
Roaring Rockets Equipment List Page 1 of 16

Extra Equipment List
Version 3.1 (Booster). Copyright Ken Young 2017-2025. All rights reserved. http://www.roaringrockets.org/

Some of this list is high-end name-brand merchandise. It is better than the
generic equipment listed in the rules, but a lot more expensive. Many competing
products and brands are available, waiting for you to make them up. Many of
the weapons use non-standard ammunition and power packs.

Equipment marked @ is usable in zero-G, those marked % are usable underwater.

Carbines are short rifles. They are easier to manage but cannot shoot as far and
are sometimes less powerful.

If a weapons ammo supply is not specified, or if the conditions for running out
of ammo are not specified, it has at least 10-20 shots and you do not normally
need to keep track. If you shoot it a lot the game master will tell you when
you run out.

Some weapons list separate kill and stun damage. Use the same die roll, but read
them differently (a 3 and a 6 on two dice are 6 for heavy damage and 3 for
light damage). If only kill damage is listed, it does the same amount of stun
damage. If only stun damage is listed it does no kill damage whatsoever.

What does “Lt Kill vs. 1 DEX“ mean? It means the weapon does lt kill (roll 2 dice
and pick the lowest), and always treat the target as DEX 1. This describes a
weapon that is hard to dodge because it shoots a cloud of pellets or cone of
energy.

The usual sell price is about half of the purchase price.
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Undergarments
Pulp science fiction characters frequently have their outer garments rent. Evil
captors often do this, fights can, and vigorous activity in rough terrain can do
this as well. Experienced characters learn to wear the right underwear.
Default underwear @%: If underwear is not specified, men have grey cotton
boxers and women have pink cotton bra and panties. They stay wet, cold, and
uncomfortable from water and heavy perspiration for too long.
Bikini underwear (for women) @%: +1 looks if your natural looks are greater
than 0 (if you are wearing only this). Doubles as swimwear; works well in a
space suit. Durable and resistant to wardrobe malfunction. The technical fabric
wicks moisture away from the skin and dries quickly. 0 cr.
Speedo (for men) @%: Doubles as swimwear; works well in a space suit. Durable
and resistant to wardrobe malfunction. Has a fly. The technical fabric wicks
moisture away from the skin and dries quickly. 0 cr.

Womens equipment
Uniforms come with pants, skirts, and leggings. Pants are great in buildings and
on space ships. Skirts let you relieve yourself in the field without pulling down
your pants for everyone to see. Wearing leggings under a skirt protects your
legs from brush, but comes with a -1 looks penalty.

Nice clothes or uniform @: +1 looks, but they are expensive and easily damaged.
5 cr.
Nice leggings @: They only go with one or two outfits. No looks penalty if
used with those outfits. 3 cr.

Makeup @: +1 looks if properly applied, takes about 30 minutes, 1 cr
Travel doll makeup kit @: +1 looks if properly applied, goes on in only 15
minutes, -1 penalty to makeup roll, 2 cr
Starr Beauty makeup kit @: +1 looks if properly applied, +1 bonus to makeup
roll, 3 cr
Mermaid makeup kit @%: +1 looks if properly applied, stays on in water, 8 cr

Hair stuff @: +1 looks if hair is properly done, takes about 30 minutes, 1 cr
Travel doll hair stuff @: +1 looks if properly applied, styles hair in only 15
minutes, -1 penalty to hairstyling roll, 2 cr



Roaring Rockets Equipment List Page 3 of 16

Starr Beauty salon bag @: High quality hair stuff. +1 looks if properly applied,
+1 bonus to hairstyling roll, 3 cr

Titanium nail implants @%: These nails do not break. They can be used like a dull
knife for some things and like cat claws for others. As a weapon they do 1 kill.
Their uses are limited to your imagination. Implant surgery costs 30cr.

High heels: +1 looks, but you do not sneak well and they slow you down to
2m/turn. If you try to sneak or go faster you must make your run-in-heels roll
or stumble loudly. 1 cr
Action Angel heels: +1 bonus to run-in-heels roll, 3 cr.

Bikini @%: +1 looks if your natural looks are greater than 0. Not socially
appropriate in all situations. Good choice underwater. Works well in a space
suit. 0 cr.
Nice looking bikini @%: +2 looks, 1 cr.
Chainmail bikini @%: Similar to regular bikini. Extremely durable and resistant to
damage & wardrobe malfunctions (it doesnÕt come off unless you want it to). The
technical fabric lining is durable and comfortable. 1 cr,
Nice looking chainmail bikini @%: +2 looks, 5cr.

Medical equipment
First aid kit @: 0 cr. Medical skills have a -1 penalty without medical supplies.
Smelling salts: This is a tiny bottle. Wave it under the victims nose to wake up a
fainted woman or a person who is lightly stunned. You cannot buy this unless
you have certified medical skills (medic 1 or better).
Little Black Bag: This is a medical kit that gives a +1 bonus to medical skills. It
has some basic medical equipment, a first aid kit, smelling salts, and wound
sealers. You cannot buy this unless you have significant certified medical skills
(medic 4 or better). 3 cr.
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Food products
Canned food is durable, but heavy and doesnÕt fit in your pocket. Bars &
pups are plastic wrapped, but not crush resistant. Boxes & crates are
cardboard, which disintegrates if soaked.

C-rations: Food in cans that men can handle. Does not taste bad, but does not
taste good either. 1 cr for a box of a dozen cans.
Dehydrated food bar @: Food in a box that men can handle. Does not taste
good. 1 cr for a crate of 6 boxes. Each box has 6 bars.
Hotpup @: A self-heating sausage that tastes pretty good, unless you eat them
day after day. 3 cr for a crate of 6 boxes. Each box has 6 pups.
Mama Mangias nutrition bars @: Convenient food bars that taste pretty good,
unless you eat them day after day. 3 cr/crate

Communications equipment
Radio @: 2 cr. A walkie-talkie/cell-phone combo the size of a quart of milk. Most space
ships have at least one radio in their supplies.
Mini radio @: 20 cr. A small, weak, short-range 2-way radio that is the size of a
cordless telephone handset. Most space suits have one.
Interstellar telegram: 1 cr. Telegraph offices are available in capitols and large cities.
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Miscellaneous equipment
Sleeper helmet @: Not for sale. Keeps prisoners asleep for up to a day at a
time for transport. You should wake them up for food and water 2-3 times per
day for the entire trip.
Binoculars: 1 cr
Good binoculars @: 4 cr
Mini-flashlight @%: Thumb-sized, 0 cr
Patrol flashlight: Hardened aluminum casing; Doubles as a tactical baton: Md Stun
+ 1 kill, 0 cr.
Watch / stopwatch combo @(%): 1 cr, 2 cr if waterproof
Slide rule @: 0 cr. Performs mathematical computations. Any character who has
a skill that involves math will know how to use this.
Utility knife @%: 0 cr (1 kill if used as weapon)
Pocket multi-tool @%: This small folding tool has a knife blade, saw,
screwdriver, pliers, and so forth. 0 cr.
Toolbox, mechanical: 1 cr
Toolbox, electrical: 1 cr
Toolbox: This small handheld toolbox contains the tools for your trade. There
is one for mechanics, one for electronics, and so forth. 1 cr or more.
Typewriter, electric, desktop: 1 cr
Typewriter, flyweight portable, manual: 1 cr

Space suits
Space suit @%: -1 looks, 20 cr. A space suit takes about 3 minutes to put on. It is
formfitting and comes in certain sizes and cuts. The only thing you can wear under
your space suit is underwear.
It has a 2-hour air tank, a weak short-range 2-way radio, a bubble helmet, and
thrusters (only works in space). Most space suits also come with an optional (but
heavy) chest-mounted rebreather extending air to 8 hours. It is not normally used.
Space suits are also diving suits: Replace the air tank/thruster pack with the gill/impeller
pack. It is powered by aqueous fuel cells, so the gills will run for 5 days and the
impeller will move you 1m per turn for 30 minutes.
To put on your space suit while holding your breath, make a DEX roll. Use your zero-
G skill as a bonus.
Womens suits have a button on the neck to puff air on their face for faint recovery.
Nice looking womens space suit @%: No looks penalty, 100cr. You can wear makeup
and most hairstyles in it. For an extra 5 credits it can have high-heeled boots (+1
looks).
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Rocket packs & gill packs
Rocket pack @: Flies 30m/turn, lasts 30 minutes, 10 cr. About the size of scuba
tanks, these are bulky and heavy, so nobody wears one unless they intend to
use it.
Zeta industries rocket pack @: Flies 30m/turn, lasts 45 minutes, 35 cr.
Alpha industries low-profile rocket pack @: Flies 30m/turn, lasts 30 minutes, 20
cr. Half the size and weight of most rocket packs, with slightly less range. You
can comfortably sit in a chair or run with one on.
Interstellar Aerospace rocket pack @: Flies 30m/turn, lasts 30 minutes, 20 cr.
Heavy lifting power allows the wearer to carry a load on his belt. High-power
buddy mode allows the wearer to fly with another person strapped to his
chest, but only for 10 minutes. Slightly larger and heavier than most rocket
packs.

Jet pack @: Flies 30m/turn, lasts 60 minutes, 10 cr. Jet packs are similar to
rocket packs, but only work in breathable oxygen atmospheres and the fuel
goes twice as far (because the oxidizer comes from the air).

Scuba tank w/ regulator @%: Lets you breathe compressed air underwater or in
noxious atmospheres for 2 hours. 2 cr.

Gill pack %: About the same size and weight as scuba tanks. Lets you breathe
underwater. The impellers move you 1m/turn for 30 minutes. 5 cr.
Zeta Industries gill pack %: The impellers move you 1m/turn for 45 minutes. 15
cr.
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Vehicles
Horse, Thoat, or other beast of burden: 50 cr. The advantage over vehicles is
that they do not need fuel if there is fodder and water around.

Ground car: 250 cr
Sports car: A higher performance ground car that only seats 2 (fast &
maneuverable). 500 cr
Speeder (hover) car: 500 cr. Very fast, but sluggish handling. Goes over water,
sand, mud, etc.
Skycycle (flying motorcycle): 350 cr. Very fast.
Flying car: 750 cr
Regal Aerospace Verve Zephyr: A high performance flying van (fast). 2000 cr
Boar: 600 cr. Large 6-wheel-drive amphibious boat/car. Government ones may
have an optional turret.

Flit / Skyship: You find these flying vehicles on frontier planets. You install an
imported power plant and antigrav in a locally built wooden contraption, and
use a propeller for thrust. The wooden fuselage may be boat, box, or bullet
shaped; it may even be an open wooden frame. Size 1-2 vehicles are called flits
and size 3-4 vehicles are called skyships. They cost half of what an imported
flying vehicle does, but are slower. The range and noise depend on the engine.

Interstellar passage, private cabin: 2 cr per light year (1 day/lightyear)
Fast interstellar passage, private cabin: 5 cr per light year (2 lightyears per day)
Interstellar passage, cryochamber: 1/4 cr per light year (2 dayz/lightyear). You
wake up feeling like you have a bad case of the flu for a few days. Nobody who
can afford a private cabin travels this way.
Radium recharge for a space ship: 10 cr times the size of the ship (good for
30 days of travel). Recharging is an all-day procedure at a well-equipped facility,
as the power-plant has to be rebuilt. The radium is cheap, the mechanics are
not.
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Protective equipment
Respirator @: It looks sort of like our dust masks and filters out dusts, mists,
poison gas, bad smells, and noxious fumes. One is in a special pocket of the
uniforms of all service organizations (like the Space Rangers). These devices are
why nobody tries to use poison gas on Humans: everyone they might want to
gas has these, and then the humans gas back. 0 cr.

Force field belt @: 1 point armor vs. energy attacks only. 15 cr. Lasts 30
minutes. Force fields cancel instead of combining. The belt is somewhat bulky.
TLA 900 Force field belt @: Lower profile and less cumbersome than most
models. 30 cr

Helmet @%: 2 point armor if the attacker rolls max damage, messes up hair, 1
cr.
Ballistic vest @%: 1 point armor if the attacker rolls above average damage, -1
looks, 2 cr.
Nice looking womans ballistic vest @%: No looks penalty, must be custom
fitted, 10 cr.
Vests & helmet bonuses do not stack.
In this example the target wears a vest and helmet:

• Less than half damage: No protection (an unarmored location is hit)
• More than half damage but less than max: -1 point damage
• Max damage: -2 points damage

Shield (archaic) @:
Vs ranged: 2 pt armor if damage die is odd (applies to all frontal attacks).
Vs melee: Make a hit roll to block one attack (applies to one frontal attack per
turn). 1 cr.

Light armor @%: 1 point armor, -2 looks. 10 cr. Your DEX is limited to 5.
Heavy, uncomfortable, takes 10 minutes to put on. It takes a turn to stand back
up if your STR is below 3.
Medium armor @%: 2 point armor, -4 looks, STR 2 required, 50 cr. Your DEX
is limited to 3. Heavy, uncomfortable, takes 20 minutes to put on, and you need
someone to help you put it on. It takes a turn to stand back up if your STR is
below 5.
Heavy armor @%: 3 point armor, -6 looks, STR 5 required, 250 cr. Your DEX is
1. Heavy, uncomfortable, takes 30 minutes to put on, and you need someone to
help you put it on. It takes a turn to stand back up.
Nice looking womens armor @%: 5 times as expensive, but the looks penalty is
1 less and it only fits you. For an extra 5 credits it can have high-heeled boots
(lowers looks penalty by 1).
Space armor @%: +20 cr, but it also works as a space suit.
Most armor prevents the use of makeup, hairstyles, clothes, & heels.
Armor suits come with helmets.
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Accessories for weapons
Rifle scope @: Halves the range to the target for aiming purposes but cannot
track fast-moving objects. Can only be used when aiming. Cannot be installed
quickly. 3 cr.

Archaic weapons
Knife / Bayonet @%: lt Kill, 0 cr
Sword / spear %: Md Kill, 2 cr
Dopplesword (2-handed sword) %: Hv Kill, inconveniently long, 3 cr
Tactical baton: Md Stun + 1 kill, 0 cr. Telescoping baton costs 1 cr but is easy
to carry.
Axe handle (2-handed baton): Hv stun + lt kill, inconveniently long, 0 cr
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Bullet guns are old-fashioned, but cheap
Bullet pistol: lt Kill, 2 cr
Machine pistol: 2 Kill autofire, 3 cr. Runs out of ammo on a hit roll of 9 or
more.
Derringer bullet pistol: lt Kill, 2 cr. Super small and easy to store or conceal.
You get 1 shot, then have to spend a turn reloading (if you have any bullets).
Isher model 117 target bullet pistol: lt Kill, 4 cr. Extra +1 bonus to hit roll
when aiming.
Banth Magnum bullet pistol: Md Kill, 4 cr. If you have STR 3 or less you cannot
aim it and have a -1 penalty to your hit roll.

Military carbine: Lt kill or 2 kill autofire, 4 cr, Runs out of ammo on a hit roll
of 10 or more when autofired. Can take a bayonet.
Brush Blaster A9 bullet carbine: Hv Kill, 6 cr
Microdyne New Century machine carbine: 3 Kill autofire, 7 cr. Runs out of ammo
on a hit roll of 10 or more.

Bullet rifle: Md Kill, 3 cr
Machine rifle: 3 Kill autofire, 4 cr. Runs out of ammo on a hit roll of 9 or
more.
Military assault rifle: Md kill or 3 kill autofire, 5 cr, Runs out of ammo on a hit
roll of 9 or more when autofired. Usually comes with a bayonet.
Isher model 124 target bullet rifle: Md Kill, 6 cr. Extra +1 bonus to hit roll
when aiming.
Safari big-game bullet rifle: Hv Kill, 6 cr. Extra +1 bonus to hit roll when aiming.
If you have STR 3 or less you cannot aim it and have a -1 penalty to your hit
roll.
Isher model 133 heavy assault rifle: Hv Kill or 4 kill autofire, 8 cr. Runs out of
ammo on a hit roll of 9 or more when autofired. If you have STR 2 or less you
will not want to carry this.

Shotgun: Lt Kill vs. 1 DEX, 2 cr
Banth Tactical shotgun: Lt Kill vs. 1 DEX, 4 cr. It can do 2 kill vs. 1 DEX
autofire, but it runs out of ammo every time you do.
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Gauss weapons
They use electricity to fling a long thin projectile faster than a bullet.
Gauss pistol %: lt Kill, ignores armor, 4 cr
Coiltech gauss pistol %: lt Kill, ignores armor, 12 cr. Can do 1 kill autofire,
but the patented battery-magazine runs out on a hit roll of 9+.
Gauss rifle %: Md Kill, ignores armor, 6 cr
Coiltech gauss rifle %: Md Kill, ignores armor, 18 cr. Can do 2 kill autofire,
but the patented battery-magazine runs out on a hit roll of 9+.

Stun guns
Stun weapons shoot white rays that make a ÒZzzzzÓ sound and have the same
effect as a tazer.
Stunguns are slightly fragile. If they suffer an impact, like a drop onto concrete,
the game master decides if they are broken or damaged in some way.
Stun pistol @%: Md Stun (energy), 4 cr
Isher model 200 compact stun pistol @%: Md Stun (energy), 5 shots per
recharge, 9 cr. This is a very small lightweight pistol. It is easier to carry and
easier to conceal than a full-sized pistol. It makes a fine backup weapon.
Mag 100 stun pistol @%: Hv Stun (energy), 10 cr. The removable power pack
runs out on a hit roll of 9+.
Isher model 219 stun pistol @%: Md Stun (energy), 12 cr. Can do 3 stun
autofire, but the removable power pack runs out on a hit roll of 9+.
Stun rifle @%: Hv Stun (energy), 6 cr
Mag 200 stun rifle @%: Hv Stun with +1 damage (energy), 15 cr. The removable
power pack runs out on a hit roll of 9+.
Isher model 222 stun rifle @%: Hv Stun (energy), 18 cr. Can do 4 stun autofire,
but the removable power pack runs out on a hit roll of 9+.
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Ray guns are sometimes called blasters
The ray is red and screeches when set to kill, blue and hums when set to stun. The
power level is adjustable, and can be dialed down as low as you want.
Ray pistol @%: Stun setting does lt Stun. Kill does lt Kill. Autofire does 1 stun.
4 cr
Isher model 311 compact ray pistol @%: Small lightweight design is easier to
store, carry, and conceal. 6 cr.

Stun: lt Stun Kill: lt Kill
Autostun: 1 stun autofire Autokill: 1 kill autofire

Doomgun 100 ray pistol @%: lt Kill. Doing 2 kill autofire drains the removable
power pack on a hit roll of 9+. No stun setting. 4 cr

Smite-o-matic ray carbine @%: 6 cr
Low power: 1 kill or 1 stun autofire
High power: 2 kill or 2 stun autofire, but drains the large removable power
pack on a hit roll of 10+

Thundermag ray carbine @%: 8 cr
Stun: lt Stun Kill: lt Kill
Auto: 2 stun (drains the large removable power pack on a hit roll of 10+)

Ray rifle @%: Stun setting does Md Stun. Kill does Md Kill. Autofire does 2
stun. 6 cr
Isher model 329 ray rifle @%: Lightweight design is easier to store and carry
than other rifles. Extra +1 bonus to hit roll when aiming. 8 cr.

Stun: Md Stun Kill: Md Kill
Autostun: 2 stun autofire Autokill: 2 kill autofire

Doomgun 200 ray rifle @%: Md Kill. Doing 3 kill autofire drains the removable
power pack on a hit roll of 9+. No stun setting. 5 cr.

Scorch rays are sometimes called heat rays
These yellow incendiary heat rays ignite flammable materials on contact and
scorch anything that can be scorched. They make a ÒShhhhÓ sound. Most are
autofire only.
scorch pistol @ 4 cr: 1 kill Autofire. High-power setting does 2 kill autofire,

but drains removable power-pack on hit roll of 10+. It overheats and
shuts down for a turn if fired high-power 3 times without cooling for a
turn.

scorch carbine @ 5 cr: 1 kill Autofire. High-power setting does 2 kill autofire
but drains removable power-pack on hit roll of 11+. It uses the same
power pack as the rifle. It overheats and shuts down for a turn if fired
high-power 5 times without cooling for a turn.

scorch rifle @ 6 cr: 2 kill Autofire. High-power setting does 3 kill autofire but
drains removable power-pack on hit roll of 10+. It overheats and shuts
down for a turn if fired high-power 3 times without cooling for a turn.

As a heavy weapon, a scorch ray does 3 Kill autofire (4 Kill autofire in high-power
mode, if available).

As a vehicle weapon, a scorch ray gets two shots at the same target every turn. It
does not affect any vehicle larger than size 2. It affects crew as 4 Kill with
armor equal to the vehicle size.

As a size 2 vehicle weapon, a scorch ray gets two normal shots at the same target.
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Paralyzing rays are often called freeze rays
These green rays do not cause damage. They temporarily paralyze people &
animals (or not). They leave a patch of frost wherever they hit. Freeze rays make
a crackling sound when they shoot.
The target is paralyzed and reduced to STR 1 if you roll more than their
strength. The effect is not cumulative.
The target recovers from paralysis if they roll their strength or less. The target
recovers 1 STR per turn, whether paralyzed or not. In other words, it wears
off.
You need polyhedra (multi-sided dice) to use this weapon. Treat paralyzing rays
as stunguns if you do not have polyhedra.
Paralyzer pistol @%: Use d10 (10-sided die) both to roll for paralyzation and
to roll to recover. 10 cr
Paralyzer rifle @%: Use d12 (12-sided die). 12 cr

Theta-charge pistol
Theta model 100 %@: 8 cr
This is similar to a ray-pistol, but not the same. It is bigger and heavier than a
ray pistol, so if you have STR 2 or less you cannot aim it and have a -1 penalty
to your hit roll. The ray is orange and sounds like a bedsheet being ripped.
The first time you pull the trigger it starts charging. The second time you pull
the trigger it discharges (fires). The longer you wait, the bigger the charge
released.
It starts to hum immediately when it starts charging. On the second turn it
starts to buzz. On the third turn it starts to beep. The fourth turn it makes a
very loud explosion sound.

Pull the trigger and hold it down: 1 stun autofire energy ray.
Press trigger while humming (charge & fire on same turn): Lt stun

+ 1 kill
Press trigger while buzzing (charge for one turn and fire on the

next turn): Md stun + 1 kill
Press trigger while beeping (charge for two turns and then fire on

the third turn): Hv stun + Lt kill
Fail to discharge it while beeping: It explodes on the fourth turn,

doing Hv kill to everything within 5m.
If you start charging and then unscrew the safety (this takes 1

turn), the pistol cannot be discharged and becomes a bomb
that cannot be stopped.

If the pistol is broken or severely damaged while charging: It
explodes immediately, doing Md kill to everything within 3m.

This type of weapon is not available as a more powerful carbine or rifle because
of the difficulty throwing it far enough.



Roaring Rockets Equipment List Page 14 of 16

Rocket guns fire a rocket that explodes when it hits
Rocket projectiles do not arm themselves until they travel a certain distance.
Rocket pistol @%: Lt kill to everything within 1m of impact. Minimum range for
rocket pistol is 6m. 4cr
Amy-Lou concussion rocket pistol @%: Lt stun + 1 kill to everything within 1m
of impact. Minimum range is 6m. 5 cr
Rocket rifle @%: Md kill to everything within 1m of impact, 1 kill to everything
within 2m. Minimum range for rocket rifle is 10m. 7 cr
Amy-Lou concussion rocket rifle @%: Md stun + 1 kill to everything within 1m
of impact, 1 stun to everything within 2m. Minimum range is 10m. 9 cr
Rocket Launcher @% 10 cr: This single-use weapon is the size of a short fat
rifle. It does megakill to the target and hv Kill to everything within 2m. Minimum
range is 15m. The backblast fires some lead shot straight back like a hv Kill vs. 1
DEX shotgun.

Acey-Ducey makes popular combined weapons
Acey-Ducey tactical carbine: This is an over-and-under gauss carbine and stun
carbine fed from a power pack in the buttstock. Only one can be fired at a
time. 10 cr.

Gauss %: lt Kill, ignores armor
Stun @%: Md Stun (energy)

Acey-Ducey police carbine: This is an over-and-under concussion rocket carbine
and stun carbine. Only one can be fired at a time. 16 cr.

Concussion rocket @%: Lt Stun + 1 kill to everything within 1m of
impact, 6m minimum range.
Stun @%: Md Stun (energy)

Acey-Ducey army carbine: This is an over-and-under gauss carbine and rocket
carbine. Only one can be fired at a time. 15 cr.

Gauss %: lt Kill, ignores armor
Rocket @%: Lt kill to everything within 1m of impact, 6m min range.

Splat guns
They are the energy weapon equivalent of a sawed-off shotgun. They have a short range, but the
energy sprays out to give you a better chance to hit. Dodging one is nearly impossible. The
yellow-orange energy blast makes a “Crack” sound.
Splatbus 3000 carbine: Md Stun + 1 Kill vs. 1 DEX. Energy weapon. 15 cr.
Splat gun: Hv Stun + lt Kill vs. 1 DEX. 20 cr. Big bipod-mounted energy
weapon, difficult to carry.
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Hypno-ray
%@ 20 cr.
Hypno-rays sound better than they work. They have a calming effect on the
target, which makes they pretty good for crowd control. They work slowly
and have no effect through any sort of energy barrier, like a deflector or force
field. They have no effect on anything that has, or is resistant to, mental powers.
The hypno-ray is a heavy weapon, tripod mounted, and takes 2-3 people to
carry it. The violet ray is 1m wide and gradually calms everyone in it over
several minutes. It makes a soothing humming sound.

Grenades are old-fashioned, but they work
A grenade will usually roll 1-3m after thrown, more if the ground is smooth.

Concussion Grenade: Hv Stun + Lt Kill, 5m radius, 1 cr.

Fragmentation Grenade: Hv Kill, 5m radius, 1 cr.

DDT grenade 1 cr: Kills Insectoids, bugs of most types and sizes, and some
types of monsters. 5m radius, powder on the ground is still active. Does not
harm anything else. You can unscrew the top to get the powder out.
Only government agents can get this, and only with permission.
Even though DDT is a lethal chemical weapon, it is a normal insecticide and
Insectoids commonly use it against each other, so it does not have the same
restrictions as poison gas.

Tear gas grenade 1 cr: Same effect as pepper spray, but 5m radius. Only
government agents can get this, and only with permission.
A hit reduces the victims DEX to 1 and causes a lot of pain. Most animals and
minor NPCs will run.

Knockout gas grenade: 5m radius, 1 cr, not as good as it sounds.
Military only, may only be used when lethal force is authorized. Knocks out
everyone who breathes it but has limits. An alert person can run out of the
area and will not be affected. In an enclosed area it can overdose and kill the
victim. Restricted and hard to get.

Poison gas grenade: 5m radius, 1 cr, military only, requires explicit
authorization. No first use of gas is allowed, only in retaliation for gas attacks.
Very restricted and hard to get.
Gas grenades are mentioned in this game because the pulp science fiction
customers had seen world war one (the great war), and the awful use of gas.
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They reasonably expected gas to be used in future wars. We are not listing
poison gas rules because we do not want it in the game.
There are many types of poison gas, and the effects are all horrible. No
character wants to use it.
The defense is the respirator in the protective equipment section.

Other weapons
Electro-whip 3 cr: md Stun, not useful in tight quarters or when grappling, 2m
reach. Favored by slavers and psirens, so respectable people prefer not to be
seen with it.

Net Gun 7cr: If hit, you are immobile until you roll snake-eyes (a two on 2 dice),
make an escape artist roll, or someone lets you out.
Net guns take a turn to reload and only work on humanoid-sized targets. Does
not work against targets lying on the ground. Its minimum range is 3m and
maximum range is 10m. Favored by slavers and bounty hunters, so respectable
people prefer not to be seen with it.

Pepper Spray: A hit reduces the victims DEX to 1 and causes a lot of pain.
Most animals and minor NPCs will run. 4m range.

Speargun %: Md Kill, 2 cr


