Spotting Supplement
Base DF for spotting a man-sized object= 15

The Basics
When a spot roll is passed, the target is seen clearly, but if the target moves, he can disappear again. A higher MoS ensures that the spotter can stay with the target longer without having to make another roll. Each multiple of 3 MoS allows the spotter to stay with the target after he moves without having to make a new roll.
An attack roll can be made on the round that the spotter loses sight of the target, but a successful roll only has a 1 in 4 chance of being successful. Once the target has moved more than 10 meters from his original position, this chance decreases to 1 in 10. A target more than 20 meters away from his original position is lost and must be spotted again before attacks can be made.
Positive ID
Better MoS provides a better idea of what one is looking at.

0: Color of target’s clothing can be determined.
1: Openly brandished firearm can be seen.

2: Color of target’s skin can be determined.

3: Distinctive uniform can be recognized.
4: Target’s general characteristics can be made out.
5: Basic description can be furnished.

6: Positive ID of a well-known individual is possible.

7: Positive ID of an acquaintance is possible.

8: Detailed description can be furnished.
Range modifiers

Binoculars and scopes divide range by their level of magnification. Low light conditions multiply range.
Up to 10 meters: Spotting is automatic
25 meters: -5 DF.
50 meters: +0 DF.
100 meters: +2 DF.
200 meters: +5 DF 
300 meters: +10 DF 
400 meters: +15 DF 
500 meters: +20 DF 
600 meters: +25 DF 
700 meters: +30 DF 
800 meters: +40 DF 
900 meters: +50 DF
Movement modifiers
Target is not still (aiming a gun, digging through a pack, etc.): -3

Target is moving (movement > 1): -5
Target is moving fast (movement > 10): -8
Target moving very fast (movement > 25): -10

Spotter is moving (any rate): +3
Spotter is moving under own power or ride is bumpy (does not compound with “spotter is moving”): +5
Size modifiers
Longest, widest, or tallest dimension is relevant. For instance, a 100+ story skyscraper is nowhere near the size of a mountain, but it is tall enough to be counted as one.

Car sized: -3
Large truck sized: -5
Semi-truck sized: -8
House sized: -10
Commercial building sized: -15
Mountain sized: -20
Monkey sized: +3
House cat sized: +5
Mouse sized: +10
Spider sized: +15
Ant sized: +20
Camoflague modifiers
Target blatantly stands out (spotter is using thermal vision, etc.): Automatic
Target stands out (bright red shirt, etc.): -10
Target’s colors do not match background: -5
Target is inexpertly camouflaged: +3
Target is wearing camouflage suit: +5
Target is properly camouflaged: +10
Target is expertly camouflaged: +15
Target is behind light concealment (compounds with camouflage): +5
Target is behind heavy concealment (compounds with camouflage): +10
Target is behind hard cover: Cannot be spotted

Less than 50% of target’s body is exposed: +5
Less than 25% of target’s body is exposed (shooting from cover): +10
Only target’s gun is exposed: +10 for cannon, +13 for rifle, +15 for SMG, +20 for pistol, +25 for derringer
Visibility modifiers
Clear and bright: x0.5
Dim lighting or Night/Ultraviolet Vision: x2
Very dim lighting or Thermal Vision: x3
Full moon light or X-Ray Vision: x5
Half moon light: x10

Star light: x20
Virtually no light: x50

Pitch black: Target cannot be spotted

Visibility limited by fog, smoke, etc.: No modifiers, but target cannot be spotted past visibility drop-off

Attentiveness modifiers:

Spotter is not alert: +5
Target’s direction is known: -3
Target’s general area is known (within 100 meters): -5
Target’s location is known within 20 meters: -10
Target’s location is known within 10 meters: -15
Giveaways
A giveaway is something that draws attention to a target’s position. It could be as subtle as a bird’s call or as blatant as a gunshot and muzzle flash.
There are three types of giveaways: subtle, blatant, and instant.

Subtle giveaways can be things like a silenced gunshot or the sound of an engine. These will pin down the target’s general area within 100 meters. Once the spotter’s attention is focused on that area, another subtle giveaway constitutes a blatant giveaway.
Blatant giveaways pin down the target’s location within 20 meters. A gunshot, loud yell, muzzle flash, etc. will do this. Two blatant giveaways equals an instant giveaway.

Instant giveaways will immediately reveal the target. A muzzle flash at night, someone shouting with a megaphone, a protracted conversation within earshot, would all give away the targets’ exact positions and constitue an automatic spotting success.
Spotting Concealed Weapons
Range
-5 at 1 meter, +1 DF for every meter past the first. Binoculars or scopes divide range, visibility multiplies.
Weapons sizes
Large Cannon: Automatic

MC: Automatic

SC: Automatic

LR: -20

MR: -15

SR: -10

LS: -8

MS: -5

SS: -3

LP: 0

MP: +5

SP: +10

LD: +20

MD: Cannot be spotted

SD: Cannot be spotted

Miscellaneous
Gun is in deep concealment: +5
