Dark Conspiracy Player’s Supplement

Section 6


Section 6: Equipment

Overview


After generating a character’s starting money, a player can look through this Section, Dark Conspiracy (1st edition) Pg.260, and Dark Conspiracy Player’s Handbook (2nd edition) Pg.139 to purchase items and equipment appropriate to the PC.  Before buying equipment, ask the GM if there are any guidelines to follow for the specific campaign being played.


For a comprehensive list of equipment available see Table S6-1: Equipment List.

NOTE: The equipment list is not meant to be a complete list.  For items that do not appear on the table, ask the GM for availability and cost (in most cases, the current “real world” prices will be used).

Option: Standard Starting Equipment


Depending on the circumstances, when a new character is generated the equipment on one or both of the lists below may be granted at no cost (GM’s discretion).

Personal Equipment [1]:

Belt
1 each

Boots or Shoes
2 pair

Defensive Weapon (knife or small pistol) [2,3]
1 each

Fanny Pack (or equivalent)
1 each

Gym/Duffel Bag
1 each

Jacket or Coat
1 each

Pants
2 pair

Shirt
2 each

Toiletries
as needed

Underclothes (t-shirt, bra, panties, socks, etc.)
as needed

NOTES: [1] – approximate weight variable (minimum 10 kg); [2] – with holster or sheath; [3] – pistol (limited to Charter Arms “Off-Duty”, Hi Standard .22, Smith & Wesson Model 36, or Walther PPK) Includes defensive or non-defensive (Semiautomatic) weapons permit, holster, and one box of ammunition.

Standard Equipment [1]:

Canteen
1 each

Field Pack (Backpack)
1 each

Flashlight
1 each

Lantern (propane or battery powered) [2]
1 each

Kitchen Matches or Lighter
1 each

Medical (First Aid) Kit, 5 uses
1 each

Multi-tool (a.k.a. Leatherman)
1 each

Sewing Travel Kit (needle, thread, scissors, etc.)
1 set

Ration Packs (a.k.a. MRE)
7 each

Sleeping Bag
1 each

NOTES: [1] – approximate weight 15.8 kg; [2] – one bottle of propane or battery pack included.

Technology

Retro-Technology/DC1 Pg.146 & RG2 Pg.17

Basically, everyday technology in the world is very much like that of the late 1990’s, but there are several quirks to that modern technology.  First, one effect of the economic depression has been a general deterioration in what is commonly considered modern.  Corporations in Japan, Germany, or the U.S. no longer produce most consumer goods available to the common man, but instead the less technologically advanced corporations in Mexico and Eastern Europe produce them.  These products resemble products made in the U.S. in the 1950s and 1960s, which is reinforced by the RetroTek (1940s retro-style) movement.  Phones are bulky, black, and non-portable; cars are boxier; TV screens are smaller and often black and white; and radios are larger.  Because of a shortage in semiconductors, many consumer electronics have reverted to vacuum-tube technology.


Remember to think of the bulk of it in 1950’s and 1960’s terms.  Fast food comes from toaster ovens, not microwaves; home telephones are less prevalent and tend to be out-of-order a lot.  Weapons purchased from a “street source,” tend to be outmoded models such as those stolen from closed-down National Guard Armories.

High-Techology/DC1 Pg.146 & RG2 Pg.17

For those who can afford them, there exist virtual technological miracles which are part of the HiTek revolution.  It is this market that Japan and German megacorporations now target.  The wealthy can purchase powerful palmtop and wrist computers, holographic projectors, programmable household appliances, ultra-sophisticated electronic security systems, and even high-quality mechanical replacements for failing organs.  They can even obtain cloned replacement parts.  A variety of robots are coming into use as well, although most of the mobile varieties are a result of military research and development and tend to be used for security tasks.  The abundance of ultra-cheap labor has made personal servants affordable and fashionable for the wealthy, making the development of mobile domestic robots a low priority.

Space Technology/DC1 Pg.147 & RG2 Pg.18

While national governments have lost the means to maintain space exploration programs, the business value of space travel has kept a few programs still alive.  In the US, for instance, NASA survives largely as a specialized transportation company.  NASA rockets launch corporate satellites to orbit, NASA shuttles carry equipment and personnel to orbital factories, and NASA space panes rush corporate heads from continent to continent – all for a substantial fee, which in turn finances NASA investigations of E.T. sightings.  Very few other space agencies rival NASA in size.


SpaceTek is one area where technology has advanced slightly.  Spacecraft in service consists of old versions of craft presently in use or on the drawing boards in the 1990s.  Lack of funding has slowed adoption of new designs and greatly limited manned flights.  Several small research stations are in orbit, however, all with major industrial and military applications as well.

Global Production/DC1 Pg.147 & RG2 Pg.18


The division of production among the nations has been mentioned previously; Mexico and the Eastern European states have taken over the basic consumer market.  In general, the East Europeans have a lead on Mexico in terms of production facilities, but Mexico has made advances in plastics manufacturing, due to its petroleum resources.  Most of the world's packaged food comes from these two areas, as well, even though the US still leads the world in agricultural production.  Both Mexican and former Soviet corporations purchase crops from the US for their processed food operations.  The US has greatly decreased emphasis on consumer goods production, concentrating instead upon high-intensity agriculture, large aerospace and ground transportation equipment, and high-tech weaponry.  Most of the wars that rage on the Earth find both sides equipped with weapons purchased from the US.  Japan and Germany, on other hand, now concentrate on competing for the attention of the ultra-rich.  Most of the world's recent advances in consumer technology were developed by these two nations, and most gnome high-tech consumer toys are manufactured in one of these two countries.

Equipment

Explosives and Demolitions/DC1 Pg.92  & PH2 Pg.122


Explosives are used to demolish structures and breach barriers in addition to providing the charge for high-explosive rounds.  These paragraphs deal with the two most common types of explosives: dynamite and plastic explosive.  The units used are the 1/4kg stick of dynamite and the 1kg block of plastic explosive.  All demolition effects are resolved in terms of the number of Demolition Points (DP) used.  A stick of dynamite has 1 DP; a block of plastic explosive has 6 DP.  Plastic explosive is flexible and may be molded to any shape desired or broken into smaller charges of one or more demolition points.  Several sticks of dynamite and/or blocks of plastic explosive may be joined to form larger charges.  A demolition charge is defined as one or more sticks of dynamite and/or blocks of plastic explosive connected to each other, up to a maximum of weight of 10kg.


Like anything that blows up, explosives have a concussion, burst, and penetration value.

Concussion: It requires progressively larger quantities of explosives to produce a linear increase in concussion.  To determine the concussion of a charge, consult the table below.  This lists demolition points and their corresponding concussions.

Burst: Once the concussion of the explosion has been determined, determine the maximum concussion radius of the explosion the same way as for high-explosive rounds, as described above.  This maximum radius of concussion is also the primary burst radius of the explosion.  The secondary burst radius is twice this.  Unlike high-explosive artillery rounds, a demolition charge does not contain the material necessary to produce a large quantity of fragments, but these are usually produced by the destruction of the object being demolished.  If the demolition charge is simply lying on the ground, it does not produce fragments.

Penetration: The base penetration of a demolition charge is the same as its concussion value, but is modified by its means of emplacement.  If the charge is tamped, its penetration is doubled.  If the charge is simply lying on top of, leaning against a structure, or thrown its penetration is halved.  Unlike other explosions, the listed penetration value of a demolition charge is its actual penetration (do not add 2d6).


DP
Concussion
Penetration {1]
DP
Concussion
Penetration [1]

1
3
3 | 6 | 1.5
15-17
14
14 | 28 | 7


2
4
4 | 8 | 2
18-31
15
15 | 30 | 7.5


3
6
6 | 12 | 3
32-49
20
20 | 40 | 10


4
7
7 | 14 | 3.5
50-71
25
25 | 50 | 12.5


5-6
8
8 | 16 | 4
72-95
30
30 | 60 | 15


7
9
9 | 18 | 4.5
96-127
35
35 | 70 | 17.5


8
10
10 | 20 | 5
128-161
40
40 | 80 | 20


9-10
11
11 | 22 | 5.5
162-199
45
45 | 90 | 22.5


11-12
12
12 | 24 | 6
≥200
50
50 | 100 | 25


13-14
13
13 | 26 | 6.5


NOTES: [1] – unadjusted | tamped (Penx2) | laying/leaning/thrown (Pen(2).
Option: Demolition Points to Concussion Value Formula


If more precise results are desired, the following formulas can be used to calculate the concussion value of a given demolition charge and the size of charge needed to achieve a given concussion.


To determine the Concussion (C) of a charge, divide the Demolition Points (DP) value of the charge by 2, extract the square root of the result, and multiply by 5: C = 5(√DP(2).

To determine the number of DP needed to achieve a given concussion, divide the concussion by 5, square the result and multiply that result by 2: DP = 2[(C(5)²].
Breaching Barriers/DC1 Pg.94 & PH2 Pg.124


Breaching a barrier basically means blowing a hole in it.  Demolition charges can be used to breach walls, armor plate, embankments, and etcetera.  To determine the size of the breach made by a demolition charge, first determine its maximum penetration.  To do so, divide the penetration value of the charge by the Armor Value Constant (see below) of the material of the barrier.  The result is the number of millimeters penetrated by the charge.  Next, the actual diameter of the breach made is determined.  The diameter of the breach, in millimeters, is the penetration (in millimeters) of the charge minus the thickness (in millimeters) of the barrier.

Material
AV Constant
Material
AV Constant
Armor plate
.2
Concrete, Bricks
.03

Sheet steel
.16
Stone, Packed dirt, Wood
.02

Reinforced concrete
.04
Loose dirt
.004

Robots/DC1 Pg.128

 
Although originally designed to free humans from dangerous or boring occupations, robots have become increasingly common as corporate “employees” due to their unquestioning loyalty and damage resistance.  Robots are capable of preprogrammed actions and responses to external stimuli.  They are not self-aware, although the more sophisticated ones can simulate self-awareness pretty well.  Characters will most commonly encounter two classes of robot: guardbots and drudgebots.

Guardbots: These are robots specially designed to perform security functions.  Several varieties exist, varying in cost, sophistication, armament, and armor.  A few of the more common versions are detailed in this section (Table S6-1a: Equipment and Table S6-2c: Robots for vehicular types) and in the vehicle and robot card section of the handbook (DC1 Pg.313).

Drudgebots: Drudgebots are robot laborers.  Some are immobile and work on factory assembly lines; others are multifunctional and completely mobile.  We have listed a couple of the more common versions of the latter in this section (Table S6-1a: Equipment and Table S6-2c: Robots for vehicular types) and in the vehicle and robot card section of the handbook (DC1 Pg.313), but other types are discussed briefly below.

Robot Behavior/DC1 Pg.128

Most robots are so strictly designed for a specific task that they are little more interesting than a drill press or a milling machine.  Other robots are more wide-ranging in their abilities (butler robots, cleaning robots, etc.), and may seem intelligent, but once a person has experienced their repertoire of programmed responses to various stimuli, and sense of “personality” is lost.  There are a few robots, however, whose programming is wide-ranging and flexible enough to make them seem capable of intelligent thought (in the same way that a good computer game can often seem alive).  Take care not to attribute human emotions to such constructs, no matter how “alive” they seem.  A robot’s behavior is dictated by programming, sometimes augmented by remote instruction by radio.  Consequently, even the most “friendly” or innocuous robots can suddenly prove deadly, without warning.

GM’s Note: Robots in Combat

For the purposes of combat, robots are divided into two broad categories: Vehicular and Non-vehicular.  The particular category into which a robot falls is defined in the individual equipment descriptions.

Melee combat may only be performed by non-vehicular robots, which are assigned an AGL attribute score, instead of a Melee Combat skill, to enable them to use melee combat.  The normal combat rules apply to “human vs. robot” and “robot vs. robot” Fire Combat, except as noted in Section 5: Combat.

Not all robots have specified melee weapons; those with drills, screwdrivers, cutting saws, welding torches, and other tools, may use them as melee weapons.  The ranged weapons installed in robots are identical in performance to those used by characters, except that the magazine capacities are often larger.  Ratings for weapons are included with the individual robot entries.

Vehicles

Vehicle Configuration/DC1 Pg.114


Vehicles are divided into two main groups: aerospace and surface.  Aerospace vehicles include all fixed-wings, rotary wings, and shuttles (all those covered by the Pilot skill).


Surface vehicles include all ground and watercraft (all those covered by the Vehicle Use and Vessel Use skills, respectively).  Ground vehicles are subdivided into three types: standard, turreted, crew-in-hull, and tricycle.  Standard vehicles have a large, roughly rectangular shaped body or hull; passenger cars and tucks are standard vehicles.  Crew-in-hull vehicles combine a standard hull with a small, unmanned turret.  Turreted vehicles have large, manned turreted on top of the hull; tanks are turreted vehicles.  Tricycle vehicles are similar to standard vehicles, but have three wheels instead of four or more; these are most commonly found as three wheeled motorcycles.  Watercraft, especially small craft, configuration is flush deck, meaning no superstructure.

Spacecraft Characteristics/DC1 Pg.125

Spacecraft are extremely complex machines.  Most of the standard vehicle data would be meaningless in defining the primary attributes and capacities of spacecraft, so a simpler format is used.  Besides a brief description, the following data are provided:

Types: There are two principal types of spacecraft: Combination Systems and Launch Systems.  A combination system is one in which there are both launch and orbital systems and in which both are essential to the launch phase of the system, such as the space shuttle; they generally are the most complex, and versatile, of all space systems.  Launch systems are essentially large rockets whose function is purely to launch platforms into space.  They have little or no maneuverability once launched.

Price: The dollar-cost of such a vehicle, including fuel and etcetera.  Please note that the more difficult the Contact  Availability rating is, the more scrutiny the government will offer, and the more it will need evidence of mutual benefit.

Size: A value from 0 to 4 which quantifies the general mass and dimensions of the vehicle.  Please note that very slender or very bulky designs can offset these values.  In the case of orbital systems, a second value is given in parentheses; this is the system’s mass in metric tons.


Value
Characteristics
Value
Characteristics


0
Small (≤ 15m)
3
Very large/heavy (56-75m)

1
Moderate (16-33m)
4
Huge (≥76m)


2
Large (36-55m)

Payload: Payload is measured in tons and defines the size of the payload that can be delivered to low Earth orbit (LEO).

NOTE: Since many craft can deliver payloads to orbits beyond LEO, it is necessary to be able to define the maximum sizes of payloads that can be delivered to those orbits.  The following equations provide these values: Tons deliverable to GEO = 40% of LEO delivery rate; Tons deliverable to Moon = 90% of GEO delivery rate; Tons deliverable to Mars/OEV = 40% of GEO.
Launch:  A value from 0 to 4 which provides a broad definition of the vehicle’s ability to transfer a payload to orbit.  It defines the practical maximum orbit to which such a payload can actually be transferred.  If a launch system is transferred to orbit as cargo aboard another launch system, its Launch Value becomes its Transfer Value.


Value
Characteristics


0
None (no practical launch capability)


1
Temporary (short duration orbits from 2.4 hours to 10 days)


2
Low Earth Orbit (insert payload into stable LEO)


3
Geostationary Earth Orbit (insert payload into stable GEO, 36,000 km)

4
Orbital Escape Velocity (obtains OEV for interplanetary payloads)

Reentry: A value from 0 to 4 measuring the spacecraft’s ability to enter/reenter an atmosphere.  Most launch vehicles will have a rating of 0, since they are expendable systems that burn up on reentry.


Value
Characteristics


0
None (cannot survive reentry)


1
Terminal (non-reusable capsule, like the Apollo capsule)


2
Glide (reusable and has controlled descent, like the space shuttle)

3
Partially powered (aerodynamic lifting with limited powered flight)

4
Powered (like the X-30 NASP)

Transfer: A value from 0 to 4 measuring the vehicle’s capacity for in-space maneuver.  The listed value represents both the vehicle’s maximum acceleration (V) and the endurance of its propulsion systems.  Generally, depending upon initial vectors, a ship with a higher rating will eventually be able to catch one with a slower rating.


Value
Characteristics


0
None (unpowered, incapable of in-space maneuver)


1
Slow (low thrust and/or short duration)


2
Moderate (fair thrust and/or fair endurance)


3
Fast (brief high-power thrust or extended medium thrust)


4
Very Fast (extended duration high-powered thrust)

Crew: This indicates the number of individuals that may be carried.

Duration: This indicates the number of days that the listed crew can pursue continuous operations with full life-support and power.

Weapons

Types of Weapons/DC1 Pg.278

Brief explanations of several types of firearms: Handguns, Rifles, Sub-Machineguns, Machineguns, Shotguns, and Heavy Weapons are provided below.  Detailed information on the effects of the different types of actions and ammunition feed mechanisms is explained under Rate-of-Fire and Reloading in Section 5: Combat.

Handguns/DC1 Pg.278

A handgun is a firearm designed to be held and fired with one hand.  The various types of handguns are generally known by their type of action; revolvers, single shot pistols, and semiautomatic pistols.  All handguns use the Small Arms (Pistol) skill.

Revolver: Generally, a revolver is a handgun with a non-detachable revolving cylinder of several chambers brought successively into line with the barrel and discharged with the same hammer.  There are two basic revolver actions, single-action and double action.  There are a few variations of the double action mechanism, and most double action revolvers can be fired as single action revolvers.

Semiautomatic Pistol: Generally, semiautomatic pistols are handguns with an external slide and detachable high capacity box magazine.  There are two basic actions, single-action and double action, and a few variations of the double action mechanism, but all require the retraction the slide to chamber the first round.

Single Shot Pistol: Unlike revolver or semiautomatic pistol, “single shot” is not a specific action.  Single shot pistols are most commonly found as bolt action or break open long range target or hunting pistols.  Some derringers and most muzzle loading (black powder) pistols are also single shots pistols.

Heavy Weapons/DC1 Pg.278

Heavy Weapons is a generic term for wide range weaponry capable of firing explosive projectiles, including anti-tank missile launchers, flamethrowers, grenade launchers, mortars, rocket launchers (including rocket-propelled grenades), and artillery pieces.  They fire rounds of 20mm or larger, are rocket propelled, use high-explosive ammunition, and/or use specialized ammunition to attack targets.  Heavy Weapons may be man-portable, vehicle mounted, or carriage mounted.  They are fired using the Heavy Weapons skill.

Antitank Missile Launcher: Anti-tank, or simply AT, refers to any method of combating military armored fighting vehicles, notably tanks.  The most common forms of anti-tank systems are cannons with a high muzzle velocity, wire guided missiles in various forms, and various autocannon firing penetrating ammunition.  The development of the anti-tank missile, a weapon that could punch through a tank’s armor without requiring a giant gun to shoot it is probably the salient feature of modern ground combat.  Relativity small vehicles can now over power tanks that would have required gigantic antitank guns not all that long ago.

Flamethrower: A flamethrower is a mechanical device designed to project an ignited stream of liquid at a target using compressed gas as a propellant, and is ignited by a glow plug (may be fired unignited at the firer’s option).  It is used by the military and was originally designed to deal with bunkers and other underground complexes; killing the inhabitants by fire or by consuming all the oxygen inside the complex.  They have also proved useful against armored vehicles, and for destroying supplies.  Flamethrowers are also used by those needing controlled burning, such as in agriculture or other land management tasks. 

Grenade Launcher: Grenade launchers use low or high-low pressure system to propel 30-40mm grenades in excess of 100m.  Most break open like a shotgun, but the American M203 has a unique slide-open system.

Mortar: A mortar is a portable muzzle loading cannon, normally range in size from 60 millimeters (2.36 inches) to 120 millimeters (4.72 inches), that fires indirect shells at low velocities, short ranges, and high arcing ballistic trajectories.  Typically a mortar consists of a tube into which is dropped a mortar shell onto a firing pin resulting in the detonation of the propellant and the firing of the shell.  The chief advantage a mortar is its small size and its mobility.

Rocket Launcher: The rocket launcher is one of the most important developments of the modern battlefield, giving a readily portable and quite lethal punch to the infantry.  These weapons, in company with the antitank missile, set the tone of modern ground combat.

Surface-to-Air Missiles: A surface-to-air missile, or SAM, is a guided missile designed to be launched from the ground to destroy aircraft in flight.  SAMs can be deployed from fixed installations, mobile launchers, or are shoulder fired – capable of being carried and launched by a single person.

Machineguns and Squad Automatic Weapons/DC1 Pg.278

Machineguns are firearms designed for the military and are capable of sustained automatic fire, firing rifle-type ammunition.  They are usually fired from bipods, tripods, and vehicle mounts, but some may be fired from the shoulder or hip.  Machineguns are divided into to categories, light and heavy.  Squad automatic weapons and rifle caliber multi-barreled, or Gatling, guns are included in this type of firearm.  All machineguns, squad automatic weapons, and rifle caliber Gatling guns use the Small Arms (Rifle) skill.

Light Machinegun: A light machine gun (LMG) is a machine gun that is designed to be a portable, often belt fed, automatic weapon firing powerful battle rifle caliber ammunition (approx. 7.62mm/.30 caliber).  They are usually fired from bipods, tripods, and vehicle mounts, but some may be fired from the shoulder or hip.

Heavy Machinegun: A heavy machine gun (HMG) is a machine gun similar to the LMG in that it is belt fed and full automatic.  However, is fires very powerful ammunition (12.7mm/.50 caliber or larger) capable of piercing armor.  They are usually fired from tripods and vehicle mounts.

Squad Automatic Weapon: Squad automatic weapons (SAW) are either heavy versions of battle rifles fitted with bipods and heavy barrels (to add cooling), or very light machineguns firing assault rifle ammunition.  Designed to be lightweight, often magazine fed, select-fire weapons, firing the same ammunition used in the assault or battle rifles issued concurrently to military units.  They are usually fired from bipods, but may be fired from the shoulder or hip.

Multi-Barreled Gun: A multi-barreled gun, better know as a Gatling gun, is a form of machine gun with a revolving cluster of barrels (electrically or hydraulically driven) that fire in sequence as they are rotated at very high speeds firing once each per revolution, producing a very high rate-of-fire.  They are belt fed, firing rifle caliber round ranging from 5.56mm NATO (.223 caliber) upward.  Due to their weight and power requirements, they are generally fired from vehicle mounts.

Rifles/DC1 Pg.278

A rifle is a weapon designed to be supported by the shoulder and held with both hands.  The various types of rifles are known by their usage; sporting, sniping, assault, and battle.  They are produced in many actions; full automatic (select fire), single shot, bolt action, lever action, pump action, and semiautomatic.  All rifles use the Small Arms (Rifle) skill.

Sporting Rifle: Sporting rifles include a variety of civilian arms used for hunting or target shooting.  The most common actions are bolt action, lever action, and semiautomatic.

Sniper Rifle: Sniper rifles are either slightly modified high-powered sporting rifles, modified battle rifles, or custom built rifles designed specifically for accuracy; all mounting high-quality rifle scopes.  The most common types and actions are either bolt action sporting rifles, or battle rifles modified for semiautomatic fire only.

Assault Rifle:  Assault rifles are select-fire (automatic or semiautomatic) rifles designed for military use with large capacity magazines.  They fire lower powered cartridges then those used by the battle rifles such as the M-16’s small .5.56mm NATO (5.56x45mm or .223 Remington) round instead of the H&K G3’s more powerful 7.62mm NATO (7.62x51mm or .308 Winchester) round.

Battle Rifle: Modern battle rifles are usually select-fire (automatic or semiautomatic) rifles designed for military use with large capacity magazines more powerful cartridges than the assault rifles, such as the FN FAL/LAR/L1A1’s 7.62mm NATO (.308 Winchester) round.  Obsolete battle rifles, most designed before World War I, were usually bolt action rifles designed for the military firing high-powered cartridges such as the Springfield M1903’s .30-06 Springfield round (7.62x63mm).

Shotguns/DC1 Pg.278

A shotgun is a firearm typically used to fire a number of small lead balls, called shot, from a smoothbore barrel of relatively large diameter.  The energy of any one ball of shot is fairly low, making them useful primarily for hunting birds and other small game, or as close-combat weapons or defensive weapons where the short range ensures that many of the balls of shot will hit the target.  Their standard ammunition in a combat setting is usually 00 buckshot or slug.  00 buckshot uses large diameter shot, a 12 gauge shell holds nine .38 caliber lead balls, which at longer ranges produces a fair approximation of the area fire effects of a burst of submachine gun fire, while at closer ranges it produces devastating wounds.  A slug is basically a large bullet stabilized by rifling or fins.  Shotguns are produced in many actions; full automatic (select fire), single shot (includes double-barreled), bolt action, lever action, pump action, and semiautomatic.  All shotguns use the Small Arms (Rifle) skill.

GM’s Note: Riot and Combat Shotguns

  The division between the riot shotgun and the combat shotgun is blurry, and is more a matter of application than design.

A riot shotgun is a shotgun designed or modified for use as a primarily defensive weapon.  Generally this involves a shorter barrel which makes the shotgun more compact and easy to handle, and more suitable for quickly aiming at stationary targets.  Generally, they have an open choke, to cause the shot to spread quickly, and they may be equipped with special sights to make them more accurate when shooting shotgun slugs.

A combat shotgun would be used in military combat situations as a primarily offensive weapon, where a riot shotgun would be used in law enforcement or civilian situations as a primarily defensive weapon. See the entry on combat shotgun for more information.

Submachine Guns/DC1 Pg.278


Submachine guns are portable, light weight, automatic or select fire firearms designed for the military that usually fire pistol-type ammunition and are fired from the shoulder, hip, or are handheld.  All submachine guns use the Small Arms (Rifle) skill.

Types of Rounds/DC1 Pg.263 & PH2 Pg.147


Auto-cannon rounds, grenades, missiles, and rockets come in several types.  Each weapon can fire one or more of these types.

Chemical (CHEM): A hollow shell which, upon landing, burns and releases a gas or smoke.  The two most common chemicals available are hexachloroathane (HC) smoke and chloroacetophenone (CN) tear gas.  Chlorobenzylidene malononitrile (CS) tear gas, which is stronger than CN gas but wears off faster and can cause skin burns and fatal pulmonary edema, is also available at one category less common and at twice the cost of CN tear gas.

High Explosive (HE): A high-explosive round is a hollow casing containing an explosive compound.  Set to detonate on impact, at a selected altitude, in proximity to structures, and/or time delay.  It is useful again infantry and some larger targets.  It is the least expensive and most common indirect fire round used.

High Explosive Antitank (HEAT): A hollow shell filled with explosive compound.  A shaped charge (an inverted cone in the nose of the shell) directs the explosive force forward into a high-energy jet of super-heated gas and molten metal.  This round is not very effective against soft target, but it is vastly superior against armor.

High Explosive, Duel Purpose (HEDP): A hollow round containing an explosive compound with a shaped charge director in the nose to provide the round with an enhanced armor-penetrating capability.

Illumination (ILLUM): A hollow round containing a parachute flare which will illuminate the area defined by the round’s burst radius for one minute.  The round radiates in the visible, ultraviolet, and infrared spectrums.

White Phosphorus (WP): Commonly called “Willy Pete”, is a hollow round filled with white phosphorus.  Upon detonation, it scatters burning white phosphorus throughout its burst radius generating thick white smoke.

Types of Small Arms Ammunition/GM Addition

There is nearly an infinite variety of small arms ammunition available with similar ballistics (at least in game terms).  This includes a variety of lead and jacketed bullets such as round nose (RN), semi-wadcutter (SWC), soft-point (SP), semi-jacketed soft-point (SJSP), full metal jacket (FMJ), and many, many more.  The most common type of ammunition available is military surplus full metal jacket (FMJ).  The game statistics listed for each weapon in Table S5-1: Weapon List (Section 5) represent all these “general” types of bullets.

Armor Piercing Ammunition: Purpose built armor piercing (AP) ammunition has been in use by the world’s militaries since the advent of armored protection.  Designed primarily to penetrate light armor and body armor, small arms AP ammunition uses a steel core to increase its penetration (x.5 round up, minimum of 1; Nil reduced to 1 less than number of damage dice) while sacrificing stopping power.
Defensive: With a renewed interest in personal defense, new bullets have been developed specifically designed to instantly bring down unarmored opponents.  Specially designed hollow points such as Cor-Bon, Hydrashok, and Silvertips and prefragmented bullets such as MagSafe, Safety Slug, and Quik-Shok have been produced to meet this need.  These bullets sacrifice penetration (reduced to Nil at all ranges) to gain blunt force stopping power (increase damage dice by 2d6).

Hollow Point Ammunition: Hollow points and other expanding rounds have been available in various forms for decades.  The types vary – hollow point (HP), jacketed hollow point (JHP), semi-jacketed hollow point (SJHP), semi-wadcutter hollow point (SWHP), and more – however the effects are similar.  They sacrifice some penetration (x1.5 round up, if result is greater then or equal to damage dice, then Nil) for an increase in stopping power (increase damage dice by 1d6).

New Equipment

NOTE: The new equipment items detailed below have been added, with or without editing, from Demonground: Reflections of a Darker Future fanzine, the Sin City setting series (2nd edition), the published adventure modules, and other sources.

Clothing and Accessories

Maxwell Cling Boots & Gloves: The Maxwell Cling accessories you can ascend even the most difficult slopes with a minimal of effort.  The Cling technology uses a special material, which molds itself with any surface it comes in contact with allowing an excellent bond between the boot or glove and the ground.  This bond acts with a vacuum action giving the climber a solid and secure surface on which they rely.  To release the bond between boot or glove and the climbing surface is a simple matter of relaxing the muscles in that limb; this quickly becomes second nature to an experienced climber and allows for rapid ascent.  Please be warned however that the Cling accessories do not allow for vertical ascent on very smooth surfaces, as the principles involved are only an enhancement of the human climbing ability.  Also please note that rough surfaces such as asphalt can over prolonged periods destroy the Cling surface.

NOTE: The use of both of these items allows any climbing roll to be taken at -1DL and the chance to reroll any failures.  The use of just one allows only a reroll.

Combat Gear

Tactical Riot Stun Shield: Manufactured by several corporations, these are police style riot shields with electronic stunners built in.  The front has a number of studs that are connected to a high-capacity battery pack which contains enough power for 20 uses.  When hit, the target must roll a DIF CON check to remain conscious.  If the check fails, the player can re-roll at the start of each Combat Turn to regain consciousness.  Success still incurs a -2 penalty to AGL and Initiative for the following Turn.  An Outstanding success result reduces the penalty to a -1.

Demolition Gear

Highcom Security, Inc. EOD 2000 Bomb Disposal Suit: Currently in service throughout the world, the EOD Bomb Disposal Suit is a state-of-the-art garment specifically designed to be the most protective and mobile Bomb Disposal System available today, this advanced design has set the standard for EOD technicians.  The ballistic levels and materials used in the various components of the EOD Bomb Disposal Suit are tested and evaluated to the full quality assurance standard laid down by the appropriate Government organizations.  The suit consists of the following separate items, which collectively make the complete garment: jacket with attached collar, trousers (adjustable), breast plate, groin plate, helmet and visor (integral radio earphones and microphone), air cooling blower, and transit bag.

Electronic Gear

Gateway Detector: The gateway detector is a device about the size and shape of an MST 3000 Motion Detector (DC1/266) and has a two part function.  First, it will indicate, with an arrow display, the direction of the largest gate in the area within a 2km range.  It can be adjusted to indicate closer gates of lesser strength by adjusting (reducing) the detection range.  The second feature displays the size and location of the gate on a grid map, which also shows the position of the detector.  Like the first function, this can be adjusted to scan for smaller gates to a maximum range of 400m.  To use these functions, an EZY Electronics skill check is required.  The gateway detector’s battery back lasts for four hours; the pack can be recharged or replaced.

Lee Williams & Co. Virtual Display Glasses: Outwardly these glasses resemble a pair of high-quality sunglasses, but are much more.  The VD Glasses contain a tiny internal projector, programmable using flash ROM or via wireless communication to a computer, allowing visual data to be displayed directly onto the wearer's retina.  The display is superimposed over the actual field of vision much like a fighter aircraft's Heads Up Display, or HUD.  They are popular with business people such as architects and also with detectives.  However, these glasses are not cheap or easy to get hold of.

Medical Gear

DARPA Emphemerol II: Developed for DARPA by LW Pharmaceuticals for their empathic testing program.  This brand new drug is used to help control the unfocused raw powers of newly awakened Neuropaths.  Many of these people have no idea what has happened to them and often turn to drink and hard drugs in an attempt to block out the mental "static" from other people.  However, it has been rumored that E*2 can create empaths if administered to pregnant women.  The child may develop extraordinary powers in a very short time.  It is feared by some and perhaps a of others that an army created in this fashion could take over the planet with relative ease.

LW Pharmaceuticals Nephrozine: Originally developed for DARPA and used by the U.S. military, under the names Combat or C*1, as a booster for troops entering hand-to-hand combat.  The formula was accidentally leaked onto the Internet; soon it was duplicated in back street labs under various street names such as Rage or Red Mist.  This drug increases both the STR and CON attribute score by one point each, as well as causing the user to fly into a terrible raging fury.  The effects begin 30 seconds (one Combat Turn) after taking the drug, and lasts for about ten minutes (20 Combat Turns).  When the effects wear off, the user suffers chest pains (taking 1d6 damage to the chest) due to stress to their cardiovascular system.

LW Pharmaceuticals Psychoinaltus: Developed in secret by Russian parapsychologists in the 1970s under the code name PB-NE.  Psychoinaltus, or Psyche, is a very rare and unusual substance that works by stimulating the areas of the human brain, which are thought to be linked to psychic activity.  It may also help to awaken latent ability in certain subjects (as psychic trauma see Awakening, Section 4).  Psychoinaltus increases the user's empathic level (+2 to EMP) for an hour.  Additional doses taken during this hour have no extra effects.  The drug does not affect people without empathic ability.

LW Pharmaceuticals RPI*8: Allegedly developed by Swiss neurochemists, however, all evidence to support this was destroyed by a fire.  It is not known precisely how this drug affects the brain; all that is known is that the user falls into a trance for one to six (1d6) hours where they see visions.  Some claim to have seen the future, some claim to have seen Heaven, and some have become incurably insane.  Many cults are led by people who have experienced RPI*8's visions.  The user must make a DIF INT check.  If successful, the user receives a useful vision with no ill effects.  If the check fails, they experience "...the absolute mother of all bad trips", and at the end of the duration, a second roll then made.  If the second check also fails, the user receives a permanent mental illness (roll on the Pushing failure table, Section 4, adding the difference of failed second check).  Strangely this drug has no known connection with empathic abilities.  Although RPI*8 does not seem to have any real legitimate commercial value, it has become popular on the street as Astral.

LW Pharmaceuticals Somnambutol: A popular sleeping drug marketed as a sleep aid under the brand name Snowball.  The authorities use Somnambutol in gaseous form, in chemical grenades and chemical projectors, as a means of riot control.  A high enough concentration will produce instantaneous sleep in a target for six to eight hours.  Lower doses will make the subject docile and somewhat easier to control or interrogate, although not to the extent possible with a "truth serum".

LW Pharmaceuticals Vasopressin-Y: Developed as an aid to people with memory loss due to illness or injury, this drug has proven to be a powerful brain stimulant.  It generates a feeling of incredible clarity of thought - hence its street name of Clear - and is used to heighten the person's perceptions and current feelings.  One inhalation will raise a user's intelligence (+2 to INT) for six to 30 seconds (1d6 Combat Phases).  This works especially well when trying to remember details of events and/or objects.  The "high" from this substance continues for one to ten (1d10) minutes after the intelligence boost has faded, so make sure that any information gained is written down or otherwise recorded.

Quicksilver (illegal): WTE was originally developed for DARPA by LW Pharmaceuticals for used by the U.S. military as aid to boost the performance of its troops, however, it proved to be much too dangerous a substance even for them.  It found its way to the streets as Quicksilver and was quickly listed as an illegal drug that has become very popular with street gangs.  Quicksilver boosts the users reaction time (increase Initiative to 6) and increases their agility (+2 to AGL) for three to thirty minutes (6d10 Combat Turns); however, there is a serious drawback.  Every time the drug is used, a DIF CON check must be rolled when taken.  It the check fails, the user loses a point of CON which is lost permanently unless they receive medical attention within one hour.  If the result is a Critical Failure, a randomly chosen body Hit Location is permanently paralyzed due to severe nervous system damage.

Miscellaneous Gear

Heat Light: With the use of the heat converter simply holding the specially made handle the heat produced by your hand alone is turned into light.  As long as you hand produces any warmth, and is in contact with the torch handle light will continue to be emitted from this technological breakthrough.  Its special lens means the end to everyday light bulbs, unbreakable, even unscratchable it will last for twenty years minimum, and that’s guaranteed.  The Heat Light comes in many different sizes and shapes, from pocketsize through to the large all purposes utility.

Ignition Sticks: By simply cracking the outside shell of one of these sticks you can produce your own portable fire.  The flames produced can last up to 10 hours and can be extinguished by normal water.  The Ignition Stick requires no other fuel, consuming itself with no more risk of starting uncontrollable fires.  These small sticks, which are no longer than 20cm in length and 5cm in diameter, can produce heat and light to the equivalent to that of a camp fire.  To use –Shake the Ignition Stick and then crack the end against a hard surface.  The stick will now make a low-pitched whine, immediately place the Stick in the desired location, and step away.  Within five seconds the Stick should ignite and will be at peak performance within thirty seconds.

L&W Engineering Personal Submarine Suit: The Personal Submarine Suit, or PSS, is an armored suit contracted of advanced alloy materials that enable a diver to operate at depths of 400 meters or more.  The PSS includes a complete, self-contained life support system with air and power for six hours, a distress beacon, a 75km radio, and lights.  The suit’s arms and legs are servo equipped and the arms can lift almost 100kg each.  Each suit comes standard with a propulsion system, including depth control, making the suit self-propelled (cruise speed of 2/2).  Come models replace one manipulator arm with a specialized tool arm; such modifications are custom built.  A PSS, with its advances servo system, is actually easier on its operator than a Hardsuit; an operator can use a PSS from 30 minutes to 5 hours (operator’s CON x 30) before becoming exhausted. 

NOTE: All AGL and STR-based tasks are at +1DL and the suit has an AV of 2.

Sectra Light Sleeping Bag: Extremely light sleeping bag weighs less than half a Kg, while fitting into a bag not much greater than your hand.  On top of all that it is guaranteed to temperatures up to -20ºC, and is non-flammable.  The key to the size and weight is the new vacuum action pump which is smaller than a bottle-top, when activated this little whiz removes all the air from the bag, and keeps it out, ensuring you a nice small package.

Sectra Ultrasafe Survival Dome: Is more than just a tent, it is a survival dome built to withstand the rigors of any conditions.  The Ultrasafe can keep its occupancies alive for ten days with no outside help.  The Sectra Ultrasafe offers a fully sealed environment with its own Carbon Dioxide filter, good for 500 hours, a heat generated light source, which is an advance on the Heat Light (see above), and an unusually well padded skin which can resist up to million pounds pressure per square inch.  The Ultrasafe comes in either the one or two-man version, and can be fitted with optional extras including the “Vermillion” Space-Heater, and “Maxwell” Liquid Recycler.

Sturm, Ruger & Company Netgun: This is a non-lethal capture weapon, developed in the 1990s for U.S. police usage.  Powered by a blank 7.62mm NATO cartridge, it swiftly projects a net over your  target enabling it to capture anything from birds to elk to humans.  Ideal where you need to instantly immobilize a target.  The firing of a blank cartridge launches four heavy rubber weights that have a capture net strung between them.  Nets are available in Light, Medium, Heavy, and Extra-Heavy strengths.  If the target is hit, it is incapacitated for 1d6 Turns.  If an Outstanding Success, the target is unable to free themselves.  The target may attempt to dodge the net by rolling a DIF AGL check.  A Catastrophic Failure indicates that the target has been hit by the rubber weights suffering 1d6 damage to a random Hit Location in addition to being incapacitated for 1d6 Turns.

Robots and Accessories

Masdon Global Armed Defense Response Robot Mark 2: The ADRR Mk2 is designed to combat the threat from armed groups such as terrorists who may attempt to gain entry to corporate facilities.  It is a tracked robot, which makes it more agile and better suited for external security operations than the ISM would be.  The standard armament configuration is one 5.56mm light machine gun (M249 SAW) and a semiautomatic 12-gauge shotgun.  The shotgun can be loaded with a variety of special rounds, which the ADRR Mk2 can select whilst in combat to maximize its effectiveness.  The robot's body is capable of 360 degrees rotation, and can elevate and depress its weapons to point vertically up or down.  The sensors equipped on this robot include all those seen on the ISM 5 with the addition of audio pattern recognition (including voiceprint) and detectors for ultrasonic and subsonic vibrations.  An IR spotlight for night operation is also fitted.  It is somewhat bigger than the ISM, mainly due to its more heavily armored and rugged construction.  ADRR Mk2 also has a heavy-duty manipulator arm, which it can use to remove barricades or restrain suspects. 

NOTE: The Biped column of the Hit Location chart is used to resolve hits in combat, with Arm hits considered to hit the weapon pods and Leg hits going to the tracks.

Masdon Global Armed Heavy Robot Mark 1: The AHR Mk1 is the biggest self-contained robot built by Masdon Global.  It is intended for military use and extreme law enforcement situations.  The AHR Mk1 is a walking robot with two independently targeting weapons pods as its arms.  A wide variety of armaments can be installed in these pods, but usually one will carry a direct-fire weapon such as a HMG while the other will carry a heavier weapon such as a grenade launcher.  Each pod can carry two weapons of Bulk 4 or less, or one weapon up to Bulk 9.  Sensors equipped on this model include everything seen on the ADRR 2, as well as full UV capabilities.  AHR Mk1 is able to perform a wide range of tasks independently, within the parameters of its basic programming.  In a combat situation it can easily seem that the robot is operating of its own free will, which is enough to scare a lot of people.  This is especially true when the AHR Mk1 is operating in stealth mode, using a clever series of baffles to minimize any engine noise.  The AHR Mk1 also has one advantage over other combat models - it is capable of self-repair.  Inside the body cavity is a foldaway lightweight arm with several tools attached.  The AHR Mk1 can use this to repair damage when the combat situation eases.  It has a full schematic of its own systems on file, as well as a weapons repair capability.  This may give it an edge during sustained combats.

NOTE: The Biped column of the Hit Location table is used in combat.
Masdon Global Internal Security Mark 5: The ISM Mk5 is a small (80cm high) robot designed for security patrols inside buildings.  It is shaped like an American mailbox on four soft-tired wheels, with a swivel mounted sensor package on top.  This package contains a smoke detector, passive infrared sensor, siren alarm and spotlight.  A CS gas dispenser, a "smart water" spray to tag suspects for later identification, a video camera and a loudspeaker, which can be activated remotely from a control room, are also included.  The ISM Mk5 is usually preprogrammed to follow a set route around buildings, checking locks and so on.  If it encounters any unauthorized personnel it will attempt to block their exit, spraying them with smart water, which will show up under UV light.  If they resist then the robot will use its gas dispensers to incapacitate, whilst sounding the alarm in the control room.  The robot can then be remotely controlled if necessary by human staff.  It can also use its two lightweight arms to restrain prisoners until reinforcements arrive.  Some versions can be programmed to use weapons, using their arms to hold and aim them.  The software and processing power of the ISM Mk5 enables it to distinguish between human and non-human, and it can read security passes with a small scanner.  The power source is a rechargeable electric battery cell, which can run for 24 hours on a full charge.  A recharge takes 6 hours.

NOTE: The Biped column of the Hit Location table is used in combat.

GM’s Note: Typical Drudgebots

The following are typical of drudgebots that may be encountered, in the right circumstances.  While these robots are usually harmless, there have been instances of them being reprogrammed to attack.

Cleaningbot: This is a small, vehicular drudgebot with several arms that end in various cleaning and polishing attachments, sometimes found towing a wheeled trash bin.

Butlerbot: This non-vehicular robot resembles a small, four-wheeled cart.  It is fitted with serving arms, a sensory arm, and a number of compartments to keep food and drinks at the optimum temperature.  Butlerbots take on comestibles in the kitchen, transport them to the dining room, and serve them accompanied by the appropriate phrases (“dinner is served,” “More wine?”, and “Would you care for some freshly ground pepper?”).

Foodbot: A foodbot is a non-vehicular robot designed to take food orders at restaurants.  The machine is equipped with voice-recognition software and a limited number of vocal responses (“thank you for dining at Zhukov’s!  May I take your order please?”, “Would you like to speak to my supervisor?”, and “Would you like cabbage rolls with that?”).  Foodbots are similar to butlerbots, except that they have provisions to accept money and make change from an armored “safe” within their body.

Receptionistbot: This non-vehicular robot is programmed to greet anyone who comes within range and ask their business.  The sophistication of this robot’s voice-recognition software, and the pattern of responses, varies with the particular duties of the robot.  The cheapest versions of this robot look like beverage vending machines (and are extremely rugged).  More expensive versions are humanoid in basic shape, and deluxe models may even be equipped with very realistic appearing skin and hair (these can be told from humans by tier limited movements and precise “machine” speech, as well as their inability to rise from their chair or move from behind their desk).  Needless to say, such models are very delicate, and are reserved for corporate executive offices and the like.

Repairbot: This is a small, squat, non-vehicular drudgebot with several arms which end in assorted tools, intended to perform preventative maintenance and simple repairs on other machinery, including others bots.

New Vehicles

Aerospace Craft

HiCycle Autogyro: HiCycle is a small, cheap, and rugged autogyro.  It is probably the easiest way for someone to get airborne on a small budget.  HiCycle is very popular with police and Sheriff's departments.  It carries a pilot and two passengers.  Some versions are armed with single-shot grenade  launchers for use with gas grenades and other riot control devices.

Mitsubishi P-15: The P-15 is a ducted-fan aerodyne which is becoming popular with emergency services due to its relatively small size.  This compactness is achieved by the lack of conventional control surfaces.  Unlike the more bulky tilt-rotor aircraft, the P-15 is kept aloft at all times by the four shrouded propellers which can each swivel through an arc of 270 degrees.  The body of the vehicle is aerodynamically shaped, providing extra lift during forward flight.  However, the P-15 is not capable of high-altitude flight as its flight ceiling is limited to 1,000 meters, although it can be piloted up the side of a hill or mountain.  Armed and armored versions are also now available.

Williams & Sullivan Aerospace EK-21 Wingship: Possibly the only commercially available wing-in-ground effect craft.  Originally designed in complete secrecy by Russian military scientists, wingships are now thought by many to represent the future of intercontinental mass transport.  The EK-21 is typical of this type of vehicle, resembling a hybrid of airliner and powerboat.  These craft are built to fly just a couple of meters above the surface of the water, using a self-replenishing air cushion, and can travel long distances at reasonably high speeds.  The main advantage for commercial operators is the relatively low fuel consumption in comparison with an aircraft of similar size.

Williams & Sullivan Aerospace ES-001 Patrol Craft: Another wing in ground effect craft, the ES 001 is intended for high speed coastal security duties, providing backup for customs and excise boats.  It is armed with turreted twin Browning .50 and is capable of carrying four fully equipped marines as a boarding party.  Although the appearance of armed surface craft may cause concern, the governments involved decided that these speedy and agile vehicles were ideal in the war against drug trafficking and gun running.  Its unusual configuration has led to some people nicknaming them "flying tanks".

Ground

Arctic Cat ZR 900 Snowmobile: "Intimidate the wise, humble the rest."  The ZR 900 is an open vehicle for one person with steerable skis on the front and an endless belt at the rear for travel on snow and is one of Arctic Cat's top high-performance snowmobiles.  The ZR 900 is available in either a carborated or electronic fuel injected version of the powerful 900cc, 150hp, liquid cooled, twin cylinder engine.

Argo 6x6 Conquest: The Argo 6x6 Conquest is a 6-wheel-drive, amphibious, off-road vehicle with a Kawasaki FD 620 engine, a load capacity of 317kg without Roll Bar Kit, and a towing capacity of 635kg.  The FD 620 is a 617cc 4-cycle OHV V-Twin liquid cooled engine with an electronic ignition, is rated at 20HP.  The 6x6 Conquest is equipped with 25” Rawhide III tires, extended wheelbase, hydraulic brakes, full skid plate, welded steel roll bar kit including seat belts, and basic instrument package.  The vehicle's skid steering is controlled by two hand-controlled levers activating brakes to stop the wheels on either side of the vehicle, allowing it to turn within its own length.  For ease of handling, the ARGO steering transmission provides continuous torque to all axles.  Optional equipment includes; Brake/Tail Light Kit, Cargo Tie Down Kit, Convertible Top, Bilge Pump Kit, Outboard Motor Mounting Bracket, Track Sets, Brush Guard Kit, Roll Bar Kit, Trailer Kit, Trailer Hitch Kit, Snow Plow, and much, much more.

Bosar FF900: A small, cheap and basic car from the Philippines.  Its main selling points are its cute bug-eyed styling and rust-free fiberglass body.  The FF900 is designed to run on alcohol fuels and is therefore gaining in popularity with those who can just about afford to buy a car but are not willing to buy Russian.  Bosar vehicles, though basic by Western standards are known to be quite reliable in most circumstances.  They are not fast however.  The tiny three cylinder engine of the FF900 is suitable for city driving and minor roads, but anyone driving one on the freeways will become very unpopular very quickly.

CAM Int'l Terra Wind: Cool Amphibious Manufacturers International's (CAM Terra Wind, the world's first luxury amphibious motor coach/yacht, combines the best features of world class yachts and custom motor coaches in a revolutionary design.  Luxurious interiors are hand crafted of the finest materials and custom manufactured to meet the customer’s needs and desires.  The “standard” model Terra Wind is equipped with a GPS navigation system, onboard computer system, 42" plasma TV with digital "in motion" satellite, DVD, VHS, and CD Players, a 600 watt surround sound stereo system, and a regionally controlled air conditioning/heating system.  The “standard” model features all leather interior, custom teak wood cabinetry, granite countertops, marble floors and shower, plush carpets, dining room table for two, a swim deck, pneumatic stair case, and an 8-jet whirlpool tub.  Appliances include a side by side refrigerator, washer and dryer, trash compactor, four-burner electric cook-top, dishwasher, and microwave/convection oven combination.  The vehicle is based on the 45' Roadrunner passenger bus chassis/hull with stability/flotation sponsors which allow the use of the 13' living room and bedroom slide-out features while on the water.  It is powered by two Caterpillar 3126E turbocharged 7.2L diesel engines with 330hp each.  Power is transferred through an Allison 3000MH six-speed automatic transmission to the tandem rear axles and duel 19" bronze propellers.  It is also equipped with an 18kw 240v diesel generator, and automatic fire suppression system, and an automatic water/flood alarm system (incl. two high volume bilge pumps and auto leveling).  A composite ceramic armor is available for those interested in added security.  An optional floating trailer is available, able to carry one automobile and either a golf cart or a pair of personal watercraft.

Ford-Revlon Police Interceptor: Ford-Revlon's Police Interceptor is a retro designed vehicle based on the Australian built 1973 Falcon XB GT Coupe.  The Interceptor is designed for police forces that are short on manpower and long on jurisdiction, such as highway patrols.  Its armor and impressive sensor suite also make it ideal for the urban environment.  The vehicle masses at 1.9 tons, however, half a ton of this weight is from Ceradyne, Inc.’s new Monolithic B4C light composite armor plate, capable of stopping most small-arms rounds.  The vehicle seats four comfortably; the two rear seats can be sealed off from the driver's compartment by a sliding partition.  A roomy 1.5 cubic meter trunk can hold up to a 375kg of equipment or prisoners.  The passenger compartment and trunk are protected from outside contaminants by a simple overpressure system.  In addition to the standard headlights and obligatory searchlight, the vehicle also mounts a 300-meter short range radar (for catching speeders) and a thermal imagine and image-enhancement viewer (for night operations).  A super-charged, 300-hp, 5.8-liter V8 gives the vehicle a top road speed in excess of 220kph and an improved hydraulic suspension give the vehicle excellent cross-country capabilities.  An 80-liter fuel tank allows for up to 10 hours of operation between refueling.  A 30km-range shortwave radio means the patrol officer will never be out of contact with headquarters.

GAWAG 1000 Series: This low cost import from Eastern Europe produced by Grosser Auto-Werke AG comes in a choice of 4-seat hatchback, 2-seat delivery van, or 2-seat pickup.  The hatchback’s rear seats are a little cramped but not quite to the point of being unusable.  The van and pickup, though small are ideal for urban business use.  The van is basically a pickup with the cab rear panel removed and a permanent roof badly grafted onto the body; the roof seams often leak in heavy rain.  The 1-liter engine delivers drive to the front wheels and comes with 4-speed manual or 3-speed automatic transmission.

GAWAG 1400 Series: A larger sized car than their 1000 series.  The 1400 is fitted with a 1.4-liter motor, however this offers no real performance advantage over the 1000.  This series offers several import models; a police version, stations wagon, and sports coupe.  The police version has a larger engine, better suspension, and this is popular with cash-strapped forces in Europe and the U.S.  The station wagon  version has a heavier chassis and body, which makes it somewhat underpowered and less fuel efficient.  The sport coupe version is a neat little 2+2 coupe with an upgraded engine and different bodywork.  It is becoming a much sought-after accessory for the young professional woman, and a direct rival for the GDM Ariel.  Its relatively low price tag is also a plus.

GAWAG Cossack Mark 3: Grosser Auto-Werke AG designed this sports-utility vehicle (SUV) specifically for the U.S. market, comprising a more conventional body atop the same basic chassis and power plant as the Overlander.  Much more emphasis has been placed on comfort with the Cossack than with the Overlander, with more room for rear seat passengers than any of its competitors.

GAWAG GTZ-V8: The fastest and most powerful vehicle offered by Grosser Auto-Werke AG, the GTZ is a road going version of the company’s famous 2000 European TOCA winning “Zadrovni” racer.  The drive train configuration is unusual for a 21st century road car in that the engine is mounted in the rear directly above the rear axle.  The GTZ is by far the fastest and most powerful car offered by the company, with a top speed of 300km/h and a maximum power output of just over 400 horsepower from the 4.4-liter V8 motor.  Although the car has a strong chassis and engine, some of the detail finish internally is a little "low rent".  The GTZ is available only in the company’s red and white color scheme.

GAWAG Patroller: Without a doubt the strangest vehicle manufactured by the company is the Patroller.  Designed for law enforcement, corporate security, and military forces, it is a three-wheeled vehicle based around the 1-liter engine mated to an automatic transmission.  The driver controls the machine via handlebars as on a motorcycle, and behind him there is a platform atop the engine compartment with seating for 4 passengers (2 facing forward and 2 facing rearward).  Alternatively, the seating may be removed and a swiveling weapon mount installed on the platform.

NOTE: Driver and passengers are treated as mounted targets during combat.

GAWAG T603 Streamliner: The latest RetroTek styling fad for Gnome cars has been the streamlined look.  This was no problem for Grosser Auto-Werke AG, who merely dipped into their back catalogue of blueprints gathered from the several smaller companies they amalgamated and drew out the most appropriate.  This 1950s-60s teardrop shaped luxury model was given a more modern engine and slight styling makeover and has been a big hit with those who can afford it.  Its rear engine layout has raised a few concerns about handling in the motoring press, but so far no problems have been reported.

GAWAG Z111 Limousine: Although many top-level executives are still chauffeured about in state of the art German limos, the RetroTek fashion has spread into the highest-level auto market.  Once again, Grosser Auto-Werke AG merely had to look into their past portfolio for inspiration.  Their new top-notch luxury limo is only available in glossy black with lots of chrome detailing.  The stately look of this model is preferred by several high-ranking corporate officials to the modern Mercedes models.  It is available to special order with a more powerful engine, armour plating and all the other features that top executives would expect.

GAZ Volga Chaika-13 Sedan: A car whose time has come, again with its shark-fins and chrome radiator, the Chaika (Russian for seagull) is an old ex-Soviet favorite so dated that it is right up with the latest RetroTek.  In the '60s and '70s, Gorkovsky Avtomobilny Zavod or GAZ (Gorky Automotive Factory) originally produce the Chaika-13 inspired by the American Packard, powered by a big-displacement V8 engine with single overhead camshaft.  Police and security officers often use a special model with a more powerful engine.  The Chaika-13 was often used by the KGB making the image of that car an image of fear itself in the mind of the Russian people.

Gibbs Aquada: The Aquada from Gibbs Technologies of Warwickshire, England, was the first of the British-built car-boats employing their proprietary High Speed Amphibious (HSA) technology to go into production in 2004.  The 2006 Aquada reportedly zips along at 177kph on land and 65kph on the water.  Virtually all the components in the 3-seat vehicle, except for the 175hp 2.5l Land Rover Freelander V6 engine and the Jatco 5-speed automatic transmission, were designed by the founder and CEO of Gibbs himself, Alan Gibbs.  Gibbs Technologies hand builds each Aquada to order, from scratch, as opposed to using stock off-the-shelf hardware.  The composite body has no doors to ensure a watertight compartment and is glued to the square-tube aluminum chassis.  On land, the Aquada is propelled by the rear wheels, while a second axle powers a jet pump that delivers 2200 pounds of thrust for water use.  In addition, the Aquada has dual cooling systems; a conventional air-cooled radiator for land mode and a separate water-cooled heat exchanger for boat mode.  Switching from car to boat mode requires just twelve seconds with the press of a button, and the transition operation is seamless.  Built-in safety features prevent the transformation from taking place until the on-board computer determines that it's appropriate to do so; when the water reaches a sufficient depth, a number of things happen simultaneously – the wheels fold into the wheel wells, the steering rods are articulated allowing the steering to be disabled, the power steering is used to control the direction of the jet pump, trim tabs are set automatically to the correct angle for takeoff, the rear axles are disabled, and each half shaft going to the rear wheels incorporates a hydraulically operated clutch, which is disengaged in boat mode.

Gibbs Humdinga: Gibbs Technologies has launched its new Humdinga for 2006 – a full-time four wheel drive high speed amphibian vehicle based on the Humvee.  Powered by a 350hp V8 engine, the 5-seater is capable of traveling on land at 161kph and on water at 64kph; on land the Gibbs Humdinga can accelerate from 0 to 97kph in 9.2 seconds and on water it can reach the 'plane' in less than 12 seconds.  Utilizing Gibbs' proprietary HSA technology, it has been designed specifically to access remote and hostile terrain.  The Gibbs Humdinga transfers from land to water at a touch of a button - the wheels retract, the power train switches from the wheels to a jet propulsion system, and the vehicle is in amphibious mode.

Jaguar XJS: Designed as a replacement for the E-type, the Jaguar XJS is one of the finest grand touring cars of any era.  It survived the British Leyland days, Jaguar's privatization, and the takeover by Ford, and is still very much in demand.  With its powerful 5.3L V12 HE engine, smooth six-speed automatic transmission, self-leveling and adaptive air suspension system, dynamic stability control, and new Monolithic B4C light composite armor (by Ceradyne, Inc.), the XJS is a true driver’s car.  The XJS is currently available in a Targa-styled Cabriolet and a Convertible.  Exterior features include 18-inch wheels with all-season tires, electrochromic power-adjustable heated door mirrors, automatic headlamps with adjustable shut-off delay, and rain-sensing windshield wipers.  Inside, Burl Walnut veneer trim, leather seating surfaces, and a 12-way power-adjustable driver’s seat, adjustable pedals, and steering column with memory settings are standard.
Land Rover 110 Defender: This is the latest, and probably the last variant of the world famous Land Rover.  Millions of these rugged 4x4 vehicles have been sold since it was first produced in 1948.  The company recently announced that the vehicle will go out of production by the middle of the decade.  All models have excellent cross country mobility and a large capacity for either passengers or cargo, and in recent years they have become something of an urban status symbol.  The details given are for the long wheelbase County model, which has a well-appointed interior but is no less rugged than the other types.

Smart City Car: The City Car is quickly becoming the most common car to be found for couples without children.  The car is inexpensive and easy to maintain, however, the 15-horsepower engine is somewhat small for the vehicle and it is only made for traveling on good roads.

Suzuki QuadRunner ATVs: Suzuki QuadRunner ATVs (All-Terrain-Vehicles) are small motor vehicles, with four wheels, that are designed for use on various types of terrain.  The QuadSport Z250 is a two wheel drive, entry-level, middleweight, sport model designed for recreational use.  The Vinson 500 4x4 is a large, combination utility/trail ride vehicle with selectable two or four wheel drive and two-speed automatic transmission.
UAZ 469 Sportabout: In the 1972, the first 469 left the Ulyanovskiy Avtomobilnyi Zavod or UAZ (Automotive Factory of Ulyanovsk) assembly line.  The 469 is a light wheeled utility vehicle; the Warsaw Pact equivalent of the Jeep or ¼-ton truck.  It is equipped with a weapons mount on a post behind the front seat, however, no weapon is provided.  The "Sportabout" is the civilian version sold throughout Russia and Europe in the '80s during the explosion of the off-road market.  It is very good off-road, with unique military features such as double 40 liter fuel tanks and grilles for protecting the headlights.

UAZ 2206 Konalu: The Konalu is available in two versions; cargo van and minibus.  The cargo van is a basic delivery van, typical of its type.  The minibus version has available seating for 10 passengers.

UAZ 3171 Overlander: Between the late 1980s and the early 1990s, the Ulyanovskiy Avtomobilnyi Zavod or UAZ (Automotive Factory of Ulyanovsk) factory developed a new military prototype to replace the legendary UAZ 469; the UAZ 3171.  The UAZ 3171 has a look very similar to the Toyota Land Cruiser.  The Outlander is nothing more than a barely civilianized version of the light 4-wheel drive military vehicle used by almost all of the Eastern European and Asian nations.

Yamaha Raptor 350 ATV: The Yamaha Raptor 350 ATV (All-Terrain-Vehicle) is a small motor vehicle, with four wheels, that is designed for use on various types of terrain.  The Raptor 350 is a two wheel drive, sport model designed for recreational use.
Yamaha Snowmobiles: Yamaha Snowmobiles are open vehicles for one or more persons with steerable skis on the front and an endless belt at the rear for travel on snow.  The Yamaha RS Venture is a true two-up (2-seater) touring sled with a Genesis™ 120 three-cylinder, four-stroke, 973cc, 120hp engine driving a 144-inch track and featuring heated handlebars, heated passenger grips, wide floorboards, electric start, reverse, and much more.  The Yamaha VK 540 III is a work sled for ski resorts and winter workers across North America.  The VK 540 III features a massive 156” x 20” track, a 535cc fan-cooled twin cylinder engine, dual-range (hi/lo) transmission with reverse, and a heavy duty tow hitch.
Yamaha Waverunner PWC: Yamaha Waverunner PWCs (Personal-Water-Craft) are open vehicles for one or more persons with a steerable waterjet at the rear for travel on water.  Resembling a snowmobile with a boat hull instead of skis and belt, the Yamaha Waverunner FX Cruiser is a three seat PWC featuring raised handlebars, foot chocks for driver and passengers, a 998cc 140hp, four-stroke Yamaha Marine Engine, and a progressive stepped draft V-hull.  The FX Cruiser handle like a high-performance PWC, but with enough power to pull a skier.  Commonly misnamed a "jet ski", the Yamaha Waverunner SuperJet is the best-selling stand-up watercraft in history featuring a spring-assisted handle pole, a lightweight race-proven hull, a foot tray step with a slip-resistant surface, and a 701cc, 73hp, two-stoke Yamaha Marine Engine with electric start.

Spacecraft

Williams & Sullivan Aerospace CA-92 Ferryman: A light shuttlecraft, specially designed for short hauls between orbital stations.

Watercraft

Lee and Williams, Inc. Minnow Class Mini-Sub: The Minnow class mini-sub is a standard two person, deep-water mini-sub.  The mini-sub has an extremely strong hull and its diving performance capacity exceeds that of main line military submarines.  Minnows are equipped with two medium manipulator arms and two small manipulators as well as a light  array, a camera, and a sample basket.  Power and life support is good for eight hours of operation.  The mini-sub looks very much like a small jet fighter with stubby wings.

New Weapons

Accessories

Lee Williams & Co. Ultraviolet Videosight: The UV Videosight is an ingenious device that was originally designed to increase the combat capabilities of small arms in near or total darkness conditions.  It is a small boxlike device with a folding view screen on top which functions like other night vision devices (goggles and scopes), except that this sight projects an enhanced image from a video camera instead of just filtering and enhancing the actual image.  It has been found that the sight has other uses.  Several Dark Races can disguise themselves through the use of Empathic projection skills.  Users of this sight are granted a 70% (1-7 on 1d10) chance of "seeing through" the empathic projections.  This sight can also be used to see through any questionable vision to determine if it is real or a projection.  Please note that this sight does not prevent its user from being the target of a specific Empathic projection.  Its usefulness lies in its being able to see through general empathic masking by certain creatures.  There may be some creatures whose forms just cannot be seen in our universe.  This device may be fitted to any weapon with at least a Bulk of 1, its battery pack lasts 90 minutes (180 Turns), and the maximum visibility range in near or total darkness is 50 meters.  The use of this sight reduces the DL of Small Arms Skill Checks by one level (-1DL) in near or total darkness.

Ammunition

LW Pharmaceuticals Somnambutol Grenade Launcher Round: A popular sleeping drug marketed as a sleep aid under the brand name Snowball.  The authorities use Somnambutol in gaseous form, in chemical grenades and chemical projectors, as a means of riot control.  A high enough concentration will produce instantaneous sleep in a target for six to eight hours.  Lower doses will make the subject docile and somewhat easier to control or interrogate, although not to the extent possible with a "truth serum".

Remington Motion Restraint Canister Rifle Grenade: The Remington Motion Restraint Canister (MRC) is a type of grenade that when it explodes, it throws out a fine mesh of nylon that effectively ensnaring objects in its target zone.  Detonation causes 1 point of concussion damage to anyone in its actual target zone.  The MRC comes in two varieties; a 5m-diameter rifle grenade (range 100m) and a 10m-diameter hand grenade (there is no grenade launcher variant).  The nylon mesh is light and strong.  A victim can escape in 3d6 phases.  If a victim wants to escape faster, a DIF STR check is required, assuming the victim has an effective means of cutting the mesh; without a cutting tool, increase the DL to IMP.  For each level of success, reduce the amount of rounds required by two.  If this figure reaches below 0, the victim is unaffected by the mesh, otherwise they are caught for at least one phase.  The mesh cannot ensnare a machine such as a car.  Anyone caught in the mesh is at half AGL and STR, and performs all skills checks relating to STR and AGL at an adjusted level, except for the purposes of trying to escape the mesh.  Movement in the mesh is limited to two meters per phase.

XM1018/XM1019 High Explosive Air Bursting Round: The 20mm XM1018 High Explosive Air Bursting (HEAB) ammunition was developed by ATK Integrated Defense Systems for the XM29 OICW; the 25mm XM1019 HEAB ammunition was developed by General Dynamics Ordnance and Tactical Systems (GDOTS), Kaman Dayron, Inc., and Raytheon for the XM307 OCSW.  Both rounds consist of an advanced center-body fuse with a controlled fragmenting warhead on each end, designed to maximize lethality.  The XM29 and XM307 are able to provide information on range, automatically adjust the aim point, and inductively set the fuse in the chambered round automatically.  All the firer has to do is aim, lase the target (the XM307 may also use GPS), adjust his/her aim point, and fire; the calculations are transparent to the user, because the round’s fuse interacts with the weapon’s TA/FCS.  Once the operator has determined the range to the target and input the desired firing mode, the TA/FCS programs the fuse of the round inside the chamber, using signals delivered by an induction coil.  The round, spun by rifling in the barrel, counts the required revolutions to the target, and detonates as programmed.  In theory, the fuse could be programmed remotely using information from battlefield sensors, and fired by an operator who is behind cover.

XM1060 Thermobaric Air Bursting Round: The first demonstration of the XM1060 25mm Thermobaric Air Bursting (TAB) round was fired from an XM307 OCSW in 2003.  The round combines the new programmable airburst technology with established fuel-air-explosive technology that utilizes a single initiation with a two-staged event – the dispersal of an explosive fuel into the air followed by ignition.  When the TAB cartridge detonates, the initial explosion disperses the fine thermobaric explosive particles into the air.  The dispersed explosive reacts with oxygen in the air and auto-ignites, which creates an overpressure.  The resulting particle cloud formed by thermobaric ammunition fills the entire lethal area potentially resulting in a 100% probability of a hit on all targets.

Energy (Small Arms and Heavy) Weapons

Armscor P18/05 Air Taser: The advanced P18/05 Air Taser Pistol combines the injury reducing benefits of traditional stun technology with the stopping power of the new Electro-Muscular Disruption (EMD) Technology giving it a better instant incapacitation rate than a 9mm hand gun.  Works even through bullet-proof vests.  The P18/05 works by using compressed air to launch two penetrating probes up to five meters.  Once attached to the target, the probes use sophisticated electronic signals, called EMD-waves, to jam the nervous system of the target, causing rapid muscle contractions incapacitating him.  Requires cartridges and 8 AA batteries (sold separately).  When hit, the target must roll a DIF CON check to remain conscious.  If the check fails, the player can re-roll at the start of each Combat Turn to regain consciousness.  Success still incurs a -2 penalty to AGL and Initiative for the following Turn.  An Outstanding success result reduces the penalty to a -1.

Tover Shadowbreaker: The Shadowbreaker appears to be a laser pistol, but is in fact a special weapon designed by Dr. Tover to induce instability in certain types of energy fields, causing them to lose coherence and dissipate.  The weapon is effective again bleaks, haunts, poltergeist, nosferatu, and Nightsiders.  The weapon’s attack is handled in game terms by doing damage to the creatures EMP rating.  Perform the attack normally.  A success, inflicts a 1d6 point reduction in the creature EMP rating; when the EMP rating reaches zero, the creature is destroyed.  If the creature is inhabiting a body it can still be attacked and armor has no effect.  A “wounded” creature will regain EMP at the rate of one point per hour.

Heavy Weapons

Hawk MM-1 Grenade Launcher: The Hawk MM-1 is an American made revolver-type 40mm grenade launcher first produced in the 1970s.  The Hawk MM-1 takes a 40mm caliber grenade from a 12-round cylinder magazine and fires at a theoretical rate of up to 144 rounds per minute, but in practice a practical rate of fire of 30 rounds per minute can be achieved, with a maximum range of 350 meters.

RPG-16: This Russian one-man antitank weapon is a shoulder-fired launcher for rocket-propelled grenades.  They use a shaped charge to penetrate a tank's side or rear armor, at short ranges.  The RPG can fire high-explosive antipersonnel (HEAP) or high-explosive antitank (HEAT) grenades.  This latest model, introduced in the 1970s, carries one rocket in a disposable tube.

XM109 Anti-Material Payload Rifle: The XM109 Anti-Material Payload Rifle (AMPR), under development by Barrett Rifles, is based on their famous M82A1(Mil-Spec M107) rifle.  The XM109 was designed to fire the new 25mm grenade rounds being developed for the XM307 Objective Crew Served Weapon (OCSW).  However, it does not have the target acquisition/fire control system (TA/FCS) of the XM307 and as such is not able to program the rounds for air bursting, firing only in impact mode.  Like the M82A1, the XM109 operates on the short-recoil principle; the recoiling barrel and bolt assembly acting against innovative spring and buffer assemblies replace the sharp recoil impact with a longer-acting lower recoil force.  To further reduce the recoil load, the XM109 is fitted with a dual chamber muzzle brake, which redirects high velocity gun gas to lower recoil by almost 70%.  The net effect is a shoulder fired 25mm cannon with the felt recoil similar to a big bore hunting rifle.  Barrett Rifles is also developing a conversion package that will allow any M82A1 series rifle to be easily converted to the XM109 in minutes enabling duel functionality.  A suppressor is currently underdevelopment which replaces the weapon’s muzzle brake, sacrificing reduced recoil for stealth.

XM307 Objective Crew Served Weapon: In 1986, the U.S. Army published a paper, named "Small Arms System 2000" (SAS-2000), which initiated the development of the XM29 Objective Individual Combat Weapon (OICW) in 2002.  Also in 2002, a contract for the development of a crew served weapon was awarded to General Dynamics Armament and Technical Products (GDATP) who began developing the XM307 Objective Crew Served Weapon (OCSW), a lightweight, portable automatic grenade launcher that utilizing new 25mm ammunition as the potential replacement for the Mk19 grenade launcher and the M2HB heavy machine gun.  The OCSW is an integrated machine gun system which couples the firepower of air bursting munitions with optoelectronic fire control to provide all-environment operation and enhanced lethality.  The OCSW is an ultra-light, two-man portable, crew-served weapon system incorporating state-of-the-art electronics, advanced materials, and small arms technologies.  It is scheduled enter service in 2008.  The weapon’s target acquisition/fire control system (TA/FCS) combines day/night vision capabilities, a laser rangefinder, GPS interface, and a ballistic computer to program the HEAB grenade fuses to detonate either by direct impact or air burst.  In air burst mode the fuse is pre-programmed to explode the warhead at 1.5 meters above the target/ground/floor, at any preset range with the weapon's capability, which is calculated during the projectile’s flight by counting the grenade's rotations.  This allows it do defeat targets without direct impact, using the concussion and burst effect of the high explosive warhead.  The system can be quickly and easily converted to the XM312 a .50 BMG machine gun.

Melee Weapons

Monadnock PowerStaf KA-1: The PowerStaf is an air-powered retractable baton consisting of a tube 25cm long containing four major components; a refillable compressed air cylinder, a high-pressure valve system, a pneumatic piston, and a tip of hard but slightly flexible plastic.  When the activator switch is depressed the piston extends to a length of 31cm (total length 56cm) and returns within 82 milliseconds, inflicting damage to the target.  The cylinder contains enough gas for 32 blows.

Small Arms (Firearms and Fired Weapons)

American Derringer Corp. Legendary Model 1 Pistol: American Derringer's single action over/under was inspired by the old .41 rim fire Remington derringer design of 1865.  This derringer, with its classic design has always been a favorite among serious firearms collectors.  The mystique of this little derringer that fits into the palm of your hand continues to this day.  If you have watched movies about the "Old West," you may have seen some of these little derringers up a gambler's sleeve at a poker table, or in a cowboy's vest as a "backup" in a gun fight.  But the neatest of all was when the "fancy ladies," dressed in their fancy "outfits," would have one of these little derringers in their draw-string purse, or in their garter belt.  If you gave these ladies undue misery, when you least expected it, you could be looking down the double barrels of this tiny derringer.  These women had the right to protect themselves then, as women today deserve the same right.  American Derringer expanded upon the concept of the old .41 Remington derringer by making their stainless steel derringers in over 60 calibers, and many different models, ranging from a .38 Special to a .357 caliber, to a .45-70 caliber, to a .22 Long Rifle or Magnum.
Barrett Firearms Model 82A1 Rifle: The Model 82A1 (Mil-Spec M107) rifle gained worldwide popularity after pioneering the return of shoulder fired big-bore rifles.  As a result of its unique operating cycle, the M82A1 easily fires the largest commercially available cartridge in the world, the .50 caliber.  The Model 82A1 operates on the short-recoil principle; the recoiling barrel and bolt assembly acting against innovative spring and buffer assemblies replace the sharp recoil impact with a longer-acting lower recoil force.  To further reduce the recoil load, the Model 82A1 is fitted with a dual chamber muzzle brake, which redirects high velocity gun gas to lower recoil by almost 70%.  The net effect is a rifle with the felt recoil of a 12-gauge shotgun.

Colt Model 1851 Navy Revolver: One of the most popular of Civil War cap-and-ball (percussion) revolvers was the Colt Model 1851 Navy (the "Navy" designated caliber not usage; .44 caliber revolvers were known as "Army").  Colt manufactured the pistol between 1850 and 1873; currently many companies are offering good quality modern replicas.  The 1851 is a single-action percussion revolver with a six shot cylinder and a 7 1/2" octagonal barrel.

Colt Model 1873 “Peacemaker” Revolver: The Colt Model 1873 revolver, also known as the Peacemaker or Single Action Army (or simply, SAA), is one of the most popular and legendary small arms in U.S.  It is also one of the longest living production small arms, being produced for some 130 years.  In 1873, US Army adopted this revolver along with its black powder centerfire cartridge of .45 caliber, and issued it to troops in 2 models; Army and Artillery.  The Army or Cavalry model has a 7½ inch barrel, and the Artillery model has 5½ inch barrel.  Both were chambered in .45 Colt (also known as .45 Long Colt or .45LC).  Civilian model guns were also available in various barrel lengths, varying from 4¾ up to 12 inches.  Other than Colt, several U.S. and foreign companies also make copies and clones of the legendary "Peacemaker".  The Colt M1873 is a single action, six shot revolver.  The cylinder is loaded by single rounds, via side-swinging loading gate, located at the right side of the frame.  Empty cases are ejected one by one, through the opened loading gate, by pulling back on the ejector rod, located under the barrel and to the right.  The gun can be loaded and unloaded only when the hammer is set to half-cock position.  Since this handgun has no special drop-proof safeties, it is strongly recommended that it should be carried with the empty chamber under the hammer.  Most versions of SAA had fixed sights.  Grip panels could be wooden, rubber or ivory.

DShK: In 1939, the 12.7mm Krupnocalibernyj Pulemet Degtyareva-Shpagina (DShK), or Degtyarev-Shpagin, large caliber, was officially adopted by the Red Army and used through WWII in various roles.  In the late 1960s and 1970s DShK was gradually replaced in Soviet Army service by the NSV/NSVT machine gun.  The DShK was widely exported to Soviet-friendly nations and regimes.  It was manufactured in other countries, such as China, Iran, Yugoslavia, and Pakistan.  It is a belt-fed, air-cooled, gas operated full-automatic weapon, has a heavy barrel with radial fins to improve cooling, and a large effective muzzle brake.  DShK was used on wheeled universal mount, which was fitted with removable steel shield.

Freedom Arms .454 Casull Model 83 Revolver: The .454 Casull cartridge and the handgun for handling the powerful new wildcat cartridge were designed for big game hunting by Dick Casull and Jack Fullmer in the 1950's.  In the 1980’s, Freedom Arms obtained the rights to produce the 454 Casull revolver.  The Model 83 is a heavy, modern, Colt 1873 Single Action Army styled, single-action revolver designed to handle powerful custom and production handgun calibers.  The five shot revolver is constructed of stainless steel, has rear sights adjustable for elevation and windage, laminated hardwood grips, a manual sliding bar safety, and is available in several calibers ranging from .357 Magnum to .475 Linebaugh and barrel lengths from 4.25 to 10 inches.

General Electric XM214 Gatling Gun: The XM124 “Six Pack” or Minigun was originally developed for use on helicopters and light aircraft.  Like most G.E. Gatling gun type weapons it has six rotating barrels and the potential for an absolutely incredibly high rate of fire.  It is electrically driven, has a firing rate that can be adjusted from 1000 to 10,000 rounds-per-minute (rpm), and can be set to fire bursts from 30 to 1000 rounds.  A drawback to the higher rates of fire is the ammunition usage and the power requirements.  However, the new NiCad battery belts, similar to those used with commercial video cameras, can supply enough power to fire a thousand rounds at a firing rate of roughly 2000 round-per-minute before being empty, requiring three to four hours to recharge.

NOTE: The information listed on Table S5-1: Weapon List is for the hand-held model.  If vehicle mounted, ROF-Type may be increased up to as high as AF/26x6, Magazine capacity may be increased (limited by available space), Recoil-Burst is reduced to 3.

Heckler & Koch MP5 Submachine Gun: This world renowned submachine gun is the standard by which all others are judged. These state of the art submachine guns employ the same roller delayed blowback system found in the famous G3 Automatic Rifle.  All the elements of HK excellence; reliability, ease of handling, simple maintenance, and safety are highlighted on the MP5.  Firing from the closed-bolt position during all modes of fire makes MP5 submachine guns extremely accurate and controllable.  Used by military and law enforcement units in more than 50 nations, the MP5 is firmly established as the world's pre-eminent submachine gun.  Over 120 variants of the HK MP5 submachine gun are available to address the widest range of tactical requirements.  A selection of optional trigger groups allow for single fire only, full automatic, 2-round and 3-round burst options.  The weapon's unique modular design and a variety of optional buttstocks, forearms, sight mounts, and other accessories gives the MP5 extraordinary flexibility to meet most any mission requirement.  The MP5N Developed especially for one of world’s most elite special operations units, the U.S. Navy ‘SEAL’s’.  The MP5 “Navy” model comes standard with an ambidextrous trigger group and threaded barrel.  Operationally tested and proven, this configuration represents the essence of the modern submachine gun.  The MP5K is the ultimate in CQB weaponry.  Weighing in at 2kg and measuring just over 30cm, the MP5K is easily concealed and carried.  All MP5Ks can be fitted with an optional folding buttstock.  The MP5K can also be fired from inside a specially designed briefcase.  The MP5SD is the choice of true professionals for specialized applications requiring fully realized sound and flash suppression.  The removable sound suppressor is integrated into the weapon’s design and conforms to the normal length and profile of a conventional, unsuppressed submachine gun.  The MP5SD uses an integral aluminum or optional wet technology stainless steel sound suppressor.  It does not require use of subsonic ammunition for effective sound reduction like lesser sound suppressed submachine guns.

IMI Galil Rifles: The Galil ARM, produced by Israeli Military Industries (IMI), is basically an Israeli version of the Russia’s Kalashnikov series rifles designed from captured Syrian weapons (specifically the AK-74).  The rifle was originally designed to use standard 5.56mm NATO ammunition instead of the AK-74’s 5.45x39mm ammunition; a 7.62mm NATO version was also developed (as FN FAL with 25 round magazine).  The ARM is equipped with an integral bipod.  The SAR is carbine version of the ARM.  These rifles can be found in Israel, through out Africa, and in South America.  The SAR replaced the ARM in most units, however, both have been replaced in active service by the M16, which is still considered a better weapon.

IMI Mini-Uzi Submachine Gun: This is a second version of the Uzi produced by Israeli Military Industries.  The Mini-Uzi is good for short range automatic fire, is popular with commando units and criminal gangs, and is slightly harder to acquire then a regular Uzi.

Kalashnikov PKM Machinegun: The Kalashnikov PKM is an improved versions of PK (Pulemyot Kalashnikova) which was developed in 1960's as a replacement for WWII-era SGM machinegun and as a general-purpose MG.  The PKM may be used with integral bipods or on lightweight tripod.  It is a gas operated, rotating bolt, belt-fed machinegun with quick interchangeable barrels with chrome lined chamber and bore.

Kalashnikov RPK-74 Machinegun: The Kalashnikov RPK-74 was developed along with the AK-74 rifle as a squad level light support weapon for the new, small-caliber ammunition, 5.45x39mm. The RPK-74 was adopted by Soviet Army in late 1970s and is till in use with Russian army, being issued usually one item per infantry squad (10 men). The RPK-74 internally is almost the same AK-74 rifle - select-fire, gas operated, rotating bolt locked firearm with heavier and longer, non-removable barrel, bipod, and redesigned buttstock.  RPK-74 can be fed from a 45-round magazine, a standard AK-74 30-round magazines, or a 75-round drum.

Kalashnikov SVD “Dragonov” Sniper Rifle: The Snaiperskaya Vintovka Dragunova (SVD), or Dragunov Sniper Rifle, was designed not as a standard sniper rifle, but to extend the effective range of fire of every infantry squad up to 600 meters and to provide special fire support.  Accepted by Soviet Military in 1963 the SVD is a lightweight and quite accurate, is capable of semi-auto fire only, has telescopic sights, and has a bayonet mount for the standard AK-47 bayonet.  A special sniper-grade cartridge with steel-core (armor piercing) bullet was developed for use with the SVD (it can still use standard 7.62x54R ammunition).

Makarov PM Pistol: The Makarov PM (Pistolet Makarova) evolved from the post-WW2 Soviet Army requirements for a new pistol, which should me more compact, more safe, and with greater stopping power than the Tokarev pistol.  The design was loosely based on the German Walther PP.  In 1951, Soviet Army adopted the Makarov pistol as its new sidearm, and it continued to serve in this role until the end of the century.  In 2003, it was officially declared obsolete with the adoption of the new Yarygin PYa, but it remains in service with Russian military and law enforcement.  It remains the standard military sidearm of most Eastern European states, widely use by police and internal security forces.  The Makarov PM is a blowback operated, single-action/double-action pistol with a manual drop-hammer safety that locks the hammer, sear, and slide.
Mauser Model 1896 "Broomhandle" Pistol: One of the most distinguishable semi-auto pistols in the history of firearms, commonly called the "Broomhandle" due to the shape of its grip, the M1896 had been offered to the Imperial German Army and was rejected.  However, it served a long and successful career in the civilian market place, being especially popular with travelers and hunters.  The M1896 first saw military action during the Boer war in South Africa (1899-1902), and was used during World War I and World War II by the German army.  It had also been widely exported to Russia and China (the most recent supplier to the U.S.).  It is a semi-automatic pistol with a fixed 10-round magazine located in front of the trigger, which is loaded by stripper clip, and featuring a removable wooden shoulder stock/holster and adjustable rear sights, graduated up to 1000 meters.

Mosin-Nagant Rifles: These were the primary battle rifles of Imperial Russian and Soviet soldiers from the turn of the 20th Century through both Word Wars.  The Model 1891-1930 (M1891/30) was the main battle rifle for the Soviet army and Finland (as the M39) during WWII.  The Model 1938 (M38) and Model 1944 (M44) are carbine versions.  The M44 includes an integral side-folding spike bayonet.

Remington Model 870 Shotgun: The Remington 870 "Wingmaster" was introduced in 1950, and since then has become one of the most popular American-made pump action all-purpose shotguns; a versatile hunting shotgun, available in many different configurations and gauges.  In the early 1970s, the U.S. military adopted the 870 as a combat shotgun equipping it with an extended magazine (for 7 or 8 rounds), a bayonet lug, a heat shield around the barrel, and a non-glare rust-resistant finish.  The 870 has also become a popular defense shotgun, used by police and security forces, available with extended magazines (up to 8 rounds), fixed or folding buttstocks, and pistol grips.  Usually, police shotguns have 14 or 18 inch barrels with cylinder or improved cylinder chokes, capable of firing buckshot, slugs, and special purpose munitions (tear gas grenades, non-lethal rubber bullets, and etc.).  They may also be equipped with rifle-style sight, ghost-ring (peep) sights, tactical flashlights, lasers, and etcetera.
Ruger Mini-14 Rifle: The Mini-14 was introduced in the early 1970s and made famous by the television show, “The A-Team”.  The rifle is, simply stated, a Springfield M14 "clone" scaled down to use the 5.56mm NATO cartridge.  The Mini-14 utilizes the same gas operated semi-automatic action as Springfield's M1 “Garand” and M14 rifles (under barrel gas piston, rotating bolt, and positive safety with safety switch located at the forward part of the trigger guard).  Mini-14s were initially manufactured in both semi-automatic “civilian” version and in select-fire "military" version, known as the AC-556 or Mini-14GB which featured a flash hider and a bayonet lug.  However, the AC-556/Mini-14GB was not adopted by any military organization and adapted only by a few Police departments and Law Enforcement agencies across the U.S.  In 1987, Sturm, Ruger & Company developed the Mini-30, a version of the Mini-14, chambered in 7.62x39mm cartridge.
Ruger Old Army Revolver: Sturm, Ruger & Company's Old Army cap-and-ball (percussion) revolver is reminiscent of Civil War-era martial revolvers and those used by the early frontiersman in the mid-1800s.  It is one of the most accurate and arguably the strongest black powder revolvers obtainable today.  It is available in blued and stainless steel models, with fixed or adjustable sights, with a 5 1/2” or 7 1/2" barrel.

Ruger Redhawk Revolver: The Redhawk revolver was introduced in 1979 by Sturm, Ruger & Company.  The large frame revolver has several unique features in the design, is considered a very useful hunting revolver, and is relatively affordable.  The Redhawk is a conventional six-round double action revolver, made from high grade steel, is available either blued or stainless steel, and is reinforced to handle the extra stresses caused by the powerful .44 magnum rounds.  The revolver features front ramp sights with four interchangeable inserts, adjustable rear sights with white outline, walnut grips, and some models also have scope mounting points milled into the barrel's rail and scope rings.  It is available with either 5 ½" or 7 ½" barrel.
Simonov SKS Rifle: The SKS (Samozaryadnyj Karabin Simonova, or Simonov Self-loading Carbine) was designed by famous Russian arms designer Sergey Simonov in 1945 and adopted by the Soviet Army in 1949.  The SKS was brought into service along with the Kalashnikov AK-47 and was widely used as late as the 1990s.  At the present time most SKSs are in storage or are being sold as surplus.  The SKS has been built under license in China, East Germany, Yugoslavia, Albania, and others, many with some minor derivations from original design; Chinese Type 56s feature spike bayonets, Yugoslavian models feature combined muzzle break, rifle grenade launcher, grenade sights, and a gas cut-off.  The SKS is a gas operated, magazine fed, semi-automatic rifle.  Original rifles are fed from an integral 10-round magazine loaded from stripper clips; newer or modified variants may be fed from either fixed or removable 30-round AK-47 style magazines.

Savage Model 110G Rifle: Savage Arms is a well known manufacturer of the small arms known for relatively low prices, good quality, and accuracy -- confirmed sub-MOA accuracy with proper ammunition.  The 110G is a long-action bolt action rifle, with an integral non-detachable 4 round (3 round for the magnum calibers) magazine, a free floating barrel, and is available in .25-06 Remington, .270 Winchester, .30-06 Springfield, 7mm Remington Magnum, and .300 Winchester Magnum.
Smith & Wesson Model 500 Revolver: This new X-Frame revolver from Smith & Wesson was designed specifically to fire the very powerful new .500 Smith & Wesson Magnum cartridge and as such is the heaviest gun in their inventory.  The cartridges were designed by Cor-Bon, but the revolver is all Smith & Wesson – huge, heavily-built, and well-constructed.  It was designed on a computer using a revolutionary new CAD program that told the designers what they would need to fire a cartridge of a given strength.  The grip looks small, but a proportional grip would not fit in anyone’s hands.  In 2004, Smith & Wesson introduced a version of this weapon with a short 4-inch barrel.  It is mechanically identical to the 8⅜"-barreled version, but the barrel is less than half the length and the end of the barrel is ported to help fight what otherwise might be unmanageable recoil.  Both revolvers feature HI-VIZ light gathering, red dot, interchangeable ramp front sights, micrometer click adjustable black blade rear sights, Hogue rubber energy absorbing grips, and are constructed of stainless steel with a satin finish.
Smith & Wesson Model 627 Revolver: The Model 627 is a stainless steel N-frame revolver with a new barrel and shroud design, developed and produced by Smith & Wesson's Performance Center.  This is one of the few production firearms the Performance Center manufactures; dealing mostly in custom firearms.  Unlike Smith & Wesson's other N-frame revolvers such as the original Model 27 (.357 magnum) or Model 29 (.44 magnum made famous in the "Dirty Harry" movies) it has an eight-shot cylinder in .357 magnum.  The additional two shots make this an excellent, if expensive, option in those locales that have banned or heavily controlled high capacity semi-automatic pistols.  The revolver features interchangeable front sight, micrometer click adjustable black blade rear sight, and Hogue rubber grip.
Springfield M1 "Garand" Rifle: The most recognizable U.S. rifle of World War II, it was adopted on 6 January, 1936, by the U.S. Army as the "Rifle, .30 caliber, M1".  Commonly called the "Garand" after its designer John C. Garand, it was the first semi-automatic rifle widely-adopted as a standard military infantry rifle.  During WWII, the M1 proved itself as a reliable and powerful weapon prompting General George S. Patton to call it, "The greatest battle implement ever devised".  When the U.S. entered WWII about four million rifles were produced, making it the most widely used semi-automatic rifle of the war.  After the war the production stopped, resuming early in 1952 for the Korean War, ending in 1956.  Springfield Armory is currently reproducing the rifle for collectors and competition shooters.  The M1 is a gas operated, magazine fed (using 8-round enbloc clips), semiautomatic rifle featuring a wooden stock with separate hand guards and a steel butt plate, and a bayonet lug.
Springfield M1903 Rifle: In 1900, Springfield Armory was set up to build a new rifle, based on the battle-proven Mauser Model 1898 design.  The “US Rifle, .30 caliber, M1903” was the result – the rifle made famous by Sgt. York during World War I and used along side the M1 during World War II.  The M1903 rifle is a bolt action, magazine fed rifle.  The box magazine is internal, holds five rounds, and is loaded using stripper clips.  The rifle features a blade front sight, a tangent-type leaf rear sight, a wooden one-piece stock with upper hand guard, and a magazine cut-off that converts the rifle to a single shot.

Stechkin APS Submachine Gun: After WWII the Soviet Army requested a large, semiautomatic pistol, capable of full automatic fire, and fitted with detachable shoulder stock.  The Automaticheskij Pistolet Stechkina, or APS -- Stechkin Automatic Pistol -- designed by the Igor Stechkin was adopted in 1951.  The Stechkin is a simple blowback pistol, with external hammer, and a double action trigger.  A three-position safety lever also acts as fire mode selector, allowing for single-shot or full automatic fire.  To improve the long range and full automatic mode accuracy, a shoulder stock / holster can be attached to the grip.  Formerly used by Warsaw Pact agents because if its small size.

Steyr-Mannlicher Model 1895 Stutzen Rifle: The Steyr Model 1895 (M95) straight-pull bolt action rifle, developed by famous Austrian arms designer Ferdinand Ritter Von Mannlicher, was manufactured in the Austro-Hungarian Empire at state arms factories in Steyr (Austria) and Budapest (Hungary).  More than three million M95 rifles were produced between 1895 and 1918 and issued to Austro-Hungarian army.  The M95 was issued in three versions, the rifle, a stutzen (short rifle or carbine, with bayonet lug), and slightly shorter cavalry carbine (without bayonet lug).
Sun Industries HVP Crossbows: Using new techniques and modern materials Sun Industries has redesigned the ancient crossbow into a new advanced “pump-action” quick reloading weapons, making them as dangerous as any hand gun while insuring complete silence.  The Sun XX is a small repeating crossbow with a six bolt capacity, while the Sun XLE is a larger version with a grater bolt capacity and longer range.  Bolts are available in aluminum, fiberglass, or wood with any one of the three bolt heads.

Thunder5 Thunder Five Revolver: The Thunder Five is a large 5-shot, double action, snub-nosed (51mm barrel) revolver constructed of all steel components, which was specifically designed for personal defense.  It features combat-style three-dot fixed sights, Pachmayr grips, and is chambered for .45 Long Colt and 410 gauge shot shells (cylinder sleeves included).  Each pistol includes a free custom holster with six bullet/shell loops and a hard sided lockable travel case.

Tokarev TT Model 1933 Pistol: The Tokarev TT ("Tula, Tokarev") pistol was developed as a result of continuous trials, held by the Red Army in the mid- and late 1920s.  The Red Army was looking for a new, modern semiautomatic pistol to replace obsolete side-arms.  They tested several pistols of various designers eventually selecting the design by Fedor Tokarev.  The improved Model 1933 Tokarev pistol was adopted early in 1934.  It served with the Soviet Army until the 1960s, and with the Soviet Militia (Police) - until the 1970s.  It was also produced in China, Hungary, North Korea, Poland, Romania and Yugoslavia.  Formerly in widespread use by Eastern European military and police, the M1933 Tokarev has now been widely supplanted by the Makarov.  Due to the large numbers produced, they are still found in use by some police and are widely used by militias.  They are notable for their lack of a safety.

Walther P38 / P1 Pistol: When Adolf Hitler came to in Germany in the mid-1930s, he had begun preparations for war.  The development of a new pistol to replace the aging P08 Luger was one of these preparations.  The Carl Walther Company began development of the new military pistol in mid-1930s, and in 1938 the German Army adopted Walther MP experimental pistol as "P38".  The P38 is a double action, recoil-operated semi-automatic pistol with a manual safety, loaded chamber indicator, and all steel frame and slide.  After World War II, the Carl Walther GmbH Sportwaffen company introduced the P1, an aluminum-frame variant that served as a standard issue sidearm of the West German Army, and the P4, a variant with the shorter barrel that was developed for police use.

Webley Boxlock Double Rifle: Following in the steps of masters such as John Rigby & Co. and James Purdey & Sons, Webley became the last manufacturer in the English tradition of producing custom handmade, very high quality big game double rifles (commonly called "Elephant Guns").  Because of the total ban on firearms imposed in the United Kingdom in the late 20th century, these rifles are very rare and very expensive.  There is no record of a Webley having ever failed to work in any combat situation.  Like the rifle, the ammunition is custom-made or is in limited production and costs accordingly.

XM29 Objective Individual Combat Weapon: In 1986, the U.S. Army published a paper, named "Small Arms System 2000" (SAS-2000), which stated that conventional small arms technology has already reached its peak, and the only way to increase the hit probability of small arms is to introduce a weapon that will fire explosive and fragmentation warheads, combined with smart fusing and sighting/aiming technologies utilizing the latest developments in computers and visual technologies, as well as in the small arms, and combine with both high explosive warheads and traditional bullet firing capabilities in a single weapon, that should be fielded by the year 2000 to replacement the M-16/A1/A2, M4, and M203.  Alliant Techsystems, Heckler & Koch, Brashear, Omega, and other companies developed the XM29 Objective Individual Combat Weapon (OICW) in 2002.  It is scheduled enter service in 2008 (produced by Heckler & Koch).  The XM29 is an over-and-under configured bullpup style combination weapon, which consists of a semi-automatic, magazine fed grenade launcher above and an assault rifle below, assembled into a single man portable unit, and with an addition of a target acquisition/fire control system (TA/FCS).  The rifle is a conventional, short-barreled assault rifle, derived from the HK G36 without butt stock or sights and uses M-16 magazines.  The grenade launcher is a short-barreled rifle and uses a 6-round box magazine.  The grenade launcher's TA/FCS combines day/night vision capabilities, a laser rangefinder, and a ballistic computer to program the HEAB grenade fuses to detonate either by direct impact or air burst.  In air burst mode the fuse is pre-programmed to explode the warhead at 1.5 meters above the target/ground/floor, at any preset range with the weapon's capability, which is calculated during the projectile’s flight by counting the grenade's rotations.  This allows it do defeat targets without direct impact, using the concussion and burst effect of the high explosive warhead.

Thrown Weapons

Chris Carpenter, Inc. Foam Canister: The Foam Grenade is available in three variations, Mark I, Mark II, and Mark III.  All are a grey cylinder about the size and shape of a soda can with a thick pull ring on one end.  They are marked with one green stripe (Mark I), two blue stripes (Mark II), or three red stripes (Mark III).  The grenade is thrown after the ring is pulled and they usually have a 3-5 second delay.  These grenades emit enough foam to fill a 5x5x5 meter area.  The Mark I grenade emits a water-based foam the consistency of shaving cream.  The foam degrades naturally within 30 minutes, or can be washed away with water.  Tasks performed in the foam are one level more difficult (+1DL), where appropriate, especially movement.  The Mark II grenade emits foam, which expands and dries quickly, to the same texture as packing peanuts.  Unlike the Mark I it is not water-based; petroleum-based solvents dissolve it quickly leaving a sticky, flammable mess.  It can also be carved away with a knife, but this process is slow.  Anyone trapped in the foam can generally pull himself or herself free with little difficulty from the dried foam.  The foam has an armor value of 1 for projectile and fragmentation weapons.  The Mark III grenade foam is designed to stop people, it is extraordinarily sticky, viscous, and looks like cookie dough, but smells like rubber cement.  Nothing but rigorous scrubbing and peeling will remove this from a person or equipment; baby oil will speed the process.  Characters trapped in this foam will spend 15+1d10 minutes (or 30+2d10 Turns) removing themselves from it.  Characters who fall down into the foam, sticking three or all four limbs are trapped, and require outside assistance.  Actions are one level more difficult (+1DL) while stuck, or +2DL if prone.  The foam has an armor value of 1 for projectile and fragmentation weapons.

Chris Carpenter, Inc. Sting Ball Grenade: A sting ball grenade is about the size of a small orange, normally colored black or gray.  It may be thrown or fired from a special pneumatic launcher (they cannot be fired from a "regular" grenade launcher).  A sting ball is thrown or fired into a crowd (range 30m) where it explodes, spraying small rubber balls in a 12-meter burst.  Anyone caught in the primary or secondary burst takes 1 point of damage and most make a DIF CON check.  If the check fails, the characters lose all remaining actions for that Combat Turn (2 out of 3 NPCs armed solely with melee weapons who fail will willingly surrender or flee).  Any sort of armor or adequate shielding negates all effects.

Nachtmacher Gas Canister Grenade: A new and unique gas, Nachtmacher (Night Wright) releases a field of particles into the air that produces a cloud of total darkness by absorbing visible light.  This can be countered by the use of special goggles tuned to the single wavelength that the gas does not cancel out, ultraviolet.  The gas creates a cloud 30 meters in diameter in still air that lasts about 60 seconds.

Remington Motion Restraint Canister Grenade: The Remington Motion Restraint Canister (MRC) is a type of grenade that when it explodes, it throws out a fine mesh of nylon that effectively ensnaring objects in its target zone.  Detonation causes 1 point of concussion damage to anyone in its actual target zone.  The MRC comes in two varieties; a 5m-diameter rifle grenade (range 100m) and a 10m-diameter hand grenade (there is no grenade launcher variant).  The nylon mesh is light and strong.  A victim can escape in 3d6 phases.  If a victim wants to escape faster, a DIF STR check is required, assuming the victim has an effective means of cutting the mesh; without a cutting tool, increase the DL to IMP.  For each level of success, reduce the amount of rounds required by two.  If this figure reaches below 0, the victim is unaffected by the mesh, otherwise they are caught for at least one phase.  The mesh cannot ensnare a machine such as a car.  Anyone caught in the mesh is at half AGL and STR, and performs all skills checks relating to STR and AGL at an adjusted level, except for the purposes of trying to escape the mesh.  Movement in the mesh is limited to two meters per phase.

LW Pharmaceuticals Somnambutol Chemical (Gas) Grenade: A popular sleeping drug marketed as a sleep aid under the brand name Snowball.  The authorities use Somnambutol in gaseous form, in chemical grenades and chemical projectors, as a means of riot control.  A high enough concentration will produce instantaneous sleep in a target for six to eight hours.  Lower doses will make the subject docile and somewhat easier to control or interrogate, although not to the extent possible with a "truth serum".

Tables

NOTE: The definitions provided below are for the column headings that are either not self-explanatory or that are not explained elsewhere in this handbook.
Table S6-1: Equipment List Definitions

Item Count: Unit of measure used to determine weight and cost.  The standard unit is “each”, however, other units of measure are also used.

Weight: The weight per “item count” in kilograms, unless otherwise noted.  For vehicles, the listed weight is the vehicle’s gross weight, including weapons, ammunition, and fuel, but not cargo.

Cost: The cost per “item count” in U.S. dollars.  For vehicles, the listed cost includes all weapons listed under Armament, all ammunition listed under Ammo, and one full load of fuel given in Table S6-2: Vehicle List.

Availability, Without Contact: The availability without contact column represents those items that are normally available via the commercial market; in stores, online, mail-order, or other outlets.

Availability, With Contact: The availability with contact column represents those items that are not normally available via the commercial market.  These items are only available from people in special corporate or government positions, involved in the black market, or other unusual occupations.

Table S6-2a: Aerospace Craft List Definitions

Load: Interior cargo capacity and total external sling or weapon hard point capacity, given in metric tons unless otherwise noted.
Minimum Runway, Takeoff: The minimum distance, in meters, needed to enable to aircraft to safely launch.  In most cases, the runway or landing area must be designed for or prepared for the use of aircraft.

Minimum Runway, Landing: The minimum distance, in meters, needed to enable to aircraft to safely land.  In most cases, the runway or landing area must be designed for or prepared for the use of aircraft.

Weapons / Ammunition: Weapons the vehicle is normally equipped with, and which are included in its cost.  The amount of ammunition carried in ammunition stores.  Most mounts have a weapon on them, but it may be removed.  The vehicle entry will explain the location of the weapons mounts, if any, and who fires weapons in them.
NOTES: Weapons abbreviations- MG machinegun, GL grenade launcher; Firer abbreviations- C commander, P passenger.

Table S6-2b: Ground List Definitions

Combat Statistics, Suspension: The system of devices (as springs) supporting the upper part of a vehicle on the axles.  There are three suspension systems: plenum, wheeled, and tracked.  The number listed with the W or P (W # or P #) is the suspension’s Critical Damage Level (CDL) system; for information on the CDL see Wheeled/Plenum Suspension under Vehicle Damage, Section 5: Combat (pg.62).

NOTES: Abbreviations- P # plenum critical damage level, T tracked, W # wheeled critical damage level

Combat Statistics, Armor Value: The armor value of the vehicle’s hull which may or may not be armored.  Each hit location may have a different protective value.

NOTES: Abbreviations- HF hull front, HS hull side, HR hull rear (not currently in use- TF turret front, TS turret side, TR turret rear).

Combat Statistics, Weapons / Ammunition: Weapons the vehicle is normally equipped with, and which are included in its cost.  The amount of ammunition carried in ammunition stores.  Weapons mounts will accept any machinegun or the Mk19 grenade launcher; most mounts have a weapon on them, but it may be removed.  The vehicle entry will explain the location of the weapons mounts, if any, and who fires weapons in them.
NOTES: Weapons abbreviations- MG machinegun, GL grenade launcher; Firer abbreviations- C commander, P passenger.

Table S6-2c: Robots List Definitions

Combat Statistics, Armor Value: The armor value of the robot’s hull which may or may not be armored.  Each hit location may have a different protective value.  For Vehicular – Water this value is applied to all hit locations equally.

NOTES: Abbreviations- Hd head, Chst chest, Abdmn abdomen, Arm, Leg, HF hull front, HS hull side, HR hull rear (not currently in use- TF turret front, TS turret side, TR turret rear).
Combat Statistics, Weapons / Ammunition: Weapons the robot is normally equipped with, and which are included in its cost.  The amount of ammunition carried in ammunition stores.  The robot entry will explain the location of the weapons mounts, if any.
NOTES: Weapons abbreviations- MG machinegun, GL grenade launcher.

Non-Vehicular - Guard Robots

Attributes: These represent the robotic equivalents for AGL, STR, and CON and are used in the same manor as for characters and creatures.

Skills: These represent the robotic equivalents for the listed skills and are used in the same manor as for characters and creatures.

Sensors: These represents the electronic equivalents for eyes and ears.  There is a large array of sensors a robot be equipped with.

Non-Vehicular - Drudge Robots

Attributes: These represent the robotic equivalents for AGL, STR, and CON and are used in the same manor as for characters and creatures.

Skills: These represent the robotic equivalents for the listed skills and are used in the same manor as for characters and creatures.

Sensors: These represents the electronic equivalents for eyes and ears.  There is a large array of sensors a robot be equipped with.

Vehicular - Ground Robots

Skills: These represent the robotic equivalents for the listed skills and are used in the same manor as for characters and creatures.

Combat Statistics, Suspension: The system of devices (as springs) supporting the upper part of a vehicle on the axles.  There are three suspension systems: plenum, wheeled, and tracked.  The number listed with the W or P (W # or P #) is the suspension’s Critical Damage Level (CDL) system; for information on the CDL see Wheeled/Plenum Suspension under Vehicle Damage, Section 5: Combat (pg.62).

NOTES: Abbreviations- P # plenum critical damage level, T tracked, W # wheeled critical damage level

Vehicular – Water Robots

Combat Statistics, Size: For information on the usage and effects of Size, see Direct Fire Hit Procedure, Section 5: Combat (pg.59).

Combat Statistics, Pumps: For information on the usage and effects of Pumps, see Combat Damage Descriptions, Section 5: Combat (pg.65).

Table S6-2d: Spacecraft List Definitions

For Crew, Payload, Launch, Reentry, Transfer, Duration, and Size See Spacecraft Characteristic above for definitions (pg.73).

Table S6-2e: Watercraft List Definitions

Combat Statistics, Size: For information on the usage and effects of size, see Direct Fire Hit Procedure, Section 5: Combat (pg.59).

Combat Statistics, Pumps: For information on the usage and effects of Pumps, see Combat Damage Descriptions, Section 5: Combat (pg.65).
Combat Statistics, Weapons / Ammunition: Weapons the vehicle is normally equipped with, and which are included in its cost.  The amount of ammunition carried in ammunition stores.  Most mounts have a weapon on them, but it may be removed.  The vehicle entry will explain the location of the weapons mounts, if any, and who fires weapons in them.
NOTES: Weapons abbreviations- MG machinegun, GL grenade launcher; Firer abbreviations- C commander, P passenger.
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