearm 
shoots projectiles during a particular attack 

Range: Terrible to Superb
 Damage Factor: [a number]
 Spec ia l  Ef fec ts :  [one  or  more 
descriptors]
 Rate of Fire: Standard, Burst, Full Auto
Ammunition Capacity: [number] – 
[type]

Table Rng-1: Firearm Effective Range
Trait Level  Effective Range
Terrible About ten meters. The range of a derringer or snub-nosed pistol.
Poor About twenty-five yards. Standard pistol range.
Mediocre About fifty meters. The range of a very accurate pistol. 
Fair About 100 meters. Carbine range.
Good About 300 meters. Rifle range.
Great About 1000 meters. Highly accurate rifle range.
Superb Around two kilometers or more. Precise, long-ranged rifles, like the M82A1  
 .50 Browning sniper rifle. 
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action. Three basic rates of fire exist: Standard, 
Burst, Full Auto, and Very Rapid Fire. 
 A firearm may possess more than one 
rate of fire. In this case, the weapon is selective 
fire. Each round, the shooter may change the 
weapon’s rate of fire. For example, if an assault 
rifle possessed Standard and Burst rates of fire, 
the shooter could shoot a Standard shot in one 
round, then switch to a Burst in the next.
 Note: A more “realistic” rapid-fire 
resolution system would determine how many 
bullets hit a target, then separately apply the 
damage from each bullet against the target’s 
armor. In the interest of simplicity and speed 
of use, a “fudged” system that increases the 
attack roll and damage factor of the weapon was 
chosen.

Standard (S)
 The weapon fires only once when the 
shooter pulls the trigger. No special rules exist 
for this Rate of Fire. It permits the character to 
attack per the normal Fudge procedure.

Burst (B)
 When the shooter pulls the 
trigger, the weapon automatically fires 
a few shots in a short, controlled burst. 
Usually, three to six are fired.
 Firing a weapon in burst mode grants 
a +1 bonus to offensive attack rolls and +1 to 
the weapon’s Damage Factor. In most cases, a 
weapon uses three rounds of ammunition per 
burst. 
 The shooter may direct a burst at a single 
target, only.

Full Auto (FA)
 When the shooter pulls the trigger, the 
weapon automatically fires ten, a dozen, or score 
of shots in a long, rapid burst. 
 Firing full auto at a single target grants 
a +2 bonus to attack rolls and the weapon’s 
Damage Factor. 
 The shooter may direct full auto fire at 
multiple targets. In this case, the shooter gains 
no bonus to attack rolls or Damage Factor.

Very Rapid Fire (VRF)
 When the shooter pulls the trigger, the 
weapon automatically fires at least fifty shots in 
a long, rapid burst. Gatling guns and several 
advanced technologies are capable of this fire 
rate.
 Very Rapid Fire at a single target grants 
a +4 bonus to attack rolls and the weapon’s 
Damage Factor. 
 The shooter may direct VRF at multiple 
targets over a large area. In this case, in which 
case the shooter gains +1 to attack rolls and 
Damage Factor. 

Ammunition Capacity
 The first trait listed for Ammunition 
Capacity is a number: the total of amount of shots 
the weapon carries. The second trait is a term 
that describes how the weapon holds ammunition, 

its magazine type. For example, a weapon 
with an Ammunition Capacity attribute of 
“6 – Revolver” holds six shots and stores 

them in a cylindrical magazine.
 Depending upon the level of detail you 
wish to implement in your Fudge campaign, 

the magazine effects how quickly a weapon may 
be reloaded. The different types of magazines 
are listed below.

Internal
 Ammunition is stored inside the weapon 
in a non-removable magazine. To accomplish 
reloading, the shooter manually places one round 
at a time into the weapon. 
 Breech-loaded and muzzle-loaded 
weapons use internal magazines. Pump-action 
and lever-action weapons with a tube-magazine 
running parallel to the barrel of the weapon use 
the “internal” descriptor, as do many bolt-action 
rifles.

Revolver
 This is the cylindrical magazine you find 
in many handguns. A revolver typically holds five 
to six shots.

Clip
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