ORE System Changes
Armor

Light Armor only defends against Shock Damage. It reduces incoming Shock Damage by its rating.

Heavy Armor only defends against Killing Damage. It changes all incoming Killing Damage to Shock damage up to its rating. 

Example: A character with HAR 3 and LAR 2 is hit by a 4K/4S attack. First, the HAR converts 3 of the 4 Killing damage to Shock. Thus the character is now taking 1K/7S. The LAR then soaks 2 levels of Shock, meaning that the character ultimately takes 1K/5S. 
Heavy Armor with the Hardened quality (+2/lvl) defends against Killing Damage by actually reducing the incoming Killing Damage rather than changing it to Shock. 

Heavy Armor with the Reinforced Quality (+4/lvl) is more resistant to Breaching attacks. Reinforced Heavy Armor is only reduced by ½ (round down) by Breaching attacks.
Damage
Any attack rolls whose loose die that are all odd are considered “Glancing” attacks that do half damage before armor is factored in. 

Any attack roll that has at least one loose die with the value of 9 has hit a “Chink’ in any armor present. This means that the armor value for the location is halved or completely ignored at GM’s discretion if more appropriate when applying damage.

A character may spend Will to buy down the damage of an incoming attack. Shock damage can be bought off on a one-for-one basis with Will. Killing damage can be bought off on a two-for-one basis with Will.

Dodging/Blocking

A dodge/block that beats the width or ties the width and beats the height of the incoming attack will completely thwart the attack. If Dodging/Blocking multiple opponents, use normal multiple actions rules.

Splash Attacks

Attacks with the Splash Quality are similar to Area attacks in that they cover an area. The difference is that Splash attacks do not cover the area uniformly. Splash attacks roll their pool normally. Instead of looking for matches, however, every character in the Splash area rolls a single Splash die. If the Splash die matches any of the dice in the attack’s roll, the character takes damage to that location. If the Splash die matches multiple dice in the attack’s roll that increases the damage they take. Damage is equal to the total width of the match made by the Splash die minus one. Suppression fire is a fine example of a Splash attack. Splash is a +6/Lvl Quality when added to Miracles.
Example: John fires suppression fire at 3 targets. He rolls his Suppression pool of 2d+Spray of 4. He gets 2, 3, 6, 10, and 10. The 3 targets do not get behind cover this round and all roll one Splash Die. Target One rolls a 1 and is missed by the hail of bullets. Target Two rolls a 3 (thus making s 2x3 match) and takes a 1x3 wound. Target Three rolls a 10, creating a 3x10 match, and ends up taking a 2x10 wound (subtracting 1 from the width due to the Splash attack).
