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“AIM”


Maximum Move:  1/2 move; max. 2 after first turn of aiming.


Facing Change:  may not change after first turn.


Attack:  +1 per turn after first turn.


Defense:  normal, but lose aim benefits


Notes:  +3 maximum bonus; ranged weapons lose ACC bonus without one turn of aiming.





____ 1 turn ACC bonus


____ 2 turn ACC +1


____ 3 turn ACC +2


____ 4 turn ACC +3                            FIRE_______
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