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Four Rivers SMP10 SMG

Four Rivers SMP10
10mm SubmachineGun

The standard submachinegun of Four Rivers SG'sritgeund protective forces is the SMP-10 (“Seculitgchine Pistol, 10mm”).
The weapon design has been through three diffenanufacturers in the past 7 years, with minor ckang the internal workings
and standard accessories. The current SMP10s angfactured in Arkansas by San Wu Ch'i Inc. — a @eamanufacturing
consortium. The SMP-10 features excellent handiimgj comfortable design, however many professianatse security field

complain about the lack of mounting surfaces, witly one standard accessory rail mounted undevahel of the gun (directly
behind the gas vents).

The SMP-10 comes with three magazine sizes — adrftdrmagazine (not shown), 20 round and 40 rourith ¥ve 10 round
magazine loaded, the SMP-10 takes on the rolevefyaheavy handgun and some security forces chimyai side holster in this
format. With the 20 and 40 round magazines in pldee SMP-10 returns to the standard role of a suline gun.

SMG » +1 + J + E » 2d6+3 (10mm) « 40 + 20 * VR * Q1 * 650eb

Four Rivers 10mm Automatic C
10mm Automatic Pistol

Four Rivers 10mm Automatic
10mm Automatic Pistol

The gun that means “Four Rivers” in the minds ef #merican firearms consumer is the Smith & Wedsour Rivers 10mm
Automatic. This handgun is the standard issue doparate security forces and is also sold extehsteethe public, and is one of
the most common automatic pistols in North Amenicenodern nights. Manufactured by Smith & Wessodarrexclusive contract
to Four Rivers, this handgun can be found in theftases of corporate executives from hundred®wofpanies, to the piece that the
garbage man stuffs into the back of his pants kdfieading out to work in the morning. There arealbt two models of the Four
Rivers 10mm Automatic in current production, onediexclusively internally (the model C) and theestfor commercial sale.

Four Rivers 10mm Automatic « PST ¢ +1 ¢ J ¢ E « 2d63 (10mm) ¢ 12 « 2 « VR « 50m « 400eb



Tarantula mk Il Flechette Pistol

Tarantula mk Ill Fletcher
Security Flechette Pistol

The Tarantula mark 3 is one of the top securitgaiths on the market. Based on the response tatherenark 1 and 2 systems,
the mark 3 is actually heavier than the earlier ef®avith a ceramic frame instead of polymer anéavl alloy barrel. The small
size of the firearm and the standard assumptiop®lymer frames makes the Tarantula mk 3 deceptiveavy, however it is still
light enough to carry for long periods of time.

The Tarantula is quite a potent and comfortabl&kpge, and sees a lot of use by style-conscious@mckaled security forces.
PSTe+0+Je«P «Varies 12«2 « ST « 20m « 4€10
Each round has 10 flechettes; roll 1d6+1 for the number of hits.
Flechettes do d3 damage (armor isat 1/2 SP). Cased.

Elder Industries “Glaive” Carbine

Elder Industries Glaive Carbine
5.566mm Assault Carbine

The Glaive was introduced as a base-line carbipaist Elder Industries into visibility in the mdity arms market. Many military
forces are equipping 5.56mm assault rifles andicastand a huge variety of these weapons exidt@market, all with nearly
identical designs. The Glaive follows suite, bregkno new ground and in fact coming equipped wétely enough hardware to be
considered functional on it's own - it comes withstock and the barest of iron-sights (the end issexpected to be equipping the
Glaive with their own choice of fixed, folding oxtending stocks as well as their own sighting emapt).

Although the Glaive has generally failed to attracy major military buyers, a lot of DIY runnersvegpicked them up because they
are set up to be easily customized and a large euofttacticool” variants and personal pet progeate being sported by a variety
of firearms enthusiasts.

RIFe-1eL P +5d6 (5.56)¢30¢30°VR e+ 300m550eb



Benelli “Eleven-Five” Personal Edition

Benelli “Eleven-Five"” Personal Edition
11.5mm Personal Defense Weapon

Benelli released the “Eleven-Five” at the same taweheir 11.5mm caseless round that the weapes fihe 11.5mm Benelli
Caseless is a very heavy caseless round that wamed to provide performance exceeding that ahallstandard handgun loads -
something big enough to take down someone jackezhujust and loaded with enhanced musculatureemteound is roughly as
potent as the .50 Action Express round.

The Benelli Eleven-Five uses a top-loading magaizireebullpup configuration to produce a gun witfaialy slim profile, large
ammunition capacity and a barrel length suitabidtie large amount of powder in the 11.5mm rouriee @un still has a rising kick
because of the heavy round, especially in full enattic fire.

SMGe-1eLeCe4d6 3015« ST +200m * 650e

Arcadia Machine & Tool 1159 Tactical

Arcadia Machine & Tool 1159 Tactical
11.5 x 37mm Caseless Automatic

Arcadia Machine and Tool's last major handgun priotheir acquisition by Colt in 2016. An obviougpursor to the Colt AMT
2000 series, the AMT 1159 is an 11.5mm caselessraiic.

One of the few handguns chambered in the powelfiiim caseless round introduced by Benelli in 20he. AMT 1159 is the
precursor to the powerful Colt AMT series of 12mantiguns, and is the gun that drew Colt’s atterttiofsrcadia Machine & Tool
in the first place.

A short-barrel version of the AMT 1159, the Tacticwdel isn’'t quite small enough to be easily cared, but it is a much more
comfortable carry gun. The light weight, howevends to make the gun somwhat more difficult to nb combat.

PSTe+0¢JeP+4d6+ 101« ST +50m e 500eb



Browning THV A2

Browning THV A2
4.8mm Automatic

Browning’s new Automatic pistol was developed akidg the 4.8mm Browning Caseless Penetrator (tBeo#thing) specifically

for the special forces market and as a sidearmdorapany the yet to be released 48Browning PDWew glim double-action-

only automatic pistol, the Browning THV A2 has apectable ammo capacity and reliability.
PSTe+0eJeP «2d6+3+ 18+ 2 ¢« ST *50m e« $430

Polis Protection Pistol

Polis Protection Pistol
6mm “nonlethal” Polymer Automatic

PSTe-1ePeE*1d6+1 (6mmCL)*5¢2 ¢« UR « 80+ 20eb

These 6mm handguns are produced by Polis, a tyadity plastics-only company that makes a varidtgtber petroleum based
products and is a subsidiary of PetroChem. Thisdefbnse double-action handgun which is produgeBdiis is made almost
entirely of plastics, polymers, and contains veny imetal components, such as copper wire springisiamlar low-quality metals.
The gun is manufactured specifically cheap in otddye considered a disposable handgun, it hastamal plastic magazine, but it
is capped at the bottom of the handle to prevdoading. It is not designed any better than to Ugdiae all the rounds out of the
clip (the firing pin itself is acctually a heat-rgtsnt, but cheap ceramic), which has a tendencgo®, melt, or explode on a critical
failure if it fires more than the number of rouridghe clip. The weapon comes in a variety of desigcolors and patterns.

The pistols use 6mm caseless rubber bullets orgreggay rounds, in order to be considered a nwall@teapon in which can be
sold from Vending machines in public places (usuallwell defended corporate zones). The intendadkets is with Corporates
and Jetsetters on the go, who want to be safeawecity when they land at the airport (yes theyaften found in Airport lobbies
or near them, even though it is likely they couddpthrough a Metal Detector, however more sophistil scanners can pick up
gunpowder residue). The vending machines usuatlg@only electronic payment transfer from a credid, debit, or credchip
account; in this way it can regulate the age ofttinger, as it would be illegal for anyone undeitd ®wn a self-defense weapon like
the PPP.

This however doesn't stop most boostergangs frang icked credchips to buy PP pistols. These gumpopular with gangs,
precisely because the handle bottom can be cti efttract the plastic magazines, which can beddaadith real .22 caliber bullets,
of the more lethal kind. Sometimes duct tape aoduple plastic magazines result in extended dlifnich are more likely to melt
the cheap 20eb PP pistols. For these reasonsjegadation forces Polis to mount Cameras to watty purchases from these
machines. Polis Vendomats are often disliked bycBalho realize the potential gang applicationsttiervery guns, which are
meant to protect against them.

Cobray-Polis Protection P-1 Handgun

This is simply a metal frame copy of the PPP ain# standard reliability and higher price (508t accessories from this gun
can often be makeshifted to fit the cheap modeldyred by the company for sale in vendomats. Thkgidencers, variety of .22
caliber caseless ammo (including Cobray's .22 ArRiercing round), and even extended magazines.

Text by CitizenX, illustration by M Jason Parent



Olin PT 12 “Hertzler” Autoshotgun

Olin PT 12 'Hertzler!
12 gauge Autoshotgun

SHGe¢-1eNeP¢4d6 1510 ST *50m+ 1,0

The Hertzler is a bullpup 12 gauge autoshotgun miéimy design similarities to the Arasaka Rapid AlsE?. It features an
adjustable choke and a rapid-cooling ceramic fighgmber to prevent overheating which could calisestandard shotgun shells to
melt and cling to the inside of the chamber instefeixtracting properly.

S

-' Qlin PT770 Model B
Y 5 56mm Assault Rifle

Olin PT770 Model B

RIF=+2N+P *5d6 30« 2/3 * VR » 400m * 56D

Based on the heavy frame of the PT 12, the PT7B&sxally the exact same frame as the Hertzlerjing the much lighter
5.56mm caseless. The PT770 can fire in semi-awddhare round burst only, although some aftermas&atersions allow for full

autofire

Olin Assault 30

=

Olin Assault 30mm

30mm Rotary Grenade Launcher :
HVY e-1eL*R*30mmG 62+ STe*100m e« 400e

Designed at the same time as the Militech 25mmagtersysems, but only released nearly 2 years @li@r's 30mm grenades are
nearly identical to the Militech equivalents. Thesault 30 is a rotary launcher using a six-shotndofl30mm grenades. The shooter
can ‘dial a shot’ and select which grenade tolieéore each shot, but this reduces the ROF todsardperating through a smartlink.



Olin Assault Mk Il

Olin Assault Mark 2
30mm Autoloading Grenade Launcher 5

HVY e-1eL R *30mmG e8¢ 2/3¢STe100m « Bl&b

Because of the amount of time required to reloadévolver-style cylinder in the Assault 30, Olelaased the Mark 1l the next
year. The Mark Il uses an 8-round box magazinelofi® grenades and fires both in semi-automatic e tround burst modes.
The only downside to the Mark Il is the inability ‘tial a shot’ like with the Assault 30.

30mm Grenades:30mm grenades are available in the same assortaeasmm Militech grenades. The larger size allthesm
greater payloads, so they deal +1 point of damagelie of damage, and burst effects are increasetlius by 1m. 30mm grenades

cost 150% as much as 25mm grenades.

AMT 1159 Long Slide

Arcadia Machine & Tool 1159 Long Slide
11.5 x 37mm Caseless Automatic

PSTe+0¢JeP+4d6+ 102+ ST+50m e« 600eb
(includes recoil compensation)

One of the few handguns chambered in the powelfiiim caseless round introduced by Benelli in 20he. AMT 1159 is the
precursor to the powerful Colt AMT series of 12mantiguns, and is the gun that drew Colt’s atterttiofsrcadia Machine & Tool

in the first place.

A comfortable gun to fire, the AMT 1159 Long Sligefairly front-end heavy to reduce muzzle flip arwines with excellent
venting and controls.

AMT 1159 Tactical

Arcadia Machine & Tool 1159 Tactical
11.5 x 37mm Caseless Automatic

PSTe+0e¢JePe+4d6e+ 10«1« ST *50m e« 500eb

A short-barrel version of the AMT 1159, the Tacticedel isn’t quite small enough to be easily caied, but it is a much more
comfortable carry gun. The reduced muzzle weighiyéver, tends to make the gun somwhat more difftoutontrol in combat.




TECHNOMANCY DESIGN "T SUGARU"

Technomancy Designs “Tsugaru”
3mm Needle SMG

CP2020: SMG * +0 « J » P + 2d6 (3mm needle) * 63/0 * ST » 150m * 700eb
SR4: SMG + 4P « -3 « BF/FA + - » 60(C) * 5R * 600Y

The Tsugaru is one of the two 'base model' 3mmlaeeeapons on the market, competing against tiygetdrame (and greater
ammo capacity) Malorian Rapid Needler. The Tsugmeuburst-fire only weapon, with two fire modesiree shot burst and full
autofire. The design is faily simple except for thagazine feed, which uses a front-loading magazfit® 3mm needle rounds.
Longer magazines can be used, but the extendhmabttrel of the weapon. The Tsugaru also hadanfpforegrip which can be
used as an assault grip when folded out, or aaeguip when not. The Tsugaru is sold with a sheulding and half-hoster
combination that allows it to be tucked unobtruskiwunder most jackets.

TECHNOMANCY DESIGN "A SSASSIN'

Technomancy Designs “Assassin”
3mm ETE Weapon System

CP2020: RIF « +1 ¢« N ¢« R ¢ 3d6 (3mm ETE) ¢ 60 * 2ST « 150m « 2,000eb
SR4: Sport Rifle « 4P « -3 « SA » - « 60(c) * 8R1,100Y

After seeing an Arasaka prototype rifle firing @tethermal 3mm rounds, the Technomancy team brokéhe old Tsugaru and
modified it to be a semi-automatic firearm, addselelectronics for electrothermal firing, and tlaelded a silencer, stock and
sighting rail to the standard body of the weapdme &nd result is a functional street assassinateapon that fits in a very small
case (when folded and with the silencer removesl Afsassin has the same Jacket concealabilityedsalic Tsugaru). When
combined with armor defeating water triggered eg® or armor defeating toxin ammunition, the Asgasan breach just about
any known body armor to deliver a deadly payload.



Muramasa Il
458 SOCOM Automatic

CP2020: PST+ -4 « L « R * 606 (.458SOCOM) + 5 +IST » 20m + 3,700eb
SR4: PST *6P + -2 « SA « - « 5(C) * 6R * 800Y

The Muramasa Il is a huge handgun that loads tigheera .458 cased SOCOM round. There's littleathr@ndgun this size can't
take down, especially when the standard load sdlditis an Armor-Piercing Incendiary (1/2 SP, ¥&uma, +1d3 damage for 2
rounds).

The gun uses an unusual configuration for a nomtisigohandgun, with the magazine well in front loé tpistol grip because of the
lack of room for a magazine of this size in theqdigrip proper. Without the magazine (or with al®t magazine), the Muramasa 2
has a concealability of Jacket.

The Muramasa Il has become a strong contender asheagior C-SWAT and SPAR team members in somescitvhere it's
already massive firepower is sometimes mated \Wihiricredible penetration offered by Depleted Wramrounds. It also sees use
by some other cyber-enhanced operatives that weeatty as much firepower as they can in as sniadickage as possible.

The original Muramasa is from Wisdom0OD'atafortress 2.0.2.0.

GoONCz-TAURUS NEEDLE GUN

Goncz-Taurus Needle Gun
2.3mm Needle Pistol

CP2020:PST ¢ +2 ¢ J+ P« 1d6+3 « 30 + 2 « VR » 50m + 230e
SR4: PST *3P + -3 « SA « - « 30(C) * 5R * 200Y

One of the few traditional-looking firearms on tharket that fires the 2.3mm x 15mm needle munitidre Goncz-Taurus takes
full advantage of the small casing to maximizerthenber of rounds in the magazine. While most negufie do this by using
unique magazine designs, the Goncz-Taurus usasidastl handgrip magazine well with a 4-stack elxingr magazine.



GONCZ-TAURUS OPERATIONS NEEDLE GUN

Goncz-Taurus Operations Needle Gun
Silenced 2.3mm Needle Pistol

CP2020: PSTe+3+L*R+1d6+3 36+ 2+ VR « &0 650eb
(includes laser sight & suppressor)
SR4: PST+ 3P+ -3¢ SA«-+30(c) * 5R * 550Y
(includes laser sight & suppressor)

Developped for ESA security forces, the Operatimoslel of the G-T NeedleGun is functionally identiathe baseline model, but
has a slightly retooled receiver and the barreldesn extended slightly beyond the frame and igded to accept a silencer or
other screw-on accessory. It comes with a sligbihger magazine and a laser sighting system.

Uzl 2.3uM NEEDLE M ACHINE PISTOL

Uzi Needler Machine Pistol
2.3mm Submachine Gun

CP2020: SMG * +1 « J sP » 1d6+3 + 40 » 20 « VR + @ « 500eb
SR4: MCP « 3P » -3 » SA/BF/FA « - » 40(c) * 6R * BY

Developed as a special operations weapon for IssrdlGerman special operations divisions, IMliahiy was working on a
handgun to deliver the high penetration 2.3mm reegalinds. In order to hold as many rounds as plessilthe heavy magazine,
they went for a heavy frame weapon.

The final design is a very effective machine pisalt is often equipped with a silencer for cowstivery of deadly toxic needle
ammo.



CP20202.3viM NEEDLE AMMO

Needle ammo comes in four basic types - light (jm
medium (2.3mm) and heavy (3mm). Needle ammo is
exceptionally long for the diameter and provides fo
exceptional penetration. All needle ammunition tseamor
as 1/2 Stopping Power, but deals full damage afteetrating
armor.

Needle ammunition is cased by default, because ikarot
enough room for the propellant behind the roundheit the
use of a necked casing, making caseless needldsoun
difficult if not impossible to develop.

Ammo Damage Cost (50)
1.5mm 1d6+1 20eb
2.3mm 1d6+3 30eb
3mm  2d6 35eb

Armour Defeating Loads
5x cost - /4 SP, Y2 trauma

Water Triggered Explosive

25x cost - Explodes for 3D6 (1.5mm) / 4D6 (2.3mrapb
(3mm) damage if it penetrates target’'s armour anflesh
location

Strength 15 Poison
20x cost - Target must roll BOD+Resist TortureXffor die
(or sleep) in D6 rounds

Strength 20 Poison
30x cost - Target must roll BOD+Resist Torture2iifor die
(or sleep) in D6 rounds

Armour Defeating Water Triggered

50x cost - 1/4 SP, ¥ trauma, Explodes for 3D6 (Inyr4D6
(2.3mm) / D6 damage if it penetrates target’s amioio a
flesh location.

Armour Defeating Str 15 Poison
40x cost - 1/4 SP, % trauma, Target must roll BOBsiR
Torture dif 15 or die (or sleep) in D6 rounds

Armour Defeating Str 20 Poison
60x cost - 1/4 SP, ¥ trauma, Target must roll BOBsiR
Torture dif 20 or die (or sleep) in D6 rounds

SR4 2.3mm Needle Ammo

Needle ammo comes in four basic types - light (Bidium
(3P) and heavy (4P), depending on the needle guast
designed for. Needle Ammo costs 30Y for 10 shotsheas
an Armor Piercing Rating of -3.

Armour Defeating Loads
100Y / 10 shots. -6 AP

Water Triggered Explosive
750Y / 10 shots. If it deals any damage to a ftaspet, it
then deals an additional 5P.

Poison
600Y / 10 shots. If it deals any damage to a tatgedt as a
narcoject hit.

Armour Defeating Water Triggered
2,000Y / 10 shots. -6AP, If it deals any damaga tiesh
target, it then deals an additional 5P.

Armour Defeating Str 15 Poison
1,500Y /10 shots, -6 AP, If it deals any damaga target,
treat as a narcoject hit.

Ingram Model 99
1 15mm Caseless Submachine Gun

CP2020: SMG * +0 ¢ N+ P «4d6 « 30«30 * ST » 180G 800eb
SR4: SMG ¢ 5P » - « SA/BF/FA » 1 « 30(c) * 5R * 580

Ingram introduced the Model 99 series as a lowst-atternative to the popular Heckler & Koch MPK4ddries. The gun design,

like the MPK-11, is a bullpup receiver firing a higowered caseless ammunition (in this case th&nirh.caseless round). The gun

uses a unigue angled telescoping bolt design witklectronic limiter to reduce the rate of fireat@ontrollable level.

Even with these technologies in place, the Ingraanages to squeak in under the price of the H&K MEKseries.
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£ Ingram Model 995D
N ﬁ I'15mm Caseless Submachine Gun
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CP2020: SMG * +0 * N * P * 4d6 « 30 » 30 *« ST » 115G 1,000eb
SR4: SMG ¢ 5P » - « SA/BF/FA » 1+ 30(c) * 6R * 780

The base design of the gun is noted by many magmand professionals in the field as the singleesigsubmachinegun on the
market. The incredibly short front end, combinethwhe almost non-functional foregrip and the oiz& carrying handle and iron
sights make the weapon very ungainly.

Ingram Model 99TX
1'1.5mm Caseless Submachine Gun

CP2020: SMG ¢ -1+ L *P +4d6+ 30+ 30 ST e« 100 750eb
SR4: SMG ¢ 5P » - « SA/BF/FA » 1 « 30(c) * 5R * 580

As long as the carrying handle is in place, mosti@®of the Model 99 (the base model and the SDeth@gle non-concealable.
With the removal of the carrying handle, the coffedgitity of all models increases by one step (Ltfog 99 and 99SD, J for the

99TX). The removal of the carrying handle also reewthe iron sights, reducing weapon accuracy lunidss the weapon has been
smartlinked or provided with an alternate sightaygtem.

The Model 99SD includes an integral silencer ampsessor to make the weapon nearly completelytsigmereas the TX model

strips away the entire front end of the gun, makiregsier to conceal, but much more difficult tmtrol as the gun is already back-
end heavy in the other models.

Ingram Model 99C Y
1 15mm Caseless Carbine N Z?

CP2020: SMG*+0 L P +4d6+30°15¢ ST+ 200 800eb
SR4: SMG ¢ 5P ¢ - « SA/BF « 1 « 30(c) * 4R * 450Y

The Model 99C was released as a civilian and kglurity use firearm. The electronic limiter hasibadjusted on this model to
significantly reduce the rate of fire for more awfied operation and the longer barrel allows theedse of a more conventional
sighting system.



Smith & Wesson S 11

PST +1 J P 4mm 36 3 ST 70m 900eb
The S11 is Smith & Wesson's first venture into bma
propellant technologies. The 4mm bullets themselloesiec
in through the pistol-grip) are very small, as tleeptain no
propellant (and cost 20eb per 50 rounds). Thediqui
propellant is loaded into the bottom of the gur (thading
port is the black section at the bottom / fronthaf firearm)
and a full load is good for 50 shots at the stashdatting (a
reload bottle is 50eb). The firearm has threersgdtfor use;
on setting one (low-power) the gun fires subsohjcaind is
best suited for stealth or for "plinking", each shbthis leve
deals 2d6 damage and uses 1/2 of a normal propellan
charge; on setting two (standard) the round de#s- B
damage and uses a standard propellant chargettomse
three (hi-power) the round deals 4d6+2 damage aed 2
propellant charges (and has it's reliability deseeibby one t
UR).

Smith & Wesson Model 929

PST +1J C .31CP 6 2 ST 100m 975eb
Nicknamed "the Incredible Hulk" because of it'diditive
green finish (although it is offered for sale twla
enforcement agencies in blued and black finistthe)Model
929 fires the SIG31 Caseless Penetrator. What nmiakes
unique is that the SIG31 is a caseless round, tbade a
revolver action. The rounds were field-tested byw&&r
nearly a year to determine if the laquer coatingldde
sufficient to be used in a revolver, and it stopdaitheir
tests admirably. The SIG31 round is a long, narsbug
embedded into a much larger propellant block, &ith
ceramic ejectible base-plate. It deals 2d10 daraadds
inherently Armour Piercing (1/2 SP, 1/2 trauma) artibx o
50 rounds sells for 70eb. It is available in sipit(k2 SP, full
trauma, 1.5x price) and Armour Defeating (1/4 SR, 1
trauma, 5x price).

Militech Slammer .50AE

Slammer Long Slide - PST 0 J C .50AE 12 2 ST 50m %&b
Slammer Short - PST -1 J P .50AE 5 2 ST 50m 575eb

The Militech clone of the gun that made Arcadia kiae &
Tool (AMT of the Colt AMT 2000 fame) a householdhma
for armchair gunners in the 1980's. Based on thd AM
Automag 5, with a couple of changes. Dependingaur y
outlook, either the AMT barrel was too long (andchep
conceal) or the magazine capacity was too smabad
capacity, and the magazine didn't even fill upftite
magazine well!). The one pictured at left is thar@iner
Long Slide, while the Slammer Short has a smallgr and
significantly shorter barrel. Both include integracoil
compensation. They both fire the heavy .50 Actiapréss
cartridge which has come back into style with tteemt of
ElectroThermal Enhancement. The Long Slide alsoesaa
lot of ammo for a gun of it's caliber, by usingautlle-
stacked magazine in a wider magazine well, with an
extended base-plate.




Heckler & Koch USP 12

PSTO0JP 12mm 8 1 VR 50m 650eb

PSTOJP 11mm 9 2 VR 50m 650eb

PSTO0JP 10mm 10 2 VR 50m 650eb
Designed to compete for Military SpecOps contragainst
the Colt AMT2000, the USP 12 has a threaded muzzle
adaptor to accept silencers and other barrel aadessand
is available with standard and extended grip mangsszi
recoil compensation, etc. Extended Grip magazipesufed
at left) increase the ammo capacity by 4 roundhenUSP1:
and USP11 and by 5 rounds in the USP10.
Compensators (increasing ROF by 1) are availalckefg
mounted for 150eb. The US military elected to pasghthe
Colt AMT 2000 for officers and SpecOps after edrigls
with the USP and AMT.

Naja

PST 0J P .357 12 2 VR 60m 750eb
PSTO0JP 12mm 10 1 VR 60m 800eb
PST 0J P .50AE 8 1 VR 60m 800eb
A powerful pistol for the paramilitary market. & equipped
with a laser sight (+1 WA up to 100 m not include@bove
stats). This device can be turned into a torchgear25
meters) for night shooting. A high-power batterm sastain
this device for 10 hours. Commercialized in 202&, Maja it
mainly used in some armies and in security militias

The Militech Naja description and illustration wetenated to the project lfyrave Sur Chrome

IMI Desert Eagle 2000

PST +1 J P .357mag 9 2 ST 50m 600eb

PST +1 J P .41mag 8 2 ST 50m 650eb

PST +1 J P .44mag 8 2 ST 50m 700eb

PST +1 J P .50AE 7 2 ST 50m 750eb
Hollywood's favourite handgun of the 80's, 90's tedturn
of the Millenium. The Desert Eagle was an Isreakign,
built to fire large-caliber rim-fire loads througim automatic
pistol, while maintaining a high reliability in hille (desert)
environments. The grip on most Desert Eagles isidened
uncomfortably large for shooters with smaller haradsthe
handle of the gun has to accomodate rounds neterdad
for an auto-loader. The Desert Eagles are popaltiis day,
especially with the availability of ElectroThermal
Enhancement.
The stats here are for the Desert Eagles of timedfuthe
Millenium, the Mk XIX, based on the Mk VII and cdpa of
being rechambered with a simple barrel and chamdyéit.



Glock Model 100 (Competiton 11mm

[Ery e e PST +2 J P 11mmCL 6 2 VR $2,000
To commemorate their Model 100, the gunsmiths atlGl
stepped beyond their normal bounds and producetta f
high-caliber long-barrel model for use in the cotitpe
circuits. The Model 100 is a high-quality, high-acacy
weapon that is sold in a special carrying case feith extra
magazines, a leather-bound book on Glock's histbey,
Glock Armouror's Tool, and a document of authetytici
signed by Mr. Glock himself.

PST -1 P P 10mmCL 6 2 VR $600
This year's Glock Model line gave us a few surgismt the
least of which (except in size) was the Glock Podke The
single smallest Glock ever produced, the model@d8sa
fair payload of 10mm caseless munition for it'esand has
Glock Perfection written all over it.

r Special Purpose Pist 2015
PST +1 J P 10mm 10 2 VR $750

In 2015 Steyr re-released their TMP and SPP tor&dwo
expecting caseless loads. Bucking this trend thaintained
the use of cased ammo loads in their now-rechardt&pe.
Instead they appealed to their buyers with re-cleaetbh
weapons in 10 and 11mm instead of the venerable 6Mmm
the original SPP and TMP.

Militech 9110 11mm CombaMagnum

PST+1JP 11mm 12 3 VR $1,100
Militech's latest integral combat magnum holds ntboen a
dozen standard 11mm caseless munitions and is leapfab
unloading them in seconds. Sold standard with L&ggnt
and Recoil Compensators, the 9110 is quickly ggiain
reputation as a clean, small gun, often used axle-bop
weapon.

Vanguard 10mm 'Snub' Pistl

PST 0 JR 10red 24 2 ST $600

SMG 0 J R 10red 24 30 ST $700
The Vanguard (considered to be... interestingbeat) was
developped to fire a new subsonic, reduced-lengthri
caseless munition. The result was a gun that adonnslel
interest until it was pointed out that the "10mrmdueed"” was
outperformed by 9mm munitions (2d6 dmg). The main
interest now in the gun is for it's Sci-Fi stylingith neat
glowing lights, and for it's ease of conversioriuib-auto.




Sooch M2008A2 Tactical ResMver

PST+2 L P .5256 2 VR $1,725
This massive double-action revolver comes standéid
laser sight (+1 WA included above), recoil compénisaanc
gas venting (+1 ROF included above), 4x Opticah§ignd
of course Custom Grips are available for an additi&175.
It has regained popularity in the last year becadfises
massive caliber (.525 does 6D6 dmg) and becaue of
cased munitions advantage for use with ElectroTherm
enhancement.
The SoochArms M2008A2 is also available in variants
chambered in .44 Special, .45 Colt, .44 Magnum Aé&iion
Express and the heavy .454, but no one seemseo car

PST +2 J P 9mm 15 3 VR $800

PST +2 J P 10mm 12 3 VR $850
Almost typical of the modern Combat Magnum, then®g8 was
developped for orbital security work and comesddad in 10mm
cased, with a built in laser sight (+1 WA includsabve) and recoil
compensators (+1 ROF included above). What safsaitt is that
most are built with Electrothermic Enhancement indrfor use in
vacuum environments. It is a standard sidearmdoursty assigned
outside the atmosphere. Standard with this modhisizzle brake
which only allows the Sigma 3 to fire Flechettedzhsnunitions
($75).

Vanguard ETE StrikeGun

PST +1 J R 9mmETE 21 2 ST $965
Vanguard's return to the firearms scene this yeaiith the
StrikeGun, one of the first Electrothermic factarytopistols
to see production to date. The innovative desigogd the
batteries in the grip of the gun, and a magazirgnoh ETE
Cased ammo behind it. The odd design is once a&gain
Vanguard "classic" (which generally means an intigea
design with unique appearancei bttle practical worth), bt
has been found to interfere in drawing the gun ifadl -2
accuracy penalty when drawn).



bMachineGuns

Heckler & Koch MP10K Slimine

SMG +1 J C 10mmCL 30 32 ST 100m 450eb
The base gun for the HK MP-2013 (see the CP2020
rulebook, or thed&K SMGs pagg, the MP10K Slim is a
polymer-based 10mm Caseless SMG about a half-inch
longer than the standard MPXand under half the weight
the old MP5s (although not that much lighter thamlast of
the MP5 line, the MP5TX). This was one of H&K'sstir
breaks from their standardized magazine placemethiei
MP series, with the magazine well being insideptistol
grip - a design that allows for more barrel lengid also
allowed for a more snag-free design which brougloud the
MP10Muini, the first true H&K Machine Pistol.

SMG +1 J C 10mmCL 30 32 ST 75m 550eb

PST +1 J C 10mmCL 30 2 ST 50m 450eb
The single smallest Heckler and Koch SMG sincetR&0z
(the world's first polymer pistol), the MP10K Miavolved
from the slimline MP10K by shortening the barretifier
and removing the foregrip. Unlike other H&K subgyitiee
MP10K Mini fits easily into a holster and can bergsd and
drawn in many concealed positions. It is availasédoth a
pistol and a select-fire Subgun. The pistol editi@s also
sold in an SD configuration with a factory-equipséiéncer
(extending the gun length by a mere 2 inches)pgecsl ops
and internal security work (550eb).

Bulgarian Shipka Model 200S

SMG +0/+0 L/N P 12mmCA 12/25 2/3 UR 100m 750eb
Bulgaria's standard sidearm for state securitygdd&opatrol
and Customs & Immigration, the Shipka 200 is a pwy
and steel composite design SMG firing state-made
ammunition identical to that of the CA-MAP (see tent &
Serve), with an integral laser sight in the polyrueegrip
(+1 WA, not included above). Bulgarian securitycis view
it as a mediocre gun generally (and they have gyhea
distrust of the locally-produced CA-MAP munitionbyt
make due and would rather be equipped with it tharold
standard semi-automatic sidearms of earlier tittenmes
equipped with a flimsy metal side-folding stock,igtis
often removed from weapons in the field or imported
versions. It comes with both 12 and 25 round magesithe
former for concealed use. The Shipka 200 begargbein
procured for North America in 2020 by Militech (whfso
sell it with rainbow selection of polymer underbes), but
ceased local distribution with the outbreak of ¢tbeporate
war in early 2023.




Federated Arms Tech AssaullV

SMG 0/+1 L/N C 9mmCL 40 30 ST 100m/150m 430eb
An excellent light sub-machine gun with reasonabtge
and considerable precision, considering it's urrzae
design and awkward foregrip. The TA-IV is equippeéth
an extending stock, without the stock extendedamufalls
off as well as range, as the gun effectively becare
overblown machine pistol. The entire design of Teeh
Assault IV is hardcase polymer over a machined imeta
action, designed by the model citizens of the Pelym
firearm market.

The Federated Arms Tech Assault 4 description Bunstriation were adapted to the project froimlence & Funky an excellent italian CP2020 site.

Federated Arms Tech AssatlV

SMG +1 L C 10mmCL 30 25 ST 200m 450eb
A sub-machine gun of relatively high caliber, rafdire and
a precision outside the common range for it's class
Federated Arms has decided " to assault " this sagof the
market, with initial sales at a very attractivecgrialthough
other companies think that only they will be atldenaintain
it during a limited time.

The Federated Arms Tech Assault 4 description Bunstriation were adapted to the project froimlence & Funky an excellent italian CP2020 site.

Czech AKMR 2K10
SMG +0/+1 N P 11mmCL 40 30 ST 200m 700eb
A cut-down version of the CZ-2010, the AKMR201Gis
potent SMG, generally too large for concealed unsk a
therefore used by military forces over commercigbavate
use. It is equipped with a folding stock (which so®thing
to improve the weapon's concealability), polymemposite
foregrip and an iron sight that doubles as a gigihfor
whatever optics the end user wishes to instatloithes
chambered in most major caseless handgun loaats, fnom
(60 rounds), 9mm (50 rounds), 10mm (40 rounds)limrh
(40 rounds). Some aftermarket sources sell CZ-2010'
rechambered to 12mm for 900eb.

Walther Series 6

PST +1 L P 8.8ISTS 20 3 ST 70m 600eb

SMG +1 L P 8.8ISTS 40 25 ST 70m 800eb
Walther's 2019 Series 6 Subgun is the first factivearm
chambered in thMilitech 8.8mm ISTS Caseless round (3
damage, see the article gpecial chamberinfpr more
information). The Series 6 comes with integral feco
compensation for use in semi-auto mode (ROF:3)isnd
easily adpaged to a smartgun configuration (40Qalfact,
because of this, many users find the stock locaifdhe
firing mode selector to be quite ackward (takeslleaiction
to switch from semi to full-auto modes unless stimdad).
The Series 6 can also be purchased with only satoi-a
mode available for 600eb, and is usually equippitid &
shorter 20 round magazine (not shown at left).




Ingram MorningStar

SMG +1 L R 10mm 45 20 UR 600eb
Working their way up towards the Ingram Model 26granm
made one notable stop-over with the Model 14f
"MorningStar". Loading an extended magazine of 10mm
cased rounds, the MorningStar is equipped witlashfl
suppressor (which acts as a barrel extension aedrip for
added stability) and folding stock. It saw soméaes use as
a solo's weapon around 2015 and was often pairéxté
Bushnel Interlok first-generation smartlinks, effeely
becoming the first of the "Ingram Smartguns".

Manex SD 88

SMG +1 L R 10mmCL 24 30 ST 900eb
The military and covert edition of the Manex STR8&
SD88 has a better moulded grip mounted slightiwérd of
the STR's, and appears to have a slightly shoaeeb
(although both weapons actually have the same heangth).
Visually what sets it apart is the lack of chrormésh on the
barrel, which is actually a full silencer/flash pupssor and
cooling shroud. The SD88 is not available in a seatd
version, but comes equipped with a selector swdathoose
from single shot, three round burst and full auofi

Manex STR 88

SMG +1 L P 10mmCL 24 30 ST 500eb
Another bullpup SMG design from Seattle's Manex
corporation, the STR 88 is otherwise a fairly uraekable
firearm typical of the 10mm set. The Manex lackg kind
of stock and the bolt assembly actually cyclesl&ihah
beyond the back of the weapon (much like the siidan
automatic), making it potentially dangerous for nesers.
The same weapon is also sold as the TR 88 heato},pis
which is semi-automatic (ROF:2) for 400eb.

Steyr 988 Personal Weapon

SMG +2 N P 10mmCL 40 20 ST 700eb
Built in the same line as the 944 rebuilds of tlessic Steyr
AUG (one fo the world's first bullpup assault weapoand
the first one not built for a military order), t888 is even
shorter and lighter than the 944 and loads a ligtienm
caseless load. Because the load is so light, tlpoeveis
extremely accurate, and recoil is almost non-extsaen in
full-auto. The 988 is also available with 60 andr80nd
magazines, smartlinking (600eb), and integral sitem
(300eb).

Militech Skorpio 1

SMG +0/+1 L/N P 12mmCL 28 15 ST 1,115eb
Militech's break into the 12mm SMG scene was therfgik
12, a reworking on the original Skorpion designeTh
Skorpion fought its way into the scene by offerssyeral
enhancements over most other 12mm designs. It comes
equipped with both a laser sight (+1 WA, not in@ddn
stats) and a heat-baffled silencer. The silencarsigecial
design built to handle the heavy 12mm loads, dadbffles
are usually good for over 400 rounds of ammo. Wth
silencer removed (AVG Gunsmith), weapon accuracy is
decreased by one and concealability is increasezhby
class. The Skorpio 12 is also available smart-kike an
additional 500eb.




SMG +2 J P 10mmRed 24 30 ST 900eb

For some reason, MachineGuns of Loving Grace hpistke
Vanguard Snub Pistol alive. In this incarnation 18enm
Subsonic round has been mated with a superb quality
silencer, producing an entirely silent weapon syste
complete with cool flashing lights! MachineGunsLafving
Grace has also re-machined the magazines so that tw
magazines can be locked together in an L-shapb,tiét
second magazine lying flush with the bottom gudrthe
weapon.
Glock Model 99

SMG +1 J P 11mm 12 2/30 VR 50m 950eb
When Glock said this year's model line would swgrihey
meant it. With their third ever production autormatieapon
(after the Glock 18 and Glock MP 30) they're trytogstorm
the machine pistol market with one of the singtgést
machine pistols, competing directly with the St&jP
2015. Able to fire in single shot or full auto dads 12
11mm slugs (also available factory-set to use the C
10.4mm slugs for an additional $100), or can hasersled
25 round magazines loaded.
Pistola Di Macchina Mini Aitomatico 12
SMG -1 J/L P 9mmCL 30/60 65 UR 50m 300eb
When IMI licensed their classic UZI line to an isa
firearms manufacturer, they weren't expecting thRMA
12. Taking the 9mm Caseless action, they addedca mu
lighter alloy bolt than the standard micro-uzi desiThe
result was a cyclic rate of nearly 1250rpm (ROF:65)
Needless to say this weapon has a tendency to estesind
jam up occasionally under these stresses not atigin
planned for in the Uzi design. The other downsgithe
massive recoil (recoil 12 when used single-handszh)ding
the gun bucking in all directions. As Italian Mil&psays:
"Qualcuno ha detto il fuoco soppressivo?"

Steyr Tactical Machine Pitol 2015
SMG +0 J P 11mm 10/20 2/20 ST 50m 800eb
When Steyr re-released the TMP and SPP in 2015, the
market was expecting weapons redesigned to firadke
standard 9mm caseless load. Instead what they apaviull
re-design of both weapons firing CASED 10 and 11mm
loads. The TMP was quite favourably received asajribe
most powerful machine pistols on the market, algfomany
users complain thdahe expanded grips (to make room for
mighty 11mm load) are significantly less comfortaty
wield than the smaller grips of the old 9mm or 1denm
SPP.

Fabrique Des Armes Bizon QU25

SMG +2 L P 10mm 20 20 ST 1,225eb
HVY +1 L P 25mm 4. 2. ST

This combination 10mm SMG and 25mm Grenade Launcher
sees generally infrequent use as it has fallehaavayside
in Fabrique's attempts to market their series oAl Rifles
worldwide. It has never been officially releasedhe
NorAm market because the undermounted grenadeHaunc
uses Militech 25mm Grenades, a patent which Fabri2gs
Armes does not have permission to use.




Uzi Assault 2008 Model 4

Uzi

SMG +3 L P 9mm 50 30 ST 550eb
Considered as the standard of the Uzi-2000 casedéitssof
the classic IMI Uzi SMG line, the Model 4 uses thessic
full-frame IMI Uzi design, but has been rechamberetire
caseless 9mm ammo and has been custom-equipped with
assault grips, folding stock and a cooling shraudurvive
the extended autofire permitted by the enlargedleas
magazine.

Support 2020

SMG +3 N R 9mm 80 30 ST 1,200eb
HVY -1NR 25mm 2 2 VR
The latest retrofit on the extinct Uzi line, the2B0Assault
incorporates a Militech 25mm semi-auto grenadedhanto
the Model 4 2008 caseless refit. Additionaly, mageg hav:
been extended and a Phase/4 IR/UV laser sightdes b
added (quickly customizeable to a smartlink also)

H&K MP503A3D5

SMG -1 L R 5.56 30 20 ST 1,000eb
This beast from 2017 is technically a reduced Als$zitle,
firing caseless 5.56Nato munitions from a largeneaSMG.
Shown here the MP503 is equipped with a CyberOptic
Triangulation Scope and under-mounted laser st (
included with firearm). These are also known as
"flamethrowers" because of the massive flare predueher
firing from such a short barrel on full-auto.



Colt XM-414

RIF +2 N P 6mmSS 60 30 ST 200m 600eb
A derivative of the bullpup M4 series, the Colt X4 Carbine is
unique as it uses the proprietary 6mm Short Saleeted by Sig-Sauer
in 2019. The 6mmSS is a pistol-length round thapdiit's sabot upon
firing, releasing a 2mm x 20mm Tungsten penetrdtbe round is
extremely fast and stable, and the longer barrti®XM-414 instead
of a pistol frame allows for it to fire within a Mite of Angle. The
round is currently only available as a 6mmSIG S8dBten Penetrator
(1/3 SP, 1/2 Damage, 3d6 damage, 100eb / 50 roufids)SM-414
Carbine itself nearly qualifies as a Subgun (beingmbered for a pist
round) but is handled as a rifle and gains mogtsoballistic advantage
because of it's very long barrel for a carbine.

Czech AKR 2K10

RIF +1 N C 5.45 36 20 ST 400m 700eb
Czechoslovakia's standard assault rifle since 20#0CZ-2010 (known
as the AKR2K10) also sees use by many other badtions as a
rugged, reliable ofshoot of the Kalishnakov linaeTifle itself is also
available with a fixed stock and a variety of fatetesigns (here the
AKR is shown with a SMG-style foregrip). The sightl is raised a
half-inch above the weapon frame and contains the gon'sights as
backup sighting device, and is normally equippeith\&i1.5x to 6x
variable zoom scope (price of scope not includexvep
CZ-2010's are available in a variety of exportieds for different
nations, chambered in 5.56 Nato Caseless, 9mm Lbng Caseless
and the Chinese 5.5mm. (Export editions generalsy 60eb more than
the domestic edition).

12.7BMG Rang

RIF+1 N P 12.7mm 7 1 ST 500m 950eb
The Nomad Ranger represents a selection of easgoean .50 caliber
anti-material rifles. Unlike most .50 cals, the Bancan be broken
down into it's components for easy storage and/iceyr The barrel
extension can be removed, as can the bracing ghdmits. With all
the options removed and a smaller 3-round magaastalled, the
Ranger can be concealed under a Long coat, biiathace is ackward,
the accuracy reduced to -1 and the barrel flasgni®st blinding.

H&K/Militech PF44 Flechete System

RIF +0 N R 2.8mm 48 2/3/20 ST 70m 2,500eb
HVY +2 N R 2D10AP 2 1 UR 15m

Just before the beginning of the 4th Corporate \Wackler & Koch
and Militech undertook a joint venture to producease-combat
flechette-based assault rifle. The 2.8mm metakdae enclosed in a
sabot that protects the dart during firing. Theslahosen are non-
stabilized to reduce size, and they rely on theiodynamic form for
stabilization. Unfortunately this results in a v@gor terminal range for
the rounds. 2.8mm Darts are available in threeselmsStandard, Soft
Steel Dart and AP Dart.
2.8mm Standard Dart (SD) - 2D10 damage, 1/2 SPet20@8 rounds)
2.8mm Soft Steel Dart (SSD) - 3D10 damage, 2/338P €b / 48
rounds)
2.8mm Armour Piercing (AP) - 2D10 damage, 1/5 SFO(8b / 48
rounds)
The undermounted system is actually two flechetbes from an ACP.
BRP Ripple Pack. They can be fired singly or linkedne shot.
Anyone in the 60 degree cone within 15m must keckéd with a hit
roll at +2 WA. If the hit roll succeeds, the tagestruck by 1D6
Flechettes, each dealing 2D10AP. Reloading thisaasits 100eb per
tube.




Sternmeyer Type 88a

SHG -2 L P 12ga 30 8 ST 50m 900eb
The T-88 was a fairly forgettable assault shotgleased by
Sternmeyer in 2018 and discontinued 8 months laitign, no
appreciable military or private sector purchasethat time. The
design is actually innovative, using a top-mounteazine
holding 30 rounds vertically in the clip which aogated into the
bullpup firing assembly. The rotating action unéovately slows
down the gas action, reducing ROF below that oftratser
assault shotguns. The design was primarily scyttiedever, by
the incredibly poor balance of the weapon whicbeisy front-
end heavy and awkward to aim.
The (a) designation refers to the first of the liwhile (b)
prototypes aver made serious production (Rare availabilityy
had a telescoping stock more akin to the ald M-t8'SVA
folded).

M249 Booster Edition

HVY -2 L P 5.56N belt 30 ST 200m 900eb
This is the police nickname for a weapon that leone
frighteningly available in certain metroplexes far apparent
reason. It seems that someone came accross anlargeer of
old M249 Squad Automatics pre-dating the US Militarswitch
to caseless ammo. These belt-fed weapons havénbiadtiock
removed and barrel cut down to the minimum possdigth.
This allows Boosters to hide the weapon under thet. A
teammate usually carries a bunch of ammo for it, buteqoften
the booster in question will also carry a nylon bath 300 to
600 rounds of belted ammo in it. What makes theparaso
frightening is it's ability to lay down fire for mutes at a time
without needing to reload.

Sig SG 551 Swat Series 2

RIF +1 N P 6.5CL 35 25 VR 1,500eb
The SG 551 series 1 was introduced for police tanjiand
sniper use just before the end of the milleniune Bleries 2 was
released last year to take advantage of the chgneamnologies
and to offer a new weapon instead of an ever-irsingdine of
upgrades on the Series 1. Now chambered in theifadd.5CL
cartridge, the Series 2 sports an even lighterdrassembly, a
1.5x to 10x (or to 20x for the sniper edition) ¢feaic scope
with Low Lite and Thermo Imaging, folding stock,can
underbarrel lug (for bayonets, flashlights, lasghts or bipods).

r 944 Police Edition

RIF +0 N P 5.56CL 40 25 VR 795eb
Steyr recently revised their AUG weapons line dreuser-end
result that most people will be exposed to is thalM 944. Wih
significantly reduced barrel length from the classUG, and
chambered in 5.56mm Caseless, the original pro¢styiped
with a cyclic rate of just over 900rpm (ROF 45)mhing the
magazine in seconds. After review they added alsratdh that
holds the bolt back for a fraction of a secondradtech shot,
reducing the ROF to 25 (500rpm). Some editionsaaetlable
with other delays, and a civilian model has bedsased for
security use with a ROF of 15, allowing for muchremo
controlled autofire.



Fabrica Des Armes Insurgetn

RIF -1 L C 5.56CL 40 40 UR 900eb
The Insurgent is quite the hybrid weapon, considié&semany tc
be a heavy SMG instead of an assault rifle. Witiclsfolded (1
WA) and the magazine removed (or a 15-round magazin
inserted), the Insurgent can be easily hidden uadegular
jacket. The action itself is only remarkable intttree bolt is an
incredibly light titanium alloy assembly and theapen cycles
at well over 1000 RPM. The original weapon is noger in
production by Fabrica Des Armes, but various copfasexist
world-wide.

M41A Pulse Rifle

RIF +1 N R 6.5CL 50 25 ST 1,300eb
HVY -1 NR 25mm 4. 2. ST

This popular conversion, using a resin-plastic roadler kit

($600), turns the most moderate assault riflesanteplica of thi

M41A Pulse Rifle from a popular 80's and 90's seoemovies.

SoochArms now offers this kit already assembledh wi6.5CL

assault rifle as the basis.

Arasaka PS400

RIF +3 N P 5.56 15 3 VR 1,725eb
This sniper/match rifle comes standard with 6x ©gtBight,
recoil compensation and adjustable custom stoaiaréty
amongst Arasaka weapons, the PS400 fires standasd-based
munitions, chosen because of the resurgence inr&leermic
Enhancement. The model listed comes with ET entmene
standard.

AcuTek Cruncher

RIF-1L P 7.62N 15 2 ST 725eb
AcuTek's latest product is a very retro attemp atippet-
styled assault rifle loaded with the obsolete ca&é6@mm Nato
munitions (also available through AcuTek). Inhelemacurate
due to short barrel, lack of stock and overpoweneditions, the
gun is still selling well on account of the combioa of heavy
munitions and concealability.

Sternmeyer C89

RIF -1 J P 5.56 15 3 ST 750eb
Sternmeyer's entry in the whippet field is the CG88un that
went from design idea to final product in under dntins to
compete with the AcuTek Cruncher and the MilitechsBer.
The only major selling point for this ugly beasthg built-in
recoil compensation giving it a higher rate of finan the
competition.

Setsuko-Arasaka Model 44

RIF +2 N P 7mmCL 50 30 ST 750eb
Setsuko-Arasaka's Model 44 uses the same 7mm Gaselend
as the Federated Arms LA15 (see chrome 1). Thetgeifis a
stylish bullpup assembly rifle borrowing much frahe M16
bullpup retrofits of the early 2010's.




Constitution Arms SB12 Assult Shotgun

SHG -1 N P 12g 24 10 ST 900eb
The gun that brought Constitution Arms onto theedttrOne of
the first publically available assault-shotgung, 8812
(StormBringer) caught the world's eye and even #astood
up and took notice (the Arasaka WCAA is very muckfned
version of the CA SB12).

Constitution Arms 2E-SS GmPod

SHG -1 N P 10g 18 3 ST 700eb
At the other end of the spectrum, Consitution A821
shotgun release is the innovative GunPod. Desigméd it's
own carrying case, the 2E-SS folds down to a shtetgth
concealing it's handle in the process. Since i use
"SmartPorting" gas vents and recoil compensatbesgas vents
also close when it is folded, and a small cap goethe barrel
end, completely sealing the weapon. (Concealabiliyhen
folded). The SmartPorting also gives the 2E-SS A itAfired
full auto (but note that full auto still requirepast- market
modification, as Constitution Arms is targetingstiieapon to
the public market).




Pistols

Militech Civilian

Sternm. ADV-6

Sovtek Kamrat P15

Light Pistols Calibre WA Con. Avail. Damage Mag. Rof Rel. Rng E | Cost
Arasaka Tanto 5mmC -1 P E 1D6 12 2 ST
Militech Civilian 22LR 0 P E 1D6 11 2 VR
Budget Arms C17 7,65mm -1 P E 1D6+1 8 2 UR
Sternmeyer ADV-6 6mmC +1 |P C 1D6+1 10 2 ST
Sovtek Kamrat P15 7,62mmS 0 P C 1D6+2 15 2 ST
Budget Arms R2 .38 0 P E 6 2 VR

Arasaka Tanto Budget Arms C17 Budget Arms R2
Medium Pistols Calibre WA Con. Avail. Damage Mag. Rof Rel. Rng E | Cost
Sovtek Tovarich P12 9mmS +1 |J C 2D6 12 2 ST 50 - |$250
Sovtek Captain 9ImmS 0 J C 2D6 14 2 VR 50 X [$300
Bufget Arms C21 9mmP -1 J E 2D6+1 11 2 UR 50 - |$125
Federated Arms Falcon 9ImmP 0 J E 2D6+1 13 2 ST 50 - 1$200
Sternmeyer Type 32 9mmP +1 |J E 2D6+1 16 2 ST 50 - [$300
Militech Proffesional 9mmP 0 J E 2D6+1 20 2 VR 50 X 1$350
Sternmeyer ADV-10 10mmC +1 |J C 2D6+2 14 2 ST 50 X |$400
Dai Lung Ultramag 10mmC 0 J C 2D6+2 20 2 UR 50 - |$300
Fed. Arms Enforcer 40S&W 0 J E 2D6+3 |11 2 UR |50 - [$300
Militech Arms XP-1 A40S&W +1 |J C 2D6+3 15 2 VR 50 X |$450
Sternmeyer Type 33 40S&W +1 |J E 2D6+3 (14 2 ST 50 - |$325
Militech Pro-40 A40S&W 0 J E 2D6+3 17 2 VR 50 X |$375

Sovtek Tovarich P12

Militech Proffesional

Sovtek Captain

Sternmeyer ADV-10

Budget Arms C21

Dai Lung Ultramag

Fed. Arms Falcon

Fed. Arms Enforcer

Sternmeyer Type 3x

Militech Arms XP-1

Heavy Pistols Calibre WA | Con. Avail. Damage | Mag. Rof Rel. | Rng E Cost
Arasaka Royal Guard |5,7mm 0 (J C 3D6 |22 2 ST |50 X  [$375
Sternmeyer Type 57 5,7mm H1 J C 3D6| 16 ST 50  25%3
Federated Arms Eagle |.45ACP +1 |J E 3D6 11 2 ST |50 = $300
Budget Arms R4 .A5ACP 0| J E 3D6 6 RO - $275
Sternmeyer Type 34 A5ACP +1 |J E 3D6 12 2 ST |50 = $350
Militech Pro-45 .45ACP 0| J E 3D6 14 2 VB0 X | $400
Arasaka Ninjato 11mmC 0 (J C 3D6+1 |10 2 ST |50 = $350
Sternmeyer ADV-11 11mmC +1 J C 3D6+1 11 ST 50 K 425
Sovtek Nova P20 A44R 0 |J C 3D6+2 |9 2 VR |50 - $350
Sovtek Commander A4R +HJ C 3D6F2 12 ST 50 X 0$40
Federated Arms Grizzly|.357M 0 (J C 3D6+3 | 10 2 ST |50 = $400
Militech Elite .357M 0|J C 3D6+3 12 2 ST 50 X| $475
Federated Arms Wolf |.357M +1 |J E 3D6+3 |6 2 VR |50 = $375

Arasaka Royal Guard

Sternmeyer Type 57

Fed. Arms Eagle

Budget Arms R4

Arasaka Ninjato
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Sovtek Nova P20 Sovtek Commander Federated Arms Grlzzly Militech Ellte Federated Arms Wolf 357

Very Heavy Pistols Calibre Avail. Damage ag. Rof Rel. Rng E [Cost
Budget Arms R6 44M +1 J E 4D6 6 1 VR 50 - [$375
Militech Arms XP-4 A44M -1 J P 4D6 12 2 UR 50 $750
Fed. Arms Lawgiver A44M 0 J C 4D6 9 1 ST 50 - [$450
Dai Lung Megamag 12mmC -1 E 4D6+1 10 UR 50 - 00%4
Militech Ultima 12mmC 0 J C 4D6+1 8 1 ST 50 X [$525
Militech Big Boss .50AE +1 J C 4D6+2 5 1 ST 50 X 095
Sternmeyer Magnum .50AE 0 J E 4D6+2 7 1 ST 50 - | %475
Fed. Arms Timberwolf 454 +1 E 4D6+3 5 VR 50 -$450
Fed. Arms Deerhunter .30-06 +2 |J E 5D6+2 1 1 VR 50 - | %400
Dai Lung Charger 12 gauge 0 C 6D6 6 UR 25 - 0%$50
Budget Arms R6 Militech Arms XP-4 Federated Arms Lawgiver Dai Lung Megamag Militech Ultima

= F=;

Militech Arms Big Boss Sternmeyer Magnum

Federated Arms Timberwolf

Federated Arms Deerhunter

Dai Lung Charger

Machine Pistols Calibre WA Con. Avail. Damage Mag. Rof Rel. Rng E |[Cost

Budget Arms MC22 7,65mm -1 J E 1D6+1 15 25 |UR 50 $250
Sovtek Machinova A13 9mmS 0 J E 2D6 30 20 |ST 50 - |$350
Sternmeyer MP-9 9mmP +1 |J C 2D6+1 20 25 |ST 50 X [$450
Fed. Arms Piranha 9 9mmP 0 J C 2D6+1 18 20 |ST 50 - |$375
Sternmeyer MP-ADV 10mmC 0 J C 2D6+2 30 30 (ST 50 X [$500
Dai Lung Auto-Ultramag 10mmC 0 J E 2D6+2 20 25 |UR 50 - [$400
Fed. Arms Piranha 10 40S&W 0 J C 2D6+3 15 20 |[ST 50 - |$425
Sternmeyer MP-45 A5ACP 0 J C 3D6 15 20 |ST 50 X [$550
Arasaka Dragonfly 5,7mm -1 J C 3D6 30 30 |ST 50 X |$500

Bud. Arms MC22 Sovtek Machin.

Sternmeyer MP

=

Fed. Arms Piranha

Sternm. MP-ADV

il

Arasaka Dragonfly




Submachineguns

Light Submachineguns Calibre WA |[Con. [Avail. [Damage |[Mag. [Rof |Rel. Rng |[E |Cost
Arasaka Shadow 5mmC 0 J C 1D6 50 30 ST 100 - |$375
Fed. Arms Burster-22 22LR +1 J E 1D6 45 30 VR 100X [$425
Budget Arms MC30 7,65mm -1 J E 1D6+1 30 25 UR 200 - [$300
Arasaka Compact 6mmC 0 J C 1D6+1 40 35 ST 100 X 0$55
Sovtek AKSM Al1l 7, 62mmS 0 L C 1D6+2 90 25 ST 200 - |$475
Fed. Arms Burster-38 1D6+3 30 25 VR 100X [$500
Arasaka Shadow Fed. Arms Burster Budget Arms MC30 Arasaka Compact Sovtek AKSM A1l
Medium Submachineguns Calibre WA Con. Avail. Damage Mag. Rof Rel. Rng E |Cost
Sovtek Bunker Explorer 9ImmS 0 L R 2D6 30 25 ST 200 - [$1.600
- " - Flamer - -2 - - 2D10+ 10 1 UR 50 -l -
Sovtek ASD A43 9ImmS 0 L P 2D6 30 20 ST 200 - [$900
- " - Qverbarrel 44R 0 - - 3D6+2 20 15 ST 200 F -
Sovtek AS Al15 9ImmS 0 L E 2D6 30 20 ST 200 - [$450
Sternmeyer MCS-9 ImmP 0 L E 2D6+1 30 20 VR 200 -|  $550
Sternmeyer MCB-3 9mmP +1 L C 2D6+1 30 20 VR 200 - | $600
Sternmeyer MCK-9 9ImmP 0 J E 2D6+1 30 20 VR 100 - 0085
Federated Arms Mach-1 9mmP 0 J C 2D6+1 30 20 ST 100 - | $450
Dai Lung Stinger ImmP 0 L E 2D6+1 30 25 UR 200 X 585
Arasaka Assasin 10mmC +1 L P 2D6+1 30 25 UR 100 - [$600
Militech XCMG "Casey" 10mmC 0 L C 2D6+2 30 30 ST 020 | X [$800
Sternmeyer MC-ADV-10 10mmC +1 L C 2D6+2 30 30 ST 200 X |$650
Militech XMG-1 40S&W 0 L C 2D6+3 30 25 VR 200 X 86
Sternmeyer MCS-10 A40S&W 0 L E 2D6+3 30 20 VR 200 - [$600
Sternmeyer MCB-1D 40S&W +1 L C 2D6+3 30 20 VR 200 -] $650
Sternmeyer MCK-10 40S&W E 2D6+3 30 20 VR 1OO - | $550
Federated Arms Mach-2 A40S&W J C 2D6+3 30 00 1 $500
Sovtgk Bunker Explorer Soytek ASD A43 Sovtek AS A15/ Al6 Sternmeyer MCS

Sternmeyer MCB

-

Sternmeyer MCK

yinl

r

Federated Arms Mach-x

Ta 74

Dai Lung Stinger

Arasaka Assasin Militech XCMG "Casey" Sternmeyer MC-ADV Militech XMG-1

Heavy Submachineguns Calibre WA Con. Avail. Damage Mag. Rof Rel. Rng E | Cost

Fed. Arms Commando A5ACP +1 L C 3D6 30 20 ST 200 X |$650
Federated Arms Mach-3 .45ACP 0 J C 3D6 30 15 ST 106 | $550
Dai Lung Stinger I A5ACP 0 L E 3D6 30 20 UR 200 X |$600
Sternmeyer MC-ADV-11 11mmC +1 L C 3D6+1 25 25 ST| 020X |$700
Dai Lung Raven 11mmC +1 L C 3D6+1 30 20 UR 200 - | $700
Sovtek AS A16 A44R 0 L C 3D6+2 25 15 ST 200 - $500
Fed. Arms Heavy Dufy .357M L C 3D6+3 30 15 ST 200 - |$650
Militech Bulld. Compact 12 gauge L P 6D6 20 10 ST 25 X $900

Federated Arms Commando

Dai Lung Raven

Federated Arms Heavy Duty

]

Militech Bulldog Compact




Assault

Assault Carbines Calibre WA Con. Avail. Damage Mag. Rof Rel. Rng Cost

Dai Lung MIL-3 5,7mm -1 N P 3D6 100 50 UR 300 X |$850
Arasaka Securify 5,7mm 0 L C 3D6 50 30 ST 300 - $550
Militech Marine Specidl 4,73mmC 0 N P 3D6+1 75 30 UR 300 X |$700
Sternmeyer AGK51 4,73mmC +1 N C 3D6+1 60 30 ST 300 X $625
Sovtek AKS A18 5,45mmS +1 N E 3D6+3 30 20 ST 300 $500
Federated Arms Shorty 5,56mm 0 L C 4D6 30 24 ST 300X | $600
Militech Carbine-8 5,56mm 0 N E 4D6 30 20 |VR 300 $550
Militech Carbine XC-5 5,4mmC +1 N C 4D6+1 40 25 ST (300 $700
Militech Carbine-7 7,62mmN 0 N E 5D6 20 15 VR 300 $600

Dai Lung MIL-3

Sternmeyer AGK51

Militech Arms Carbine-5

Arasaka Security

Sovtek AKS A18

Militech Arms Carbine XC-5

Milirech Arms Marine Special_

Federated Arms Shorty

Militech Arms Carbine-7

Assault Rifles Calibre WA Con. Avail. Damage Mag. Rof Rel. Rng E | Cost

Dai Lung MIL-1° 5,7mm -1 N P 3D6 100 50 UR 400 X |$1.000
Arasaka Assatflt 5,7mm 0 N C 3D6 50 30 ST 400 41 $600
Dai Lung Tigef 4,73mmC +1 N C 3D6+1 40 30 ST 400 X |$650
Sternmeyer AG51 4,73mmC +1 N C 3D6+1 60 30 ST 400 X $675
Sovtek AK A17 5,45mmS +1 N C 3D6+3 30 20 ST 400 - [$500
Militech Juggernadit 5,56mm -1 N P 4D6 30 20 ST 400 $1.200
- " - Qverbarrel .50 +1 - - 7D6 10 1 - 400 - -
Militech Arms Rifle-5' 5,56mm 0 N E 4D6 30 20 VR 400 -l $550
Federated Arms Ranger 5,56mm +1 N C 4D6 30 25 ST 400 X |$700
Sternmeyer AG64 5,4mmC +1 N E 4D6+1 30 30 ST 40 $650
Militech Rifle XR-5 5,4mmC +1 N C 4D6+1 40 25 ST 400 - | $750
Sovtek AKM A10°¢ 7,62mmS 0 N C 4D6+3 90 15| ST 400 $675
Assault Rifles Calibre WA |Con. |Avail. |[Damage [Mag. |[Rof |Rel. Rng E | Cost
Militech Rifle-7*¢ 7,62mmN 0 N E 5D6 20 15 |[ST 400 |- [$600
Fed. Arms 308 Assault 7,62mmN +1 N C 5D6 20 2( ST| 004 | X [$700
Militech Rifle XR-7** 7,5mmC +1 [N P 5D6+1 30 20 |ST 400 |- |$800
Sternmeyer AG3000 0 N C 5D6+1 40 25| ST $900

Dai Lung MIL-1

Sternmeyer AG51

7,5mmC

Arasaka Assault

Sovtek AK A17

Militech Arms Rifle-5

Federated Arms Ranger

Dai Lung Tiger

Militech Arms Juggernaut




Militech Arms Rifle XR-5

Federated Arms 308 Assault Edition

Sovtek AKM A10

ﬁw

Militech Arms Rifle-7

Militech Arms Rifle XR 7 Sternmeyer AGSOOO
Machineguns Calibre Avail. | Damage Rof

Sovtek AKMG A17 € 5,45mmS +1 P 3D6+3 |45 20 |ST |500 |- |[$675
Sternmeyer HM72 5,56mm -1 P 4D6 200 50 UR 500 X $1.100
Dai Lung Dragof® 5,4mmC +1 P 4D6+1 |90 30 |[VR |[500 |X [$850
Militech Tornadd* 7,62mmN 0 P 5D6 100 15 ST 500 - $825
Sovtek HMG A14 7,62mmR 0 P 5D6+1 100 |15 |UR 500 |- |$800
Militech Tactical SAW 7,5mmC -1 P 5D6+1 80 20 ST 500 X  $900

Sovtek AKMG Al7

Militech Arms Tornado

Sternmeyer HM72

Sovtek HMG Al4

Dai Lung Dragon

Militech Arms Tactical SAW




Rifles

Rifles Calibre WA |[Con. |Avail. | Damage |Mag. |Rof |Rel. Rng E | Cost
Sternmeyer PSG64 5,4mmC +2 |N c 4D6+1 [30 |2 [ST [600 [X [$750
Fed. Arms 308 Snipér 7,62mmN +2 | N C 5D6 20 2 ST 600 X $700
Dai Lung Cowboy 7,62mmN 0 N C 5D6 6 1 VR 600 |- |$500
Sovtek AKP A1§ 7,62mmR +1 | N C 5D6+1 | 8 2 ST 600 | $550
Militech Arms XRT-76 7,5mmC +2 |N P 5D6+1 |10 2 ST 600 |X |[$1.200
- " — Underbarrel 4,73mmC 0 - - 3D6+1] 10 2 ST 600 |X
Federated Arms Safari .30-06 0 N E 5D6+2 |5 1 ST 600 |- |$450
Militech Sniper-308 .300WM +1 | N P 5D6+3 | 10 2 VR 600/ X $750
Arasaka Stalkér 9,8mmC +2 |N P 6D6 12 1 UR 600 |X |$800
Militech Cannon-58 .50 +2 | N P 7D6 10 1 ST 600, K $1.000
Sternmeyer PSG64 Federated Arms 308 Sniper Edition Dai Lung Cowboy Revolver Rifle

I
Sovtek AKP A19 Militech Arms XRT-70 Federated Arms Safari Hunter
Militech Arms Sniper-300 Arasaka Stalker Militech Arms Cannon-50
Shotguns Calibre WA |Con. [Avail. | Damage Mag. |Rof |Rel. Rng E | Cost
Dai Lung Shredder 12 gauge -1 L E 6D6 5 1 ST 50 - | $350
Fed Arms Close Assault 12 gauge 0 L C 6D6 5 ] ST 50 [ $400
Budget Arms SR-40 12 gauge 0 N E 6D6 7 1 UR |50 - | $300
Federated Arms Hunter 12 gauge +l N C 6D6 7 L VR 50- | $500
Sternmeyer SHG 12 gauge +1 [N C 6D6 8 1 ST 50 X | $550
Militech RS-12 12 gauge 0 L C 6D6 5 2 ST 50 - $500
Militech RS-14 12 gauge 0 N P 6D6 2x8 |2 UR |50 - [$900
Militech RS-15D 12 gauge 0 N R 6D6x2 2x10 2 UR 50 $1.200
Arasaka Panda 12 gauge 0 N C 6D6 12 2 ST 50 X [$600
Militech Bulldog’ 12 gauge +1 [ N P 6D6 20 100 ST 50 X $800
Militech Arms XRS-21 12 gauge +1 |N P 6D6 20 10 |[VR |50 - | $750
Sovtek Bunker Exterm. 12 gauge 0 N R 6D6 16 10 URO 5/- |$1.800
- " - Flamer - -2 |- - 2D10+ |10 1 UR |50 - |-

E

Dai Lung Shredder

Federated Arms Hunter

Militech Arms RS-14

i

Militech Arms Bulldog

Federated Arms Close Assault

Sternmeyer SHG

Militech Arms RS-15D “Claymore"

Militech Arms XRS-21

y

Budget Arms SR-40_

Militech Arms RS-12

Arasaka Panda

Sovtek Bunker Exterminator




Heavy & Exotics

Light Underslung Weapons Calibre WA Avail. Damage Mag. Rof Rel. Rng E | Cost
Sovtek Light Grenadelauncher 40mm -2 C various 1 1 ST 100 - [$500
Budget Arms Taser Attachment - -1 E Stun 5 1 ST 10{X [$250
Techtronica Microwave Attach. - -1 P (1D6) 5 2 VR 20 X |$1.200
Dai Lung 1-Shot Shotgun Att. 12 gauge 0 6D6 1 1] RV [25 - | $300
Sovtek Light Grenadelauncher Budget Arms Taser Attach. Techtronica Microwave Attach Dai Lung 1-Shot Shotgun Att.

Heavy Underslung Weapons Calibre WA Avail. Damage Mag. Rof Rel. Rng E [Cost
Sternmeyer Grenadelauncher 40mm -1 C various 1 1 VR 200 - | $600
Militech Pump Grenadelaunch. 40mm -2 P various 3 1JUR 150 X | $950
Avante Micromissile Launcher 20mmM +2 P 4D6 2 2 ST 200 X |$1.000
Militech Pump Shotgun Attach. 12 gauge 0 C 6D6 5 1/ST 50 X | $850
Arasaka 20mm Attachment 20mm -1 R 4D10ap 1 1 ST 200 - | $1.500
Militech XR Grenadelauncher 30mmC -1 P various 3 1 ST 200 K $1.200
Militech XR Slugthrowet 15mmS 0 P (Slug) 10 1 ST 100 X [$1.000
Militech XR Flamer - -2 2D10+ 1 UR 25 X $1.100

Sternmeyer Grenadelauncher

Arasaka 20mm Attachment

Militech Arms Pump Grenade.

Militech XR Grenadelauncher

=‘

Avante Micromissilelauncher

Militech XR Slugthrower

Militech Pump Shotgun Att.

Militech XR Flamer

Heavy Weapons Calibre WA Con. Avail. Damage Mag. Rof Rel. Rng E | Cost
Sternmeyer F20 Flame. - -2 N R 2D10+ 10 1 UR 50 - |$1.500
Militech Flare Flame. - -1 N R 2D10+ 5 1 UR 25 X .@10
Dai Lung Blower GL 40mm 0 L C various 1 1 VR 250 |- [$500
Sternmeyer GR30 pump 40mm 0 N P various 5 1 ST 250 | $800
Fed. Arms Drumboy GL 40mm -1 N P various 10 2 ST 200 |- [%$1.000
Militech Mini Grenade. 30mmC -1 L P various 6 2 ST | 200 - | $900
Arasaka 20mm Impact 20mm +1 |N R 4D10ap 10 1 VR 500 [X [$2.000
Militech SG1 Sentry Gun 5,4mmC -2 N P 4D6+1 200 30UR 400 X | $3.000
Sovtek SPMG M50 5,4AmmC -1 N R 4D6+1 120 |30 |ST 500 [X [$2.400
Fed. Arms MkIl Minigun 7,62mm -2 N R 5D6 100 50 ST | 500 X | $2.500
Sternmeyer HM76* 9,8mmC 0 - R 6D6 100 25 ST 500 X |$3.000
Militech M209 Autocan.* .50 0 - R 7D6 100 20 ST 500 $3.500
Militech M309 Autocan.* 20mm 0 - R 4D10ap 100 |15 |ST 500 [X |$5.000
Militech M65 Mortar - -2 N R 5D10 1 ST 500 - $0@
Sternmeyer EZ-RPG - -2 N P 6D10ap 1 1 VR 750 |- [$1.500
Sovtek Robotnik Missile - -1 N R 7D10ap 1 1 VR 1kmX [$3.000
Militech M99X Minimiss. - +2 |N R 5D10ap 5 1 ST 1km |X [$5000
Militech R6 Rocketpod* - 0 - R 7D10ap 19 2 VR 1km ME50K
Militech Lobo Missile* - +2 |- R 9D10ap 4 1 VR 3km | X |$30K

*These weapons are to heavy to carry, and are ysualinted on vehicles or in turrets and bunkers.
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Militech Flare Dai Lung Blower
Fed. Arms Drumboy Militch Mini Grenadelauncher

=1

Arasaka 20mm Impact Sovtek SPMG M50

Federated Arms MkIl Minigun Militech M99X Minimissile Launcher

Exotic Weapons Type WA Con. Avail. Damage Mag. Rof Rel. Rng E | Cost
EagleTech Bow Bow |0 N C 3D6 - 1 VR 100 |- [$100
EagleTech C-bow Bow | O N C 4D6 - 1 VR 150 L $150
EagleTech X-bow Pistol Bow (-1 N C 3D6+3 - 1 VR 50 - |$220
EagleTech Heavy X-bow Bow| O N C 4D6+3 - 1 VR 200 $250
Militech Rope X-bow Bow |-1 N C (1D6) - 1 ST 100 - [$400
Budget Arms T10 Taser Pist. -1 P E (Stun) 10 1 ST 0 1(X [$60
Techtronica 17 Microwaver Pist. |0 J P (1D6) 10 2 VR 20 X |$400
Avante P-1145 Needlegun Pist. 0 J P (Drugs 15| 2 ST40 - | $200
Militech Micromissile Pistol Pist. |+2 |[J P 4D6 2 2 ST 100 X |$700
Avante M-311 Micromiss. Rifle Rifle | +2 N P 4D6 8 2 |ST 200 X | $800
Militech M101P Slug Pistol Pist. |0 L P (Slug) 20 2 ST 50 X |$800
Militech M103R Slug Rifle Rifle | O N P (Slug) 20 2 | TS |100 X | $1.100
Militech LS-4 Laser Pistol Pist. |0 J R 1-4D6* 8 2 UR 100 |X |$6.000
Militech LS-6 Laser Rifle Rifle | 0 N R 1-5D6* 10 2 R) 200 X | $8.000
Militech LS-7 Laser Cannon Hvy [-1 N R 1-6D6* 12 1 UR 300 [X |$9.000

* Laser weapons cut through armor like a hot kirifeutter. Armor SP is at ¥ against laser.

Budget Taser Techtronica Micro Avante P-1145  Militech Micormissile Pist. Militech Micromissile Rifle
Militech Slug Pistol Militech Slug Rifle Militech LS-4 Militech LS-6

= LTI

15mm Slugs Militech LS-7

Slugs Color Damage Effect Cost
EMP Striped (EMP) As a microwave attack. (CP2020 p.108) $10
Explosive Red 4D6ap Explosive round that penetrate®r. 1m radius $30
Taser Yellow (Stun) As a standard Taser. (CP2020 p.107) $10
Tracer Blue - Works as a Tracer button with 10 malege. (CP2020 p.70) $25
Designator Green - Works as a Target Designator for missiles (Instefdedser) $50
Smoke Black - A smoke grenade for target designatio $15




Ammo & Accessories

Equipment Description Cost
Empty Magazine Costs half its capacity #x0,5
Caseless Casette Costs its capacity includingtsull #x1
Quickloader For revolvers. Reloads as a mag $5
Smartgun Kit External Smartgun kit $500
Laser Sight WA +1, coneshaped for Shotguns $200
Telescopic Sight WA +2, Aimed Shot only* $300
Smart Sight Telesopic with 2 option spaces $500
Bipod WA +1, not all guns can use one $10(
Silencer Reduces flash and sound, WA -1 $100
Holster Various models $20
Shoulder Sling For SMG's, Carbines and Rifles $5
Weapon Cleaning Kit To keep the weapon functioning $10
Standard Detonator Time or Remote controled $20
Trap Detonator Tripwire or Laserbeam $50




Dai Lung Ronin
SMG +0 L P .45 30 20 UR 50m $200

A direct rip-off of the Mishima No3 Ronin, both Diaiing and Mexican Metals havg¢ «
made molds of the original and have plastic-resiseld imitations on the market.
Most are unreliable and prone to breakage, whiheesare outright dangerous
(120eb, XX reliability). Regardless of reliabilitthese weapons' composite frames
cannot withstand the heavy caliber munitions faigloEvery time the weapon is
fired in full auto, it's reliability drops one ckpermanently.

image and text by hellhound101@hotmail.com

Federated Arms Surprising Stranger
PST -2 P C 10mmCL 4 4 VR 5m 135eb

The Surprising Stranger is an odd little piece. Madtirely of resin-cast polymers
it is practically invisible to x-ray and metal deters. Add to it a strikerless
electrical ignition system, and you have a veryfuldétle gun. Of course, chem-
sniffers can still pick it up, but there's waysuard that, too.

image and text by Darker Future

Mexican Metals XS4
PST+0P C 7mmCL 17 2 UR $80

Mexican Metals 2021 Pocket release is the XS4,thwpa large magazine capacity
and improved plastics from their 2018 XS3 (treatsame, but X reliability - now on
special for $55). Unfortunately they never fixed fflastic spring design in the
magazine, and anytime the magazine is reloaded ther 20% chance that the
plastic spring will break and the weapon will failfeed with that magazine. Each
gun does, however, come with 4 empty magazines.

image and text by hellhound101@hotmail.com



Sci Fi Starrior 7
PST +1 J E 9mm 20 2 UR $65

The Sci Fi Starrior 7 is the 2020 Kang Tao reléaghe polymer market. Based ol
the blaster from Star Wars, the Starrior 7 hasrdismauser stylings and is made

of strong impact-resistant plastics. The Starriould almost be considered a St
capable handgun, but the plastics have proved tuibe brittle at high pressure

and the firing assembly has been known to shatter.

Scif
arrior 1

Original image and text by hound@ambient.on.ca

Teen Dream 2000
SMG +0J C 9mm 15 30 X $85

The Teen Dream 2000 has hit the streets! Now btter ever, with three times th
cyclic rate of the Original Best-Seller!! New armdgdroved! Better Plastics! More
Powerful Munitions! Better heat resistant polymeévidre exclamation marks than
ever before!!! Only melts 25% of the time in autefiComes with two full

magazines of hot-loaded 9mm ammo!! (+1 damage ieerHreliability). TEE]] I]{‘Eﬂm E[luu

Original image and text by hound@ambient.on.ca

Teen Dream 6000XL
SMG +0J C 9mm 15 30 X $120

New and Improved! The Teen Dream 6000XL! FeatuBuogerior Materials and
Workmanship than the Teen Dream 2000! Three Timme<tyclic rate of the
Original Teen Dream, with a more powerful, armofed¢ing load!!!!

(this weapon is exactly the same as the Teen D&, but comes with Hot-Load TEE“ |]I‘EEIHI ﬁ["][l
AP ammo instead of regular hot loads)

Original image and text by hound@ambient.on.ca

Veska Nova 9X
PST+0J P 10mmET 8 2 UR 75m $195

Veska smashes into the Polymer market with theflictory-equipped
ElectroThermic handgun listed at under $500! Wayeaunr$500! Loading 8
Electrothermic 10mm slugs, this boy will punch allerough heavy body armor,
without breaking your arm!

(Due to the poor capacitor design in the Veska Néraeach shot fired without
taking one round off without firing, there is a cunulative 1 in 6 chance that the gu
will refuse to fire next time. ie: on the first ditbe chance is 1 in 6, on the 3rd
consecutive shot it becomes 3 in 6, and it autarallyi stops firing after the 6th shof
as the capacitor recharges).

Original image and text by hound@ambient.on.ca



Matel Intimidator
PST0JE9mm 14 2 UR $80

Perhaps one of the most irritating polymer oneshogexistance; the action in this
gun is wrapped in a cheap, oversized plastic frdtine.more than 3 shots in 10
seconds (3 rounds) and the plastic usually meG%(6hance, gun jams
permanently). What's worse, there's a speakergeraant mounted under the
barrel that amplifies and repeats the guns re@mt &me it fires, making it sound

like several very loud rounds have just been fifldte speaker will also I]'ltll'l'll[lﬂtl]f‘ "
supplement this cacoffony with several gung-ho shdike 'Fire!", 'Drop the Gun!

'Dead or Alive, Yer Coming with me!" and 'Don't Malv

Gun by Chris D Lupton, image by Hound

Zulu Alpha Series
Alpha PST +0 P E 6mm 10 2 X $36
Beta PST +0 P E 9mm 8 2 X $55

Epsilon PST +0 P E 10mm 5 2 X $76
Zulu breaks the Polymer market wide open with theirnew blue pocketguns!
Each of the alpha series guns can fit comfortatlyoiur pocket, and can load a
variety of ammo types and calibers! With this mvehiety at these prices, why 2[['[[ "Il]hﬂ
aren't you packing a Zulu too?

Original image and text by hound@ambient.on.ca

Dai Lung Ultimate "Gonk"

PST -2JP 12ga 3% X 20m $89
Nicknamed the Gonk because it's such an obviousffipf the Norinco Gong, the
Dai Lung Ultimate is a bolt-action 12gauge "pistafth a very poorly built bolt and
receiver group. The bolt requires both hands tdecyaking up over 3 seconds to
chamber a new round. For those of you who takeeatf these things, the recoil or

this puppy is rated at BOD 12. For the average amthe street, that means a
Strength Feat roll dif 12 to avoid (12-bod) damamthe firing arm, as well as a
massive recoil penalty!

Original image and text by hound@ambient.on.ca

Astra FireStorm
SMG -1JP 7mm 55 30 ST 75m $400

This high-capacity sub-gun is built of the sameabthe line polymer / ceramic Hstl—.d FlFEStUF
construction as the Federated Arms X-38, and igdetrcitizen of the polymer
market. A knock-off version is available from Kafigo (The Kang Tao Astral
Storm) with X reliability and a list price of 15Qi.

Original image and text by hellhound101@hotmail.com



Hunter 38Lite
PST-1P C6mm 8 2 UR 50m $50

This "stylish" polymer revolver comes in severainslucent colors. The biggest
selling feature of the gun, besides the see-thokddgwhich let you know when som
internal part has broken and its time to throwgha away) is the fact that it comes
is the use of replaceable cylinders w/CL ammo ¢bate in six different ammo sub-
types. The gun is a break-open design, and thellidis forward to allow you to
extract and replace the whole cylinder quickly aadily. Each gun is available in
six different colors, and each color is uniquehte $pecific ammo subtypes (Greer
Normal, Blue = AP, Pink = HP, Green = HE, Red = DPUrple = Gel). Reload
cylinders cost $5 for normal, $7.50 for AP/HP, $a0HE, $15 for DPU, and $5 for
Gel, and each gun must have a cylinder of the gpjate color purchased with it
(cost of cylinder not included in list price). TB8Lite has earned many nicknames
on the streets for the different colors (Purpleigsts, RedChrome Killers, Pink
Bunnies, Blue Meanies, etc...).

Original image and text by kroberge@magi.com imadjéed by hound@ambient.on.ca

Hunter POSY

PST-1P C 11mmCL 7 1/2 UR 50M $60.00 e T S

m—— -
! \.!f i

The Hunter POSY is the ultimate expression of chdeposable, and powerful A » i

polymer handguns. Although none too inventive mnlame development (POSY =

Polymer One Shot, Yellow), the design is relativebid for solid plastic, with only

5 moving parts inside the gun (two springs, the, libé trigger, and a slide over the HI_II'ItE[' PI]S'rl

internal magazine.) The ROF is so low becauseeis asmanual bolt, that must be m——

pulled back to cock the gun each time you wishs® iti But it does pack a mean
punch for the price.

Original image and text by kroberge@magi.com imadjéed by hound@ambient.on.ca

Hunter FireBall

SHG -2 P P 20ga. 1 %2 ST 10M $75.00
SHG -3 P P 12ga. 1% ST 10M $90.00

The Orion FireBall is a single-shot, break-openrdapistol-sized shotgun design.
The Fireball is of mostly thermoplastic construntiavith only the breech, firing pin,
and a couple internal springs being made out oalmeEach Fireball includes six
shotshells on a layard clip attached to the entdefyrip (but which can be removed
The gun is waterproof and even floats (althoughetineno doesn't unless the layard
is attached), and is perfect for underwater openatiRange is a dismal 10 meters [Ir"]"
due to the short barrel but it makes a popular-ooitweapon for close range

actions, and also because of the large numbereciapy loads available for F|FEBﬂ”
shotguns. The 20gauge version has a BOD Minimugharfd the 12gauge version

has a BOD Minimum of 12!

Original image and text by kroberge@magi.com imegjéed by hound@ambient.on.ca



Injection Molded Mindless Garbageis the nickname dPolymer Heaveris new injection-molding machine. Now you don'treve
have to deal with a salesperson for your new gist,vyalk on up to the machine, slap in your cre#istind choose what internal
workings you want mated with what size of frame at colour of plastic you want the whole thingapped in. One minute later
the machine pops out you brand new piece, stéimteg hot from the injection molding process.

Now, we aren't claiming any miracles here, no sygmdymers are involved in the process, not evessgimpregnated plastics... just
plain old hot plastic squirted into a mold with yaihoice of gun bits inside it. This ain't for hoahefense, and hell, it's not even
good for immediate defense since the plastic ishttdo handle properly initially, and is pronedformation if used prematurely.
(Reduce reliability 1 class per hour before th@nemended 4 hour waiting period - also if handlededsanded in the first two
hours, permanent fingerprints will be layed inte glastic).

| have to give thanks, for the inspiration,Gbopper and the rest dflipper Is Dead UK CyberPunk ThinkTank for their
CyberPunk 2020 handgun creation system which sgaHesoriginal idea for this, the antithesis to #hutolathe - it's a quality piece
of work that shows it's hours of commitment - ekatlie opposite of the Injection Molded Mindlessriiage system, and products!
You can check their work out on théipper Is Deacage of th&BlackHammer CyberPunk Project

Step 1- Insert Credstick Step 3- Select Caliber

1 5mm Caseless - Oeb, GR:(D6 damage, +2
ammo)(It was an itty-bitty teeny-weeny, yellow
plastic automatic)

[ .22 Long Rifle - Oeb, GR:0(D6 damage, cased
ammo, +2 ammo)

_— . [1 .22 Electrothermic - 50eb, GR:3D6+2
Step 2- Select Basic Firearm Design damage, batteries not included - 2 AAA batteries

[ Single Shot - 5eb, GR:qOnce fired requires for 10 shots)
new ammo to be fed down the barrel and primed

- Cost and GR is per barrel) [J  6mm Caseless - 5eb, GR:(D6+1 damage, +2

ammo)

[l Break Open - 10eb, GR:1(Cost and GR is per

barrel, maximum of 4 barrels) 1 .380 ACP - 5eb, GR:1D6+2 damage, cased

ammo, +1 ammo, -1 WA)

[l Break Open Revolver - 10eb, GR:ZHolds a
base of 6 rounds, modified by caliber, can be
disguised as an automatic pistol with a base of 4
rounds)

1 .380 Electrothermic - 65eb, GR:42D6+1
damage, batteries not included - 4 AAA batteries
for 12 shots)

[J Side-Open Revolver - 15eb, GR:8Holds a ~ 9mm Caseless - 10eb, GR:2D6+1 damage,
base of 6 rounds, modified by caliber) +0 ammo, -1 WA)

71 Automatic - 20eb, GR:5(Ammo based on | .45 ACP - 20eb, GR:32D6+2 damage, cased
caliber & frame) ammo, -2 ammo, -2 WA)

[1 .45 Electrothermic - 100eb, GR:§3D6+3
damage, batteries not included - 4 AAA batteries
for 8 shots)

1 10mm Caseless - 20eb, GR{2D6+3 damage, -
1 ammo, -1 WA)

1 .357 Magnum - 30eb, GR:3D6+1 damage,
cased ammo, -2 ammo, -2 WA)

1 .357 Electrothermic - 125eb, GR:1@4D6+3
damage, batteries not included, 4 AAA batteries
for 6 shots)



Step 4.1- Select Frame(use these options for Revolvers)

O

Snub-Nosed Airlite - 2eb, GR:2(P conceal, -1
ammo, -1 WA)

Detective Model .38 - 5eb, GR:1P conceal, +0
ammo, -1 WA)

Colt Python - 10eb, GR:1(J conceal, +0 ammo,
+0 WA)

Ruger BlackHawk - 15eb, GR:0(J conceal, +1
ammo (max 8), +0 WA)

Colt .45 Peacemaker - 20eb, GR:@J conceal,
+2 ammo (max 8), +1 WA)

Step 4.2- Select Frame(use these options for all guns except
side-opening revolvers)

0

Browning Ladyman's - 4eb, GR:6(P
conceal, 5 rounds, -1 WA)

Glock Compact - 5eb, GR:5P conceal, 7
rounds, -1 WA)

Walther PPK - 10eb, GR:7(P conceal, 6
rounds, -1 WA)

Glock FullSize - 8eb, GR:2(J conceal, 9
rounds, +0 WA)

Arasaka WSA - 10eb, GR:3(J conceal, 9
rounds, +0 WA)

Luger 9mm - 12eb, GR:5(J conceal, 8
rounds, +0 WA)

Beretta M92 - 6eb, GR:3(J conceal, 10
rounds, +0 WA, The Classic)

Colt M1911A1 - 10eb, GR:2(J conceal, 9
rounds, +0 WA)

Colt AMT Model 2000 - 20eb, GR:2(J
conceal, 10 rounds, +1 WA)

MicroUzi - 20eb, GR:5(J conceal, 15
rounds, -1 WA)

Classic AutoMag - 16eb, GR:4J conceal,
10 rounds, +0 WA, Looks Stylin")

Tek-9 - 15eb, GR:5J conceal, 20 rounds,
+0 WA, magazine in front of grip)

Desert Eagle - 25eb, GR:2J conceal, 11
rounds, +1 WA, Big Toy!)

Step 5- Metal Barrel?
[l Yes-5eb, GR:0

[1  No - Oeb, GR:5, -1 WA(GR:15 for
electrothermics)

Step 6- Integral Laser Designator?
[1 None - 0eb

[l Sony - 25eb40% provides +1WA (other
60% aren't aligned properly), 15m range

[1 IEC - 45eb40% provides +1WA (other
60% aren't aligned properly), 30m range

[l IEC Phase IV - 100eb40% provides
+1WA, 30m range, IR or UV

Step 7- Colour Me Baby!

[l Primaries - Oeb, GR:2D10(Red, Blue,
Yellow, Green, Orange, etc)

[1 Pastels - 5eb, GR:2D1QFor your
daughter's 16 birthday!")

[l Marbled - 5eb, GR:2D10+1(Choice of 2
primaries)

[1 Pearlescent - 10eb, GR:2D1Bhimmery
marbled primary)

[l Matte Black - 5eb, GR:3D10(Cheaper
plastics with black dye)

Your Glitch Rating!

Tally up all the GR's you've picked up during gueation.
It'll be a number from 4 to the mid 50's (with raseceptions
in the 60's). Now check the number on the tablewel

GR Glitch
4-20 - No Glitch!
21-25 = Weapon always jams on a fumble in addition
whatever else is rolled.
26-30 - Weapon is prone to melting if fired tooichyp Roll
D10+2 for no. of rounds required to be fired ins&&onds to
cause weapon to melt.
31-35 - Weapon jams on a critical hit in additiorjamming
on fumbles
36-45 - Weapon explodes (dealing it's normal dantage
operator) when fumbled
46+ - Weapon suffers from 2 of above malfunctions
(determine randomly)

Oh yeah, in case you hadn't guessed, all Injedfiolded
Mindless Garbage is of Unreliable (UR) reliability.



The BlackHammer CyberPunk Project

=FY¥-THASRo-1H The toys on this page have been 'ported over astljias
possible from the Living Steel RPG (a high techasgrof

ADV' E DRY Phoenix Command) from Leading Edge Games. The grsph
gun names and designs are the copyright of Ledsiug
Games (© 1987, 1991) and were scanned and convested
LARGE CALIBERS ( )

without permission from the Phoenix Command / Liviteel
High Tech Weapon Data Supplement.

AP5 6mm & AP6 7mm Automatads

PST +1 J P 6mmLS 25 2 ST 50m 700eb
PST +1 J P 7mmLS 21 2 ST 50m 900eb
These caseless handguns have no external movitsg with all action
being internal. In case of a misfire, or to remawvehambered round, the t
slide can be pulled back and the round ejected etémmal top slide only
moves when manually feeding or ejecting a round.
The AP5 is a light automatic pistol adopted by &g 8ity forces. The AP5
is popular for it's light weight (2.8 Ibs), high amanition capacity and min:
recoil. The AP6 is based on the AP5 and was deditmprovide greater
stopping power. It has generally been supplanteth®yAP7.
6mmLS munitions are available in three types; FOHP & AP. Treat all
rounds as eing identical to similar 9mm Caselesads (2D6+1 damage)
except in price (twice the price). They use a sendilllet than the 9mm,
but with almost the same amount of powder backingnhmLS munitions
are also available in FMJ, JHP and AP variants,andreated for all game
terms as 11mm rounds (3D6 damage) except in prdeq the price).

AP7 7Tmm Automatic Pistol

PST +2 J P 7mmLS 21 2 ST 50m 900eb
The AP7 is a long barreled version of the AP6 aad the standard sidea
of LS Military units and heavy security until beingcently replaced in
active service. It fires the same 7mmLS munitiocnshe AP6 above. It is
also used by professional forces and is respeotetsfaccuracy and hitting
power.

FMP6 /| FMP8 Flechette Macime Pistols

PST/SMG +0 J P 1.5mm 60 2/3/24 ST 20m 1,100eb
Flechette guns fire small metal darts enclosedsatmt that protects the
dart during firing. The darts are unstabilized andnt on their aerodynarn
form for stabilization in an atmosphere. The rosnffers from an inherent
range limitation because of sabot ejection tipoff.
The FMP6 is a compact machine pistol designedlfordestine operations.
Its small size (10 inches long), light weight (#8) and firepower make it
popular undercover weapon. It's short effectiveyealimits its use as a
military weapon, but its excellent short range eletaristics make it
popular. The FMP8 is a product improved versiothefFMP6, with lighte
materials and an improved chambering system (Viabity, 1,300eb).
1.5mm Darts are available in three varieties:

Standard Dart (SD), dealing D10+2 damage at 1/2180 eb / 60 rounds)
Soft Steel Dart (SSD), dealing 2D10 damage at 3120 eb / 60 rounds)
Armour Piercing (AP), dealing D10+2 damage at 1?5(300 eb / 60

rounds)




FMPX7 Heavy Flechette Pitl

SMG +0/+1 J/L P 2.8mm 48 2/3/18 ST 30m 1,200eb
The FMPX7 is another compact machine pistol, ansl aesigned

specifically to defeat power armour at close rafdge FMPX7 turned out

to be rather heavy, had a limited effective ramg was not as effective

against ACPA as intended, but it did offer a gl of firepower in a
small package. This capability made it popular witfiitration and security

teams.
2.8mm Darts aravailable in the same configurations as 1.5mmabeisolc
in magazines of 48 instead of 60, cost twice ashnaund deal an additional
D10 damage beyond the 1.5mm dart.

SMG6 7mm Sub-Machinegun

SMG +1 L P 7mmLS 36 2/3/20 ST 150m 800eb
The SMG6 was designed for light military and setyuaiction against "soft
targets" (human targets without heavy body armgengerally against
civilians and rear-echelon personel). It is a cotiomal 7mmLS caseless
SMG in almost all respects. The carrying handlgaios the iron sights for
the gun, although optical sights can be mountethercarrying handle in
addition (and never are normally).
The 7mmLS ammunition fired by the SMG6 is identiwathat fired by the
AP6 and AP7 automatics above, and is effectivelgted as 11mm Casel:
munitions at twice the price.

SMP7 1.7mm Slivergun "Machne Pistol"

SMG +1 L P 1.7mm 52 2/3/20 ST 120m 800eb
The SMP7 is built on the same chassis as the SM@f the same ammo
feed system, firing mechanism and so forth, bacisally a radical
departure from standard Sub-Machinegun technologg.SMP7 fires
1.7mm Fin-Stabilized darts. The fin stabilizatiawes the dart a truer flight
and longer effective range than flechette dartkimgethe weapon ideal for
military and law enforcement activities. The safiretd from a slivergun is
much larger than those used in flechette gunsjsaddngerous to
unarmored targets within 20 feet and 60the weapon's line of fire. With
this area, the sabot deals D6 damage with a bashdrice of 1% per rour
fired that combat round.
1.7mm Slivergun Darts are available in three foemat
Standard Dart (SD) deals D10+1 damage at 1/3 SBelb52 rounds)
Soft Steel Dart (SSD) deals 2D10 damage at 1/28@ep / 52 rounds)
Armour Piercing (AP) deals D10+1 damage at 1/6 £80¢b / 52 rounds)

SMPGL7 SliverGun/Grenade-bBunche

SMG +1 N R 1.7mm 52 2/3/20 ST 120m 1,800eb
HVY +0 N R 30mm 5 2 ST 200m

The SMPGL7 combines a 1.7mm SliverGun and a 30memé&te
Launcher. The five-round semi-automatic Grenadentchar is the primary
system, with the slivergun serving as a backup weaihe slivergun uses

standard SMP7 magazines. The grenade launchenistetbabove the
slivergun and is fed from a magazine wich slingd the back of the

weapon. The five grenades are help end-to-enckimigazine.

The SMPGL7 was not produced in large numbers alosixp weapons are
generally unused in corporate warfare becausellateml damage to
expensive facilities. The 30mm Grenades are tresddgipical 40mm
grenades in all respects except size (30mm) artd tdstimes price).
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Convenience Arms created the world's first wideeadrPolymer One-Shot vending machines. The machiaesplaced in key
vending locations throughout the "RustBelt" of Best Coast. They quickly became the target of gdtagks, and it became quite
hazardous to have the job of reloading these (@itgangers would hang out around an empty mathiwaylay the reload team
and take their guns). Reload teams would be senwitlu more weapons and armour to protect fromehageats, resulting in a war
of escalation between Convenience Arms and theggantj it was no longer economical to reload thésiin question, and they
have since been left to rust away their days ik ddeys.

The second attempt &onvenienVending Machines has been much more successfakertinits have been built into the outside
walls of firearms and munitions stores in majoresit They are reloaded from within the store, dedshipments of reloads are
brought in with the store's regular shipments.

Convenience Arms polymers use an aluminum barkirernal workings wrapped in a cheap polymer gamyour choice of
colours. Although somewhat more reliable than nRmdymer One-Shots, these guns are without a ddtéecheagazine and are non-
reloadable. There is also no feed port or ejectictem, so if the caseless system does jam, theway to clear the jam other
than buying a new gun.

CONVENIENCE ARMS DISPOSABIE

PST.+0.J.E.10mmCL.10.1.ST.50m. Tbe
It's everything described above and more! Availatité the custom "Easy Pull* Trigger System (ROF:2, +25eb) and a huge
selection of styles and finishes, this is to@venienway to arm your teen!



Machine Guns

of Loving Grace

Your OneStop Superior
Militech Ronin Shop

The M-20 or Militech Ronin has been the US Armyandard Assault Rifle for years, and has spawnetyrapecialy versions fol
various special ops teams during it's lifespan. Ntwat the Ronin is slowly being replaced by the IMaf Revised (the M-20A4) in
service, many Ronins are making their way to thenomarkets in the US and abroad.

At Machine Guns Of Loving Grace, we now have onchararge collection of Ronins and Ronin SpeciBityducts, all fully
restored and in prime operating condition, manyisttheir original packaging and packing greas¢his day.

Militech Ronin Standard Edition
RIF-+41-N-C.-556mm-35-30-VR - 40

The Militech Ronin standard edition is the cladgjbt
assault rifle of the modern battlefield, now aviaidato
MGOLG customers worldwide at the bargain price o
450eb. Measuring in at 35 inches in length, it oméighs
kilograms loaded. The illustrated weapon at lefbdias
special imaging sights, available seperately atM®0OLG
outlet.

Militech Ronin Compact Edition
RIF-+1-N-C:556mm-35-30-VR - 30

The Militech Ronin compact edition was used by US
elements and urban fire teams. The Compact editisn
both a shorter stock and forend assembly, but still
maintains the excellent balance and performantieeof
standard M-20. MGOLG has some Compact Editions
sale, and we also modify standard edition Ronins t
Compact Edition on order. Compact Edition Ronissdit
500eb.

Militech Ronin "TommyGun 2020"
RIF-+1-N-P-11mm - 35/100 - 20 - ST - 200

The 21st Century answer to the famous Thompson SuhieGun,
Chambered in the mighty 11mm caseless load, aind) @t a
controlled 600RPM, the TommyGun 2020 has the optafrioading
35 round magazines from the 11mm Commando editid90 round
drums specifically designed for it. The TommyGur2@®bas an
assault-style foregrip and full stock and retaflS@0eb. It is also
occasionally available in 12mm (Rare, 1,100eb,&Mds or 100
drum, ROF:20)




Militech Ronin Commando Edition
RIFISMG - +2 - N:-P-10mm -40-40- - VR - 200

Based on the success of the M16 commando editabrasr(bered in
9mm), various commando units converted the Comipdition
Ronins to fire the caseless 10mm pistol load. Teapen is very

accurate as the heavy weight and long barrel alowspletely cancq

any recoil felt from the high rate of fire. Ronim@mando 10mm's

retail at 625eb, and are also available chamber&dim (600eb),

11mm (700eb, 35 rounds, ROF:20, ST reliability) 42dm (800eb
WA:+1, 30 rounds, ROF:20, ST reliability).

Militech Ronin "StealthPlus" Edition
SMG -+2-N-P-10mm-40-20 - VR -200m

In military parlance, these weapons were refereastthe M-20SD.
Containing an integral silencer and bolt catch,"StealthPlus"
variant was used in situations where the Hecklé&wo&h Mp-2013
would be found in corporate teams. Once again,ilrscminimal at
worst, and non-existant most of the time. The ondjor draw-back
of this design is the size, being too large to eahi most situationy
The StealthPlus 10mm retails at 700eb, with thal8telus 9mm af
650eb. A .45 ACP (cased) edition is also availall,is Rare

Availability and retails at 800eb.

Militech Ronin "Stealth" Edition
SMG -+2-L-P-6mm-40-40- ST :200m

The original integrally silenced edition of the Rarthe Stealth
edition was used by anti-terrorist teams and squeeial forfces, bu
the 6mm munitions are considered tight for serious military work
This is also one of the few Ronin editions tharsall enough (due

the complete removal of the weapon stock) to beealed. The

Stealth Ronin retails at 500eb.

Militech Ronin "American Suranam"
SMG:-+2-L-P-.177-60-30 ST - 200m

The single smallest Ronin conversion, this onex@usive to Machine Guns Of
Loving Grace. Integrally silenced and converteéirmthe .177 Explosive round
(D6+4 damage) of the Suranam Machine Pistol, th@méAcan Suranam" is light a
easy to handle while still loading a deadly antitigmmo load. The "American
Suranam" retails at 550eb

All Ronins and Ronin variants can have extende@ci#ipmagazines purchased at the normal priceG®6 &dditional capacity, and
there is an adaptor available to allow Arasaka Mind0 magazines to be loaded into the Ronin 10massik.




Your OneStop Superior

Traveller Rifle Shop
Out of the detrius of the failure of Armscor durithg collapse (a South African arms amnufactumg, of the survivors veaa sma
arms CAD and Design firm called Traveller. Travehad some small scale weapon sales using aimitafiinum bodied hunting
rifles until Militech started enforcing their claion the Armscor patent line that they had purchasedrly sending Traveller out of
business (as their designs were all using olders&omupper receiver units).
Traveller managed a few in-house designs that weed by game wardens throughout Africa, but héid Bppeal through the rest
of the world dominated by the major armament firFigally Traveller managed to strike a deal withitlold adversary Militech in
late 2019 to market their new line of high-reli#lgiHunting and Paramilitary Rifles. These weapathshare a common heritage to
the Traveller Game guns used for the last decatteigame reserves throughout Africa and are rfotettheir long-term resistance
to poor treatment by undertrained users. Whatrigans to you is these guns can be bought for yntirtg seasons, and do not
require constant attention and maintenance to trere ready for the next season, even if you mfesvan between.

In game terms, althrough these weapons are onlelbility, their reliability will not be compronsied by light to moderate
mishandling (getting the weapon dirty, wet, notoieg after use, etc).

As a side note, all the images are scans from wafidegaTraveller basic game books (although theg il seen some amount of
editing by the Hound) and are copyright by the m@funct Game Designers Workshop and whoever clyrewns the
MegaTraveller line.

Traveller Range Carbine Model 14b

RIF-+1-N-C-3D6(.30) - 20 - 2 - ST - 300m

The first of the line, the Range Carbine is in bgenost Game Wardens and Park Rangers in thq
game reserves and national parks throughout Afaicd,has been in use here for almost a decad
throughout the various models (dating back to tlelé 3 with wooden furniture instead of the al
polymer construction of the current models). Td swst export laws for civilian firearms, the pis
grip is mated to the thumbhole stock assembly, wbantains the magazine loaded in by lifting t
buttplate of the stock in a similar fashion to Heckler & Koch G11.

The action is a classic .30 Carbine in a gas-aetidomatic. This old-world cased ammo is still g
to produce in fair quality and was selected feraéndurance in the field. The magazine is quite
unusual in shape and design, having to feed imt@tin parrallel to the action, but the feed
mechanism is quite standard and reliable, withefhetion port firing the casing directly upwardsl
forwards of the gun, making it good for ambidexsase. In this configuration the Model 14 reta
for 350eb.

An export model, the Model 15a, is available witklightly longer stock (1") and which feeds
standard cased 5.56mm (.223) ammo. It is just imgtéine marketplace with a list price of 450eb.
the urban marketplace, the foregrip in both modets easily accomodate a laser sight or tactical
flashlight rig without changing the silhouette bétrifle.

Traveller Advanced Range Rifle
RIF-+1-N-C-5D6 (7mm)-22 -2 - ST -400m

A full-scale rifle with a caseless action, the Adead Range Rifle (ARR) is otherwise very similatte
Range Carbine, with thumbhole stock, reatry magazine feed and a standard blowback gematthis
rifle has recently been issued to some warden$asdeceived favourable reviews. The caselessac
is at least as reliable as the model 14's old-sig#ed action, without an ejection port to reduteye
points for dirt into the gun. There is a small atm the top of the gun that can be opened to clear
misfires, but this is a manual operation, and #edssare excellent to prevent contamination of the
chamber.

The low index of the barrel and the long lengtloaféd by the bullpup action reduce felt recoilo a
almost negligible impulse, slightly less than tleel€rated Arms rifle with which it shares the basium
Caseless action.

Again the foregrip is empty and allows for the eadglition of a laser sight or tactical flashligiy r
without change to the weapon's silhouette.

The basic TARR retails at 400eb, with a 5.56CLiediait 450eb and in the PacRim 5.5mm Caseles:
indonesia) for 400eb.




Traveller Assault Rifle Model 22

RIF-+1-N-C-5D6 (5.56CL) - 30 - 1/20 - 8T0m

Traveller's first exclusively military weapon sinde turn of the millenium, the Traveller ARM22 was
designed as a low-cost competitor with most mo&esBmm firearms and retrofits. The feed and firing
mechanism are seemingly identical to the M16 casdiellpup retrofits, and the rest of the gun felo
suit. Instead of the hard polymer shell of all thieer Traveller designs, the ARM22 is primarily reauf
sheet metal stampings with a fairly standard polypigtol grip and forend. The magazines are in ahimg
all ways identical to those of the M16 series, arelinterchangeable with them. The forend is albksla
a variety of configurations, with laser sights acttcal flashlights easily assembled into the uBlitown o
the left is the standard forend with integral lasight, but other desings including slimline, adisguips,
etc are available direct from the factory or asrafharket kits. To date, the ARM22 has not bedddid
with any corporate or government armies, andiglg fperfomance is yet untested (but fear not, rge a
going to bring a few on our next savannah expaditiotest the claims made by the manufacturer
regarding the same reliability as their other wee)oThe weapon at left is illustrated with lasghsand
Bushnel InterloK” smartlink system, but almost any configuratiosighting systems and electronics ¢
be mounted. The ARM22 is marketed in North Amesgta very reasonable 600eb, with choice of forg
designs.

Traveller Advanced Assault Rifle

RIF-+1-N-C:6D6-1(6.5mm) - 30 - 2/20 - 800m

The Advanced Assault Rifle (Model 24) is a carryobetween the Model 22 and the rest of the Trawéiie.
The style of the weapon is similar to most othdymer-framed bullpup Traveller series rifles andotiae, but
like the Model 22, it uses a magazine that is Idadeo the bottom of the gun instead of the balsl4stmaking
it easier to load for those not accustomed to ése af the Traveller rifles. The domestic versipsald
chambered in 5.56 Caseless, the same load as ttiel [2®, for maximum interoperability within a forCehe
Model 24 is targetted for sale to small thrid wamktions who want a disticntive gun firing a standdammo
for their officers. The firearm illustrated at righas been rigged with a top mounted laser sightlition to
the standard ring sights supplied with the gun. &keort edition is chambered in 6.5mm Hybrid dué'so
rapid climb in popularity. Unfortunately what thiseans during the fourth corporate war is a lotexfgie
buying the gun but being unable to procure the araslilitech stopped selling the round to be ablsupply
it to their own troops for the duration of the eggment. Both editions list at 900eb per unit.

Traveller Assault Carbine

RIF-+1-N-C-5D6 (5.56) - 20 - 2/20 - STON30
HVY - +0-N - C . 25mm Grenade - 4 - 2 - ST - 300m

The Assault Carbine is quite simply the Range Cerlfh.56mm export edition) with a select-fire astand
an undermounted integral grenade launcher. Dueeio hew deal with Militech, the grenade launcher
(originally slated to be a 35mm GL firing proprietgrenades) is a custom version of the classiaédth
25mm system, allowing it to use a standard gret@att which broadens it's appeal to many more users
The Grenade Launcher uses an integral magazinecafrils with a standard semi-automatic feed. Fitfireg
GL requires flipping a selector switch to GL, ahdrn the standard trigger is used.

The action of the weapon is pure 5.56 gas-actioe@gain the magazine slides in from the bachettock
but the feed mechanism inside looks like the feethfany number of mid to late 20th century asS@las.
One end-user complaint that the unique magazirdedatailed was the inability to use extended mamgezi
but this is countered by the the same system'gyatailkeep dirt and other contaminants out ofgistem.
The system lists currently at 950eb.




Traveller Advanced Combat Rifle

RIF-+1-N-C:5D6 (7mm) - 22 - 2/25 - ST m00
HVY - +1-N:-C:25mm Grenade - 4 - 2 - ST - 300m

Grenade Launcher slaved to it.
User reviews are similar to those for the Carbivi¢h the same shortcomings and the same advantages.
The main selling point of the weapon are the nunof@mmo configurations available. 7mm Caselessfthe

Federated Arms LA15), 5.56mm Caseless, and 5.5nmRRifa Caseless, each weapon system currentlyalists
1,100eb

The Advanced Combat Rifle is at heart the AdvariRadge Rifle undergoing the same treatment as thaults /a) |
Carbine above. The weapon has been converteddctisel fire and has had an integral 4-shot 25mnitédih "":'
&l
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The BlackHammer CyberPunk Project

Personal Armament

The SkullBruiser Crowbar

This baby is just the thing for splitting the headisossers who get in your way. This heavy ironiba&oated with a colorful, textured, rubberized
shell for a non-slip grip and easy cleaning. this best bone crusher for your euro and that'slhothe Skullbruiser Crowbar makes a great
lockpick for those hard to open doors and thedtats are notched for opening your bottles of bk&Wwat more could you ask for from a skull
mangler?

A Real "Bastard" Sword
This dangerous weapon was designed for fuckingoup gpponent one way or another.
The 20-inch, carbon steel blade is serrated thueetes of its length along one side ¢
serves as a limbsaw for close quarter combatsdt mlakes an excellent slashing
weapon and sports a knuckle guard encrusted witpstpikes ina neutral black, non-
glare finish, for the killing blow.

What really makes this weapon outstanding is itged, offensive capabilities. What's
that you say?Ranged attack abilities in a sword? Tell me moiy'simply depressing
the hidden stud on the sword's grip you can ladhetentire blade deep into your
opponent's friggin' face from up to three meteray@vimagine his surprise!

This weapon is really a short sword or a long knifet an actual bastard sword. It
works as a normal melee weapon (using melee, noirfg) until the stud is pressed,
then it requires an athletics roll to hit. It is i likely that the wielder will gain +5 to

hit for surprise. It has a maximum effective ran§éhree meters.
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Strapper Assault Rifle

This is perhaps the most popular aweapon of thexibeent of Water and Power's
security forces. It is an assault rifle commonttefil with laser and low-light sights.
Capable of firing in single, burst or fully autontamodes, this weapon is so versatile,
you won't need to carry anything else. The undersfdhe grip serves as a bottle
opener and the barrel has a retractable bayonet.

e [wn ] [ssct e
Dart Pistol

This weapon, often refered to as the "fart gun" wuthe trademariwhoosynoise it makes when it fires, is the closes thing silent long range
weapon around (besides throwing rocks!) The daetdaainched by a small, refillable canister of comsped air concealed in the grip. The darts
can be fired alone but also have a special compaitio carry a chemical load such as poison orghaut drug. The dart has to deal at least 2
damage to the target for the toxin to take effect.

Standard toxin loads for the Dart Pistol are Blagled Dick and NapTime 20-20.

Black-Eyed Dick So called because the poison causes the victgo fmle and look as if he or she had just beesngivpair of blackened eyes. It
deals 4d6 damage to the target d3-1 turns aftectiop and costs 20eb a dose.

NapTime 20-20When a character is drugged with NT 20-20, hégovi fogs up and he usually passes out. It de&isi&thage to the target in d3-1
turns. Half this damage is "stun" damage. If thigaafails the stun save vs this damage, his iscKed Out for D6x10 minutes. Regardless the
target is at -1 awareness for every 6 damage bgdlte toxin as his vision blurs. This lasts D6+1xdinutes (or ten minutes longer than the
duration of the knock out if the victim is knockedt).
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Razor Rang

This weapon is truly the perfect hybrid of form dndction. Almost a work of art in itself, this lhaped blade when thrown will
return to the thrower provided it encounters litdgistance (nothing larger than a bird or a huaram. It is crafted from metallic-
looking plastech compounds which make it nearlgtetr resistant and its sharpened edges neveiditifi.a little practice, this
weapon can slice through a man at ten meters. Whgttu are a sportsman or a homicidal maniacwkepon will appeal to you.
If the user's Ref + Athletics is 11 or higher, @hd razor rang doesn't hit anything, it will retuta the wielder the same turn as
thrown, at the end of the round. If the wielder hasved over 2m in that time, it will require a 8§ athletics roll to catch it, +5 dif
per meter beyond the second moved. It has a rahBOD x 10 mete

ol 11 [e [0z

DangerBall

This weapon is the latest in multi-functional ofere capabilities. And
it's compact too - in it's inactive mode, thidditbeauty is about the size
of a baseball. Of course it is smootha nd metgHay, but it could be a
large ball-bearing, couldn't it?

But activate it by turning it clockwise (or in tlegpensive version by
your own personal code words or phrases) and itwaninto a deadly
knife knuckle wepon, OR a grenade with a timer of up to three neisit
Definitely breaks the ice at parties.

Danger Balls cost three times the cost of the eddent grenade. The
voice activated versions cost twice as much asdinmal danger ball.
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TechnoMancy Design's

Eagle IV SubMachineGun

The Eagle IV design is based almost entirely orinbeedibly successful Arasaka WMA
"Minami 10" SubGuns, but with significantly "chueki styling. It was actually designed by two
members of the original Minami 10 team, but incagted several aspects that were not
incorporated in the WMA. It has been designed ftbhenground up to use over-pressure 10mm
caseless rounds with significantly greater gassuresthan the standard 10mm CL. The heavier
receiver assembly to handle the overpressure rquandially explains the style of the weapon.
The 10mm over-pressure rounds are sold as 10mmTDTP ammo and is marked with a blue
stripe around the base and a red primer to disshgtifrom regular 10mm loads. It is not
recommended for use in other 10mm weapons, budttleecsame dimensions and can be used
interchangeably (at a -1 Reliability) in most otheyapons.

The TD Eagle IV also incorporates a heat-residtantel and receiver group for reliable
sustained autofire, a design "oversight" in the WMAs illustrated above with a factory
standard 20 round magazine (for more comfortahig/rand also comes packaged with two 40
round magazines (interchangeable with the magahioasthe WMA).

Image stolen from the Necromunda rule book and Gaenes Workshop

Deltal0 Security Shotgun

The DeltalO is a heavy-built yet smitkme combat shotgun. As with most combat shotgtine
weight is fairly heavy compared to most other sfleo as to minimize felt recoil for rapid target
acquisition. The Deltal0 is designed to be a nmalgé-security tool, useable with Gel-Baton
rounds to subdue crowds or loaded with long-rageé 3PS slugs for use as a shiper weapon.
The Deltal is fairly unique in general design dedks and feels more like an assault rifle, and
comes equipped with a high-intensity adjustablerlagyhting unit (+1 WA included in stats at
right).

Much like the special laser sight designed forSkein & Wasserman Ti$tar Revolver, the las
sighting unit projects a signle dot in the centiréhe point of aim, and another circle around the
dot, indicating where the buckshot will spreachds several settings allowing for the variety of
loads available for the modern shotgun, and hageiorange than a generic shotgun or pistol
sight since the Deltal0 is equipped for longer-easigooting with the APFSDS Slugs.

The weapon itself contains it's ammunition intelsnakith an eight-round capacity. A design for
the DeltalOc includes a bullpup detachable box miagabut is not yet in production. The
trigger set includes three settings for firing, &S@fill not fire), Single (ROF:2, fires one shotrpe
pull of the trigger) and Double (ROF:2, fires batiots with one pull of the trigger as a two-
round burst with +2 WA, D2 rounds hit). Double mageffective for crowd suppression as the
quick double-tapping is quite intimidating.

Image stolen from the Necromunda rule book and Gaenes Workshop
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Welcome to the Hunter's selection of Handguns

"We need BIGGER gunS..Di&'k Dirken, Split Second

Hunter Firearms Inc. is botha manufacturer anttidigor of fine weapons. If you have a specialayrdve'll be happy to fill it for
you (within 4-8 weeks), and no request is TOO sillyveird for us.

NOTE : All guns on this page are either adaptatmfrsxisting 20th century firearms, or new desigased on weapons presented in
various Anime, or Movie releases.

Century Gun Model 2021 NEF Ultra / Ultra Mag

A P T

PST +2 J P .22/.22WMR 9/6 3 VR 50M $150.00
PST +2 J P Varies 6 2 VR 50M $2,000

The NEF Ultra and Ultra Mag double-action revolveliampion

This monster of a handgun was designed to appeabtgrowing reliability, accuracy, and inexpensiveness in asitalooking
demand amongst various individuals looking for stom gun, that package. The Ultra model uses a 9 round cylinderisushambered
lacked a custom gun's price. In order to meetdbimand, Hunter to fire cased .22 rounds while while the UltraMagdel uses a 6
Specialty weapons is proud to have revived a dassigun design, round cylinder and is chambered to fire the ca@2dVinchester
but incorporated a few improvements along the \Each gun Magnum Rounds (1D6+3, $0.15).

includings a built-in laser sight (+1 acc), custgrips, recoil

compensators, a matching leather gunbelt and h¢Bteds Hunter CAT

capacity), a light armored guncase (SP:5), andhactpaning kit.
Each gun is custom-ordered by the individual uakoW 2-4 weeks
for delivery) and it uses brass-cased ammunitiailayle in no
fewer than TEN commonly used calibers (.44, .45@AE, .525,
.577, 14mm, 5.56N, 6.5, 7.62S, and 7mm CAN) aloitg five
more rarely encountered calibers : .30-30, .375Wib,70,
.444Marlin, and .50-70 which are what the gun wagirally
designed for and are currently being manufactusedunter
Specialty Weapons on a custom-order basis onlyigmim order 50
rounds - allow 1-2 weeks delivery for any ammo tggiger than
FMJ, HIB, HP, and AP which are kept in stock anlg takes 3-5
days for delivery). The gun is also available vdifierent length
barrels (stock barrel is 6.5" long) for an additib$200. Optional PST +0 P P .400CB 6 2 VR 50M $250.00
lengths include 8" (60M range, L concealable), (@M range, L),
12" (80M range, L), and 14" (90M range, N, +1 ACBDD
Minimum : Varies from 8 to 15 depending on Caliber! An updated version of the IntraTec CAT series hamdgsing
improved materials and construction, the desigrois lighter and
more reliable, but also every bit as affordabléefere. Another
improvement is the chambering of the 400 CorBotriclge which
offers serious stopping power, in a small package.




Hunter DFH

PST-3P P 6.5CL 21 UR 200M $100.00

The Hunter DFH (Disposable From Hell) is the ultiempocket
disposable handgun, chambered in 6.5CL. How didenachieve
this wonderful feat? Simple, we designed a dispesgin that
comes shipped from the factory in 3 pieces in éegdaag. When
you ReALLY need to use the gun, you simply slidd anap the
three pieces together. The barrel assembly and amimeogoes in
one pocket, the handgrip/trigger assembly goesdather, and all
three snap together in seconds (an experiencedaseanap one
together in about 3 seconds). When you've expetiged rounds of
ammo, you can either throw the gun away or ordesva sealed
magazine from us for $50.00. Do note: The religbdind accurace
of the gun will drop one level each time a new tabmagazine is
fitted to the gun. Do to the heavy recoil of a @.56und, this gun
has seen sparse sales outside of the full-borgena@lOD Minimum
=12!

Hunter GAL

PST +1 J P .400CB 15 3 VR 50M $750.00

Another improved design, now manufactured undetHieter
brandname, the GAL is a M1911 style combat handgoambering
the 400 CorBon cartridge. Like other Hunter produttie list of
standard features is extensive and includes reoaipensation,
custom grips, a skeletonized trigger, and a doublemn magazine.
Included with the basic gun is a second barrelctvican be installed
in place of the .400CB batrrel, enabling the gufire.45ACP ammo
again. Also available in an deluxe model which uidels an laser-
sight intergrated into the gas-return, and ET-Epkarent (special
order, 1-week wait, but also includes the secomtehor only
$1499.95. Switching barrels is an easy weapongotitland takes
15 minutes.

Hunter V10

PST +1 P P .45ACP-ETE 10 3 VR 75M $1200.00

Hunter's only handgun to come standard with El&tteomic
Enhancement is based on a 25 year old Springfigicofy
M1911A1 variant. Combining pocket concealment, HRfBF, and a
powerful cartridge makes for an interesting backug@apon.
Includes an intergral lasersight, custom grips r@edil-
compensators as standard features.

Glock Competion Series

GLOCK 17L/24 COMPETITION
Calibers: 9mm, 40 SEW. Barret: & inches,
Welghts 23 ozs. Sights: Fixed,

PST +3J P 9mm 17 2 VR 60M $600.00
PST +2 J P .40S&W 15 2 VR 60M $850.00

The Competition model Glocks come factory equipwéd slide-
lug mounted laser sights, and extended barrelsomhesignificant
difference between the 17L (9mm) and the 24 (.40$&/the
capacity of the magazine, the caliber, and th&itgss of the gun (a
slight difference, but noticeable to any Glock owne

Glock Compact Series

PST +2 P P 9mm 10 2 VR 50M $500.00
PST +1 P P .45ACP 9 2 VR 50M $600.00

The Glock compact series of guns, come in the salilgers as their
full size siblings, but in a much reduced packdde Models
include the 26 (9mm), 27 (.40S&W), 29 (10mm), add 35ACP).
Treat the model 27 and 29 stats the same as thel 809, which
are given above. Most users find the small gripset@ bit of a
handicap though, and elect to use extended magawitte a +1 or
+2 floorplate to get an extra finger onto the gf@omncealment
remains P in either case). These updated modstsipdited
exclusively by Hunter Speciality Weapons, includdrgergrated
laser-sight located in the slide-lug.



Militech 88 Magnum
"It Shoots Through Schools..."

PST+2 L P 8.8mm 8 2 VR 100M $1000.00

Militech's new entry into the "My handgun is bigdlean your
handgun” category employs a massive revolver fran®" long
barrel, and the new 8.8mm Magnum caliber. The brassd

cartridge is as long as many rifle cartridges drednbassive cylinder

holds EIGHT of them. Given the long barrel desitpis is not a
comfortable gun to shoot one-handed for long petibdt it does
have long range and a nifty slogan...

Hunter Platypus

PST +1J P 11mmCL 10 2 VR 50M $565.00

The Hunter Platypus is a waterproof autopistoljgiesi for
Amhpibious Covert Op teams who needed a gun thelgasse
above or below the water. It combines a sealedagdsn, with
water-proofed (double cost) caseless ammunitior.gun comes
features an underbarrel-lug for fitting a smaltitad flashlight or
laser-sight (blue-green lense). When loaded withrduhds, it
makes an decent gun for penetrating HardShell gigirits.
Maximum design firing depth for the gun is 500 mete

Hunter B92

PST +1J C 9mmCL 18 3 UR 50M $75.00

A stylish-looking, polymer automatic pistol, thatmoes in several
two-tone colors (the lower half is always blaclairfy dependable
and because of the built-in recoil compensatiom{useoprene
grips and a heavier slide) the gun is popular erstheet. Includes
two magazines of +P ammo.

PST +1 P P 6mmCL 10 2 UR 50M $275.00

A compact hold-out gun, featuring an underbarrettasight, and
real wood grips. While it has the look of a verghriquality
handgun, the Sekident is actually of mostly plastiostruction.

Hunter 38Lite

PST -1 P C 6mmCL 8 2 UR 50M $550

A stylish-looking, polymer revolver, that comessieveral
translucent colors. Manufactured of relatively ghp&stics, the
biggest selling feature of the gun, besides thetseelooks (which
let you know when some internal part has brokenitniiime to
throw the gun away) is the fact that it comes &ubke of replaceable
cylinders w/CL ammo that come in six different amsoub-types.
The gun is a break-open design, and the barreffdiitvard to allow
you to extract and replace the whole cylinder gyiekd easily.
Each gun is available in six different colors, &adh color is unique
to the specific ammo subtypes (Green = Normal, Bldd®, Pink =
HP, Green = HE, Red = DPU, Purple = Gel). Reloduthdgrs cost
$5 for normal, $7.50 for AP/HP, $10 for HE, $15 RfPU, and $5
for Gel, and each gun comes with one loaded cylinflehe same
color as the gun. Do the variable ammo loads, thns ¢nave earned
many nicknames on the streets for the differertrsofPurple
Bruisers, RedChrome Killers, Pink Bunnies, Blue kies, etc...).

PST-1P C11mmCL 7 1/2 UR 50M $60.00

The Hunter POLY-11 is the ultimate expression afagh
disposable, and powerful polymer handguns (THAT DDN
REQUIRE A CYBERARM TO USE). There are only 5 moving
parts inside the gun (two springs, the bolt, tiggar, and a slide
over the internal magazine. The ROF is so low beeduses a
manual bolt, that must be pulled back to cock tine gach time you
wish to use it. But it does pack a mean punchHerrice.



Hunter Echidna

PST +2 J P 3mmNdI 20 2 ST 50M $600.00
HVY -1 L P 13mmHVG 5 1 ST 50M N/A

The Hunter Echidna is a combination 3mm Needleguhside-
action 13mm High Velocity Grenade Launcher. Theppedary
13mm High-Velocity Grenades use a hollow core gadiesign
containing a unique needletrap in the base plateighites the
propellant ONLY when a 3mm needle is fired intoTihe HVG are
available in several lethal and non-lethal modettiding Gel-
Baton (1/4SP, maximum damage : 1 pt real, the nedeaiall stun),
White Phosphorus (3D6 burn damage in 1M burst sadlilus 1D4
per turn for D4+1 turns to all affected targetslE$H (3D6, Armor
Useless & Damaged 1 level automatically), All-brsksst (3D6,
Shotgun hits table), Solid Slug (3D6+3, 100M ran@égchette
(3D6, AP, Shotgun hits table, useless against aarar), HE
(4D6+2, 1m Burst effect, half real / half stun tbadfected targets, -
1 stun saves, armor damaged reduced 1 level,ehétpated), and
HEAT (4D6+2, 1/2 SP). To load the grenades, yoipkiralide a
clip into the lug under the barrel (concealibilitsops to L with clip
in place), depress a safety switch on the sidhefjuin in front of
the trigger, and then the next time the slide @ngtin is actuated
(either by firing the gun, or manualing working ti&le), the clip
will feed a grenade into position in the barrelpBessing the safety
switch again will disengage the GL mechanism. Wthilegun is
often mistaken to be a polymer one-shot due tbright neon colors
(its just paint), the gun is actually constructédnostly steel &
aluminum alloys.

Hunter Desert Enforcer

PST +1 J P .44 CA/CorBon-ETAE 7 2 VR 90M $1,500.00

The Hunter Desert Enforcer is a very heavy pistblanly chambered for the .44
CA/CorBon ammunition, but an ETAE version of theranmition at that. The gun
has attracted amazing sales since its introductieen with its high ammo costs,
specifically because of the many specialty roundslable for the gun.

Hunter POSY-12

wii i Aee

PST -1 P C 12mmCL 6 1/2 UR 50M $75.00

The Successor to the original POSY (now marketel@®OSY-
11), the POSY-12 uses the same tried and testéghdmsd
construction, but now in 12mmcCL. Its also one & $mallest
handguns available in 12mm, unfortunetly this Ignifte magazine
capacity.

Hunter DL357 Magnum

PST +1 J C .357CL 10/20 2 UR 50M $150.00

An inferior copy of the H&K SOCOM pistol, availabeith either a
single column 10 round or a dual column 20 roundazae and
chambered in .357Mag caseless. The gun featuresder-slide

mounting lug for a tactical light or laser-sightdais of largely
polymer and light alloy construction.



Welcome to the Hunter's selection of Submachines@um Machine Pistols

Calico M960A

SMG +2 L/IN P 9mm 50 25 ST 150M $950.00

Calico's 9mm SMG features their standard helicad fmagazine
design (100 round magazine optional, reduce comegdlto N),
assault grips and a folding stock. A carbine maslalso available
for $1200 with a fixed stock, sling and the 100mdunagazine
(reduce concealability and raise accuracy by 1l lexeh).

Hunter Imperial

SMG +1 J C 9mmCL 15 3/25 UR 50M $100.00

A stylish-looking, polymer machine-pistol, that cesnin several
two-tone colors (the lower half is always black)ita lower ROF
than the Teen Dream 2000, the Imperial is morerotiable and
less prone to malfunction. The Imperial offers oy modes of
fire, 3-round burst and full-auto. Comes with tw®rbund
magazine filled with +P 9mm ammo and one emptya2kd
magazine.

Constitution Arms GU-15 Gun Pod
M GU-15 Gun Pod

SMG +4 N P 5.7 120 30 ST 300M $1,200.00

The Constitution Arms GU-15 Gun pod is one of timeiwest entries in their new

series of gun pods, designed for the para-militaayket. Combining a cooling

shroud and gas-venting (+1 ACC in full auto-fird)hwa large ammo capacity, the

GU-15 is optimized for sustained fire-support otierss. Due to its size, and
large capacity of 5.7mm brass-cased ammunitioa gtim pod is considered by
many to be more of an under-powered assault-fii@ & heavy submachinegun.
Located just above the barrel at the front of the ig a built-in laser sight.
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Magnum-Opus .666 "HellStorm"
"The new Magnum-Opus Hellstorm, 6.66kg of .666
Magnum firepower..."
R e

SMG +0 L R .666 15 3/15 UR 200M $5,000.00

While the Magnum-Opus .666 "Hellbringer" was a pdulehandgun, it wasn't
exactly a brisk seller, outside the full-borg mar&OD Minimum = 15!) so
Magnum-Opus decided that their next model using886 round, should exhibit
the same level of fear in opponents, but also beeetor the above-average joe
on the street to use. Initial designs called fory adding a foregrip to the
"hellbringer" allowing 2-handed use, but it wassoealized they could
drastically improve on sales by offering a full-awersion. Built on a heavy SMG
frame, the gun's biggest shortcoming is the vergitian it was designed to use.
Keeping the gun feeding the large, brass casedisofeeding reliably was a
challenge even the engineers of Magnum-Opus weableno overcome.
Capable of Semi-Auto (BOD Minimum 7.5), 3-round $t8r(BOD Minimum 11)
and Full-Auto (BOD Minimum 13). The gun comes fagtequipped with Smart-
porting (+1 ACC full-auto) and a spring-loaded falgtstock that opens
automatically by depressing a thumbswitch besidegtip (reduces BOD
Minimum for full-autofire to 7.5 when open, but texs concealibility to N). Due
to a unique twist of designer genius, the fullyded weight of the gun is 6.66kg,
which has made for a catchy jingle in blip-vertstfee gun.

Hunter Gun Pod Sniper

SMG +3 L P 5.7CL 60 2/3/30 VR 300M $1,500.00

The Hunter GPS is a compact gun-pod style SMGgdesi for the black ops /
sniper role. The gun features a helical-feed magairi the stock, bullpup-layout,
an intergrated silencer/flash suppressor, a Phatesér sight is installed in the
foregrip under the barrel and a 1.5-6x optical ssiglmounted on the carry
handle. Able to reach targets at a respectiblantist and when loaded with sub-
sonic ammo it is almost completely silent.

Welcome to the Hunter's selection of Rifles

Mauser M9665



RIF +3 N P 6.5 10 3 VR 400M $500

The classic Mauser model 96 set the record faedadolt-action
rifle of all time at 3 rounds in 2.3 seconds batk 997. This
updated version of uses 6.5mm cased ammo, but cdlibers are
available on a custom order basis including 5.88ious 7.62 sizes,
7mm, .30-06, and several large magnum calibers.r@ajer
improvement was the replacement of the old intemmedazine
setup with a simple removeable box-type magazirengement.

Hunter AR10

RIF +1 J/N P 5.7CL 8 2 VR 200M $150.00

The AR10 is a compact rifle that can be disassetnitel stored
inside the hollow stock. The gun will float eitteessembled or
disassembled, and the stock is made of a waterpadgfer. When
loaded with sub-sonic ammo and fitted with the ami silencer the
AR10 becomes an excellent sniper rifle for thosa dudget. Both
the optional silencer/flash suppressor ($200) aiital/laser sight
package ($350, +1 ACC) fit inside a waterproof pudy storage
cylinder (that also floats) and you have a nice tishdpackage.

Militech GateCrasher

RIF -2 L P .300WM 10 2 ST 200M $600.00

Militech's new entry into the whippet category af-down rifles
and shotguns has surprised many by offering a geaétration
caliber in a compact package. Using the same .300'%vd as
their new Cyborg Rifle, and by employing a gasattisemi-
automatic action, along with a 10 round box magazatong with a
price lower than their competitors in the catergading Militech
GateCrasher is sure to be a brisk seller

RIF +3 N P 7.62N 10 2 VR 600M $1200.00

The Sako TRG-21 is a high-quality EEC Sniper nifésigned for
military & Police use, but also marketed in Norttérica for
civilian use as a long-range target rifle. It irdg a 6x Optical
Scope, Custom Longarm grips/stock, a bi-pod, amlizzle-brake.
Due to the use of brass-cased ammo, and the rédsqrace, many
users opt for Electro-Thermic enhancement.

H&K G36K Carbine

RIF +3 L/N R 5.56N 30 30 VR 400M $1100.00

H&K's G36K Carbine is a special forces-issue carlthambered
for 5.56N, offering the same legendary reliabibiyt at a lower cost
due to improved manufacturing techniques. Incorugaa built-in
laser sight/4x Optical sight on the carry handles@ folding stock
and sling in the basic gun, the G36K representsxaaptional
value. Additionally, the G36K uses a see-thru palymagazine so
you can keep track of how much ammo is left ingha, and the
12.5 inch barrel ends in a slotted flash suppregdso the
magazines feature lugs in their sides, which attesm to be
attached to one another.

Constitution Arms 2-SS Gun Pod

RIF +2 L/N P 6.5CL 90 30 ST 400M $1200.00

Constitution Arms 2-SS Gun Pod started developrasiain
interesting looking shotgun, but along the evolired a potent
assault rifle. Using an large helical feed magagivi@ch can only
be replaced the gun is open - there's a hatcteagdr of the stock),
and a slide-open design, the 2-SS acts as its amwyirg case
(there's a sling contained behind a small porthégun, that self-
retracts when you "open" the gun). It must be ogaade fired.
Intergral to the design is a cooling shroud arotinedbarrel,
allowing for extended autofire without any losgelfability.

Orion Fireball

SHG -2 P P 20ga. 1 1/2 ST 10M $75.00
SHG -3 P P 12ga. 1 1/2 ST 10M $90.00

The Orion FireBall is a single-shot, break-operrddapistol-sized
shotgun design. The Fireball is of mostly thermsiita
construction, with only the breech, firing pin, aamdouple internal
springs being made out of metals. Each Fireballdes six
shotshells on a layard clip attached to the ertiefrip (but which
can be removed). The gun is waterproof and evendi(lthough
the ammo doesn't unless the layard is attached)isgrerfect for
underwater operations. Range is a dismal 10 mdterso the short
barrel but it makes a popular hold-out weapon fose range
actions, and also because of the large numbereafapy loads
available for shotguns. The 20gauge version ha®@ Blinimum
of 9 and the 12gauge version has a BOD Minimun2bf 1

Hunter .700NE "Short Rifle"
"That's one mean ass ho!"



RIF +1 L/N P .700NE 10 1 ST 200M $3,000.00

The "Idaho Short rifle" as the gun has become tffeately known
was designed if not compete directly with the Norh&chm
"Kentucky Long Rifle", then to complement it in efing similar
firepower in a more compact package. The "Idaha!'égempact
sniper rifle, chambering the .700NE round (a caliriginally
designed for killing elephants, and now more ofised for killing
'borgs) and comes standard with an adjustable-rie¢ding stock,
bipod, sling, and 3-7x Optical sight. Also avaiklin an ETAE
version complete with solenoid triggers and a teflopregnated
ceramic-alloy smoothbore barrel for longer lifecfi@ase reliability
to VR) for only an additional $1,500.00. elephaitiek, but these

days it sees more use as a 'borg-killer!

SIG-Sauer M551 2020 Tactical Carbine

RIF +2 L/N C 5.56N 30 2/3/20 VR 400M $1,500.00

Sold as a complete package with 4 different sigickpges
(adjustable iron sights, 8x Optical scope, 1.5xdetiday/night
scope, and 4x Light Intensification Scope), tweefpips (one fitted
for a tactical light -as seen here - or other usidgrel accessory),
and a detacheable bipod, the 551 represents alestaalue, and
makes an excellent addition to the collection gfcere who
appreciates high quality guns. The gun has an axrbinls safety,
folding stock (-1 WA when folded), and a selecefirapability.

Constitution Arms GU-11S Gun Pod

GU-11S 55mm
Gun Carbine

RIF +1 N C 5.5CL 40 2/25 ST 400M $1,000.00

Designed to meet a Chinese Army requirement farhice to
equip rear echelon troops, clerks, and vehicleedsithe GU-11S
combines a twin-barrel reciprocating action witboanbination
cooling-shroud and flash-guard. Mounted to the ofdine carry
handle is a flip-up spotlight for night illuminaticof a target.

Constitution Arms S-05 MultiPurpose Gun Pod

RIF +2 N C 5.56CL 200 4/40 ST 400M $1,000.00
MEL -1 N C 2D6 11 ST N/A$N/A

This is the smaller, man-sized cousin to the XSg0f pod, and shares many
similar design features including the basic shape style of the
much large gun. Principal differences are the shaverall length
(only 1.2 meters), less weight (12kg loaded), amdduced ammo
capacity (only 2/3 as much as the XS-06) as wellaasmaller
caliber. it uses the same ammo feed arrangemeheasS-06, and
is also a six-barrel rotary design, but at the séime. Perhaps the

biggest difference is the inclusion of a largeyaetable bayonet
under the barrel, for close quarters combat.

Hunter Raptor

RIF +1 L C 6.35LAV-ETAE 5 1 ST 400M $1,000.00

The Hunter Raptor is a bullpup-configured semi-ma&tc rifle
combining ETAE and a tubular magazine under theshafhe gun
chambers the new 6.35LAV caliber and is being smichostly
police and private security forces requiring a cant@and
affordable solution to the problem of cybercrimegitable to every
patrol car, and not requiring special weapons imgin

Hunter SCAR

RIF +2 N P .577 30 2/20 VR 100M $1,000.00

The Hunter SCAR is an assault rifle loaded in % .Magnum
round. Capable of semi-auto and full-auto fire otthe SCAR
offers an excellent punch for its relatively ligheight (4kg loaded).
Standard features include a folding stock and aterbarrel
weapon/accessory lug.

Welcome to the Hunter's selection of Heavy Weapons



Constitution Arms XS-06 Gun Pod

HVY +1 N R 6.35LAV-CL 300 4/40 ST 600M $3,000.00

The Constitution Arms XS-06 Gun pod is the hea\y.B. of their
gun pod series weapons, designed for full-conversargs and
ACPA. The XS-06 is a six-barrel rotary, with anattee drive that
is so crammed full of ammo that the battery packlie electric
drive had to be externally mounted in front of thigger. The
complete, two meter long, loaded gun pod weighsecto 20
kilograms, and 8 kgs of that weight is in the amition that is
located in a helical-type drum arrangement arotedrrels.
Loading the gun requires removing a long accessroow top of the
gun and feeding a new ammo belt into the magazmreitning the
drive motor in reverse. This takes approximatetgé¢hminutes to
do, start to finish, under ideal circumstances. gine pod has only
2 modes of fire, 4-round burst (treat the same &saund burst,
except roll 1D4 to determine number of hits) anttduto. To act as
a conter-balance for the long barrel mass and apank, the
electric drive motor is located in the oversizentkt The battery
pack is good for 60 minutes of continuous motorapen, and the
barrels are made of a high-temperature resistaatrge alloy to
alloy for sustained fire with no loss of accuracydaiability.
Making the gun pod's usage even more specializéebigse of a
new light anti-armor caliber developed by Huntee&alites.

Constitution Arms GU-18 Gun Pod

GU-18 23mm
Gun Pod

HVY +0 N R 23mm 10 1 ST 300M $1,000.00

The Constitution Arms GU-18 Gun pod is the ACP Aediz
handgun, loading 23mm auto-cannon rounds, and esigmkd to
fulfill the terms of a Soviet contract. The guntfi@ass a high-
powered spotlight in the upper rear area of the poeht 23mm
ammo the same as full size 20mm ammo (8D10).

Hunter 1919A5

HVY +1 N R .300WM 400 20 VR 800M $2,000.00

The Hunter M1919A5 is a 2020-refit of a century Bldwning
HMG design. With the same external appearancedobambered
in .300WM and using a belt feed from a large boxgyazine located
next to the gun. The gun includes a tripod withitéh traverse (+/-
30 degrees) and elevation (-5 to +20 degrees) sesl modern
alloys and manufacturing techniques to reduce wetgpod is 5kg,
gun 15 kg, 400 round ammo box 10 kg) and improliabiéity. The
air-cooled Inconel barrel allows extended auto-firth no loss of
reliability.

All Hunter Weapons by Kristin Roberge




The BlackHammer CyberPunk Project

When the going gets tough
It's time to buy

Heckler & Koch

Episode 1 - SMGs

This is meant to be a fairly exhaustive list of Blalthine Gun-style weapons manufactured by Heckl&o&h. Some variants
may be missing, and some stats may seem somewthait whack... but that's how it goes. If you havatenial to add to this list,
please e-mail me. Most of this article was writback in 1995, with some additions (UMP-45, MP%} in 1999. The stats for tt
MP5A2 and MP5K were taken from the first editionb@yPunk’s Friday Night FireFight rulebook, and kst of the non-fiction
weapons were extrapolated from there. The fictigals are verbatim from the 2nd Edition CyberPumélds and supplements
they are drawn from, and the MP5-TX is convertegtli;om Shadowrun.

| did not include the Model 53 in this listing oarpose, as | consider it an assault rifle, or asti@ hybrid assault carbine instead
of an SMG, and it will hopefully appear in Episd2le Rifles.

Real SMGs (pre 2000)

=

VP 70-M SMG +0 J/L R |9mm |18 2/3 VR 50m 500 el

The VP70-M was a select-fire machine pistol, capatblsemi-auto fire and 3-round burst fire. Theglis sold with a polymer
stock, and is only capable of semi-auto fire wheaweh. The holster, when reversed, locks onto tlok béthe pistol as a
buttstock, and has the selective-fire switch. Tleapon is restricted to 3-round burst fire becalisenatural cyclic rate is 2200
RPM, making it buck uncontrollably in full-autofire

- ™

MP5A1 SMG+2 L P 9mm 30 2/20 VR |150m 550eh
MP5A2 SMG+3 L C 9mm 30 2/20 VR |150m 550eh

MP5A3 SMG +2/+3L |C 9mm 30 2/20 VR |150m 600eh

The MP5 (the basic variant being the MP5A2) hasimractically synonymous with anti-terrorist opéas since it's

introduction. The MP5 fires 9mm cased ammunitiamfra 30-round magazine with a cyclic rate of 800/RPhe MP5A2

variant has a fixed buttstock and measures 26 ghes) while the MP5A3 has a retracting stock (wlicasn't reduce the size
enough to bring it to J concealability, at 21 irghdarrel length in both variants is 8.85 inclay] both weight just around 5.6
Ibs (with the retractable stock A3 variant weighslightly more than the fixed stock A2). The Al ieat has no stock, but instead
has a buttcap with sling base designed for undecamoealed carry.




MP5SDAZ SMG +2 L |P/9mm 30/2/20|VR |150m|700eb
MP5SDASSMG |+1/+2|L [P 9mm|30/2/20 VR |150m 750eh

The MP5SD series are integrally silenced versidribestandard MP5 series. These weapons haveblesrg considered to ba®
of the quietest, most efficient submachine gunthermarket. Ported barrels bring the velocity afdard (supersonic) 9mm
ammunition to a subsonic level. Older versionshidf tveapon had noreplaceable silencers, while the newer ones havnevable

silencers. Both weapons are just over 30 incheg, leigh in at 7-8 pounds and have shorter, 5.@3, iported barrels before the
silencer assembly. The A2 variant has a fixed stathle the A3 variant has the standard retractatuek.

MP5/40AZ2 SMG +2 L |P.40S&W 30 20 VR |150m 700eh
MP5/40A3 SMG +1/+2 L |P|.40S&W 30 20 VR |150m 750eh

When the market dictacted that HK offer their subhiae guns in some of the newer caliber that thedaforcement agencies
had moved to, they produced their first major udgrto the MP5 line. The MP5/40 is chambered in48eSmith & Wesson load
popular with many police forces, and was theitt fiveapon in an exclusively American load. The .4dllber MP5 has a high
degree of parts interchangeability with the 9mnieseiOnce again, the A2 variant has a fixed statkie the A3 has the standard
HK retractable stock. These weapons also use Btra@gni-transparent polymer magazines insteadeo$tdindard curved steel

magazines of the previous versions.

MP5/10AZ SMG +2 L P/10mm 3020 VR 150m 700eh

MP5/10A3 SMG +1/+2)L P 10mm 30|20 VR |150m750eh

In 1994 the FBI adopted the MP5/10A3 as their newmdard submachine gun. The 10mm variants arewiteidentical to the
40S&W variants, with a full length of 27 inches, 21 with the stock retracted. They weigh arourdldséand both have cyclic

rates of B00RPM as the standard MP5 series.

MP5K SMG +1 J C 9mm 30 30 VR |75m 550eh

The MP5K is an incredibly compact edition of the Bieries, designed for concealed underarm carrgrumdtandard jacket. The
shorter stroke results in a higher cyclic rate (@@RPM), and the weapon comes standard witheaddp to increase
controllability during auto-fire, and an additiorgalard was installed beyond it to prevent the firem accidentally placing a
finger over the end of the barrel. The MP5K coméh Wwoth 15 and 30 round magazines, interchangewitifethe full-sized MP5

series. The MP5K does not normally come with amgllaf stock, but has a sling-attachment buttcajgats The entire weapon is
under 13 inches long with a 4.5 inch barrel andgiwei4.4 pounds.

U




MP5K-PDW SMG +1/+2 J/L P/9mm 3030 VR [75m 750eh

The PDW stands for "Personal Defense Weapon". vidriant of the MP5K submachine gun comes equipp#davfolding stock
designed to snap into place as the weapon is loeawn, to provide a compact yet very stable shgqtiatform. The PDW was
originally designed for use by the navy and aicéofor aircraft crew, providing them with a morgoahle sidearm than the
standard beretta M9.

UMP-45 SMG +1/+2 J/L |C .45ACP 10/3020 VR 100m 450eh

The UMP-45, released just before the turn of thikenmium, has several differences to the rest eflithe of MP5s. The
"Universal Machine Pistol" is chambered in .45AC & somewhat longer, yet 1.5 pounds lighter, tharMP5K-PDW. It ha a
somewhat lower cyclic rate than the rest of the ME&%es, and is equipped with a robust foldinglsteeniniscent of the HK G36
assault rifles that pivots to the right side of theeiver when folded. The black polymer magazime dtransparent wdow on the
side for a quick ammo count, and is available ira&@ 30 round capacities

Fictional SMGs (2000 to 2020)

MPK-9 SMG +1J C 9mmCL 3525 ST 150mm 520eh

A light composite submachine gun with high quasilghts. The evolution of the MK5K to the new casslbmads. Used by many
Eurosolos, this has become the industry mainsthg.MPK-9 does not come equipped with any form oflstbut after-market
collapsing stocks are availab[€P2020]

MP-2013SMG +1 J C 10mm 3532 ST 200m 450ekh

Hecker & Koch's updating of the MP-5 SD line. Maatired in the reduced style of the MP5K line, vaeiimpound plastics,
chambered in 10mm Caseless and utilizing an intsileancer, the MP-2013 is a classic black-operatioveapon system.
[CP2020]

Possibly the most used Solo's gun in existenceyiffik-11 can be modified into three different desigimcluding a bullpup
configuration, standard SMG and an assault carlireeMPK-11 will also accept a grenade launchermhd@P2020]

N —
A=k
] 2 =20 A (
L
b . '_,_\I
": ""_"\_“J_i

MPK-2020SMG +2 L P 12mm 60 30 ST 200m 750eh



The HK MPK-2020 is a descendant of the MP5 and €3t rifle. In 2015, special forces units in Epgavere looking for a
replacement for their main short-range assault wesipAfter detailed discussion with units such &30, the SAS, GIGN and
Corporate strike teams, HK produced a caseless liasen or smartchipped assault carbine. Sliglathgér than the MP5, the
MPK 2020 is compact enough to be carried in a thiglong shoulder holster. Its 60 round magazirdeismed large enough fro
an initial attack without having to worry aboutoatling. Uncommon outside of Europe, this weapamig a mainstay of anti-
terrorism and special forces units in the EuroTieefRough Guide UK]

MP-5 TX|SMG +2 J P 10mmCL.20/3020 VR 100m 950eh

Adapting the MP-5 K series models to the 10mmClnchiHeckler & Koch has come up with another winwéh the MP-5 TX.
Voted favorite new weapon at the Paris Arms Shaivyaar, the MP-5 TX is built with high-impact pias in the UMP sytle and
includes an integral laser sight (+1 WA includedad) in the forearm. The MP-5 TX does not includg stock, but two
companies are offering after-market stocks, ondiriglin the PDW style, and one fixd&treet Samurai Catalog]

EPISODE 2 - RIFLES

This is meant to be a fairly exhaustive list ofl@&fand Squad Automatic-style weapons manufactoyadeckler & Koch. Some
variants may be missing, and some stats may sesm@veloat out of whack... but that's how it goes.dlfi hrave material to add to
this list, please e-mail me. The stats for the HIKB8 G41 were based on weapons from the firstoed@yberPunk's Friday Night
FireFight rulebook, and the rest of the non-fictilweapons were extrapolated from there. The fictignas are verbatim from the
2nd Edition CyberPunk books and supplements theyleawn from, and the G12 is converted here froad8tvrun.

Real Guns (pre 2000)

HK33E RIF +2 N |C 5.56N 30 2/20 ST 400m

The HK33 is the 5.56mm caliber rifle that has amebdahe NATO caliber line. The military edition @gsin many NATO countries
in the 20th Century) is named the G3 and chambiergdb2N. Weighing in at 8.4 pounds, and over 3 fiedength, this style of
weapon is rapidly becoming a thing of the pashasaorld looks for ways to lighten an infantrymaoad. The HK33E is the
export model, most often seen in North America,BEbieopean version being the HK33.

HK33K RIF +1/+2 L/N C 5.56N 30 2/20 /ST 400m

Shortening the HK33E to the "K" variant basicallyolves a shorter barrel and replacing the fixeglswith the collapsing stock
style seen on the MP5 line. The "K" signifies "Shdmom the German "Kurz". While the barrel is stewr the forearm length is still
the same, allowing for identical sight placementln33K as the 33E.

HK53 RIF +0/+1L C 5.56N 30 2/20 ST 300m

Designed for entry team work in today's tacticalimmment, the HK53 is typically seen in the A3iadipbn with retractable stock.
The forend length has been shortened drasticatlyaibof the MP5 series, affording the operatohwitsubmachine gun-sized



weapon with 5.56N power.
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HK33SGI1RIF +2 N R |5.56N 10 2/20/ST 500m

A sniper variant of the 33 series, the SG1 is gopipstandard with a 10 round magazine, but cammgenagazine from the model
33 series, a light bipod, optical scope and adlisteheekrest.

TR

G41A2 RIF +2 F'5.56N 30 2/25/ST 400m

G41A3 RIF +1/+2 L/N P 5.56N 30 2/25 ST 400m

The G41 was designed to compete directly with tH&AR. This model used standard M-16 magazinesifmetchangeable with
the model 33 magazines) and had a fold-down cagryandle. The A2 variant uses a fixed stock, wifieA3 variant has the
standard HK telescoping stock.

G36 RIF+2 N P 5.56N 30 20VR 400
G36K RIF+1/4+2 N P 5.56N 30 20VR 400

MG36E RIF +2 N P 5.56N 30/10020 VR 400m

The G36 was the new German military rifle developgdiK in and adopted by the German military in 798Il models have
folding stocks (that do nothing for their concedigl) and carrying handles. The G36K is an expoddel with 1.5x optical sight,
while the German military variant (the G36) hascaoBtical sight and electronic red dot sight. ThR&@B6E has a heavy barrel (heat
resistant barrel per the CP2020 rules), foldinglstfolding bipod and can be equipped with the d@fhd C-Mag.

HK23E HVY +1 N C 5.56N Belt 25 ST 400m

The HK23E was designed as a squad automatic wefipng,5.56N ammo from the same disintegratingatit link belts used ¥
the M249 system. Weighing in at 19.18 pounds withliipod, the weapon is over 40 inches long wiilked stock.

HK13E HVY +1 N P 5.56N 3020 ST 400m

The HK13E is a modified HK23E, with a different bgtoup and with a box magazine adapter. It carstesedard HK33 series
magazines or M16 magazines with an adapter.



HKG11 RIF +2 N R 4.7CL 4535 ST 400m

The first HK firing caseless ammunition was called G11 and was chambered in the proprietary 4 33wm round. A version
was made for US military tests as the HK ACR. Tleapon was a unique first step towards caselesslagsapons.

G3 RIF+2 |N/C|7.62N 3020 ST 400m

G3KRIF [+0/+1/N C 7.62N 30 20 ST 400m

The NATO battle rifle since World War 2, the G3ais HK33 chambered in the 7.62 NATO round. A truatti® Rifle", weighing
in at just under 10 pounds and over 30 inchesrigtle the G3 has moved on as the world's militasiaged looking for lighter
weapons for the infantry. The K variant has a shdvarrel and forend as well as being equipped thi#tHK collapsable stock.

G3SGIRIF+2 N P[7.62N 1020 ST 600m

One of the premier "sniper/marksman" tactical sifté it's day, the SGfeatured a factory tested accurate barrel, sejdrigennife
hardened receiver to add rigidity, light bipod, ekiest and a claw mount with scope. Usually pactage green wooden case

HK11E HVY +1 N P 7.62N 30/5020 ST 400m

The HK11E was a squad support weapon or light nmechun, feeding 7.62NATO ammunition from any of it 7.62 caliber
box magazines or from it's own special 50 roundrdnuagazine. The HK11E uses a quick change bardehaavy bipod.

HK21E HVY +1 N P 7.62N Belt 25 ST 400m

The HK21E was a general purpose light machine @RLMG) used by some european armies. It came wihick change barrel
and heavy bipod, and used metallic non-disinteggafiM1 belts, or it could be ordered with a feecthanism to allow it to use
M60/DM6 standard disintegrating metallic link belts



Fictional Guns (2000 - 2020)
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HK77UK RIF +1 L P 9mmLong30 3/30 VR 250m 750eh

A new assault carbine in use by private militarjtsinorldwide. HK's British subsidiary has installthe latest n collapsing stocks
and auto-stabilizers, making it more accurate thast competitors. There's a wide range of attacksrerailable: Militech's
25mm Mini-GL, a full-spectrum electronic sight fase with SmartGoggles (600eb), ad integral suppressstem (200eb, WA:0),
and an extended 45 round U-drum magazine (6(8blo Of Fortune 2]

HK G-6 HVY +1 N P 6mmCL 100 30 VR 450m2,050eh

In 2018, HK decided to build a squad heavy weapset upon the G11/12 rotating bolt system. Thelessémm round is
accurate out to 900 meters and the 100 grain kaslet steel core to defeat body armor. A gunnenally carries eight 100 round
magazines. This light machinegun has full smartlirikrface and an integral 2x scope with Cyberojingulation and IR.
[Chromebook 1]

HK G12A3Z RIF +2/N R /6mmCL 50 2/20 VR 400m 2,200eh

Precursor to the G6 MG, The G12A3z was the nextédgtep from the G11. Improving on the best cbirastics of the G11, the
G12 is lighter, less bulky, and equipped with imgdaser sight (+1 WA included above), gas ventinty WA full auto) and
telescoping shoulder-stock. It fires the same 6mamds as the G§Street Samurai Catalog]

The BlackHammer CyberPunk Project

Daniel Casquilho's Shadowrun Guns in

CyberPunk
2.0.2.0

Double Action Revolvers



One of the most interesting trends | have seehamtodern weapon market is the reintroduction acd@tance of the old "wheel
guns". The six shooter first saw a renewed intéreftis decade, when Ruger introduced their SMparhawk line, and the Nova
Plasmatic Line brought out electrothermics in fagtequipped revolvers.

These hard hitting revolvers soon found a markat wanted the reliability of a revolver and thegkr more powerful round. All
revolvers featured here are made with high-qudlityble actions, thus keeping their ROFs higher thast single action

revolvers

==

Colt Serpent

Colt in an attempt to answer this concern and edgaiure some of
this market, introduced their Serpent line of deuttion revolvers,
These revolvers offered a rate of fire that waselenough to a
semi-auto to be negligible. In fact some revoharsfhave claimed
that there is no difference. | will leave that &k of you to
discover.

PST +0J C .44Mag 6 2 ST 50m 550eb

Castech "Colt Navy"
Castech, in an unusual move, bought the rightsemid

Colt Navy revolver design. No one thought they wioul

&ﬂ__:

produce a workable modern revolver from the design.
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Castech reworked the revolver to use the modern
caseless heavy pistol ammo. This weapon is vistiadly
same as the older Colt Navy revolver. It is, howeae
double action revolver. This model has become dne 0
the most popular among the runner crowd.

[Game notes: This revolver can not use speed loaders
because of the unusual way the ammo is insertedtiet
cylinder.]

PST +1J P 12mmCL 6 2 VR 50m 550eb

Ronko Street Master

The last double action | want to show to you isa®nice as either the Colt or the
Ruger, but it has such an interesting look it fmasd it's own small market niche.
This is the Ronko Street Master. It combines someather, auto style looks with
a revolver type mechanism. It also places the dglirbehind the hand thus
allowing a longer barrel length. They are not akwaard to fire as they look,
however they are not what | would term top gradadigains.

Comes equipped with an integral laser sight (+1 MéAincluded in weapon stats)

PST +1 J C .41Mag 6 2 UR 50m 450eb

Smith & Wesson Model C29

Smith and Wesson have manufactured a Model C28dfime time.
The weapon is designed for use by those who neethaat handgun
that is reliable, rouged, and unstoppable. This dmés not even have
a sight built onto it. in place they have had dsitgy package built
right into the gun. This sight unit comes standaitth a white light
flashlight and a standard laser sight. Other custombinations seen
include smartgun, infrared flashlight, video camérk, and
ultrasound sight just to name a few.

The barrel has been ported and has a heavy bRatleen the portin
and the weight there is very little barrel climiheTrevolver cylinder is
larger then some. It carries eight rounds. Theopaso comes from
Smith and Wesson with a pair of Autoloaders. Qaiteliable
handgun.
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Colt Detective Il

still used today.

PST +2 J P .41Mag 8 2 VR 50m 950eb

Taurus Hunter

The Taurus Hunter has become a world class hanalgitng weapon.
The large, 8 shot revolver is fitted with an acteiieon sighting system
along with a high power laser sight. The Iron sigtdesigned also to
allow scopes to be mounted. It comes with massueir
compensation. The pistol breaks open like the oldéapistols. Great
design for Trolls as well.

PST +2 J P .44Mag 8 3 ST 50m 1,200eb

An old and often overlooked handgun is the Coltedgte II. This small and highly
consealable revolver has a five shot cylinder. Us@darily as a off duty or backup gun, it is

PST -1 P C .357Mag 5 2 ST 50m 325eb

Colt Venom

|

The Venom is a light revolver. Not one that is uaddt in the runner community, but has
seen quite a bit of use among the corporate peetdhmllows them to feel armed without
feeling the need to learn to shoot those heavy amesmpyou should be aware that these have
been sold by the hundreds. Both the standard aort\&rsions can be found in many corp

PST +0 J C .38 6 2 VR 50m 450eb
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carry the GL loaded with the Bright Star lllumiratiflare.

Left: Pistol and extra round for GL, Right: the @pen for re-loading.

The Castech Twin Barrel

This unique pistol was made at the request of th8 Border Patrol.
The pistol features an internal, single shot grerladncher. This
allowed the officers to carry a side arm and bellable to deliver heavy
firepower if needed. The pistol has an elongatiei® €ind barrel. In the
last year, many of these were upgraded to a SmiaitliMany Scouts

Castech has sent a set of samples of their@a&stech 45@GL to the Border Patrol for testing. The newsastestated that the
Border Patrol has accepted 50 for internal testirtpe Border Patrol replace their older twin ledmvith the new 450 GL then there
should be many twin barrels sold as surplus. Thigld/cause many to become available on the sitéatich your black market

contacts.

PST+0LR 12mm 16 1 VR 50m 850eb HVY -2 L R 40mm1LVR 100m

.
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Steel and High Tech Ceramics. Castech 450 and 450c

The basic model comes in two versions. The firssioa is the no frills model. It only

comes with the Smartlink internal and that is it.

Above: Basic Castech 450 outfitted with a silerered a long range
infrared laser.

The Castech 450 Series
The Castech 450 is made by a small arms manufacture
down in Amarillo in the CAS. This very well made
handgun comes in many models. All of the models are
manufactured with a
combination of Stainless

'\

‘ -




The second version is the 450c, a compensatednerBhe Gas Vent is manufactured into the slidst dmember that if you get
the compensated version you can not use a silevitteit.

CasTech 450 - PST +2 J P 11mm 15 1 VR 50m 870eb
CasTech 450c - PST +2 J P 11mm 15 2 VR 50m 1,000eb

Castech 450 Short

The short version of the Castech is designed focealed carry. This version does not have
offer the compensation slide. However, this vergloas have the same high quality
workmanship and integral smartlink.

CasTech 450 Short - PST+1 P P 11mm 15 1 VR 35m 860
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@ Castech 450 Long Slide
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The next model to be shown is a match or long slide ' L
Very hard to hide, but very well made. You can oitlaith many options. The most -
popular seems to be the custom grip and trigger set

This model comes with the compensation slide opdiadh integral smartlinking as
standard. They do not offer a non compensatedorerdithe long slide.

CasTech 450 Long Slide - PST +3 L P 11mm 15 2 VRra@,050eb
Castech 450 GL

This model is a replacement fdohe Castech Twin Barréh their handgun line. This uses the
Castech 450 frame with some adjustments for theclaer. The best feature is this launcher uses
the new 25mm mini-grenades rather then the stargterthde rounds. This makes the weapon
lighter and offers a better balance than the Tvamr@. Sold with Integral Smartgun link.

Castech 450 GL - PST +2 L R 11mm 15 1 VR 50m 1,2%0e
Castech 450 GL - HVY -1 LR 25mm 1 1 ST 100m

Left: with forward grip locked down and selectot seburst Right: with
forward grip locked in carry mode and selector teesemi-auto mode

Castech "Katana" Heavy Pistol
With their Castech 450 line doing so well, Castdehided it was time to add
a machine pistol to the line. They took the staddzastech 450 frame,
extended the slide and reinforced the structuriariard grip was added for
better control. The grip folds into place for caanyd locks down for firing.
The selector is a dual manual or cyber contro§martlinking is integral to the design.

Overall the weapon is not anything new, but forsthalready trained with the Castech 450 the Katasanuch the same feel and
balance. In fact in semiauto mode one can notdekfiference except the slight increase in weight.

CasTech Katana Heavy Pistol - SMG +2 L R 11m 15 102/R 50m 1,175eb

Modern Updates for Shadowrun
I have found there are some weapons that playstsvant to have. Here are a few | have broughbupd Shadowrun world, now
converted to CP2020. Enjoy!

el =

One of the players in my campaign asked if his ati@r could have a Desert Eagle. He wanted to have
140 ) . & e ;
it and was willing to take it just for the fun adygng he had one, regardless of the stats.

Desert Eagle Il

So, to encourage the role playing he was attempairatp, | worked out one for him. Here is what |
came up with for him:

Return of a Classic
The Israeli military complex is still putting outiglity firearms for export. Here we have the latettase of the Desert Eagle heavy
pistol. This return of a classic, with new featuagsl the same classic lines, is available in bafed and caseless ammo.



First seen in the hands of the IDF special foritdgs been dubbed the Eagle Ill by the IDF. Modleds are available here in the
UCAS come with an intregal laser sight (Desert Edll¥) or a smartgun option (Desert Eagle lllghishes are; Matte Black,
Brushed Chrome, Polished Chrome, or Blued Steel.

The Desert Eagle Il series can be purchased chaulie .357 Magnum (+1 ammo), .44 Magnum and .5¢AEammo).
Desert Eagle lllz - PST +2 J P .44Mag 10 2 VR 50n06eb

Desert Eagle llls - PST +3 J P .44Mag 10 2 VR 50n08eb
The Colt "Vermin" Derringer

In 2052 Colt decided that a solid backup usinggdiabore ammo was in need. They released a derriitgle hold out called the
Vermin. Because of the power and the build of Wéspon it went on to become quite a popular backeggpon.

The Vermin utilized a design that is over 150 yedds They combined the old design with modern gBcacomposites to create a
powerful and sturdy weapon. The Vermin was modifiedse the heavy handgun caseless ammo and edofhr of the barrels
one after the other. The Vermin uses an electiicgfimechanism with the battery stored in the hgiyal to ignite the caseless
ammo.

[Game Notes: The Vermin can not use under barrbborel mounted accessori€gs.

Colt Vermin Derringer - PST -2 P P 11mmCL 2 2 VR 2fh 225eb
Colt 2011 Automatic Pistol

In 2021 Colt released the latest incarnation sfli911
Automatic Pistol as part of a 100 year celebratidre
outward visual of the pistol had the same linethasl911. The only functional
difference was a conversion to the caseless amwibe@n designed the hammer
to act as the trigger for the ignition of the casslammao.

I

The 1911 used a 7 shot, single stack clip, becafugee 2011's change to caseless ammo it fits A@dwin the same design clip.
This thin design allows the 2011 to be highly caiable. The 2011 has ambidextrous safety and igtien controls.

The release was so well received that colt hadroeed to offer the 2011 to the public at large. W—ﬂ
Just as the pistols predecessor, the 2011 conmeariy different combinations and "add-ons". See /_y i

your local dealer for options available.
[Game notes: The stats given below are for the basidel. It can take any top, barrel, and som / /J m/”_'
under barrel add-ong. \\/f(

Colt 2011 Automatic Pistol - PST +1 J C .45ACP 12 ¥R 50m 400eb

Samson Signal Pistol
Samson has created a fine signal pistol that hais designed with the airman/vehicle crew membeniird. This signal pistol has
a line of signal flares available. However, whake®this pistol different is the ability to utilizmy 25mm mini-grenade on the
market.

The breach and barrel are designed to withstangrdesures of the mini-grenade ammao. So the pmiatodouble as a personal
grenade launcher.

Samson Signal Pistol - PST/HVY -2 J P 25mm 1 1 SDAQm 425eb
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The Ronko Bravado
From the people who brought you tBgeet Master DA revolvesomes a pair of automatic
- | handguns of superb quality. These handgun desgmshe new high impact plastics and
@ . ceramic compounds liberally. Combined to make apmadhat is light yet tough.

The use of highly scratch resistant coatings orfrémae and slide means these can be bought
in many colors and patterns. heck with your loealdr to find out what accessories, colors,
and patterns are available.
o L] \
Ronko Bravado - PST +0 J C 11mm 15 1 ST 425eb q — |

P
The Ronko Partisan @ @




The Partisan is Ronko's light stash pistol. It ussése same heavy round that the Bravado usesetaids a high degree of
concealability.

Ronko Partisan - PST -2 P P 11mm 8 1 ST 275eb

[Note from Daniel: This first appeared in the ScraWPA. | liked it so | asked Sean if he would nmmedposting it. He agreed so
let him know what you think.

LeMat 2014 Revolver L -

The LeMat is manufactured by Arms of Virginia, bage
Richmond, Virginia, a new arms company. Based erL#Mat
revolver design of the mid-19th century, the LeKéatures a nine-
shot 10mm caseless revolver with a single 20gagsinatat fires
through a separate barrel centered on the revoldieder.

Because of the cylinder design, speedloaders cdrmosed with it,
therefore Arms of Virginia decided to go with casd loads since
they are easier to acquire.

Lemat 2014 Revolver - PST +1 J P 10mm 9 2 VR 50mJé&b Lemat 2014 Revolver - PST -1 J P 20ga 1 1 VRi25

Manex "Overlord" & "Mikado" Shotguns

Manex introduced a new line of shotguns, the Ovdreries, as a compliment to it's new line of satime guns, thER77
Series This shotgun offered the law enforcement andgutain markets a large bore alternative when dalptheir firearm needs.
Manex "Overlord" Shotgun

Manex introduced this internal magazine fed shotgria compliment to it's new line of submachinesgiiine Overlord was
designed as a bull pup to allow better use in thamenvironment law enforcement.

The Overlord comes equipped with an internal lagght or a smartgun link. It also has a shock pall imto the stock. It is offered
in two sizes a full size patrol version and a sévoundercover version. The Overlord was designdmbtan easy to use urban assault
shotgun.

Manex OverLord Standard Edition (w/ laser sight) SH5 +1 N P 12ga 10 2
VR 50m 670eb

Manex OverLord Standard Edition (w/ smartlink) SHG +2 N P 12ga 10 2
VR 50m 1,000eb

Manex OverLord Short Version (w/ laser sight) SHG © L P 12ga 6 2 VR 40m 575eb
Manex OverLord Short Verions (w/ smartlink) SHG +1L P 12ga 6 2 VR 40m 875eb

Manex "Mikado" Shotgun
This year, after much market research, Manex
has added The Mikado to it's lineup. The
Mikado uses the same basic frame as the Overlotdhb feed and ejection
systems have been redesigned to use a removahld kis was the second
largest complaint by users of the Overlord. Thst fivas the lack of burst fire.
The Mikado now has that option. Just as the Oveylitne Mikado comes
equipped with an internal laser sight or a smarigquqg a shock pad built into the stock, and isikkde in both a standard length
and shortened version. The Mikado offers a unicplarize of heavy firepower and ease of use.

Manex Mikado Standard Edition (w/ laser sight) SHG+1 N P 12ga 15 2/3 ST 50m 880eb
Manex Mikado Standard Edition (w/ smartlink) SHG +2 N P 12ga 15 2/3 ST 50m 1,250eb

=

Manex Mikado Short Version (w/ laser sight) SHG +@ P 12ga 15 2/3 ST 40m
800eb

Manex Mikado Short Version (w/ smartlink) SHG +1 L P 12ga 15 2/3 ST 40m
1,200eb

The Castech Argus
Castech has produced a full line of sturdy weagonthe law
enforcement community. The Argus is no exceptianltBo be
both functionable and modifiable. The Argus comasdard
with a sight bay already built into the weapon. fEhis the




choice to take it without any sight or with eittzar internal laser or smartgun link. Other sights@anned for future release.

The Argus also comes in two stock options. Theyeaiidl wood stock or a folding stock. The Cast&arurity Force uses the
folding stock option in their vehicles. Both stodame with shock pads already mounted.

CasTech Argus - SHG +0O N C 12ga 10 2 ST 50m 450eb Fa

(laser sight +150eb, +1 WA) Ii ]:.m//;@?—i " |_—ﬂ_;
(smartlink +300eb, +2 WA) . ﬁ.;f*" AT ' ' ki
(folding stock +75eb, -1WA when folded, L Conceal) (_z,;?" o /_...-—-'
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Manex Assault Rifles TR -

Manex Assault Rifle

g The Manex Assault Rifle was designed with fronelin
troops in mind. They were made to be rugged anddas
a long time. Manex wanted a weapon that would be an
accurate rifle right out of the crate.

Many governments passed on buying them because of t
expense, they were too much for those who wantagiget gun and contained too little for those wlamted a fancy model.
However many merc units bought them and some geécarity forces were issued them. In some mergemias these have
become the weapon of choice. The Manex featureslpulp design and have been fitted with a Gas Weflthe basic rifle includes
Smartgun Link.

Manex Assault Rifle - RIF +3 N P 5.56CL 30 20 ST &0n 1,800eb

Manex Grenadier Assault Rifle

After the Assault Rifle had been out for a time the
company had re-evaluated the line and desideddolre
and manufacture a Grenadier verson. The Grenadier
model has been fitted with the new DUD SmartgurkLin
The Grenadier model has also been reworked todeclu
the Manex magazine fed Grenade Launcher. The laun
is mounted on top of the basic weapon system.

Manex Grenadier - RIF +2 N P 5.56CL 30 20 ST 300m
2,800eb
Manex Grenadier - HVY +1 N P 25mm 6 1 ST 400m

Manex Assault Carbine

The CAS was looking for bids on an assault carbin¢heir anti-
terrorist team. They asked for a SMG sized weapahdan use the
assault rifle ammo. Manex played with their staddassault rifle
added some nice features and now offerd this bedby CAS was
impressed enough to have ordered 150 units.

The Assault Carbine comes standard with a Gas Mgiitil WA in full auto), Smartgun Link, and for @efthey will customize the
fit to you.

Note: Those that are now in use have also beenvedielltrasound Sights, Infrared Flashlights, axtiended 50 round clips.

Manex Assault Carbine - RIF +2 L R 5.56CL 30 30 SP0O0m 1,500eb

Manex Sniper Rifle mw;_‘
: =

The tit-for-tat product war between
Manex and Fabrique Nationale has just
heated up. Manex has raised the stakes
with their snipper rifle based on the
Manex assault rifle frame. This sniper




rifle was made to be rugged and stay true undkt éenditions. Manex wanted a weapon that woul@Meaccurate rifle right out
of the crate with minor adjustments. This rifleels/up to that vision.

The Manex snipper rifle features a bullpup desiga #eatures a Smartgun Link, shock pad, integhkahser, and Mag 2 scope with
low light built in.

Manex Sniper Rifle - RIF +4 N R 7.62N 30 3 ST 50013,800eb

ARES Folding SMG

A player who wanted to be a body guard gave médie to introduce this real weapon into the Shadovgame. | have taken the
weapon and changed some parts to reflect the inttimoh into a Shadowrun future. If you want infotina on the real weapon
please check out a copy ddne's Infantry Weapons, 1988-89 issue

Have fun with it!

Left: SMG Open and Locked, Right: Partially FoldBattom:
Fully Folded

ARES Folding SMG

ARES has reintroduced an old product design thet tad bought in their
growth period. It is a funky looking SMG that waeinded to be very easy

fg ﬂ o e to conceal and yet easy to use for security angdugatd work. The design
' 4 has been reworked to use the new caseless SMG amuino use the new
I compact target lasers. It comes with an interrediaight. The cocking

mechanism is activated by the locking open of tkapwn. Thus cocking and opening the weapon caoie with the same action.

ARES Folding SMG Il - SMG +0 J P 9mmCL 30 30 ST 10 600eb

The Original Caldaron Special as it came from tlos.b
Manex Caldaron Special
Manex has decided to stop production on their Calu&pecial. For those
who are unfamiliar with this weapon, let me fillym. It is an SMG
designed for the "Urban Combat" environment. | ame she idea looked
good on paper, it just didn't play out as anythspgcial in real life. They
chambered it for heavy pistol ammo, included aalisight target laser, a
smartgun link, a gas vent I, and an extending stbhk odd feature was the
small scope. The scope seemed like a waste. lireghjlhe user to spend an
inordinate amount of time attempting to obtain tdrget.

From the start the Caldaron had problems. It tigelde too much to too many

people. The Heavy Pistol ammo gave it too much pdacuse where they

did not want stray shots punching through wallse $bope was useless in most urban ranges. Thepatiewifer two targeting
systems was overkill. The gas vent was not asieffi@as one would have liked. And the worst pas, gerformance of the weapon
was average at best. OK, so why should you tak®@ &irst, for the price, you get quite a lot of estthat can be reused on other
weapons. Second, if you need a lot of heavy filsgran a small package, then it could do the tfakyou. Last, it is a great
"starter" platform for a custom weapon.

| used the Caldaron as a base for a special needseal carry weapon |
' — offer. The small frame size allows it to be verycealable. | used one

to make an excellent carry weapon for one bodydyoastomer of
mine. | offed the scope, upgraded the Gas ventt@oidout the laser. |
R | replaced the laser with an internal Ultrasound enogds linked it to the
@ smartgun link. | then worked on the action and gripaned up the
fireing mechanism, and reworked the balance slighfladding some
weight to the handgrip. My client said not only wessuprised, but it is
his favorite SMG now.

Here is the weapon as | sell it. | think if youeak look you will find the
Caldaron is not a bad little weapon.

This is the weapon after EImo is done customizingelow are the stats for the "EImo Version".
Manex Caldaron Special (EImo's Edition) - SMG +2 R 11mm 21 15 ST 100m 900eb (+250eb labour)



This Manex XR77 is in use by the

Los Angeles County Sheriff's anti-

BTL squad. It has a multifunction

sighting system and an after market
sound suppresser.

The Manex Submachine Gun History
The Manex Submachine Gun has been in
existence for quite some time. The first model
was called the Sn77. It was in production
until 2017. In 2018 Manex introduced the
new XR77 model.

Many Sn77s are still in use with private securitd éaw enforcement. However, the XR77 is gainingpfaand could become even
more popular then it's predecessor.

Manex Sn77 Model

The Sn77 was Manex's main SMG for many years.ds tise standard, cased
ammo and came without any of the "new" add-onslékers or gas vents. The
weapon was a good solid basic weapon. Productitimeofveapon ended in
2017, however many are in use today and will probstill be used for years to
come.

Manex Sn77 - SMG +1 L C 10mm 30 30 ST 150m 700eb

Manex Sn77 Short T—]
The Sn77 Short was an experiment gone wrong. Tthept to make an Sn77 version that could
be concealed easily did not work as well as Maneulavhave liked. The muzzle flash was - @

excessive, the recoil was almost uncontrollablenfired in full auto mode and the weapon was
bulky despite it's small size. Manex decided tocehproduction in 2015. Manex did not sell
many of these and today most are in gun collectifiifsus the high cost and availability). @

— — Manex Sn77 Short - SMG -1 J R 10mm 30 30 ST 75m 0(Bb

f A —
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l ' 9 Manex XR77 Model

! ;f/ Soon after the Sn77 was discontinued Manex intreddice XR77 line. The basic

S (i
N (it
@ XR77 was obviously influenced by the Sn77 yet diedan many design aspects.

|

|

W The XR77 was designed as a bullpup design. Thegdagdan integral laser sight
or smartlink. The firing mechanism and magazine fegstem were updated to use

the new caseless ammo, and a shock pad was haithia stock.

Manex XR77 Basic Model - SMG +2 N P 10mmCL 50 30 ST150m 1,100eb
(integral laser sight: +1 WA, Smartlink: 500eb, WA)

Manex XR77 Short
The XR77 Short was another attempt by Manex torénheesmaller, cancelable SMG
market. This time they hit it right. The Short wasught up by both private protection
agencies and mercenary units. Law enforcement @&gealso started to use the XR77
Short.

Manex XR77 Short - SMG +1 L P 10mmCL 32 30 ST 125®00eb
(integral laser sight: +1 WA, Smartlink: 500eb, WA)

= Manex XR77 EPS
The Manex XR77 EPS or Executive Protection Systers wtroduced by Manex at the
|ﬂ|ﬂ|[||ﬂ request of a coalition of bodyguards and secugtyises. The weapon offers a heavy

firepower SMG in a small package.

The market has not bought this unit in high quagjtbut Manex expects sales to go up
soon. "Company Man", the popular trid series, rastheir main character, Dirk McKenny,
start to use a Manex XR77 EPS as his main weapanekiexpects that the high profile will




add to their visibility, thus better sales.

Manex XR77 EPS - SMG +0 J P 10mmCL 32 30 ST 75m %tb
(integral laser sight: +1 WA, Smartlink: 500eb, WA)

Castech Assault Rifles

| e— =1 o]
As the struggle between Manex and Castech heatseupue winner is S .
the Military/Law Enforcement Buyer. Castech hagask their line of —
caseless rifles for non government purchase. Tisides the attachable iy

single shot grenade launcher.

Above a carbine with grenade launcher sits negt@astech 450The pair make a formatable set.

Castech Assault Rifle

. e 'C | — /J
T //WX—“ Castech hit the caseless market running. The sjmplged design allowed them to

M market to the lower end of the price spectrum. 8yloining a housing for any integral
= Targeting system, Castech offered a weapon thad ¢tmuupgraded cheaply and in a

wide range of ways, without altering the signatileouette of the weapon.

The Castech features a bullpup design and a wialhbad weight distribution. Each rifle is built Wia shock pad on the stock.
Mounting bolts for slings or other under mountirgs also standard. Castech designed this weagmnddasic rifle with many
after market options.

Castech Assault Rifle - RIF +1 N P 5.56CL 40 25 SA00m 850eb

Castech Assault Carbine

Castech offers a shorter, carbine sized versiois. idrsion,
other then being shorter is built with the saméuiess as the full
sized rifle. Castech did find some degradatioraofje but
because of the roles this weapon was intendedl tbdirange
issue was not considered a real problem.

Castech Assault Carbine - RIF +1 N P 5.56CL 40 25T200m
800eb

Castech Sniper Rifle

Castech has offered an accurate version of tHksrta
O —— /7[]:”]]:” be used as a field sniper rifle. This weapon ofédirsf

added features to assist in the sniper role.

OI D 1o the same features as the basic rifle as well ag som

Each rifle comes with a factory built silencer mtedu
This unit can be removed for transport. Each iffle
shipped with a Magnis Rifle Scope and a bi-pod. @tieof crate performance has been high.

Castech Sniper Rifle - RIF +2 N P 5.56CL 40 25 ST0OBm 1,400eb

Castech's Mounted Grenade Launcher -
Castech has taken the grenade launcher found orithstech 450Ghandgun and adapted it for /\J;m]
mounting on their caseless assault rifle. Thisreféesingle shot grenade launcher in a small and IE_1
inexpensive package. It also offers heavy firepowdre added on a mission needs basis.

Castech Grenade Launcher - HVY +O N P 25mm 1 1 STORm

Original design & illustrations Copyright 1996 by Daniel Casquilhofor the Shadowrun game.
Cyberpunk edition ported by Hound.

All Rights Reserved




Hammerli Model 610S



PST +2 J P 9mmCL 6 3 VR 70m 1,295eb
Designed as a match-target weapon, the HammerleM&tDS makes a powerful
and effective personal sidearm. A stylish weapba,Model 610S is the first choice
of a marksman and a rue soldier. First class allithy!
Designed to minimize muzzle jump and vibration,tooszable grip pads and
weights allow the individual user to configure tisapon for maximum comfort and
balance. The simple quick-lock system is fully catitple witha variety of top-
mounted accessories, and the Hammerli also bogsteated gas-escape system.
While reliable in range conditions, field conditmare hard on matche weapons,
reducing reliability by 1 class per day of regulae. But it makes a striking "dress
duty" sidearm.

Walther PB-120

PST +0 P/J P 9mmCL 10/15 2 VR 50m 550eb
In the field, reliability means everything. The Wer PB-120 offers total reliability
in a low-profile, easy-to-hide, back-up pistol. Gomcted primarily of composite
materials, the light (1.5 pounds) but rugged PB-d2éks like a charm even in the
most hostile environment. A merc couldn't ask fowetter piece.
In addition to the standard 10-shot clip, Walthspgroduces a 15-shot, extended
clip for emergency situations. Despite it's smake sthe weapon can still mount
standard barrel and top-mounted accessories madw$lymanufacturers.

Ares Light Fire 70

PST -1 P P 9mmCL 16 2 ST 50m 350eb
The Ares Light Fire 70 is your choice for self-defe and light security
work. Weighing in at only 1 kilogram, this pistal perfect for times when
firepower is necessary, but excess baggage i§ hetpatended clip design
gives you more bullets in the same space as reeraggatity magazines.
The specially constructed silencer (200eb) is 5@qye lighter than any
other model on the market, but is only designedua on the Light Fire
(and generally is only good for a few shots, buthareduces weapon
concealability).

Ares Predator 11

PST +0 J P 12mmCL 15 1 VR 50m 550eb
How can the best heavy pistol in the world workrebetter? That's the
question Ares Arms asked their R&D Department, tuedPredator Il is
their answer. Redesigned to fire state-of-the-aepgewel™ 12mm heavy
pistol ammunition, the Predator now packs a mighitych. Combine it wit
the new 15-shot clip and optional Ares Smartgurk(imot included), and
you've got a new contender for man's best friend.

Beretta Model 101-T

PST +1 P P 9mmCL 10/12 2 VR 50m 350eb
This slim-line light personal weapon is favoreddoyporate personnel
worldwide. A wondernine that fits in your pocketid also available with a
slim-line laser-sight that doesn't hinder conceititglfor an additional
150eb. Available with both 10 and 12 round magazine

Beretta Model 110-T



PST +2 J P 9mmCL 16/19 2 VR 50m 550eb
The big brother of the 101, the 110-T is a fullafi@automatic wondernine
with integral laser sighting. A popular choice iglrer-end wondernines.

Browning Ultra Power

PST +1 J P 11mmCL 10/12 3 ST 50m 775eb
The new and improved version of the popular Brogrifex-Power
contains a revolutionary new chamber cycling sydfesth moves a new
round into the chamber faster than any previousahddhis cuts down
delay time between shots, allowing you to emptyehtire magazine in
seconds. The integral laser sight (+1 WA includeodva) is the battle-
proven LasSys XMS design that is manufacturer-quaeal not to fail.

Browning
Ultra Power

Ceska vz/120

PST +1 J P 9mmCL 18 2 VR 50m 350eb
This Czech pistol, manufactured by Ceska Zbojovkaegue, is the
premier East European light service pistol. Impabtig Ares America, it he
been rated by several experts as the best pisitd cfiss in the world. The
sidearm of choice of the Czech Mechanized Command.

Colt American L36

PST +1 J P 10mmCL 9/11 2 VR 50m 350eb
This light American design is very popular amortgststyle conscious
because of its sleek profile and unique appeararefactory model L37
uses an 11 round magazine which is fully intercleabée with the L36 9
round magazine.

PST +2 J P 11mmCL 16 2 VR 50m 600eb
Colt explodes back into the heavy handgun mark#t thie vicious
ManHunter! Sleek and deadly, this heavy pistoldasigned for ultimate
reliability under the most adverse of conditionseweapon was designed
by famous Bounty Hunter Andrea McBaine, and undetweore than a
year of field testing before she pronounced it yefad the market.
The heavy body of the gun contains a precisiorr Isight (+1 WA included
in above stats)

g
Seco LD-120




PST +2 J P 9mmCL 12 2 VR 50m 500eb
Count on Seco to take the fantastic, but agingalst.D-100 design and
rework it for modern times. Not only does it ficdty's caseless high-
compression rounds, but it also mounts an integmai-laser for faster
targeting (+1 WA included above). The sturdy fléadk macroplastic
casing gives it that lethal look in such demand.

Streetline Special

PST-2P P6mm6 1 ST 15m 100eb
This is a common hold-out pistol found among thedst level of society.
Made of composite materials it is small, lightweigdnd extremely
concealable. As the weapon's magazine is inteég@nnot use larger
magazines, nor can most pistol accessories be eubont it.

GRU MAX 12mm

PST +0 J R 12mmCL 10 2 ST 50m 600eb
The premier heavy pistol from the GRU corporatiéi$an Francisco, it
claims a design "70 years ahead of it's time" f&ilg to deliver. A fairly
typical 12mm handgun in all respects.

Ingram Warrior-10

SMG +1 J C 10mmCL 30 2/3/20 VR 100m 750eb
More Ingram Warrior-10's have sold in the pastehyears than some of
it's majro competitors have sold in their entiredarct lives. Durable and
reliable, the Warrior-10 is the weapon to choosemtie elements are
you enemy. Rain, sand, mud, humidity - under amda®ns, the
Warrior-10 keeps firing. No bells and whistles bisttough gun, but who
cares about chrome when the rock-and-roll goes &@own

Savalette Guardian

PST/SMG +1 J P 12mmCL 12 2/3* ST 50m 900eb
The Savalette Guardian's chrome-steel finish shudfithe taste of the true
professional, and its high-powered, fldkd slug packs professional pow
This second-to-nonepistol fires the heaviest raurits class. The
Guardian's brilliant finish, integral computer eanhed targeting system,
micro-gyro recoil absorption system, and burst-mfirdeg system make
this weapon the unquestioned leader of the packhgvliield or dress
weapon, the Savalette Guardian is the heavy sidefammoice for
professioals worldwide. Why pick any other gun?

Ares Crusader Machine Pistl

SMG +1 L P 9mmCL 40 20 ST 150m 700eb
Someone at Ares has idea what a machine pistol is...
The Ares Crusader represents the pinnacle in magiigtol technology. Only
slightly larger than a conventional pistol, the €ader is capable of full-
automatic fire and carries an extended clip thatikhmake some assauitie
owners jealous! Comes with an integral Wagner gad-kecoil system.
The gas vent system provides +1 WA in full-aute finly.

Beretta 200ST




SMG +1 J P 9mmCL 26 2/3/10 VR 50m 700eb
The pistol that all the military data-faxes areesening about. The Beretta
Model 200ST is everything you've heard and mor@abte fo full-
automatic fire, this pistol jams as much firepowao a small frame as any
other light service pistol currently available. £lthe 26-shot magazine
reduces the chance of being caught short at thrdgmkcmoments. Equippe
with a detachable shoulder-stock (stats not indwuat®ove).

Beretta Model 70

SMG +2 L P 10mmCL 35 20 ST 150m 900eb
The Beretta Model 70 holds 35 rounds of 10mm Casedenmo in a stabl
long-barelled bullpup assembly. Combined with aagnal laser sight and
sound suppressor, and you've got a weapon to asatrage beast!
(Laser sight provides +1WA already included above)

SMG +0 J P 9mmCL 25/35 20 ST 50m 750eb
This design by Ceska combines a submachine gua'®fdire with the
weight and concelability of a light service pistiblcomes equipped with i
integral folding stock for added recoil-reductiorddt can carry all the
conventional pistol accessories. The optional elddshot clip is also sul
to please. Don't leave home without it!
(with the stock extended, reduce concealability tnd increase WA by 1)

SMG +2 J P 10mmCL 20/30 20 VR 100m 950eb
Adapting the MP-5 K series models to the 10mmCLnchuiHeckler &
Koch has come up with another winner with the MPX6 Voted favorite
new weapon at the Paris Arms Show last year, thesMK is a sure
winner by any standards
Comes equipped with an integral laser sight (+1 MWuded above).

Ingram Smartgun

SMG +3 L P 11mmCL 32 20 ST 100m 1100eb

Nicknamed "The Street Samurai's Sidekick"!

The May issue oBtreet Fighting Martisted the Ingram Smartgun (model 20t) as its

readers' SMG of choice. One look and you'll see mibye smart boys and girls

carry the Ingram. Don't make the same mistake gaemy did. Carry the model 2
Weapon comes factory-equipped with a smartgun(&WA included above) and

|Iqram Smartgun folding stock (Conceal N, +1 WA when extended).

SCK Model 100




SMG +3 L P 11mmCL 30 30 ST 100m 1250eb
Manufactured by Shin Chou Kogyo, Tokyo, the SCK MIot0O0 is used by
more Japanese Security Forces worldwide than dmer submachine gun.
Rumour tells that even the elite Red Samurai paiskvweapon! When it's
time to pick the best, choose the one the besedick
Weapon comes factory-equipped with integral smalign(+2 WA
included above) and folding stock (Conceal N, +1 Wien extended)

Mossberg CMDT Combat Gun

SHG +1 N P 12g 8 2 ST 50m 900eb
Rated best new shotgun at Desert Wars 7!
Maybe the best combat shotgun on the market totay Mossberg CMDT
Combat Gun is a proven winner in every climateyearly every situation.
Comes with integral laser sight (+1 WA included ad)o and the model SM
variant has integral smartlinking (1,300eb).
Equipped with a folding stock, concealability ineses to L and WA drops
by 1 when folded.

Colt Meehe

Colt M22A2

RIF +1 N P 5.56CL 40 2/20 ST 400m 1,000eb
The Colt M22A2 is a quality weapon at an astounigiadfordable
price. Accepting a 40-shot clip of 5.56mm Caseldssweapon
also comes with an integral 40mm grenade launcieoil
reduction and a built-in 2x imaging sight.

Colt M22A4

RIF +0 N P 5.56CL 40 1/20 ST 200m 750eb
The carbine/paratrooper edition of the M22, the M2has a
shortened barrel and stock assembly and has rejpihee
carrying handle and imaging sight with a rail-mofant
whatever accessories the cammando in question ghiétary or
urban) wants to add. With the reduced barrel lerththrecoil
compensation had to be removed also, pretty musthiging the
weapon to autofire roles.

Heckler & Koch G12A3Z

RIF +2 N R 6mmCL 50 2/20 VR 400m 2,200eb
Precursor to the G6 MG, The G12A3z was the nextégtep
from the G11. Improving on the best characteristicthe G11,
the G12 is lighter, less bulky, and equipped wittegral laser
sight (+1 WA included above), gas venting (+1 WA &uto) and
telescoping shoulder-stock. It fires the same 6mamds as the
G6.

RIF +2 N P 5.5mmCL 25 1/20 ST 400m 1,800eb
The vz 88 V, manufactured in Czechoslovakia, isearpum-
grade assault rifle equipped with many of the asmess normall
found only in weapons of Western manufacture. Mimgnan
integral laser (+1 WA included above)dh2x Optical sight, the \
88 V also comes with Gas Vent recoil reduction \AA full
auto) and a collapsing shoulder stock. It fired@Bersion of the
5.5mm Chinese Caseless round.



Ranger Arms SM 3

RIF +2 N C 7.62NCL 6 1 VR 400m 4,000eb
The SM3 is a must for those jobs when the first shottbaunt.
Silencer and a variable-mag imaging scope (1.5timés) with
thermographic or low-light (buyers choice) are éagtstandard.
Like most of its breed, it disasembles completelyfit in a
standard briefcase. Ideal for the assassin ondhe g

Ruger 100 Sport Rifle

RIF +1 N C 9mmCL Long 5 1 VR 400m 1,300eb
A precision bullpup hunting weapon perfect foreavironments.
Its sturdy wood and high-impact plastic casing eesu
dependability, even in the foulest of weather. Convith an
integral 2-6x variable imaging scope.

Walther MA 2100 Sniping Rfile

RIF +4 N R 7.62NatoCL 8 2 VR 600m 3,000eb
This weapon is the sniping rifle that just won tlgorous CAS
sniper rifle competition! Designed to military sifaations
(instead of being a military adaptation of a cailirifle model),
the Walther is reliable and free of the designahiities common
to other weapons of the type. The professionatiécet
Comes equipped with a smartgun interface(+2 WALidet
above).

Ares MP LMG

HVY +2 N P 6.5CL 50/Belt 1/20 ST 400m 2,200eb
The Ares Man Portable is the weapon of choice afenmoilitary
and paramilitary organizations than any other Lighichine
Gun. Capable of sustained automatic fire for haurgnd, the
Ares MP comes equipped with an integral laser gightWA
included above), a Gas Vent (+1 WA full auto) récoi
compensation system, and a hip-pad bracing sysiemsé with
a shoulder sling. This weapon is designed to leg firom the
hip, and no provision has been made for shouldetirighe
weapon accepts either belt-fed ammo (in 100-ronocements)
or a 50-round clip of 6.5mmHybrid.

FN MAG 5

HVY +1 N P 7.62N-CL 50/Belt 2/20 VR 400m 3,000eb

More military and security agencies world-wide cbethe FN-
MAG 5 medium machine gun as their light vehicle p@aor
general purpose machine gun. The weapon can aaaeptternal
50 round box or a belt. It comes with integral Gasting (+1
WA full auto) and laser sight (+1 WA included abpve

Panther Cannon

HVY +0 N P 25mm 22 1 ST 400m 3,500eb
The Panther Assault Cannon, designed and producPaiither
Industries, is your only choice for heavy assa@apon. Firing a
stable superplast explosive warhead, the Pantisepioaen
effective against both hard and soft targets. Comitbsshoulder-
strap and hip-bracing gear for stable hip-fire. Plaather fires
specialized 25mm HV grenades with a double-sizepgtant
charge. Impact from one of these grenades dealsi2abfge



beyond the normal damage for such a round. Rousdsast
2.5x the normal cost for 25mm grenades.

Stoner-Ares M107 GPHMG

HVY +1 N R 12.7BMG 40/Belt 1/10 ST 400m 4,200eb
From Stoner-Ares Weapon Systems of Detroit, Michjgamme
sthe latest in the long line of Stoner Ares weagpystems, the
M107 GPHMG (General Purpose Heavy Machine Gun)eBas
the previous Stoner-Ares heavy design, the battdegn M98tz,
the M107 features many of the advantages of itsrdddother,
merged with the technological improvements of tst tlecade.
Capable of taking ammunition from either a 40 roakig or a
disintegrating belt, the M107 comes with a Gas \fenbil
reduction system (+1 WA in full auto) and an intdaser sight
(+1 WA already included).
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The BlackHammer CyberPunk Project

45AP No3. "Ronin" SMG
SMG +0 L P .45 30 20 VR 50m 700eb

The "Ronin" was originally designed by the Mishimaned Tambu
Corporation as a handgun with a 15 round magadimekét
concealable), but the bullpup design and corporititary applications
begged for a full-auto system. The result was th8 Ronin SMG,
whose popular design has been copied by sevebamdiant
manufacturers (Dai Lung, Mexican Metals - 400ebrdliable).
Standard load for the Ronin is .45 APC cased KT\WdérPiercers.

Tambu No.4 "Windrider"
RIF +2 L P 5.56N 22 30 UR 300m 800eb

The "Windrider" mission statement was for a heaMGS originally
built in 12mm. The final product was a light bulfpassault rifle with
good barrel length and concealability. Unfortunatetvas built quickly
after the success of the Ronin SMG and the rushksigjd was buggy
and unreliable.

Tambu No.4 "Windrider" Assault
RIF +1 N R 5.56N 22 30 UR 300m 900eb
HVY +0 N R Grenade 1 1 UR 300m

The "Windrider" original configuration included &8@m Grenade
Launcher that almost completely countered any efgdod points of tt
original Windrider design, making it clumsier toefiand completely
nonconcealable.

Tambu No.1 "Shogun”
RIF +2 N P 7.62N 26 30 VR 400m 900eb

The Shogun is considered a masterpiece of weapgigrdd earning
from the Grenade Launcher mistake on the Windridher Shogun was
built with a totally different interior. The resu#t one of the most
compact and streamlined battle rifles on the field.

Tambu No.1 "Shogun" GL
RIF +2 N R 7.62N 26 30 VR 400m 1000eb
HVY +0 N R Grenade 31 ST 400m

The Shogun also comes factory-equipped for militargt corporate
operations with an integral 40mm pump-action grerladncher
holding 3 grenades in an internal magazine. Otlserttie weapon is
identical to the standard No.1 Shogun.



Tambu No.15 "Archer" Sniper Rifle
RIF +2 N R .300WM 15 1 VR 600m 1500eb

A popular assassin's weapon, the Archer's bullpgigd allows for a
shorter barrel length than most high-caliber snigfess and comes
equipped with a nightvision scope that can besdtdand 8 times
magnification.

Tambu 50/50 "AirBrush”
RIF-1 N P 12g 14 4 UR 60m 1200eb

This semi-automatic shotgun is favored for itstigleight, large ammaq
capacity and low cost for a double-barrel desigowelver this is
reflected in quality, reports of too much play lre tmaneuvering hand
ammo explosions and leaks in the gas regulator imade it unpopular
among freelancers. Double barrelled, the barrelsid@-byside and fir
simultaneously, with heavy recoil.

Tambu 501 "AirBrush"
RIF +1 N P 12g 14 2 ST 60m 600eb

This semi-automatic shotgun is favored for itstigieight, large ammo
capacity and extra barrel length from the bullpepidn. This is the
single barrel version of the 50/50, lighter and enoraneuvarable, it's
also free of

CyberTronic P1000 SMG
SMG +1 L P 12mm 20 20 VR 150m 900eb

As with all Cybertronic-designed weapons, the P18MG is a
masterpiece of craftmanship, reliability and "usemndliness". The
action is solid orbital-alloy construction with aigue impact-resistant
polymer casing.

CyberTronic CAW2000
RIF +1 N R 5.56N 30 30 VR 400m 1200eb
HVY +1 N R Grenade 1 1 ST 400m

The CAW2000, built for CyberTronic by Cybersecuiitg, is a close
assault rifle with integral grenade launcher. Thiy drawback to this
weapon design is that the grenade launcher carnoséd when the
bayonet (normally hidden inside the stock) is dtéatto the barrel.

CyberTronic AR3000 Assault Rifle
RIF +1 N R 6.5CL 25 25 ST 400m 1500eb
HVY +1 N R Grenade 4 1 UR 300m

The AR3000 shares most design concepts with thei@ybnic SR350
but is set for full-auto fire and has an integrgbeidhp-action 37mm
grenade launcher below the barrel. A very expenstiate of the art
assault weapon, the AR3000 is also made of ortiéglls sealed in an
impact-proof polymer shell.

CyberTronic SR3500 Sniper System
RIF +2 N R 6.5ETA 20 1 VR 600m 1500eb

Electrothermically enhanced, the SR3500 looks largg bulky but is
extremely Igiht weight and stable. The "bulb" behthe muzzle
provides storage space for the bipod when foldbé. FR3500 has be:
produced in few examples and is very rare on tteestComes
equipped with a detacheable 8x nightvision scope.



CyberSecurity SA-SG72001
RIF +1 N P 12g 6 2 ST 60m 600eb

Based on the now-extinct CyberSecurity SG7000 ShpttheSG7200:
has been redesigned for semi-automatic fire orthg. leasons for this
were mainly that too many jams occured with thédutomatic versior
and with this weapon, which was

PSA Mk XIV "Aggressor"
SMG -1 J P 11mm 26 20 UR 70m 800eb

The Aggressor personal sidearm is the standardowecegaried by all
Imperial Corporation units, from bodyguards andusieg officaser to
personnel in combat units. The gun is manufactureter license by
Lyon & Atkinson Arms, Inc.

SMG Mk Il "Interceptor"
SMG +1 N R 12mm 40 30 ST 150m 1400eb
HVY +0 N R Grenade 1 1 ST 300m

The Standard SMG of most Imperial armed employtesinterceptor
is a cloven choice. Some people love it for itelifeg of raw power,
while others find it far too heavy and bulky for @NMG. It's all a matter
of taste for the largest of conventional sub-maetgans.

BAR Mk Xlb "Invader"
RIF +1 N R 6.5CL 30 30 ST 400m 1350eb
HVY +1 N R Grenade 14 2 ST 300m

The Invader battle assault rifle is similer in dgsto the Assailant
Sniper rifle, but has excellent close-combat cdpgbdur to the 37mm
integrated grenade launcher. What makes this weapigpie is that it
mounts the world's only drum-fed undermount grerladacher,
allowing for great firing endurance, but also makthe weapon quite
bulky.

SR Mk XII "Assailant"
RIF +2 N P 7.62N 15 1 VR 500m 1200eb

The Assailant Sniper Rifle, manufactured undemiseeby Fieldhausen
Arms, is used almost exclusively by Imperial hotrseps. It is a
reliable and stable design, a bit too heavy todgufar in civilian use.
Comes equipped with a detacheable nightvision sight

B&G Mk XIV "Mandible"
RIF +O N P 12g 19 2/10 ST 50m 2250eb

This Bartholomew & Grednel production was theisffireal success in
the weapons branch, and the design soon cameaddpted by other
freelancers with close contact with Imperial. Earty they realized
there was a stable market for really heavy



MP-105
SMG +1 L R 10mm 50 30 VR 50m 800eb

The MP-105 (MachinePistol 105) is a superb weapibin avbad
reputation on the street, mainly because of thebemsome and
ackward location and design of the magazine. lé;radavantage is
the use of a triple-stacked caseless munition|triegun a light
weapon with a very large magazine. The MP-105 edsnes with a
built-in cooling shroud, allowing for extended dfir® use.

MP-105GW
SMG +1 L/N R 10mm 50 30 VR 150m 1250eb
HVY -1 L/N R Grenade 1 1 VR 100m

Simply an MP-105 adapted to be used in a full SMI8,rthe 105GW
has an integral silencer and short-barrel grenaiecher. The only
other differences are a telescopic shoulder stadkaamore robust clip
design (fully interchangeable with the MP105 clipugh) better suited
for field use.

AG-17 "Panzerknacker"
RIF +2 N R 7.62NCL 40 40 ST 400m 1500eb
HVY +1 N R Grenade 4 1 UR 300m

Still using the same action design as the MP1@5Pdmnzerknacker was
nicknamed from it's outstanding armor piercing ¢alitees, both with
40mm HEAT grenades and with it's 6.5mm caselessmapiercing
munitions. It's primary feature is the extreme &tére because of the
very light bolt design and the caseless feed masharComes with
folding stock and detacheable grenade launcher.

PSG-99
RIF +3 N P 7.62NCL 40 1 VR 500m 1100eb

The PSG-99 relies on the same conventional teckraguthe other
Bauhaus weapons, with the critically angled clipige they use for
caseless munition feeding. A master-piece amongaes the PST is
favored even within competing corporations' speftiedes. Comes with
detacheable nightvision sight and adjusteable saockcheekrest.

ARG-17
HVY +2 N R 6D10 11 2 VR 500m 6750eb

Combining the RPG-A with a drum magazine and a-pufl technique,
the Bauhaus weaponsmiths once again have succeepegtiucing the
most user-friendly weapon on the market in it'®gaty. In all respects
the ARG-17 is almost perfect, as long as you doak at the price tag.

HG-14
RIF +O N C 12g 51 ST 50m 500eb

Sherman .74 M-13 Bolter
PST+1 L P .74 18 1 UR 50m 750eb

The Sherman Model 13 sells primarily because ®hitassive caliber,
larger in girth even than the .666 Magnum Opus dsuithe odd design
of the gun is for two handed use, and one handeotisly reduces WA
by 2. The .74 caseless munition is fortunatelybaatked up with a huge
powder charge, and only deals 4D6 damage (armas $B as effective
against this munition because of it's very broka tip.



Sherman .55G M-15 "lronfist"
SMG +1 L R .55 10 10 UR 100m 1000eb
HVY -2 L R 25mmGren 1 1 ST 50m
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This sub-gun is sold to military and corporate taily forces exclusively. Similar to
the Model 13, but chambered in a smaller diametgrdge (with the same powder
charge behind it) and sporting a short range 25managle launcher underneath the
barrel. .55G Caseless munitions share almost Bisti@qualities with 12mm
munitions.

Probably the smallest automatic weapon marketéideivenerable 7.62 Nato
munition, the CAR-24 shows distinctive CAR-15 ligea Often referred to as a
close assault weapon SMG because of the integ&rerthde Launcher, this beas
also found in cheaper street versions of lower pectidn standards and reliability
(jams 2 times in 10 when fired full auto, UR GL) 00 euro or so. WA is
increased by 1 with stock extended.

M50
RIF +1 N P 7.62 30 20 UR 400m 1100eb
HVY +1 N P Grenade 6 1 ST 300m

[:7:’ “Ee s.&- : ing i ' 6 shot
e Still showing it's CAR-15 roots, the M50 is a lohgrreled assault rifle still firing

the venerable 7.62 Nato munitions. The barrel keigbecause of the 6 shot
integral grenade launcher mounted underneath. &tdndodel comes equipped
with a folding stock which does nothing to incre@seconcealability.

SR-50
RIF +1 NR .62 12 2 VR 700m 2050eb

Originally built up from an extended version of #&0, the SR-50 ended up as &
sniper's dream, even firing the proprietary .62ss munitions it remained almost
completely recoilless, and dead silent with ittegmal flash / sound suppressor. The
incredibly simple mechanism assures high reliahilinlike most other Capitol
products. .62 ammo does 8d6 damage.

Colding Arms M516S
RIF +O N C 12ga 6 2 ST 60m 600eb

The M516S, Single-Model, is Capitol Security See\dcstandard shotgun,
frequently carried both on patrol and on emergeraihs. Many other security
companies look to the M516S because of it's longeacompared to most similar
models. The 516S is a fairly common weapon, man leen stolen from CSS
troops and other security forces, which boasts lamge and autoloading
functionality.

Colding Arms M516D
RIF -2 N R 12ga 12 2/4 ST 60m 1900eb

The M516D, Double Model, is an over-and-under detldrreled variant of the
516S shotgun, restricted to military and in-house iy Capitol Security Services.
One of the few autoloading double-barreled shotgumthe market, it is much
sought after,

P60 "Punisher"”
PST+1LP 12mm 13 2 VR 60m 950eb

This fearsome handgun, nicknamed the punisher bedatt's use by the
Inquisition, is one of the better 12mm handgunshenmarket, a statement
backed up by it's jacked-up price.




Piranha

PST +2 L C 12mm 11 2 UR 50m 650eb

This ridiculously over-sized 12mm handgun is fadbfar it's intimidation value
and relative high accuracy provided by the longddairhe actual mechanism is
somewhat unreliable and the weapon is dislikedig lcombat because the barrel
makes it hard to hold up for long periods of time.

MP-103 "Hellblazer"

SMG +1 J R 10mm 50 20 VR 50m 800eb

autofire.

Based on the MP105, the MP103 is smaller, moresiodd has a larger handle
for better handling. Unfortunately (to most) it lemkwer rate of fire, and although
firing the same 10mm cagsis munitions, the magazine is not interchangeilite
the two MP105 models. Comes equipped with a coahrgud for extended

Mephisto Sniper Rifle

RIF +2 N P .300WM 13 1 VR 700m 1400eb

The Mephisto Sniper Rifle is a rather ordinary hagthiber rifle design with few
gadgets and high reliability. It is unusually stabhd robust, giving excellent
accuracy and range. The detachable nightvisiosdefsc sight has x3 to x15
magnification and includes a red-point laser sfghshort ranges.

Images and weapon names on this page are fromukenbMChronicles RPG from Target Games and arpribgerty of Target Games.
Use on these pages is not to imply a challengeisacbpyright.

SLA INDUSTRIES WEAPONS
CONVERSIONS
by Amy Luther

ABOUT THE WORLD
According toSLA Industriesall of the weapons found in ti$t.A

IndustriesandKarma sourcebooks are put out by "sub-companies"

of the world-spanning SLA Industries corporation:

"The sub-companies in SLA all act as rivals, teirdefor contracts
and trying to out-perform each other. While ...\ilgan
competition, they are ... working, technically, firA."

For CP2020, GMs will probably want to break thesmpanies into
independent corporations, make up stats for thechptace them in
competition with established CP2020 companiesMiéech,
Armalite, and Constitution Arms. To make this egdiee
companies given below are stripped of their SLA&mefices and
presented as separate entities, with no ties t@oather except
where noted. All information given for a corporatiis practically
verbatim fromSLA Industriesand companies with sparse entries
(Kramer Production Syndicate, Klip Killer) are jut lean in the
original sourcebook.

ABOUT THE WEAPONS

Most SLA Industries weapons are either entirelyoec or employ
a high percentage of ceramic parts in their consom. Except
where otherwise noted, assume that all weapons giglow are
caseless. SLA's preferred caliber is 10mm, andrnierity of these
are straight one-for-one damage conversions ueagP2020 stats
for 10mm rounds. Any of these weapons may be simicetd;
standard price increases apply.

The author does not condone use of all of thes@avesain a
CP2020 campaign. Hell, | think some of them ardtpre
overpowered. However, in the interests of neuyralite decided to
preseneverything keep the conversions as faithful to the original

sourcebook as possible, and let you pick and chabsg you want
according to the needs of your campaign.

GENERAL ARMAMENTS
General Armaments is known for compact, inexpensigbtweight
weapons that combine ceramic barrels with stanstael frames.
Their products are sound enough, with a good, tatesign and
long life expectancy of parts. Unfortunately, GAstread a rather
checkered success rate with their products oveyehes, and are
finding it hard to maintain their hold in the matfidace. This will
soon spell the end of GA's weapons design tearassithey can
work miracles or acquire funding from outside sestc
To reflect GA's decline, GMs may opt to bump priopsby 50%-
100% in an effort to boost prices, or reduce therthie same
amount to simulate a GA stock "blowout." ("Genekaihaments
presents a GIANT THREE DAY SALE!")

GAA47 Semi-Automatic Pistol P -1 P 2D6+3

(10mm) 12 1/3 ST 50m 250eb

A small, inexpensive pistol from General Armameidsal
for those who need a concealable weapon with tppsig
power of a 10mm round. The ceramic barrel hasériie
guarantee, the lightweight frame makes the GA4Y &as
carry, and the low recoil makes it very easy te.fir
Unfortunately, the snub barrel reduces accuraayifagntly.
(SLA 225)

GAS50 "Finisher" Assault Rifle RIF +1 L C 2D6+3
(10mm) 30 1/3/30 ST 400m 500eb

This small bullpup-configured rifle has the accyratan
assault rifle combined with the concealability ilcat, and
small size of a SMG. Solid carbon-fiber constructinakes
for great weight savings and allows for a good @éabugh
handling without loss of performance. (SLA 225)



FEN WEAPONS

FEN weapons are famous for their reliability anghhi
comfort factor, with full ceramic frames, compacigazines,
and zero maintenance guarantees.

"When you buy a FEN product, you're buying a lifetiof
trouble free, cheap service crafted by the fineshnicians.
Whatever you buy, an auto pistol or an assault canbetter

buy FEN."-- FEN Catalogue ad copy

FEN-603 Auto-Pistol P 0 J C 2D6+3

(20mm) 20 1/3/20 VR 50m 300eb

The FEN-603 is a medium autopistol that feels &Keght
pistol due to its full ceramic frame and barrel {gthcomes
ready to accept a silencer, flash suppressor, ightss
Features of note include a compact box magazine, a
rubberized, cushioned "easy" grip, and a zero reaarice or
full refund guarantee. (SLA 225)

FEN-091 "Farjacket" 14mm Pump Pistol P -2 J P 6D6

(14mm) 5 1 VR 25m 1500eb

The need for a compact pistol with the knockoutgbuof
14mm rounds has been the concern of FEN's desigm fer
some time now. The Farjacket is devastatingly more
damaging than the Berenyi Blitzer, and the 14mnti she
guarantees large amounts of tissue damage no madtser
type of round is used. Full ceramic case and frarake the
Farjacket's weight enough to negate the more urmatiie
aspects of its large load. The Farjacket comesyreadccept
a laser sight. (Karma 32)

FEN-204 "Gunhead" SMG SMG +1 L C 2D6+3

(10mm) 40 1/5/40 VR 200m 450eb

A squat, ugly ceramic submachinegun with the festur
common to the FEN line of weapons--"easy" grippzer
maintenance guarantee, compact box magazine. Qoities
an integral flash suppressor or silencer, and eaityebe
fitted with a laser sight. (SLA 225)

FEN-AR Assault Rifle RIF +1 N C 6D6+2

(7.62) 25 1/3/25 VR 400m 500eb

With a hard case ceramic construction and smodtadito
feed, the FEN-AR is a comfortable, rugged asséidt The
FEN-AR is FEN's most popular product, and was ogtyy
restricted to military buyers. Military models haa&/R
reliability; the civilian FEN-AR has a ST rating&no
maintenance guarantee, but can fit a silencerlast f
suppressor. (SLA 226)

FEN-706 "Power Reaper" 2.1HVY +2 N R 4D6+4 (12mm
long) 100 5/50 VR 450m 1000eb

This is a squad support machine gun, similar ircephto
the Constitution Arms Cyclone Squad Support Weapon
(Protect & Servigand the Dover GA-1112 Autogu8B8QF2.

It has enjoyed fantastic success for some years semwing
military clients without a flaw. It has a full ceméc barrel
and is equipped with a waldo harness/gyro mouné&se of
firing and storage; when not in use, it swings acband

locks into an upright position on the user's b&tndard is a
100 round belt-fed ammunition bin (supplied unlagjdand
the weapon can also accept 50-round clips. (SLA 226

FEN-808 "Power Reaper" 2.4 (Long Bore)

HVY +2 N R 4D6+4 (12mm

long) 100 5/50 VR 800m 4000eb

Just in! Limited stock of special issue Long Bomer
Reapers! Previously unavailable except to militignts,
the FEN-808 is identical to the FEN-706, but istariore
accurate (and expensive!). When carrying the FE8li8Qhe
folded position, reduce the user's REF by -2 ferghrposes
of running, jumping, and anything else covered Ibiglétics,
Melee, Martial Arts, and so forth. (Karma 32).

FEN-400 "Sure Kill* Sniper Cannon

RIF +3 N R 7D10+3 (17mm BMG) 5 1 VR 3000m 2000eb
The Sure Kill is perhaps the most powerful snifiée ever
made. The over-long ceramic barrel allows for extby

high muzzle velocities; the weapon itself come$aser
sight, folding bipod (+1 WA at Long/Extended Range)
3000m scope and 20% recoil baffling (reduce BOD hbyin
20%). The Sure Kill also has a five round box magazThe
manufacturers apologize for the unavailabilityarbler box
magazines. (SLA 226)

FEN 30-30 "True Shot" Sniper Rifle RIF +3 N P 6D6+2
(7.62mm) 1 1 VR 900m 1100eb

The 30-30 has a full ceramic casing and barrelcamdes
with laser sight, flash suppressor, 1000m scope and
detachable bipod (+1 WA at Long/Extended Range$. bolt
action and holds a single round; there is verlelittcoil, and
the ceramic barrel is detachable and comes wititi adro
maintenance guarantee. (SLA 226)

FEN "Tri" Sniper Platform RIF +4 N R 6D10 (12.7mm
BMG) 1 1 VR 1200m 1450eb

An innovative design from FEN, the Tri Sniper Poauth
comes with a powerful 2000m scope with integrabii®l UV
nightsight linked to a high resolution monitor tetigg
screen (detachable) and IR/UV laser sight with G02®
range. Fully suppressed and silenced, the Trilisaation,
single-shot, with a full ceramic frame and barféle Tri is
mounted on a sturdy tripod; fine aiming is donethogy
computer--no hands are required, and would inifdetfere
with the shot. Alternately, aiming can be accontis (at -1
WA) with a small remote control and the monitoigting
screen. The remote is good up to 5m. The Tri cabeot
removed from the tripod without dropping WA to -3!
Operating the Tri manually is difficult: removiniget monitor
drops WA by -2. A "stripped" Tri (no scope, no o)
operates at a WA of 0. The Tri is modular andifita
compact carry case. (SLA 226)

FEN-93 GAG RIF +2 N P 6D6+2

(7.62mm) 30 3/30 VR 400m 800eb

Though the GAG has all the markings of an asséldt it
has been constructed to conform to most of theifsgegt@ons
of the 30-30. Carrying a 7.62mm round, it is mogiigntical
to the 30-30, but has the capacity for automatedind a
larger magazine capacity. (Karma 31)



KLIP KILLER

Klip Killer manufactures hold-out weapons, simitarthe
(in)famous Polymer One-Shot Cann&hfomebook R
Since Klip Killer weapons are actualiiesignednot slapped
together like the One-Shot, they are fairly relgabl

K.K. 20 "Panther" P 0JE 4D6+1

(12mm) 20 2 ST 25m 200eb

For those of you who don't want the hassle of cagra
back-up pistol, the KK20 is ideal. The KK20 clipssdy onto
your arm, and the use of light carbon-fiber incibastruction
makes it extremely light, though a bit bulky. (-ERto
actions performed with that arm). The trigger isngl under
the wrist so that when your primary weapon is dezhhe
trigger grip can be easily flipped into the harehdy to fire a
12mm round. The KK requires a special modular 2(hdo
wrap-around feed, available from KK(50eb), and fiba
laser sight, silencer or flash suppressor (-2 RE&ctions
performed with that arm, and raises concealalititly).
(SLA 227)

K.K. 30 "Ripper" P OLE 4D6+1

(12mm) 20 1/5 ST 25m 400eb

The Ripper is essentially a high-powered, automagision
of the Panther. It shares the wrist trigger sysaich
ammunition clips of the Panther. Due to its largjee, and
slightly different construction, the Ripper is ufalo fit a
silencer or flash suppressor. It can fit a lasghtsiwearing a
Ripper will reduce REF by -2 on all actions witkatlarm.
(SLA 227)

BERENYI LIGHT ARMS

Berenyi Light Arms has had an unblemished trackmc
since it first unveiled the Blitzer. Their standafd
workmanship is unparalleled; Berenyi designs havaiaof
artistry, a look which makes these expensive hansiguore
of a status symbol than a weapon.

Berenyi 046M "Blitzer" Revolver P +1 J P 4D6+1
(12mm) 6 2 VR 50m 1800eb

These unusual ceramic revolvers from Berenyi Ligths
are molded from high quality silicate and carbdoefi
composites. While most are custom-made for eacbrbuy
(individually molded grips and designs and so fpritith a
little chemical preparation they are not too hargé¢nericize
(acid-treating the grips, eating off the serial fnems, etc) and
many black market versions exist. If not boughtdag
direct, the cost is halved, the reliability dropd4R, and the
WA drops to a minimum of -1. Blitzer orders takeotweeks
to fill and Berenyi provides a maintenance kit/garase for
an additional 50eb. (SLA 227)

Berenyi 446M 12mm Derringer P -2 P P 4D6+1
(12mm) 2 2 VR 25m 400ebThe Derringer is one of the
smallest heavy handguns in production. It follotes $trict
production guidelines that BLA previously set op %6
Blitzer, so quality is assured. The Derringer lr@ech
loaded, twin barrelled pistol that chambers two &?m
rounds. It has been designed with reinforced chasrdoed a
single or double hammer pull to allow the firingasfe or

both of the rounds with a single trigger actionisTis BLA's
first entry into the mass-production firearms marki€arma
30).

Berenyi 710M "Snubber" P 0P P 2D6+1

(9mm) 14 1/2 VR 50m 150eb

The BLA Snubber is a petite autopistol; it is esynaintain,
easy to fire, lighter and cheaper than the FEN<{®@8ch it
was designed to compete with). (Karma 31)

Berenyi 646M "Buzzsaw" SMG nbsp; SMG +1 N C 2D6+1
(9mm) 180 40 VR 100m 800eb

With the introduction of more and more semi andiyful
automatic weapons into an already flooded marketeByi
has created the 646 Buzzsaw in an effort to step@bf the
pack. Note that though the weapon resembles aninigun,

it is in fact an SMG with an integral drum magazamel will
accept no other type without a bit of tinkering ésage
Weaponsmith roll, changes concealibility to L). (Kea 30)

KRAMER PRODUCTION SYNDICATE

KPS "Mangler" Auto-Shotgun SHG -1 N P 4D6 (10
gauge) 40 15 ST 50m 900eb

This is a high-power, closed bolt, gas-operateti;fbd
automatic shotgun from the Kramer Production Syagiclt
has a full ceramic frame composition and can fipeai300
rounds per minute (sustained fire).

SLA INDUSTRIES

Rules the world and manufactures high-quality waapto.
What fun!

SLA Industries 10-10 "Bully Boy" SHG 0 N P 4D6 (10
gauge) 20 5 VR 50m 600eb

The 10-10 Bully Boy is a snub-nose, gas-operateliip
configured, close assault autoshotgun. For an hatgen, it
has a relatively low rate of fire, but its reliabyjlis
unmatched. It can use 10 gauge or solid slug antroann a
10 round box magazine, and comes with a lifetimarguotee
on the full weapon system.

CONSOLIDATED ARMS

Consolidated Arms makes lightweight, light calib@gss-
production alloy firearms for the home and persatediénse
market. A gun for everyone from Granny to little iM&ue.
Rugged, cheap, easy to clean, not terribly accuaaiet
ubiquitous. All are 5mm.

Consolidated Arms Cold Cast Pistol P -1 P C 1D6
(5mm) 8 2 VR 50m 50eb

Consolidated Arms "Eagle” SMG SMG -2 J C 1D6
(5mm) 30 1/30 VR 150m 100eb



DYNAMIC PRECISION BLADES

Dynamic Precision Blades manufactures a varietpadern
powered melee weapons.

Dynamic Chain Axe MEL -2 N P 4D6 n/a n/a ST 2m 200eb
No frills. The Chain Axe is a brutal weapon thall wp

flesh, bone, and armor with gruesome ease. Easy
maintenance, 5000 hour power pack, light ceranaimé and
steel cutting teeth. Picture a cross between anshwi and a
pole arm, and you have some idea of what kind @pee

this is.

Dynamic

VibroSabre MEL O N P 4D6 n/a n/a ST 1m 400eb
While not a monoweapon, the VibroSabre has a blade
constructed from a durable silicon and carbon fiber
compound, and is well equipped to match the highdsdrds
demanded by those accustomed to monoknives. Quality
hand-crafted hilt and scabbard. Estimated powek fifecis
5000 hours.

Dynamic Gash

Fist MEL O P P 3D6/2D6/2D6 n/a n/fa ST 1m 800eb

This powered gauntlet resembles the SPM-1 Battegio
concept, but differs slightly in execution. It d&36

crushing damage, 2D6 punch damage, and 2D6 AP damag
from the pair of retractable blades on the wrigt back of

the hand. It has no room for cyberarm options.

AN THOMAS BRADLEY

lan Thomas Bradley is famous for non-powered, ltjghlity
ceramic and monoblade "reproductions” of anciereme
weapons.

ITB Flick Scythe MEL +1 N P 4D6 n/a n/a ST 2m 500eb
An extremely powerful pole arm with a tough silicaramic
blade, the Flick Scythe is excellent for keepingryo
opponents out of arm's reach while ripping thenrtagée
blade and haft fold down to a compact 12" carryivg)
(takes 2 rounds to fully open for combat).

OLD WEST GUN STATS, v2.0

by Gary Astleford
[Mockery's Note: As explained in tt&ar Wars Weapon and
Armor Conversions, we like theCyberpunkgame mechanics so
much that Ocelot worked up these historical guts$ta use with
the R. Talsorian system. The main source for thess is the
Phoenix Command Wild West Weapon Data Supplempenout by
Leading Edge GamePlease don't limit your use of these guns to a
strict historical campaign, because they work gasaintique
curiosities in the CP2020 system! Imagine a poaaggomposed
of famous Wild West outlaws, each packing aauthenticpistol ... ]

Weapon stats are in this order:
TYPE W.A. CON AVL DAMAGE SHOTS ROF REL RNG

Statistic Definitions are at the bottom of the pagerry, cost
is not listed. If you're running a historical gargeu should
be able to find out the average cost of a periogpma with a
minimal amount of research. If you're incorporatihgse
guns into &yberpunkgame, cost will vary hugely,
depending on authenticity, condition, and sourcthef
weapons.

PISTOLS

Colt Army Dragoon, First Model
(.44 Cap & Ball) P -1 J C 2D6+2 6 1 ST 35m.

Colt Buntline Special
(.45 Long Colt) P +0 L C 2D6+2 6 1 VR 60m.

Colt Frontier Model
(44/40 Winchester) P +0 J C 3D6+1 6 1 VR 40m.

Colt Model 1851 Navy
(.36 Cap &Ball) P +0 J C 2D6 6 1 ST 30m.

Colt Model 1860 Army
(.44 Cap & Ball) P +0 J C 2D6+2 6 1 ST 35m.

Colt Peacemaker

(.45 Long Colt) P +0 J C 2D6+2 6 1 VR 35m.

Colt Pocket Police
(.36 Cap &Ball) P +0 J C 2D6 6 1 ST 30m.

Colt Shopkeeper
(38/40 Winchester) P -1 J C 2D6 6 1 ST 30m.

Colt Walker
(44 Cap &Bal)P+0J C4D6 6 1 ST 45m.

Derringer
(50 Cap & Ball) P-1 P C2D61 1 ST 5m.

Elliot Pocket Repeater
(.22 Rim Fire) P -2 P C 1D6 5 2 ST 5m.

Elliot Single
(.41 Rim Fire) P -2 P C 1D6+2 1 1 ST 5m.

Griswold and Gunnison
(44 Cap & Ball) P -1 J R 2D6+2 6 1 ST 35m.

Le Mat
({42 Cap & Ball) P +0 J P 2D6+1 9 1 ST 35m.

Le Mat
(.60 Cap & Ball) P -1 JP 5D6 1 1 UR 25m.

Remington Double Derringer
(.41 Rim Fire) P -2 P C 1D6+2 2 2 ST 5m.

Remington New Model Army
(.44 Cap & Ball) P +0 J C 2D6+2 6 1 ST 35m.

Smith & Wesson Model #2
(.32 S&W Long) P +0 J P 1D6+1 6 1 ST 25m.

Spiller and Burr
(.36 Cap &Ball) P +0J C 2D6 6 1 ST 30m.

Starr 44
(.44 Cap & Ball) P +0 J C 2D6+2 6 2 ST 35m.



RIFLES

Brown Bess
(.75 Smoothbore Flintlock Musket)
RIF -1 N C5D6+2 11 UR 35m.

Charleville Musket
(.69 Smoothbore Flintlock Musket) RIF +0 N C 5D& $T 50m.

Colt Revolving Rifle
(.56 Cap & Ball)
RIF +1 N C 4D6+151 ST 75m.

Gatling Gun
(Varies, .58 to .45)
RIF +0 N P varies 400 20 ST 75m.

Hall Flintlock

(.75 Smoothbore Flintlock Musket) RIF +0 N C 5D6#+2 ST 50m.

Harper's Ferry Model 1855 Rifle
(.58 Rifled Cap & Ball Musket) RIF +1 N C 4D6+2 1ST 75m.

Hawken Plains Rifle
(.50 Rifled Cap & Ball Musket) RIF +2 N C 4D6 1 T 35m.

Henry Repeater
(.44 Rim Fire)
RIF +1 N C 4D6 151 ST 75m.

Jaeger Rifle
(.75 Rifled Flintlock Musket) RIF +2 N C 5D6+2 1SIT 75m.

Kennedy Repeater
(45-60 Winchester)
RIF +1 N C 5D6+2 12 1 ST 100m.

Kentucky Rifle
(.45 Cap & Ball Musket)
RIF +2 N C 3D6+2 1 1 ST 50m.

Remington Geiger
(45-70 Government)
RIF +O N C 5D6+2 1 1 VR 75m.

Remington Model 1872
(45-70 Government)
RIF +1 N C5D6+2 1 1 ST 75m.

Sharps Carbine
(.52 Cap & Ball Rifle)
RIF+1NC4D6 11 ST 75m.

Sharps Rifle
(.52 Cap & Ball Rifle)
RIF +2 N C 4D6+1 1 1 ST 100m.

Spencer Carbine
(.52 Rim Fire)
RIF +1 N C 4D6+1 7 1 ST 75m.

Springfield Model 1863
(.58 Rifled Cap & Ball Musket)
RIF+1 N C 4D6+2 1 1 ST 75m.

Springfield Model 1873
(45-70 Government)
RIF +1 N C5D6+21 1 VR 75m.

Springfield Model 1873
(45-90 Government)
RIF +0 N C 5D6+2 1 1 ST 75m.

Wesson Target Rifle
(.52 Rifled Cap & Ball Musket) RIF +3 N C 4D6 1 T $50m.

Winchester Model 1866

(.44 Rim Fire)

RIF+1 NC4D6 17 1VR 75m.
Winchester Model 1876

(45-60 Winchester)
RIF +1 N C 5D6+2 12 1 ST 100m.

SHOTGUNS

Double-Barrel Shotgun (.75 Percussion Muzzle Lop8etG -
1 N C3D6+22 2 ST 50m.

Remington - Rider #3 (12 Gauge) SHG +1 N C 4D6VIRI50m.
Remington Model 1882 (12 Gauge) SHG +1 N C 4D6VRS0m.
Remington Model 89 (10 Gauge) SHG +1 N C 6D6 2 58imh.

Statistic Definitions :

TYPE P = Pistol; SMG = Submachine Gun; SHG = Shotguf; RRifles; HVY = Heavy Weapons; BOW = Bow WeapolEL = Melee.

WA Bonus added to or subtracted from a to-hit roll.

CON (Listing after a "/" indicates a collapsed stock).

Concealability; P = Pocket, Pants Leg, Sleevedcket, Coat, Shoulder Rig; L = Long Coat; N = Qarre Concealed or Hidden

AVL Availability; E = Excellent (1-9 chance); C = Comm(i-6 chance); P = Poor (1-4 chance); R = Rai2 ¢hance).

DAMAGE | Dice of Damage Rolled.

SHOTS Number of Shots per Standard Clip, Magazine, etc.

ROF Number of Shots That Can be Fired Per Combat Round.

REL Reliability; VR = Very Reliable; ST = Standard; WRUnreliable.

RNG Long Range for the Weapon in Meters.



The BlackHammer CyberPunk Project

Light HandGuns

Astra Style-6 PST -1 P E 5mmCL 6 2 UR 50m $25
Browning .25 “Ladymans” PST +0 P E .25ACP 5 2 ST 50m $75
Budget C-13 Ladymans PST -1 P C 6mmCL 10 2 UR 50m $50
Dai Lung CyberMag 15 PST -1 P C 6mmCL 10 2 X 50m $50
Federated Arms Impact PST +1 J E 22 10 2 VR 50m $60
Federated Arms X-22 PST +0 J E 6mmCL 10 2 ST 50m $50
Federated Arms X-22CL PST +0 J E 22 10 2 ST 50m $25
Glock Model 70 PST +2 J P 6mmCL 26 2 VR 50m $550
Glock Ultra-Compact Model 95 PST +1 P P 6mmCL 9 2 VR 50m $600
Hunter 38 Lite PST -1 P C 6mmCL 8 2 UR 50m $50
Mexican Metals XS4 PST +0 P C 7mmCL 17 2 UR 50m $80
Mustang Arms “Whisper” (silenced) PST +3 J R 22 8 1 VR 50m $520
Plastic Power Challenger PST +0 P E 6mmCL 8 1 UR 50m $25
Plastic Power Independence PST +0 P E 7mmCL 6 1 UR 50m $25
Plastic Power Tsunami PST +0 J C 7mmCL 12 2 UR 50m $50
Stein & Wasserman Challenger Short PST +0 P P 6mmCL 8 1 VR 50m $300
Stein & Wasserman Challenger Long PST +1 J P 6mmCL 8 1 VR 50m $300
StreetLine Special PST -2 P P 6mm 6 1 ST 15m $100
Towa Manufacturing Type 12 Police Revolver PST +3 J P 6mm 6 2 VR 50m $450
Walther Palm Pistol PST -2 P P .25ACP 2 2 VR 20m $200
XenoTech Pepper Shaker PST -4 J P 5mmCL 7 1(7) ST 25m $125
Zulu Alpha PST +0 P E 6mmCL 10 2 X 50m $36
|| Medium HandGuns ||
AMT Automag IV PST +1 J R 10mm 10 2 ST 50m $500
Arasaka AG-15 PST +1 J P 9mm Bolt 10 1 VR 50m $440
Arasaka WSA Automatic PST +0 J C 10mm 15 2 VR 50m $475
Ares Light Fire 70 [PST -1 P P 9mmCL 16 2 ST 50m $350
BudgetArms C-41 PST +1 J E .41CL (as 9mm)10 3 VR 50m $600
Beretta M97P (w/ laser sight) PST +2 J P 9mmCL 18 2 VR 50m $480
Beretta 101T PST +1 P P 9mmCL 10/12 2 VR 50m $350
Beretta 101TL (w/laser sight) PST +2 P P 9mmCL 10/12 2 VR 50m $500
Beretta 110T (w/laser sight) PST +2 J P 9mmCL 16/19 2 VR 50m $550
Browning GP35 [PST +1 J E 9mm 13 2 VR 50m $250
Ceska vz/120 [PST +1 J P 9mm CL 18 2 VR 50m $350
Colt Alpha-Omega Competition Pistol PST +2 J C 10mmCL 10 2 VR 50m $500
Colt American L36 PST +1 J P 10mm CL 9/11 2 VR 50m $350
Colt 20mm Compact “New Standard” PST +0 P E 10mm 10 1 VR 50m $250
Colt M1911A1 PST +1 J E .45ACP 7 2 VR 50m $300
Colt M1911A1 Modified [PST +1 J E .45 ACP 13 2 VR 50m $450
Colt Enforcement 10 PST +1 J C 10mm CL 14 2 VR 50m $550
Colt OHWS [PST +2 J R  .45ACP 10 2 VR 50m $500
Colt Python PST +1 J E .357 6 1 ST 50m $300
C.O.P. Derringer PST +0 P C .357 4 2 VR 25m $150
Cz-75 PST +2 J R 9mm 15 2 ST 50m $375
Dai Lung StreetMaster PST +0 J E  10mm CL 12 2 UR 50m $200
Dai Lung Magnum PST +1 J E .357CL 10 2 X 50m $150
Federated Arms X-38 [PST +1 J E .38CL 10 2 ST 50m $70
Federated Arms X-9 PST +0 J E 9mmCL 12 2 ST 50m $300
Fashion Gun 9 PST +0 P E 9mm 7 2 XX 50m $35
Goncz-Taurus 9mm PST +0 J E 9mmCL 15 2 ST 50m $200
Gover 10mm [PST +2 J C 10mm 12 1 VR 50m $390
Glock Model 17 [PST +2 J C 9mm 17/19 2 VR 50m $400
Glock Model 19 [PST +2 J C 9mm 15 2 VR 50m $400



Glock Model 20

Glock Model 21

Glock Model 22

Glock Model 23

Glock Model 24

Glock Model 25

Glock Model 26

Glock Model 27

Glock Model 28

Glock Model 29

Glock Model 30

Glock Model 31

Glock Model 32

Glock Model 33

Glock Model 34

Glock Model 35

Glock Compact Model 76

Glock Compact Model 77

Glock Compact Model 79

Glock Compact Model 80

Glock Ultra-Compact Model 96
Glock Ultra-Compact Model 97
Glock Ultra-Compact Model 98 (Pocket 10)
Hammer M-11 Bolt Pistol

Heckler & Koch P7M13

Heckler & Koch P7M10

Heckler & Koch OHWS

Heckler & Koch USP 10

Hunter CAT

Hunter GAL

Heckler & Koch SP89

IMI Gamad (w/ laser sight)

Kang Tao Type 97

Le Roi Maxi 10

M11-2873 (silenced)

Matel Intimidator ||

Mamba 9mm

Manex TR 88 Heavy Pistol
Mateba Model 207

Micro-Uzi

Militech Avenger

Mustang Arms OSHI592 (w/ laser sight)
Nomad .357 Automatic

Nomad .357 Revolver

Nova .338 Citygun
Para-Ordinance P12-45

Plastic Power Freedom

Seburo SNAB 5.7mm

Seco LD-120 (w/ laser sight)
Sig-Sauer P-210-2

Smith & Wesson Combat Magnum
Smith & Wesson 4026 Automatic
Smith & Wesson Sigma 2 (w/ laser sight)
Smith & Wesson Sigma 2 (w/ laser sight)
Sci Fi Starrior 4

Sci Fi Starrior 7

Stein & Wasserman Tri-Star Revolver
Sternmeyer P-41 AutoLoader
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Medium HandGuns

Steyr SPP 2015 PST +1 J P 10mm 10 2 VR 50m $750
Stolbovoy ST-2 Pistol PST +0 J R 10mm 14 2 SR 50m $450
Sturm Ruger VZ-98 PST +1 P E 10mmCL 10 1 VR 50m $190
Surprising Stranger PST +0 P E 10mmCL 4 2 ST 25m $15
Sword 9mm PST +1 J C 9mm 13 2 VR 50m $400
Sword “Rapier” PST +1 J P 9mm 13 3 VR 50m $575
Sword “Dagger” PST +0 J P 9mm 9 2 ST 50m $250
Texas Arms Model-351 Gyrojet Pistol PST +2 J P 9mm Gyro 8 2 UR 50m $420
Towa Manufacturing Type 13 Police Pistol PST +2 J P 10mm 12 2 VR 50m $500
Vanguard 10mm Snub Pistol PST +0 J R 10mm Red 24 2 ST 50m $600
Veska Nova 9-X PST +0 J P 10mmETE 8 2 UR 75m $195
Vigilant ETE StrikeGun PST +1 J R 9mmETE 21 2 ST 62m $965
XenoTech Triple Nine PST -1 P C 9mm 3 1(3) ST 40m $225
Zastaba Cz-M100 PST +2 J P 9mm 15 2 VR 50m $650
Zulu Beta PST +0 P E 9mmCL 8 2 X 50m $55
Zulu Epsilon PST +0 P E 10mmCL 5 2 X 50m $76
Generic WonderNine! PST +1 J E 9mmCL dé+14 2 VR 50m $240+d6x10
|| Heavy HandGuns ||
Ameritech .454 Revolver PST +1 J R 454 5 2 VR 60m $900
Arasaka LEH-451 PST +2 J C .44MAP 6 1 VR 50m $745
.454 Disposable PST -2 P P 454 2 2 VR 40m $90
Ares Predator .41 Magnum PST -1 J C 41 10 2 ST 50m $600
Ares Predator Il PST +0 J P 12mmCL 15 1 VR 50m $550
Armalite 44 PST +0 J E 44 8 1 ST 50m $450
AMT Automag PST +1 J R 44 8 2 UR 50m $800
Baaron Omni AutoPistol PST -1 J R 454 7 2 UR 50m $850
Baretta “Combat” 12mm PST +0 J P 12mm CL 9 2 ST 50m $650
Boomer Buster .577 PST +1 N P 577 4 1 VR 70m $750
Browning Ultra-Power (w/ laser sight) PST +1 J P 11lmmCL 10/12 3 ST 50m $775
BudgetArms Auto-3 PST -1 J E 11lmmCL 8 2 UR 50m $350
CasTech 450 (smartlinked) PST +2 J P 1lmmCL 15 1 VR 50m $870
CasTech 450C (smartlinked, compensation) PST +2 J P 1lmmCL 15 2 VR 50m $1,000
CasTech 450 Short (smartlinked) PST +1 P P 1lmmCL 15 1 VR 35m $800
CasTech 450 Long Slide (smartlinked, compensation) PST +3 L P 11lmmCL 15 2 VR 50m $1,050
CasTech Colt Navy PST +1 J P 12mm CL 6 2 VR 50m $550
Casull .454 Classic PST +2 J P 454 5 1 VR 50m $682
Colt AMT 1150 Officer's PST +0 J C 11lmmCL 11 1 ST 50m $450
Colt AMT 1150 Long Slide PST +0 J C 11lmmCL 11 2 ST 50m $500
Colt Model 9866 “Cannon” (laser sight, ETE) PST +2 L R .525ETE 5 1 VR 50m $1,750
Colt Detective Il PST -1 P C 357 5 2 ST 50m $325
Colt Clydesdale PST +1 J C 12mm 14 2 VR 50m $630
Colt ManHunter (w/ laser sight) PST +2 J P 11lmmCL 16 2 VR 50m $600
Colt Serpent PST +0 J C .44 6 2 ST 50m $550
Colt Venom PST +0 J C .38 6 2 VR 50m $450
Colt AMT 2000 PST +0 J C .12mm 8 1 VR 50m $500
Constitution Arms Multiple Ammunition Pistol PST +0 J P .44 5 1 VR 50m $525
Constitution Arms BullDog Magnum PST -2 P C .44 5 1 VR 50m $550
C.O.P. Derringer .44 PST -1 P C .44 4 1 ST 50m $175
Dai Lung Magnum PST +1 J E .357 10 2 UR 50m $60
Desert Eagle .357 Magnum PST +1 J P .357 Magnum 9 2 ST 50m $600
Desert Eagle .41 Magnum PST +1 J P .41 Magnum 8 2 ST 50m $650
Desert Eagle .44 Magnum PST +1 J P .44 8 2 ST 50m $700
Desert Eagle .50 AE PST +1 J P .50AE 7 2 ST 50m $750
Espinoza One Shot PST -1 J E  .50Short 1 1 UR 50m $75
(12mm)
Federated Arms 454 DA “Super Chief” PST +0 J P 454 5 1 VR 50m $375



Heavy HandGuns

Glock Model 81 PST +1 J P 12mmCL 12 2 VR 50m $800
Glock Model 82 PST -1 J P 12mmCL 12 2 VR 50m $800
Glock Model 83 PST +0 J P 12mmCL 8 2 VR 50m $750
Glock Model 90 PST +0 J R .50AE 8 2 VR 50m $1,200
Glock Model 100 (Competition 11mm) PST +2 J P 1lmmCL 6 2 VR 50m $2,000
GRU MAX 12mm PST +0 J R 12mmCL 10 2 ST 50m $600
Heckler & Koch USP 11 PST +0 J P 11mmCL 9/13 2 VR 50m $650
Heckler & Koch USP 12 PST +0 J P 12mmCL 8/12 2 VR 50m $650
Hunter POSY PST -1 P C 1immCL 7 Yo UR 50m $60
Jericho 942 FS Automatic PST +0 J P 50AE 8 2 VR 50m $950
Llama Commanche PST +0 J C 44 6 1 ST 50m $500
Militech 9110 Combat Magnum (w/ laser sight) PST +1 J P 11mmCL 14 3 VR 50m $1,100
Militech Naja .357 Magnum PST +0 J P 357 12 2 VR 60m $750
Militech Naja 12mm Caseless PST +0 J P 12mmCL 10 1 VR 60m $800
Militech Naja .50 Action Express PST +0 J P .50AE 8 1 VR 60m $800
Mustang Arms Mark Il (see notes in MBSW) PST +1 J C 1lmmCL 12/20 3 VR 50m $425
Nomad .44 Magnum Revolver PST +0 J P 44 6 1 VR 50m $375
Nova Arms Plasmatic Stallone PST +1 J P 357ET 6 2 VR 60m $999
Nova Arms Plasmatic Bronson PST +1 J P A1ET 6 2 VR 70m $1,199
Nova Arms Plasmatic Eastwood PST +1 J P A44ET 6 2 VR 80m $1,499
Nova Arms Plasmatic Arnold PST +1 J R 454ET 6 2 VR 90m $1,799
Nova Model 757 CityHunter PST +2 J P 11mmCL 18 2 ST 50m $480
P60 Punisher PST +1 L P 12mm 13 2 VR 60m $950
Piranha PST +2 L C 12mm 11 2 UR 50m $650
Ronko Bravado PST +0 J C 11mmCL 15 1 ST 50m $425
Ronko Partisan PST -2 P P 11mmCL 8 1 ST 50m $275
Ronko StreetMaster (W/ laser sight) PST +2 J C 4 6 2 UR 50m $450
Royal Enfield Spitfire 12mm Battle Pistol PST +1 J P 44 12 1 VR 50m $550
Ruger Super WarHawk PST -1 L C 525 6 1 VR 60m $500
Sherman .74 M-13 Bolter PST +1 L P .74 18 1 UR 50m $750
Sooch M2008A2 Tactical Revolver (w/ laser sight) PST +2 L P 525 6 2 VR 60m $1,725
Smith & Wesson Model C29 (w/ laser sight) PST +2 J P 41 8 2 VR 50m $950
Smith & Wesson Tactical .408 PST +0 J C .408 6 2 ST 50m $500
Sternmeyer T-35 PST +0 J C 1lmmCL 8 2 VR 50m $400
Taurus Hunter PST +2 J P 44 8 3 ST 50m $1,200
Tsunami Arms Raimei Ramjet Pistol (smart) PST +2 L P 10mm RamJet 6 2 VR 100m $1100
Zulu American PST +0 J C 11mmCL 9 1 X 50m $90
Zulu Il PST +0 J P 454 ETE 1 1 X 60m $199

|| Exotic HandGuns ||
Arasaka Restraint Caster PST -2 J R (P&S pg 33) 4 1 ST 25m $350
Arasaka AG-15 PST +1 J P 9mm Bolt 10 1 VR 50m $440
Dai Lung Ultimate Gonk PST -2 J P 12ga 3 Yo X 20m $89
Dart Pistol [PST -1 J P D6+1 AP 10 1 UR 30m $240
Federated Arms Static Pistol PST +0 J P  3D6* 10 1 ST 30m $550
Gallant V4 Seizure Gun PST +0 J P Stun 15 1 ST 30m $800
Goncz-Taurus Needle Gun PST +2 J P 2.3mm Needle 30 2 VR 50m $250
Heckler & Koch P11 Rocket Gun PST +0 J R  6mm Rocket 5 1 VR 70m $400
Hunter Fireball XL20 PST -2 P P  20gauge 1 Yo ST 10m $75
Hunter Fireball XL12 PST -3 P P 12gauge 1 Yo ST 10m $90
Malorian Light Flechette Pistol PST +1 J C 15mm Needle 25 2 ST 50m $195
Malorian ZipGun PST +2 J P 3mm Needle 20 2 ST 50m $400
Malorian SliverGun PST +0 J P (Chrome pg 42) 7 2 UR 50m $375
Manex 202 Flechette Pistol PST +1 J P 2.3mm 22 2 ST 50m $350
Militech Electronics Taser PST -1 J C Stun 10 1 ST 10m $60
Mitsubishi Taser PST +0 J P Stun-1 12 1 ST 5m $100
Nelspot Wombat Airpistol PST -1 J C Paint+ 70z 20 2 UR 40m $200



Exotic HandGuns

Persuit Security Stundart Pistol PST -1 J C Stun-1 2 2 VR 50m $190
SGI Doppleganger Paintball Pistol PST -1 J C Paint+70z 20 2 UR 40m $150
SGI Wraith Paintball Pistol PST +0 J C Paint+140z 20 2 ST 50m $325
Techtronica Microwaver 15 PST +0 J P D6 Microwave 10 2 VR 20m $400
Techtronica Microwaver 20 PST 0 J P D6 Microwave 15 2 VR 25m $500
Techtronica Model 009 Volt Pistol PST +1 J R 3D6 electricity 6 1 ST 25m $950
|| Machine Pistols ||
Baaron Cobra-6 SMG +2 J P 9mmCL 20 10 ST 50m $600
Beretta 200ST SMG +1 J P 9mmCL 26 2/3/10 VR 50m $700
Beretta 951R SMG +0 J P 9mm 10 10 ST 50m $450
Beretta 1010 Machine Pistol SMG -2 J C 10mmCL 30 15 ST 50m $475
BudgetArms Laser-Niner (w/ laser sight) SMG +1 JL P  9mmCL 15/35 20 ST 50m $675
Calico M-110 SMG +2 L P 22 50 25 ST 50m $300
Castech “Katana” Heavy Pistol (smartlinked) SMG +2 L R 1lmmCL 15 1/20 VR 50m $1,175
Ceska Black Scorpion SMG +0 J P 9mmCL 25/35 20 ST 50m $750
Cobray MAC 11 SMG -1 J C 9mm 32 35 UR 50m $500
Colt Rascal SMG +1 J P 10mm 12/30 1/3 VR 50m $380
Goncz-Taurus Selective Fire SMG -1 J C 9mmCL 30 10 ST 50m $400
Glock Model 99 Machine Pistol SMG +1 J P 11mmCL 12/25 2/30 VR 50m $950
Glock Model 300 10mm Machine Pistol SMG +2 L C 10mm 20/30 3 VR 50m $705
Glock Model 302 12mm Machine Pistol SMG +1 J P 12mmCL 14 2/3/10 VR 50m $1,200
Heckler & Koch VP-70 M SMG +0 JL R 9mm 18 2/3 VR 50m $500
IMI Micro-Uzi 2020 (recoil 16 full auto) SMG -1 J R 12mmCL 16/32 30 VR 50m $800
Ingram MAC 10 SMG -1 J C .45ACP 30 5 UR 50m $700
Ingram MAC X SMG +0 J P 10mmCL 40 20 UR 50m $500
Mamba Machine Pistol SMG +0 J P  9mm 15 5 ST 50m $450
Mini Uzi SMG +0 J C 9mm 30 35 ST 50m $600
Pistola Di Macchina Mini Automatico 12 SMG -1 JL P 9mmCL 30/60 65 UR 50m $300
PSA Mk XIV “Aggressor” SMG -1 J P 11mmCL 26 20 UR 70m $800
Skorpion Machine Pistol SMG +2 J P 32 20 25 VR 50m $300
Steyr TMP 2015 SMG +0 J P 1lmm 10/20 2/20 ST 50m $800
Taurus 2020 Standard SS SMG +1 J P  9mm 24 1/3/30 ST 50m $700
Taurus 2020 Standard SS SMG +0 J P 10mm 20 1/3/20 ST 50m $875
Teen Dreem SMG +1 J E 9mmCL 10 10 X 50m $36
Teen Dream 2000 (loaded with HotLoads) SMG +0 J C 9mmCLHot 15 30 X 50m $85
Teen Dream 6000 XL (w/ HotLoad AP) SMG +0 J C 9mm CL HotAP 15 30 X 50m $120
Towa Manufacturing Type 14 Pistol SMG +2 J P 9mmCL 16 16 VR 50m $520
Vanguard 10mm Snub Personal Edition SMG +0 J R 10mm Red 24 30 ST 50m $700
|| Light Sub-MachineGuns ||
Arasaka AASW-9F SMG +2 N C 9mmCL 30 15 VR 150m $875
Ares Crusader “Machine Pistol” (w/ gas vent) SMG +1 L P 9mmCL 40 20 ST 150m $700
Ares FMG (folding SMG) SMG +0 P R 9mm 25 20 ST 150m $695
Ares Folding SMG I SMG +0 P R 9mmCL 30 30 ST 100m $600
Astra Firestorm SMG -1 J P 7mmCL 55 30 ST 75m $400
Beretta M24 Advanced SMG SMG +2 L P 9mm CL 50 25 VR 200m $950
Calico 9mm SMG +1 L P 9mm 50 25 ST 150m $750
Calico M95XA SMG +2 LN P 9mmCL 75/150 30 ST 150m $950
Colt AR-15 Commando SMG +3 N C 9mm 30 20 ST 200m $500
Federated Arms Tech Assault SMG +1 J E .22 30 30 UR 100m $160
Federated Arms Tech Assault 2 SMG +1 J C 6mmCL 50 25 ST 150m $400
Heckler & Koch MP5A1 SMG +2 L P 9mm 30 2/20 VR 150m $550
Heckler & Koch MP5A2 SMG +3 L C 9mm 30 2/20 VR 150m $550
Heckler & Koch MP5A3 SMG +2/+3 L C 9mm 30 2/20 VR 150m $600
Heckler & Koch MP5SDA2 SMG +2 L P 9mm 30 2/20 VR 150m $700
Heckler & Koch MP5SDA3 SMG +1/+2 L P 9mm 30 2/20 VR 150m $750



Light Sub-MachineGuns

Heckler & Koch MP5K SMG +1 J C 9mm 30 30 VR 75m $550
Heckler & Koch MP5K-PDW SMG +1/+2 JIL P 9mm 30 30 VR 75m $750
Heckler & Koch MP9 SMG +3 L C 9mmCL 40 20 VR 150m $650
Heckler & Koch MPK9 SMG +1 J C 9mmCL 35 25 ST 150m $520
Militech Mini Gat Machine Carbine SMG +0 L P 5mmCL 120 40 ST 150m $695
Militech Ronin 9mm Commando Edition SMG +2 N P 9mmCL 40 40 VR 200m $700
Militech Ronin Stealth Edition SMG +2 L P 6mmCL 40 40 ST 200m $600
Militech Ronin 9mm StealthPlus Edition SMG +2 N P 9mmCL 40 20 VR 200m $750
Militech Ronin “American Suranam” SMG +2 L P .177 Expl 60 30 ST 200m $650
Milspec Assassin (silenced) SMG +0 L P 9mmCL 40 10 UR 100m $300
Milspec Assassin 2022 (heat resistant) SMG +0 L P 9mmCL 40 10 UR 100m $400
Monikan Arms AE-1 SubGun SMG +1 J P 9mm 50 20 ST 150m $685
Mustang Arms Mouse (silenced, folding stock) SMG +2 L P 22 25 15 VR 150m $800
Seburo PARA 9mm Suppressed SMG +1 L R 9mmCL 30 20 ST 150m $580
Seburo J9 (HV) SMG +1 L R 9mmCL 35 30 VR 150m $740
Setsuko/Arasaka Advanced SMG SMG +1 L P 7mmCL 40 20 ST 150m $950
Uzi SMG +2 L C 9mm 30 20 ST 150m $500
Uzi Assault 2008 Model 4 SMG +3 L P 9mmCL 50 30 ST 150m $550
Vanguard Personal Edition (Silenced) SMG +2 J P 10mm Red 24 30 ST 100m $900
|| Medium Sub-MachineGuns ||
Arasaka WMA “Minami 10" SMG +0 J E 10mmCL 40 20 VR 200m $700
Arasaka WMASD10 (silenced) SMG -1 L E 10mmCL 40 20 VR 200m $900
Ares “Tommy 1928" SMG SMG +1 N P .45ACP 100 20 ST 200m $700
Bauhaus MP-105 SMG +1 L R 10mm CL 50 30 VR 50m $800
Bauhaus MP-103 “Hellblazer” SMG +1 J R 10mmCL 50 20 VR 50m $800
Beretta Model 70 (w/ laser sight & silencer) SMG +2 L P 10mmCL 35 20 ST 150m $900
Dai Lung Ronin SMG +0 L P .45ACP 30 20 UR 50m $200
Glock Model 301 Machine Carbine SMG +2 LN R 11lmmCL 20/40  2/3/20 VR 150m $1,200
Heckler & Koch MP5/10A2 SMG +2 L P 10mm 30 20 VR 150m $700
Heckler & Koch MP5/10A3 SMG +1/+2 L P 10mm 30 20 VR 150m $750
Heckler & Koch MP5/40A2 SMG +2 L P .40 S&W 30 20 VR 150m $700
Heckler & Koch MP5/40A3 SMG +1/+2 L P .40 S&W 30 20 VR 150m $750
Heckler & Koch UMP-45 SMG +1/+2 JIL P .45 ACP 10/30 20 VR 100m $450
Heckler & Koch MP-2013 (silenced) SMG +1 J C 10mmCL 35 35 ST 200m $450
Heckler & Koch MP-5 TX (w/ laser sight) SMG +2 J P 10mm CL 20/30 20 VR 100m $950
Heckler & Koch BMP10A3 (folding stock) SMG +2/+1 N/L P 10mm CL 80 20 ST 150m $700
Heckler & Koch BMP10A4 SMG +1 L P 10mmCL 80 20 ST 150m $700
Heckler & Koch BMP10K SMG +0 J P 10mm 65 25 ST 100m $700
Ingram Morningstar Model 14f SMG +1 L R 10mm 45 20 UR 150m $600
Manex Sn77 SMG +1 L C 10mm 30 30 ST 150m $700
Manex Sn77 Short SMG -1 J R 10mm 30 30 ST 75m $1,300
Manex XR77 (w/ laser sight) SMG +3 N P 10mmCL 50 30 ST 150m $1,100
Manex XR77 Short (w/ laser sight) SMG +2 L P 10mmCL 32 30 ST 125m $900
Manex XR77 Executive Protection (w/ laser sight) SMG +0 J P 10mm CL 32 30 ST 75m $975
Manex STR 88 SMG +1 L P 10mm CL 24 30 ST 150m $500
Manex SD 88 (Silenced) SMG +1 L R 10mm CL 24 30 ST 150m $900
Militech 10 SMG SMG +1 J E 10mm 30 20 ST 200m $500
Militech ViperSubmachinegun SMG +0 J P 10mm CL 40 30 VR 200m $600
Militech Ronin 210mm Commando Edition SMG +2 N P 10mmCL 40 40 VR 200m $725
Militech Ronin 10mm StealthPlus Edition SMG +2 N P 10mmCL 40 20 VR 200m $800
Militech Ronin .45CL StealthPlus Edition SMG +2 N R 45CL 40 20 VR 200m $900
Milspec Instigator SMG -2 J P .45ACP 30 20 X 60m $195
Monikan Arms AE-2 SMG +1 J P 10mmCL 50 20 ST 200m $850
Mustang Arms ARS-5C SMG +1 J C 10mmCL 40 40 VR 100m $750
Quake Technologies Machine Gun SMG +0/+1 J/IL P 5.7mm 40 20 ST 200m $950
Seburo C25a / C26a SMG +2 J R 57mm 50 20 VR 200m $920



Medium Sub-MachineGuns

Sten .357 SMG -2 L E .357 30 30 ST 75m $200
Steyr 988 Personal Weapon SMG +2 N P 10mm CL 40 20 ST 200m $700
Stolbovoy StS Submachinegun SMG -1 J R 10mmCL 35 20 SR 100m $700
Tambu .45AP No3 “Ronin” SMG SMG +0 L P .45AP 30 20 VR 50m $700

|| Heavy Sub-MachineGuns

CyberTronic P1000 SMG SMG +1 L P 12mmCL 20 20 VR 150m $900
Heckler & Koch MPK-11 SMG +0 L P 12mmCL 30 20 ST 200m $900
Heckler & Koch MPK-2020 Military (w/ laser sight) SMG +2 L R 12mmCL 60 30 ST 200m $1000
Ingram Smartgun 20T (w/ smartlink) SMG +3/+4 LIN P 11mm CL 32 20 ST 100m $1,100
Ingram MAC 14 SMG -2 L P 12mmCL 20 10 ST 200m $750
Militech Ronin 11mm Commando Edition SMG +2 N P 1immCL 35 20 ST 200m $800
Militech Ronin 12mm Commando Edition SMG +1 N P 12mmCL 30 20 ST 200m $900
Militech Ronin “TommyGun 2020" Conversion 11 SMG +1 N P 1lmmCL 35 20/100 ST 200m $900
Militech Ronin “TommyGun 2020" Conversion 12 SMG +1 N R 12mmCL 30 20/100 ST 200m $1,100
Militech Scorpio (w/laser sight) SMG +1/+2 LIN P 12mm CL 28 15 ST 100m $1,115
SCK Model 100 (w/ smartlink) SMG +3/+4 LIN P 11mm CL 30 30 ST 100m $1,250
Sternmeyer SMG-21 SMG -1 L E 1immCL 30 15 VR 200m $700

|| “Reduced” Assault Rifles

Bushmaster 5.56 SMG -1 N R 556N 30 20 ST 200m $1,000
Colt M-231 Firing Port Weapon SMG +0 N R 556N 30 20 ST 200m $1,000
Heckler & Koch MP503A3D5 SMG -1 L R 556N 30 20 ST 200m $1,000
Kalishnakov AK-97 SMG / Carbine SMG +0 N R 7.62S 22 20 ST 200m $1,000
FNP2020 Personal Weapon SMG +1 L P 12mmCL 50 S VR 200m $500

|| Exotic Sub-MachineGuns

Defiance Full-Fire SMG +1 L R SmallBeam 20 10 UR 200m $2,000
Goncz-Taurus 2.3mm Selective SMG +1 J R 2.3mm Needle 30 30 VR 100m $525
Malorian Sub-Flechette Gun SMG +2 J C 10mm Flech 30 35 VR 100m $795
Malorian Rapid Needler SMG +1 L P 3mmNeedle 100 30 ST 200m $800
Setsuko/Arasaka P/6 Shredder SMG +2 J P 1.5mm Needle 60 30 VR 100m $350
SGI Wraith Paintball Pistol w/ Speedfire SMG +0 J C Paint+140z 20 3 ST 50m $400
SGI Bansidhe Paintball Machine Pistol SMG -1 J C Paint+10oz 30 3/10 ST 30m $425
Uzi 2.3mm Needle Gun SMG +1 J P 2.3mm Needle 40 20 VR 100m $500

|| Assault Rifles

Arasaka WAA Bullpup Assault Weapon RIF +1 N C b556CL 15/30 30 VR 400m $800
Canadarms 7mm Infantry Rifle RIF +2 N P 7mm 35 5 VR 400m $750
Canadarms 7mm Squad Automatic RIF +1 N P 7mm 70 35 VR 400m $900
CasTech Assault Rifle RIF +1 N P 556CL 40 25 ST 400m $850
CasTech Assault Carbine RIF +1 N P 556CL 40 25 ST 200m $800
CasTech Sniper Rifle RIF +2 N P 556CL 40 25 ST 500m $1,400
Colt M16 RIF +2 N C 556 30 30 ST 400m $700
Colt M16 2009 Retrofit RIF +2 N C 7mm 30 40 VR 400m $900
Colt M-4 Reduced RIF +1 L P 556 30 30 ST 400m $700
Colt M-18 Assault Weapon RIF +1 N C 556CL 35 30 VR 400m $750
Crossbow Precision Assalt Rifle RIF +1 N P 65CL 30 2/20 VR 400m $800
Darra-Polytechnic M-9 RIF -1 L P 55Ch 40 25 ST 200m $300
FN-FAL Il (solenoid trigger) RIF +1 N P 762CL 60 20 VR 400m $1,200
FN-FAL Il Assault Carbine RIF +0 N P 762CL 60 30 VR 300m $1,300
FN-FAL Il “Stubby” Assault Carbine RIF -1 L P 762CL 30 30 VR 200m $1,450
FN-RAL Heavy Assault Rifle RIF -1/-2 N/IL C  7.62N 30 30 VR 400m $800
FN MN-24 RIF +2 N P 556 30 20 VR 400m $1,045
Federated Arms Light Assault 15 RIF +0/+1 N C 7mmCL 30 25/3 VR 400m $500
Fabrica de Armes M-2012 (w/ laser optical sight) RIF +2 N P 65CL 30 5 VR 400m $1,400



Assault Rifles

Fabrica de Armes SAW (w/ laser optical sight) RIF +1 N P 65CL 30 40 VR 400m $1,600
Heckler & Koch HK33E RIF +2 N C 5.56N 30 2/20 ST 400m $700
Heckler & Koch HK33K RIF +1/+2 LIN C 5.56N 30 2/20 ST 400m $750
Heckler & Koch HK53 RIF +0/+1 L C 556N 30 2/20 ST 400m $750
Heckler & Koch HK33SG1 RIF +2 N R 5.56N 10 2/20 ST 500m $1,100
Heckler & Koch G41A2 RIF +2 N P 556N 30 2/25 ST 400m $750
Heckler & Koch G41A3 RIF +1/+2 LIN P 556N 30 2/25 ST 400m $800
Heckler & Koch G36 RIF +1/4+2 N P 556N 30 2/20 VR 400m $1,100
Heckler & Koch G36K RIF +1/+2 N P 556N 30 2/20 VR 400m $900
Heckler & Koch MG36 RIF +1/+2 N P 556N 30/100 2/20 VR 400m $1,500
Heckler & Koch G11/ACR RIF +2 N R 47CL 45 35 ST 400m $1,300
Heckler & Koch G3 RIF +2 N C 7.62N 30 20 ST 400m $800
Heckler & Koch G3K RIF +0/+1 LIN C 7.62N 30 20 ST 400m $900
Heckler & Koch G3SG1 RIF +2 N P 762N 10 20 ST 600m $1,500
Heckler & Koch G12A3Z (w/ laser sight & gas vent) RIF +2 N R 6mmCL 50 2/20 VR 400m $2,200
Heckler & Koch HK77UK RIF -1 L3 P 9mm Long 30 30 VR 250m $750
Heckler & Koch HK77SD3 RIF +1 L R 7.7mmCL 154 30 VR 250m $880
Heckler & Koch M-52 AR RIF +2 N P 65CL 60 35 VR 400m $1,150
Kalishnakov AK47 2012 Retrofit RIF +1 N P 65CL 40 40 VR 400m $900
Kalishnakov AK74 RIF +0 N C 554S 30 30 VR 400m $700
Manex Assault Rifle (smartlinked, gas vent) RIF +3 N P 556CL 30 20 ST 300m $1,800
Manex Assault Carbine (smartlinked, gas vent) RIF +2 L R 556CL 30 30 ST 200m $1,500
Militech MK IV Assault Weapon RIF +1 N C 65CL 35 30 VR 400m $800
Militech Dragon Light Assault Weapon RIF +0 L C 65CL 35 30 VR 400m $700
Militech Renegade Squad Automatic RIF +1 N R 65CL 200 20 ST 400m $1,100
Militech M-232 Squad Assault Weapon RIF +0 N P 556CL 100/35 20 VR 400m $1,000
Militech Ronin Light Assault (M-20) RIF +1 N C 556CL 35 30 VR 400m $550
Militech Ninja Suppressed Carbine RIF +1 L C .22 30 30 VR 250m $650
Militech Ronin Compact Edition RIF +1 N C 556CL 35 30 VR 300m $600
Nomad .357 magnum Automatic Carbine RIF +0/+1 L C .357 30 3/2 VR 100m $400
Lee Enfield Liquid Propellant Assault Rifle RIF +1 N R 7.5Liquid Prop 2x45 20 VR 500m $1,800
Seburo MS-25 Model A RIF +2 N P 556 30 25 VR 400m $980
Seburo MS-25 Model B & Model C RIF +1 L P 556 30 25 VR 400m $980
Setsuko/Arasaka Model 44 RIF +2 N P 7mmCL 50 30 ST 400m $750
Sig 541 Assault Rifle RIF +1 N C 556 30 25 VR 400m $850
Sig SG 551 Swat Series 2 (w/accessories) RIF +1 N P 65CL 35 25 VR 400m $1,500
Sternmeyer M-95A4 Assault Weapon RIF +1 N R 556CL 90 30 VR 400m $750
Sternmeyer M-5A Squad Assault Weapon RIF -1 N R 762N 200 20 ST 400m $1,200
Steyr 944 Police Edition RIF +0 N P 556CL 40 25 VR 400m $795
Steyr 944 Security Edition RIF +0 N P 556CL 40 15 VR 400m $795
Stolbovoy St-5 Assault Rifle RIF -1 N R 5.45Bloc 30 30 SR 400m $900
Strapper Assault Rifle RIF +1 N P 556CL 30 15 ST 400m $600
Tambu No.1 “Shogun” RIF +2 N P 762N 26 30 VR 400m $900
Tambu No.4 “Windrider” RIF +2 L P 556 22 30 UR 300m $800
Towa Manufacturing Type-99 RIF +1 N P 556CL 35 30 ST 400m $1,500
Traveller ARM-22 Assault Rifle Model 22 RIF +1 N C 556CL 30 1/20 ST 400m $600
Traveller AAR Advanced Assault Rifle RIF +1 N C 65CL 30 2/20 ST 400m $900
vz 88 V Assault Rifle (w/ laser sight & gas vent) RIF +2 N P 55CL 25 1/20 ST 400m $1,800
Zastaba Nosle CZN-M22 “9Weapon” RIF +2 L P 556mm 30 30 VR 300m $800

|| Non-Automatic Rifles ||
AcuTek Cruncher RIF -1 L P  7.62N 15 2 ST 100m $725
Arasaka PS400 Match Rifle RIF +3 N P 556NETE 15 3 VR 500m $1,725
Arasaka WSSA Smartlinked Sniper System RIF +5 N P 3.5mmFF 40 2 VR 600m $2,400
Arasaka WSSX Multi-Role Smartlinked Sniper System RIF +5 N R 20mm reduced 13 1 VR 600m $3,600
Arasaka WSSE/R “Dahiyari” Sniper Rifle RIF +2 N R .50BMGETE 5 1 VR 1200m $2,000
Armalite Olympic AR-15 Ultramatch RIF +2 N P 5.56N 15 2 VR 400m $450



Non-Automatic Rifles

Barrett M-90 Sniper Rifle RIF +3 N R 127mmBMG 10 1 VR 1000m $1,500
Barrett-Arasaka Light-20 RIF +0 N R 20mm reduced 10 1 VR 450m $2,000
Barrett-Arasaka WSSE “Hiyari” Sniper Rifle RIF +1 N R .50BMGETE 10 1 VR 1000m $2,500
Bauhaus PSG-99 RIF +3 N P 7.62NCL 40 1 VR 500m $1,100
Canadarms 7mm Carbine RIF +3 N P 7mm 15 3 VR 400m $600
CyberTronic SR3500 Sniper System RIF +2 N R 65ETE 20 1 VR 600m $1,500
FR-F6 Sniper RIF +3 N P 7.62N 10 2 ST 500m $1,100
Hughes Rocket Rifle RIF -1 N R 18mmHEAT 3 1 ST 500m $750
Longbow Tactical Sniper Rifle (laser / optical sight)  RIF +3 N P 556 ETE 5 1 VR 500m $1,100
Manex Sniper Rifle (smartlink, silencer, sight) RIF +4 N R 7.62N 30 3 ST 500m $3,800
Mephisto Sniper Rifle RIF +2 N P .300WM 13 1 VR 700m $1,400
Militech ATR-97 RIF +1 N R  15Kurz 8 1 VR 600m $1,150
Militech Cyborg Rifle RIF +1 N P .300WM 30 2 ST 500m $800
Milspec Grenadier RIF -1 L P 13mmLV 7 1 UR 70m $300
Nomad .357 Magnum Lever Action Carbine RIF +2 L C .357 9 2 VR 100m $300
Nomad .44 Magnum Lever Action Carbine RIF +1 L C .44 8 2 VR 200m $650
Nomad 7.62mm Bolt Action Rifle RIF +2 N C 7.62N 6 1 VR 400m $500
Nomad 15mm “Long Rifle” RIF +1 N P 15mm BMG 9 1 ST 900m $3,000
Polymer One-Shot-Cannon RIF -2 L C 13mmLVHEP 1 1 UR 100m $90
Ranger 1000 15BMG Sniper RIF -1 N P 15mm BMG 1 1 ST 500m $500
Ranger Arms SM-3 RIF +3 N R 7.62S 6 2 VR 400m $500
Remington Gyro-Sniper Rifle (Zeus’ Lightning) RIF +2 N P  18mm Gyrojet 6 1 ST 600m $1,000
Ruger 100 Sport Rifle RIF +1 N C 9mmCLLong 5 1 VR 400m $1,300
Setsuko/Arasaka WSE “Kajiya” Sniper Rifle RIF +1 N R 7.62N ETE 5 1 VR 500m $1,000
Stein & Wasserman Model F Cyborg Assault RIF +0 L P 13mmLV 8 1 VR 100m $1,650
Sternmeyer C-89 RIF -1 J P 556N 15 3 ST 100m $750
SR-50 RIF +1 N R .62 12 2 VR 700m $2,050
SR Mk XII “Assailant” RIF +2 N P 7.62N 15 1 VR 500m $1,200
Tambu No.15 “Archer” Sniper Rifle RIF +2 N R .300WM 15 1 VR 600m $1,500
Towa Manufacturing Type-00-Kai RIF +3 N R 7.62N ETE 6 1 VR 1200m $3,000
Traveller Range Carbine Model 14b RIF +1 N C .30 20 2 ST 300m $350
Traveller Range Carbine Model 15a RIF +1 N C 5.56N 20 2 ST 300m $450
Traveller TARR Advanced Range Rifle RIF +1 N C 7mm 22 2 ST 400m $400
Traveller TARR Advanced Range Rifle PacRim RIF +1 N C b55CL 22 2 ST 400m $400
Traveller TARR Advanced Range Rifle American RIF +1 N C 556CL 22 2 ST 400m $450
Ultima Ratio RIF +3 N R 7.62N 6 1 VR 600m $1,300
Walther MA 2100 Sniping Rifle (Smart) RIF +4 N R 7.62NCL 8 2 VR 600m $3,000
|| Exotic Rifles ||
Baaron SZ-IV Seizure Cannon RIF +1 N R seizure 10 1 ST 300m $1,000
Defiant Assault Beamer RIF +0 N R MBM 20 4 UR 300m $2,000
Mystic Technologies Arrow Gun RIF +0/+1 J/IL C  3D6 (arrow) 1 1 ST 70m $1,000
Nomad Pneumatic Bolt Gun RIF -1 N R 3D6AP 4 1 ST 25m $350
Persuit Security Web Gun RIF +1 N C Web 1 1 ST 30m $250
SGI Geist Paintball Assault Weapon RIF +1 N C Paint+200z 50 1/3/20 ST 75m $550
SGI Will-O-Wisp PaintBall Sniper System RIF +3 N P Paint+100z 1 1 ST 150m $600
SGI Barghest Squad Automatic RIF -1 N C Paint+600z 150 15 ST 75m $750
Souken-Hitachi Seizure Cannon RIF +0 L R seizure 20 1 ST 300m $1,500
Techtronica M40 Pulsar RIF +0 N R EMP 6 Yo ST 50m $3,500
Tsunami Arms Ramjet Rifle RIF +4 N P 8.5mm Ramjet 9 3 VR 800m $1,230
|| Shotguns ||
Arasaka Rapid Assault Shot 12 WCAA SHG -1 N P 129 20 10 ST 50m $900
B&G Mk XIV “Mandible” SHG +0 N P 129 19 2/10 ST 50m $2,250
Bauhaus HG-14 SHG +0 N C 12 5 1 ST 50m $500
Benelli Super-13 SHG -1 L P 129 8 1 ST 50m $300
CasTech Argus SHG +0 N C 12g 10 2 ST 50m $450



Shotguns

Colding M516S SHG +0 N C 12g 6 2 ST 60m $600
Colding M516D SHG -2 N R 12¢g 12 2/4 ST 60m $1,900
Constitution Arms Hurricane Assault Weapon SHG +0 N P 129 40 20 ST 70m $2,000
CyberSecurity SA-SG72001 SHG +1 N P 12¢g 6 2 ST 60m $600
Enfield-Ubichi LastChance SHG +0 J C 12g 1 1 UR 25m $60
Ithaca M-204 Pulse 12gauge SHG -1 N P 12¢g 21 35 ST 50m $700
Ithaca M-206 Pulse 20gauge SHG -1 N P 209 27 35 ST 50m $600
Ithaca Stakeout 2000 SHG -1 L C 12 7 1 ST 50m $175
Luigi Franchi P.16 (EuroPolice Issue) SHG +1 L R 12g 20 10 ST 50m $980
Luigi Franchi “King Buck” Multi-Magnum SHG -1 N P 10g 4 2/4 VR 50m $800
Manex OverlLord Standard Edition (w/ laser sight) SHG +1 N P 129 10 2 VR 50m $670
Manex OverLord Standard Edition (w/ smartlink) SHG +2 N P 129 10 2 VR 50m $1,000
Manex OverLord Short (w/ laser sight) SHG +0 L P 129 6 2 VR 40m $575
Manex OverLord Short (w/ smartlink) SHG +1 L P 12g 6 2 VR 40m $875
Manex Mikado Standard Edition (w/ laser sight) SHG +1 N P 12g 15 2/3 ST 50m $880
Manex Mikado Standard Edition (w/ smartlink) SHG +2 N P 12g 15 2/3 ST 50m $1,250
Manex Mikado Short (w/ laser sight) SHG +0 N P 129 15 2/3 ST 40m $800
Manex Mikado Short (w/ smartlink) SHG +1 N P 129 15 2/3 ST 40m $1,200
Metacorp Warhammer Assault Shotgun SHG -1 N P 129 Mag 16 1/3* VR 75m $700
Military M12 CAW SHG +0 N P 129 Mag 20 3/10 VR 50m $950
Militech Bulldog Assault Shotgun SHG +0 L P 12g 21 1/3*/10 ST 50m $1,000
Militech Crusher SSG SHG -1 J C 209 6 2 ST 25m $450
Militech Military / Police 10gauge SHG +0 N C 10g 6 2 ST 50m $300
Militech Military / Police 12gauge SHG +0 N/L C 129 8 2 ST 50m $300
Militech Military / Police 20gauge SHG +1 N/L C 209 10 2 ST 50m $300
Militech MTG Trench Gun 12gauge SHG +0 N/L P 129 8 2 ST 50m $450
Militech MTG Trench Gun 10gauge SHG +0 N/L P 10g 6 2 ST 50m $450
Militech CAS Close Combat (w/laser sight) SHG -1 L P 12g 8 2 ST 40m $500
Mossberg CMDT Combat Gun (w/laser sight) SHG +1 N P 129 8 2 ST 50m $900
Mossberg CMDT SM Combat Gun (smart) SHG +2 N P 129 8 2 ST 50m $1,300
Mustang Arms Close-Control 20 SHG -1 L P 209 15 2 ST 50m $350
Mustang Arms “Raider” Riot Shotgun SHG +0 N/L C 12g 5/9 2 ST 50m $400
Quake Technologies 12g Autoloader SHG +0 N P 12g 20 2 ST 50m $900
Quake Technologies Super Shotgun SHG +0 N R 10gx2 3x2 1x2 ST 50m $1,500
Sternmeyer Stakeout 10 SHG -1 L R 12¢g 10 2 ST 50m $450
Sternmeyer T-88a SHG -2 L P 129 30 8 ST 50m $900
Sternmeyer T-88b (with folding stock) SHG -3 L R 12¢g 30 8 ST 50m $900
Striker 12g (w/drum magazine) SHG -1 LIN P 129 12 2 UR 50m $250
Striker Entry Team (w/ drum magazine) SHG -4 JN P 129 12 2 UR 50m $325
Sword “LongSword” AutoLoader SHG +0 N C 12g 10 2 ST 50m $350
Tambu 50/50 “Airbrush” (double barrel) SHG -1 N P 129 14 4 UR 60m $1,200
Tambu 501 “Airbrush” (single barrel) SHG +1 N P 129 14 2 ST 60m $600
USAS-12 Assault Shotgun SHG -1 N P 12¢g 10 5 ST 50m $600

|| MachineGuns ||
Ares MP LMG (w/laser sight & gas vent) HVY +2 N P 6.5CL 50/belt 1/20 ST 400m $2,200
Constitution Arms Cyclone Squad Support Weapon  HVY +1 N P 7.62NATO 100 35 VR 500m $1,200
Constitution Arms Deluge Crowd Control Weapon HVY +0 N P 1-2 +drugs 400 35 ST 60m $800
Dover GA-1112 Autogun HVY +1 N R 12mm CL Long 400 80 ST 400m $1,110
FN MAG 5 (w/laser sight & gas vent) HVY +1 N P 7.62N 50/Belt 2/20 VR 400m $3,000
FN MG-6 “One on One” HVY +1 N P 556CL 100 40 VR 450m $1,800
Fabrica De Armes M-2012HB Squad Automatic Wpn HVY +2 N P 6.5CL 100 30 VR 450m $1,600
Heckler & Koch HK23E HVY +1 N C 556N Belt 25 ST 400m $1,000
Heckler & Koch HK13E HVY +1 N P 556N 30 20 ST 400m $1,100
Heckler & Koch HK11E HVY +1 N P 7.62N 30/50 20 ST 400m $1,300
Heckler & Koch HK21E HVY +1 N P 7.62N Belt 25 ST 400m $1,200
Heckler & Koch G-6 Advanced Squad Automatic Wpn HVY +1 N P 6mmCL 100 30 VR 450m $2,050



MachineGuns

M2A5HB Browning .50 cal HVY +0 N P 12.7mm 100 10 VR 600m $2,000
M249 Booster Edition HVY -2 L P 556N Belt 30 ST 400m $900
M-60D Medium Machine Gun HVY +1 N P 7.62NATO 100 20 VR 500m $1,000
Militech High Power 15 HVY +2 N P 9mmCL Long 180/400 60 ST 200m $1,600
Militech M-232 Squad Assault Weapon HVY +0 N P 556CL 100/35 20 VR 400m $1,000
Militech Renegade Squad Automatic Weapon HVY +0 N R 6.5CL 200/35 20 ST 400m $1,100
Militech 20L Autocannon HVY +0 N R 20mm 100 10 VR 500m $3,000
Quake Technologies Chain Gun HVY +1 N R 57mm 200 100 ST 300m $4,000
Sternmeyer M-5A Squad Automatic HVY -1 N R 7.62 NATO 200 20 ST 500m $1,000
Stoner-Ares M107 GPHMG (w/laser sight & gas vent) HVY +1 N R 12.7BMG 40/Belt 10 ST 400m $4,200
Towa Manufacturing Type-8 Medium MachineGun HVY +1 N P 7.62 NATO 100 35 VR 500m $2,500
|| Heavy Weapons ||
60mm Light Mortar HVY +0 N P 60mm 1 1 VR 1000m/5 $750
Bauhaus ARG-17 HVY +2 N R 6D10 11 2 VR 500m $6,750
Colt-Mauser M2X Cannon HVY +0 N R 20mm 1 ST 600m $3,050
M-79 Grenade Launcher HVY +0 L R 40mm Grenade 1 1 ST 225m $150
Kenshiri-Adachi F-253 FlameThrower HVY -2 N R 2D10 Flame 10 1 ST 50m $1,500
LAW HVY -2 L P 4D10 HEAT 1 1 VR 100m/2  $300
HLAW HVY -2 L P 11ID1I0HEAT 1 1 VR 100m/4  $800
M-32 Automatic Grenade Launcher HVY +0 N R 40mm HV Gren 50 20 VR 1600m $2,500
M-205 Grendae Launcher HVY +1 L P 40mm Grenade 1 1 VR 200m $200
M-212 Grenade Launcher HVY +1 N P 40mm Grenade 8 2 VR 200m $500
Militech AM-3 “Anti-Matter Rifle” HVY +0 N R 30mm 5 1 ST 1600m $6,000
Militech Cowboy U-55 Grenade Launcher HVY +0 N P  25mm Grenade 12 3 ST 150m $900
Militech HotShot L-ATGM HVY +2 N P 12DIOHEAT 1 1 VR 500m/4  $2,500
Militech Pump-Action Mini-Grenade Launcher HVY -1 L C 25mm Grenade 4 2 ST 150m $255
Militech Drum Mini Grenade Launcher HVY +0 N P 25mm Grenade 16 2 ST 150m $475
Militech RPG-A Grenade Launcher HVY -2 N R 6D10AP 1 1 VR 750m $1,500
Militech RPG-B Rocket Launcher HVY -2 N R 9D10AP 1 1 VR 750m $1,500
Militech Scorpion 16 Surface-To-Air Missile HVY -1 N P 7D10 1 1 VR 500m/6  $1,000
Militech Urban Missile Launcher HVY +2 L P 30mm Missile 12 2 ST 200m $900
Panther Cannon HVY +0 N P 25mmHV 22 1 ST 400m $3,500
Quake Technologies Grenade Launcher HVY -1 N R  40mm Grenade 5 1 VR 100m $700
Quake Technologies Rocket Launcher HVY +1 N R 7D10 4 1 VR 400m/5  $2,550
Quake Technologies NailGun HVY -1 L R 3D6 60x2  4/20/40 ST 150m $4,000
Rhinemetall EMG-85 Railgun HVY +3 N R 5D10+10 EAP 5 Y ST 1500m $11,370
Rostovic Wrist Racate HVY +0 N P 30mm Missile 6 ST 250m $380
Royal Enfield 25mm Cockerill Assault Cannon HVY +1 N R 25mm 12 ST 1500m $7,400
Towa Manufacturing Type-9 Grenade Launcher HVY +0 N P 40mm Grenade 8 VR 200m $750
Tsunami Arms Type-17 Anti-Armor Rifle (smart) HVY +3 N R 20mm 12 ST 1200m $7,500
Tsunami Arms Type-18 Automatic Grenade Launcher HVY -1 N P 25mm Grenade 30 10 ST 200m $2,000
|| Accessories & Undermount Systems ||
Auxiliary Shotgun SHG -2 P 12¢g 6 2 ST 50m $125
Under-Rifle Pump-Action Shotgun SHG -2 P 12g 6 1 ST 50m $100
Kendachi Under-Mount Flamer HVY -1 P flame 4 1 ST 10m $500
Under-Rifle 40mm Grenade Launcher HVY -1 P 40mm Grenade 1 1 VR 200m $150
Militech Under-Rifle Mini Grenade Launcher HVY -1 C 25mm Grenade 4 2 ST 200m $300
Militech MicroMissile Pod HVY +1 P 30mm Rocket 1 1 ST 400m $250
Techtronica Capacitor Laser RIF +1 R  1d6-4d6 12d6 1 UR 300m $600
Techtronica Under-Rifle Microwaver RIF +0 R microwave 4 1 UR 100m $500



Oversized Guns & Borg Toys

Arasaka Oyabun PST -1 J P 14mmCL 10 1 VR 50m $1,850
IMI Desert Eagle 14mm PST +2 J P 14mm 10 1 VR 50m $1,675
Ruger .500 Magnum PST +2 J R .500 Magnum 5 1 VR 50m $3,895
Arasaka “Muramasa” PST -2 L P 7.62N 5 1 VR 50m $1,850
Norse Technologies “Mjolnir” PST -3 J P 762N 4 1 VR 50m $1,460
Maudi-Griffin TNX Carbine PST +3 L R .50BMG 1 1 VR 100m $5,395
Norse Technologies “Odin” PST +0 J P  5.56N 3 1 VR 75m $1,285
UA CLAW SHG +1 N R 4ga 28 14 VR 60m $1,600
Tsunami Helix SHG +0 N P 10ga 60 43 VR 60m $3,000
Malorian 3600 Super SMG SMG +0 L P 14mm 20 1/3 VR 150m $3,000
Magnum Opus HellBringer PST +1 J P .666 3 1 VR 80m $4,000
Ruger LAWGIVER 14mm PST +1 J P 14mm 10 1 UR 50m $2,100
Magnum Opus Big Government PST +0 J P 14mm 13 2 VR 60m $2,000
12ga Pistol PST -2 J P 12ga 9 2 ST 30m $1,000
5.56 CL SMG SMG +1 L P 556mm 50 25 VR 200m $1,200
12.7mm Assault Rifle RIF +1 N P .50BMG 50 10 VR 400m $2,000
14.5mm Assault Rifle RIF +1 N P 145mm 50 10 VR 400m $2,500
30mm HV GL HVY +0 N P 30GL 25 15 VR 300m $2,000
Arasaka Rage 156mm SMG HVY -1 L P 15mm 20 1/10 VR 100m $4,500
Arasaka Pocket Tsunami HVY +0 L P 25GL 6 1 ST 200m $1,250
|| Combination Firearms ||
AR-15 Urban Automatic SMG +3 N P  9mm 30 30 ST 200m $650
Underbarrel ShotgunSHG -1 N P 12ga 6 2 ST 50m
BAR Mk XI b “Invader” RIF +1 N R 6.5CL 30 30 ST 400m $1,350
37mm GLHVY +1 N R 37mm Grenade 14 2 ST 300m
Bauhaus MP-105GW SMG +1 LIN R 10mmCL 50 30 VR 150m $1,250
40mm GLHVY -1 L/IN R 40mm Grenade 1 1 VR 100m
Bauhaus AG-17 “Panzerknacker” RIF +2 N R 7.62NCL 40 40 ST 400m $1,500
40mm GLHVY +1 N R 40mm Grenade 4 1 UR 300m
CAR-24 RIF -2/-1 LIN R 7.62N 20 25 UR 300m $1,000
40mm GLHVY +0 N R 40mm Grenade 1 1 ST 300m
CasTech Twin Barrel PST +0 L R 12mmCL 16 1 VR 50m $850
40mm GLHVY -2 L R 40mm Grenade 1 1 VR 100m
Chadran City Reaper SMG +0 L P 1immCL 40 20 VR 200m $950
Underbarrel ShotgunSHG -1 L P 12ga 10 3 ST 50m
Chadran Jungle Reaper RIF +1 N P 5.56CL 60 20 VR 400m $1,550
Underbarrel 25mm GLHVY -2 N R 25mm Grenade 6 2 ST 200m
Colt M16/M203 RIF +2 N P 556N 30 30 ST 400m $1,000
M203HVY -1 N P 40mm Grenade 1 1 ST 300m
Colt M22A2 RIF +1 N P 556CL 40 2/20 ST 400m $1,000
M-205 GLHVY -1 N P  40mm Grenade 1 1 VR 200m
Colt M22A4 RIF +0 N P 556CL 40 1/20 ST 200m $750
M-205 GLHVY -1 N P 40mm Grenade 1 1 VR 200m
CyberTronic CAW2000 RIF +1 N R 5.56N 30 30 VR 400m $1,200
37mm GLHVY +1 N R 37mm Grenade 1 1 ST 400m
CyberTronic AR3000 Assault Rifle RIF +1 N R 6.5CL 25 25 ST 400m $1,500
37mm GLHVY +1 N R 37mm Grenade 4 1 UR 400m
Fabrique De Armes Bison 10/25 SMG +2 L P 10mmCL 20 20 ST 150m $1,225
25mm GLHVY +1 L P 25mmGL 4 2 ST 150m
Imperial SMG Mk Il “Interceptor” SMG +1 N R 12mmCL 40 30 ST 150m $1,400
37mm GLHVY +0 N R  37mm Grenade 1 1 ST 300m
LeMat 2014 Revolver PST +1 J P 10mm 9 2 VR 50m $750
20ga central cylinderPST -1 J P 20ga 1 1 VR 25m
M-41A Pulse Rifle RIF +1 N R 6.5CL 50 25 ST 400m $1,300



|| Combination Firearms

25mm GLHVY

M-50 RIF
40mm GLHVY

Militech M-31al Advanced Infantry Combat Weapon RIF
MiniGrenade LauncherHVY

Militech Urban Warfare Model 12 (w/laser sight) SHG
Underbarrel ShotgunSHG
Militech Urban Warfare Model 10 (w/laser sight) SHG
Underbarrel ShotgunSHG
Sherman .55G M-15 “IronFist” SMG
25mm GLHVY

Stein & Wasserman Bi-Power HandCannon PST
autopistolPST

Springfield Scout RIF
Underbarrel ShotgunSHG

Tambu No.4 “Windrider” Assault RIF
40mm GLHVY

Tambu No.1 “Shogun” GL RIF
40mm GLHVY

Towa Type 20 Combat Weapon (smartlinked) RIF
25mm GLHVY

Traveller TAC Assault Carbine RIF
HVY

Traveller ACR Advanced Combat Rifle RIF
HVY
Uzi Support 2020 (w/ phase IV laser sight) SMG
25mm GLHVY
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300m
300m
400m
300m
150m
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$1,100

$1,695

$700

$800

$1,000

$850

$350

$900

$1,000

$4,200

$950

$1,100

$1,200



Flipper Is Dead, The UK CyberPunk Thi nkTank

Pistol Creation System

Revised Edition - November 1998

A JavaScripted version of this calculator (credigdNight
Flyer) is available aRust Never Sleeps

This allows the creation of a variety of new andisual
firearms, by a simple option system to use, folthes steps
one by one, choosing one of the choices and notmgn the
stats given.

Step 1 THE SIZE OF THE GUN ITSELF

\ Ammo |
F;J‘Z”e‘e WA [Light| Med.|HeawyV.hvy|ConcealabilityBulk
Pocket| -2 | 10| 7 | 4 | 2 P/IP/J 2/33‘
small|1]15| 8 | 5 | 3| prara [PLY
Medium] 0 | 20| 15| 8 | 5 | a/3r3 [*L°]
Large[+1| 25| 20| 10 | 7 3L P /76‘
ammo can 5 5 2 1
vary +/-

The various frames available are designed to simula
weapon size. A holdout derringer is normally a padkame,
either break open or gas auto, and packing a zatjere
round. Other pocket frames are the 'ladies gurshiall
calibres for self-defence. Small pistols are notynajht
calibres and issued for defence to military pergbimm
vehicles. Medium frames are most military automaistols,
and heavy frames are the BIG magnums, 'huntinglpigtnd
long barrel target pistols.

Concealabilities are for Snub Nosed / Normal / Long
barrelled weapons.

Optional Rule: Weapon Bulk.

This is the Minimum BOD score needed to hold tretdPi

Level and controlled in one hand. A Two handed @dgds
one to your BOD for this purpose. Each point yo@iBis

below the Bulk reduces your chances to hit by ariatf{-1
to hit)

Step 2 THE MECHANISM

Mechanism |ROF Ammo Notes
Break open| =B | * Can fire all barrels at once. normally 1
or 2 barrel
Revolver [ +0 | 6 Some revolvers hold 5 -9 rounds
Bolt action | =1 - Usually target pistols
Gas
Automatic | 0| -
MP +0 - Machine pistols

Electric +0 - Electric Motor driven. cannot Jam.

MP +5 - Machine pistols

Machine Pistolscan Fire at Normal ROF with single shots,
or fire 3rd Bursts or on Full auto at MP ROF

The Mechanism of the gun controls how it works.

A Break open pistolhas one round loaded per barrel, and
normally fires then one at a time. (With a littleegation they
can be made to fire them all at once, at the sanget with a
to hit roll per bullet) Normally they are only siegbarrelled,
but some can have 2 or more barrels. Use the aranence
as the modifier to the basic 1 barrel, allowindntigalibre 6
barrels, medium 6, heavy 3, and very heavy 2.

Revolvershave a cylinder holding the rounds which can
rotate, bringing each in line with the barrel befdris fired
by the fixed firing pin. Reloading can be slow tank, so
speed loaders are used, plastic devices that haldréls
ready to be loaded. Another alternative is to djeetcylinder
and load a new one (both allow a one action rellesl a
clip). Classic revolvers have only 6 shots, butepm
especially the small calibre ones, have up to $e @i+ the
ammo variation for ammo ) To silence a revolvee, th
silencer also has to cover the cylinder to mufilke $ound, so
double the cost of a silencer for a revolver amidase the
rarity one level



Bolt action Pistolsare usually only used for target shooting
as they are very slow to fire. The bolt must bensok
manually and then closed again, locking the newdou
drawn from the magazine into place. The advantsgjesit

the Bolt action weapon is usually very accurate.

Gas Automatic The force of the bullet being fired is used to
eject the casing and to chamber the next roundfifdie
round has to be chambered manually by cocking #egpaen,
and the gun fires at one rate of fire only. A Dodnd will

stop the weapon firing and will have to be clearexhually

by working the breach open and closed

Electric Motor The motor action uses an electrical motor to
work the guns action, loading, firing and ejectihg rounds

at a set rate that can be varied simply by altettiegmotor
speed. Dud rounds are ejected by the action without
interuption in firing

Step 3 THE ROUNDS IT TAKES
|Ammo Ammo Gun Cost
Metal or plastic cased -
MP's get ROF+5 x1.5
Highpower Pound damage+P6 x2
Need Mag + bottles to relogd -
damage +2D6, ROF=1 Max x5
Silent -
D6 becomes D10 x10
Rocket rounds -

Propellant
Cased roundsas above
Caseless rounds-20%
Plastique -

Binary liquid | +50%
ETC -50%

Gas Powered +50%
Gauss Weapons100%
Gyrojet round$ -50%

Cased Roundsuse a tube of metal, usually brass, to hold the
propellant. The bullet is seated in one end anather end

is closed except for the firing cap. This holdsddithe
components together, sealed against the elemarndagieasy
package which can be loaded mechanically by the Hoa
empty case must be ejected from the weapon bdferpext
one can be loaded. This ejection also takes & kbiecheat of
firing out of the gun, as the case acts as a helat s

Steel cases are cheap, usually produced in wattirsave
brass. They act as well as brass except for ongedans
fault; they can strike sparks.

Plastic cases are cheap but unreliable, as theyuore the
strength of the metal and don't absorb as much Wézte
this has little worry on single shot, on auto fine weapon
rapidly overheats and this can melt, jam or everettplode
rounds when they are loaded. On auto fire lower the
reliability of the weapon one class

Caseless roundsise a block of propellant with the bullet
embedded in one end and the primer in the othemtiole
thing is lacquered together as a single block. Whred, the
primer explodes, pushing the bullet firmly into therrel as
the propellant ignites, producing the gases theglacate it
down the barrel. As the whole round burns up wiiexd f
there is nothing to eject, allowing the next rotodbe loaded
straight in.

Ammo costs as normal, Gun costs x1.5

Plastique roundsuse a high explosive propellant rather than
a simple fast burning one, producing a very higtspure gas
cloud as the gun fires. This accelerates the bdtiemn the
barrel at great speed, producing a very high muazéegy
and increasing the bullets wounding potential. Wticately
this also is very hard on the Gun, which has tpirpose
built to take the stresses of firing these high eomwunds. If
it's NOT, them there is a chance it'll explode whigad.
(1/10, doing normal weapon damage to firing Limk an
wrecking the gun)

Ammo costs x2, Gun costs x2

The binary liquid propellant weapon uses two liquids that
are explosive when combined as the propellantheretown,
each liquid is flammable but safe. Only when migee they
dangerously explosive (binary agent)The weaponsaziag
contains only the bullet, with no casings. thegeleaded
into the breach, and then fine sprays of the teyoidis are
injected into the chamber behind the bullet andtéghby a
spark unit. The resulting explosion propels thddiul

Nothing needs to be ejected, but reloading useisteas for
the two liquids and a clip of rounds plus a newdrsgt and
the spark unit must be cleaned regularly to stépuiing .
Ammunition is very compact, giving a 200% increase
magazine size (40+rds)

The reload cycle is the weapons real problem. Woe t
liquids need to be reloaded regularly (varies bgpan,
usually every 10 clips) the battery has to be regddh
regularly, and the spark unit must be cleaned.mitxéng
rates and spark timing can be tuned like a camenfigir
maximum performance. This allows the weaponsmithltier
the weapon damage +D6 (overpower) or -D6 (undergppw
With a difficult (20) Weaponsmith roll.

GM NOTE The Binary action also produces a BIG mezz|
flash as the liquids ignite, and on auto fire ihisery
noticeable, especially at night.

The Gun costs x2, The Ammo costs are as normal.
While the rounds are smaller, they are rarer.

The Liquid propellant (10 clips of firing worth)

costs 60

New Battery costs 50, Battery charger costs 250 and
will hold 3 batteries, charging in 4 hours

Sparker unit costs 75

ECT

Electro Chemical Thermal Propellantsuse a high voltage
pulse to plasmarise the propellant when the ges fif his
produces an explosion of higher power than a caioesd
propellant, but also produces a lot of recoil arl®l@ plume
of superheated plasma from the barrel. This pluamebe
several metres long for large calibre weapons,camdgnite
anything flammable (and does D6 burn damage)
Damage +2D6

Rate of Fire One

Gun Cost x5

Ammo x 2



The rounds are relatively cheap, its the POWERdv&i
these weapons that make them expensive. Most @ tineis
taken up by capacitors and Superconductor loopsweer
the plasmarising pulse

Gas powered

High powered airguns are coming back into fashiter &he
introduction of magnetic resonance imagers thatdesect
explosive propellants. They use a composite plasticel
and a high pressure air supply to accelerate tinedrd/Nhile
they are quieter in operation than an explosiveeltant, the
round can be as fast as a conventional bullet.oRhedraw
back is the size of the air tanks. A normal pisiné weapon
can hold enough gas to fire 10 rounds. A back ok taat
fits on top hold another 20 rounds of gas, but #itatrs the
concealability up one class to at least L.

Changing the gas tank takes two actions.
Gun costs as normal
Ammo costs are as normal

Normal tanks cost 50eb, Back up tanks cost 100eb

Repressurising costs 1 a shot.

Compressor costs 1500 and runs off the wall current

Gauss Rifles

Railguns or Coilguns

Both are Magnetic accelerators that use a high pavegnet
to shoot ferromagnetic projectiles at high speBgsaltering
the power to the magnets, the gun can fire subabyjor by
increasing it the gun can fire well over the spetsound
Choose the calibre of the weapon as normal, andgehtne
Dice used depending on the chosen power.

Subsonic D6 becomes D4, D10 becomes D6

With special subsonic ammunition, damage the saee a
normal round

Conventional Firing

D6 becomes D10, D10 becomes 2D6

Overload

A dangerous operation, as the bullet is travelfagy enough
to plasmarise the air inside the barrel, and tresses of
firing can buckle the magnets, causing it to mésfir

D6 becomes 2D6 , D10 becomes 2D10

Railguns use a 'sliding short' system, which makes only
capable of having one bullet in the barrel at once.

Coilguns use a series of electromagnetic coilsghtge in

series, each one acceleration the projectile niane the last.

As the coils work in series, the weapon can haversé
rounds traveling down the barrel at once, makimgrttideal
assault weapons Both systems need long barrelevad
when bullpupped are much longer than a conventipisédl,
with long barrels

One advantage is that the Recoil is mostly takehyup
distortions in the magnetic fields and the mass tatween
the rounds and the gun itself.

Both railguns and coilguns are very advanced wespod
require frequent cleaning and maintenance. If thgmets
come out of alignment they'll tear themselves apagn
they fire, and if the power pack discharges intoghn,
they're dangerously live.

Gun costs x 10 of basic, Ammunition costs x 2 (Thay
drop as gauss guns become more common in military
service)

Gyrojet rounds

These are miniature rocket rounds, that igniténanltarrel
and accelerate as they fly. The original modelsevimiilt in
the 1950's, but were inaccurate. A 14mm rocketthad
recoil of a .22, the delivered energy of a .44 magmand at a
range where a .38 was getting 6" groups, was gettin
groupings 3 FEET across.

Modern Gyrojets are much more accurate and stablght,
with flat ballistic trajectories that make themadiéor
medium range work. The only disadvantage is thedfa
smoke the round leaves as the rocket burns, pgistmaight
back to the firer.

PB damage is Halved (not up to speed yet), Close
and Medium are Normal, Long Range damage is
+D6

Extreme (as the rocket runs out of fuel and stop
accelerating) is normal

The Gun costs the same as normal

The rounds are very expensive, as each is a fully
functional, ballistically accurate rocket, Ammo ts
x 10

Light - 10 rds for 15eb - 1.5eb each
Medium - 5 rds for 15eb - 3eb each
Heavy - 5 rds for 18eb - 3.5eb each
Very heavy - 5 rds for 20eb - 4eb each
Rifle - 10rds for 40eb - 4eb each



Step 4 THE GUNS CALIBRE
choose weapon calibre from the somewhat over-exivaus

=

=)

list
Light dmg Notes
2.7mm Kolibri| D2 old 1914
3mm Kolibri | D3
4.25mm Erikg D4
.17 bumblebeg D4
.22 short D4
.22 long D6
.22 long rifle | D6 5.7 X17mmR
.22 magnum| D6+2
.22 Jet Reminton Jet
.221 Fireball Reminton Fireball
5mm D6
5.5mm Velo | D6 Velo Dog Revolver
5.45 D6 5.45 x18mm Soviet. bullet is a Tumble
6mm D6+1
.25 ACP D6 6.35mm Browning
.256
Winchester
32 ACP |D6+2 7.65 x 17 SR 7.65 Browning
7mm BR 7mm BR Remington
7mm Nambu| D6+2 7mmNambu
7mm D6+2
Medium
7.62T 2D6 7.62x25 Tula Tokarev
.30 Mauser | 2D6 7.63x25 Mauser
.32 H&R mag[2D6+1 H&R magnum
.380 ACP |2D6-1 .380 Auto
9mm short [2D6-1 9mm x17
.38 2D6 9 x 19mm
.38 special | 2D6 9 x 29mm Bullet counts as a 'Tumbler
.38 +P 2D6+1 9 x 29mm
8mm Nambu| 2D6 8mm New Nambu
8mm Lebel
8mm RS 8mm Roth-Steyr
9mm M 2D6 9 x 18mm Marakov
9mm Glisenti| 2D6 9 x
Imm M + [2D6+1 9x18mm Marakov Power round
9mm Para |2D6+1 9 x 19 Parabellum
9mm Browning2D6+1 9 x 20mm
9mm AE |2D6+2 9 x 21mm IMI
9mm Gyunraj2D6+2 9 x21 mm Tur}g/slgegR(;arblde Penetratg
9mm Steyr [2D6+3 9 x 23mm, 9mm Largo, 9mm Bergman
Bayard
9mm Long [2D6+3 9 x 25mm
10mm Auto [2D6+3 10 x 24mm
40 S&W  |2D6+3 10 x 25mm?
454 Webley |2D6+1 Old 11.5x
.357 SIG  [2D6+3 9x24°?

Heavy

Imm WM | 3D6 9mm x 29 Winchester Magnum

A1 AE 3D6 10.4 x 22mm

.41 Magnum [3D6+2

.41 Long Colt|3D6-1]

408 S&W Tag3D6+7

.45 ACP 3D6 11.43 x 23 mm Subsonic
45 +P 3D6 Olin Power round
.45 Express | 3D6
.45 Long Colt| 3D6 Old
.357 Magnum3D6+1 9 x 33mm
.357 Maximumn
11mm 3D6
44140 |3D6+7 Old
A77 Webley| 3D6 Oold
.44 Special [3D6+1
5.7mm 3D6+3 5.7x 28mm FN
V.Heavy
12mm 4D6
.50 Reminton| 4D6 Remington
.44 Magnum |[4D6+1 11.2 x 32.8mm

.44 Automag|4D6+1

.45 Magnhum [4D6+2 11.43x Winchester magnum

454 Casull [4D6+3

465 Wildey Wildey Wolf

475 Linebaugh

S50 AE  |4D6+2

.50 Magnum| 5D6

577 Express5D6+1]

14mm 6D6 14mm Malorian

Each bullet has its own Inherent accuracy listéithdagh not
in the version of the document provided to the Btsmmmer
Project), which is cumulative with the gun its @rfom. A
light and accurate round fired from a heavy longdiked
pistol makes a very precise weapon, while a bigyhe
inaccurate round from a snub nosed pocket pisiwhlg
really accurate if you jam it to some ones templé {f you
pull that trigger they'll REALLY be sorry)

For those who want extreme firepower, it is posstbl
design pistols that take rifle rounds. The FrameSiube
heavy, and the Revolver action works best. (seautfiee on
rifle creation for more information).

Damage is reduced by D6 due to the short barrel.



Step 5 RATE OF FIRE

Calibre ROF Notes Machine Pistols
Light 3 30
Medium 2 (3 with heavy frame) 20
Heavy 1 (2 with heavy frame) 15
V. Heavy 1 10

This Rate of Fire system parallels the CP2020 stathd
system, with only a few minor modifications.

Recoil System
A more advanced system uses the Guns recoil angstrs
BOD stat.

Each shot from the gun adds to the total recdiltfelt round.

Once this total recoil is over your BOD, each paifitecoil
over is a -1 to hit.

A weapon can fire a Maximum number of times a round
based on its mechanism and ammo type

Step 6 WEAPON QUALITY
Choose the level of craftsmanship that went intitlding this
hurler of death.

Quality Reliability WA Mod MP ROF
Low UR -lor0O -5

Normal ST 0 0
High VR Oor+1 +5

Gas auto 5
Revolver 3
Break open =B No ammo Madifiers
Electric 6
Caseless +1 no case to eject
)
Gyrojet rounds -1 (slow to leave the barrel)
Binary Liquid 6 (recoil modified by Under power and Ove
yta power shots)
ETC 1

Recoil is based on the round.

Light 2
Medium 3
Heavy 4
Very Heavy 5

Add one to this for every size the frame is lowenrt the
Ammo size. Subtract one if the ammo is smaller tihan
frame normally loads.

Add 1 for plastique rounds and 3 for ETC roundsdpely
rounds subtract 2, as they do most of there aateigrin
flight. Gauss weapons subtract one as the fiekbdien
absorbs a lot of the recoil.

Low Quality weapons are third world cheap copies,a’
licence designs and use a lot of pressings, stayagind
round castings. Also covers back alley made zipsghiome
lathed designs and polymer one shots. They haataaming
habit of falling apart or jamming at the worst mantse
Normal Quality weapons are Military or retail stand.
They'll stand up to regular use, are well madesimaildn't
let you down.

High quality weapons are the best that money cgn bu
Custom machined each part checked to within a ten
thousandth of an inch, each spring precision woGaine
are made by master weaponsmiths, some by exp¢ensys
but they are all extremely reliable even undergteatest
stress.

All weapons are considered to start with an acgurac
modifier of 0 from their quality.

If you want to, you can take the -1 for unreliabtehe +1 for
high quality, but these will be reflected in thécpt



Step 7 THE COST
Calculating the cost of the gun is based on thenErsize

Frame Is Base Cost
Pocket 150
Small 250

Medium 350
Large 450

These prices vary plus or minus about 50 dollarsabe
good ballpark figures

Cost Modifiers

Ammunition

If the weapon loads ammo of the same size bana@ké®o
frame = light ammo, Small frame = medium ammo, Medi
frame = Heavy ammo, Large Frame = Very Heavy ammo),
there is no change to the weapons base cosudég

different ammunition, the cost is +50. Unusual otlandish
ammo adds 100 to the cost.

Mechanism
The various mechanisms carry different costs
Break open, Bolt action, Revolver

or Gas Auto no modifier

Gas Auto - 3 rd burst Capable +50
Gas Auto - Full auto Capable +75
Gas Auto - 3rd and Full auto +100
Electrical mechanism +75
Electrical - 3 rd burst Capable +75
Electrical - Full auto Capable +100
Electrical - 3rd and Full auto +125
Caseless x1.5

Plastique x2

Binary x2

Gas x1

Gauss x10

ETC x5

N -50 (maybe more if the weapon
UR Reliability (hasya bad reputation) P

VR Reliability +100

WA modifier -1 on UR Weapon -50

WA modifier +1 on VR Weapon +100 (only +75 if 'Bolt action")
Unreliable Guns can be 'Dangerous'
Final cost is halved
Each time fired, 1/10 chance of a mishap
D10 EVERY TIME A MISHAP HAPPENS .
1-2 Jam. Takes a easy Tech roll to clear

Barrel blocked. Few rounds to clear. Try to firaurid it'll
explode (as 10)

5-6| Important bit breaks. May as well trash it, it'yded repair.

Barrel bursts. Loud, noisy, everyone in 1m takeslOWts of
D3 shrapnel

8-9 Comes apart. Something snaps and it all comes apart
10| Explodes. Does normal weapon damage to your fiened |

OPTIONS

Smart gun

Final cost x2 (with Processor, neural link and glue smart
gun suite gives +2 to hit)

This covers the On Gun Sensors, the gyros, theomoti
tracker, the gun's processor and the gun's sitteeahterface
set up.

Non Metallic Construction

Final Cost x4

The Gun can be taken through metal detectors'samdtde of
plastic, composites and ceramics. It will still shop on X-
Rays.

Concealed

The Gun is made to look like a different objectttsat it can
be carried openly. It'll only pass a simple insfattas
anyone handling it will feel its weight and find iftold out
trigger or another suspicious function. To use cibner is
opened or removed in some way, allowing accedsgo t
trigger and barrel. Example: SMG's made to look lik
briefcases, or Pistols that look like heavy metetype
frames, or built into the spines of books

Break Down

The weapon can be broken down into three partsdey
carrying. Usual for sniper rifles, this is usefoldarry pistols
through weapons detectors and X ray machines. Gudbi
with Concealed, each part can be made to lookaikermal
item, making detecting the gun at a glance verfjcdit



OverKill Pistols
Revised Edition - November 1998

If you want to make a Killing Machine, a Beast of WAR "™ (nice term Blackhammer), you can always build a HU& calibre firearm

Rifle calibre pistols

For those who want extreme firepower, it IS pogstbldesign pistols that take Rifle rounds. Exampielude the ‘Tinker’ bolt
action 7.62 pistols and the Philippine 5.56 revolve

To make one of these Beasts;

e Select your frame, action etc as normal fromHla@dgun Creation System

» Choose your Rifle round from the Rifle calibre.list
Our advice is that the Frame is Heavy, and the Revar Break open action works best.
Damage for Medium or Heavier rounds is reduced by b due to the short barrel.

Light rifle rounds work quite well in pistols, Batedium and heavy rounds are overkill. The norma\yecalibre have been
divided into two sub groups with different inher&dA’s

Calibre WA
Light +1
Medium -1
Heavy | -2
Heavy I -3
Very Heavy -5

No matter what, ROF is ONE
Put it all together and you've got a HORRIBLE wead destruction

Have fun.

Shotgun Pistols
Similar to rifle weapons, these are pistol size poge that load a shotgun cartridge

Gauge Calibre Ammo |[Accuracy| Slug | 00/000 Shot
410 Medium WA +1 | 2D6 214
20g Medium WA +0 | 3D6 4/6
169 Heavy WA -1 | 4D6 6/8
12g Heavy |-1 Ammo WA -2 | 5D6 8/10
10g Very Heavy|-2 Ammo, WA -3 6D6 10/12

So if you want to build a Shirowpunk 10 gauge ‘Gdmgndgun, you can make one. The recoil would ljgpting, but it'd work.



ing

Ammo |Damage} Notes
Light - WA +1
177 D6
.22LR 2D6 WA+3
.220 swift | 2D10
.22 magnum2D6+2
.30 carbing 3D6 7.62x33
5.7mmFN [ 3D6+3 5.7x28mm FN
9mm Long| 2D6+4 9mm x25 Pistol ammo
.357mag | 3D6+1 9mm x33 Pistol ammo
Medium - WA -1
44140 |[4D6+2 old
4.5mm 4D6 Militech pulse rifle, Binary liquid
4.7mm | 4D6+1 G11 4.73x33 caseless
5.45mm | 4D6+1 5.45x39 soviet AK74
5.5mm |4D6+2 Pacific Rim
5.56 NATO| 5D6 5.56x45
7.62 Grendel 5D6 7.62 x36 Grendel Subsonic
7mm 5D6 Fed arms LA15 Caseless
6mm 5D6 Caseless
7.62S |5D6+1 7.62x39 Short soviet AK47
9x39mm | 5D6+1 9x39mm (SP-5) Subsonic
9x39mm | 5D6+1|9x39mm (SP-6) Subsonic Armour pierg
6mm UnivS| 5D6+2 6mm Universal Soviet

h

Heavy - WA -2
.243 magnum 6D6-1
30-30 6D6+2 7.62 x 51R Winchester
7.5mm MAS | 6D6+1 7.5 x 54mm
6.5mm 6D6 Mannlicher C;;rt\gsgcg:}.S X 54mm JFH
6.5 Swedish | 6D6 6.5 x 55mm Swedish Mauser
6.5mm 6D6-1 6.5 x 50mm Militech caseless
7.62 NATO | 6D6+2| 7.62 x 51mm sold as .308 Winchest¢
7'6§)§;V'et 6D6+3 7.62 x 54 R Mosin Nagant
30-06 6D6+4 7.62 x 63mm
.303 6D6+4 7.7x 56R
7.92 Mauser | 7D6+1 7.92x57mm Mauser (8mm)
7“.““ 7D6+1 7mm Remington Magnum
Remington
7mm SM 7D6 7mm Spanish Mauser 7 x 57mm
.300 WM 7D6+3 Winchester Magnum
Heavy Il - WA -3
.338 LM 8D6+1 | 338/.416 Lapua Magnum 8.6 x 70mij
375 H&H | 8D6+1
.378 Weatherby8D6+2
416 Rigby | 8D6+2 Elephant Gun
.458
Winchester 8D6+2
444 Marlin | 8D6+1
.45 MH 8D6+2 .45 Martini Henry
.460
Winchester 8D6+3
.465 Express| 9D6-1 Buffalo rifle
.500 Nitro 9D6 Elephant gun
.600 Nitro 10D6 Elephant gun
Very Heavy - WA -5
.50 HMG 8D10 Heavy Sniper WA -1
.50 Spotting | 7D10 12.7 x 77mm Spotting Rifle
12.7mm BMG| 8D10 12.7 x 99mm Heavy Sniper WA-1
12.7mm Bloc|8D10+1 12.7 x 107mm Bloc
14.5mm PTR$9D10+4| 14.5 x 114mm Bloc HMG Antitank riflg
15mm BRG |10D10+3 15 x 115mm Antitank Rifle
15.2mm steyr|10D10+3 Anti Material Rifle APDS

=



Rifle Creation System
Revised Edition - November 1998

by Night Flyer

RIFLES

Types of rifle

Carbine
Carbines are rifle calibre weapons with short
barrels, putting them about the same size as large
SMG's. They are low powered compared to rifles, as
the round doesn't spend long in the barrel, butmuc
handier in confined spaces like vehicles and urban
assaults

Sporting Rifle
A bolt action or semi automatic civilian rifle with
high accuracy and a light calibre round , used for
target shooting and ‘pest control'.

Assault rifle
Assault rifles are designed to put out a lot of
firepower, either to keep an enemies head down or
to score multiple injuries, usually with a smaign
velocity round

Hunting Rifle
Using a heavier calibre than a Sporting rifle, a
Hunting rifle is designed to give a single accurate
shot.

Battle Rifle
Battle rifles are heavier rifles with slow ratesfioé
and heavy bullets, designed to kill at long ranges.

Sniper Rifle
Sniper rifle are designed to give highly accurate
shots over long ranges

(It is possible to mix and match roles, i.e. put a
scope on a good assault rifle and snipe with it)

STEP ONE - Weapon Frame

When designing your Rifle, choose the Size of ttante.
This gives you the Basic Range, concealability and

Accuracy.
Size [RanggBase WAIdeal Ammo Conceal
Small |200m| -1 Light L
Medium 300m 0 Medium [N (L if bullpupped)
Large |400m| +1 Heavy N
HUGE |600m| +2 Very Heavy N

Small weapons are the Carbines, short barrelleccangbact
for use in confined spaces. This size also coversinall
calibre ‘varmit’ rifles used in pest control

Medium weapons are Assault rifle sized, light-weigith
fair accuracy

Large weapons are Battle rifles or heavy rifleghvong
barrels and the weight to take the recoil of higlver
rounds. Most sniper rifles are this size

HUGE weapons are the size of machine guns, withreeb
length of over a metre and a half. The .50 Snijflesrand
anti material rifle are usually this heavy, to alla very
heavy round to be used accurately with controllabtmil

NOTE : Bull-puping weapons

Bull-pup weapons have the magazine behind thedrigg
group. This reduces the weapons length without ngattie
barrel shorter. This can lower the concealabilitihe
weapon one class from N to L. (normally for asséaflés
only).

Once you have a frame, consider the round you'lising
(see the calibre list later on). All frames havddeal size,
and taking heavier or lighter rounds will effect #tats

When choosing the Calibre, you can have up to a Step
ammo shift, so you can alter the ammo up to TW@ssiz
heavier than Ideal. This will effect the accurayhe
weapon quite a lot.

Modify the Frames accuracy by the basic accuradhef
round you chose, and



Basic Ammo Accuracy Range modifier |
Light ammo +2 -100m
Medium ammo +1 0
Heavy ammo 0 +100m
Very Heavy ammo -2 +250m
If you shifted the ammo up or down, add in onehefke
modifiers
Shift modifier WA | ROF (on full auto)
Two sizes Lighter +1 +10
One size lighter +1 +5
Ideal 0 0
One size heavier 0 -5
Two sizes heavier | -1 -10

A Note on Weapon Accuracy

Although it is possible to make a weapon with pheapal
accuracy using this system (for example a .22 heifley
giving +4 accuracy.) a weapon cannot have an Acgusé
higher than +3 without using MATCH grade ammo. Matc
Grade ammo is hand made (or precision machinelo to
accurate, and all ammo is precisely the same, yaizero
your scope with one round, the next will be deaderm.

So high accuracy weapons should have two WA's,with
and with match , e.g. +3/+4.

Cost is x4

Then choose the action of the weapon.

STEP TWO WEAPON ACTION

Bolt action

A bolt is manually opened, a round inserted andotiie
closed to seal the breach. When fired, the bolthae
worked again to eject the spent casing. Some bbtires
have to be hand loaded, others have internal maggmzi
which will load a new round when the casing is tgdc

ROF 1 Ammo 1 (hand load) or clip (usually of ab8t&0
rounds)

GM NOTE. By firing with the second rather than first fimge
on the trigger, the action can be worked witholirtg your
hand off the gun. When the bullet has fired, timm thand so
the first finger lifts and slides back the bolteththumb the
bolt forward. This allows someone with Rifle skl to get
ROF 2 from a bolt action rifle, but with a -3 peyab hit.

Lever Action

The breach is opened by cranking a lever, whicttgjine
spent brass and loads a new round.

ROF is usually 1

GM NOTE . The ROF of a lever action rifle is 1 if the user
REF or Rifle skill is 5 or less. If either is 6 they can fire at
ROF 2, but with -2 to hit. If either is 10+, thegrcfire at
ROF 3, but with -4 to hit This represents them haming

out shots as fast as they can work the lever, soracy is
lost. Also, the user can load bullets into the nzagawhile
firing , using an average Ref + Rifle check. Furrdole they
jam the gun. Pass and they load one round. Bdatulif 25
and they can load 2

Gas Automatic

The force of the bullet being fired is used to &jke casing
and to chamber the next round. The first roundtbdee
chambered manually by cocking the weapon, andthe g
fires at one rate of fire only. A Dud round wilbgtthe
weapon firing and will have to be cleared manubily
working the breach open and closed

ROF 1/3/30
Standard ammo clip of 30

Motorised

The motor action uses an electrical motor to whekgun'’s
action, loading, firing and ejecting the roundsa &kt rate that
can be varied simply by altering the motor speadd BEbunds
are ejected by the action without an interruptiofiring

ROF 1/3/ Set from 5 to 30
(ROF can be altered by one normal action, or asedction
if the weapon is smart-linked)

Ammunition comes in various types. Each has itsaathges
and disadvantages.



STEP THREE Ammunition Types

Cased

The normal round, a self contained brass tube hgldiimer,
propellant and bullet together in a waterproof uRgadily
available world wide due to military oversupply amdss
production

Caseless

Caseless ammunition has the bullet embedded iock loff
solid propellant, forming a square block. the roismfed
point first down into a rotating breach which resit
through 90 degrees to put it inline with the barfiets the
round and then turns 90 degrees back to take amavd. As
the round has No case, nothing is left after firisg half of
the load-eject-reload cycle can be ignored. Thikewrat a lot
faster on full auto. (ROF +10). As the ammo is denand
packs together better the clip size is approximeaePo
larger (50 rds instead of 30)

Tround

The TROUND is a Triangular cross section round,cllig
loaded vertically into a rotating cylinder. Thidiager strips
the first round from the magazine and brings itrufine with
the barrel, where it is fired electrically or byyarmal firing
pin. Gas can be tapped off from the round to dpén t
cylinder, or the cylinder can be powered by anteleeotor.
Gas versions need to be cocked by hand and onby draey
rate of fire Electric versions automatically takg-airound on
loading and can be set to fire at any rate ofiyaltering the
cylinders speed.

1/3/30 (gas) or 1/3/ 5 to 30 (electric)

Ammo is more compact, giving 30% more in a clip.(40
rds rather than 30 rds)

Binary Liquid

The binary liquid propellant weapon uses two liguidat are
explosive when combined as the propellant. on then
each liquid is flammable but safe. Only when migee they
dangerously explosive (binary agent) The weaporgaziae
contains only the bullet, with no casings. Theselaaded
into the breach, and then fine sprays of the teyoidis are
injected into the chamber behind the bullet andtéghby a
spark unit, similar to an internal combustion ergifhe
resulting explosion propels the bullet. Nothingdet® be
ejected, but reloading uses canisters for the igads and a
clip of rounds plus a new battery, and the spaikmaost be
cleaned regularly to stop it fouling

1/3/25

Ammunition is very compact. 200% increase in magazi
size (100 rds)

The reload cycle is the weapons real problem. Wae t
liquids need to be reloaded regularly (varies bgpam,
usually every 10 clips) And the battery has todxeharged
regularly, and the spark unit cleaned

GM NOTE The Binary action also produces a BIG mezz!
flash as the liquids ignite, and on autofire tkiséry
noticeable, especially at night

ECT

Electro Chemical Thermal Propellants use a higtage!
pulse to plasmarise the propellant when the ges fif his
produces an explosion of higher power than a caioesd
propellant, but also produces a lot of recoil agl@ plume
of superheated plasma from the barrel. This pluamebe
several metres long for large calibre weapons,camdgnite
anything flammable (and do D6 burn damage )
Damage +2D6, Rate of Fire One, Cost x5

Gas powered

High powered airguns are coming back into fashiter éhe
introduction of magnetic resonance imagers thatdedect
explosive propellants. They use a composite plésticel
and a high pressure air supply to accelerate tinedrd/Nhile
they are quieter in operation, they normally carozoty
enough compressed gas for battlefeild operatiamgagarage
bottle holds 30 to 50 shots for rifle size)

Damage is as normal

Gauss Rifles

‘Railguns’ or 'Coilguns’

Both are Magnetic accelerators that use a high pavegnet
to shoot ferromagnetic projectiles at high speBgsaltering
the power to the magnets, the gun can fire subabyjor by
increasing it the gun can fire well over the spetsound.

Choose the calibre of the weapon as normal, andgehténe
Dice used depending on the chosen power.

Subsonic

D6 becomes D4, D10 becomes D6

With special subsonic ammunition, damage is theesasn
normal propellants

Conventional Firing

becomes D10, D10 becomes 2D6

Overload

A dangerous operation, as the bullet is travelfagy enough
to plasmarise the air inside the barrel, and tresses of
firing can buckle the magnets, causing it to mésfir

D6 becomes 2D6 , D10 becomes 2D10

reliability lowered one class

Railguns use a ‘sliding short’ system, which makes them
only capable of having one bullet in the barredate. They
are usually used for battle rifle frames and sngystems, as
they have a lower autofire rate than a coilgun
ROF1/3/20

Coilguns use a series of electromagnetic coils that pulse i
series, each one accelerating the projectile niane the last.
As the coils work in series, the weapon can haversé
rounds travelling down the barrel at once, makhegr ideal
assault weapons

ROF 2/3/40

Both systems need long barrels and even when bplbgd
are longer than a conventional rifle, making thefficdilt to
use in confined spaces, and hard to conceal.



Most military Gauss Weapons are set to fire coriveatly
at all times. Special forces Gauss weapons aréahl@iwith
a selector switch allowing Subsonic firing, butyttzge very
hard to get hold of.

Weapons that can overload are usually Special $pestom
made or modified by the user.

Magazine Size
Depending on the action of your weapon, the Amaint

rounds it holds varies.

Most modern weapons use clips that hold 20 or mmrads,
allowing the weapon to be fully reloaded in onéaact
Weapons with internal magazines use a tube magwhic
feeds rounds into the action, and have to be retbade
round at a time. (one action to load 2-3 rounds ihe
magazine)

Weapon Type Average Range \
Bolt Acst;]%rtl single 1 1
Bolt Action clip fed 10 6to 12
Automatic 30 20,30,45,5d,100d
Motorised 30 20,30,45,54,100d
Caseless 50 25,50,75
Tround 40 30,50,70
Binary liquid 100 50 to 200
ECT 10 5,8, 10,12, 15
Gas Gun 20 10, 12, 20, 25
Gauss Gun 50 25,30,45,50,75,100,150,20(0

Unless noted, rounds are in clips. Drums (d)
increase concealability by one class

Calibre
See the calibre appendix at the end of the file

Creating your rifle is a simple matter of choosing
the frame, action, ammo type and calibre.
Adding all of the variables together results in the

finished weapon profile

Cost

Frame  costs Ammo costs Action costs |
Light +150 |Light -25 Bolt +10
Medium |+200 [Medium +0 Lever -10
Heavy +300 |Heavy +50 |Gas auto +0
Huge +500 |Very heavy [|+150 |Motorised [+50

Ammo

costs
type

Reliability ‘ Ccosts Options ‘ Costs

Cased [+0 \Very reliablg+100|Bull-pupped +50
Caseless [+50 |[Standard [+0 |WA+1 ;gggn()ﬂoo if bol
Tround [|+100 (Unreliable |-50 |WA-1 -100
Binary  [+500 Can fire 3rd bursts-50

Gas +150 Can fire Full auto|[+200
ECT +1000

Gauss  [+1000

Minimum Cost of a weapon is $50

Ammo Damage Notes

Light - WA +2
177 D6
22LR 2D6 WA+3
.220 swift 2D10
.22 magnum 2D6+2
.30 carbine 3D6 7.62x33
5.7mmFN 3D6+3 5.7x28mm FN
9mm Long 2D6+4 9mm x25 Pistol ammo
.357mag 3D6+1 9mm x33 Pistol ammo

Medium - WA +1

44140 4D6+2 old
4.5mm 4D6 Militech pulse rifle, Binary liquid
4.7mm 4D6+1 G11 4.73x33 caseless
5.45mm 4D6+1 5.45x39 soviet AK74
5.5mm 4D6+2 Pacific Rim
5.56 NATO 5D6 5.56x45
7.62 Grendel 5D6 7.62 x36 Grendel Subsonic
7mm 5D6 Fed arms LA15 Caseless
6mm 5D6 Caseless
7.62S 5D6+1 7.62x39 Short soviet AK47
9x39mm 5D6+1 9x39mm (SP-5) Subsonic
9x39mm 5D6+1 2:;3;2:251 (SP-6) Subsonic Armour
6mm UnivS 5D6+2 6mm Universal Soviet

Heavy - WA +0
.243 magnum 6D6-1
30-30 6D6+2 7.62 x 51R Winchester
7.5mm MAS 6D6+1 7.5 x 54mm
6.5mm 6D6 g/ltglggg’:her Cancaro 6.5 x 54mm JFK|
6.5 Swedish 6D6 6.5 x 55mm Swedish Mauser
6.5mm 6D6-1 6.5 x 50mm Militech caseless
7.62 NATO 6D6+2 7.62 x 51mm sold as .308 Wincheste
7.62 Soviet long [6D6+3 7.62 x 54 R Mosin Nagant
30-06 6D6+4 7.62 x 63mm
.303 6D6+4 7.7x 56R
7.92 Mauser 7D6+1 7.92x57mm Mauser (8mm)
7mm Remington (7D6+1 7mm Remington Magnum
7mm SM 7D6 7mm Spanish Mauser 7 x 57mm
.300 WM 7D6+3 \Winchester Magnum
.338 LM 8D6+1 338/.416 Lapua Magnum 8.6 x 70mm|
.375 H&H 8D6+1
.378 Weatherby |8D6+2
416 Rigby 8D6+2 Elephant Gun
.458 Winchester [8D6+2
444 Marlin 8D6+1
.45 MH 8D6+2 .45 Martini Henry
.460 Winchester |8D6+3
.465 Express 9D6-1 Buffalo rifle
.500 Nitro 9D6 Elephant gun
.600 Nitro 10D6 Elephant gun

Very Heavy - WA -2

.50 HMG 8D10 Heavy Sniper WA -1
.50 Spotting 7D10 12.7 x 77mm Spotting Rifle
12.7mm BMG 8D10 12.7 x 99mm Heavy Sniper WA-1
12.7mm Bloc 8D10+1 12.7 x 107mm Bloc
14.5mm PTRS 9D10+4 14.5 x 114mm Bloc HMG Antitank riflg
15mm BRG 10D10+3 15 x 115mm Antitank Rifle
15.2mm steyr 10D10+3 Anti Material Rifle APDS
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What sizes of Weapon Frames shall we use?

Pistol (Heavy Pistol size)
Short barrel (SMG size)
Normal (Assault Rifle size)
Long (Heavy Rifle size)

Pistol Pistol framed shotguns are rare, as the rechi¢@vy. The
simplest are flare guns that take 10 gauge shatgtridges , and
the Le Mat 16, a revolver with a single 16 gaugatgtin barrel in
the centre of the cylinder. The Ubachi 'Last Chasketgun is
basically a disposable pistol shotgun, a simplefitass barrel with
a spring firing pin.

Sawn off lllegally cut down shotguns, making them easier t
conceal and less cumbersome

Whippit / Short Barrels The professionally made version of the
sawn off shotgun, 'whippit' shotguns are made wslitbrt barrels so
they can be used for self defence.

ACTIONS
Break openSingle barrel break open shotguns are usually isygort
models or Farmers guns

Double Barrel shotguns can come with the barrels either 'over an
under' or 'side by side'.

Over and underis usually a sporting model, side by side farming.

3 and 4 barrel break open shotguns can be madaréunusual.
Most are street sweepers illegally made by spodiwgldouble
barrel shotguns together

Lever action Like a lever action rifle, the lever action shaigises
a hand cranked lever to load and unload the shielis the
chamber.

GM NOTE . The ROF of a lever action shotgun is thé& users
REF or Rifle skill is 5 or less.

If either is 6 +, they can fire at ROF 2, but withto hit.

If either is 10+, they can fire at ROF 3, but withto hit

This represents them hammering out shots as fakegsan work
the lever, so accuracy is lost Lever action shaigare an old
design, and are not commercially made by the big gu
manufacturers. Most in circulation are old, custoade or
collectors items

Pump action The pump action shotgun uses a sliding fore-grip t
load the shells The weapon can be accidentallyt'shocked' by
not fully drawing the pump back before you leteturn forward.
This only half loads the round and jams the shotgun

Working the pump again may clear it, or it may nezte removed
by hand (takes time)

NOTE: Old style shotguns use the pump being slakba eject the
shell loaded and pull a new one from the magazind,the return
motion of the pump going forward to load the newlstSome
newer shotguns use a different system to keephibigisn compact.

The pump is slid forward, out from under the baroabpen the
chamber and eject the old shell, and is slid baxleuthe gun to
load the new round.

Gas automatic The force of the shell being fired is used taEefbe
casing and to chamber the next round. The firstddwas to be
chambered manually by cocking the weapon, anduhefiges at
one rate of fire only.

A Dud round will stop the weapon firing and will\eto be cleared
manually by working the breach open and closedstMas Auto
shotgun are also pump action, so that Duds cateheed by
working the pump.

Motorised

The motor action uses an electrical motor to whekduns action,
loading, firing and ejecting the rounds at a st that can be varied
simply by altering the motor speed.

Dud rounds are ejected by the action without agrinption in
firing

Revolver Only a few current shotguns use a revolver systdma
weapon is wider than a normal shotgun, but carhbeer and more
compact

The simpler model is spring loaded, rotating thindgr one step
after each trigger pull

The more complex are gas operated, using the gastfre firing of
the shell to rotate the cylinder

A note on cases

Military loads are normally brass cased, longentigorting rounds
so they cannot be loaded into a normal pump astimtgun. The
brass case absorbs a lot of the heat generateédray; &nd so
allows the automatic shotguns to run quite coad. GAWS was to
use normal shotgun shells it could overheat and jarssibly even
warp and melt. Any shotgun capable of full aute finat's using
normal rounds counts as one class less reliable.

Brass cased ammo costs slightly more (cost x1.&)jsansually
harder to get hold of, as its only real use isuti &uto weapons

MAGAZINES

Most of the modern shotguns use a tubular magagider the
barrel, which can hold 6 or 7 rounds. A tubulap ¢ possible, with
the whole tube magazine being unfastened and duieane being
locked into place, but not on a normal pump actimdel. Tilting
barrels which take slide in plastic tube clips a#ow fast
reloading. Twin Tube magazine weapons do exist&liyspump /
gas automatic. These feeding shells alternatety 'ach magazine
(with a selector switch allowing one magazine tditea first)

Military auto-shotguns (CAWS) use 10 round box nzwges like
rifles, but the size of the shotgun shell keepatm@unt of ammo a
box can hold down. At the most 20 round drums assible. Belt
feed is possible (the Rolling Thunder automaticghuos)



Calibres / Shell Sizg

410 Using the FID shotgun system.
20 Gauge
16 Gauge 12 Gauge is 8 Pellets of OO buck , Basic range 50m

a 12 gauge shell is 18mm x 70mm
a 12 gauge magnum shell is 18mm x 90mm
10 Gauge
10 Gauge Magnum

10 pellets of OO0, basic range 50m
Slug damage is a Basic 6D6
This is taken as the standard and every other gauzgsed
off this.

Making your own Shotgun . .
GAUGE | 'O0' 'O0Q' Slug Basic 6D6 slugis Range

410 2 |4 -3D6| 3D6 -30m
Pistol ConcJ 25m 20g 4 6 -2D6 | 4D6 -20m
Short Conc L 40m Max 5 rd tubes 169 6 8 -D6 | 5D6 -10m

Normal Conc L 50m Max 6 rd tubes 12g 8 10 +0 | 6D6 +0m
Long Conc N 60m Max 7 rd tubes 10g 10 |12 +D6 | 7D6 +10m
Break Usually only has one round per barrel The Range Modifier cannot more than HALVE the weepo
Lever Loads from a Tube Magazine range
PUmp Loads from a Tube magazine Magnum rounds add +1 damage to all shot, and +38utys

Firing Slugs from a PISTOL frame drops damage bydDé

Gas auto Loads from Tube or Box Magazine / Belt to the short barrel
Motorised Loads from Tube or Box Magazine / Belt
Revolver Uses a cylinder Examples of Current Shotgun
Ammo Notes ‘ Franci SPAS-12
load 12 gauge shotgun, gas automatic, full auto at 4arsscond.
Break one shot per barrel, ignoring Gauge modifiers 7 round tube mag and 1 in the chamber
Tube 5, 6, 7 or 8 rounds ]
Twin Tubg 2x5, 2x6, 2x7 Erz?lnCI ';SP1A28 15 6 db . Rifledsi
Clip |can be a straight magazine of 6rds, 10rds2@ ed drunf ult auto gauge, b round box magazine. Riflesiz
Cylinder Usually 6 shot, large 120?]rcl+21round ones makelkiber Striker . .
ort 12-gauge shotgun with a 12 shot revolvencdgr
(conc +1) , Short 12 hot th a 12 shot revol
Any shotgun that can take a Magazine is also availBelt fed,
feeding from 25 round belts Pancor jackhammer
Gauge Long barrel bullpup shotgun in 12 gauge. Ammo is a 10
All ammo listings are for 12 gauge rounds. revolving cylinder, which comes preloaded and gpdsable
Using larger or smaller gauges alters this slightly Full auto
410 are +3
20 gauge are +2 Ithica Roadblocker

A long barrelled 10 gauge magnum pump action, tifie f
length tube mag holds only 3 shells. Used by Highpatrol
units to fire slugs capable of cracking the endiloeks of

16 gauge are +1
12 gauge are as listed

10 gauge are -1 trucks.
Magnum rounds are longer than normal and so Tulggs auge -1
ammo Ithica Stakeout

Short barrelled 12 gauge pump action, 5 round mae
under a short barrel

Neosted 12 gauge

Compact 12 gauge, gas auto with twin 6 round tube
magazines over the barrel, with a forward pumpoacthat
keeps the overall length down



The BlackHammer CyberPunk Project

Three new cousins of the mighty - EMP Grenade in #limelight

EMP-1 and EMP-2 series grenades are availablevariaty of powers, rated from Mark 1 to Mark 5.

Shotgun Grenadesare only available as Mark 1, and cost 2.5x thekMacost.
25mm Grenadesare available up to Mark 2, and cost 2x the listc
40mm Grenadesare available up to Mark 4, and cost 1.5x theclist.
Hand Grenadesare available up to Mark 5, and cost as listed.

EMP-1 "Shocker" Grenade
The EMP-1 Grenade produces a variable EMP pulseasmall area, it is capable of disabling cybeen@r occasion, but is
recommended for use against data storage devidesommputers. Targets of a shocker grenade rolheridllowing table for
each major cybersystem (optics, audio, reflex bogsinterface, etc). Computer systems are cragtragorarily (mark x 40%)
of the time, and permanently (mark x 10%) of tineeti Magnetic data storage is erased (mark x 50%)eatime, and chip
storage (mark x 20%) of the time. The higher r&8bdckers actually release a series of electricalwhen they go off, dealing
damage to those in the burst radius.

1-2 Mark 1
System unaffected 1 foot burst (impact), no damage 25 eb
3-4 Mark 2
System reboot, off-line for remainder of turn 1m burst radius, D6-1 damage 75 eb
5 Mark 3
System goes off-line for D6+1 turns 1m burst radius, D6+1 damage 100 eb
6 Mark 4
System goes off-line for D6 minutes 2m burst radius, 2D6 damage 150 eb
Mark 5
3m burst radius, 2D6 damage 200 eb

EMP-2 "Waver" Grenade
The EMP-2 Grenades use more conventional EMP téogies, with no explosion or flashy displays wheait components
fuse to produce the EMP effect. The basic desigh@fwaver" system is the same as that of hantkpler EMP pistols, firing
a burst of high-frequency radio EMP over a smababut the output has been powered up so muckhthaffect burns out the
internal electronics in the process.

The game effects of being inside a Waver fieldtheesame as being hit by an EMP pistol, exceptahatlbersystems are
affected instead of just those in the target hgatmn. Roll 1D6 on the following table for eachbeysystem attacked.

1 - System unaffected Mark 1
2 - System slows down (-4 ref if a limb, computen slowly). 1 foot burst (impact), Roll D6+1 on table 100 eb
3 - Minor crash: system blinks off for 1 round lcomes back up. Thig Mark 2
will drop you out of the net or cut your cellphocel. 1m burst radius, Roll D6-1 on table 75 eb
4 - Crash out: System GPFs and starts reboot segu€his takes 2D§ Mark 3
rounds. 2m burst radius, Roll D6-1 on table 125 eb
5 - Big system crash - system begings diagnostidgeboots itself. Mark 4
Takes 1D6 minutes to restore. 3m burst radius, Roll D6 on table 175 eb
6 - System crashes out and needs a tech to fipfiropriate tech roll Mark 5
over 20 to restore it). 4m burst radius, Roll D6 on table 250 eb

EMP-3 "Flasher" Bomb

The "Flasher" grenade is a new weapon developpaabi@e units needing a quick-response non-letiepon that will work
against a mixed crowd of cybered and non-cyberesbps. With the prevalence of cyberoptics and aggitems, many
persons in a mixed crowd are immune to the effetésflashbang grenade, but these same persons are usuiddlysgsceptibl
to EMP weapons, so the two were combined into @o&gge for crowd control.

The grenade itself is quite large compared to rotigtr weapons in it's class (thus the "bomb"), Wveig in at a heavy 3kg.
Throwing it is awkward (-2 WA) and long ranges ace possible with it (1/2 usual throwing range). &dtthe bomb goes off, it
flashes an incredibly bright flash of light whileet EMP portions of the weapon engage and fuse #leess Then the grenade
explodes from the small explosive charge insidegdpcing a concussion wave and tearing the weapbalin

Persons looking towards the grenade within 5m (&bnight) must make Difficult Reflex roll to avoixking blinded for D6
turns (this effect is negated by anti-dazzle). EMP effects are identical to the Mk 5 EMP-2 Wavesrgde, and the whole
shebang is followed up with a 5D6 damage concussiaege (damage is 1/2 stun on contact and witimpahd all stun from
1m to 4m - ranges are doubled indoors).

EMP-3 Blash, EMP, Boom!
400 eb



Kendachi MonoGun

MEL +1 J P 2D6 VR $350
PST-3JP10mm11UR

New from Kendachi! A Classic Kendachi Monoblade mitedl into a
one-shot deringer-style 10mm! Because of the inbhgghort barrel of
the gun, the slug only has a range of 10m, butpstiks quite the

surprise punch!

Case found himself staring through a shop window. The place sold small bright objects to the sailors. Watches,
flicknives, lighters, pocket VTRs, Sims Tim decks, weighted man- riki chains, and shuriken. The shuriken had always
fascinated him, steel stars with knife-sharp points. Some were chromed, others black, others treated with a rainbow
surface like oil on water. But the chrome stars held his gaze. They were mounted against scarlet ultra suede with nearly
invisible loops of nylon fish line, their centers stamped with dragons or yin yang symbols. They caught the street's neon
and twisted it, and it came to Case that these were the stars under which he voyaged, his destiny spelled out in a

constellation of cheap chrome.

Ever since Case first stared at those metal stars and then Johnny Silverhand stuffed his pockets full before that fateful
run on Arasaka, Shuriken have been a core visual of the genre. No Street Samurai poseur can be found without at least
a half-dozen scattered throughout his possessions. It's as much a badge of office as the MonoKatana is for the elite of
their class. So here's a few new ones to spice up your night.

Juji-shuriken (3eb)

The famous Ninja weapon; a cross-
or star- shaped disk.

(From Pacific Rim / CP2020)

+0 WA, P Conceal, Common, D3
Damage (1/2 SP)

Bo-shuriken (7eb)

A shuriken in the shape of a pencil
or nail. It is more difficult to throw
than the Juji-shuriken, but it wounds more deeply (like getting
hit with a nail-gun). (From Pacific Rim)

-1 WA, P Conceal, Common, D6 Damage (1/2 SP)

Mono-Juji (15eb)

Juji-shuriken made of "Monomolecular Crystal" (a cheap
version of the monocrystal used in the Mono-Two blades)
Mono Shuriken of all types cannot be combined with most of
the options listed later, and shatter on impact 1/3 of the time
after rolling damage.

+0 WA, P Conceal, Common, D6+D3 Damage (1/3 SP)

Mono-Bo (35eb)

Bo-shuriken made of "Monomolecular Crystal" (a cheap
version of the monocrystal used in the Mono-Two blades)
Mono Shuriken of all types cannot be combined with most of

the options listed later, and shatter on impact 25% of the time
after rolling damage.
-1 WA, P Conceal, Common, 2D6 Damage (1/3 SP)

Throwing Cards (120eb)

Listen up you "Gambit
Wannabes"! This set of
"shuriken" is sold as a set of 5
cards, in either hearts or spades,
packaged in a soft pseudo-
leather carrying case. They are
5" tall by 3" wide and are
generally ackward to throw for
those accustomed to normal
shuriken (do not use the strike / cast maneuver bonus for
ninjitsu).

+0 WA, P Conceal, Poor, D3+1 Damage (1/2 SP)

Glass Shuriken (x3 Cost)

Both Juji and Bo shuriken can be purchased made of glass
(but then cannot have any other options included, and cannot
be Monocrystal either). This makes them lighter and
somewhat fragile (-1 WA) but also renders them invisible from
both metal detectors and x-rays. Glass shurikens have the
same chance of breaking on impact as Mono shuriken of the
appropriate style.




SlamDance Memory Plastic Shuriken  (250eb)

Only available as a Bo-shuriken, this is a classic Spawnblade
manufactured in shuriken style. The shuriken is a matte black
plastic and somewhat lighter than a standard 4" shuriken
(thus the reduced damage). But if the shuriken deals 3
damage beyond the target's armour (this usually requires that
the thrower have exceptional strength to increase the damage
that high) it spreads into a razor-sharp 50° spatula - inside the
oponent! This deals an additional D6+1 damage to the target.
Once opened, the SpawnBlade can only be safely removed
with a medtech roll of 20+, any other means of removal will
cause another D6-1 damage. The only way to "undeploy" the
shuriken is to heat it to 90°C. and then rap the side of the
blade on a hard surface three or four times (each hit reduces
the size of the blade down to the original shape).

Memory "Rubber” Shuriken  (200eb)

Both Juji and Bo shuriken can be purchased made of another
variety of memory plastic that allows them to be soft and
flexible while a current is passing through them. The center of
the shuriken is a battery pack which is good for abotu 2
weeks of steady use. While in use the shuriken appears to be
a "training star" (rubber shuriken used when training in
ninjitsu, also carried by a lot of poseurs who think shuriken
look cool but are afraid of the pointy hits), but with a single
squeeze of the centerpiece, the shuriken becomes a fully
functional (albeit somewhat less than razor-sharp) throwing
star.

+0 WA, P Conceal, Poor, D2 Damage (1/2 SP)

"Sphere” Payload Delivery Stars  (+15eb)

Both Juji and Bo shuriken can be purchased with a storage
space inside them to contain any liquid payload as well as a
delivery system to inject this payload on impact. Standard
payloads include the various less-than-lethal chemical
warfare agents and unfortunately includes biotoxins, nanotech
agents, engineered virii and so on. The payload costs 50% of
the normal cost of the chemical base price due to the small
amount required for this direct delivery method.

Tracer Shuriken (2x Cost)

These shuriken include built-in "glow panels" along the main
smooth surfaces so that they are clearly visible in low-light
and no-light conditions. This is mostly a style consideration,
as it provides little use in combat except for the knowledge of
whether it hit or not. They are available in red, green, purple,
yellow and blue.

Shocker Shuriken (+100eb)

The center of these Juji-shuriken contains a single charge
capacitor linked to a conductor pack along the perimiter of the
star. Once armed by depressing the button, the shuriken acts
as a miniature taser on it's next impact. Persons struck on
body armour (not penetrated) must make a stun save at +4,
those struck on non-armoured locations or where the armour
has been penetrated must make a stun save at +0, with an
additional -2 per taser strike in the past 4 rounds.

Tracker Shuriken (+50eb)

This can be combined with any shuriken and doubles as a
tracking device with a 2km "ping" range and a 1 year battery
life once activated. The tracking monitor costs an additional
500eb. The real problem with these is getting them to "stick"
and NOT have them removed by the target soon thereafter.
This option cannot be combined with Mono-Shuriken.

There was a note on the black lacquer bar cabinet beside the door, a single sheet of stationery, folded

once, weighted with the shuriken.

IKARI RAZOR GLOVE
compiled by Amy Luther
Ikari Razor Glove MEL 0 P C 1D6/2 n/a n/a 50eb
This is a simple, Freddy Krueger-esque glove eqdppith Scratchers or Rippers. The Ripper versasis50eb more, has a Con.
of Jacket, does 1D6+3 damage, and reduces REF<shaitkthat hand by -3 due to reinforced fingenisi Neither version can be
used for punching, as the blades on the fingerentakpossible to clench the hand.

Crowdpleaser P -2 P P 4D6 4 2 UR 1m 600eb

This is a type of hand-sized, sawed-off shotgurctvibads disintegrating pellets (20eb/load). Theaathges of a crowdpleaser are
its portability, concealability, extreme damageataifity against unarmored targets, and the inghbititaccidentally spray anyone
besides your intended target (the pellets disiatiegafter about 3 feet). Unfortunately, it is daogsly unreliable and rather

inaccurate, and is best used at point-blank range.

Stinger P 0 P R 1pt/special 1 1 VR 3m 500eb

A stinger is a small, hand-held weapon resemblitasar, which fires a needle (also similar to tfa taser) containing a powerful
neurotoxic agent. It effectively paralyzes the ¢dyinflicting intense pain whenever the angle lestwtwo bones is changed (i.e.,
during movement, breathing, etc.). The target muaste a Very Difficult COOL save to make any actionthe duration of the
drug (1d6+3 minutes); failure indicates incapawmtaivith pain.



SURVIVAL GAMES, INC.
The World's Finest Paintball Accessories, Without
Comparison, Since 2011 AD
by Gary Astleford

Survival Games, Indhas manufactured paintball weapons and
equipment since 2011, and is known as one of ttesfiproducers
in the world. While paintball weapons may be thaugh better than
expensive toys to some street trash, SGI consitlers to be
serious ordinance. Following is a brief overviewsofne of SGI's
most popular and innovative models.

SGI "Doppelganger" Paintball Pistol (.68 Paintballs, 7 Ounce
Air Cartridge)

P -1 J C Paint/Drugs 20 2 UR 40m. 150eb

The "Doppelganger" is an unlicensed production caffthe
Nelspot Wombat, with only a few slight changesniteinal
structure and materials composition, not to mentfia fact that it's
50eb cheaper. The Doppelganger, unlike the gaudyalorful
Wombat, is made from non reflective black compogiésstics.
Most "paintballers" consider the Doppelganger arbeg's weapon.

SGI "Wraith" Paintball Pistol (.68 Paintballs, Two 7 Ounce Air
Cartridges)

P +0 J C Paint/Drugs 20 2/3 ST 50m. 325eb

SGl's "Wraith" is a sleek, black weapon designedcfse of use. It
has excellent range for a paintball weapon, confppata most
modern handguns. Paintballs fired from the Wraitehbeen
known to leave painful welts if the proper equiptisn't worn. As
an added bonus, the Wraith's composite shell igopgd with
thermal baffling to hide its dual compressed aitridges, when, if
discharged, create a burst of extreme cold whichbeadetected in
other weapons of the same type. The "3" rate efréflects the
possible addition of SGI's "speedfire" system, \Whatlows the
weapon to fire three- round bursts (add 75eb tavéspon's base
price).

SGI "Bansidhe" Paintball Machine Pistol (.68 Paintballs, 10
Ounce Air Cartridge)

SMG -1 J C Paint/Drugs 30 3/10 ST 30m. 425eb

This small, squat weapon reminds most people dfigram M-11
in form. It is equipped with a paintball gravityefi® which lies flush
with the weapon's top surface, creating a veryposfile. The gun's
exceptionally short barrel causes an incredibls tdsaccuracy,
which doesn't matter much when you're firing thiaghon full
automatic.

SGI "Geist" Paintball Assault Weapon (.68 Paintballs, Two 10
Ounce Air Cartridges)

RIF +1 N C Paint/Drugs 50 1/3/20 ST 75m. 550eb

The "Geist" is a true paintball assault weaporeviery sense of the
word. It is designed with the serious paintbaltemind. The large
gravity feed (which lies flush with the top of theapon, much like
the "Bansidhe's") is configured in a bullpup oraitn. The
weapon's gas canisters are fitted below the banelact as a
forward grip. The weapon is equipped with a x4 mgscope, but
iron sights are also provided.

SGI "Manitou" Multi-Paintball Scattergun  (SGI 2" Multi-
Paintball, 7 Ounce Air Cartridge)

SHT +0 L C Paint/Drugs 5 2 ST 40m. 400eb

The maniacs at SGI have gone and done it again'WMhaitou" is
the first compressed-air scattergun, designed ichntibe same form
as the standard police riot pump-action. Specigiigned
ammunition, cased in short (2") plastic tubes sisdu Each "Multi-

Paintball" round holds 8 pea-sized paintballs. &ffare similar to a
shotgun blast. Compressed air canisters are iedtalthe stock.

SGI "Will o' Wisp" Paintball Sniper System (.68 Paintballs, 10
Ounce Air Cartridge)

RIF +3 N C Paint/Drugs 1 1ST 150m. 600eb

Another first from the geniuses at SGI - a pairtbaiper system.
This single-shot paintball rifle is equipped withifeed barrel, a x8
sniper scope, uses specially made paintball ro(@dsormal cost),
and has the longest range of any commercial pdintieapon. The
weapon is made from the same thermal baffling iglasis it's
cousin, the "Wraith." However, its long range megissicks twice
as much charge from any compatible compresseds#iidge. A
small price to pay for its uncanny accuracy.

SGI "Barghest" Squad Automatic Paintball Gun (.68 Paintballs,
Five 12 Ounce Air Cartridges)

RIF -1 N C Paint/Drugs 150 15 ST 75m. 750eb

This monster is truly original in design. With thighest ammo
capacity of any other paintball weapon, and an Lieleble rate of
fire, SGI markets it as the one and only "squadmatic" of
paintball guns. The "Barghest" is powered by fi2eolince
compressed air bottles, and feeds from an incredib0 round
gravity clip. Equipped with iron sights and a bipged to accuracy
when prone).

OTHER ACCESSORIES

Extra Clips -

Prices - 20 Round Capacity : 5eb; 30 Round Capadigp; 50
Round Capacity : 10eb; 150 Round Capacity : 25elveNrun out
of ammo again! These paintball clips, made fromecal
composite plastic, are nearly impossible to br&iQ). Most are
adaptable to any SGI weapon, except for the 150da@lip, which
is designed for use only with the "Barghest" SAP.

Extra Air Cartridges -

Prices - 7 Ounce (@ 21 shots) : 2eb each; 10 Oi@ce0 shots) :
3eb each; 12 Ounce (@ 36 shots) : 4eb each. Highasty
compressed air cartridges money can buy.

.68 Caliber Paint Pellets -

Prices - 20 Round Tube .68 Standard : 2eb; 20 Rdubé .68
Sniper : 4eb; 10 rds 2" Multi Paintball : 4eb. Tmest paint pellets,
made in orbital workshacks for perfect sphere slaykeamazing
accuracy. Available in red, orange, yellow, neosegr, and hot
pink.

Loading Tubes -

Price - 100 Round Capacity : 12eb. These blackiplEsmding
tubes can be used to store up to 100 paintbatisplgiremoved the
cap and pour your paintballs into the desired @timagazine.

SGI Paintball Weapon Cleaning Kit -
Price - 50eb. This kit has everything the sericaigtballer needs to
keep his weapons in top function.

SGI "Poltergeist" Paint Grenade -

Price - 10eb. Upon detonation, the "Poltergeistl' urst, marking
a twenty foot diameter area with thick, sticky paifhe paint is
biodegradable, non-staining, and can easily be egheff of skin
with soap and warm water. Each grenade weighs @bouiunces.
Available in red, orange, yellow, neon green;



PAINTBALL LOADS

| remember laughing when | first held Cyberpunk@@2my dirty
little hands, because they actually included atpalhgun in the
book's arsenal. My friends and | tittered abotiita few moments.
Granted, it might be nice to shoot that gangehéftead and put
him down for good. Why bother with that, though,emtfor just
300 eurobucks more, you can take your Colt AMT 2800 deliver
4D6 points of organ-shredding, bone-splinteringpblspewing
damage upon your unfortunate foe? Yeah, we said Wénts a
PAINTBALL gun, anyway?

I'd never given them much thought until | read abidike
Pondsmith's little character-killing tactic. I'ledcribe it in brief, in
case you've never heard about it. Attack your pkawéth a group
of Inquisitors armed with paintball guns, half leadwith sleep
rounds, and half loaded with acid. The sleep rowitlgirop most
of the unarmored characters right away. The aaidde are for use
on the characters wearing clamshell armor. Onde d@hneor is
eaten away, hit 'em with the sleep rounds, too.

In short, it's evil. A little bit too perfect, bewil.

It follows, then, that paintball guns are a vergapl kind of
weapon. They're powered by compressed air andchsasa almost
silent. They're cheap, and no one is really, REALftiyhtened of
them. If | think about all the things you can fitd a sixty-eight
caliber ball, it makes me wonder why no one eveutjint about it
before. It makes paintball guns nearly as effecivshotguns, if not
more so, because the variety of ammunition thaldcoe available
is enormous.

So, for your amusment, I've come up with severffg@int ammo
types, just for use with paintball guns. Be cafeB8dme of these
things are really nasty. Aside from the differerites, each type of
paintball has a listed Availability rating. For geof you who don't
have CP2020, I'll give you a low down on what tifeecent
Availabilities are :

Excellent : Can be found almost anywhere.
Common : Can be found in most sports and gun storem the street.
Poor : Specialty weapons, black market, or stolen ititary.
Rare : Stolen, one of a kind, special military isse, may be highly illegal.
EXCEEDINGLY Rare : Highly illegal, top secret, the stuff that scandals
are made of.

I'm serious about these Availabilities, now. Sorhthis stuff is fire
(literally), and you don't play with fire. Howevehe vast majority
of it isn't any more dangerous that any of the otfasty things
listed in any of the Chromebooks. So knock yoursatf Don't say |
didn't warn you.

PAINTBALL LOAD TYPES -
Acid - Cost (per 50) : 50 eb; Availability : Poor

These paintballs are thin-walled ceramic spheretagung a
powerful acid. Standard acid loads (CP2020 pg #1067)D6 in acid
damage, and will eat away at armor SP for the sam@unt for
three rounds. More powerful acids, while uncomnare,available
for a substantially higher price.

Adhesive- Cost (per 50) : 30 eb; Availability : Common

Adhesive loads are much like typical paintballg,they contain a
powerful adhesive similar to an industrial strengghnoacrylate.
Such glues are normally instantly adhesive, anaalgeffective as
long as they are still wet. Cyanoacrylate gluesnarenally very
thin, with a low viscosity, which increases the mtethat they will
spread over an area and sink through small crauk$iales. They
are only inert once completely dry (which takeswhwo or three

minutes), but by then it is usually too late. Thiesels are effective
when fired at the floor in front of pursuers, whil wsually step
into the glue and be left immobilized. Powerfulhspits are
available that dissolve cyanoacrylate compounds.

Anti-Laser Aerosols/Chaff- Cost (per 50) : 20 eb; Availability :
Poor

ALA/chaff balls are used to reduce the effectsaskl weapons.
They release a small cloud of reflective and heabebing particles
into the air upon impact. The ALA cloud will remdior twenty
seconds for every three balls fired, and will ceeabne meter
diameter cloud per hit within the area. Any lagerdse, beam, or
otherwise) fired through the cloud are at -4 to hit

Bioplague - Cost (each) : 500 eb; Availability : Rare

Some of the more dangerous loads around, bioplpgntballs are
no laughing matter. They utilize a bacterial oalinfection to Kkill
or wound foes. Such loads would be too dangeratih&jf used an
aerosol method of dispersion, so most take antaffean contact
with the skin. Some such bioplagues cause an imatetreakdown
at the cellular level, producing ebola-like sympsowithin two or
three hours. Others, which are more long termpcaduce severe
cancer-like tissue growth at the source of impalee simplest
merely make the target ill. Specific disease efféitcluding
contagion) and durations should be under the soigdjction of the
GM.

Biotoxin - Base Cost (per 50) : 500/750 eb; Availabiligaor ( BT
1)/Poor (BT Il)/Rare (Nerve Toxin)

Biotoxin-filled paintballs are one of the most coomoffensive
loads. The poisons used are delivered in one ofarys. Either
they are absorbed by the target's skin, or thegtlaurd become an
aerosol which is then inhaled. Biotoxins are ndlyroduced or
organic poisons, such as jellyfish venom. Mostdiots must be
absorbed by the skin to be effective, though ademwbe ingested or
absorbed into the bloodstream through the eyesCR#020 book
(pg 107) lists standard damages for poisons/bintoas 4D6
(Biotoxin I, at base cost), 8D6 (Biotoxin Il, atdeacost x 1.5), and
8D10 (Nerve Toxin/Gas, at base cost x 2). Loadsdisperse as an
aerosol are 1.5x more expensive.

Chemical/Blister and Blood Agents- Cost (per 50) : 250 eb;
Availability : Poor

Blister and blood agents cover a group of aerosplesised poisons
designed to kill and incapacitate their target®.08l agents must be
inhaled, and gas masks will nullify them. Charaz&xposed to
blood agents may hold their breath, but the poesomstill enter the
bloodstream through the eyes with only half thédtfect. Blister
agents, on the other hand, are absorbed througgkieand a full
protective suit is required. Both blood and blistgents cause 2D6
damage per round of exposure. The chemical clolidemain for
twenty seconds for every three balls fired, and evéate a one
meter diameter cloud per hit within the area.

Chemical/lllumination - Cost (per 100) : 10 eb; Availability :
Excellent

lllumination loads are filled with a yellow-greehamical that
glows, much the same as the stuff that fills ttewgticks you see
on Halloween. The illumination loads (or light Is3ltan either be
primed before loading by gently squeezing themréhy creating a
sort of paintball "tracer"), or they can illuminatpon impact,
splattering the target with a yellow-green blotéliridlescence
which makes him/her/it easier to see in dim coodgi



Chemical/lrritant - Cost (per 50) : 50 eb; Availability : Common

Irritant loads cover a wide variety of non-lethgdt disabling,
chemicals that are dispersed as an aerosol upotbpliimpact.
Such irritants include pepper spray, tear gas,vanuit gas. Tear
gas causes an immediate watering of the eyes artdriet may
have trouble breathing. This is reflected in ao-4lt actions for the
duration of the gas. Pepper spray is similar, batis a -6 penalty,
and can be used on animals. Vomit gas loads, alswaik as "stink
bombs" on the street, force a BTM check at -4ailefl, the target is
overcome by nausea and can do nothing but ret@hcfiémical
cloud will remain for twenty seconds for every thiells fired, and
will create a one meter diameter cloud per hit inithe area.

Chemical/Smoke- Cost (per 50) : 12 eb; Availability : Excellent

Upon impact, smoke loads release a small cloud of
hexochloroethane smoke. While single hits prodwerg little
smoke, multiple hits can cause larger and largmrdd (one meter
diameter cloud per smokeball fired). The smoke keithain for
twenty seconds for every three balls fired (ierfamunds last 40
seconds, etc.), depending on atmospheric and weathditions.
Different colors are available, including whitedreellow, blue,
green, purple, and black.

Dirt - Cost (per 100) : 15 eb; Availability : Poor

Dirtballs, as they are known, are a specializethfof paintball.
They are filled with a dark, sticky substance thdleres easily to
smooth and shiny surfaces, and were originallynidéel for use in
nullifying laser reflective armors. Such armor afél by dirtballs
has its protection reduced against lasers by 1t/thé\very least,
dirtballs will ruin a good car wash. Otherwise,\tlage identical to
standard paintballs.

Drug - Cost (each) : As Per Drug Dose Cost; Availapilivaries
By Drug Type

Many drugs have found a home in the paintball aisesround the
globe. The most popular include drugs that incapseiwithout
killing, either through nausea, hallucinationsstaep. Any drug,
with the proper preparation, can be converted antontact-
activated solution. Imagine pumping a burst of lgless into that
onrushing security guard. Seconds later, he'lefidbly the wayside,
staring at all the pretty colors. Other populargdrinclude,
strangely enough, anti-toxins (easily administdrech a distance
via paintball), tranquilizers, and many of the mdesmgerous
combat drugs.

Electromagnetic Pulse (EMP)- Cost (per 50) : 150 eb;
Availability : Poor

These small spheres contain no paint. Instead,ategmall
electronic bundles designed to give off a limiteédMEburst upon
impact with a hard surface (be it a wall or a fotirg conversion's
faceplate). The pulse has a radius of about 1.&8mnednd will wipe
stored data from chips, tapes, and diskettes, hasvinhibit
electronic performance (including that of cyberwanel
computers). Damage to unshielded cyberware and atamgpis only
permanent 10% of the time, but the effects wilt [H36 minutes.
Any degree of shielding will nullify the pulse.

Explosive - Cost (per 10) : 100 eb; Availability : Poor

Explosive paintballs are filled with an unstabbguid charge,
similar to nitroglycerine. They explode on impausing a loud
rapport and 2D6 explosive damage to anyone witlineameter
radius. Handle with care.

Flame Retardent- Cost (per 50) : 30 eb; Availability : Common

Flame Retardent paintballs are packed with two ¢thiemicals that
combine upon impact to form a superchilled liqufgaresent in
great enough quantities, these loads can put cait §ms and
smother incendiaries such as napalm and phospfarasshort
time. Assume that one flame retardent load wilhbeded per each
meter of diameter the fire has spread. There 3% ¢hance that
each ball fired will have no effect on the fire.eBe balls can also
be used to mask heat from thermographic and IR®pmd sensors.

Flash/Bang- Cost (per 25) : 150 eb; Availability : Common

These balls, upon impact, explode with a brighgtfland a loud
report designed to confuse and befuddle opponAntgne within
three meters of the impact (nine meters, if indporsst make a
stun/shock save at -2 to avoid being stunned aaféded for four
rounds and a DIFFICULT reflex save must be made/tid being
blinded for two rounds. Anti-dazzle and audio lesdra@mping will
negate the effects of these loads.

Incendiary, Napalm - Cost (per 10) : 50 eb; Availability : Poor

These paintballs contain a thickened flammabledigsuch as
gasoline mixed with detergent. Upon impact, thely bveak open
and distribute an amount of the liquid over a lttop1 foot
diameter area. Note that the napalm must somehagniied. As
such, these loads are popularly used in conjunetitmPhosphorus
balls. Once lit, napalm will burn for up to 60 sads, causing 3D6
burn damage each round until extinguished, andingnall nearby
flammables. Napalm damage heals at 1/3rd the noatal

Incendiary, Phosphorus- Cost (per 10) : 150 eb; Availability :
Poor

Incendiary loads contain an amount of white phogphavhich is
sheathed inside a thin ceramic coating. Deprivenkgfien, the
phosphorus is inert. Upon detonation, howeverpti@sphorus
ignites and burns at 2700 degrees Celsius for tipity seconds.
This also creates a dense cloud of white smokeegdsas igniting
any flammables in the area. Unless scraped offtimely manner
or deprived of oxygen, burning phosphorus will d@68P damage
per round. This damage heals at 1/3rd the nornm| aad leaves
horrible scars.

Lubricant - Cost (per 50) : 30 eb; Availability : Common

Lube loads are filled with a slippery chemical. Mokthe time,
these loads are fired at the floor, creating aroater radius oll
slick. Anyone crossing this slick must make a DIEBLT reflexes
save, or go sprawling ass over elbows, taking 1&6abe to a
random location from the fall. Other uses includeating an
opponent's weapon, which will slip from his gripess it is well
secured or he makes an AVERAGE reflexes save eawchd hold
on.

Nanoplague- Cost (each) : 1000 eb; Availability :
EXCEEDINGLY Rare

Very nearly identical to bioplague, nanotechnidakdses are
frightening in their own right. Many are impossiltéecure, and
their effects can devastate a person for the fakea lives. The
simplest cause skin disorders, starting at thetmdioontact. Others
go deeper, finding their way to the bloodstreamnetikey latch
onto red blood cells and invoke an artificial an@n8till, others
break down the immune system, or rewire the taget'ves,
causing a terrible condition similar to Parkinsatisease.
Nanoplague effects are as terrible as they aredari



Paint - Cost (per 100) : 6-10 eb; Availability : Excelte

These are your standard paint balls. They aralfilliigh an easily-
washable, bright-colored paint, and are used fmeagional
combats or for marking people, places, or thingmeylgenerally do
no damage, although some unscrupulous hobbyisizdreir
paintballs. Frozen paintballs rarely, if ever, apsrmanent injury,
though they will leave a nasty welt. Head hits vwg#intballs have a
five in ten chance of blinding the target for threands, and a four
in ten chance of destroying an eye. See CP202@pdot details.

Paint, Ultraviolet - Cost (per 100) : 12-20 eb; Availability :
Common

Ultraviolet paintballs, upon impact, spread a dofseltraviolet
paint or powder upon the target. The paint/powdénvisible
unless viewed through a UV optical device. Thesstpalls are
often used for tracking individuals or marking laoas and
vehicles. Otherwise, they are identical to stangaidtballs.

Solvents- Cost (per 100) : 50 eb; Availability : Common

Almost any type of powerful industrial-strengthsait can be used
in paintball form, if loaded correctly into a cerarshell. The most
common are used to dissolve adhesives, paintsaagdérs, while
others can soften and destroy paper, plasticsbalfigtic cloth
(such as kevlar). Some powerful solvents are afglahyjhflammable,
so care must be taken by those who have been ekpmggem.
Assume that the solvent will dissolve whateves itiésigned to. If
this includes plastics or ballistic mesh, thesestarices will take
1D6 damage per hit per round for three roundsnéf the solvent
is sufficiently diluted.

Tracking Device - Cost (per 50) : 100 eb; Availability : Common

Useful for law enforcement agents, and people whantwo keep
track of their enemies. Paintball tracking deviass small,
weighted, plastic or alloy spheres which contasmall, powerful
transmitter. Some contain a small electromagnkeép the ball
from rolling about after impact. On impact, thensenitter begins to
emit a beacon that repeats at intervals of fiveisds. The
transmitter has a range of five kilometers, andeli@ts are usually
good for forty-eight hours. The signal can be tigd most
navigational computers to give an exact locatiotheftarget in
question.

PAINTBALL SAFETY -

So, there they are. By now, you've probably bre¢zexligh the
ammo types and you can see some possibilities. tihbeg's good.
I'd like to talk about something else, now. Pailitbafety.

Damage from a paintball, initially anyway, is catesied to be
bruise damage. It's not the impact of the paintiball hurts you, it's
the effect of whatever is inside that makes yderhiell. Paintballs
have to break open in order to take effect.

Assume that paintballs carry either inactive oivacingredients.
Inactive incredients are (generally) non-harmfall anclude
standard (and ultraviolet) paintballs, (non-aerpdalg loads,
chemical/illumination loads, dirt loads, etc. Thase generally sold
in tubes, and have an easily broken or popped ¢ajter. Such
loads can be treated with less care than thosehvdaigy active
ingredients since the consequences are less diveiifstability is
compromised.

Loads with active ingredients include anything haitror fatal that
is converted to an aerosol upon rupture, as weti@se loads that
contain dangerous chemicals, such as phosphorusigpidgues.

Most of these loads are contained within a thimeec sphere, and
are packed in what resemble small egg cartons#yatHandle
With Care" all over them. The ceramic sheath isentturable than
the outer layer of most other paintballs. It usutdkes a high
velocity impact to shatter the ceramic and brealpén. Knowing
even this, though, don't drop one. If even ondeéé paintballs
ruptures before its time, though, it could be disas. If a paintball
containing an active ingredient is dropped onta surface from
chest height, assume that it breaks open 20% difrttee Therefore,
if you're toting a Nelspot Wombat filled with bloadjent loads
around, you don't want to drop it.

FUN WITH PAINTBALLS -

Paintballs can also be used as impromtu grenadies:. 8ffects are
usually less dramatic, but for the most part, arthing to laugh at.
It takes a hard throw against a solid surface ¢akopen a
paintball. Even then, range is a factor, since yight not want to
throw the thing at a target that is only threeaurfmeters away.
Being as they are so small and not designed tbrbevh, there is a -
2 penalty to any Athletics roll made in conjunctieith the

throwing of a paintball.

Another use for paintballs that creative punks mtgnk of is that
of traps. Imagine the setting, if you will. Mr. J@on's lush corner
office with a beautiful view of the harbor. You fadr. Johnson's
patent leather chair cushion with several phosphpaintballs. At
nine o'clock the next morning, Mr. Johnson walks inis office,
puts his briefcase on his desk, and plops hisutitdown onto his
chair. WHOOSH! Gives a whole new meaning to thmté&dffice
Barbeque," doesn't it?

Due to their small size, paintballs are ideal faclsuses. They are
easily concealed, relatively cheap, and there'damjeist about any
function you can think of.

PAINTBALLS IN SPAAAAAAAACE -

Paintball weapons, due to their low recoil, silaations, and
plentifully cheap non-lethal ammunitions, would seéght at home
in an orbital environment. This is true. But youshalso realize
that the majority of paintball weapons are fed framgravity clip.
That is, the paintballs are loaded into a box wiscsuspended
above the weapon. When one ball is fired, anothepginto place.
In a zero gravity environment, this is impractidaf.course, there
are always solutions.

One solution is that of the vacuum clip. By wayspécially
modifying the weapon with a small fan vacuum, ta@fballs in the
clip are literally sucked down into the chamberisTihcreases the
cost of the weapon by 25%. It also generates ainemtnount of
noise in the form of an audible humming. The ndias caused
modified weapons to be referred to as "Dirt DeVils.

Other weapons, however, are well-equipped for aklbind zero
gravity work. Most of these utilize spring fed tlénumagazines
with a pump-action cocking device. While more teliégain an
environment like an orbital habitat, they don't&dve magazine
capacity that gravity fed weapons have, and amnimmjams can
result in rupturing the paintball (which, as yowln can be a bad
thing).

LAST WORDS -

I hope you find use in this file, and enjoy playingh the new
ammo. I'm sure that I'll have a good old time wiithf I've given
but one person a new respect for paintball weapogy€fforts have
not been in vain. Enjoy!



WEAPONS FROM GDW's DARK CONSPIRACY
converted by Amy Luther

These weapons are from the GD\Wark Conspiracy
specifically from theDark Teksupplement.

Microfilament
Machete MEL +1 N R 4D6 n/a n/a VR 1m 1000eb

The microfilament machete is one meter in length an
composed of a blade about three to four molecuide w
capped with a small, spherical, red marker. Thdéla made
of an advanced carbon-fiber compound that holdshigpe
well even under stress, and it is extremely diffitoi see,
even in well-lit conditions (Diff. Awareness rot spot). Its
incredible thinness means that it is not only béyrsharp, but
has very little drag, allowing it to pass througrywhard
substances with considerable ease. Note thatdbight to
be used in melee combat as a blocking weapon heniltl
on the end prevents thrusting penetration. (Datk4%

[Mockery's Note : There has been some debate igaming
circle as to whether this is of an appropriate fegbl to be
included in a CP2020 campaign. You can see whahk
because | put it up here, but there are a few shyoy might
want to keep in mind while using it. First of albes the
blade retract into the handle (giving it a Concbtity of P),
or is a special sheath required? Is it made rigidugh an
innate property of the "carbon-fiber" filament,dwes it
require an energy field, and thus a power pack? doswers
to these questions will tell you whether it's talvanced for
your campaign.]

Minisaw MEL -2 N P 3D6 n/a n/a UR 100eb

The minisaw is a small chainsaw that is a gruesgang
weapon, popular in some European metroplexes. i@gat
pistol grip and wrist brace, the minisaw createsnaiyhem
with a six-inch blade made from carbon compositasded
to an alloy mesh. The minisaw has an internal ba{tddeb)
giving it 30 minutes of continuous use, or it cangowered
from a belt pack (30eb) that has a life of 60 m@sutAny
attack blocked by the minisaw is likely to damatgeblade or
motor; the minisaw can sustain only 4 points of dge
before it ceases to operate. At 10 points, the darbacomes
irreparable. (Dark Tek 49)

LazBlinder EX O N P Special 10 1 ST 3000eb

The LazBlinder is arguably the last (if brutal) \@an
controlling large, violent crowds. Little more tharmedium-
power laser hooked up to a sweeping system, itaapes a
large, black-faced, open-ended cone, mounted abegeat
generator. The cone itself does not move; the sdithe
sweeping mechanism are contained within it. Inahsence
of the generator, the weapon can run off of angwltt-rated
power supply via cable connection. The LazBlindzs hn
effective range of 100 meters and a long rangeé6freters.
It has a triangular area of effect. All targetshiitthe
effective area must make a Difficult REF roll tooaV retinal
damage (those at long range make the roll at Aeerag
Difficulty). Targets that avoid retinal damage atill blinded
for one turn, and will have a whopper of a headdohéhe
next hour. Targets who fail their roll will be biiad for 1D6
hours. Botched rolls indicate permanent blindness!
Cyberoptics with Anti-Dazzle or goggles with thersa
option will make targets immune to this attack. &ltitat the
beam is not a blinding flash, but a wash of dird, light that
mildly heats the skin. Unknowing targets may twrse¢e
where the light and heat is coming from. A variantthe
LazBlinder has effects similar to the Flashbulbergim
option (Chromebook 2); failure means an ImpossiOL
roll (add Resist Torture skill to avoid convulsicos
psychomotor paralysis for 1D6 min, and this modsits
3500eb. (Dark Tek 48)



The UK CyberPunk Thinktank

Tasers For CP2020

The Tazer is an electrical shock device designed to incapacitate the victim. A transformer is used to provide a high voltage and low

amperage from a small battery

For those of you not electronically minded, VOLTAGE causes the shock effects, stunning and paralysing. AMPERAGE cause the real,
lasting damage to the body (5 Milli-Amps across the heart muscle will kill)

In a tazer, the voltage is stepped UP and the Amps stepped DOWN. Anyone hit by the unit will get a sudden pain as the shock shorts
out the nervous system, causing convulsions, paralysis and extreme pain.

Old or cheap tazers work purely by volume, pumping huge voltages through the victim and hoping it stops them. This causes
superficial burns, shocks, and incapacitates, but with long term effects like aches, tingling, numbness or even permanent nerve
damage. Its also quite possible for the shock to not incapacitate at all. They can be very random.

Modern high tech Tazers use high voltages, but tuned to the same frequency as the human nervous system. This means than shock is
more efficient at shorting out the nerves, causing more immediate effects but less long term damage.

Tazer Weapon Types
Delivering the shock can be done in several interesting and fun ways

Touch
Handgrip units with two prongs, which are punched into the
target

Police shock batons with insulated handles and animal
handler prods with prongs on the end

Knuckle dusters or Gloves with electrodes on the knuckles
(Buzzknuks, Shockgloves)

Electrified coatings on armoured vehicles or Heavy suits of
body armour

Close combat weapons - The Medusa Electro-whip, Voltage
swords

Wire and darts
Two darts on wires are shot into the target and the shock is
then run between them.

Arc throwers

These use a low power laser to ionise the air, producing a
path for the shock to arc along. The effect is a bolt of dazzling
blue white lightening

Ranged Weapons
Capacitor bullets that discharge a powerful shock when they
hit

Tazer nets that wrap the target in conductor fibres and
discharge the voltage

Game Notes
Touch weapons uses either Melee or Unarmed skills to hit
with, and have no range

Wire and dart weapons have a range of 5m , but the dartgun
system has a range of at least 10m, making the range bands
PB Om-1m, Closelm-2.5m, Medium 2.5m-5m.

Arc Throwers have a basic and maximum range of 10m

Capacitor bullets are one shot, discharging all their power as
soon as they hit

Tazer Nets are anti personnel nets with a single long tazer
discharge to incapacitate whoever they hold. The BOD test
must be made every 3 rds in the net, and the stat penalties
last as long as you are entangled, on top of normal NET rules.

Effects of the shock

Roll Body +D10, target based on the power of the shock. (depends on the weapon)

+2 save if hit on a limb
-2 save if hit in the head

-2 if still suffering the effects of another shock

+1/5 the Sp of your armour on that location

If you Fail, you're incapacitated for 1 minute per point you failed the roll by.

If you fumble, you also get a roll on the 'long term effects’ table
If you pass, you can still act, but are at half REF and COOL for
as long as the shock lasts (depends on the weapon)



Long term effects table
High tech tasers give +5 to the roll.

Multiple rolls in a short time subtract one from the roll per extra hit

The effect normally comes and goes over the next few days until the body sorts itself out.

1 |Permanent Nervous damage / brain darfRefe-1 (Int -1 if a head hit) permanently

2 Temporary Nerve damage / brain damage Ref-11lifta head hit)

3 |Shakes -2 to Ref or tech based skills needirggdontrol

4 Nausea -1 to all skill rolls. Fast movement clsBOD 10 rolls or miss your next action
5 |Dizzyness -3 on all skill rolls involving moventen

6 - 7Numbness in location
8 - 9 Pins and needles
10 |No effect

lllegal 'Killing sticks'
These are tasers that have been 'upped' to kibmger, and tuned

to stop the heart, cause paralysis and death thsfdacapacitation.

They act as normal tasers, but they do damage &gjttz¢ amount

you FAIL to save by, doubled on head or torso litg] if a head or

torso hit results in a Fumbled BOD roll, you dieét as a failed
DEATH save) as your heart stops.

Any hit that results in damage / unconsciousnels foa a roll on
the long term effects table

Average Tazer weapons
High tech tasers add +5 to Bod needed due to tieetdining

Cattle prod
BOD 10

Bull-beater
A heavy duty cattle prod, BOD 12

Stinger
Junior Cattle prod BOD 8

Crowd control 2000
BOD 10

Handgrip Taser
The classic "stun gun" BOD 15, cost 60eb

Really high power tazer
BOD 20

Shock glove
BOD 15, cost 90eb

Gang jazzler
Deals Killing damage, BOD 20, cost 600eb

Stun dart

-1to REF/TECH / INT or Msing that location.
For hours, returning for nextdays.

BOD 18

Dynatech hand taser
Melee / P/ C/Shock/12/1/ST/1m
touch range BOD 25 (High Tech), if save shock 1d48 rounds

Mitsubishi taser

Melee /P / C/Shock/1/1 /ST 10m (5m)

A 5m dart and wire taser delivering a BOD25 (Higbtt) shock If
save is made, the shock effects last until thesdag removed (
with a Ref roll of 15) and D6 rounds after. Theteat is good for
10 discharges

Volt pistol

950eb PST +1 J R 3d6 6 1 st 25m

A low power laser ionises the air, and then disgésicapacitor
along it

Arc thrower, Bod 20, shock lasts D3 rounds

Medusa

Mel+2 LR D6 6 1 ST

A short hafted cat of nine tails with an electraghpower pack, the
medusa is a nasty weapon to fight against, asnitssh impossible
to avoid all the strands

Voltage sword

MEL+1 LR 2D661ST

A polycarbonate blade with conductive metal edtes\oltage
sword packs the same punch as a hand held tazés, dlot harder
to block. The trigger is in the hand grip, and iitede only
discharges on contact , either if it hits or ikiparried / blocked.

Electroknucks
Heavy Brass Knuckles with a high voltage punchs¢hase
brawling skill and do D6+2 damage plus the shock

Earthed armour +50% cost
protects vs shocks & vs tasers



Subject: Monowire
by FLIPPER IS DEAD

From the books we can deduce its

1. verythin
2. very strong for its thickness

3. very sharp (see pt 1)
The name 'monomolecular’ implys its a single lormatule..
My best guess is...

Its aBUCKYTUBE!

buckminsterfullerenés a football like sphere of 60 carbon atoms C
70 has a ring of 10 carbons between the two heraigghmaking it
like a rugby ball. This can be extended by addimgewings of
carbon atoms between the hemispheres into a filamen

The Japanese have already made nanofibres likebtitisnly
fractions of a mm long.

But if a Fullerene tube several meters long cogdrade, it would
be

1. approx 7nm across (very thin)

2. as strong as diamond (approx) as it has a hexagonal
graphite= structure. also, it would be flexible amihy
like graphite when it catches the light.

In JM; the whip shines in the streelights.The amdy to spot it is
when its moving.

For non-Chemists: Imagine a sheet of hexagonshiéxes wide
rolled into a tube so the edges match up. Capritie with half
footballs. If that was made if carbon moleculestsha
Monofilament.

The MonoWhip uses a lenght of Monowire as a flexiblade.

As the fibre is so fine it weights virtually notlginThe cutting force
is provided by the weighted tip which is swung ghsttarget. The
weighted tip is either a glowing ball or a fingprif the whip is
implanted. The weight is small and heavy to corttrelline.

The moving tip's kinetic energy is focused ontorti@oline. As
the line isverythin, this gives even a slow swing enough cutting
force to sever plastics and flesh. Swing hard, withfull strenght
of your arm and a long lenght of line, the weigén get up to very
high speeds. And when the line hits it'll cut bedgnour, metal
pipes and plates, sever limbs, cut flesh, cartig®bone.

The user must take great care when using the @bithe monoline
is moving in a circle connected to there hand. Hethbolls, loss of
concentration or panic can cause the user to ngsjadswing and
cut themselves.

In combat, the whip is deadly. the wounds it caasediner than
any cut, and you only feel them seconds aftehasynapses in
your nerves misfire.

The wire itself is so fine that special care mwestdken in storage
and handling. The wire is stored on a reel of tighsity ceramic
(‘one of the new ono-sendai diamond analogs' teeg@dson) and
is capped with a bead of the same ceramic.

Monowire is very light.

This means that you have to weight it to do dam¥ge. must have
a force acting on the wire, either a weight pullingr something
pushing onto it. If left without a force acting upit, it'll just sit
there. So if you drop some, it'll stay on the floor

Monowire is very thin.

Only very dense materials like diamond analog carsheavy
dense metals, etc, will stop it. If dropped ii#l flat on the floor and
not cut into the floor

Monowire is very strong.

The Monoline has to be broken with a laser cuti@f.Monolines
will not cut each other (so reinforcing armour witftonolines will
stop monowhips)

Uses of monowire

Invisable replacement for barbed wire

The monowire entanglement if very hard to spotydell by the
light catching the lines.) and if you run into @wcould easily loose
your legs. If you advance into it slowly, you'lltgrit lets and may
panic. If you pull back, the wire is pulled out &giferent path than
it went in by, taking a chunk out of your leg. Wkdirazorwire,
monowire will penetrate quite deeply and do seriojgys.

Stringing across doors/corridors

Again, running into the line will cut off your leg®¥icer' than
entanglements, as you don't fall legless and bheglice first into a
tangle of monolines. But it still kills you.

Bullet with several lenghts of wire fixed to it(with little weights
on the other end)

When this hits, the monowire will be dragged orthy weights on
the other end. If it penetrates, this may cut clsumk of the wound
channel. If it lodges in the body, or stops on armthe trailing
wire will wrap round, cutting at anything it meet$is makes a
medics job hell. they can't see the Wire in the mebuntil they start
cutting chunks from their fingers.

Two spring loaded monowire reels, one on each enfl@
monoline.

Fired from an pair of airguns, they trail the linetween them. if the
reels are ratcheted, the line locks on impact hadwveight of the
reels pulls it onto the target

Reinforced Armour.

Most armys will issue arm and leg protectors raicéd with either
ceramics or monowire to stop the wire cutting ihisTmeans that a
potentially fatal cut will snag on the wire and rthather:

e the wearer stops / is tripped over
* the monoline pulls free and can whiplash freelyckily
the only weight on the line it the holder beadhe énd...

Monowire is usually supplied in reels with self adive ceramic
eyelets prethreaded. And its Expensive.



Monowire and Monowhips inCyberPunk

Monowhip Melee +2 - - 3D6* - -VR 2m

The pocket weapon is a handgrip unit with a thuatitrol on the
wire (like a tape measure) to spool the wire ouketract it and a
glowing red ball on the wires end so you can seera/the wire is.
The implanted version is usually concealed in atm&tic thumb
with the nail or thumb tip as the ball, weightedhaiigh density
ceramics

Both use a Ceramic reel to hold a coil of monowivieh the reel
sprung to retract and coil the wire against thengimg force of the
tip. This makes the wire slide out as you strikd gecoil as the
swing slows down Gives a very sharp, near invisibiting blade
up to several metres long.

Can be used with the Melee skill, but any fumble®mnatically do
normal Whip damage to the user. (3D6)

Its such an unusual and difficult weapon that & s own
specialised skill 'Monowhip', which is Ref based aised in place
of melee if using a 'whip. If fighting using the mawhip skill then
fumbles are treated normally (making it much Idssly that you
cut your own hand or head off)

WA is +2 due to the speed and reach of the weapon
Damage 3d6 + d6 per two levels of Monowhip skill.

(Maximum damage is 8d6. Beware of the skill 10 techinjas)
Armour is one third

Monowire Trailer Bullets

These bullets have a series of short lengths ofome fixed to the
base using diamondoid ceramic beads. The othetherighe 12"
monoline has a similar bead on it .

They unravel in flight, trailing due to the dragthé end beads.
They have no effect on the penetration of the robatithe trailing
lines have their effect as the bullet is eithepptng on the armour
or passing through the victim.

If it stops on armour, the lines whip round, tanglthe victims
limbs. Victim rolls Luck, difficulty 15. Pass antd round pulls
free. Fail and it catches on another random loogil0). Every
action taken while tangled pulls the wire deepeRiall D6 each
action, and once the total is over the SP it startng up the target
for D6 damage per action.

If it passes into the victim, the dragging wiregs$l out a wider
wound channel, adding D10 to the weapons damagee ound
can't pass out of the victim, the wires stay inwloeind, waiting to
slash the fingers of a waiting medtech (luck 28il-dnd take 2D6
damage to your hands - wound is +10 harder to ifrgati don't
want to risk this roll)

Costx 10

Uses of monowire in CP literature and other soure wrterial

*  The Yak Hitmans implanted monowhip in 'Johnnie
Mneumonic' is THE reference for monowhip users

e Turner strings it up in the trees in '‘Count Zero'

e Beuvoir uses it and a ceramic reel to make a slidento
the top of the projects in '‘Count Zero'

* the 'Offiser Suisse' monowhip in ‘voice of the Vithind'
*  The Predator's net in Predator Il

o Dreams of flesh and sand. Monowire stilleto's, vgitfkic
charged monolines used as blades

*  Games Workshop's 'dark future'. in one of the sidela
terrorist puts halluc in the airducts and crossesowire
across the emergency stairs. Panicking people dayh
the stairs in chunks

Links to Fullerene pages
e This is THE place for Nanotubes. Especially inténgsis
the section on Single Wall nanotubes, and the@igtic

growing them to centimetre lengths.

e http://cnst.rice.edu/Modular.html

e Fullerene gallery

J http://shachi.cochem2.tutkie.tut.ac.jp/Fuller/Fuléml

*  The encyclopedia entry for fullerenes

J http://www.encyclopedia.com/articles/04810.html

e Prof. H. Kroto Biography

e http://www.susx.ac.uk/Users/kroto/harryl.html




ACME Weapons
ACME: Kill your Enemies with Style

ACME Musical Barrel:
Astonish your enemies with the ACME Musical Barwlailable for

nearly all weapons, best buy for MachineGuns ariM&chineGuns.

This barrel will play a note of the musical pieaeted in the chip
chosen every time a bullet is fired. Just imagheejoy of killing
your enemies on the theme you prefere!

Buy it NOW at only 300 eb.National Hymns chips adalie!

ACME Musical Barrel expansion chips:

A brand new set of expansion chips for your ACMEdidal Barrel:
Wagner: Ride of the Valkyries
Greig: In the Hall of the Mountain King
Mussorgsky: Night on the bare Mountain
HellBlast: Your Corpse is Mine!
Tokiro: Hangin'down
Albano&Romina: Il ballo del qua-qua
Now available at only 10 eb each.

ACME Gunscents:

Tired of that burnt nitrocellulose smell in yourithaifter a gunfight?
Can't stand the scent of gun oil on your solo? Twerhave the
product for you. Our engineers recently beganrtigsidditives in
caseless propellant to improve performance. Ttis tesre not
terribly successful (although Mr. Faust is almdkshaaled up now),
but they did notice one thing: The additives chahipe standard
reek of scorched propellant. What a concept! So wevare proud to
offer the newACME Gunscentd

Gunscents come in two forms: Ammo and Gun Oil. $mchoose a
scent (so far we have Cinnamon, PotPourri, CoBeent Napalm
[don't ask. -Faust], Wintergreen, Jalapeno, FrietiMy [again, don't
ask. -Faust] and Ozone, with more planned). Faioougobs, we can
use any perfume you can hand us and tailor it to particular
handgun.

Rounds cost 1.5x normal price for standard scept$p 5x for
special scents.

Gun Lubricant costs 25 eb per tube for standardtscap to 5x that
for a special one.

Design By:_Matthew Pulle(Faust.)

ACME Duelling Hammer:

A synthetic wooden mallet with a six inch strikifege, contoured
wooden grip and adjustable trigger. When the triggieepressed,
the striking face of the hammer falls open andyrgpglove on a
memory metal leaf spring extends to a maximum destaf three
metres, delivering a sizeable impact and retradienck into the
glove. For a mere 100 eb more the glove can telfittith a taser
array (see Techtronica Black-Zap in Chromebookr kfats). For a
nominal fee, a lasersight can be built into thgger guard,
increasing accuracy. It may not be the most poweréapon you
own, but it will be the most stylish.

Cost |Typ§ﬁcc. ConlAvail.|Damage

AmmkROF Re‘Rang(h

=

350ek|Ex |O (+1 P 1D6 (plus tasgiy/A |2 ST|3m

Design By:_Matthew Pulle(Faust.)

ACME Duelling Hammer MK I
An improvement over the standard ACME Duelling Haenifsee
description)

Cost | Typgacc. [Con|avail.[Damage AmmlROHARe(Rangé

680efiEx [0 (+1)L [P [1D6+4 (plus tasgy/A [1  [uN[em

ACME Portable Hole:

A popular device for those B&E friends, the portabble is just that.
It consists of a hollo memory plastic hoop compedds® the size of a
paperback book and filled with Detcord (yay!). Whhba hoop is
activated (by pulling a tab releasing a chemidaflecompresses into
a circle one meter in diameter. Press it to the majour way, pull
the second chemtab and five seconds later...PHO®IgNt hole.
Why ask why? Only 300eb for this beauty.

GM Notes: It needs a flat surface to work propeflypu fix it on a
person's chest it will do only 2D6 damage due &ghs expansion.
Main Design By: Mattew Pulle(Faust.)

ACME Portable Hole: Wallet Model

Works as the original Portable Hole, but comeswalet sized
package.

Diameter: 0.5m

Price: 180eb

ACME Portable Hole: 24h Suitcase Model

Works as the original Portable Hole, but comes 24la Suitcase
sized package with a useful handle.

Diameter: 3m

Price: 900eb

ACME Stuka Tracers

These bullets, available only for Rifle caliberglam, are simply
standard tracer rounds with a twist. We bored loetround a little
more than usual for the incendiary component amagéd the
chemical mixture to create different colours. Cofocurrently
available are: Red, Yellow, Pink, Green, Purplear@e and Blue.
The various chemicals used for the colours cogtypneuch the
same, so mixing colours in a mag doesn't cost amgnThe second
adjustment cost a little more and was more draméti& sauntered
on down to Night City University and got on theiAD/AM
mainframe and figured out the new ballistics, thencarefully laser
bored a shaped hole all the way through the rotlihis. messes up
penetration a little, but the extra effects welyeworthwhile. The
hole through the round causes a small amount fid&irensuring the
combustion of the tracer mixture aodincidentally causing a loud,
unnerving whistling noise. With experimentation managed to
manufacture a round that emits a low, buzzing demeell.

Needless to say, the ballistics of the round maless physically
efficient (-1D6 damage from the lighter round), tha stronger
jacket materials we added later left penetratiochanged overall,
and the psychological effects are absolutely iribtedA burst with a
few Stukas in it sounds like an artillery barraggpecially after we
added the customized ACME (tm) Loudener (co) aedpitrtable
speakers. My personal favourite was that 100 rdaetdwe put in
our minigun. It was solid Stuka Tracer. We backeagpiwith a trio of
ACPA Vehicle adapted 4.6 Pyrotechnic packs andiyatauted the
Chicago PD ESWAT Team. They never knew what hitrthe

Ammo Cost: x2.5-x3

Design By:_Matthew Pulle(Faust.)



SPECIAL ARROWS/QUARRELS FOR SELF-BOWS AND CROSSBOWS (Solo of Fortune2)

Self-bows and crossbows, as outdated as they rolty dme coming back in the 2020 world, mostly baestley are the only
weapons that can be effectively silenced anddsiiver a lethal blow through a Kevlar vest. And tight choice of projectile can
even increase their lethality. The accessoriethfzse weapons can be found in the "equipment"@edilost of the ammunition
given here are legal, but buying or carrying thgrardy can attract some unwanted attention. In & 20@galopolis, there is just
one game needing hunting arrows to be stopped :'man

Target: (12 arrows 24$,12 quarrels 30$) Expansible: (price x4)

The most common round, they are fitted with a spfdened This arrow head has the same size as a target $teaihg it's

tip. full-AP capacity, but is fitted with spring-loadéthdes turning

All armors are x1/2, but the damages that goesutiiras at full it into a brodahead after it has penetrated arifioe. mobile

value. blades also makes extraction trickier, as pullmydrrow out

will open them fully, aggravating the wound...

Broadhead: (price x 2) This really nasty round is illegal, because it'ydogical use is
_ _ the killing of a target wearing heavy armor. Alivaors are x1/2,

This arrowhead consist of two or more razor-sharp damages through armor is at full value and +2d6.

blades.Intendend for cutting through an animais akd inflict
heavy damages,they break easier than target roAotisas a  Explosive: (price x 2)
knife for armor penetration,damage beyond armat fsill

value, and +1d6. Range is x0.75. This arrowhead is an adaptor for any 25 mm pistahthed
grenade. Precision is -2, and range is halved. [gemare

"Stun”: ('normal price) normal for the grenade, and you need to buy theagte
separately.

This arrowhead is a blunt ellipsoid. Damages aderdél,3/4
stun. Range is x0.75.

SPECIAL RULES FOR SELF-BOWS AND CROSSBOWS:

- Crossbows use thrchery skill, or theRifle skill at half value.

- The hand-held "Handbow" can be fired witirchery skill, or Pistol skill at half value.

- The various heads can be screwed at the tipyodaowof the right size, allowing the transportoorying of the real man-killerin
a less obvious fashion. There are three headaimmw (for self-bows),small quarrels (Handbow amg/i&r) and large quarrels
(Arbelest and Scorpion).

- Arrows and quarrels lose energy over range maiilg than bullets, so any shot at extreme rangly does 1/2 damage.

- The number of shots listed for each bow is theamyou can conveniently store in a quiver or haparrow holder.
- Reloading, and sometimes even aiming with a boavtight place can become difficult (especiallyhwgelf-bow).



SCOPES, LASER SIGHTS, AND OTHER AIMING AIDS
by Dave "Knighthawk" Simpson

Pistols: In general only revolvers can be scoffeslreason for this
is that the slide on most automatics is no plaqauta scope (the
constant jerking will screw with the lens alignment

Submachine guns: Though scopes can be attaclzery to
submachine gun that doesn't have an exposed siaerdlike
automatic pistols), it is most effective when dtiedt to a
submachine gun that required 2 hands for effectsage (Think
H&Ks, instead of MACs)

Rifles: Pretty much all rifles can be scoped, itte to no
problems.

Sniper Rifles: Obviously they work best with a geattached, but
what about upgrading that scope? I'm sure yantl this helpful.

Scopes cause one concealability rank to be lost.

Pistols can have up 8x magnification, and hold ptboos.
Submachine guns can have up to 10x magnificatiorhaids 2
options. Rifles have all magnifications and catdt®options.

Pistol 100eb

SMG 150eb

Rifle 300eb
Sniper Rifles 450eb

Magnification

Magnification Cost Multiplier

5x 1x
8x 2x
10x 3x
12x 4x
15x 5x
20x 6X

Scope Bonuses

WA Bonus Cost Multiplier
+1 1.1x
+2 1.75x
+3 2X
+4 4x
+5 8x
Anti-Dazzle 200 eb
Low Light 150 eb
Infrared 200 eb
Thermal Vision 200 eb
Times Square Marquee 300 eb
Threat Designator* 300 eb

System Readout* 200 eb

* - requires Times Square Marquee option

Threat Designator - puts targets in bracketsdetects a firearm in
its hands. If a target comes into line of sight@meone looking
through a scope with this option, the firer getslao initiative
roles. Also, it allows the firer to ignore darkaesodifiers.

System Readout - This gives the firer detailedrimftion such as
remaining ammunition, currect mode of fire, windedtion and
speed. This option also allows for laseing a tai@gegrenade
lobbing (+1 to underbarrel grenade launcher atjacks

Laser Sights:

+1 | 75 eb 100 eh200 ek
+2 |100 eh175 eh400 el
+3 200 eh350 eh900 el

Bipods:

Mountable only to long-barrel SMGs, Rifles, snipgstems,
machine guns, and bazookas. Bipods add +2 ta-twits when
firing in a prone position.

Cost: 150 eb
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Expanded and explained rules for how smartgunwigyk and are installed.
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Smartguns are the most basic ‘bling’ of the soto\&#en you walk into a solo bar, unless you ackgd into your gun, you obviously don't really
have a clue what’s going on in the land of firearms

The basics of smartguns are pretty simple. Thetgonausystems take over the trigger and basic clsntfdhe firearm they are attached to and are
then in turn slaved to the controls of your DirBeural Interface Plugs. So when you want to fine,gun fires instead of you having to pull the
trigger; when you want to eject the magazine, the drops it; and when you want the safety turnedlmnsafety automatically engages for you.

But the main reason people go for smart interfagng just to have the gun cycle, drop magazimas engage and disengage the safety when they
want it. The goal is to get the best possible amnuout of the gun. This is already aided by a sgoarinterface at extreme ranges, where even the
act of pulling on the trigger can throw a gun oludion. But to get the real advantages of a smartthere has to be a direct link between the gun’s
point of aim and the controller’'s point of aim.

In the standard smartgun interface, this is praviolethe laser sight. The smartgun hardware sey®updirect neural interface to watch for the
laser sight and as a smartgun user, you train gtiucscall for a ‘shot’ whenever the laser design@asses across the selected target. There are
also advanced systems that work using cybertriatigul scopes (that feed data from the scope imtwitual cortex or into your optics so you

actually see from the perspective of the gun) thetprimary focus of this article is on the basmastgun interface.

Because the smartgun hardware has to take corftitod diring mechanism, magazine release, magamim®o count, safety and fire control
systems of a smartgun, the price of a smartgumpsetties depending on the gun it is being mounteddmusual or hard-to-find guns often have
much more expensive conversion costs becauseitheoestandardized smartlink hardware for the unit.

Smartguns and Optical Sights

Intro

This document is somethiige knocked together from various
sourcesTheStar Fractionby Ken McLeod had computerised sniper
rifle - it wasn't the rifle that had my attentiontlrather the computer
system that was tagged underneath it (well worthrtgu- as isThe
Cassini Divisioi.

Many gun-head characters have cyberoptics withliey4R and
targeting scopes..... true, it is possible to calirfhese options in
your head and use them on any weapon. However, ativatt
situations where equipment is shared? Would therggservices
fork out for that same specification of cyberwasedach of it's field
staff? | don't think so.... :-)

To this end this file deals with the concept of g@@&nhanced smart
guns and equipment that could be used by non-nealdifsers.

The Very Basics

First off you'll need a gun computer. This is a Bmait about half
the size of a pack of smokes. It can fit underttaeel of your
weapon or mounted across the top. As the technaiogsoves
you'll probably find it's housed in the stock ocreted away around
the trigger area (extra $100).

The gun computer costs about $300 and can be Bitedcompetent
techie (difficult [20] weaponsmith roll) as the i@rs sensors and
mounting brackets can be a little tricky for amaselVithout any
enhancements the gun computer has a smartgun cas®yals
your current ammo levels, notes what ammo is loabadel
temperature, wind speed and target range & spaaddiers). The
gun computer can also use the standard cyberqgptiiens available
(see here).

Visual Output
The computer collates various bits of info and pagkem on to the
user. This is done via a small screen, wire to tEsg@r monocle).

Screensare small units that fit on the top of the weapohang to
the left/right of the muzzle. They're cheap at atbi50 and give
reasonable performance. On the down side, thepcende your

view (-1 perception/awareness at Ref's discretom) do affect the
balance of the weapon (-1 accuracy). More expemsigels use
holograms or have balancing and light-weight mateito prevent
accuracy problems (holoscreens are $100 while impgdbalances
increases screen cost to $75).

Gogglescan be worn instead of a screen and these prgeioe
performance as well as protecting the eyes fronstineunding
environment. The downside to this is if the gogdéeis(or the gun
camera does) you have to remove them toMeeaoclesget around
this but they are not to everyone's tastes andayee time to get
used to using them (say -2 to visual skills andpesaaccuracy
before 20 hours training time is up).

Cheap goggle$$100) only give you a view from the computer's
camera - but hey, they're cheap what did you efpect

Standard gogglescost $150 and have a clear plastic viewers for
normal vision but can overlay visuals from the gamera as
needed. You can switch the view to show just the dispense with
the gun's view altogether or have a windowed pécimpicture
option (handy if you're driving - remember notglin computers are
for small arms!). The mid range goggles do notvajou to use
cyberoptic options. If you've forked out for a pafismartgoggles
then you could use those (see the CP2020 mainbobkhey cost
$200 and let you use cyberoptic options in thenl)gdn computer
come with the standard jack for interface plugsitsaching them
isn't a problem .

If you can find them (difficult [20] streetwise t¢you can get
covert goggles These look just like normal reading glasaed act
as the standard goggles (above) but they cost a wgoect to pay at
least $900 (and yes they are wireless and no,dbey take
cyberoptic options - at least not yet).




Cyberoptics with picture-in-picture can be used - as can ther@ay interface cable and that'll jack into just abougthing these days:

processor but this kinda defeats the purpose ofttgamputers which your video unit, computer or anyone with a senééiiface plugs.
are mainly externalised components of the haréhtbrhilitary optic The plug and cable are standard so there is na east.

options. If you fancy something a little more flash you abgbwireless
Wired or Wireless? This gives the computer a short range tight beatio dink which
You don't have to worry about a connecting a scteehe gun relays information to and from your goggles. Ttangceiver is very
computer, but what about goggles? Well, you cafogthe typical small and does not increase the weight of the gsgg!

SO HERE'S THE LOWDOWN ON A SMARTRIG

Mount a Laser Designator.
This is just a standard laser sight, that the sgoartig will be set to work with. In the core ruleg
a laser sight costs 100eb. In BlackHammer gamlesea sight costs twice the effective range ¢
the laser sight measured in meters. So a lasergighl out to 50m (handgun range) will cost
100eb. This immediately gives the smartgun a +1 Wh&n the sight is active. There are also &)
variety of alternate laser designators that yougetrihat work in non-visible light spectrums, if
you have the optics for it.

Buy the Smartgun Interface Hardware.
The basic hardware for interfacing with the lasghisis 200eb. This is the unit that feeds yourrakdata back to the gun telling it
when to fire, drop magazines, change fire modessarmh. However, the gun itself can’t do any of thidhout a conversion kit.

Install a Smartgun Conversion Kit.

This is where the gunsmith comes in. The converkibis a series of sensors and solenoids thastaker the operation of your gun.
This usually involves the complete removal of thie’'g manual trigger, as well as taking over the azage ejection, safety, and fire
mode selectors. The base price of this kit dependbe type of gun you are converting, as follows.

Semi-Automatic Weapon 200 eb
Shotgun 300 eb
Automatic Weapon 400 eb
Automatic Shotgun 450 eb
Heavy Weapon 500 eb
This is then modified by the availability of thergand therefore of the conversion Kkit.
Extremely Common 75% cost
Common 100% cost
Poor Availability 150% cost
Rare Availability 200% cost

With this kit installed, the firearm gains an aduigl +1 WA when interfaced through your Direct Kaunterface Plugs, assuming
you have the smartgun linkup wetware installed.

In addition, all smartguns are treated as havisglanoid / electric trigger, which gives a +1 WAentfiring aimed shots at Extreme
range.

Shadowlink?

With the limited dataflow between a smartgun areldtvner, smartguns are the only smartsystem that@rpenalized for using
magnetic induction spots instead of standard iaterplugs. Because of this, a new type of smaitinkas come onto the market
called “shadowlinking”.

A shadowlink doesn't involve interface plugs or lesh Instead, the interface hardware is a magimatiection unit on the grip of the
firearm, and people rigged for shadowlinking gegnetic induction spots mounted on the palms of thands. This allows for the
user to interface with the gun as part of the &biotding it. This is better than the standard osmagnetic induction spots because
there are no cables leading to a mag-duct ‘cuéfuad the wearer’s wrist, and because there isme tequired to plug interface
cables into either the smartgun or the user’sfiaaterplugs.

A shadowlink conversion rig is treated as if tha gfus being installed on was one availabilitysdénarder to get. So an extremely
common gun (Availability Code “E”) would be treatad a commonly available gun when setting up theAishadowlink rig on a
rare gun (Availability Code “R”) has a cost multgrl of 300%.
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Firearms Locks and Safety ByRich

Safety Guns

The follow article was from a US government wele sih
developments in firearm safety. Obviously, no gufsiafe"
their very nature is the exact opposite. Insteadt &e saying
that they can make firearms safer for the shoos¢teast you
won't be backshot by your own weapon. The original
document is below:

Colt Manufacturing Co. has unveiled a prototype dshgun"
that fires only in the hands of its owner. The céliber
semiautomatic pistol uses radio-frequency technotog
block an unauthorised person from firing it.

The gun resulted from a two-year, $620,000 studhedzy
Sandia for the National Institute of Justice. Afardying
existing technologies that could be used in a smantand
comparing those with the needs of law enforcemitictecs,
Sandia identified the radio-based technology astlost
promising approach. The smart gun will fire wheivzted
by an enabling device called a transponder, whicistnbe
located within a few inches of the gun. The guriccaot fire
if it got too far away from the officer becauseafesy
mechanism would be activated.

For Colt's prototype weapon, the transponder iswon the
wrist of the authorised shooter. But Colt planseduce the
transponder to the size of a ring and make other
improvements before it distributes 100 smart gonsaice
departments for field testing in about a year.

One out of every six police officers (about onecatm
between 1979 and 1993) who are killed in the lihéuty are
shot in "takeaway" incidents -- when adversariggesan
officer's gun and use it against the officer. Theasg gun, in
these incidents, would have "known" it was in theng
hands and refused to fire. The new firearm wilt&ady for
use by law enforcement agencies in about threesyear
according to Colt. The possibility of sales to general
public will be examined. It is estimated that theast gun will
cost about $900, compared with $600 for its coroesfing
conventional model.

Triggerlocks

So what does that mean for Cp2020? Well, smartgrams
nothing new - they've been around since the te2dik3) and
triggerlocks for them have been about for a sinplariod.
For those of you who don't know, a triggerlock pnets
anyone firing the smartgun unless a specified csenects to
it. They cost about $200 and are frequently useddogorate
security forces. [NB: a difficult weaponsmith rallll be able
to reset the lock and program your own values in].

The older guns that had purely mechanical firingnagisms
have been slowly phased out and virtually all modsistems
have an electronic trigger. This makes is easieeptace
broken parts, use the new electrothermal enhandsroen
integrate with COT and smartgun systems. Thoskerkhow
[very difficult streetwise or difficult streetdesdlls] may be
able to source an older mechanical weapon.

Transponders

So the prototype has some sort of hardware dohgteneeds
to be near the gun? The transponder was hiddenimng and
later models mounted it in a arm band. Of coursainals
caught on to the idea and they would check secpéatgonnel
for obvious equipment. These early gunlocks wesedfito
the firearm and around $200.

Later advances in the transponders saw them mave to
office's badge - which by now had it's own biomonlink
and GPS locator. The badges cost around $300 glthibie
signal is limited to around a mile, but this is mdhan
enough to tap into the local cellphone system guibked up
by any overhead comms satellite. The GPs only kitkisthe
biomonitor detects severe injury or the office ¢gegs the
system manually (requiring a 30 seconds and a pdsdo
kill the safety feature). The badge does not brastia GPs
signal until activated - this is to avoid officdysing picked up
by security scanners! A watch version is availdbtes350
for those officers who don't wear a badge.

In any event, moving the gun beyond the range'of it
transponder, normally 1m, will cause the weaposeiae
until brought back or reprogrammed [a difficulthaoll at
best].

Microtransponders

For undercover operatives and the private secorégket,
transponders where minimised to the size of a grhiite.
These "microtransponders” produced a weak sigaalicibuld
be powered by the host's body. The only drawbackthva
need to implant the system very close to the guntHis
weak signal prevents anyone picking up a "pinghfitbe
gun. The microtransponders cost £250 and are alaifeom
most gun shops and are common police optionware.

The gun will become inert if moved more than 50anay
from the transmitter. You can sometimes spot ssprander
user by the slight bump or scar on their triggegdr or in
their palm (awareness rolls at suitable times jglégas

We don't need no stinkin' badges!

Given that Wireless Application Protocol for mohileones
and very flexible BlueTooth radio transmission syst
became very popular at the turn of the centuridin't take
too long for someone to develop a security appboat

Later gunlocks had their own receivers and couldibabled
remotely! Now stolen police weapons could be made so
long as the gun was in the range of a the celphane
network.



Rules, Rules, Rules For those weapons that are somehow active yetdeutise
officer's badge range, no warning will be given #mel

Gunlock System system will lockdown AND start to broadcast it'sdtion to

The system adds a small receiver to the weapa@tiehic the cellular network.

trigger and will cause the gun to "lock" (i.e.: fiog) should

the transponder be out of range. The basic gurdgstems Transponders

are easy to fit and require an average weaponsolitirhey

can be bought from most weapon shops. The badiersys Type 1: Wearable Dumb Transponders

costs $200 and comes with a wearable transponder. Costs $200 and requires the user to have a sraaigonder
on their person. This may be picked up by usinadior

The interactive gunlockan be shutdown via a remote signal. scanner [difficult tech roll]. The wearables inckudiatches,

The signal will ping the gun and the lock can replth it's finger rings, police badges or armbands.

nearest three cellphone transmitters and if ifstgas off

(i.e.: not in active use). The broadcast statioy alw the Type 2: Covert Transponder

gun to emit a warning vibration or flashing LED seqce, These can be implanted in the host's hand andbea&t The

warning the owner that it is about to be made skfe. implant can be done in a matter of minutes anery v

warning allows the officer to radio in and must ¢imce the difficult to locate and remove. A persistent metiteught be

operator that he is still the valid owner. able to find it given both time and a quality mesisoer.

T
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" Drop the boomer!

Ingram MAC-X . SMG . +0.J.P.10mmCL . 40 . 20UR . 50m . 500ebh

These weapon modifications have been compiled franous sourcebooks as well as a collection of stera've thrown in from our
own games and experiences. Also I've dug up atfaws from other games and converted them for uSylerPunk. Acht! Gun
Nuts We Are!

For Polymer One Shots (your game master will degildat exact weapons fit this description), moghese modifications are
impossible, or if they can be done assume the wegjbaise cost is 500eb instead of the list primesfich things as reliability
improvement, autofire, etc) because of the amofiakiva work required to re-tool a polymer. In arase, any weapon modification
that costs a multiple of the base cost of a gunt mssume a base price of 300eb if the actual gohdaper than 300eb. This is to

prevent people from turning their Astra Style ®iatBEAST OF WA

Beast Of War . PST.+0.P . E.10mm . 6. 2/20R . 50m . 226.95eb
Custom Grips (30%), Electrothermic (150%), Fold8tgck (20%), Gas Vent (30%), Heat-Resistant Bgb@%o), Heavy Bolt (15%), +2 WA
(200%), Printless Finish (200%), VR (150%), 10minWA, -1 REL (40%), Selective Fire (200%) = +1086%base cost = 226.95eb

usually respond to your page within 2d6+1 minuséssiong

This pistol attachment goes on the end of the bar as you are not in a very high risk environment ksas the
allows the pistol to fire special 25mm pistol grdea from combat zone).

Chrome Book 1 using a bullet-trap mechanism. $150 +$25 installation (Average WeaponSmith, 15

$200. minutes).

Installed with a hook-up to the trigger system otiygun, This is a snap-on barrel extension, designed tqpemsate for
this is effectively a mini cell-phone that pages police chopped barrel weapons or to increase the rangghef

when your trigger is pulled. Local law enforcemeiit weapons without reducing the concealability. Weagpoges



are returned to normal for chopped barrel weapons,
increased 25% for other weapons. Weapon accuracy is
penalized by one point when the extension is ingla
Snapping the extension on requires one action eshaces
concealability one class.

10% of weapon cost + $50 snap-on modification to gu

Bayonet Lugs are mounted under the barrel of a tiflaccept
a bayonet (a long, pointed knife), thus turningftrearm into
an improvised spear. The use of bayonet lugs heis be
reduced due to the popularity of under-barrel weapstems
such as grenade launchers in warfare and the use of
flashlights for tactical and house-to-house use.

5% of weapon cost (Routine WeaponSmith, 5 minutes).

Brass Catchers are special bags designed withtencized
metal framework to fit over the ejection port ofvaapon to
receive the spent cartidges. Rarely seen now erainf
caseless weaponry, brass-catchers are still found o
assassination and para-drop weaponry when tharfgght
environment must be left "sterile" (without tradette
assassin or the para-drop). A typical brass-catcdehold
two magazines of ejected casings, but reduces weapo
concealability one class.

10% of weapon cost (Routine WeaponSmith, 5 minutes)

Any gas-action automatic can be converted withlectar
switch from single shot to three-shot burst. Réligband

Weapon Accuracy are each reduced by 1.

150% of weapon cost (Very Difficult WeaponSmith, 3
hours).

This system conceals a SubMachineGun inside arcumngs-
looking briefcase. A switch on the handle dropshihkk of
the briefcase off revealing the SMG with two atetlelips of
ammunition. The case itself is armored to SP 1ufearas a
sort of last ditch effort shield.

50% of weapon cost (Difficult Basic Tech, 2-3 houjs

Practically only full-length rifles and shotgunsdaave their
barrels chopped, as most other weapons in 2020diesady
been optimized for minimum barrel length. Choppénigarel
increases the concealability of the firearm by dlass, and
reduces the range by half also. Shotgun pattemmareased
by 50%, and pistol and SMG WA is penalized 1 point.
30% of weapon cost (Average WeaponSmith, 10(riflep
45 minutes).

This attachment keeps the gun from firing when diraiea
person wearing a special cookie-cutter badge alttméhe
gun. This allows for suppressive fire through augrof your
friends, confident in knowing that you will not begging any
of them by accident.

$300 plus Cookie Cutter badges.

This shroud keeps the weapon barrel cool allowimg n
support weapons to fire on full-auto for conseautiounds
without loss of reliability. Unfortunately shroudse fairly
bulky and reduce concealability by 1.

25% of weapon cost (Average WeaponSmith, 5 minutes)

Custom grips on a handgun allow for increased draw
accuracy, as the weapon seems to mold itself to lyaud
and practically begs to be fired. Each set of gnias to be
custom molded to the individual, and must be regaac
annually. While being used by the person they wietgned
for, custom grips reduce the fastdraw and snapslties
from -3 WA to -2 WA.

30% of handgun cost (Difficult WeaponSmith, 40
minutes).

Serving the same purpose to a long arm as Custstol Pi
Grips do to a pistol, these custom grips are paiigl
adjustable cheek-rest and butt-stock, allowingifiore
comfortable use and aiming, and increasing the mauxi
aim-time from 3 rounds (+3) to 4 rounds (+4). Angaise
using the weapon will be at -1WA unless they retisetstock
and cheek-rest (30seconds).

60% of rifle or shotgun cost (Difficult WeaponSmith 2
hours, 20 rounds of ammo).

Only available to cased Semi-Automatic and Manual
weapons, this system changes the entire firingesysb use a
combustable fluid in the munitions that is setwifth an
electric charge producing a very rapid-expandirzgipla to
propel the munition. The result is a 50% increasgamage
and range with no significant increase in recdile weapon
must also use special ElectroThermic munitions tviciast
twice the normal price of ammo.

150% of weapon price (Very Difficult WeaponSmith, 5
hours).

Increasing barrel length also increases projestdbility, and
thus increases the accurate range of a weapone@tility

is penalized one class, and range is increase&%y 2

30% of weapon cost (Average WeaponSmith, 10 minutes

This includes Folding, Detachable and Collapsiragrist
designs. On weapons normally equipped with a stack,
folding stock reduces WA by 1 (2 when collapsed) an
increases concealability by one class when colthgSae
weapons not normally equipped with a stock, theksto
provides +1 WA at Long and Extreme randg&3% of
weapon cost (Average WeaponSmith, 1 hour).

Any gas-action automatic can be converted to fulbfire.
The weapon cannot fire single shot or three-rounmdtband
always fires at least half it's Rate of Fire whies trigger is
pulled. ROF varies based on caliber of weapon &itd i
caseless (GMs call) from 15 to 35. Reliability dsdblevels



and Accuracy is -1. Don't forget to re-calculate tacoil of
your gun!
100% of weapon cost (Difficult WeaponSmith, 2 hours

Through Vent Ports and Muzzle Brakes mounted iméo t
barrel of an automatic weapon, muzzle jump andlziiien be
controlled or eliminated, thus increase WA in ameomodes
by 1.

30% of weapon cost (Difficult WeaponSmith, 2 hour

the Bregna Enterprises Pistol
Grenade Grapnel is based on
same premise as Militech's
25mm Pistol-Grenade
(Chromebook 2, p. 48), this s
25x100mm, pistol launched
grappling hook (seen at right
mounted on a Monnikkan Arm{
AE-1 Subgun), uses the same
bullet-trap muzzle adaptor
(200eb installed) as the other
pistol-grenades. It has the same weapon caliberarge
limitations as the other pistol-grenades. If thepgrel is fired
at an individual treat the round as AP (i.e., opgls SP
halved), but the grapnel will do the full damage itae
appropriate calibre round), and the target wilbdakke the
same amount of damage again if the round is rembyed
anyone but trained medical personnel (a Difficuédiech or
Very Difficult First Aid roll.)

$60 each.

This after-market barrel upgrade to a polymer-cécattoy
allows for non-support weapons to fire on full afdo
multiple consecutive rounds without reduction itiatglity.
50% of weapon cost (Average WeaponSmith, 40 minufes

A Heavier bolt decreases the ROF in non-caseldisaifito
weapons by 10. If this decreases the ROF belowh20,
firearm will fail to cycle. This reduction in RORéreases the
weapon's controleability during autofire providingy WA
during autofire only.

15% of weapon cost ((Difficult Weaponsmith Roll, 2
hours)

This retuning of a gun allows it to fire HydroShatkinitions
without a reliability penalty.
$200 (Difficult WeaponSmith, 1 hour).

Adapting a weapon to fire HY ammo is an involvedqass
and is not usually a financially viable after-marked. The
barrel must be replaced with a stronger, heatisagisnodel,
the bolt must be made significantly heavier and esamount
of shock-absorbancy should be added. Weapons with H
ammo Adaptation still get -1 REL when firing HV armanbut
do not receive the Reliability penalty for full afite.

400% of weapon cost.

Laser Sighting Systems allow for rapid locking and
acquisition of targets in firefight situations, piding +1 WA
when in use.

$200

By decreasing the weight of the bolt in non-casetagofire
weapons, the ROF can be increased by 10, althaligibitity
is decreased by 1 class.

15% of firearm cost (Difficult Weaponsmith Roll, 2 hours)

Optical Sighting systems double the aiming bonus2er
turn instead of +1 at Medium, Long and Extreme esngnd
can be equipped with standard cyberoptic optiol@0&t of
normal price.

$300 and up.

The exact same technology as the 9-1-1 ChipLink,
PageChipping is sold through independant retadads
weaponsmiths and can be set to page any numbgustdhe
local 911.

$200 +$25 installation (Average WeaponSmith, 15
minutes).

Identical to the standard laser sighting systerhase IV
systems emit either IR or UV light instead of visibed light.
To use one requires a visual device with eithesipadR or
UV options.

$250.

With top-of-the-line equipment and a good gunsntitk,
accuracy of most firearms can be increased by redpand
re-working the barrel and receiver unit. This car®done
on Electrothermic weapons, shotguns and polymepuomes
(smoothbores).

Weapon Accuracy can be increased by up to +2 swthly,
but with such a fine-tuned weapon, barrel degredaticcurs
rapidly when actually used. There is a 20% chafdaoel
degredation (-1 WA, until down to normal WA) per:

¢ 40 small-caliber rounds fired,
¢ 20 medium-caliber rounds fired or
e 10 heavy-caliber rounds fired.

e Y this number if hot-loaded ammo is being
used

e 1/10 this number if HY ammo is being used

dif 20 gunsmith roll, 6 hours, +1 WA (aprox value=75% of
gun cost)

dif 30 gunsmith roll, 9 hours, additional +1 WA (aprox
value=200% of gun cost)
(+5 difficulty, x2 cost for revolvers)



This teflon parkerized finish resists dirt andsmlwell that it
actually makes it nearly impossible to lift a sepdnts off
the weapon, even after extended use under optimal
conditions.

200% of weapon cost.

Can't afford that top-of-the-line H&K smartgun? Wingt
pick up something that looks like it then? Polyrkeock-offs
of popular firearms are easy to find if you looklie right
places (like Mexico). All Rip-Off weapons are Unadlle
(UR), and have -1 WA.

50% (VR weapons) to 75% (ST weapons) weapon cost.

The other end of the scale is that some small Aathes turn
out imitations of the cheap polymer guns made giabd
quality plastics and metals, thus increasing thiality.
Actually any weapon can be purchased with a highede of
materials or workmanship.

50% of weapon cost per +1 Reliability.

This set of midifications allows a rifle or SMG lbe broken
down rapidly into three parts for ease of transfstdck,

action, barrel). Reliability of the weapon is redd®ne class.

20% of rifle cost (Very Difficult WeaponSmith, 6 haurs).

A good gunsmith can rechamber most firearms toldirger
or smaller caliber munitions. Reducing the calibea
firearm will have little effect except a 5-20% iraise in
ammo capacity (GMs call). Increasing the calibea difearm
can be done to a slightly larger bore (9mm to 10rang -1
WA, and major reboring (10mm to 12mm) will resuitd -1
WA and -1 Reliability.

40% of weapon cost (Difficult WeaponSmith, 8 hours)

Through the use of Gas Vents, Ports, Muzzle BraRespil-
Dampening materials and construction and so oni-sem
automatic weapons with rates of fire of 1 or 2 bawe their
rate of fire increased by 1.

40% of weapon cost (Difficult WeaponSmith, 2 hours)

Special memory-plastic grips linked to the safetg a
electronic sighting devices on your firearm. When yand
only you) grasp you firearm, the grips set themssko your
hand and read your fingerprints, only on a posithagch will
it disengage the safety and turn on the electrofi@an be
combined with Custom Grips).

$200 (Difficult WeaponSmith, 1 hour).

This is a SmartWeapon add-on that locks the figimg
mechanism until a pre-authorized person interfagdsthe
weapon (people are checked by the serial numbeahenf
InterFace Plug firmware). When originally installdne

weapon can be chipped for up to 6 different intafa
combinations. Changing an authorization requirBeatine
CyberTech roll by an authorized user, taking 5 n@su
Bypassing the authorizations requires a Very Ditfic
Electronic Security or CyberTech roll, taking a otig
$200 +$50 installation (Difficult WeaponSmith, 30
minutes).

Any gas-action automatic weapon can be converted to
selective fire. This adds a selector switch betwspgle shot,
3 shot burst and full autofire. Full Autofire is-2WA, and
weapon reliability is reduced one level.

200% of weapon cost (Very Difficult WeaponSmith, 40 6
hours).

This attachment clips onto the side of internal-azge
weapons and holds 6 shells. Commonly used with pump
action shotguns and the ever-popular Boomer Bustey, do
seem to add an air of intimidation to a weapon.

$65.

Designed to eliminate the sounds of the gas exparisia
gun as well as the flash produced by said explositencers
screw on to the end of the barrel and reduce theeadability
of a weapon by 1. Weapons firing sub-sonic mungtion
(<9mm) become almost totally silent, while otherapens
just reduce their firing signature, as their bullstill produce
small sonic booms in their passage.

$200 + $50 snap-on modification to gun (Difficult
WeaponSmith, 20 minutes).

Using a series of servo-controlled gas ports amdsye
SmartPorting is linked to the weapon's fire seleatu,
depending on the gun's setting, provides eithedAlLin full
auto fire (5 rounds or greater ROF) or increaseROF of
semi-automatic weapons by 1 (to a maxiumum of 3).
SmartPorting is not compatible with Gas VentindRexcoil
Compensation.

60% of gun cost for smartguns, 100% of gun cost for
other weapons.

This mod can only be done on caseless weapons. Migap
with a solenoid trigger must buy special caselessa for
90% of the normal cost, and receive +1 WA at ex&eamnge
because of the reduced trigger pull.

100% of firearm cost (Average Weaponsmith / Difficlt
Electronics, 3 hours).

This under-barrel adaptor hooks up to a rifle, ghotor sub-
gun and holds a high-power short flashlight for inskght-
deficient situations. Also available with IR and UV
flashlights.

$150, +$50 for IR or UV.
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Laser sight 100 for 50m model T S UB

A laser sight, laser aiming module. Low power igags a
red dot onto your target, so you can see EXACTL\ergh
the bullet is going to go. +1 to hit, and also aathe
HIPFIRE penalty as you don't need to shoulder thapen to
aim it. Also, the laser sight can be used on Fast dctions.
Range on a good laser is anything from 50m to 15and
you need to be within this range to get the bonus.

Cost is Twice range (minimum range 25m, maximungean
300m)

IR laser Sights 150 for 50m model T S UB

These use lasers tuned out of the visible spectsargpu can
only see the dot if you have IR optics.

Cost is as laser sight +50

(UV laser sights work the same and cost aboutdhgesas an
IR model, but you need UV optics to use them)

Laser sight installation kit 200 NA

This is an adjustable barrel probe and laser receipat
allows you to centre your laser sight onto your garrel so
that the laser sight runs parallel to the bulléehpSomeone
with weaponsmith can install and centre a lasdrtsigs
minutes with one of these kits

Flash Suppresser 75 B

This is a expansion chamber that fits on the gunzzte,
catching and redirecting the weapon flash. Thissditie to
muffle the sound of the shot, but does stop angmadting
the weapons flash (unless they're looking righthatguns
muzzle from in front, IE they're the target)

Silencer s 30 to 400 B

This is a larger, longer cylinder than a flash sepper that
uses a series of expansion chambers and bulleswope
reduce the sound of a weapon being fired as weliaflash.
With a silencer, a pistol shot becomes more lik®ak being
slammed HARD. The sound carries a lot less, antd isn
recognisable as a shot. In a busy city it'll goatimed. With
subsonic ammunition the sound is even less, anthaatly
be heard or recognised 5m away.

Home-made silencersre tubes
filled with mesh or plates. Not a S

effective as a proper silencer, | B On the Barrel itself

they can seriously reduce uB Under the barrel
accuracy, range and bullet T On the top of the weapon
energy. But, hey, they are Cheaps Side

Cost to make is $30, plus a G Grip

weapon smith 15 roll. The s Special

Silencer lasts for half skill roll  \a
shots (subsonic count as halvesj.
Basic Range is Halved and WA is -1.

Not Applicable

Cheap silencerglegrade as they are used, failing completely
after D100+20 shots of subsonic ammunition, with fu
power rounds counting as 5 subsonic shots. Thew sseies
of 'wipes', plates that have a hole big enoughierbullet to
pass through in the centre. As they are used thes neear
larger and more gas gets out, until all they deaish the
flash. Silencer cost $100

Disposable Silencersare plastic and glass fibre tubes with
plastic film baffles inside them. When first usée bullet
punches the holes in the baffles to the right sihey are
only good for about 10 shots with normal ammo ( 20
subsonic) but they are cheap, effective and oreefigzall!
Cost 40

The moreexpensive silencerslo not degrade as they use
baffles and vortex chambers to reduce the soutfikréhan
bullet wipes. They can be used indefinitely withaay loss
of silencing capability. Silencer cost $250

Installing the silencer into the gun itself usesedes of holes
drilled into the barrel to bleed off the propellgatses even
before the bullet passes into the silencer. Thikesmighe
weapon very quiet and the noise is hardly recotésas a
gun shot.

Silencer and installation kit 400
Weapon Modifications 250 or weapon smith difficulty



Revolver Silencer base +100 B

This is a normal silencer with a sliding cover tbampletely
surrounds the revolvers cylinder, so that blashoaescape
there and cause noise. This also slows down reigatie
weapon as the cover must be slid forward (one @ctMore
expensive and harder to fit than a normal silencer.
Costs the same as a normal silencer PLUS 100dastam
fitted cylinder cover

Gas Bleed off Vents 250 Sp

A system of vents in the barrel tap gas off beliedbullet,
reducing its velocity. Used with silenced weapdhis
reduces the bullet velocity to subsonic, makintggitder to
hear. All ammo counts as Subsonic.

Ammo that's already subsonic suffers the penadtigén To
prevent this, most systems can lock the vents dlose
manually

Smart Bleed off system 350 +smartgun Sp

This has a series of vents to bleed off gas, usthart
system only opens enough to produce the requirkedite
drop. With subsonic ammo the vents stay closed yvatid
high-pressure military ammo they open to bleed ghs.
system will automatically adapt to the ammo firddhpping
it to subsonic on command

Telescopic Sight 250 T

A telescopic sight allows the user to aim accuyadtla
distant target

Can aim up to a maximum of +5 to hit rather than +4

To hit at Medium range +1 Long +2 Extreme +2 ONLK O

AIMED SHOTS
Most scopes with magnifications x2, x4 don't effiestge
Magnification x6 increases Extreme range by 50%
Magnification x8 or higher double extreme range

Lowlite scope 200 T
These weapon scopes amplify available light, altmwi
normal vision in Twilight or near total darkness.

The old starlite system of light amplifiers overdeal in
bright light, so any return to normal light, or a
floodlight/torch will 'Green Out' the system, hhlinding the

user. this means the user can never gain theusitted bonus.

Cost 100

Newer computer controlled systems modify the digjplad
control overloads, stepping down the amplificatsorthat
they can handle sudden changes in the light lejedslike a
cyberoptic Antidazzle system

Cost 200

IR sight 150 T

This is a sight tuned into the IR portion of thesjpum,
allowing the user to see any sources of IR light,gkample
IR lasers, IR aiming projectors or a target in seadit with
IR floods

UV sight 150 T

This is a sight tuned into the UV portion of thesjpum,
allowing the user to see any sources of UV light,example
UV lasers, UV aiming projectors or a target in a@adlit with
UV floods

Aiming Projector 100 TUB S

This is a high power spotlight focused down to g/verrow
beam. When fitted onto a weapon the beam is naermugh
to only illuminate the target, with a dark spotlie spotlights
centre where the weapon will hit.

The system gives the user +1 to hit, and if usatiuiminate
the targets Face they are blinded for 1 round #fieefight
comes off there eyes (unless they have Antidaztréelf )
Effective up to 100m

(IR and UV models are available, but they don'ttget
blinding effect unless the target is using thaetgp Vision.
Cost +100)

Combat strobe 150 TUB S

This is a high power strobe flashlight fitted péakdo the
barrel. The strobe can be ‘'fired' before the giving a
sudden incredibly bright flash of light in a vergrrow beam.
If this hits the target the gun can be fired in $hene action
Roll to hit with the strobe as if it were the gti's mounted
on, with +1 to hit as the beam is wider than adiulf the
strobe hits, the user can fire the gun in the sactien ,
either rolling to hit at +2 or taking the strobedi r

If the strobe hits the face the target is blindedd3 rounds
(unless they have antidazzle)

Effective up to 50m

(IR and UV models are available, but they don'ttget
blinding effect unless the target is using thaetgp Vision.
Cost +100)

Torches (flashlights) 30 T UB S

A torch mounted under your gun is a simple wayegfating
the 'dim light' and 'darkness' penalties, and hyedag the
sides you can narrow the beam down enough to metygiur
location away too much

(IR. and UV models are available. Cost +100)

Floodlights 50 TUB S

These are wide beam torches which turn your weagora
floodlight, illuminating the area in front of yos &right as
day. These will blind anyone with lowlite runningithout
antidazzle)

But they do give your location away quite badlyatgyone
who can see you (careful you don't get silhouedtpainst
your own floodlight system for enemies behind you)
(IR. and UV models are available, but they donttthe
blinding effect. Cost +100)

Radar targeting matrix 1000 T

This uses a Millimetric wave radar pod mountedton t
weapon to generate an image of the target arearatiae
will differentiate between empty space, soft matterd
matter and metal.



Within these distinctions the radar is accurat®litimetres,
S0 you are presented with a world view where ondyahis
solid.

The radar will penetrate anything up to solid metalthe
user can ignore the targeting penalties for fititigd through
anything up to a solid metal wall. (of course, B\éLLET
has to try to pass through any intervening obssactemally)
and for illumination, as the user is no longer sgeiith
visible light

Thermal Imaging Scope 450 T

This uses the radiant heat of an object to imdtpyiag a
hot item (a person) to be seen through a colder jta wall ).
This allows the user to ignore the penalties foe bf sight
being blocked by anything up to half a metre ofiamlatter
or a Hot object (car engine, hot water boiler, lre)f This
allows you to target someone through a wall, batliput
blind if all the surroundings are the same tempeeati.e.
Down the sewers)

Reflex sights

These are devices that allow you to aim by reféex] so can
be used on Fast draw action, where they help dffieetast
draw penalties. Various types follow

Guttersnipe fast acquisition combat sight 50 T

A plastic gutter with bright yellow sides, the grinipe
draws the point of vision along its length. Whea tteapon
is straight the yellow sides appear of equal sizklangth.
Practice allows the user to instinctively put theawon on
target.

Disadvantage is that the weapon must be seen,rsesl®
lost in dim light or darker
+1 to Hit, +2 on a Fast draw

A beta light model with glowing guttering is avdila, which
allows you to use it even in total darkness (bdbisn't do
much if you can't see your target) (cost 75)

Trilux 75T

This uses three beta light sources, two in the siggat, one in
the foresight. When level, the target appears te laaline of
three lights across them. The system works evenorimplete
darkness and will glow for several years

+1 to Hit, +2 on a Fast draw

Ring Sight 50 T

This uses a length of plastic tubing aligned wiid barrel.
When the target is in your sights, they are visthleugh the
tube when the gun is at arms length. A simple systait as
the tube tapers slightly, the two circles formedtmy tubes
beginning and end aid the eye in centring the weapo

+1 to Hit, +2 on a Fast draw

Holosight 150 T

This uses a Hologram on a sheet of glass or plastit a
‘window' about 5cm across on top of the weaporova |
power light illuminates the hologram from behind,tkat
light shines through the hologram to your eye. fhsduces

the illusion of a glowing targeting sight floatingthe
window, which is only visible from the firer's poiof view.
+1 to Hit, +2 on a Fast draw

Hologenerator Sight 750 T

This mounts a compact hologenerator on the topefjun,
projecting a holographic targeting sight up frora tfun to
float in the air over the gun.

+1 to hit

Sight Mounting rails T S UB

These are a series of rails fixed onto the weagltowing
the sights and other combat accessories to besittipped
on and off without having to keep recalibratingrthe

Any type of accessory can be fitted using thiseaystbut
they need a special adapter (increase cost of smgelsy
+20)

Cost Per Rail 150

available for Top mount, Under barrel and left/tiglle
mounts

Bipod 45 UB
A bipod holds a weapon steady while aiming, givirigto hit
on an aimed shot

When used with a fully automatic weapon they heiptiol
the recoil by bracing the weapon into the grouncts/s two
points of recoil compensation

Tripod 100 UB
A tripod is a heavier weapon stand than a bipodallisused
for heavy machineguns

Effects are the same as a bipod, +1 to hit onmedishot.
When used with a fully automatic weapon they conte i
there own, controlling the recoil of the weapon abdorbing
it, acting as three points of recoil compensation

High Density Bolt inserts 125 + weaponsmith (20) Sp
These make the bolt heavier, so when the gun finese of
the recoil is needed to move the bolt. This actsrespoint
of recoil compensation in any weapon (if you'rengsihe
recoil rules).

The ROF of a fully automatic weapon is reduced piyus
weapon accuracy is increased +1 On a semi automatic
weapon, a high density bolt allows a Large frameadpon
loading a very heavy calibre round to get TWO slodts
round, rather than ROF 1. The first shot is ab-hit, the
second is at -2. (you can still take just one slhaio penalty)

Light weight bolt 110 + weaponsmith (20) Sp
This makes the bolt lighter, allowing faster RO gwing
less control over the recoil.

Fully automatic weapons get +5 ROF but -1 to aaoura
Semi automatic weapons become harder to contrak RO
increased by one, but you get a cumulative -1 peGd if
using heavy or very heavy calibre rounds) for exadrgt after
the first. E.g. 0.-1.-2.-3 (light or medium calip@ 0,-2,-4,-
6. (heavy plus calibre)



The light bolt also allows the weapon to cycle gdow
power or subsonic rounds

Gas Vent75B

This is a system where the gas released from ttzzleu
when the gun fires is vented upward, pushing tleebdown
against the kick of the recoil which pushes it upva

This reduces the inaccuracies caused by the recoil

As the weapon uses the vented gases it cannotsikneer
Cancels up to 2 points of recoil (or a -1 penaitit if used
on autofire)

Shoulder stock 35 Sp

This is a simple way of bracing a weapon, a stbek t
reaches from the butt of the weapon to the usersidér.
although it makes the weapon longer, it does adowvurate
aiming, and also allows the user to absorb recithi the
whole body.

Aim to +1 , one point of recoil compensation

Brass Bag 20 Sp

Fitted over the ejection port of a cased weapdimaas
catching bag collects the spent cases as theyented. This
not only makes the weapon slightly quieter, it aletects
the evidence of your firing rather than lettindpé scattered
across the area ( not just of importance to critjres a hot
brass casing can burn skin or get underfoot)

Bayonet as knife Ub
For close quarters, a blade fitted under the baoevVerts a
rifle into a simple stabbing spear

Lanyard 15

For pistols, this is a simple tether than stops lpasing your
weapon if dropped. It connects from the butt ofweapon
to the webbing of the user , or to a loop roundehmeck.

Sling 25
Slings allow SMG size weapons and larger to bdeghrr
ready, able to fire with only a moments action.

Double Set Triggers 250 Sp

When at extreme distances, even the slightest meneai
the gun can be the difference between hitting aisding. A
double set trigger is in two parts. The first @eots as a
normal trigger, and the second acts as a hairdriggth a
very light draw. At long range the first triggerdsawn back
until the weapon is ready to fire, then it is finesing the
second, lighter trigger so that the final triggefi ploesn't
knock the weapon off target.

Effect +1 to hit at long range or further with Aich&hots

Electronic Solenoid Trigger 400 Sp

Similar to a double set trigger, a solenoid systemoves the
firing pin and replaces it with an electronicallyevated
solenoid. The trigger is now an electrical switcld gulling

it back completes the circuit to drive the solerfoidvards.
This removes any angular movement from the actiod,
requires a very light trigger pull when in long gegnmode.
Effect is +1 to hit at Long range or further witlinded shots

Double pull trigger 250 Sp

The double set trigger removes the need for asétector
switch from a selective fire weapon. Instead ofihgvo
switch between single shot and fully automatic,ttigger is
set to work as the fire selector. A single triggall which is
then released is a single shot. If the triggemiged back and
held, the weapon cycles to fully auto and keepsditill the
trigger is released.

Dangerous in unskilled hands, this system allowsesme
with Skill 3+ to switch fire modes at will. Anyoneith lower
skill will fire random bursts of D6 rds insteadsifgle shots.
The system can also be used on Single shot / 3rst Bu
weapons, allowing instantaneous changes of fireemod

SMARTGUN
The Smartgun is the latest development in self+ajmi
weapons. Sensors all over the gun report the weapon
condition, orientation, balance and weight to tkera neural
processor, where the smartgun interface integthtesvith
the users actions. The gun becomes part of the aiseing
on a subconscious level. Even someone with norfireakill
finds the weapon easy to use.
Effect +2 to hit under all circumstances
Cost Neural Processor 1000
Smartgun Co-Processor 200
Smartgun Weapon cost x2 (take the weapon costG 68
is lower)
Incompatible with laser sights & reflex sights

Technical readout 500

This is a diagnostic system that allows the weapomarn
the user of any malfunctions, jams, barrel oveihgair
other faults. A screen on the back of the weapon

The user has +2 to fix any jams or malfunctionsl &2 for
regular maintenance. If the weapon is about tdunation
or jam, (fumble) the system will prevent this o6+aon D10

Ammo counter 75

A digital counter on the back of the gun interfaegth a
sensor in the clip, counting rounds remaining aisgldying
this number to the user.

Some versions can interface with a smart-link exféhis
information to a cyber optic display

Vocal readout 450 readout option

This uses a digitised speech module to say readwmitead
of displaying them on a screen

This can be on a radio link (+50) , ear-piece @aker

Gun camera 50
This is a ballisticaly matched digital camera tiadkies a
picture whenever the gun is fired.

Sealed versions can be purchased from police statio
security firms, and the pictures they take are adiiie as
evidence in a court of law (great for that selfedefe claim)
Each chip stores 20 'shots'



Target sight optics 200

This is a cyberoptic system that uses the smardgtanto
project the bullets path into your field of visigaiacing a
crosshair on the point of impact

Used with a Smartgun, this adds +1 to hit

Without the Smartgun targeting data, no bonus's.

Limblink 100

This is a simplified aiming system for implantedagens,
using a smart monocle and the neural implantsen th
cybernetic limb to increase the accuracy of weajioas
arm.

+1 to hit with the implanted weapon (ranged weapmrig)
Incompatible with smartguns or other targetters

COT 2000 T

The Camera On Target System uses a digital camndezd
visual images of what the gun is aiming at to teerun real
time, either to a cyberoptic of a HUD eyepiece.sTdllows
the user to aim accurately, and to use the weapansansory
boom, looking round corners with it and firing wotht

having to expose the head.

+1 to hit

Can fire from cover without penalties & can be usgith a
smartgun system

Extended mag 40

Magazine with +50% or more rounds. these magazres
longer and wider than normal mags and make the eveap
slower on a quick draw

Helix clip 75

Helix magazines are long tubular magazines withroleds
held in spirals. They can hold 50 rounds of pisfimunition
in a tube the size of a can of beer

M950 50 and 100rd Bison 64rd

A normal weapon has its concealablity lowered dassc
with a 50 rd mag

Weapons designed with helix mags have this penalty
included

Drum feed 100
Drum feed weapons use a large capacity sprung drstead
of a simple vertical clip

Luger 32 rd 9mm M16 90 or 100 Thompson M1928 50 or
100

Ammo is increased, but the gun is usually uncorad@al
(Conc N)

Belt feed 100

Belted ammunition is normally seen on machine guns,
allowing them continuous fire for several hundrednds
(more if the loader joins the new belt onto the addt feeds,
which allows continuos fire)

Chain feed 250

Chain feed weapons use a motorised belt feedimg &o
preloaded magazine, usually in a vehicle or a badkgdue
to the size)

Non metallic construction Weapon cost x4

Weapons made from ceramics and plastics are iheigib
metal detectors in airports and other secure mgkli
cost x4

Amphibious seal 200

Amphibious weapons are equipped with barrel séalsstop
water getting into the weapon when it's carriedeuméhter. It
cannot be Fired underwater, but suffers no persditeam
being immersed and can be made ready to fire wiéh o
action

Dual ammo feed 150

A weapon equipped with a dual ammo feed has two
magazines and can switch between them as eadiip@iag
a switch (free action on a smartgun). The two migszcan
hold different types of ammunition and be switclsd
needed, or they can be set to fire one round frach e
magazine in turn.

Self Lubricating 120

Molybdendum disulphate dry film lubricant keepsdadlthe
moving surfaces well lubricated without the needditing.
as long as the weapon is regularly cleaned theaasereroll
any jam results

Anti corrosion 40
Acid proof coatings on the metal keep the weapda sam
corrosion from salt water, acid rain, sweat or pttw@rosives

Anti glare 45

Matte coatings on the outside of the weapon stogflgcting
light, aiding the users stealth. User gets no piesaio stealth
rolls with the weapon ready

Phosphated black 50

Sandblasting exposed metal and reacting it witrsphate
results in an anti corrosion matte black coatingrtatect the
weapon from corrosion or glare. User gets no pesaid
stealth rolls with the weapon ready

Diamond coated 1750

A thin Diamond coating on the moving surfaces afesmpon
make them very smooth and flat, and immune to sorro
and damage. As long as the weapon is cleaned rggatal
well lubricated the gun cannot jam due to a meda@riault

Self cleaning nanotech 2500

State of the Art nanotechnological coatings omrai/ing
surfaces gives the weapon internal surfaces asdsard
diamond coated with millions of microscopic fixedsiion
bearings. The weapon needs no oil or lubricant$ net
corrode, pit, scar or suffer any mechanical damagg.dirt
or grit that gets into the weapon is carefully dasitled and
ejected.

The weapon cannot Jam, stick, break or otherwifersu
from a mechanical problem from the moment it isteda
The problems of faulty ammunition cannot be coeddiy
this system.



Cheap neon plastic -15

Beloved by cheap punks and small children the wovier,
cheap guns with cheap and garish colour schemesaddy
available on the street

High density plastic

The standard Weapon fit for the modern world, Highsity
plastics are rugged, do not chip or shatter, vatlnot in sea
water or acid rain and are textured to give a finp

Cost as normal

Endangered hardwoods

The mark of quality, polished non-renewable harddgo
from the rainforests of the world show that you efford the
best, no matter what it costs the environment.

Cost +400

Gold plated

Perfect for that gift presentation, real 24 ca@tiguns are a
way of saying 'You care'.

Gun cost +500

Engraving

Having Scrollwork, names or scenes engraved omeagpon
can give it a look of class (or they can look avdot make
you look a fool).

Machine engraving is 20 per square inch
Hand engraving is 200 per and more for talentadtart

Mock wood
mmm. Classy . cost is -10 Best brands are 'Plak*bea
'Mock-Hogany'

Marble effect
Marble effect ceramics give the gun a cool, he@e} €ost
+25

Anodised black 50
A matte black coating chemically bonded onto theosed
surfaces of the metal, scratch resistant and dorrgsoof

Chrome plated 150

Big and Shiny, chrome plated weapons are the wagto
yourself noticed. Anti Corrosion but bloody obvicarsd
shiny. If you try and sneak with a chromed weapeady you
geta -2

Pearl handled 100 G

Coated in the shells of Bivalve Molluscs from tleas of the
world, this gives the weapon a good feel in thedhavith a
multi coloured sheen.

Bone 75 G

Bone grips are the perfect non slip, grip anywlsenéace.
They provide a hard control surface and give yeultbst
grip possible no matter how slippy your palm.

User can reroll any fumble result that causes tteedrop
there gun

Rubberised grip 50 G

Rubberised Grips cushion the impact of the gun Eoils,
making it easier to control and acting as one paiimecoil
compensation, and providing a firm grip.

User can reroll any fumble result that causes tteedrop
there gun

Rubber can perish with wear, especially if not tedu
silicone treated and cleaned

Target grips 145 G

Specially made target grips hold the hand in threead firing
position, ergonomically positioning the hand sd the gun
is held perfectly

+1 to hit on the First shot each round

Personalised Grips 800 G
These are expert made (or expert system made)ytoui
hand perfectly, and no one else's.

You get +1 to hit with the gun, anyone else get®-hit
Personalised grips are as distinctive as fingetqrso don't
loose that gun

(effects are not cumulative with target grips)

Rubberised coating 250 Sp

Big on the Fetish scene, rubberised guns havelzrub
coating bonded onto there outer surface, making thge
clean, non slip and virtually impossible to dropey are
unfortunately very hard to quick draw, even if &door
sprayed with silicone (squeek!)

User can reroll any fumble result that causes tteedrop
there gun
-2 initiative on a fast draw

Smart Grips 750 G

These are memory plastic grips that alter shageitahe
users hand. If you are using the weapon for sisltgs, they
form target grips and give you +1 to hit on thatfshot each
round. If you are on rapid fire, they shift to atisthe recoil,
acting as one point of recoil compensation

Computer control smart grips 1200 G
These are controlled by a microcomputer and cdimked
into a smartgun system.

They can become target grips or rubberised grifis thie
push of a button, and can recognise handgrip pattstoring
them on chip

If someone has there personalised grips made ctreghip
the pattern and run them on the smartgrips, gaitiagsame
advantages

Fore-grip 25 UB

Foregrips allow the user to use both hands to gtaad
weapon, making it easier to control the recoil atbaatic
fire



Mechanical recoil reduction 300

System of recoil buffering pistons and springs #izgorbs
and reduces the guns recoil

Bulk +1, recoil -1/3

Natural cadence system 500

By balancing the recoil and return impulses ofedim so
that the kick back is the same as the springs Iforyeard,
the felt recoil of a weapon can be greatly reduced

Recoil x 1/2, always fires bursts of same lengttoéen when
system balanced, random ROF of 10 +D10 rounds @F R
20, 10+2D10 for ROF 30 etc)

Gun Lock™
Safety interlocks prevent the gun being fired uihild system
has been unlocked

Activate with a mechanical or magnetic key (one

Key Lock ’
action)
Code Lock Activate with a 4 digit code (one action)
. Activates if the user is wearing the coded ring on
Ring Lock
there gun hand
Activates if the user has the coded implant ingher
Implant Lock
gun hand
. Activates when hears the users voice and the
Voice Lock
command phrase
Print lock Activates when the user grips the gun with there ba
hand
Activates when interfaced with the users smartgun
Smart Lock
system

(while some of the systems don't take an actiael&ase,
they do take a moment to recognise the 'key' spdhanot
be used in fastdraws until unlocked)

The user can choose to have the gun lock again thieekey
is removed, or lock again by using the key

These Systems are by NO MEANS foolproof. They can b
fooled, picked, hacked and shorted, but only withipment
and time, and the system is designed to stop soertaeing
shot with there own gun after its been wrestledlodin in a
brawl.

Lock Key Recognition  Hack
Key Mechanical key 100% 10
Key Magnetic key 100% 15
Code 4 digit code chosen by user 100% 18
Ring Metal ring with 3_mr_n magnetlc 100% 20
coded strip in it
Implant 3mm magnetic implant lodged 100% 20
the palm
Vocal Records users voice print 80% 18
Print Records palm print 70% 15
Smart Records §martgun software 100% 20
signature

+10% to chance of recognising the user also ad@%6tb
the chance it'll unlock for someone else To worickjy, the
systems only record a few major features from gersipalm
or voice, so these systems are the least reliabtedr more
locks can be combined for increased security atased
price Costs

Key Lock + Mechanical key 100 Spare Keys 10
Key Lock + Magnetic key 120 Duplicate keys 20
Code Lock 100
Ring Lock + Ring 250 Duplicate rings 50
Implant Lock + Implant + 350 Implant. Surgery N, cost 200

Surgery Hc 1l
Voice Lock 300
Print lock 300
Smart Lock 500



The BlackHammer CyberPunk Project

Accessory Location Cost Notes
25mm Grenade Attachment B 200 eb Allows the gun to fire special 25mm bullet-trap grenades
9-1-1 ChipLink 150 eb Pages 911 whenever you fire your gun
Ammo Counter 100 eb Displays amount of ammo left in the magazine on the gun
Assault Grip uB 100 eb ForeGrip provides better control. Allows 2 handed grip on machine pistols.
Barrel Extension B 10% Snap-On Extension, +25% range, -1 WA
Bayonet Lug uB 5% Allows a bayonet to be mounted under the weapon barrel
Bipod 10% Gives additional point of contact. Reduces autofire penalties by -2.
Brass-Catcher 10% -1 Concealability, can catch 2 magazines of brass
Briefcase Concealment T 50% Builds a drop-away SP:10 briefcase around the gun (J or L conceal)
Burst Fire 150% Selector Switch for 3-round burst fire, -1 REL & WA
Chopped Barrel 30% +1 Conceal, ¥2 Range, Pistol & SMG: -1 WA
Cookie Cutter UB, T, S 300 eb Weapon will not fire at persons wearing Cutter Badges
Cooling Shroud 25% Allows for sustained autofire, -1 Conc for J and P weapons.
Custom Pistol Grips G 30% Drawing is a -2 action instead of a -3 action. Others get -1 WA with this weapon
Custom Long-Arm Furniture G &ST 60% Gives +1 to maximum aiming time with weapon
Double-Set Trigger 20% Gives +1 WA at extreme range for aimed shots
ElectroThermal Ammunition Enhancement 150% Special 2x cost ammo gives 50% more damage and range
ElectroThermal Plus (sealed and insulated) 200% As above but insulated and water-sealed against mishaps
Extended Barrel 30% Range is increased 25%, -1 Conceal
Folding Stock ST 20% For weapons normally with stocks, -1 WA, folded gives +1 conceal and -2 WA
Improved Folding Stock ST 100% For weapons normally with stocks, folded gives +1 conceal and -2 WA
Finish - Gaudy neon plastics 2% Gives it that “Polymer One Shot” look. (-2 Stealth when drawn)
Finish - Gold Plated 500% 24 karat gold shows you care about your gun (-1 Stealth when drawn)
Finish - Marbled Ceramics 50% Makes the gun look like a bowling ball or a chunk of marble or granite
Finish - Anodized Black 10% Matte Black non-reflective scratch-proof finish
Finish - Chrome Plated 30% Flashy and styling, (-2 stealth when drawn)
Finish - Rubber 50% Black non-slip covering. (-2 draw penaltym can re-roll attacks that drop the gun)
Finish - Printless 200% Black tefflon finish is nearly impossible to pick up prints on
Flash Supressor B 100 eb Hides the flare of firing the weapon. -1 Con for P and J weapons
Folding Pistol Stock ST 20% For weapons normally without stocks, +1 WA at long and extreme range
Full Autofire 100% Weapon is only capable of autofire. -2 REL, -1 WA
Gas Vent & Muzzle Brake B 30% Weapon has +1 WA in full autofire
Gun Camera UB,S, T 100 eb Camera takes a picture every time the gun is fired. Holds 20 shots.
Gun Lock - Mechanical Key 100 eb Dif 10 to crack
Gun Lock - Electronic Key 200 eb Dif 15 to crack
Gun Lock - Voice Activated 300 eb Dif 20 to crack, 80% recognition chance
GyroMount 3,000 eb MetalGear Vest and Gyro provide +1 hipshooting, +1 WA, no penalty for
running.
Heat Resistant Barrel 50% Allows for extended Autofire
Heavy Bolt 15% -10 ROF, +1 WA in autofire
Holster - Ankle 35eb Draw and Fire at -5 WA
Holster - Trouser 20 eb Draw and Fire at -4 WA
Holster - Belt 60 eb Draw and Fire at -3 WA
Holster - Shoulder 80 eb Draw and Fire at -3 WA
Holster - Gunslinger 150 eb Draw and Fire at -3 WA, Half-Draw and Hipshoot at -4 WA
Holster - SMG Shoulder Rig 200 eb Draw and Fire at -4 WA, Half-Draw and Hipshoot at -4 WA
Holster - HandLauncher SpeedHolster 150 eb Draw and Fire at -2 WA
Holster - CyberMatrix SpeedHolster +100 eb Draw and Fire penalty reduced by 1.
Hydroshock Adaptor 200 eb Allows the weapon to fire hydroshock ammo without reliability penalty
HV Adaptation 400% Allows the weapon to fire HV ammo with only a -1 Reliability
Lanyard 5% A strap from the grip of the weapon that goes around the user’s wrist
Laser Sight T,S,UB 2 xrange Ranges from 25m to 300m, +1 WA and hipshooting is only a -2 action



Accessory Location Cost Notes
Light Bolt 15% +10 ROF, -1 Reliability
LowLite Sight T 250 eb As the Low-Lite cyberoptic option, no magnification.
Magazine 1 eb / shot Holds the standard ammo load for the weapon.

Magazine, Extended
Magazine, Excessive
Magazine, Helix Pistol Stock
Magazine, Drum

Manual SmartPorting B
Non-Metallic Construction

Optical Sight (1.5x to 6x magnification) T
Optical Sight (10x magnification) T
Optical Sight (15x to 20x magnification) T

Optical Sight Options

Page ChipLink

Phase IV IR/UV Laser Sight T,S,UB
Precision ReBoring

Precision ReBoring

Quality Decrease

Quality Increase

Rapid Take-Down
Rechambered Barrel & Receiver

Recoil Compensation B
Reflex Sighting System T
ScanGrips G

Security Chipping
Selective Fire

Side-Saddle Ammo Holder
Silencer, home made
Silencer, cheap

Silencer, disposeable
Silencer, high-quality
Silencer, revolver

Sling - Rifle or SMG
SmartPorting B
Solonoid or Electric Trigger

T W ®T®WV

Tactical Flashlight Rig UB, S
Tripod

SmartGun Interface HardWare

SmartGun Conversion Kit - Semi-Auto
SmartGun Conversion Kit - Shotgun
SmartGun Conversion Kit - AutoFire
SmartGun Conversion Kit - AutoShotgun
SmartGun Conversion Kit - Heavy Weapon
Shadowlink Conversion Kit

MBeT SmartGun Interface & Hardware
Bushnell Interlock Smartgun Hardware
CyberOptic Triangulation Scope
SmartGlove

2 eb / shot Holds up to double the standard ammo load for the weapon (-1 draw penalty)
2 eb / shot Holds over double the standard ammo load, -1 REL & Conceal (-2 draw)
300 eb
4 eb / shot Drum magazine holds from 32 to 100 rounds. Non Concealable (-2 draw)
100% As smart-porting, but ports take 1 turn to reconfigure.
400% Weapon does not show up on X-Rays or Metal Detectors, -1 REL
150 x mag Medium range: +1 WA, Long and Extreme range, +2 WA, only on aimed shots
1,500 eb As above, increase Extreme range by 50%
2,500 eb As above, increase Extreme range by 100%

Any cyberoptic options at 80% of normal cost

50 rnd magazine also acts as a pistol stock (-1 Conceal) (-2 draw)

200 eb Pages a pre-set number whenever gun is fired

5 xrange Ranges from 25m to 300m, +1 WA and hipshooting is a -2 action. IR or UV light

75% Limited time +1 WA, reduces by -1 WA per 20 rounds fired (x2 for light, x% for
hvy)

200% Limited time +2 WA as above
UR weapon, -1 WA. 50% cost for VR weapons, 75% cost for ST weapons.

50% Increase reliability 1 class.

20% Can be broken down into smaller pieces for storage in a briefcase

40% Reduces ammo supply slightly, -1 WA. Major changes also give -1 REL

40% ROF 1 and 2 weapons can get +1 ROF

200 eb Various sighting systems to improve “reflex sighting”. Reduces draw penalty by
1.

200 eb Requires a positive fingerprint match to release the safety.

200 eb Weapon will not work unless smartlinked to someone with pre-authorized
hardware

200% Can fire Semi, 3-rnd or Full auto. -1 REL & WA in 3 rnd, -2 REL, -1 WA in full
auto

65 eb Holds six shells

30 eb Lasts for ¥2 Weaponsmith + Tech + D10 shots, -1 WA, % range

200 eb Lasts for 25 shots (100 subsonic shots)

50 eb Lasts for 10 shots (20 subsonic shots) interchangeable

400 eb Unlimited shots, Pistol silencers :-1 Conceal up to L, SMGs: -1 Conceal.

800 eb As the high-quality silencer but shrouds the cylinder too - takes 1 round to open.

25eb Shoulder and Fire at -4 WA, Hipdraw and Fire at -4 WA

60% Provides +1 WA in full auto, +1 ROF in semi-auto. Switches using smartlink.

100% 90% ammo cost, +1 WA at extreme range

150 eb Adds a flashlight to the weapon for additional lighting (+50 eb for IR or UV)

30% Additional point of contact. Reduces autofire penalties by 4.

200 eb Basic Interface Hardware for smartgun systems, provides +2 WA, requires laser.

200 eb Conversion kit price is modified by weapon availability.

300 eb Extremely Common weapons are 75% cost

400 eb Common weapons are 100% cost

450 eb Uncommon weapons are 150% cost

550 eb Rare weapons are 200% cost or higher
Increase the rarity price multiplier one step from the normal conversion kit

800 eb Reduces moving target penalties by 2. Conversion kit costs 50eb extra also.

100 eb Cheap smartgun gives +1 WA, reduce kit multiplier one level.

3,500 eb SmartGun accessory that gives an additional +2 WA through a cyberoptic

110 eb Allows the use of a shadowlinked gun to use it without mag-duct spots.



Welcome to the Hunter Ammunition Catalog

"Did you know that .22 ET-enhanced DPU ammo stidgILESS damage than a 9mm AP round, but costs
almost 10 times as much?!?"

High-Explosive Incendiary Tracer

HEI-T does 50% more damage, -1 stun,
minimum 1/2 damage will penetrate soft
armor, plus an additional D3 in burn
damage for two turns. If used in a fully
automatic weapon, ignore the usual full-
auto rules and instead apply a +1 for
every 10 rounds fired at ALL ranges. Cost is 9xnmalrprice.

Viking Anti-Vehicular Ammo

Viking AV ammo combines a super strength
steel alloy with a new spiral-edge bullet shag
that slices thru steel as easily as it does flest
Available for small to medium calibers only
(those that do D6 damage, not D10) and
doubles the penetration value of the weapon
Cost is 2.5x normal ammo cost and it can be
combined with both hot-loads and ETE. It
may not be combined with HV bullets which alreadg @& special
bullet and powder charge. When used against softiareat at
Full Damage, 2/3SP and 2/3 Trauma.

High-Explosive Anti-
Tank Ammo

HEAT ammo uses the
Monroe-Effect to penetrate
steel up to 5 times the round's
diameter in thickness, leaving
a hole up to 10 times the
round's diameter behind. HEAT ammo is not availébtealibers
smaller than 12.7mm, and HEAT ammo increases daima§6%,
and all armor is at 1/2 SP, but any damage thagtpees remains at
full value. HEAT ammo costs 10x as much as regaamo.

Special 25mm HEAT grenades are available for MilitSeries
MGLs for $100.00, and do 9D6 damage. HEAT rounds ar
compatible with Electrothermic enhancement and Wwitiloads,

but gain no extra damage as the munition doeseypért on
velocity for its damage, just size.

Hunter 6.35mm Light Anti-Vehicular Ammo

Hunter's new 6.35mm Light Anti Vehicular
ammo is the latest is semi-armor piercing |
ammo designed for both hard and soft
targets alike. Offering an alternative to
high-power calibers like the .50BMG and
14.5mm Sov, with the lower recoil of of a
.30 caliber type but still with excellent
penetration and wound trauma. Now in fu
production in both caseless and cased versionwrBicabove is a
cross-section of a Depleted-Uranium Core, 6.35mr¥ IcAseless
round. Pleaséenquire for OEM pricing and manufacturing licenses.

Lightning Industries Tracers

Tracer ammo uses a small phosorus &
magnesium coating around the base of a
semi-wadcutter lead bullet and costs 2x
normal price. The coating ignites as the
bullet is fired, producing a tracer effect
as the round flares its way to the target.
Because the round ignites as soon as it is
fired, it can be used in any caliber of
gun. The tracer effect means that firing
full auto at ranges greater than short is stit aper 10 rounds

fired, instead of -1. For semi-automatic weapohne firer can get a
+1 to hit on the second round firing at the samgeta and a +2 on
the third and subsequent rounds

Hunter 400 CorBon

S

400 CorBon is a new caliber designed w0,

specifically for use in guns normally
chambered for .45ACP. Combining a slimmer
bullet (which requires a new barrel), fit into a
necked-casing, with an identical powder
charge. The ammo, similar in appearance to
small rifle bullets, combines increased velocitg atopping power.
Barrel Kits are available for many popular branfiguns
chambering the .45ACP casing including Colt, Parda@ance,
Glock, SigSauer, S&W, and Ingrams. The barrel aachHanged
quickly (Easy Weaponsmith task, 15 minutes) an@CBbullets
are 100% compatible with .45ACP magazines. Therkitsl for
20% of Base Gun Cost.

Hunter .224 BOZ

The .224 BOZ was a late 1990s British developméat fwot-
loaded and necked down 10mm casing to accept angatd
.224 diameter bullet from 29 to 81 grains weiglertin use
including tracer and AP for use against vehicles ather
armored targets. Hunter has begun manufacturitigeof224
BOZ ammo for military and police issue in a wideigty of
versions as well as offering conversion kits fommaopular
weapons already chambered in the 10mm caliberdid
in kits reduce the reliability of the gun one clagsen firing
the .224 BOZ ammo. A complete overhaul and congargi
fire the .224 BOZ costs 40% of the basic gun codt a
eliminates the reliability penalty. Available inthacased and
caseless format exclusively thru Hunter Firearms.




New Calibers!

Rifle Calibers Damage (RTG Rules) Price per box (50 Penetration Value
5.7SS 2D6+3 $ 25 0.5
5.7mm 3D6 $25 0.5

.30 Carbine 2D6+4 $25 0.5
.30-30 5D6+1 $ 50 1
.375Win 5D6+3 $ 58 1
.45-70 6D6 $ 65 1
.50-70 6D6+1 $70 1

444Marlin 6D6+3 $75 1.5

.460Wby.Mag 7D6+3 $ 115 15
.7T00NE 8D6 $ 250 15

Pistol Calibers

Damage (RTG Rules) Cost per Round

dhetration Value

22WMR 1D6+2 $8 0.5
.224 BOZ 2D10 $25 1
6mm Seburo 2D6+3 $25 0.5
8.8mm Magnum 4D6+1 $35 1
.400CB 3D6 $22 0.5
475 Linebaugh 5D6-1 $55 0.5

Heavy Calibers

Damage (RTG Rules) Cost per Round

Retration Value

6.35 LAV

3D10 $50

2

30mmReduced

8D10 $ 250

4

Note : Penetration Values are based on damages tirBlackhammer Archive rules, but with only & fexceptions, are identical
using RTG classic rules.

Recoil Factors

Base Bod Mininum
D6 Weapons = (Max Damage/6)

D10 Weapons = (Max Damage/5)
Shotguns = (Max Shot Damage/4)

GLs = ((Diameter in mm/5)x1.5)
Modifiers
1-Hanged
1-Handed & brace
2-handed, no brace
2-handed & brace
EAP (Railguns)

Modification Factor

x2.0

x1.5
x1.0
x0.5

x1.8

ROF 1-3 (Semi-Autox1.0

ROF 3 (Burst mode) x1.5
x1.75

ROF 4-15
ROF 16-30
ROF 31-60
ROF 61-120
ROF 121+

x2.0
X2.5
x3.0
x3.5

HV Ammo/Grenadesx1.5

Additional Info :

Braces include Stock, Arm Brace, Shoulder Strapnéks, Sling,
Mono/Bi/Tripod, Gyro-Mount, etc.

A CyberArm acts as BOD 12 for pistol recoil purposaly.
A Powered Exo-Mount has Bod 18 for recoil purpasgs.

Hunter Ammunition by Kristin Roberg




VARIOUS TYPES OF AMMUNITION
Here are the main types of powder ammo used inyisei@unk 2020 world. These devices are based omeifge

known since more than a century : propel a heagjeptile (made of lead, or more rarely of Uraniwm lieavy
weapons, sometimes jacketed with a more rigid migal brass, copper or steel, and maybe a lulnigatoating

like teflon to reduce barrel friction) with the tb&panding gases producedby a fast-burning propeliae @ @ @ @ |E|
propellant itself is ignited by a percussion caghae rear of the cartridge.

1) Revolver cartridge It has a rimmed base, which allows the 4) Hunting shot cartridge. There are several projectiles,

bullet to be clamped in the cylinder, and it's igtth The case spreading out to create a cone of fire. The cagenerally made of
istraditionaly made of brass or plastic (more comrim2020) plastic,and a cap prevent the content from fallifigese cartridges
are used in hunting rifles, riot guns (automatiotshfles) and
2) Pistol cartridge, with a groove instead of a rimm, allowing shotguns with a pump action. Those weapons havéling in their
easier packing of the rounds in the magazine. Théenal isthe barrel.
same as in a revolver cartridge. These ammo a@ @wed in
carbinesor older rifle design 5) Caseless cartridge Here, the powder is the casing of the
projectile. A varnishing protects it from moistusnd moderate
3) Assault rifle or hunting rifle cartridge, longer than a hand schocks. There is few matter left after the powues exploded. The
weapon or a carbine round and generally bottle-egclor cross-section is generally square for a thighteckipg in the
largerpowder capacity and increased power. The riahtesed for magazine, but there are some exceptions. Casetes® aan be
the case isidentical to the previous one. The ptitgeis more used in handguns or rifle as well. The advantagehef caseless
aerodynamic than a handgun's one,because it istrtedre fire at ammo lies essentially in its small weigthand optidi volume. It is
high velocity and longer range. more sensitive than a cased ammo to moisture amckshand can't

be easily adapted for use in a revolver (the chasnbkthe cylinder
are bored from side to side and it's the caseltblatsthe round in
place and close the back).

HANDGUN AMMUNITION

Cartridges haven't evolved a lot since their intici@bnin the 18th century. They still propel a demsetallic projectile by burningsome powder,
ignited by a blasting cap exploding when strucke Gneat innovation of the late 20th century wasddeeless ammo, pioneered by the H&K G11
rifle. In these cartridges, the metallic (usualipds, sometimes copper or steel) case is suprasseithe bullet and primer are held together by the
propellant. This save a significant amount of weigimd reduce the production cost. Most weapor#0af use caseless ammo. But sincemost old
weapons cannot easily be converted to caseless arhare are still a lot of cased ammo around. Qograde is the PlastiCase ammo, replacing
metal by a strong, heat-resistant plastic, redutiegveightand cost of the ammo. It can be madevariety of designer colors, too. Many calibers
(like .357, .44, .45...) are available both in listnd revolver versions

OLD HANDGUN AMMUNITION

The most common of those calibers (9 mm, 10 mman) be found in PlastiCase variant. The bracketedes are common 2020 ame for these
"old" ammunitions.

Caliber Name Damages Cost for 10

5mm .22 short (5mm) 1D6 $2
.25 .25 short 1D6+1 $2
221 .22 LongRifle 1D6+1 $3
6mm .22 Magnum( 6mm) 1D6+1 $3
7mm .38 Automatic (7mm) 1D6+2 $3
9 mm M | 9mm Makarov 1D6+3 $3
7.65M 7.63mm Mauser / 7.62 Tokarev 2D6 $4
9Imm 9mm Parabellum, 9mm Luger (9 mm) 2D6+1 $4
41 .41 Automatic 2D6+1 $4
A5ACP .45 Automatic Colt Pistols 2D6+2 $4
.44B .44 Bulldog 2D6+2 $5
7.62M 7.62 Mauser 2D6+2 $5
10mm .357(10mm) 2D6+3 $6
.357M .357magnum 3D6+2 $8
375W .357WinMag 3D6+2 $10
44 . 44Magnum 4D6 $6

454 .454 Casull 4D6+3 $8



Old Handgun Ammo
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2020 Handguns Ammo
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As with older calibers, two standards exists : lmhaeter in millimeters (most common), and in iegffraction (.460 for 0,46 inches).

Caliber Name

5mmC 5mm Caseless

A77E .177 Explosive

8 mm 8mm

10mmC 10mm Caseless

9mmL 9mm Caseless Long

10 mm S 10mm Soviet

.338 .338 NOVA

.50S .50 court

11 mm 11mm

41B .41 Armor-Piercing

11 mmS 11mm Soviet

12 mm 12mm Caseless

13 mm HEP 13mm High Explosive (damages half-real, half stun)
13 mm PAI 13mm Armor-Piercing Incendiary

12 mm RE 12mm Armor-Piercing Explosive H&K
AT7 477 Armor-Piercing

14 mm 14mm Malorian

.666M .666 Magnum

OLD AMMUNITION

These ammunitions have been in existence sincaevigieth century. In 2020, you can often find thefiCaseless” versions,

however some were never adapted to the modernastésnd

Caliber

.30

4.7 mm
5.56
5.45S
7.62S
7.62N
30-06
460

.50

Damages

1D6

1D6+4

2D6

2D6+1
2D6+1D6/2+1
3D6-1

3D6

3D6

3D6

3D6+1 PA
3D6+1
4D6+1
4D6+2 PA
4D6+3 PA+1D6
4D6+1 PA
5D6 PA

6D6

7D6+3

PA : halve armor value, normal damages beyond armor.

RIFLE AMMUNITION

Ammunition intended for shoulder fired and long ameapons.

Name

.30 Caliber

4.7mm H& Caseless
5.56 Armalite

5.45 mm Soviet

7.62 mm Soviet

7.62 mm NATO

30-06 Springfield

460 Weatherby Magnum
.50 Browning / 12.7 mm

Dégats
2D6+3
4D6
4D6
4D6
5D6
5D6+2
5D6+3
9D6
6D10

Cost for 10

$1
$4
$2
$2
$3
$3
$3
$5
$6
$10
$5
$7
$10
$16
$200
$25
$20
$15

Prix des 10




Old rifle ammunition
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MODERN AMMUNITION

The following ammunitions are those commonly uige2l020. Contrary to the handguns, the majoritthefold standards fell in
disuse.

Caliber Name Damage Price per 10
4.5 mm LP 4.5 mm Liquid Propelled 4D6 $2
5.5D 5.5 Darra 4D6+2 $4
5.5DH 5.5 Darra Hollowpoint 4D6+2 AP $15
3.5FF 3.5 mm Kendachi Fragmenting Flechette 4D6 AP $25
5.458V 5.45 Stolvoboy 5D6 $5
5.56C 5.56mm Caseless 5D6 $5
6mm C 6mm Caseless 5D6 $5
7mm C 7mm Caseless 5D6 $5
6.5 mm 6.5mm Militech caseless 6D6-1 $5
6.5C 6.5 x 45mm Caseless 5D6+3 $5
7.5LP 7.5 mm Liquid Propelled 6D6/4D6/2D6+1 | $3
7.62C 7.62 mm Caseless 6D6+2 $7
.308WM .308 Winchester magnum 6D6+2 $8

AP: These ammunitions reduce the Armor value by Half but do normal damage to flesh.

2020 Rifle Ammunition
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SHOT CARTRIDGES

Shot cartridges are still in use in 2020. The ppilecis simple : the powder load propel a swarrprafectiles in a smoothbore barrel.
The multiples projectiles spreading into a growimgular pattern significantly increase the protigbof a hit, but at long range

only a few projectiles will hit the intended targéhe idea worked well on birds or small game,drotved rather ineffective against
Kevlar and other ballistic protection. Those rouads mostly used against soft targets, and areaaifa of cops and security, the
large bore making them very potent intimidationiso®ut the large smoothbore barrel allows shotgarfse a wide range of
specialty rounds, including some effective everiragdavell-protected targets. Those specialty roarelgenerally not available to
the public.

The gauge of a shotgun is the amount of spheridédth that can be cast with one pound of pure.l&aé smaller the number,
thelarger the bore of the weapon. 410 gauge ixegption to this system.In fact it is a .410" calilbound.

Caliber Name Range S.R. M.R. L.R. Cost for 10
CAL28 28 Gauge 3 métres 2D6+1 | 1D6+1 1D6/2+1 | $3
CAL410 410 Gauge 50 métres 2D6+1 |1D6+1 1D6/2+1 (%4

CAL50 50 Gauge 30 metres 2D6+2 | 1D6+2 1D6/2+2 | $3

CAL20 20 Gauge 25 metres 3D6 1D6+3 1D6 $3

CAL12 12 Gauge 50 metres 4D6 2D6 1D6+1 $4

CAL12 MAG 12 Magnum 70 métres 4D6+3 | 2D6+2 1D6+2 $6

CAL10 10 Gauge 50 metres 5D6 2D6+2 1D6+2 $6

CAL 4 4 Gauge 60 metres 8D6 4D6 2D6+2 $12

Shot cartridges

CAL28 CAL410 CAL2D CALI12 CALIZMAG CALID CALA

NOTES:

- As with other firearms, the range given is thagBange (L.R.). Medium Range (M.R.) is half L.Rd&hort Range (S.R.) isa
quarter.

RULE FOR SHOT DAMAGES:
For each target in the area of effect of the weapon

- Point Blank or Short Range: Short Range damagesin one location.
- Medium Range: Medium Range damages in 1D6/2 adjacent locations.
- Long Range: LongRange damages in 1D6/2 adjacent localisations.

SPECIALTY ROUNDS FOR SHOTGUNS

Note: Most effects are given for a "standard"12-gage round. Other gauges, less common, have greatébfjauge) or lesser
(20 gauge, 410 gauge).

enhancing it'sarmor-piercing abilities. Range: 5@Mamages

Slugs(price x 4)
This round fires a single bullet instead of a swaframall are 6D6 AP.
projectiles. The large projectile is devastatinyg] aas AP HE ($5 each)

effect(armor x1/2), but damages that goes throsgtt full
value. Damages are 4D6+2 for 12 gauge, 3D6+1 faya@e
and 5D6+3 for 10 gauge.

The explosion damages are 4D6 in a half-meter sadliu
several bullets hit the same area, the blast radisadded.

HEAT (price x5)

This small shaped-charge cartridge deal 4D6 dantages
single target. Armor is x1/2, but anything that gjtieroug is
at full value.

APFSDS (Armor Piercing, Fin Stabilized,
DiscardingSabot)price x 4)

The projectile here is a small (5,5mm) arrow, Viitisto
increase accuracy, encased in a plastic "sabothndgparate
whenleaving the barrel. The light projectile hdsgh speed,



Gas (price varies)

The area of effect is a 2 m diameter circle. Effert the
same as gas grenades, and varies with the loadydaea
biotoxin, sleep gas...

Flare (price x2)

They allow daylight visibility in a 15 meter raditfsfired
directly at a target, they do 2D6+2 damages upgract and
1D6/2each round for 10 rounds or until removed.

Smoke(price x2)
Fill a 3-meter diameter area with a dense, sigbtibhg
smoke. Different colors available for signaling pose.

Flashbang(price x 3)

Effect : a stunning blast combined with a dazzling
flash.Inflicts 4D10 stun damages, soft armor offevs
protection, rigid nesare x1/4. A target failing Biave is
stunned for 1D10 minutes. This affects all the étsdn a
cone 25 m long and 3 m wide, starting at the muattae
gun.

Termite ($30 each)
This round fire a narrow (half normal width at rajgpray of
molten metal at 3 000° C, burning through almost

. HEAVY WEAPONS AMMUNITIONS

anything.Damages are 8D6 AP. Those damages aredha@l
at third of the normal rate. Each shot has a 10&hch of
ruining the barrel.

Stundart (5$ each)

This cartridge fires a not-so-small high voltagpawitor. Two
metallic protrusions in the front allow the roumddischarge
its electrical load into the target, giving the mouthe same
effect as a Taser (-2 StunSave).

Slasher(75$ each) (Chrome 2)

This antipersonnel shell strings monowire between
twospecially-weighted slugs. As the slugs traveytspread
appart, pulling the monowire. Damages are 3D6, aimo
x1/3. The monowire is 1-meter long,and has a 50&mhch of
wrapping around the target.

Non-lethal shell(1$ each)

This round is made of a compact gel. The damade6)(dre
used fora Stun Save. At least half the damagesdgibes
through soft armor.One quarter of the commotion alges
are inflicted as real damages, from bruise. Evewthing
goes through armor, the target must succeed a flADG
REF roll to remain standing

With the exception of the .300 Winchester Magnuomidi{a high-power hunting caliber), the followindilbars are strictly
formilitary use. You won't find them in any law-ding weapon shop ! You can find more impressivends, but they fall in the

artillery shell category!

Caliber Name Damage Cost for 10
.300WM .300 Winchester Magnum 7D6+3 15eb
10 mm MG 10 mm Caseless Long (machinegun or sniper round) 8D6 10 eb
20 mm 20 mm depleted uranium 4D10 PA 18 eb
15mmK 15 mm Kurz 4D10+3 PA 20 eb
.50 .50 Browning / 12,7 mm 6D10 15 eb
14,5 mm 14,5 mm Glock 7D10 18 eb
20 mm EHI 20 mm Extra High Impact 8D10 PA 25eb
Heavy Weapons
Ammunitions

-+10ecm

TS5 cm

+3
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STANDARD ELECTROTHERMAL AMMO

The principle of these ammunitions is simple : dravvery stong electric current through watemitiediatly vaporizes into steam
and the energy guiven off blows the projectile with a higher power as the one caused by clags@matier ammo. Recent
discoveries in the field of batteries allowed thisakthought, even if the use in automatic modsuoh weapons remains very rare.
En electrothermal weapon has many advantages teis$ noisy, although the detonation can be gléadrd at 200 meters far, it
doesn't create a flame, which makes it more disetegight. Nethertheless, during the day, le steboad blowen off from the barrel
makes the firer more easy to locate.

Electrothermal weapons are generaly forbidden detsiprivate property.

Caliber Name Damage* Cost for 10.
5.2 mm 5,2 millimeters Electrothermal Tsunami 2D6+3 $5
.357P .357 Nova Plasmatic Magnum 4D6 $4
A1P .41 Nova Plasmatic Magnum 5D6 $2
A44P .44 Nova Plasmatic Magnum 6D6 $3
454P 454 Nova Plasmatic Magnum 6D6+3 $3
CAL12 E 12 Gaunge Electrothermal Tsunami 6D6/3D6/2D6 $5
7,62E 7,62 millimeters Electrothermal Towa 9D6+3 $8

* Often depends on the gun settings

Standard Electrothermal

Ammunitions
[1iiasaenst

TS5 cm

yara

i Cd T N

S52mm JSTP AIP A4P  AS4P CALIZE T462E

SPECIALTY ROUNDS

Those ammunitions are improvement of the clastéeal bullet, designed for specific purposes. Méshem are illegal, or at least controlled. This
legality problem explains that the most exotic typemains rare in the street, being sold only leybibiter-connected fixers, and at hideously
inflated prices. The price given here is for théitary or other legitimate users, who buy in bulidahrough legal circuits.

Safety rounds (price x 6) Fragmenting/expanding bullets (price x 2)
Used in airplane hijacking or other situations veher This cover a wide range of bullets. The idea isdwe a bullet that increase it's size
overpenetration would be a threat, they shattentessly in the target, making a larger wound cavity. Danségélesh are x1,5, but armor is

against a hard surface (10 SP or more). In othes,@P are  x2.
doubled, but damages that goes through are alsadatbun
2020 those uncommon rounds are used by policesancin

Orbit, where hull breach is a major concern HE (price x 5)

This round is designed for surface explosion. Romin bullets: 2D6to target, and
1D6 in 0,5m blast radius.

Armor-Piercing (price x 3) (cyberpunk 2020)

Damages to flesh is divided by two, but so is theca.

Exemple: a 9 mm AP round fired at a 10 SP armdrdail Fragmentation flechette (price x 5)

(2D6+1-5)/2damage points to the wearer of the armor This cartridge, available in caseless or PlastiCatiber, fires a subcaliber alloy
flechette at high speed. This gives the flechetiead penetration through armor.
Then a chemically time-delayed filling of stablegptsive breaks the arrow apart,

Dual-Purpose (price x 4) (Chrome2) creating a large wound cavity. But they're not \&fificient against hard armor.
They do damages x1,5 to an unarmored target, and ar ~ Soft armor SP is x1/2and damage to flesh is norfely rare and illegal, these
considered AP if the target is armored. rounds are usually found in orbital weapons.

Amror-Piercing Incendiary (BBI) (price x 4) (Chrome2) Tracer bullets (price x 2)



They work as normal AP (armor SP and damage \&h fle
halved), but if the bullet go through the targatisor, it
does an extra 1D6 damage during the first turnldpg2
damage the second turn. They also have a 50% clo&nce
igniting any flamable they hit.

Rubber bullets (1/3 normal price) (Chrome2)
Damage is Stun only beyond 3m. Below that ranggist/
real, 1/2is Stun.

High-Penetration Bullet (price x 3)
The bullet is considered AP on any armored taayd,
normal if the target is unarmored.

They're designed for autofire at night or on aigéss. You can see the light spot of
the bullet and adjust your burst on the target.i@imslyit also give away the
location of the shooter. Tracer bullets do 1D3a&x@mage (they're burning !), but
SP si also x1,5.

Plastic bullets (price x1/2)
For practice, and eventually riot control. The patile is made of hard plastic, with
a lower propellant load. Damages are x1/3.

Taser bullets (price x 4)

DégatsDamages: 1D6 (12 mm) + Taser effect. The &tua is at +2. There is a
10% chance the taser doesn't work. This bulletocdynbe used in large calibers
(12mm and above).

Chemically-propelled flechette (price x 4)

It's a subcaliber, discarding sabot flechette dexigo deliver any drug it is loaded
with. It is considered AP, and does 1D3 (6mm) t&d&mage. Drug is injected if
the bullet penetrates the armor.



SpeC|a| Shotgun Loads Roll location location

L.Arm Torso

Editorial Note : Torso R.Arm

| still use the concept of multiple hits from shotgun blasts at medium/long range that was Head Torso
introduced in Friday Night Firefight 2013. This means that my shotguns are a lot deadlier Torso Head
at short range (where one person takes the whole shot), but less deadly at longer ranges R.Leg L.Leg

L.Leg R.Leg
R.Arm Torso
Torso L.Arm
Torso Torso
Torso Torso

(where the damage is spread out across several areas). Where prices are not listed for
both 10 and 12 gauge, the price is for 12g, 10g costs 50% more. Brass-cased rounds
(required for auto-shotguns) are +50%. Magnum rounds are +1 dmg all types (+1d6
slugs), and +50% cost (only 12and 12 GA).

CQOWoO~NOUORAWNE

Whenever a munition says it hits 2 locations, roll on the following hit location table (from Friday Night Firefight 2013):

All-Brass Shot Consists of 24 or so | Sharp Shot Consists of 24 or so pieces of Flechette Cloud Consists of multiple

round pieces of brass shot. jagged metal and/or glass chunks. ceramic flechettes

Cost per 20 shells (sharp) 15e$ 20e$ 25e$ 30e$ 45e$

Cost per 20 shells (flechette) 25e$ 37,5e$ 42,5e$ 50e$ 75e$ Sharp brass flec

Cost per 20 shells (brass) 10e$ 15e$ 17e$ 20e$ 30e$ SP: 66% soft 100% | 50%

Range: no of hits burst 410ga | 20ga 16ga 129 10g Trauma | 100% 100% | 50%

Short 1 location - 3d6 4d6 5d6 6d6 7d6 REL: 0 0 0

Medium 2 locations im 2d6 2d6+2 3d6-2 3d6 3d6+2 | Range: 80% 100% | 100%

Long 2 locations 2m 1d6 1d6+1 1d6+3 2d6 2d6+1

Extreme d3+1 locat. 3m 1d3 1d4 1d6-1 1d6 1d6

Cost per 20 shells 30e$ 40e$ 50e$ 60e$ 90e$ SP: 200%

range no of hits burst 410ga 20ga 16ga 129 10g Trauma: 100%

Short 1 location - 5d6 6d6 7d6 8d6 9d6 REL: -1

Medium 2 locations - 2d6+2 3d6 3d6+2 4d6 4d6+2 Range: 50%

Long 2 locations im 1d6+1 1d6+3 2d6 2d6+2 2d6+3

Extreme d3+1 locat. 1.5m - 1d6-1 1d6 1d6+1 1d6+1

Cost per 1 shell 15e$ 20e$ 25e$ 30e$ 45e$ SP: 50%

Range no of hits burst 410ga 20ga 16ga 129 10g Trauma: 50%

Short 1 location - 6d6 7d6 8d6 9d6 10d6 REL: each round fired after fifth

Medium 2 locations - 3D6+2 4d6 4d6+2 | 5d6 5d6+2 | has 10% cumulative chance of

Long 2 locations im 1d6+2 2d6 2d6+2 |3d6 3d6+2 |warping barrel.

Extreme [d3+llocat. [1.5m [NA 1d6 1d6+2 [2d6 2d6+2 | Range: [ 100%

Sharps & Powder A combination of glass chunks and glass dust. Shot & Powder A combination of all-brass shot and glass
dust.

Cost per 20 shells of shot&powder

Cost per 20 shells of sharps&powder 25e$ 37e$ 45e$ 50e$ 75e$ sharps shot

Range no of hits Burst 410ga | 20ga 16ga 129 10g SP: 100% 150%

Short 1 location 4d6 5d6 6d6 7d6 8d6 Trauma: 100% 100%

Medium 2 locations im 2d6 2d6+2 | 3d6 3d6+2 | 4d6 REL: -1 -1

Long 2 locations 1.5m 1d6 1d6+1 | 2d6 2d6+1 |2d6+2 | Range: 60% 80%

Extreme d3+1 locations 2m NA NA 1d6 1d6 1d6+1

PiezoShot Fires a nylon bag full of conductive metallic dust and an electric trigger. When the bag impacts, ruptures creating a cloud of

dust which is then electrified by the trigger device (if it fires successfuly - 70% chance). All inside the cloud must make a stun save at -
2 or be zonked for d6+1 rounds.

Cost per 1 shell NA 10e$ 12e$ 15e$ 22,5e$ SP: 100%
no of hits burst 4109a 20ga 16ga 129 10g Trauma: 100%

impact 1 location none NA 2d6 2d6+1 2d6+2 2d6+3 REL 0

Stun cloud released NA im 2m 3m 4m Range 100%

Cost per 8 shells (of gas dose) NA 70% 80% 100% 150% SP: 100%
no of hits Burst 410ga 20ga 16ga 129 10g Trauma: 100%

impact 1 location None 1d6 1d6+2 1d6+3 1d6+3 1d6+3 Range: 100%

Gas cloud released NA 1m 1m 1,5m 2m REL 0




Rifled Deer Slugs (also standard handgun ammo equivalents avaible)

Cost per 20 shells 20e$ 27e$ 24e$ 40e$ 60e$ SP: 100%

Range no of hits burst 410ga 20ga 16ga 129 10g Trauma: 100%

100% 1 location none 3d6+2 4d6+4 5d6+5 6d6+6 7d6+7 REL 0

APFSDS 5.5mm Slug Penetration: 1 |
Cost per 1 shell 10e$ 15e$ SP: 50%

Range no of hits burst 410ga | 20ga [ 16ga 129 10g Trauma: 50%

150% 1 location none Not avaible 8d6 8d6 REL 0

Flare Slugs +d3 damage per round for 3 rounds

Cost per 20 shells 15e$ 20e$ 25e$ 30e$ 45e$ SP: 100%

Damage no of hits Burst 410ga 20ga 16ga 129 10g Trauma: 100%

impact 1 location None 2d6-1 2d6 2d6+1 2d6+2 2d6+3 Range: 100%
Area illuminated | 5m 10m 20m 30m 40m REL 0

Flash Shot REF roll dif 25 if in shot or be blinded 2d6+2 turns,

Cost per 20 shells SP:

Cone 410ga 20ga 16ga 129 Trauma: 100%
Cone Lenght x width 15x1m 20x2m 20x2m 25x3m 25x3m Range: 100%
Stun save modifier 0 -1 -2 -2 -2 REL 0

FlashBang Slugs A small time-delay charge of blasting explosive and flash-powder held in a nylon bag that explodes on impact,
bangers act as small flash-bang grenades. All within range must make a stun save, and an additional dif 20 REF roll to avoid 2 turns of
blindness.

Cost per 1 shell 10e$ 12e$ 14e$ 15e$ 22,5e$ SP:

blast Burst 410ga 20ga 16ga 129 10g Trauma: -
outdoor None 0,5m im 1,5m 2m 3m Range: 50%
indoor 2m 3m 4m 5m 6m REL 0

Busy Bee rounds contain 4micro-electrodes, for incapacipating ‘borgs.

Glue rounds are used for blinding.The gel makes no
damage.

Elctro-shielding makes ‘borg immune for this type of attack.

Cost per 20 ,Glue” shells NA 37,5e$ 42 5e$ 50e$ 75e$

Cost per 1 ,Busy Bee” shell NA NA NA 100e$ 150e$ SP: 100%
Range no of hits burst 410ga 20ga 16ga 129 10g Trauma: 100%
100% 1 location none none REL 0

Micromissiles — any 18mm or bigger shotgun can be used to launch micromissiles.(semiauto only).

Cost per 1 micromissile NA NA NA +15e$ +15e$ SP:
Range [ no of hits [ burst 410ga 20ga 16ga 12¢g 10g Trauma:
As missile Not avaible As missile REL

As missile




The BlackHammer CyberPunk Project

straight from the minds of the
Flipper Is D ead - The UK Cyberpunk Thinktank

Specialist Ammunition Types

BASIC rounds
Normal Ball rounds
These are the standard bullet that all guns fire, a core of
soft lead wrapped with a jacket of copper or gilding
metal or something similar. They are basically a chunk
of soft heavy metal with a stronger metal jacket around
them to hold them together as they pass through stuff.
(Light - 100 rds for 15 - 0.15 each)
(Medium - 50 rds for 15 - 0.3 each)
(Heavy - 50 rds for 18 - 0.34 each)
(Very heavy - 50 rds for 20 - 0.4 each)
(Rifle - 100rds for 40 - 0.4 each)

Nickel jacketed rounds

These are normal rounds with jackets made of Nickel
rather than copper. While this does little to the rounds
performance, it does have one important effect when
shooting at a steel target; It strikes sparks. Normal
rounds are designed NOT to spark, as this could be bad
if they spark when being loaded. But a purpose made
nickel jacket will strike up sparks capable of igniting fuel
and vapours, allowing the Hollywood stunt of shooting a
cars petrol tank and causing it to explode (with normal
rounds the chances are it'd just leak everywhere).

cost x1

Plastic Training rounds

These are a plastic round with a partial metal jacket,
designed for use on ranges. The round is unstable and
lightweight, making it safe to use when aiming at a close
target, as any misses will fall from the air instead of
carrying on and possibly injuring someone off the range
They are full damage at point blank and Close ranges,
but loose 1d6 every range band after Sp of armour is
doubled

Costx 0.5

Heavy Jacket

Thick metal jackets on the bullet stop it breaking up in
the target, reducing the lethality, but making it more
likely to incapacitate. Used by some armies as a more
'Humane' weapon than a normal ball round, which can
break up as it passes through the victim, tearing a
bigger wound. The heavy jacket also makes the rounds
more effective against light armour. Sp is reduced by D6
Stun saves -1, death saves +1 (less likely to kill
immediately, but causes more shock.)

Cost x1.5

Match Grade Ammunition

This is ammo hand made for competition shooting or
sniping. Each round is made to get the best shot, with
stability and accuracy. Weapon WA is +1 on single shot
only .This bonus is lost on autofire

cost x4

Subsonic

These Bullets are very low acoustic signature, as they
travel below the speed of sound This is usually due to
an increased bullet weight, giving a slow, heavy round
that causes the same damage as a normal round
without supersonic ‘crack’. The bullet breaking the
sound barrier is the second loudest part of a gunshot,
after the blast at the muzzle itself, so subsonic bullets
fired from a silenced weapon are virtually unnoticeable
as gunshots. Damage as normal Armour is x1.5 as the
bullet is slow

Cost x2

Blanks
Crimped blanks
These are a normal casing with NO projectile attached,
simply loaded with powder and then crimped shut.
When fired they simply go BANG. They can be used to
fire rifle grenades, and at point blank the blast could
cause an injury (and Point blank range ONLY) (damage
is calculated by finding the weapons MINIMUM damage
, and rolling the closest dice) EG 9mm is 2D6+1,
minimum is 3, so a 9mm blank does D3 damage at point
blank. A round doing 4D6+2 would do D6, and so on.
Always take the lower dice, so a minimum of 5 would be
D4 not D6. This damage is half STUN only
cost x.5

Wadded Blanks

These have a plug of Wood, wax, plastic or paper over
the end of the round, so that when its fired the gases
travel up the barrel behind this 'plug’, producing enough
pressure to operate a gas action. These weapons do
very little damage , unless the wadding hits someone
(WA -2) Damage is as a normal round , ignoring any
plusses and subtracting 4 from EACH DIE ( so 9mm is
(D6-4) +(D6-4) rather than 2D6+1) At point blank the
blast itself could cause an injury. This extra damage is
calculated by finding the weapons MINIMUM damage ,
and rolling the closest dice. So 9mm at PB is (D6-4) +
(D6-4) +D3 (9mm minimum is 2D6+1=3, so D3)

Costx 0.5



Expanding Rounds
Hollow points
These bullets have hollows in the tip that cause the
round to expand in the wound channel, making it larger
and possibly breaking up the bullet. This expansion
makes armour more effective, as the bullet expands as
it strikes, spreading across the armours surface. Even
light armour can stop a hollowpoint due to this effect.
Care must also be taken when shooting through
furniture or heavy winter clothes, as cloth fibres can clog
the hollow, reducing the expansion. SP x 2 Dam x 1.5
after armour
Costx 1.5

Semi-Jacketed Hollow points

These bullets have hollows in the tip that cause the
round to expand and a partial jacket to hold the round
together enough to let it penetrate a little more than a
standard Hollowpoint SP x 1.75 Dam x 1.5 after armour
Costx 1.5

Jacketed Hollow points

Jacketed Hollowpoints have metal jackets that reduce
there expansion, but hold them together better in
penetration. This makes them better against armour
than a regular hollowpoint round, although it does
reduce there expansion in the body. SP x 1.5 Dam x
1.25 after armour

Costx 1.5

‘Copper tip' or 'Silver tip'

These are bullets with soft metal tips to give controlled
expansion when they hit the target, the soft tip bending
and starting the round expanding and breaking up as it
enters the body. This does make then less effective
against armour, but having a full bullet shape rather
than the hollow in the tip makes them easier for
automatics to load ( some automatics will jam trying to
load hollowpoints, as the flat tip doesn't push forwards
into the chamber fully) SP x 1.5 Dam x 1.25 after
armour

Costx 1.5

Dum Dums

One of the First 'specialist' rounds, The dum dum design
is credited to Captain 'Bertie' Clay of the Royal Artillery
at the Dum Dum Armoury, Calcutta , India in the 1890's.
The problem was that the .303 rifle rounds used by the
British Army were not stopping 'Fanatical' rebels. The
first Dum Dum shells were a .303 round with the heavy
jacket cut away at the tip to reveal the soft lead core of
the bullet. When it hit, the round expanded rapidly,
mushrooming and possibly breaking up in the body,
creating huge wound channels and exit wounds the size
of dinner plates. Any bullet can be 'Dum Dummed' by
making a series of cuts into the jacket, cutting right
through to the lead core of the round. This weakens the
round, making it expand faster in the body, but also
making it expand on armour, reducing its penetration
quite heavily

Dum Dum bullets can be made quite easily with a Easy
weaponsmith (10) roll, a file and some time. If this roll is

fumbled then the cuts are to numerous or too deep, and
when the bullet is fired the core of the bullet will be
blown clear of the barrel, leaving the jacket wedged in
the chamber. For the eternally hopeful, the lead core is
WA -2 and does half damage for the normal round, vs
double armour. (Even if the gun is hopelessly jammed,
there is always a chance the core will hit your target.)
The left over jacket jams in the gun barrel and it difficulty
15 to clear, which could be really bad news in a firefight.
SPx2 Dam x 1.75 after armour

Cost as normal ammo if home made

Cost x1.5 if shop bought

Wad cutters

These are designed to expand to give neat holes in
paper targets. Against other targets they can be lethal.
They are soft lead rounds with a flat top and square
'shoulders’ SPx2 Dam x 1. 5 after armour

Cost x1.5

Mercury Cored rounds

These have a well of mercury in the bullets core that is
ruptured when the bullet hits, expanding the bullet
rapidly. The wounds they cause are also lethal as the
mercury has been spread throughout the wound,
poisoning the victim (Body roll, Target 20. Each point
failed by is an hour of poisoning, doing D10 damage)
SPx2 Dam x 1.75 after armour

Cost x2

Memory Expanders

these are 'Soft Kill' weapons, as the bullet is made of a
memory metal or ceramic that undergoes a controlled
expansion under high impact stresses. Against armour
they act like normal bullets, but as they pass through the
body they expand, causing an enlarged wound channel
Armour as normal damage after armour is x 1.5

cost x6

Plastic Expanders

These bullets are made of a high density memory
plastic, lighter than normal bullets, and they alter shape
in flight deploying into razor edged plastic stars. These
tear into flesh, still expanding, and stop quickly. Moving
with a fully expanded bullet in a wound is damaging, as
the edges cut deeper (D6 damage per round of action)
Armour is Doubled damage that penetrates is Doubled
long and extreme Range are halved (bullet looses its
energy quickly)

cost x6

Gold Dot Expanders

These are purpose made to expand in a controlled way
in the target, mushrooming out till the gold dot of gilding
metal at the bottom of the hollow tip is visible. Against
armour they act as normal hollow points Sp x2 Damage
x1.5 after armour If they strike an unarmoured target,
the controlled expansion comes into effect. Half the dice
(round down) of damage are replaced with +4 per die (ie
2d6 becomes d6+4, 4D6+1 becomes 2D6+9) then
damage is x1.5

Costx 2



Quick Defence ™

These are Hollow point rounds with a ball lodged into
the mouth of the hollow, giving the round the same
domed shape as a normal round, making it less likely to
jam in an automatic weapon. when they hit the ball is
driven back into the hollow, forcing the expansion of the
bullet. This expansion makes armour more effective, as
the bullet expands as it strikes. SP x 2 Dam x 1.5 after
armour

Costx 2

Base Expanders

These have small hollows in the base of the round that
expand as the bullet is in the barrel, pressing into the
barrel rifling. This allows the bullet to absorb energy
from the propellant more efficiently, but does increase
chamber pressures and risk damaging the gun. Can
Reroll one of the damage dice (This reroll is not
compulsory and the user chooses which die to reroll)
costx 1.5

Plastic Base Expanders

This uses a plastic cap on the base of the round to
expand in the barrel, absorbing more energy so that the
bullet is travelling faster as it leaves the barrel, where
the plastic cap falls free. This allows the Base
expansion system to be used with streamlined and boat
tailed slugs Can Reroll one of the damage dice (This
reroll is not compulsory and the user chooses which die
to reroll)

cost x2

Exploders

Bullets containing explosives to increase the striking
energy on the target. Tip Exploders detonate on contact,
Base exploders on the bullets base impact slightly
inside the target

Weapon caliber Damage bonus
Light +2
Medium +D6
Heavy +2D6
very heavy +2D6

Base Exploders

These are bullets filled with an explosive compound that
is stable to impact, with a detonating charge in the base
(usually of a more unstable explosive) When the bullet
hits the shockwave travels the length of the bullet to the
detonator, allowing the bullet a fraction of a second to
penetrate the target. This usually means the bullet either
explodes INSIDE the target or lodged into there armour
This does not effect weapons damage or penetration
until after armour has been taken into account. If the
Bullet penetrates, add on the damage bonus to the
damage left. Wounds caused are at -1 to stun save on
first roll, due to shock. If the wound is to Chest or Head,
them also -1 to first Death Save. If the bullet was
stopped by armour, add the damage bonus to the
bullets total damage when calculating Blunt Trauma and
armour damage

Cost x3

Tip Exploders.

Tip exploders have the detonating compound stored
right in the bullets tip, so that it's the first part of the
bullet to come into contact with the target. This means
the bullet explodes straight away. These add the
damage bonus from the explosion to the weapons
damage as soon as it strikes. This helps in armour
penetration, but does not give the shock modifiers to
saves that a base exploder uses.

Cost x3

Shaped Charge Exploders

These are armour piercing charges made to cut open
heavy armour. The explosive charge bonus is added to
the damage and half the SP of the armour is subtracted
from the damage. Any damage that penetrates is
halved. If the target is unarmoured, do not halve the
damage, as the blast blows the wound open as a deep
wound channel

Cost x5

AP-HE Armour Piercing - High Explosive

These combine armour piercing and high explosive
effects by having the explosive charge fitted into the
hollow base of the solid penetrator. This means that the
charge is carried deep into the target by the penetrator
before it can explode. Vs an Unarmoured target the
bullet does half rolled damage plus the explosive bonus.
Vs an armoured target the targets SP is halved. Any
damage left after armour is halved, then the explosive
bonus is added. In either case if the wound is to the
head of chest, the target makes there first stun and
death saves at -1.

cost x6

HE-AP High Explosive - Armour Piercing

These combine high explosive and armour piercing
effects by having the armour penetrator surrounded by
the explosive material. When the bullet hits the
explosive charge detonates, blowing the targets armour
open and propelling the penetrator in. Vs Unarmoured
Damage is the HE bonus plus half rolled damage. Vs
armour The Targets armour is halved, then the HE
bonus is subtracted from SP ( as the charge blows it
open) If their is any remaining SP, it is subtracted from
the rolled damage. Any left over damage is halved. If
the SP has been defeated, any left over HE bonus is
added to the rolled damage, which is then halved.
cost x6

Fragible AP-HE

These are AP penetrators with a HE core and base
charge. The round explodes in the body, breaking up
the penetrator and scattering its fragments throughout
the wound. This makes the round stop in the body,
transferring all of its energy rather than shooting through
and leaving a narrow wound like most AP rounds. Vs
Unarmoured targets Damage is the HE bonus plus the
rolled damage. Vs armour The Targets armour is
halved, then the HE bonus is subtracted from SP ( as
the charge blows it open) If there is any remaining SP, it
is subtracted from the rolled damage. If the SP has



been defeated, any left over HE bonus is added to the
rolled damage. The main advantage over normal AP-HE
is that the damage is not halved

Cost x7

Tandem charge High Explosive rounds.

These are both tip and base exploders, holding two
small explosive charges. The first charge blows open
the wound and the momentum of the bullet carries the
second charge into the wound before it explodes. Each
charge does HALF the normal explosion damage (Light
+1, Medium +D3, Heavy +D6, Very heavy +D6) this is
added to the damage when it hits armour and again
after it penetrates . (damage+HE)-SP +HE

Cost x5

Tandem Shaped Charge

These are armour piercing tandem high explosive
rounds. They have the same HE bonus as normal
Tandem charge rounds, but they halve SP of armour.
As the second charge goes off inside the target, the
round does damage +HE minus half SP, and any
damage that gets through is halved, then the second HE
charge is added. ((damage+HE) -(1/2 SP)) /2 +HE

cost x8

High Explosive Hollowpoints

Nicknamed 'cookie cutters' These are hollowpoint
rounds with an explosive core in the base that detonates
as the round expands. SP is doubled. If the round
penetrates, add on the HE extra damage then multiply
by 1.5 due to the rapid expansion. If the round doesn't
penetrate, add the explosive damage to the damage to
calculate blunt trauma.

cost x4

'Rockshot'

Conductive plastic slugs with a piezo-electric tip and
explosive granules of C12 or higher high explosive
embedded. When the bullet hits the piezo electric tip is
crushed, releasing an electric signal that detonates the
embedded explosives. As the tip is crushed the soft
body of the round expands, flattening across the target,
creating a shockwave effect when it detonates.

Due to the design these carry much more explosive
than simple exploders, and are available for heavy and
v.hvy calibres only.

The Round does damage as an explosive bullet (+2D6)
but it also has an effect radius of 1/2 a metre doing blast
damage equal to half the bullet damage. Against ANY
armour (SP 10 or greater) the bullet hits and explodes,
doing 1/3 damage rolled to hit location by trauma, OR
normal damage -SP, whichever is higher (normal blunt
trauma damage is 1/5 but the HESH effect of rockshot
causes a greater impact wound) The larger charge also
modifies save by -2 not -1 if it penetrates and explodes
Direct hits on limbs that cause 8+ damage wreck the
limb (Mortal 0 wound) (Hits of over 16+ damage blow
the limb CLEAN OFF)

Cost x6

Armour Piercing Rounds
Full Metal Jacket
These rounds have a stronger metal jacket all around
the bullet, holding it together better in penetration than a
normal ball round. While this makes it slightly armour
piercing, it will still expand in the wound, causing
damage similar to a regular ball round.
SP of armour is reduced by D6. Damage is as Normal.
Costx 1.5

Teflon Coated rounds / KTW / 'Cop Killers'

These rounds are solid metal with a Teflon coating that
prevents them from stripping the rifling off the inside of
your gun barrel. The bullet does not expand in the
target, so the wounds are not as large as a normal lead
round, but a solid metal spike moving at bullet speeds
will cut through body armour like a knife through butter.
Once in the body the bullet only flips end over end
rather than expanding, so the wounds it causes are
deep but not wide, and cause less shock (you'll still
bleed to death, you'll just not pass out as fast before
hand).

With all of these rounds the gun should be cleaned
regularly to remove Teflon traces from the barrel A
popular misconception is that the Teflon coating helps in
penetration due to reduced friction, but the smooth
Teflon layers have been broken up by the barrel rifling,
and actually reduce the penetration slightly. The Teflon
simply serves to protect the barrel from the bullet.

KTW rounds use a solid cartridge brass core under their
distinctive green Teflon coating. Other bullets use Steel
cores, but all have similar effects.

Armours SP is halved. Any damage that penetrates is
halved.

Cost x3

Arcane ™ Armour Piercing

The Arcane round is a French made Armour piercing
round, using a high power loading with low gas pressure
to propel a solid copper cone nosed slug. Designed to
be used in modern automatic pistols and revolvers, the
round operates within normal safety limits.

Damage +1. Armours SP is halved. Any damage that
penetrates is halved.

Cost x4

Hard Core Armour Piercing

These Bullets have Steel cores under a copper or
gilding metal jacket, allowing them to be fired without
damaging the guns rifled barrel. Like all hard core
bullets they do not expand in the target, so the resulting
wound is only caused by the bullet passing straight
through the victim rather than expansion. Most military
Rifle calibre's have steel cored rounds.

Armour is halved. Damage is halved after armour
Costx 3



Raufoss PPi Armour Piercing

These are solid steel rounds with a non discarding sabot
of Brass cast around them. They are designed to
penetrate armour at high speeds as they are heavy and
sharply pointed, and mated to a high power round. The
delivered energy is enough to cripple a human target
without expansion, unless the target is armoured
enough to slow the bullet (SP 20). They can only be
used from high velocity weapons (heavy Calibre rifles or
machine guns) and can never be subsonic.

Armour is halved. Damage is halved only if the SP of
armour is over 20. Heavy calibre or greater (designed
for .50 BMG), cannot be subsonic.

Costx 4

Titanium Rounds

The bullet is solid titanium with a teflon jacket. Titanium
is almost half the weight of steel, yet has the same
strength , so a bullet made of titanium travels a lot faster
than a KTW and slows down quicker in the target. This
means that the bullet gathers more energy than a steel
one, and gives it up to its target quicker Unfortunately it
means it also slows a lot faster in normal travel, making
it armour piercing only at point blank to medium ranges.
Armour is at half Sp if range is medium or less. Any
damage that penetrates is as normal. Pen +1

Cost x10

AP-HC / Tungsten Carbide

Tungsten carbide is a very heavy and very hard metal,
used to make the edges of machine tools used to work
steel and other metals. Hard core Bullets using tungsten
carbide as a penetrator wrap a jacket of softer metals
around it to stop it stripping the rifling from the gun
barrel and leave the sharpened tip exposed where it can
punch through armour. Like all hard AP bullets it does
not expand, so the wound is only from the bullet passing
through.

Armour SP is one third. Any damage that penetrates is
halved.

Cost x 15

Depleted Uranium

The Uranium is no longer radioactive (allegedly) but is a
hard, very heavy metal, making it perfect as a heavy
core penetrator for armour piercing bullets. What's more
is that Depleted Uranium is Dynamically self
sharpening, so when it hits its tip breaks off into a new
sharp point, a perfect armour penetrator. DU rounds can
only be used in Very Heavy handguns and Heavy
Military calibre rifles (unless custom made for you and
your choice of gun). Recent tests seem to show that the
dust from combustion of Depleted Uranium may
become radioactive again, so wear a dust mask when
using these rounds. Radioactive dust may contaminate
the firer, the point of impact and along the line of flight,
so be careful. The Depleted Uranium is pyrotic and may
ignite upon impact / penetration of Steel plate at high
velocity. (fired from an express rifle or cannon only,
hitting heavy armour sp40+, does an extra D3 burn
damage a turn for D6+1 turns). Unfortunately, getting
DU rounds is very hard, although rumours of Army

snipers with DU rounds for 'special use' pop up from
time to time.

Damage +D6 (pistols), +2D6 (rifles). Armour is at one
quarter. Damage after armour is halved.

DU cost x 150 and up (more if custom made)
Dominator Overpenetrators ™

These rounds are designed to penetrate cover with little
tumbling, allowing stable 'shoot through'. They Halve
armour like normal Armour piercing rounds. Any
damage that gets through to the target is halved.
Against cover, if they penetrate half its SP they pass
straight through and keep on going straight, loosing D6
from there damage. If they hit someone wearing armour
and penetrate, they will pass through the victim. Reduce
damage by D6 and roll to penetrate half the victims
armour on that location , as the bullet passes out the
other side of the body and hits the inside of the armour.
If it penetrates it passes out, loosing D6 damage and
carries on.

Cost x5

Flechette Rounds
Flechette Package
This round contains a pack of several flechette darts,
which makes the gun into a small shotgun. At point
blank range the flechettes hit as a group, all on the
same location doing half the normal rounds damage
with Pen A. At longer ranges, treat as an automatic fire
burst of rounds. Each hit does 1 point of damage. Pen
0.
Light: 3 flechettes, D3
Medium: 5 flechettes, D4
Heavy: 7 flechettes, D6
Very Heavy: 8 flechettes, D6
These are usually used to deliver poisons or burst seals.
On Automatic fire these rounds can cause mathematical
nightmares. Firing 10 rounds from a heavy SMG puts 70
flechettes toward your target. Calculate the normal
bonus for autofire using the total flechettes (+1 to hit per
10 rds) For every point over the target number roll the
die noted above to see how many flechtettes hit
costx 1.5

Single Flechette Rounds./ APDS

These contain a single sabotted flechette, which is fired
like a normal bullet. When the round leaves the gun the
sabot falls away allowing the flechette to fly free at very
high speeds. The Flechette is Armour Piercing (half Sp)
and bends when it enters the target, 'fishhooking' and
twisting. The wounds caused are punctures and tears
rather than the 'wound channel' of removed flesh that
normal bullets leave behind. They usually pass through
the victim, exiting at an angle. At point blank range, the
sabots have enough energy to cause D6 damage.
Armour is halved. Damage after armour is at 2/3 normal
Cost x3



Fragmentation Flechettes

These are pre-stressed to break up as they ‘fishhook’,
breaking into several smaller pieces that slow down
faster, transferring more energy to the victim and
stopping the flechette in the body (in pieces).

Armour is at 1/2 SP. Damage after armour is as normal.
Costx 4

Armour Peircing flechettes

These are heavy flechettes of high density alloys that do
not bend or deform in the target. They will pass straight
through the target without any deviation or fishhooking
Armour is One quarter. Damage after armour is halved
Costx 5

High Explosive Flechettes

These have a thread of high explosive inside the body
of the flechette that detonates when it hits, breaking it
up inside the target. This causes similar effects to the
fragmentation flechettes, as the remains of the flechette
stay in the body.

Armour is halved. Damage after armour is +2 (small
explosive bullet)

Costx 4

Poisoned Flechettes

These are light flechettes designed to break up and
deliver a toxin into the body of the victim. Dosed with
poisoned to make even minor wounds lethal, these are
cheap 'quick kill' weapons. Toxin types: use any of the
toxins from FNFF / CP2020 rulebook

Armour is at half SP. Damage that penetrates is halved
Cost x 3 + toxin

AP-HE flechettes

These combine a Heavy penetrating dart with a
explosive thread that ruptures the body of the flechette
in the target, breaking it up and stopping it in the targets
body.

Armour is at one quarter. Damage after armour is as
normal +2 from the HE round

Costx 7

Dual Purpose Rounds
These are rounds specially designed to have both
Armour piercing and enhanced wounding effects.

Dual Purpose

These have a light Tungsten Carbide rod in a soft lead
jacket. When the jacket hits it expands like a
hollowpoint, but if it hits armour the jacket is stopped
and the penetrator rod slides free, acting like an armour
piercing round.

Vs Armour: Sp is halved, damage is halved after armour
Vs an unarmoured target: Damage is x 1.5

Costx 4

Hydroshock

These have a wad cutter shaped lead jacket around a
steel pin. The jacket expands as a wad cuttter, and the
pin allows some Armour piercing ability. To use Hydro
shock rounds a gun needs custom Porting (150 euro) or

its reliability drops one class.

Vs armour: SP is halved, damage is halved after armour
Vs unarmoured target: Damage is x 1.75

Cost x5

Black Talons

These are steel cored rounds with tapered hollow tips.
The round is coloured black with a reduced friction
coating.

Vs Armour: Either counts as armour piercing ( SP
halved , damage after armour halved) Or as a normal
round with some hollow point character ( full Sp,
damage after armour x 1.25) whichever does the most
damage

Without armour: the bullet expands as a hollow point
round (damage x1.5)

Cost x5

Multiform SoftKill ™ Memory Projectiles

Memory Expander Flechettes. These are State Of The
Art ballistic examples of the wonders of memory metals
When fired they are high density armour piercing
flechettes, but fractions of a second after a high power
impact they flatten out to heavy discs the size of
saucers. Needless to say, this expansion occurs as the
bullet is passing through the body, causing massive
injury.

Armour is one quarter, Damage after armour is x 1.5
Cost x 10

Armour Peircing Incenduary API

These have an incendiary filler and a penetrator core,
and are designed to be used against armoured vehicles
(the AP takes the incendiary inside the armour to ignite
fuel or ammunition).

Armour is halved. Damage after armour is halved.
Incendiaries do D3 burn damage for the next D6 turns
cost x4

Glass And Steel

The round has a central Steel pin with a spun glass
coating. If it hits armour the glass is stripped off, leaving
a steel penetrator rod. In a Soft target the spun glass
shreds, starting the round tumbling.

Vs Armour: Sp is halved, Damage after armour is
halved

Vs Unarmoured: Damage is multiplied by D4 / 2

Cost x3

Advanced Energy Transfer (AET)
Glaser Safety Slug
These look like Blue pencil erasers, big fat plastic
coated bullets. The glaser slug is a copper cup filled
with liquid teflon and lead shot, sealed with a plastic
cap. As the projectile is light it travels very fast,
accelerating quickly, and decelerating very quickly when
it hits something and when it hits the cup ruptures and
the contents spill out and expand in a spherical shape.
This allows almost perfect energy transfer and massive
shock and wounds. Unfortunately, this also means the
bullet is so light it can't penetrate any armour, and even
heavy clothes or a wallet can stop it. (even an



unarmoured target gets a DIFFICULT (20) luck roll to
take trauma only) This also means it can't ricochet or
shoot through any target, making it a 'Safe' round to use
in hostage situations or inside buildings.

Cannot Penetrate any SP greater than 5. Damage x1 vs
targets with SP 4 or less. Damage x2 against
unarmoured targets. Against unarmoured targets all
Wounds are -2 to saves (stun and death)

Cost x 20

Black Top Glaser Safety slug

This is the almost Mythical 'Armour Piercing Glaser'
round that the Military are rumoured to have. It can
defeat light Kevlar, interior doors, clothes and other light
armour. It also acts just like the normal '‘Blue Top'
Glasers in all other ways, making it very lethal.

Cannot Penetrate SP 15 or higher, halves lighter
armour, Damage x2, All wounds are -2 to saves

Cost Unknown (x30+? gm call)

SPLAT

S ynthetic PL astic A mmunition for T raining. This was
first used as a low lead bullet for target range use, but
its lead dust and polymer mix composition makes it
break up in targets. this makes it ideal for stopping
people.

Damage +D6+1 vs soft armour and unarmoured targets.
Damage -D6 vs hard armour. Cannot penetrate SP20 or
higher, whatever rolled

Cost as normal.

Thunderzaps ™

These are plastic composite hollow point rounds, similar
to the S PI A T rounds. Even worse against armour than
normal hollow points, they are lethal against
unarmoured targets.

Armour SP is doubled. Damage +D6 vs unarmoured
targets. Damage after armour is x 1.5

Cost x3

THV

"Tres Haute Vites'. This bullet uses a revolutionary
'reverse Ogive' design, as the bullet actually curves
inward. It looks like a fat drawing pin that curves out
wider down the bullet, but the shape reflects the shock
waves of the impact away from the bullet at 90 degrees
to the impact. This literally tears the target apart with the
shockwave, which is equivalent to a bullet two and a
half times the THV's diameter moving at the same
speed. The Round is Armour Piercing, as the impact
pushes the armour apart, and the damage is high. The
bullet slows rapidly after impact so it will not shoot
through a human target. If used to shoot through cover,
it looses all special effects and acts as a normal round.
Armour is at half SP, Damage is x 2 after armour

Cost x8

GECO Plastic

The GECO round is hollow through out its length, with a
plastic centre pin that falls free after firing. This causes
the bullet to tumble in the wound, spinning off at random
angles. This causes a lot of tearing and it is possible for

the bullet to travel the length of the target before exiting
the body. Of course it is possible for the bullet to go into
the body and then swerve off to one side and exit
leaving only a minor wound as it doesn't expand.

Roll D4 divided by Two. (range 1/2, 1, 1.5, 2), If x1/2 x1
or x1.5 Multiply damage by this number. if a four is
rolled, the bullet passed into the next location on the
body, (equal chance of each) doing normal damage
again.( ie double damage).

Costx 2

Equialloy

These are long aluminium bullets coated in plastic,
designed to be used in revolvers. They are very high
speed rounds but light so they slow quickly in a target.
They cannot pierce SP20 or higher, or thick cover like
walls (they were designed to be used inside Air-planes
in hostage situations).

When rolling damage, reroll 1's and 2's .Each die can
only be rerolled once, so the second roll must be taken.
If target is wearing armour, only 1's can be rerolled
Cost x2

Technically Non-Lethal
Jelly rounds / Gel Rounds
These are plastic sacs of inert Gel that flatten on impact,
delivering a nasty stinging wound but little tissue
damage. Intended for crowd control, they hurt but do no
lasting damage apart from some nasty bruising.
‘Accidental’ overuse has shown that at close range, on
full auto they can injure or even kill a target from trauma
alone.
Damage is halved, Each bullet does only 1 point of real
damage, the rest is stun only. Jelly rounds are not much
use against armour. Soft armour lets the trauma through
(as stun only damage) and hard armour ignores
damage totally. Pen 0
Cost x1

Ceramic Safety Rounds

These rounds are low powered, brittle and weak,
designed to break up on impact with anything hard.
They do 1/4 damage to Hard targets (Sp x3) and full
damage to soft targets (like flesh). They are designed to
be used in a situation where collateral damage is more
dangerous than the enemy, ie inside Orbital Habitats, in
Underwater domes, in Industrial plants or Oil Refineries.
SP x3, Damage as normal

Cost x1.5

Tazer Darts

Low velocity capacitor packages, these are fired like
normal bullets, but with half normal range, and they are
so low power they cannot work the action of a gas-auto
weapon, (they have to be manually chambered and
fired, making any gas auto weapon single shot ROF1).
The Bullet itself is a highly charged capacitor, and the
leading edge of the bullet is covered in conductive
cushioning gel. When it hits, the capacitor is discharged,
giving the target an incapacitating high voltage shock
(like a normal taser). They can shock through SP 5 or
less of armour (ignoring skinweave or subdermal



armour) doing a BOD 15 shock. (roll Bod+D10 needing
a 15+ or pass out for the amount you miss the roll by in
minutes). Range is Long maximum. They are too low
powered to be fired to extreme range.

The Bullet itself does half damage, of which 1 point is
real and the rest is stun only (soft armour stops as
trauma, hard armour ignores damage)

Cost x3

Electrostun rounds

The tazer darts 'Big Brother', the electrostun round uses
a higher power capacitor core and a higher power
round, making it as long ranged and deadly as a normal
bullet. The bullet itself is lighter than a normal lead
round, so it does less tissue damage and is not as
useful in penetrating armour.

Armour SP x 1.5, Damage that penetrates is halved,
The Shock itself will pass through Sp 8 or less, doing a
BOD 20 shock . . (roll Bod+D10 needing a 20+ or pass
out for the amount you miss the roll by in minutes )
Costx 5

Tracers and Incendiaries
Tracers
These have a small incendiary in the base of the bullet
that ignites when fired leaving a glowing trail from gun
muzzle to point of impact. They allow for accurate auto
fire. When firing on fully automatic with tracer ammao, roll
the skill roll twice and take the best roll. On the second
roll, count the burst as HALF the size it is, as some of
the bullets have already left the gun. The drawback with
tracers is that they show the enemy where you are.
Damage as a normal round
Costx 1.5

Delayed ignition tracers

These have a delay time between firing and the tracer
compound igniting, allowing you to remain hidden from
attackers. The delay gives you several meters of dead
space, so although anyone can tell your general area,
your exact position is not immediately obvious. When
firing on fully automatic with tracer ammo, roll the skill
roll Twice and take the best roll. On the second roll,
count the burst as HALF the size it is, as some of the
bullets have already left the gun.

Damage is as normal. At close range or nearer, the
tracer has not ignited and so there is no bonus effect
costx 2

Dim Tracers

These have reduced signature tracer elements, leaving
only a faint trail in the air to normal sight. On night vision
goggles, either IR or Low-lite, they appear as normal
tracers. No bonus on normal sight, As normal tracers for
Night vision , IR or low-lite

Cost x2

Delayed Ignition Dim Tracers

All the effects of a delayed ignition tracer but only if
used with night vision goggles/sight

Costx 2.5

Incendiaries

These contain a core of incendiary material, designed to
ignite anything flammable they impact on. Burn damage
is an extra D3 damage a round for the next D6 rounds,
Anything flammable will ignite if hit.

cost x2

Others
Tumblers
These bullets twist in the target, spinning and tearing.
they take on unusual curved paths and exit the body
from almost anywhere.
Multiply tumbler damage by D4/2, giving a range from
x1/2 (minor flesh wound) to x2 (moved into nearest
location, equal chance for each possible location)
Cost x1

Duplex (Rifle only)

These pack two projectiles into one round, firing them
both at once. This puts twice the bullets towards the
target, greatly increasing the chance of a hit. Of course
the bullets are smaller and have less propellant behind
them, so there is a little loss of power . It is possible to
use Duplex with other ammunition types, for example
AP-Duplex, or Duplex HE. The smaller bullet size
means that any special effects are taken as if the bullet
calibre were one class less, so a medium calibre (ie
5.56) HE-Duplex would have two Light calibre HE
effects.

Single Shot: +1 to hit, D6/3 hits

3RD Burst: +2 to hit, 2D3 hits

Full Auto: +1 to hit, counts as Twice ROF bullets fired
and each point over the target number hits with TWO
rounds.

Each Bullet Does D6 less Damage (minimum damage
of D6)

Costx 3

Triplex (Rifle only)

This packs THREE bullets into each round of
ammunition, taking the duplex idea a step further. Even
lighter bullets, these convert a single shot into a three
round burst, and make full automatic fire a nightmare of
flying lead.

Single Shot: +2 to hit, D6/2 hits

3rd Burst: +3 to hit, 3D3 hits

Full Auto: +2 to hit, Counts as THREE times ROF
bullets fired and each point over target number is TWO
bullets hit (yes, two. its not THAT accurate)

Each Bullet Does 2D6 less Damage (minimum damage
of D6)

Costx 5

Magnum Round

This uses a longer round to push the bigger, heavier
bullet at high speeds, making a high power round.
Damage +D6, The Gun must be custom made to take
the barrel pressures (Examples. .357 magnum .44
magnum .408TAC and .50Magnum)

Cost x2



Olin Rhino Pre-stressed

Pre-stressed spun Titanium Steel rounds. The bullet has
been pre-stressed so it is brittle, splintering into tiny
metal fragments the size of hairs. In the body these
creep and tear through flesh causing massive tissue
damage. The day after a wound in the arm, the whole
limb will be a mass of purple, ruptured and livid flesh.
Wound advances +1 Level an hour even after
stabilisation until flesh amputated / medtech 20 and D6
hours of delicate surgery to remove the fragments.
(target has to be restabilised every time the wounds
advance)

Armour is x2, Damage is x 1.5 as the round breaks up
and expands in the wound

Cost x 6

Phosphiric Acid Rounds

These have a core of crystalline phosphoric acid, which
dissolves in the wound and causes extreme pain and
burning sensations to the victim. The Bullets are fragile
and poor against armour (sp x1.5) If the bullet wounds
the target takes a second stun only wound at save -3 to
represent the pain (pain editors will automatically cut
this out ) Burning sensation drops to -2 and then -1 after
time as acid is used up. (D6 minutes)

costx 4

High Density Ceramic Rounds

These are plastic cased rounds with a plastic/ceramic
bullet. They have the same ballistic profile as a standard
lead round, but will not show up on metal detectors and
the casing is invisible to X-rays

Cost x 3 (to combine with other specialist round types ,
round cost x 4)

Survival Rounds

These are designed to allow military weapons ,
especially rifles, to be used for hunting small game. If
you were to use a standard ball round the animal would
be shredded by the impact. Instead, the survival round
uses a standard case loaded with a number of small
shot. When fired the shot is propelled down the barrel,
spreading out at the muzzle. The barrel rifling causes
the shot to spread rapidly and quite unevenly, giving the
loading a -1 To Hit modifier. Each round becomes a
Burst of pellets, each of which does 1 pt of damage.
Each round holds 2 plus (the weapons minimum
damage) in pellets. Treat each shot like an auto-fire
burst , so each point over the base difficulty is one extra
pellet that hits. A single pellet hit should disable or kill
small game like rabbits or birds.

Costx 1

Non Aerodynamic

These are flat ended rounds with plastic points fitted
onto them. When fired the plastic falls away and the
round becomes aerodynamically unstable, having only
half the normal range. They are used on rifle ranges
where a bullet that misses could shoot off the range and
injure someone. Using non aerodynamic rounds and a
wall of sandbags , these ranges become safe.

Costx 1

Reduced Friction Coatings

These bullet coatings allow the bullet to loose a
minimum of energy to friction in the barrel, and so are
as energy efficient as possible. The bullet leaves the
barrel at high speed.

Re-roll one of the damage dice if it comes up a ONE
Costx 1.5

Plastique

Instead of using a fast burning powder or propellant, it is
possible to use a weak high explosive as a propellant.
The low power plastic explosive used in Plastique
rounds generates a very high barrel pressure, so the
gun has to be purpose made to take the sudden
increases in pressure ( These rounds are usually of
unusual calibre, marked different colours or over long to
prevent then being loaded and used in weaker guns,
which may explode).

Damage +D6

Cost x2

+Power, Plus Power, +P

'Plus power' rounds are specially loaded rounds, with
more propellant than usual loaded into a normal casing.
They are made to deliver as much energy as possible to
the bullet, getting the best performance from the calibre.
Damage +1

Costx 1.5

Monowire trailers

These bullets have a series of short lengths of
monowire fixed to the base using diamondoid ceramic
beads. The other length of the 12" monoline has a
similar bead on it . They unravel in flight, trailing due to
the drag of the end beads. They have no effect on the
penetration of the round, but the trailing lines have their
effect as the bullet is either stopping on the armour or
passing through the victim. If it stops on armour, the
lines whip round, tangling the victims limbs. Victim rolls
Luck, difficulty 15. Pass and the round pulls free. Fail
and it catches on another random location (D10). Every
action taken while tangled pulls the wire deeper in. Roll
D6 each action, and once the total is over the SP it
starts cutting up the target for D6 per action.

If it passes into the victim, the dragging wires slash out
a wider wound channel, adding D10 to the weapons
damage. If the round can't pass out of the victim, the
wires stay in the wound, waiting to slash the fingers of a
waiting medtech

Cost x 10

Crawler Flechette Packages

This round contains a pack of several flechette darts,
which makes the gun into a small shotgun. At point
blank range the flechettes hit as a group, all on the
same location doing half the normal rounds damage At
longer ranges, treat as an automatic fire burst of rounds.
Each hit does 1 point of damage. (calculate hits as the
Flechette Package above). These are flechettes with
microfine barbs, made of pressure responsive plastic.
When it hits it penetrates but stops quickly in the body.
Once the flechette is lodged in flesh it ‘creeps’ forward in



the wound, as the muscle tenses it is pushed forward,
but as the muscle relaxes the barbs dig in, holding the
flechette in place. As the barbs are softer on the side of
higher pressure, the flechette will turn towards the high
pressure areas. This ensures that the flechette will
eventually puncture an Artery or the Heart itself. Death
is almost inevitable without skilled medical help, as the
flechette is usually constructed of x-ray transparent
plastics with the same density as muscle. A Luck roll
could help. Make a 30 and it just crawls out of your
body. No more damage. Make a 25 and it'll become
stuck in the tissue (but will resume crawling if that
location is ever injured). If you only make a 20, double
all your survival times. If you don't make a 20, you're
dead meat. The rupturing and haemorrhaging will kill
you. If you don't make the luck rolls, you'll need to know
how long you're got to live. If you lie completely still,
this'll take time. Haemorrhage occurs within 2D6
minutes on a limb, D6 on the torso. If you're running
around active, the muscle flexing speeds the crawlers
passage. Time is reduced to D3 minutes, whatever
location. Head shots with crawlers are the least fatal of
all the wounds, taking D6+1 minutes whatever. (the
muscles of the head don't flex enough to 'crawl' it fast).
Treat the puncture and resulting haemorrhage as a
failed Death save. If you can lie totally still, hold your
breathe and slow your heart, you could live (a death
trance chip will stop the progress of the crawler till it
wears off, as will cryogenic suspension). A Medtech
would have to follow the crawlers passage through your
body and pull them out one by one, Taking D3 minutes
and a Average roll (if they can make a Very Difficult roll,
it takes only half the time).

Cost x 20

Mono-blades a.k.a. Black Razors

These are ceramic bladed tipped rounds, with a
supported mono-edge. The mono-edge slices open the
target and opens a path for the larger bullet to follow.
Sp of soft armour is halved, Sp of hard armour is as
normal, Damage is as normal, Damage is Doubled on a
critical (a roll of 10)

Costx 4

Case Telescoped ammo

This ammo looks like a short length of plastic tubing.
The bullet, propellant and primer are all contained inside
the plastic case, which is reinforced to take the pressure
and heat of firing. The round can be simply pulled level
with the barrel and fired without the need for
chambering, loading, pushing or pulling the round into
the barrel itself. The heavy case acts as a chamber of
its own. The case is then ejected, taking with it a lot of
the heat of firing, allowing the gun to use a lightweight
ceramic or composite surround.

Electroplulse Ammunition

EP rounds have a superconductor coil inside the
jackets, pumped up to huge voltages. When they impact
the coil is discharged into the target, producing a huge
voltage pulse and virtually plasmarising it. Damage as a
Normal round from impact, penetration and other
ballistic effects.

Added to this is the Pulse Effect,

Light, +D10 dmg, Str 20

Medium, +2D10, Str 24

Heavy, +3D10, Str 27

V.Heavy, +4D10, Str 30

Damage is added to the bullets, and the shock effect is
calculated once damage is totalled. The target must
make a BOD roll, target of the Shock value, or pass out
for a number of minutes equal to the amount they fail
the roll by, and taking the same amount as damage.

All Cyberware in the victim will shut down from the
shock, taking D6 minutes to reboot (or an Easy
cybertech roll)

All flammable materials nearby are ignited by the pulse.
Electropulse ammo is shipped and sold uncharged, and
takes 24 hours plugged into the mains via a special
charger (cost 500, holds 6 rounds) to fully charge

A misfire with this ammo causes it to pulse in the barrel,
setting off all the other ammo and blowing the gun and
the users hand to plasma. Damage to the arm is the
same as a Normal rounds Bonus, plus D10 for extra EP
round in the clip.

Cost x 50
Simunition ™

Used in live fire wargames exercises, these rounds are
composed of soft coloured wax under a plastic coating.
When fired they hit with a nasty sting, bursting to reveal
the marker colour (red, green, yellow or blue) and
raising a nasty welt. Damage is mostly Stun only. One
point of real damage is dealt , plus one for every SIX
rolled on the damage dice, the rest is only stun. Stun
damage recovers at the rate of one wound level per
minute.

Raufross multi-purpose for .50 HMG

This is a light HE round with an Armour Piercing core.
The HE filler is loaded for incendiary effects and a
fragmentation sleeve is fitted around the bursting
charge. On impact with the target the charge is
exploded, the penetrator slides free of the round and
punches through the site of the explosion, as the
incendiary and fragments effect anyone nearby.
Weapon damage is +D6 due to the HE, and SP is
halved due to the AP effect. The Incendiary ignites the
target and anyone in 1 Metre of the point of impact for
D3 burn damage (for 2 rounds, more if flammable), and
anyone nearby is in the fragmentation area

0-1m D3 hits 2-3m is D3-1 3-5m is D3-2 hits.

Each hit does D4 damage to a random location



straight from the minds of the
Flipper Is Dead - The UK Cyberpunk Thin

Shotgun Ammunition Types

Hardwired method Each pellet fired does D10 damage, and the shot is treated as burst fire. So each point you roll over
the To Hit number puts another pellet into your target (at close range all the hits are to one location)
For CP 2020, the shot is treated as a single hit, with damage dropping off over range. Use whichever system you like, as
these rules work with Both
NB this system is set up for 12 gauge (18mm) shotguns. Other gauges of shotgun will be covered later (.410, 20g, 12g,

Shot
Standard 00 Shot
Little lead balls, usually 8 '00' buckshot in each cartridge. They
each have energies similar to a 9mm round, but they will strike
the target together (especially at close range). at point blank
range they strike as one, causing horrible damage. Under
normal choke, shot spreads about 1" per yard travelled.
(approx.) To account for this in CP2020, all damage from shot
at close range is doubled. (yes | know that this does 8D6 to an
unarmoured victim, which is straight to mortal 1, but hey, these
things are deadly).
Of course, as each pellet only has the energy of a 9mm,
almost any 2020 armour will stop a shotgun blast.
Armour Sp is doubled against shot.

00 buck
D10 each, pen A, 8 per round
4D6 damage, doubled at PB, Armour Sp x2 [drops to 3d6 and
2d6]
range 50m

000 buck
D6 each, pen A, 10 per round
4d6, doubled at PB, armour Sp x2 [drops to 2d6+2 and d6+1]
range 50m

Tracer shot

This has a tracer in the middle of the shot, allowing more
accurate autofire (as normal tracer ammo) and doing an
additional d6/2 each turn from burns if the tracer pellet hits
(1/8 chance for 00, 1 in 10 for 000)

Plastic shot

Used in riot control, and orbital facilities with weak walls. The
damage is the same, but its even worse against armour and
the damage drops off a lot faster over range. damage as
normal, but half all ranges Armours SP is x3 (PEN 0)

Tungsten shot

Tungsten is quite a heavy element, and tungsten carbide is
very hard, (it's used for the edges on lathe tools and the
penetrators in AP rounds). TC pellets hold kinetic energy
longer, penetrate armour better and do more damage. Armour
is not Doubled against TC shot (PEN B)

Flechettes

Flechettes are fin or drag stabilised darts that do not deform
on impact with the target. instead they knife straight through,
bending in soft tissue into fishhooks that travel through flesh
tearing open horrid wounds. The flechette load does the same
damage as normal shot, but counts as Armour piercing (1/2
sp, 1/2 damage that penetrates) at up to medium range. After
that, treat damage as normal (PEN C at medium, B at long)

SHOT Loading
Layer loaded
By layering the shot in the shell with cardboard spacers, the
rate of dispersal can be reduced. This keeps the cloud of shot
together . If the shotgun hits with one pellet, then this layering
means that a second pellet will automatically hit a random
location before your score is compared with the TN to see how
many other hits are scored.
Cost as normal

Cross loaded

This has the shot spaced by cardboard spacers into four
vertical columns. The cross shaped divider makes the shot
spread more rapidly than usual. If used at Medium range of
better, this expansion give a better chance of hitting at least
once, giving a +1 to hit bonus. This bonus is ignored once one
pellet hits, so it doesn't effect the chances of multiple hits
Cost as normal

Magnetic

Well, I'm not sure about this, but in theory, using magnetic
steel shot should keep all of the shot together until they hit. All
the pellets that hit will hit the same location at the same time.
Usable only with normal shot. At Point Blank, Close and
Medium ranges all the pellets hit the same location, At long
and extreme range they spread out like normal shot.

Cost x2

ShotGun Slugs
Instead of firing several pellets, shotguns can be used like
18mm cannon to fire single rounds.

Slug

Large lead slugs fired from a smoothbore shotgun do not have
the range or accuracy of rifle rounds, but they do have about
the same energy as a 7.62 round

Damage 6d6, range 50m, PEN C

Rifled slugs

These are spun in the barrel to give them a straighter line of
fire, allowing longer ranged accurate shots.

Damage 6d6, range 100m PEN C

Armour piercing

Usually a slug with a tungsten carbide rod as a penetrator,
these slugs can penetrate the side armour of APC's and
shatter cars engine blocks.

Damage 6D6, Armour Sp halved, range 50m PEN E



Ball bearing

Instead of a lead slug, ball bearing rounds use a large steel
ball-bearing

Damage 5D6, range 30m PEN C

Hatton

The Hatton round is a high powered slug used as a door
breaker by SWAT and special forces.

Damage 7D6, range 10m PEN D

Rubber ball

These are 'stun’ munitions designed for riot control.

Below 3m, damage is 1/2 real,1/2 stun. Over 3m, only 1 point
is real, the rest is stun only.

Damage 5D6, range 25m PEN A at PB

Brennece (SP) Slug

The Brennece slug has the wadding that usually separates the
powder from the slug fixed onto the slugs base by an axial
screw. This makes the slug effectively longer, heavier and
more stable in flight without having to add anymore mass to
the round. The wadding in most rounds just falls away and is
wasted.

Damage +2, Can be added to any impact slug, (not the
grenades)

Cost x1.5

Ninety Cent Special

By loading nine Dimes into a round instead of shot, a crude
slug can be made. Accuracy isn't amazing, and range is poor,
but when it hits the effects are quite nasty. Against armour its
penetration is poor, but the trauma it leaves means the target
will KNOW they were hit

Accuracy -2, SP is doubled, Damage 5D6, Damage drops off
as the coins start to spread, 4D6 at long, 3D6 at extreme
Cost $0.90 plus weapon smith EASY roll for each slug made

R.A.P
The Rocket Assisted Projectile is a slug with a rocket motor,
which ignites just after firing. As it accelerates throughout its
flight, it has more energy at longer ranges.
Range 50m (PEN B/B/C/C/C from PB to Extreme)
4D6+1 PB, Burns for 5 rds
5D6 close, burns for 4 rds
6D6 medium, burns for 3 rds
7D6 long, burns for 2 rds
7D6+3 Extreme, burns for 1 round
Also does D6/2 burn damage from remaining fuel, for a
number of turns based on fuel remaining (see range)

High Explosive Grenade

These are small grenades designed to 'neutralise’ cars,
rooms, doors etc

Target: 5D6 dmg (PEN C), 2m Area 3D6 dmg

HEAT

Small shaped charges that detonate on impact, these
grenades have no blast areas, but the shaped charge cuts
through armour like a knife.

Target Damage 5D6, armour SP x1/4 (PEN F)

CS ferret-chemical penetrators

These are designed to shoot through light cover like interior
doors and deliver CS or other gases.

Damage Target 3D6 (Pen B) + 2m cloud of gas

CS canister-chemical impact

These are designed to deliver CS or other gases, and they
burst on impact with the target.

Damage Target 2D6 (Pen A) + 3m cloud of gas

Fragmentation

These are small fragmentation grenades that detonate on
impact, throwing fragnments across an area.

Damage Target 5D6, 3m Area 2D6

Smoke

These deliver a cloud of smoke, bursting on impact with a
target

2D6 dmg (PEN A) +3m cloud of smoke

Flare / illumination / incendiary

These illuminate a 30m area if fired into the air, If fired into a
target they do 2D6+2 and burns for d6/2 a round for another 5
rounds.

Dragonsbreathe

These are the nastiest shotgun rounds available (both for you,
your shotgun and your victim) The shell is loaded with thermite
powder, which ignites when fired, producing a jet of fire and
molten iron droplets at over 2000 degrees. The heat of firing
warps the shotgun barrel, lowering reliability one class and
lowering WA by 1 for all other types of munition.

If used to fire dragons breath rounds several times the
shotgun may become dangerous (the more complex the
shotgun, the more likely it is to jam or warp)

As a rule, dragonsbreathe can only be safely fired from break
open shotguns, as all others are prone to malfunction and jam
or warp.

When you fire, the jet of flame spreads out rapidly.
Basic range is 5m. (The jet is 1m wide at this range)

Damage is 2D6 per location per round
At PB, you hit ONE location D6/2 times and yourself once (Av
luck roll to avoid the backwash)

Using Dragonsbreathe at point blank range is BAD as the
flame can hit the target, rebound and wash back over you,
doing damage as if you were at close range.

At CLOSE range, roll two locations. You hit both of these
locations and Every Location between (use the numbers as a
guide- so a roll of 2 and 7 will hit 2-4 Torso plus 5 R arm plus 6
L arm plus 7 leg, for a total of four locations covered)

Armour Sp takes the damage as armour damage straight of its
Sp.

Skinweave and internal armour do precious little, having only
HALF its normal SP, and taking damage half to internal
armour/half to victim.

The Damage lasts for D6+1 rounds at close, D6 at medium
and D6/3 at long range.

When on fire its a very difficult (25) Cool roll to act normally
(20 if you are trying to put out the flame)

HIGH VELOCITY PLASMA SHOTGUN ROUNDS
These are State of the Art anti armour/anti borg rounds quite
capable of killing light tanks or Dragoons. The 18mm shell is
composed of a very high density ceramic casing containing six
superconductor loops and a seventh smaller loop, all pumped
to very high voltages. A central hollow runs the length of the
tube, a small funnelled opening at the front and a wide cone
opening at the back. The centre of the tube is a spherical
chamber lined with a highly refractory alloy. Four Invar rods
with sharp barbs run the length of the casing, resting on the
superconductor loops with non conductive knife edges.



The Seventh loop is held away from the spherical chambers
refactory lining by a plastic rod that passes the length of the
central chamber.

When fired, the plastic rod falls away at PB range, arming the
slug.

The seventh loop discharges into the chamber lining,
superheating it. The air passing down the central hollow is
heated and expelled from the wide cone in the base. this acts
as a simple ramjet, accelerating the slug at high speed.

If the round strikes a target the sudden shock throws the
INVAR rods forward, breaking the six main loops and
discharging them into the ceramic body. This is powerful
enough to plasmarise the body and electrify the target. If the
round reaches a Pre-set distance without impact, the
expansion of the body will pull the invar rods back onto the
coils and plasmarise the round in mid air. The resulting Bolt of
plasma will loose coherency as it travels.

Damage
Point Blank
Impact does 6D6 damage. The plastic safety bar has not
come free, so the round is not armed. The slug may pass
through the target and arm later if it beats the targets SP, or it
may lodge and go off on a later round (luck 15 each round
target moves- fail and the slug does damage as close range)

Close Range
The round is accelerating. Slug damage 7D6
On impact, the round plasmarises.

Damage is 4D10 +4 from the plasma, ignoring soft armour and
quartering hard. armour takes the damage its location receives

off its SP.

NB treat the slug 7D6 and the Plasma 4D10+4 as a Single
strike for the purpose of armour penetration, so only armour
left after the slug impact can oppose the plasma (this
represents the slug digging into the target) The Shock does
BODY 30 damage. roll Body +D10. If you get 30 or better, the

shock has no effect. any less and you take D6 + amount failed

the roll by in burn damage and are unconscious for minutes
equal to the amount the roll was missed by Powered Armour
and Full Borgs don't take shock damage like normal

Powered Armour always shuts down for D6 minutes as the
Breakers are triggered and the Pilot takes the Body 30 shock,
plus half the damage that penetrated the SP

Full Borgs shut down for D6 minutes and the shock can cripple
the biopod that the brain and spinal cord are stored in. If the
shell hits the location the Biopod is in, borg looses D6 from Int
and Ref. Int damage is brain damage, and if INT drops to 0 the
victim is brain dead. Ref damage is hardware damage and can
be repaired.

Medium range

The round is still accelerating. Slug damage is now 8D6

On impact, the round plasmarises. Damage is 4D10 +4 from
the plasma, ignoring soft armour and quartering hard Armour .
Armour takes the damage its location receives off its SP.

NB treat the slug 8D6 and the Plasma 4D10+4 as a Single
strike for the purpose of armour penetration, so only armour
left after the slug impact can oppose the plasma (this
represents the slug digging into the target)

The Shock damage is the same as for close range.

LONG range

The shell will plasmarise at the start of long range.

The Bolt of plasma does 4D10+4 damage to anything it
strikes, ignoring soft armour and quartering hard armour. The
armour takes the full damage as armour damage to its SP

Extreme range

The bolt is breaking up, loosing coherency

Damage is only 3D10+2.ignoring soft armour and quartering
hard armour.

The armour takes the full damage as armour damage to its Sp
The range at which the round plasmarises can be varied on
manufacture, allowing rounds with increased range, no point
blank 'safe' zones, or no safety plasmarisation at long range.

The BlackHammer CyberPunk Project

Conventional Munitions

Damages, Calibers and Costs

All weapons listed in the BlackHammer Project asslogiated sites are listed with a caliber instdadstraight damage rating. This is because
weapons firing the same mitions will generally do the same damage, andeliesnages can be found in various CyberPunk supplsm(l knov
this is a vast generalization, and that weapon fauzdocities are modified by barrel length, bulletight and powder charge, but I'm not willing
to go into that much detail, and therefore thesegdizations apply).

The primary reason the damages were not listedhatlg is because | don't use the same damage=eftain munitions in my games as they list in
the official products. Since this would cause aflicinvhen they were posted, | just posted thebmliof the munitions fired instead.

This has managed to cause a bunch of email tortierseway regarding the damages of my weaponsysdinhally surrendered and am posting
here a listing of ammunition calibers, their dangigeboth CYBERPUNK:2020 and in the BlackHammerj&bas well as the cost of a box of 50
rounds of this ammo in the BlackHammer Project geBoses of 20 rounds can be purchased for halfidtiprice. Any complaints about the
following table can be kindly emailed ttellenWaite@hell.com




Ammo Type CP2020 Dmg BlackHammer BH Cost [Notes

5mm 1d6 1d6 5eb European conventional .22 LR munition
.25 ACP 1d6+1 1d6+1 7eb

.22 Long Rifle 1d6 1d6 6eb

6mm 1d6+1 1d6+2 8eb

[7mm 1d6+2 1d6+3 9eb

.38 1d6+2 2d6 10eb

Omm 2d6+1 2d6+2 12eb

.41 CL 2d6+1 2d6+2 14eb

10mm 2d6+3 3d6 16eb

Militech 88 ISTS 3d6 3d6+3 20eb 8.8mm Necked-Down 10mm round
.338 3d6 3d6 17eb

.357 Magnum 3d6+1 3d6 18eb

. 45ACP 2d6+2 3d6 18eb

.400 Cor-Bon 3d6 3d6+3 22eb Necke-Down .45ACP

L 40S&W 2d6+3 3d6 18eb

11mm 3d6 4d6 20eb

CA 10.4mm 3d6+3 4d6+3 35eb Necke-Down 11mm round
.408 Magnum 3d6+2 4d6 25eb

.41 Magnum 3d6+2 4d6 24eb

12mm 4d6+1 4d6+3 30eb

.44 Magnum 4d6 4d6+3 35eb

454 Casull 4d6+3 5d6 40eb

.50AE (12.7mm) 4d6+2 5d6-1 42eb Desert Eagle & Jericho load
.44 Cor-Bon Magnum 4d6+3 5d6+1 55eb Necke-Down .50AE round
.525 Magnum Express 5d6 5d6+3 55eb

.577 Boomer Magnums I5d6AP 6d6 60eb

14mm Malorian Short 606 6d6 70eb

4.5mm Liquid Prop 4d6 4d6 50eb

5.5mm Chinese 4d6+2 4d6+2 40eb

5.56mm NATO 5d6 5d6+2 35eb

5.54mm PACT 5d6 5d6 40eb

5.7mm Caseless 3d6 3d6 25eb

6mm Caseless 5d6 5d6 40eb

7mm Federated Caseless 5d6 5d6 30eb

7mm Can Long 6d6-2 6d6 40eb

7.62mm Sov Short 5d6+2 6d6 45eb

7.62mm Sov Long 6d6 7d6 50eb

7.62mm NATO Long 6d6+2 7d6+2 65eb

6.5CL Hybrid 6d6-1 6d6+2 50eb

9mm CL Long 2d6+4 2d6+4 20eb

.300 Winchester Magnum 7d6+3 5d10 100eb

12.7mm BMG / .50 BMG 6d10 6d10 100eb

20mm Reduced 4d10 4d10 75eb

14.5mm 7d10 7d10 100eb

15mm BMG 7d10 7d10 110eb

15mm Kurz 4d10+3 4d10+3 150eb JAvailable in KTW and Explosive only
20mm 8d10 8d10 IAvailable in EHI

30mm 10d10 10d10 lAvailable in EHI




RECHAMBERING KITS AND PROPRIETARY MUNITIONS

CONSTITUTION ARMS

Constitution Arms acquired Cor-Bon soon after their climb into
the post-collapse firearms environment. In the pre-collapse
marketplace, Cor-Bon manufactured proprietary munitions and
conversion kits to use these munitions in popular firearm
types. Cor-Bon munitions use a necked-down design much
more like a rifle round than a pistol load. This provides better
penetration than the broad-tipped munitions they usually
replace, as well as being a slightly lighter load with more
powder, providing greater muzzle velocity.

.50AE to .44 CA/Cor-Bon Magnum

Using the massive frame of the .50 caliber (half-inch) Action
Express load made popular by the Jericho 942FS and the
Desert Eagle automatic pistols, Cor-Bon engineered a necked-
up round using the better flight and penetrative mechanics of
the superior .44 magnum slug. When CA purchased this
design, they changed the casing slightly to allow for the use of
the 12mm CA Multiple-Ammunitions used in their CA-MAP
police revolver.

The .44 CA/Cor-Bon Magnum round deals 4d6+3 damage in
CP2020 (5d6+1 in BlackHammer) and has range 10% greater
than a standard .50AE round in the same firearm. In addition
.44 CA/Cor-Bon Magnums can be bought in all the standard
CA-MAP munition loads at double the normal price for these
loads.

The Conversion Kit for this proprietary load is available for all
.50AE firearms, and only requires a slide-in barrel assembly
and chamber adaptor. The kit costs 125eb for an Extremely
Common gun, 250eb for a Common gun, 375eb for an
Uncommon gun (such as both the Desert Eagle and the
Jericho 942FS), and 500eb for a rare gun. The kit requires a
gunsmith roll (dif 12) to install correctly and takes 20 minutes
to install, 5 minutes to remove.

A45ACP to .400 Cor-Bon

The initial proprietary munition that launched Cor-Bon into the
field was their re-build of the venerable .45ACP load. Using
the superior ballistic properties of the .40 Smith & Wesson
load, Cor-Bon necked-up the casing and loaded the smaller
slug ahead of the larger powder charge. The result was a
round far superior to the old .45ACP.

MILITECH CONVERSIONS

Unable to pass up a good opportunity, Militech jumped for the
special bullet styles of the CA / Cor-Bon loads and produced
one that is leaping to the front line of after-market
rechamberings, the 88 ISTS Magnum. The 88 ISTS slugs deal
3d6 damage in CP2020 (3d6+3 in BlackHammer), and extend
the range of the firearm by 20%. The conversion kits cost
double the costs of the CA 10-4 kit.

Please note that all these proprietary munitions gain a aprt of
their extra damage and range from the increased powder
charge behind a lighter slug than the standard load. What this
means is that the ammo pushes the firearm to the very limits
of it's design threshold for gas pressures... while this is still

The .400 Cor-Bon deals 3d6 damage in
CP2020 (3d6+3 in BlackHammer) and
has range 10% greater than a standard
.45ACP round in the same firearm.

The .400 Cor-Bon kit costs the same as
the .44 CA/Cor-Bon Kkit.

12mm and .44 to 12mmCA

Constitution Arms took the opportunity presented by the
production of the Cor-Bon kit line to manufacture a kit
converting 12mm and .44 firearms to use the slightly larger
12mm rounds designed for their CA-MAP, giving them a new
foothold in the civilian firearms market as more and more
12mm guns are making their way into the field, and people are
itching for ways to make their guns more effective.

Unlike their Cor-Bon kits, the 122mmCA kit requires a new top
end for the gun in question, changing both the barrel and
chamber to accept the 12mmCA load. The kit costs 40% of the
firearm's cost for revolvers, 60% for automatics and 100% for
sub-guns, and requires a difficult (20) weaponsmith roll and
three hours to install or tear down. Automatics and SMGs lose
10% of their ammo capacity and have theri reliability
decreased by 1.

11mm to CA 10-4

Constitution Arms last rechambering was for the 11mm round,
loading in a reduced-size 10.4mm slug, again in a slightly
necked-down design. Of all the CA proprietary loads, this is
probably the least improved over their initial design, but is
selling well because of their excellent blip-vert campaign...
"10-4 good buddy!"...

The 10.4mm slug deals 3d6+2 damage in CP2020 (4d6+2 in
BlackHammer), with no extended range. The conversion kit
costs 75eb for an Extremely common gun, 150eb for a
Common gun, 250eb for an Uncommon gun and 400eb for a
rare gun.

10mm to Militech 88 ISTS Magnum

The 8.8mm bullet of the 88 ISTS is significantly smaller in
diameter than the 10mm slug it replaces, but backed by the
10mm powder charge it is a fair match for the .400 Cor-Bon,
with even more range, and better sales because 10mm is
becoming the industry standard for the border-line
medium/heavy handguns, including use with the US Military,
Militech and Arasaka forces.

considered safe and does not reduce the reliability of the
firearm, it does show when people hot-load their proprietary
loads. Instead of reducing reliability one class for hot-loads,
reliability is decreased two classes. In addition reliability is
reduced 1 class when firing +P loads from these guns.



Fumbles and Misfires

This system assumes that you are using a percentile firearms combat system. Otherwise fumbles occur for SR through UR weapons
when a 1 is rolled followed by a roll of 1 to 5. X rated weapons fumble ona 1, XX on a1 oron a 2 if a second roll is 5 or less. And so
on.

This system was developped to provide something more streamlined than the system presented in Hardwired, yet not as over-
simplified as the system in the original 2020 rules.

XX 01-15 100%
XXX 01-20 100%

Super Reliable weapons are restricted to the Stolbovoy series of firearms (presented in CorpBook 3). These weapons are
world-renowned for their incredible durability and dependability regardless of the stresses put to them.
Very Reliable weapons are those weapons that are known for their dependability; weapons with excellent design, well-built
receiver groups and little space for dirt to get into, or which are capable of operating smoothly even under adverse conditions.
Standard Reliability weapons are the standard by which the reliable and unreliable weapons are rated. These weapons rarely
ST jam, and generally work fine as long as they are well maintained, cleaned, kept from severely adverse conditions and are not
loaded with excessive ammo loads.
Unreliable is the catch-all category for weapons which just don't measure up. Either because the feed mechanism is clumsy or
UR prone to failure, or because the gun jams at the first sign of dirt, or the gas exchange plugs up, or the slide just doesn't fit quite
right. These weapons are generally mistrusted by those who know much about guns, because they fail to perform in a pinch.
Dangerous weapons are weapons which have been badly damaged or which are using heavily overcharged munitions or that
X should just never have been built from such cheap materials. Most Polymer One Shots in my game have been modified to be X
reliability.
Very Dangerous weapons are actually very little more dangerous than X rated weapons, they just tend to screw up even MORE
XX often. This, and all categories below it, are reserved for weapons firing HV munitions, or otherwise being used far beyond their
capabilities.

Whenever a fumble is scored, roll d100 on the following table. If the fumble was on a roll OVER 01-05 (only possible
with X and worse rated weapons), roll at -40.

SR

-39t0-20  Gun Explodes take the gun's rated damage to your arm! Roll titB or take the damage again to another randaatibn from shrapnel!

-20to +30  Misfire / Jam (check malfunction chance) Bullet goes off butifesechanism jams. Average REF roll to clear weapeot round.

31 10 50 Severe Misfee (check malfunction chance) Something really screpvin the feed mechanism. Requires 1 action dbiffiault Weaponsmith
roll to clear.
Firing Pin Breaks (check malfunction chance) The firing pin break#ijl repaired by a gunsmith the gun is innoperabte electrothermics and
51to 55 . . .
solenoid trigger weapons, the capacitor burnswith ¢the same net effect).
Action Breaks (check malfunction chance) The action is shot. Jilte broke or the the weapon fails to cycle,ansthing equally nasty. The
56 to 60 weapon will require a Very Difficult weaponsmithirtm repair, requiring 20 hours or so in the sh@pst of repairs will be about 100% of
weapon cost.

61 to 80 Whoops! (automatic) Shooter stumbles, falls, loses balamaghatever seems to make sense.

Shoot Wrong Targe' (automatic) Shoot someone or something else. rRatdfesomeone or something the player didn't watitt Gas

811095 cylinders, friends, pets, favourite bar or hangoetc.

96 t0 100  Direct Hit! (automatic) Unfortunately... this is on yourself.



FLASHPOINT! GRENADES AND MINES
compiled by Amy Luther

These items have been converted ffeashpoint! a 25mm
CyTech Combat System for Squads and Mechanized Urtie
game is put out by Virtual Fusion Publishing of $dago, CA. It is
an excellent miniatures combat system that carAddékind of
figure, and anyone who is tired of Warhammer 408uith give it a
look see. Contact the publishers at :
Virtual Fusion Publishing
Box 26815
San Diego, CA 92196

GRENADES

Foam Cord Grenade HVY O P P Special 1 1 ST Throw 60eb
When a Foam Cord grenade explodes, it spews fartassive web
of flexible foam strings, filling a 5m radius. Theestrings harden
almost immediately into an ultra sharp networkigidrfoam wire.
Foam Cord networks act almost like a razor wirgibgrand cannot
be crossed without inflicting 1D6 of edged damagefpot of wire
crossed. Like Biotech-Askari Motion Restraints (@hebook 1), it
requires a Very Difficult REF roll (Dodge/Escapegbes) or a Near
Impossible BOD or Strength Feat roll to get clefathe cord
without taking damage. Rolls should be made eagh BOD and
Strength Feat rolls should not be attempted witie bands!
Anyone caught within the radius of an exploding fid2ord
grenade will take no damage the first round, blitsuiffer the
effects of crossing the wire (as above) once theel @ardens. The
Foam Cord grenade is also available as a 25mm i@dingrenade
(same effects, 70eb) and a 40mm version (10m ragdeb).
(Flashpoint 88)

Wind Star Grenade HVY 0 P P Special 1 1 VR Throw 60eb
This grenade is an ultra compressed gas canistecléars covering
smoke and dilutes gas effects within the effecthefburst radius in
a single round. It will negate the effects of at&raGrenade
(Chromebook 2) in a single round, and will reduue ¢ffects of tear
or vomit gas by half (cleared the second round}eNioat one Wind
Star is sufficient to remove one of any type of/ga®ke grenade; if
more than one of an opposing type is lobbed intarea, more
Wind Stars will be required. (Flashpoint 88)

Proximity Grenade HVY O P P 7D6/3D6 or

Special 1 1 ST n/a 100eb

Once thrown, these grenades will not detonate anhesy detect
movement in a 2m radius (using infrared or ultrasomotion
detectors). Several varieties are available; thg viersion does 7D6
damage within 5m, and 3D6 within 6m-10m. Sonic,cumsion,
flash, HE, chemical (gas or smoke), scatter, agcét versions may
be purchased at no additional cost; EMP versioa8@0eb, and
motion restraints are 120eb.

MINES

Proximity Mine HVY O P P 6D10 (PEN 4) 1 1 VR n/a 400eb
These mines use ultrasonic or infrared motion dets@and
detonates whenever they sense movement within i@@8iws, doing
damage to everything within 7m. They are only ald# in
standard HE.

Area Denial Mini-Mines HVY 0J R 1D6+3 1 1 VR n/a 500eb
The ADMM is a small cluster bomb filled with abd@ quarter-
sized mini-mines. These resemble micro-grenadesiendcattered
over a 3m radius when the bomb detonates (1D4 daimhagught
in the blast radius, due to shrapnel from the cgsWhen one of
the mini-mines in the area is stepped on, all tgmdtonate, and
anyone caught within the 3m burst radius takes BD#amage for
each mine within the area. Those on the fringdefradius will
take between 1-5 hits, depending on the whim ofaMe(and
maybe a successful LUCK roll). It only takes an rage
Awareness roll to detect the mines in good visoabiions, but it
takes a Very Difficult REF roll to move through mfiested area
without setting one off. (Flashpoint 89).

Limpet Mine HVY 0 JP 6D10 AP (PEN 5) 1 1 ST n/a 300eb
This is an anti-tank mine that magnetically andneically adheres
to a target vehicle or figure in ACPA armor, foausits explosive
charge against the target's surface. They do nagemxcept
against the target (unless another target is tagdhiem or within
1m, in which case it recieves 3D6 AP). Breakinglibad between
mine and target is impossible for unenhanced hunptarisBorgs
and ACPA suits can probably break the bond wittearN
Impossible BOD or STR roll. Rumor has it that thesidgners of the
Limpet Mine could have decreased the detonatioaydéhe, but
that they liked to watch the hapless victims sttunggto escape
their fate. (Flashpoint 89).

GRENADES

Grenades in Cyberpunk 2020 range from the harridette extremely lethal. Most of them are veryg#le so you generally talk to your favorite
Fixer when you want some. Prices given here ar&efptimate users, buying in bulk. Black marketpris generally higher, excepted maybe for
harmless and common varieties. There is three gedessses of grenades. The first, and most comiadhe hand grenade. Then you have the

rifle grenade, uncommon in the US. You slip it omazzle adapter, and the gases of the round firgolefil the grenade. Such grenades are fitted
with a bullet trap so that you canfire them witktandard round. Obviously you cannot fire the ghilethe grenade is fitted on it ! Lastly you find
the launched grenades. It looks like a large aciyéri and must be used in a grenade launcher. Eheggier to use than rifle grenades, have a better
rate of fire, but are lighter and less powerful.

HAND GRENADES Det Card FEN Dz 25$120

Fen Dz 22%$65

These hand grenades have a liquid filler in a agrachically
saucer-shaped (120mm dia.x15mm thick) grenade peio
Athleticskill). Damages are 2D6+3 in a 15 meters diamdtas
grenade has a rubber edge to allow the user tonciamaff objects.

This grenade is a wafer of C-6, stabilized witHaspcshell looking
like an ordinary credit card, and ignited by a tifetonator chip
imbedded in the explosive. Simply snap the caftkifiand place it
where desired. It explodes twenty seconds latengdbD6+2 in a 1
meter radius..



Grenade EMP $300

The grenade fuses it's internal mecanism, produsing
electromagnetic pulse in a limited range (10m dfza} wipe
electronic memory and cause unshielded cyberngtipment to
crash and restart. Internal cyberware is out @ for 1D6 minutes,
while cyberlimbs are affeceted for 2D6 minutes. fEaeperson with
nocyberwear whatsoever will have orientation l@ssabout ten
seconds (Stun save at -1).

Miniature HE defensive hand grenade Gpz-7&40

A very small (40mm dia.) hand thrown grenade, ot for
concealability and indoor work. It's blast effeztimited to a three
meter radius (damages 1D6+2).

Dispersion grenade$70.

A hand thrown grenade filling a 5 meter area withease smoke
and harmless particles, blocking both visible eRgortions of the
spectrum, making IR and Thermograph useless. Thaeldisperse
after 5 rounds in calm winds.

Spraypaint grenade$20

Once armed the grenade will "detonate" upon angpsingpact,
sending paint all over a 3m area. This can blitarget caughtin the
center of the "blast" for 1D6/2 minutes. Availablemany
colors,including the populars Electric Blue, BotddRed and
ExtraterrestrialGreen.

Stench bomb$20

All those in area of effect not in protective gégaismask etc.) must

make a Very Difficult (25) COOL or BODY check tagtinthe area.

The cloud cover a 5x5m area, and the odor sticksitioing init.
Surfaces affected must be cleaned to remove the odo

Flashbang grenade$40

Damages 4D10 Stun damage in a 5m diam. area,rsadtr &aas NO
EFFECT against that, hard armor is at 1/4 SP. Twte out is1D10
minutes. The blast will shatter any glass in a &dius, 10m if used
indoor. The flash effect will cause convulsion paralysis for 1D6
minutes to any unprotected target looking at tasfflarea and
failing a VeryDifficult (25)Resist Torture/Druggest.

HE defensive hand grenade$30

This grenade does 7D6 fragmentation damage targlets within 5
meters and 3D6 fragmentation damages to all tavgétsn 6-
10meters. In some of them, the fragmentation sleexeamovable,
turning the grenade into an offensive one, whicasdanly blast
damage.

Offensive hand grenade$30

All peoples in a 0-3m radius takes 4D6 damages, i2B@y're in a
4-6m radius. Damages are half real, half Stun amdrais x 1/4.

White Phosphorous/Incendiary$30

This grenade does 4D6 damages for 3 turns torgktawithin 5
meters, and set fires very well. Armors are damay8e/round.

Anti-tank hand grenades$50

This grenade does 5D10 HEAT damages (armor x1/2,
damagepenetrating armor is not halved) to any taligectly hit by

the grenade. It also does 3D6 fragmentation danmagey target
within 5 meters. It is normally only encounteredonmer East Bloc
armies and some Third World nations. The streamegsled to
ensure proper impact and the heavy weight (1.5kt)eogrenade
cut the throwing range in half.

Peripheral Defense Unit PDU-3 Militech(chrome2)$150

The unit looks like a 75x75x20mm square ceramic bwailable in
a variety of camouflage patterns. It is fitted wéti adjustable timer,
a Passive IR motion sensor, a magnetic door cofttecsame size
as amatchstick) and finally a tripwire. It also lamsadhesive
underside, for easy adhesion to almost any surf2amage is
2D6+5 fragmentation in a five meters diam. arealdo exist in a
gas bursting variant, with the same affected dtésoften use to
secure a perimeter, or sown to dissuade poursuit.

Ninja Smoke pellets25 Eb for 5

It's a compressed smoke-generating powder, exglagionimpact.
They can be used as a diversion, or to cover aatetr

Gas grenade20 to 50 $

There is two main categories, burning (for smoke &ar gas only),
lasting longer but can be thrown back, and burstivigch release
their load in a single burst. They have a 10 metéius, and are
mostly found in tear or nausea gas. Hallucinogehséeep gas are
rarer, and biotoxin grenades are almost impossibfied on the
civilian market.

MILITECH PISTOL GRENADES (Crome2)
These are similar to rifle grenades, but smallerlaghter. They can
be used with any pistol or submachinegun fittedhlie
properbarrel adaptator ($50, it's a small barr&resion of
standardized diam.).Range is 50m for large calipetel (more
powerful than a .45), 20 for others. This shorgeanan be a
problem with some kinds of grenades. Damages arsame as for
25 mm launched grenades.

MILITECH MINI-GRENADES FOR 25 MM GRENADE
LAUNCHER.

HEP (High-Explosive Penetration):Works by splashing a pat of

explosive onto the target before detonating. Thisd does

5D6damage, half real and half stun. Armor has fecetnd reduced

by 2 SP.$30

INCENDIARY: 4D6 first turn, 2D6 second turn, 1D6third turrain
1m radius. Flamables in this radius are set on §odt armor is
damaged 2SP per hit. $30.

DEFENSIVE FRAGMENTATION: Fragmentation damage is5D6
in a three meter radius, 2D6 in 4-5m radius. $25

MINIATURE FRAGMENTATION: Reduced load, safer touse
indoor. Fragmentation damage is 3D6 in 0-3m radils in 4-5m
radius.$20

SMOKE/GAS: Effects varies with the load Affecta 5 meter radiu
area. $20-30

FLECHETTES: This grenade affect a conical area2m wide and
25m deep starting at 3 m in front of the shootexctzarget in the
pattern takes 1D6+1 hits at 1D6 AP damages. $25

OFFENSIVE: All peoples in a 0-3m radius takes 3D6damages, 1D6

if they're in a 4-5m radius. Damages are half ttealf, Stunand
armor is x1/4. $15.



FLASH BANG: All targets in a 5m radius must makea Stun Save at
-2, and get a -4 to REF amerceptionif they faila Very Difficult
(25) ResistTorture/Druggest. $15.

STUNDART: This cartridge fires a not-so-small highvoltage
capacitor. Two metallic protrusions in the frorlbal the round to
discharge its electrical load into the target tigtoup to 12 SP ofsoft
armor, giving the round the same effect as Ta8eBun Save).15 $

SLASHER: This antipersonnel shell strings monowire betwsen
specially-weighted slugs. As the slugs travel, thgyead appart,
pulling the monowire. Damages are 3D6, armor i8xThe
monowire is 2 meters long, and has a 50% chanegagfping
around the target. 130$

RIFLE GRENADES
Most full-sized military rifles can use rifle greses(that was a
NATO standard), but civilian rifles can easily ligefd withan
adapter ($50). Range is generally 100m, but somieteassisted
grenades can be found, with twice that range doder accuracy.
Rifle grenades are generally used for indirect fivith the stock of
the rifle held firmly to the ground, kinda like sontar, but they can
also be used for direct fire, particularly the gatik grenades. Rifles
grenades can befound in HE Defensive, gas andarkivariety,
damages are the same as for the correspondinggnanade. They
are fired with theHeavyWeaponskill, and have a Weapon Accuracy
of -3.

40mm GRENADES
Those grenades are useless without a grenade kEumdcst of them

won't arm their fuse before a 10m range, to prdtezshooter.They also

exist in High-Velocity variant, with a longer cagiand greater range,

used by automatic grenade launchers. Firing a H¥viagle in a normal
launcher is normally impossible, since the rounidiger, and will result

in the destruction of the launcher and likely in@as damage to the

shooter.

HE: cause 7D6 damage in a 5 meters radius (sharpitgis w0
meters). Don't explode if shot on a target withinmeters. $50

HEDP: This round does 4D10 HEAT damage to the target4aal
damage to all other targets within one meter. $50

lllumination: Normally fired up, it has a smallparachute to kitep
in air. The flare under the parachute illuminaté®m diam. area for
1 minute. If fired directly at a target, it takeB@ each turn for 6
turn. $25

Chemical: This round deliver its load of gas orsmoke in arider
radius area. $30

Bean bag:lt's a gel bag with an effective range of 50nudes 2D6
Stun damages to the target, stopped by armor.drgetmust also
make a Stun Save at -5, +1 per full 10 SP of aitrisiwearing.In
addition the target must make a Difficulty 20 REBttto remain
standing(difficulty drops by one per full 100 kgtafget weight, so a
350 kg full 'borg is much less likely to be knocldmivn). $20.

WP (White Phosphorous):This grenade does 4D6 damages for 3
turns to all targets within 10 meters, and setfirery well. Armors
are damaged 2 SP/round. $40

Flechette: This grenade affecta conical area 2m wide and @&ap
starting at 3 m in front of the shooter.Each taimgehe pattern takes
1D6+1 hits at 2D6 AP damages. $50

HEP (High-Explosive Penetration):Works by splashing a pat of
explosive onto the target before detonating. Thisd does 7D6
damage, half real and half stun. Armor has no effad is reduced
by5 SP. $40

Slasher: This antipersonnel shell strings monowire betweem t
specially-weighted slugs. As the slugs travel, thgyead appart,
pulling the monowire. Damages are 5D6, armor i8xThe
monowireis 3 meters long, and has a 50% chanceayping
around the target. 200$.

Flash-bang: All targets in a 7m radius must makea Stun Savg,at
and get a -4 to REF arRerceptionif they fail a Very Difficult (25)
ResistTorture/Druggest. $40

Grapnel: This round comes in three part. The propellantgdés
breech-loaded in the launcher, the grappling heokuzzle-
loadedinto the launcher, and the line trails friwa hook. The weight
of the hook and the line cut the effective rangkatf. Weapon
Accuracy is -2 to hit it's intended target. If &isiscored, the target
takes 1D6 damage,and the grapple has a 50% chaoathbing
(adjust according to the area targeted). GrapreI$80, propellant
charge cost $5, line is at $1 per 20m.

Net: A 2m net is launched at a man-sized or smallegtaend wraps
around it. Weapon Accuracy is -5, and Effective ¢ais 25m. If the
target is hit, it takes 1D6 damage from the negivsiand has a 50%
chance of being wrapped in the net and thus imnzelilOnce caught,
you can rip free of the net (Zgrength Featest)or cut the net off. The
netted target has to make a 20 REF test to getiagtool free, or can
use any cybernetic blade immediately.Once theisoaady, it takes two
combat turns to cut free of the net $6



ROMFORD ARMATECH WEAPONRY
© Steve Hynd September1999

ROMFORD ARMATECH "LEAVE A CAN"
100Eb

New from this up and coming Night City firm, a bgadiap for the
discerning solo.

The can comes in several well known looks, inclgd@oolaCola,
ZombaBrew and

Smash™. Each contains about 2 mouthfulls of thekdxhd 500g of
C6 explosive: pulling the tab activates a 10 sedord. The charge
does 4D6+2 damage in a 2m radius.

For a further 25Eb, the can comes equipped witlpwite or
trembler detonator. The "Trip a Can" and Kick a ‘Care useful
mines for antipersonnel duties in urban situations.

ROMFORD ARMATECH "SCARY BOMB"
150Eb
Inspired by a Robert Heinlien novel. This grenadmes with a

voicebox that screams "I am a sixty second bombm. &asixty
second bomb...59...58..." and so on down to O.

The fuse can be set for 55 seconds, sixty secangs seconds ("l
THINK IT'S A DUD, BOB"), depending on how sadistjou feel
today.

GRN O P P 4D6(5m) 1 1 VR
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Blow It Up

Listen Up You Primitive ScrewHeads gave us detailed rules for explosives in CyberPunk
2020, but the table provided at the bottom of thgep(pg 105) was somewhat strange.
When attempting to extrapolate the table in the cds very large explosion, | found
there was no actual pattern to the numbers as given

The original numbers (shown beloae, however, close to a pattern. With a bit of
tweaking and some help with the (albeit basic) mat#tics we whipped up a revised table
to handle various multiples of explosives, as waslthe basic formula to figure out what
quantity of explosives is required for a certaimdge and range multiplier.

You Primitive ScrewHeads!

The Original Table BlackHammer Table
I
s -
EAETEEN DT
T 2T

X7 7 43 X7

While initially the differences seem minimal betwebe two tables (the only differences are on Bie®, x5.5, x6 and x7 lines), the table on the
right follows a defined formula for determining thember of explosive units required to produceréage damage multiplier. This formula is ((n*2
- n) + 1) units produces (n) damage multiplier.

By using this method we can figure out the damagtdy extreme quantities of explosives. For eXarall000kg load of GunCotton (1kg base
unit, 3D10 dmg, 3m radius) will have n=32 (whichane a damage multiplier of x32 and an explosioredaoyg 32 radius bands, or 96m radius).
Therefore it deals 96D10 damage on contact. Byules, someone 1-3m away will take 48D10, 4-6m 2410, etc...

Unfortunately this leads to another problem wité éxplosive rules as presented in Listen Up. Assgraicharge of 43kg of C6, we have a
damage multiplier of X7, over 7 range bands. Dantmge is therefore 8D10x7 damage at contact, 8D%@Bnage at 5m, 8D10x1.75 at 10m,
8D10x0.875 at 15m, 8D10x0.4375 at 20m, x0.2187%at, x0.109375 at 30m and finally x0.0546875 at 3bhis leads me to wonder why we
bother with the damage radius, as at the listeé efithe explosion, it will deal an average of @anage. When we extrapolate this with the above
example (1000kg of guncotton) we get 32 radius baoaover. At the half-way point (48m from the erof the explosion) damage has been
reduced from the initial 528 to a mere 0.008 poiSts once you get past the 5th range band or sartly reason we worry about range bands is
for the shrapnel damage (as shrapnel strikes @pdange bands beyond the outer limit of the bla$eel that the 1D10 for shrapnel damage should
be multiplied also by half the multiplier of thepasion (as bigger blasts will find more mater@lise as shrapnel, such as the ground). At 1/3 of
the max range the damage is cut in half, and ihagglin at 2/3 of the max range.

One final extrapolation... lets figure out the dgmaf a 15kiloton nuclear blast. (Nuclear blasesraeasured in equivalent weights of TNT so
therefore that's 15,000,000kg of TNT). This de82x normal damage over 3,872 range bands, orenage damage of 85,184 on contact.
Unfortunately at 36m according to this, damage béll21 points, and at 51m damage is reduced bélew point line.

0... the system needs work
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Rifle Grenades

Revised Edition - January 2000

Rifle grenades are large grenades designed todukffom a rifle barrel, forming a simple mortaggade launcher that will launch the grenade

Direct Fire Range

further than the rifleman could throw it.

Assault Rifle 150m
Battle Rifle 200m
Assault Rifle 300m
Battle Rifle 400m
Different fire types

Blank fired

The grenade is fitted onto the barrel and a blankd loaded. The
gases from the Blank round propel the grenadeliVearound is
accidentally used the grenade is destroyed andexpapde.

The system is slow to use in a battle, as the miflist be unloaded
and loaded with blanks, them reloaded with live anunce the
grenade is fired.

Blank fired with deflector plate

The deflector plate is an angled armour plate énithse of the rifle
grenade that will deflect a bullet down, out of grenade without
harming the explosive charge. If the grenade igactally fired

with a live bullet, the plate means the grenadésinhply be broken,
not exploded on the barrel. (unless its an AP roimd/hich case the
deflector isn't much use)

Bullet trap™
These have a bullet catcher arrangement with rebsibrbers in the
base of the grenade, allowing a normal bullet tode to fire it.

Faster to use in a battle, they can be dangerdR ibunds are
loaded, as these could crack the bullet trap. Hide must be
avoided, as they will detonate in the trap, settifighe grenade.

Bullet trap "™ with deflector

This uses the same bullet trap but with the addsgrance of a
deflector plate in case an AP round is accidentahd to fire the
grenade, as the round could pierce the bulletarapignite the
explosive

Bullet thru™

The state of the art, these grenades have an dafgEyunning down
the middle of the grenade, allowing the bullet aspthrough the
grenade and on to the target without mishap. Teegfllowing the
bullet are tapped off and used to fire the grenadéng as a simple
flash suppresser.

This makes the grenade very quick to use, safeamyhbullet and
makes it harder to spot the firer.

Types of Grenades

Fragmentation Grenade
Treat as a large Frag grenade, Concussion is 5Dégka/ 1m
Fragmentation damage is based on the chosen fragmen

Frag SizgDamagd No of Hits / Area of effect

Small D4 2D6+2/4m - D6+2/8m - D6/ 1m
Medium | D6 2D6 /5m - D6+1/10m - D6-1/ 2pm
Large D10 D6+2 /6m - D6 / 12m - D6-2 / 24m

Heavy [2D6 D6 /7m - D4/ 14m - D4-1/ 28m

High Explosive Grenade
Treat as a large HE grenade , Damage is 6D6 / 1m

HEAT
Shaped charge capable of defeating light armouebities

Other Muzzle Mounted Devices
Israel Industries Ambush buster
This Bullet Thru device is a large cylinder thas fonto the muzzle
of arifle.

When a bullet is fired it uses the gas from firthg round to ignite
the explosive propellant, firing the 160 flecheftesontains out in a
10 degree arc.

Damage 2D6 per flechette , Half armour.
Number of Hits / Range : 2D6 / 5m, D6+2 / 15m, Rbm

Rifle launched Non Lethal Munitions

Rubber ball Canister

Available in Rubber or Rubber encased steel

The Bullet trap design catches the round as islfitransferring its
energy to the rubber balls. This makes the Rifle anshort range
shotgun, ideal for crowd control.

Volley of D6 stun damage only balls

Steel core rounds are D10 damage, rolls of 6+ @opmint of real
damage

At point blank these count as a single hit

Baton Round

Available in Rubber or Rubber encased steel

The bullet trap design transfers the energy obiliiet to a single
large stun slug.

Damage 4D6 Stun damage, Half if which is real é thrget is
within 3m (5D6 with a steel cored baton, with hadfinting as real if
within 5m)



Micromissiles are state of the art smart weapopslge of in flight
maneuvering to ensure a hit. A miniaturised sehsad feeds
information back to an onboard computer that cdatitoe missiles

flight.

The F.1.D approved rules system for using Micromisites
1. Point missile at target in your LOS, initiate labnc
2. Roll for missile lock
O If missile locks on to target, roll to hit, ignograny
modifiers for visibility, cover or LOS blockage and
adding the missiles WA to your roll.
0 If the missile doesn't lock, roll to hit anyway,thwith
WA= 0 and all modifiers.
3. Missile in flight.
0 Ifthe lock failed, or your roll to hit Missed, tdbr a
lock again.
O  If missile locks, them roll to hit again. If youththe
missile will hit the target
0 if both the locks failed, but you hit, then the gilis hits
the target
0 if you missed and both locks failed, you missed.
4. and 4you catch the man... du dum dum du dum dum...

Special cases.
. If the missile launcher is laser sighted, +1 tkloc

° If smart gunned, +2 to lock (+3 with a target scapavell) (laser
sights and smart guns are NOT cumulative for this)

. If the Lock roll ever fumbles (natural 1) then tiessile will attempt
to lock onto the nearest viable target to its bidight

Types of Micromissile
Choose the missiles' Intelligence and Sensor Systddthe
multipliers together and multiply by the warheadsé cost This gives
the Cost PER MISSILE.

Intelligence

Dumb can't Cost 1/2 no Dumbo (i sin a
. WA 0

Gyrojet lock sensors elefant fly)

Smart | WA+1L Loglion cost x1 Smart

Smart | WA+2, Loglion cost x2 Genius

Smart | WA+3 Lozlion cost x3 Einstein

Sensors
Heatseeker- cost x1
These home in on the hottest object in the linkigiit. They must roll 'lock on’
whenever they pass fires, flares, running engitedfeahey lock, they swerve
and hit the heat source.
countermeasures-any heat source

Smart Heatseeker- cost x1.5

These are set to only register body heat. Theynailler lock onto other heat
sources.

countermeasures-IR cammo's, water/mud coolant

Smart Heatseeker II- cost x2

these are set to only register HUMAN body heatgpast They will only ever
target humans

Countermeasures-ir cammo's

Lock and track IR - cost x3

These have a one shot memory that records the aheatterns of the target
they lock onto. they never fumble the second 'lmckroll, and never hit
anything except the target in memory. Can lock &ty heat source
countermeasures-alter your IR signature

Preprogrammed - cost x4

These have a pattern or series of patterns in meah@ady, and so can be
programmed to target only these patterns, or torgthere patterns and not
target them.

Programmable - cost x4

These are programmed in the gun, in the momerts toriaunch.

If no pattern is loaded, they act as 'lock anddrac

If the gun is connected to a thermal imaging can@réo a cyber eye with
thermo (via a smart gun) the gun can feed the tamgethe missile. Thermal
patterns can also be saved and passed via thexmatri

The GUN must be specially made to feed informatiivactly to the missile
loaded. (cost of launcher x2)

Laser rider - cost x1

These lock onto whatever is illuminated by the geefrequency of laser light
(usually the gun, but can be any other sourceettrect frequency) If the
laser hits (roll to hit as normal) then the missie roll to Lock at +1 when
fired and in flight.

If it locks, it hits the illuminated area.

(aiming laser = cost as laser sight)

Cephalic - cost x4

These are cutting edge technology, as they haeelaap processor fitted,
allowing them to recognise the human body from amgle and target a
specific part (usually the head)

When they hit, roll for Lock on. If it gets a lock hits the preprogrammed
location (chosen when made)

Must be combined with another sensor type.][if thssite is also
‘programmable’ them the location can be chosdmeanbment of firing]

Extended range- cost x2 or more

All micromissile have a basic range listed with Baencher, but with longer
missiles, with more fuel, better endurance on thtéebies and airframe, the
missile can go a lot further.

° cost x2 gives base range +100m
° cost x3 gives base range +200m
° cost x4 gives base range +300m
e etc

Short range - cost x 1/2
Base range reduced by half. this needs less fuélthee whole missile can be
made of cheaper materials with a shorter endurance.




TYPES OF WARHEAD DAMAGE PEN COST \ notes

Kinetic kill KKW 4D6+1 B 30eb Only 3D6 at close nga

High Explosive HE 4D6 B 50eb 2m radius
Shaped Charge HEAT 5D6 D 100eb armour 1/4 SP
High Velocity HYKKW 4D6+1 C 60eb armour 1/2 SP
Drug or Poison CHEM 2D6 A 30eb+DRUG 1m area
Fragmentation FRAG 4D6 A 50eb 3D6 to 4m radius

high Ex penet HEP 4D6+4 NA 100eb ignore SP,1/2 ehip

Types of launcher
(Mi means 'as missile")

Cyberlimb 500euro

Magazine 4 individual firing tubes, ROF 1 or 4(eyl)
Or

Internal revolving magazine, 4 shot, ROF 2
Hvy.Mi.NA.P.Mi.4.varies.St.200m

Handheld 900 euro

A Bulky SMG size launcher, firing 12.7 (.50) micr@siles from a
short barrel. Recoil is low, but ROF is slow as thissiles spend
longer in the barrel than bullets

A Larger version with a 30 round helix mag is aabié for 1050 euro|
HVY. Mi.L.P.Mi.12.2/8.St.200m

Underbarrel 200 euro
A simple one shot under barrel tube, compatiblé wibst rifles.
Hvy.Mi.NA.P.Mi.1.1.St.200m

Manpack 5,500+ euro (ILLEGAL MILITARY ONLY)

Man-packed micromissiles are a military conceptcfose in support.
The backpack houses a snail drum of 50 missilessarittal lauch
tubes with individual loaders.

The onboard radio/deck can receive Thermal pat@mdspositions
from up to 6 separate sources and fire programmexmissiles for
support.

The unit can also set its missiles to ignore knéwemdlies and fire
vertically, allowing the missiles onboard sensorgack in on any
unknown .

The missiles are cold launched to a height of Sfareeocket ignition
to help conceal the firer's location. Already SmBrbgrammable and
EMP shielded

[Vehicle mount weapons with 500+rounds and 20 launbes are
also available]

Hvy.Mi+2.NA.NA.Mi.50.6.Vr.200m

Concealec cost varies

These are verging into Spy story props, but mim@tuissiles
disguised as pens, cigars and sex toys have allfbeed.
Generally custom made, with prices that reflect.tha

Hvy. Mi .P or J.NA.Mi.1.1.Vr 100m

Pocket50 euro

Simply a polycarbon wrapping tube with an ignitétbn. The missile
is armed by pressing the button and then the wmib@own in the
direction you want it to go.

Hvy.Mi-1.p.p.Mi.1.1.St 50m

Shotgun launch15 euro
18mm micromissiles can also be fired from any ndshatgun

Game NoteWhen fired, the rocket will leave a trail of fifer most of
its flight, so anyone can see where you are. Gatyréo duck....

BlindFire It is possible to fire micromissiles blindly inémeas, around
corners, through windows etc in the hope that iHegk onto
something and tracking on it. When Blindfiring,Ira hit the general
area (window, doorway, corner) range is measuiad firer to where
ever they loose L.O.S The Missile then rolls tklaay available
target in its line of flight (with the types of tgats chosen by the
missiles sensor hed

epperpot 350 euro
Bulky 4 barrelled pistol, this can fire all 4 o§imissiles in a volley.
Hvy.Mi.J.P.Mi.4.1 or 4. St.200m

Handgun 450 euro

A big handgun, with a big grip and a short barfRacoil is similar to a
.22 target pistol.

P.Mi.J.P.Mi.6.1.St.200m




The Tazer is an electrical shock device designed to incapacitate the victim. A transformer is used to provide a high voltage and low

amperage from a small battery

For those of you not electronically minded, VOLTAGE causes the shock effects, stunning and paralysing. AMPERAGE cause the real,
lasting damage to the body (5 Milli-Amps across the heart muscle will kill)

In a tazer, the voltage is stepped UP and the Amps stepped DOWN. Anyone hit by the unit will get a sudden pain as the shock shorts
out the nervous system, causing convulsions, paralysis and extreme pain.

Old or cheap tazers work purely by volume, pumping huge voltages through the victim and hoping it stops them. This causes
superficial burns, shocks, and incapacitates, but with long term effects like aches, tingling, numbness or even permanent nerve
damage. Its also quite possible for the shock to not incapacitate at all. They can be very random.

Modern high tech Tazers use high voltages, but tuned to the same frequency as the human nervous system. This means than shock is
more efficient at shorting out the nerves, causing more immediate effects but less long term damage.

Tazer Weapon Types
Delivering the shock can be done in several interesting and fun ways

Touch
Handgrip units with two prongs, which are punched into the
target

Police shock batons with insulated handles and animal
handler prods with prongs on the end

Knuckle dusters or Gloves with electrodes on the knuckles
(Buzzknuks, Shockgloves)

Electrified coatings on armoured vehicles or Heavy suits of
body armour

Close combat weapons - The Medusa Electro-whip, Voltage
swords

Wire and darts
Two darts on wires are shot into the target and the shock is
then run between them.

Arc throwers

These use a low power laser to ionise the air, producing a
path for the shock to arc along. The effect is a bolt of dazzling
blue white lightening

Ranged Weapons
Capacitor bullets that discharge a powerful shock when they
hit

Tazer nets that wrap the target in conductor fibres and
discharge the voltage

Game Notes
Touch weapons uses either Melee or Unarmed skills to hit
with, and have no range

Wire and dart weapons have a range of 5m , but the dartgun
system has a range of at least 10m, making the range bands
PB Om-1m, Closelm-2.5m, Medium 2.5m-5m.

Arc Throwers have a basic and maximum range of 10m

Capacitor bullets are one shot, discharging all their power as
soon as they hit

Tazer Nets are anti personnel nets with a single long tazer
discharge to incapacitate whoever they hold. The BOD test
must be made every 3 rds in the net, and the stat penalties
last as long as you are entangled, on top of normal NET rules.

Effects of the shock

Roll Body +D10, target based on the power of the shock. (depends on the weapon)

+2 save if hit on a limb
-2 save if hit in the head

-2 if still suffering the effects of another shock

+1/5 the Sp of your armour on that location

If you Fail, you're incapacitated for 1 minute per point you failed the roll by.

If you fumble, you also get a roll on the 'long term effects’ table
If you pass, you can still act, but are at half REF and COOL for
as long as the shock lasts (depends on the weapon)



Long term effects table
High tech tasers give +5 to the roll.

Multiple rolls in a short time subtract one from the roll per extra hit

The effect normally comes and goes over the next few days until the body sorts itself out.
1 |Permanent Nervous damage / brain darfiefe-1 (Int -1 if a head hit) permanently

2 Temporary Nerve damage / brain damaje Ref-11lifta head hit)

3 |Shakes -2 to Ref or tech based skills needirggdontrol

4 Nausea -1 to all skill rolls. Fast movement clsBOD 10 rolls or miss your next action
5 |Dizzyness -3 on all skill rolls involving moventen

6 - 7Numbness in location
8 - 9 Pins and needles
10 |No effect

lllegal 'Killing sticks'

These are tasers that have been 'upped' to killing power, and
tuned to stop the heart, cause paralysis and death instead of
incapacitation.

They act as normal tasers, but they do damage equal to the
amount you FAIL to save by, doubled on head or torso hits,
and if a head or torso hit results in a Fumbled BOD roll, you
die (treat as a failed DEATH save) as your heart stops.

Any hit that results in damage / unconsciousness calls for a
roll on the long term effects table

Average Tazer weapons
High tech tasers add +5 to Bod needed due to the fine-tuning

Cattle prod
BOD 10

Bull-beater
A heavy duty cattle prod, BOD 12

Stinger
Junior Cattle prod BOD 8

Crowd control 2000
BOD 10

Handgrip Taser
The classic "stun gun" BOD 15, cost 60eb

Really high power tazer
BOD 20

Shock glove
BOD 15, cost 90eb

Gang jazzler
Deals Killing damage, BOD 20, cost 600eb

Stun dart
BOD 18

-1 to REF/ TECH / INT or Msing that location.
For hours, returning for nextdays.

Dynatech hand taser

Melee /P /C/Shock/12/1/ST/ 1m

touch range BOD 25 (High Tech), if save shock lasts d10
rounds

Mitsubishi taser

Melee /P /C/Shock/1/1/ST 10m (5m)

A 5m dart and wire taser delivering a BOD25 (High tech)
shock If save is made, the shock effects last until the darts are
removed ( with a Ref roll of 15) and D6 rounds after. The
battery is good for 10 discharges

Volt pistol

950eb PST +1 JR 3d6 6 1 st 25m

A low power laser ionises the air, and then discharges
capacitor along it

Arc thrower, Bod 20, shock lasts D3 rounds

Medusa

Mel +2L R D66 1 ST

A short hafted cat of nine tails with an electroshock power
pack, the medusa is a nasty weapon to fight against, as its
almost impossible to avoid all the strands

Voltage sword

MEL+1LR2D661ST

A polycarbonate blade with conductive metal edges, the
Voltage sword packs the same punch as a hand held tazer,
but is a lot harder to block. The trigger is in the hand grip, and
the blade only discharges on contact , either if it hits or if it is
parried / blocked.

Electroknucks
Heavy Brass Knuckles with a high voltage punch, these use
brawling skill and do D6+2 damage plus the shock

Earthed armour +50% cost
protects vs shocks & vs tasers



The BlackHammer CyberPunk Project

Chemical Agents
This is a list of chemical warfare agents | pulled together from CP2020, various supplements, I.C.E.'s CyberSpace, the
Tank Girl RPG, and a few other sources. Each agent is listed with name, strength of effect, effect, vector and cost.
Strength is the number required on a roll of BOD or RESIST TORTURE/DRUGS to ignore the effects of the drug
(although some have a Strength rating of "Auto" which means you cannot ignore the effects).

Several of the agents in question have mutliple strength ratings and effects. What this means is that a single roll of BOD
or RESIST TORTURE / DRUGS is required and is then referenced to the list. Any levels the roll exceeds are ignored, but
any levels that were not exceeded are applied.

For Example: Let's say | just squirted MonStEr with Antidiuretic Hormone during one of his rampages and he rolled a
Resist Torture / Drugs roll of 17. This means he completely ignores the Strength 10 and 15 results, but still is affected by
the Strength 20 and 25 results - meaning severe embarrassment and dehydration.

For the record, Beta and Alpha Fomorol are the brand-names of Biotoxins | and Il respectively in our games.

Chemical Warfare Agents

Agent Str Effect Vector Cost
Auto -5 Awareness for D6 minutes after exposure due to tearing Eyes, lungs
Tear Gas 20 % INT, REF, COOL and MA (roll each round of exposure) 40 eb
Auto -5 Awareness for D6 minutes after exposure due to tearing Eyes
20 % BOD, STR, REF, COOL, MA (roll each round of exposure) Eyes, lungs
Vomit Gas 20 % REF, MA for 3D10 minutes from convulsive vomiting lungs 70 eb
Auto D6 damage to D3 locations each turn Contact
Mustard Gas 15 % INT, REF, COOL and MA (roll each round of exposure), -5 Awareness due to bloody eyes Eyes, lungs 80 eb
Beta-Fomoral Auto 4D6 damage as nerve endings flare up and disrupt Contact 200 eb
Alpha-Fomoral Auto 8D6 damage as nerve and muscle clusters tear themselves up and disrupt Contact 300 eb
Nerve Gas Auto 8D10 damage internal bleeding, clotting, and organ disintegration. Contact 400 eb
Auto -5 on all rolls for D10 hours Lungs
15 Death in 6D10 minutes from thickening blood causing asphyxiation and muscle atrophy Lungs
Algira-Hemoglobin 20 Blindness from blood clotting in eyes (80% permanent) Eyes 400 eb
25 Severe embarrassment in D10x30 seconds as character begins to urinate Lungs
20 Dehydration sets in in 20+3D10 minutes, causing -4 on all rolls for 24 hours Lungs
Antidiuretic 15 Severe dehydration sets in in 20+2D10 minutes, causing 5D6 damage Lungs
Hormone 10 Death by dehydration in 20+D10 minutes Lungs 160 eb
35 3D6 damage, 1/4 REF & MA for 2D10 minutes from vomiting blood Lungs
CHS-IV 20 Death save at -2 from drowning every turn starting in 10 turns as blood erupts into lungs Lungs 500 eb
30 Loss of D3 Cool, Int and Tech, recovered at 1pt / week from synaptic damage Contact
Etherylide-23 20 Death by stroke as Etherylide absorbs neural impulses in the heart Contact 350 eb
30 % Str & Bod for 1 hour per point failed Lungs
Hemoethygene 18 Death save at -5 in D20 hours as Hemoethygene eats all the victims red blood cells Lungs 500 eb
30 Muscle spasms cause -2 REF for 1 hour / point failed Contact
20 Muscle spasms cause -6 REF for 20 minutes / point failed Contact
Polypheronol-70 13 Muscle spasms cause complete paralysis for 10 minutes / point failed Contact 150 eb
21 Unconsciousness for 2D10 minutes Contact
VXX Neurotoxin 15 Death Contact 400 eb
30 Minor spasms cause -1 REF, +4 stress, 2D6 HL for 2 hours after wards Contact
24 -1 INT, MA, REF for 2D6 minutes and twitch and laugh. Contact
Joker Gas 18 Y INT, MA, REF for the duration Contact 200 eb
BlackOut 23 Unconsciousness for D3+1 hours... 3D6 HL for 2D6 hours after Contact 200 eb
Spaz 20 Full paralysis for 4 days, 24 hours with tissue flush Contact 250 eb
Auto Hallucinations (automatic), Black Outs (Cool - 2), Catatonia (Cool - 6), 1HL permanent Inhaled
Blue Glass 15 Disabling hallucinatory state lasting the duration (6 hours). 1 minute onset Inhaled 100 eb
Auto Hypnotic +3, Bad Hallucinations (4 in 6), Negative Physical Reaction +3 Contact
NeoCorticine Liquid 100 eb
Black-Eyed Dick Auto 4D6 damage nerve agent in D3-1 turns Injected 150 eb

Nap-Time 2020 Auto 5D6 Dmg, ¥2 Stun. -1 Awareness / 6 damage. Failed save results in KO for D6x10 minutes Injected 125 eb



Chemical Weapon Delivery

Item Price Notes
Hand Grenades & 40mm Grenades 100% Cost 5m radius cloud of gas, with 15m downwind tail. 10m radius cloud indoors
25mm Grenades 75% Cost 3m radius cloud of gas
Micro Spray Can 50 % Cost 1 shot spray can with 1m range, size of a lighter
Mini Spray Can 100% Cost 3 shot spray can with 2m range, slightly smaller than a grenade
Spray Can 200% Cost 8 shot spray can with 2m range, size of small can of bug spray
Bear Can 300% Cost 10 shot spray can with 3m range, size of a can of bug spray
Paint Balls (non-aerosol) 250% Cost 50 paintballs loaded with a liquid chemical weapon
Paint Balls (aerosolizing) 400% Cost 50 paintballs loaded with a chemical weapon that aerosolizes on impact into a 1m cloud
Shotgun slug canisters 100% Cost 8 Slugs penetrate up to 8 SP barricades and deliver a 1.5m cloud of the chemical weapon
TechJager Air Fouler + 400 eb Fills a 10" x 10' room with selected chemical agent gas
FlashLight Gas Dispenser +50 eb 3 shot spray can with 2m range, hidden in the bottom of a working flashlight

Chemical Warfare Gear

Item Price Notes
USM-1128 Gas Mask 200 eb US Military Gas Mask with 2 filter system
Surplus Gas Mask 60 eb Gas Mask with single filter
Esporma Environment Suit 725 eb SP:10, SP:30 vs corrosives, air supply, etc
EnviroScanner 400 eb Detects radiation & biological contamination within 7m

Royo BodyFree Masks w/ shield 700 eb +1 ATTR in Eurostyle environs, (+2 w/ Dif Grooming roll), protects once vs. Chemical Weapons




