Version %.1.1 (Booster). CopyriGHT Ken Young 2017-2025. All RigHTs Reserved. HTTp://wWww.ROARINGROCKETS.ORG/

Some of Tthis list is High-end Name-brand mercHandise. It is berter THan THE
GENERIC EQUIPMENT lisTed in THE Rules, but A lOT MORE EXpPENSIVE. MANY COMPETING
products ANd brands ARe available, waiting for you 1O mMAke THEM up. Many of
THE WEAPONS USE NON-STANdARA AMMUNITION ANd pOWER pAcks.

Equipment MARKEd @ is usable iN ZeERO-G, THOSE MARKEd % ARE USADIE UNAERWATER.

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 TrRack. IF you shHoot it A loT THE game master will Tell you wHen
YOU RUN OUT.

SoMEe WEAPONS listT SEpARATE kill and stun damage. Use THe same die roll, but read
THem differently (A 2 and A 6 oN WO dice ARE 6 foR Heavy damage and 7 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 dAmMAGE WHATSOEVER.

WHaT does “Lt Kill vs. T DEX* mean? It means THe weapon does It kill (rRoll 2 dice
aNnd pick THe lowest), ANd Always TReaT THE TARGET As DEX 1. THis describes A
WEAPON THAT is HARd 1O dodge because it shoots A cloud of pellers orR cone of

ENERGY.

THe usual sell price is aAbout Half of THe purcHAase price.
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Pulp science fiction cHARACTERS [ReqUENTlY 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 [EARN TO WEAR THE RiGHT UNJERWEAR.

Default uNderweaR @%: If underweAR is NOT specified, MEN HAVE GRey cOTTON
boxers aNd wOMEN HAVE pink cottoN bra And panTies. THey stay wer, cold, and
uncomforTAble fRom waTER ANd Heavy perspiration forR TOO lONG,.

Bikini underwearR (foR WOMEN) @%: +1 looks if yourR NATURAL loOks ARE GREATER
THaN O (if you ARe weARiNG ONly THis). Doubles As swimwear; woORks Well iN A
SpACE suiT. DurAble and ResisTANT TO WARARODE malfunction. THe Technical fabric
wicks moisTurRe away fRom THE skin and dries quickly. O cr.

Speedo (for MeN) @%: Doubles as swimwear; WORks Well in A space suit. Durable
ANd ResisTANT TO WARARODE malfunction. Has a fly. THe Technical fabric wicks
MOISTURE AwAy fRom THE skin and dries quickly. O cr.

Worssens thmcnt

Uniforms come with pants, skirts, and leGGiNGs. PANTS ARE GREAT iN buildings and
ON SPACE SHips. Skirts ler you Relieve yourself in THe field without pulling down
YOUR PANTS fOR EVERYONE TO SEE. WEARING lEGGINGS UNAER A SKIRT PROTECTS YOUR
legs fRom brusH, but comes with A -1 looks penalry.

Nice clothes or uniform @: +1 looks, but THey ARe expensive and easily damaged.
7 CR.

Nice leqgings @: THey only go with oNe OrR Two outfits. No looks penalry if
used witH THose ourtlfits. 7 cR.

Makeup @: +1 looks if properly applied, 1akes About 30 minuTes, 1 cr

Travel doll makeup kit @: +1 looks if properly applied, Goes on in only 17
MINUTES, -1 penalty To makeup roll, 2 cr

S1ARR Beauty makeup kit @: +1 looks if properly applied, +1 bonus 10 makeup
Roll, 7 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 %0 minuTes, 1 cR

TrRavel doll Hair stuff @: +1 looks if properly applied, styles Hair in ONly 17
MINUTES, -1 penalty 1O HairsTyling ROIl, 2 cR



S1aRR Beauty salon bag @: High quality Hair stuff. +1 looks if properly applied,
+1 bonus 10 HairsTyling ROIl, 7 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 Kkill.
THEIR UsEs ARE limiTEd TO YOUR IMAGINATION. IMPIANT SURGERY COSTS ZOCR.

High Heels: +1 looks, but you do ~Not sneak well and ThHey slow you down 10
2M/TURN. If you TRy TO sNEAk OR GO fasTER you musT MAKE YOUR RUN-iN-HEELS Roll
OR stumble loudly. 1T cr

ActioN ANGel Heels: +1 bonus To Run-in-Heels roll, 7 cr.

Bikini @%: +1 looks if your NaTURAL looks ARe GReaTER THAN 0. Not socially
APPROPRIATE iN All situations. Good cHoice underwaTeER. WORks Well iN A spAcE
suit. O CR.

Nice looking bikini @%: +2 looks, 1 cr.

Chainmail bikini @%: SimilaR TOo RequlaArR bikini. ExTREMELYy durable and ResiSTANT TO
damage & WARARODE MAIFUNCTIONS (it does nNoT come off unless you want it 10). THE
Technical fabric lining is durable and comforTtable. 1 cRr,

Nice looking chainmail bikini @%: +2 looks, %cr.

i
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First Aid kit @: O cr. Medical skills Have A -1 penalty without medical supplies.
SMelling salts: This is a Tiny botrle. 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 cerrified medical skills (medic 1 or berTer).
Litrle Black Bag: This is A medical kit THAT gives A +1 bonus Tto medical skills. I
Has some basic medical equipment, A firsT aid kit, smelling salts, and wound
Sealers. You canNoT buy This unless you Have significant cerrtified medical skills
(Medic 4 oR berTeR). % CR.
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Sood products

Canned food is durable, but heavy and does not fit iN yOUR pocker. Bars &
pups ARe plastic wrapped, but NOT CRUSH RESiSTANT. BOXES & CRATES ARE
cardboard, wHich disintegrates if soaked.

C-rations: Food iNn cans THAT men can handle. Does nNot 1aste bad, bur does not
1asTE Good EiTHER. 1 cR forR A box of A dozen cans.

Dehydrated food bar @: Food in A box THAT mMen 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 prerry Good, unless you eaT THEwm
day aftfer day. 7 cr for A crate of 6 boxes. Each box has 6 pups.

Mama MangGias NUTRITION bars @: Convenient food bars THAT Taste premry qood,
UNIess you eat THem day afrer day. 7 CR/CRATE

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 rRadio @: 20 cr. A swmall, weak, sHORT-RANGE 2-way Radio THAT is THE size of A
cordless TelepHONE HANSET. MOST SPACE SsuiTs HAVE ONE.

INTERSTELIAR TElEGRAM: 1 CR. Telegraph offices ARe Available in capitols and lARGE ciTiEs.




Sleeper Helmer @: 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 2-7 TiMES pER
day for THE eNTIRE TRip.

Binoculars: 1 cr

Good binoculars @: 4 cr

Mini-flashlight @%: THumb-sized, O cr

PATRilllstHlqur Hardened aluminum casing; Doubles as A T1actical baton: Md Stun
+ 1 kill, O cr.

Warch / stopwarch combo @(%): 1 cr, 2 cr if waTERprROOF

Slide rule @: O cr. Performs mathematical computations. ANy CHARACTER WHO HAs
A skill THat involves math will knvow How 1o use THis.

Urility knife @%: O cr (1 kill if used As weApoN)

Pocker multi-tool @9%: This small folding TtoOol Has A knife blade, saw,
SCREWdRIVER, pliers, aNd so fortH. O cr.

Toolbox, mechanical: 1 cr

Toolbox, electrical: 1 cr

Toolbox: THis small HandHeld Toolbox contains THE TOOlS forR yourR TRAdE. THERE
is ONE for mecHanics, one for elecTroNics, ANd so forRTH. 1 CR OR MORE.
Typewriter, electric, deskrop: 1 cr

TypewriTer, flyweigHT portable, manual: 1 cr

Shace Auits

SPACE suiT @%: -1 looks, 20 cr. A space suit TaAkes About 7 minuTEsS TO put ON. IT is
formfitring ANd comes iN CERTAIN sizes ANd cuts. THE only THING yOu cAN WEAR UNAER
YOUR SPACE SUIT iS UNAERWEAR.

It Has A 2-Hour AR Tank, A weak SHORT-RANGE 2-way Radio, a bubble Helmer, and
THRUSTERS (ONly WORKS iN SpPACE). MoOST SpAce suits Also come witH an oprtional (bur
Heavy) cHestT-MounTed RebREATHER exTENdiNG AIR TO 8 HOURs. IT is NOT NORMAlly used.

Space suits ARE Also diving suits: Replace THE AiR Tank/THrRuster pack with THe qGill/impeller
pack. It is powered by aqueous fuel cells, so THe qills will Run for % days and ThHe
iMpEllER Will MOVE you Im pER TURN fOR %0 MiNUTES.

To put oN your spAce suit WHile hHolding your breath, make A DEX Roll. Use your zero-
G skill As A bonus.

WoMmens suits Have A button oN THE Neck TO puff AiR ON THEIR face fOR fAINT RECOVERY.

Nice looking WOMENS SpACE suitT @%: No looks penalty, 100cr. YOu cAN WEAR MAKEUp
ANd MOsT HairsTyles in iT. FOR AN extRA 2 credits it caN Have High-Heeled boorts (+1
looks).




Rocker pack @: Flies 20m/TurN, lasts 20 minutes, 10 cr. About THE size of scuba
1aNks, THese ARe bulky and Heavy, so nobody wears ONE UNIEss THey inTENd TO
USE IT.

Zeta indusTries ROcker pack @: Flies 20M/TURrN, lasTs 4% MINUTES, 7% CR.

AlpHa indusTries low-profile rRocker pack @: Flies 0M/TurN, lasts 30 minuTtes, 20
cR. Half THe size and weigHT of most rocker packs, with slightly less RANGE. You
caN coMfortably siT iN A CHAIR OR RUN WiTH ONE ON.

INTERSTELLAR AerROSpACE ROCker pack @: Flies 70m/TurN, lasts 70 minutes, 20 CR.
Heavy lifring power allows THE WEARER TO CARRY A load on His belr. HigH-power
buddy mode allows THe wearer 1O fly with ANOTHER pERsON sTRApped TO His
C|—|E§T, bur only for 10 minutes. SligHtly [ARGeR ANd Heavier THAN moOsT RoOCkeT
pAcks.

Jer pack @: Flies 20mM/TurN, lasts 60 minutes, 10 cr. JeT packs ARe similaRr TO
ROCKeT packs, but only woRrk in breathHable oxyGen atmospHeres and The fuel
GOES TWIicE As fAR (because THe oxidizer comes [Rom THE AiR).

Scuba 1aNk W/ REGUIATOR @%: LeTs you bREATHE cOMpPRESSEd AIR UNDERWATER OR iN
NOXiOUS ATMOSPHERES fOR 2 HOURS. 2 CR.

Gill pack %: About THe same size and WeiGHT As scuba Tanks. Lets you bRreatHe
UNdeRwWATER. THE iMpELIERS MOVE you TM/TURN fOR %0 MiNUTES. % CR.

Zera Industries qill pack %: THe impelleRs Move you IM/TURN for 4% minuTes. 17
CR.



Horse, THoaT, OoR OTHER beast of burden: 50 cr. THe advantage over VeHicles is
THAT THey do NoT Need fuel if THERe is fodder and wATER AROUNd.

GrROUNd car: 250 cr

Sports cAR: A HigHer perfORMANCE GROUNd cAR THAT oONly seats 2 (fast &
MANEUVERADLE). %00 cRr

Speeder (HOVER) car: 00 cr. Very fast, but sluggish Handling. GOES OVER WATER,
sand, mud, Erc.

Skycycle (flying motorcycle): 350 cr. Very fasr.

Flying car: 750 cRr

Regal Aerospace VERVE ZepHyr: A High performance flying van (fast). 2000 cr
BoArR: 600 cR. LARGE 6-WHEEl-dRrive ampHibious bOAT/CAR. GOVERNMENT ONES MAy
HAVE AN OpTIONAL TURRET.

Fiit / Skyship: You find These flying vehicles on fRONTIER planers. You insTall AN
iMpORTED pOWER plant And AnTiGRAV iN A locally built wooden conTraption, and
Use A pROPElER for THRUST. THE wooden fuselage may be boat, box, or buller
shaped; it may even be AN open wooden frame. Size 1-2 vehicles are called flits
aNd sizeé 7-4 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.

INTERSTELIAR pAssAGE, PRIVATE cabin: 2 crR per ligHt year (1 day/ligHTyeaRr)

Fast iNTERSTELLAR pASSAGE, PRIVATE cabin % crR per ligHT year (2 ligHTyears per day)
INTERSTELIAR pAssaGe, crRyocHAmber: 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 forR A space sHip: 10 cr Times THe size of THe ship (good for
%0 days of TrRavel). Recharging is AN All-day procedure at A well-equipped facility,
As THE power-plant Has 1O be Rebuilt. THe radium is cHeap, THe mecHanics ARe

NOT.




RespiraTOR @: It looks sort of like our dust masks and filters out dusts, misTs,
poisoN Gas, bad swmells, and Noxious fumes. ONEe is iN A special pocker of THEe
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. O cr.

Force field belt @: 1 point ARMOR vs. ENERGY ATTACks ONly. 17 cRr. lasts %0
minuTes. FORCE fields cancel instead of combining. THe belr is somewhar bulky.
TLA 900 Force field belr @: Lower profile and less cumbersomME THAN MOST
models. 70 cr

Helver @%: 2 point ARMOR if THE ATTACkerR 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
firred, 10 cr.
Vests & Helver bonuses do Nort stack.
IN This example THE TARGET WEARS A VEST ANd HEIMET:

o Lrss Than half damaGge: No pROTECTION (av unarmored location is hir)

*  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 10 All fRonTAL ATTACKS).

Vs melee: Make a Hit Roll To block one amrack (applies 1o one fRoNTAL ATTACk pER
TURN). 1 CR.

LigHT ARMOR @%: 1 pOINT ARMOR, -2 looks. 10 cr. YOour DEX is limited 10 Y.

Heavy, uncomfortable, Takes 10 minuTeEs TO put ON. IT Takes A TURN TO stand back

up if your SIR is below 7.

Medium ARMOR @%: 2 pOINT ARMOR, -4 looks, STR 2 Required, 0 crR. YOUurR DEX

is limited 1O %. Heavy, uncomfortable, Takes 20 minutes TO put ON, and you Need

E)OlMEONE 70 Help you put it oN. It TAkes A TURN TO sTtand back up if your SIR is
Elow 7.

Heavy ARMOR @%: 7 POINT ARMOR, -6 looks, STR % Required, 250 cr. YOurR DEX is

1. Heavy, uncomfortable, Takes 70 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 @%%: 7 TiMES As ExpeNnsive, but THE looks penalty is

1 less and it only fits you. FOR AN extRA % credits it caN Have High-Heeled boorts

(lowers looks penalty by 1).

SPACE ARMOR @%%: +20 CR, burt it AlsO WORKS AS A SPACE SuiT.

Most ARMOR pREVENTS THE USE Of makeup, hairstyles, clothes, & Heels.

ARMOR SuUiTS COME WiTh HEelmeTs.



Acccssiohics foh weapons

Rifle scope @: Halves THE RANGE TO THE TARGET fOR AIMING PURpPOSES but cannot
TRACk fasT-moving objects. Can oNly be used wHen aiming. CannoT be installed
quickly. 7 cr.

Amchaic weapons

Knife / Bayoner @%: It Kill, O cr

Sword / spear %: Md Kill, 2 cr

Dopplesword (2-Handed sword) %: Hv Kill, inconveniently long, 7 cr

Tactical baton: Md Stun + 1 Kkill, O cr. Telescoping baton costs 1 crR but is easy
TO CARRY.

Axe Handle (2-handed baton): Hv stun + It kill, inconveniently long, O cr
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Dullet guns anc old-fashioned, but cheap

Buller pistol: It Kill, 2 cr

MacHine pistol: 2 Kill autofire, 3 cr. Runs out of ammo on A Hit roll of 9 or
MORE.

DerriNGER buller pistol: It 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 bullers).
Isher model 117 1arGer buller pistol: It Kill, 4 cr. ExtrRa +1 bonus 10 HiT ROl
WHEN AIMING.

Banth Magnum buller pistol: Md Kill, 4 cr. If you Have STR 7 OR less you cannoOT
Aim it ANd Have A -1 penalty To your Hit Roll.

Military carbine: Lt kill or 2 kill autofirRe, 4 cr, Runs out of ammo onN A Hit roll
of 10 orR MORE WHeN AUTOfiRed. Can TAKE A bAyONET.

Brush Blaster A9 buller carbine: Hv Kill, 6 cr

MicrodyNe New CenTury MACHINE cARDINE 7 Kill AuTOfiRe, 7 cR. Runs out of ammo
ON A Hit Roll of 10 OR MORE.

Buller rifle: Md Kill, 7 cr

Machine Rrifle: 7 Kill autofire, 4 cr. Runs out of ammo on A Hit roll of 9 ORrR
MORE.

Military assaulr rifle: Md kill or 7 kill autofire, 2 crR, Runs out of ammo on A Hir
ROIl of 9 orR MORE WHeN AuTOfiRed. Usually comes with A bayoner.

Isher model 124 T1arGer buller rifle: Md Kill, 6 cr. Exira +1 bonus 10 Hit ROl
WHEN AIMING.

Safari big-game buller rifle Hv Kill, 6 cr. ExtRA +1 bonus 1O HiT ROIl WHEN AIMING.
If \l/lou Have STR 7 OR less you cANNOT Aim iT ANd HAVE A -1 penalty TO your Hit
ROIL.

Isher Model 137 Heavy assaulr Rrifle: Hv Kill or 4 kill AautofiRe, 8 crR. Runs out of
amMMO ON A Hit Roll of 9 orR MORE WHeN auTofired. If you Have STR 2 oR less you
will NOT WANT TO CARRY THis.

SHotqun: LT Kill vs. 1 DEX, 2 cR
Banth Tacrical sHotqun: Lt Kill vs. 1 DEX, 4 cr. It can do 2 kill vs. 1 DEX
AUTORiRE, buT iT RUNS OUT Of AMMO EVERY TiME you do.




Ga.u..{.{ weaponi

They use electricity 10 Hling A lonGg THiN prROjeECTile fasTer ThHan A buller.

Gauss pistol %: It Kill, iGNORES ARMOR, 4 CR

Coiltech qgauss pistol %: It Kill, igNORES ARMOR, 12 cr. Can do 1 kill AuTofire,
bur THe patented DATTERY-MAGAZINE RUNS OUT ON A HiT ROl Of 9+.

Gauss Rifle %: Md Kill, iGNORES ARMOR, 6 CR

Coilrech gauss Rifle %: Md Kill, igNORes ARMOR, 18 crR. Can do 2 kill AutOfire,
bur THe patented DATTERY-MAGAZINE RUNS OUT ON A HiT ROl Of 9+.

Stun . )

Stun WEAPpONS sHooT WHITE Rays THAT MAKE A OZzzzzO sound and Have THE same
EffecT As A TAZER.

STuNGUNS ARE sliGhTtly [Ragile. If THey suffer an impact, like A dROp ONTO CONCRETE,
THe Ggame 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), 2 SHOTS PpER
RECHARGE, 9 cR. This is A Vvery small ligHtweigHTt 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 (enNerqy), 10 cr. THe Removable power pack
RUNS OUT ON A Hit Roll of 9+.

Isher mModel 219 stun pistol @%: Md Stun (ENerqy), 12 cr. Can do % 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 (Enerqgy), 17 cr. THE Removable
pPOWER pAck RUNs ouT oN A HiT Roll of 9+.

IsHerR MOodel 222 stun Rifle @%: Hv STun (EnerGy), 18 crR. Can do 4 stun AUTOfRE,
bur THe Removable power pack rRuns out on A Hit roll of 9+.

"




The ray is rRed and screeches wHen ser 1o kill, blue and hums when ser 10 sTun. The
pOWeR level is adjustable, and can be dialed down as low As you wanr.
Ray pistol @%: Stun serting does It Stun. Kill does It Kill. AutofiRe doges 1 sTun.
4 CR
Isher Model 711 compact Ray pistol @%: Swmall ligHtweigHT design is EAsiER TO
STORE, CARRY, ANd CONCEAL. 6 CR.
STun: L1 STUN Kill: [r Kill
AUTOSTUN: 1 STUN AUTOfiRE Autokill: 1 kill autofire
Doomgun 100 RrRay pistol @%: It Kill. Doing 2 kill autofire drains THE RemovAbLE
pOWER pAck oN A HiT Roll of 9+. No sTunN SeTTinG. 4 CR
SMITE-O-MATIC RAY CARDINE @%: 6 CR
Low power: 1 kill or 1 sTun AuTOfiRE
High power: 2 kill or 2 stun AutofiRe, bur drains THE |ARGE REMOVADLE pOWER
pAack on A Hit roll of 10+
THundermag RAY CARDINE @%: 8 CR
STun: [T STUN Kill: [t Kill
Auto: 2 stuN (drains THE IARGE RemovAblE power pack on A Hit roll of 10+)
Ray Rrifle @%: Stun semming does Md Stun. Kill does Md Kill. AutofirRe does 2
STUN. 6 CR
Isher Model 729 ray Rifle @%: LigHTweigHT desigN is EASIER TO STORE AN CARRY
THAN OTHER Rifles. ExTRA +1 bonus 1o HiT ROIl WHEN AIMING. 8 CR.
Stun: Md STUN Kill: Md Kill
AUTOSTUN: 2 STUN AUTOfRE Autokill: 2 kill autofire
Doomgun 200 Rray Rifle @%: Md Kill. Doing % kill autofire drains THE RemovabLE
pOWER pAck oN A HiT Roll of 9+. No STUN SETTING. % CR.

Seconch frayd anc dometimed called heat

THese yellow incendiary Heat Rrays igNiTE flaMmable maATerils oN contacT and

SscORCH ANyTHING THAT can be scorched. They make A OSHHHHO sound. Most ARE

AUTOfiRE ONLy.

scorcH pistol @ 4 cr: 1 kill Autofire. High-power serting does 2 Kkill autofire,
bur drains Removable power-pack on Hit roll of 10+. It overHeats aAnd
shuts down for A TUrRN if fiRed HigH-power 7 Times witTHout cooling for A
TURN.

SscORCH carbiNe @ % cr: 1 kill Autofire. HigH-power serting does 2 Kkill autofire
bur 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 % Times without cooling for A TURN.

scorcH Rifle @ 6 cr: 2 kill Autofire. HigH-power semming does 7 kill autofiRe but
drains Removable power-pack on Hit roll of 10+. It overHeats and shuts
down for A TURN if firRed HiGH-powerR % TiMEs witHout cooling for A TURN.

As A Heavy weapon, A scorcH ray does 7 Kill autofiRe (4 Kill Autofire iNn HigH-power
mode, if available).

As A vehHicle WEADON, A scORCH RAy GETS TWO SHOTS AT THE SAME TARGET EVERY TURN. IT
does nNot affect ANy vehicle |ARGER THAN size 2. It Affects crew as 4 Kill with
ARMOR EQquAl TO THE VEeHicle size.

As A size 2 veHicle Weapon, A scORCH Ray GETs TWO NORMAL SHOTS AT THE SAME TARGET.




THese GReen RAys do NOT cause damage. THey TEMpoORARily paralyze people &
aNimals (OR NoT). THey leave A patch of fRosT WHeRever THey Hit. FReeze Rays make
A crackling sound wHen THey sHoor.

THe TARGET is pARAlyzed and RrReduced 10 SIR 1 if you Roll mMoORe THan ThHEIR
STRENGTH. THE €effecT is NOT cumulaTive.

THE TARGET RecOVERs fRom paralysis if THey roll THEIR STRENGTH OR less. THE TARGET
REHCOVERS 1 STR per TURN, WHETHER pARAlyzed OR NOT. IN OTHER WORAS, iT WEARS
off.

You Need polyHedra (multi-sided dice) 10 use THis WEAPON. TREAT pARAlYZING RAyS
As STUNGUNS if you do NoT Have polyHedra.

Paralyzer pistol @%: Use dIO (10-sided die) both 10 ROll fOR pARAlyzATiON AN
10 ROll TO RECOVER. 10 CR

Paralyzer Rifle @%: Use d12 (12-sided dig). 12 cr

Sheta-change 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
10 YOUuR Hit ROll. THE RAy is ORANGE ANd sounds like A bedsheer being Ripped.
THe firsT TiME you pull THE TRIGGER iT STARTS CHARGING. THE second TiMe you pull
T|—|lE TRLIC,C,ER it dischArRGes (fires). THE lonGerR you wait, THE bigGer THE cHARGE
REleased.
It starRTs TO Hum iMmEediaTely WHeEN iT STARTS cHARGiNG. ON THE Second TURN iT
STARTS TO buzz. ON THE THIRd TURN iT STARTS TO bEeep. THe fourtH TURN iT mMAkES A
very loud explosion sound.
Pull THe TRiGGer ANd Hold i1 down: 1 sTUN AUTORRE ENERGY RAy.
PREss TRiQQEkRuWHilE Humming (cHARGE & fiRE ON SAME TURN): LT STUN
+ 1 ki
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
THEe THIRd TURN): Hv stun + Lt kill
Fail To discharge it WHile beeping: It explodes oN THE fourTH TURN,
doing Hv kill To everyTHing WITHIN oM.
If you sTART cHARGING AN THEN uNscRew THE safety (this Takes 1
TURN), THE pistol cannot be discharged and becomes A bomb
THAT cannoT be sTtopped.
If THe pistol is brROken OR severely damaged wHile cHarging: It
explodes immediately, doing Md kill To everytHing WiTHIN Zm.
THis Type of weapon is NOT Available As A MORE poweRrful cARbINE OR Rifle because
of THe difficulry Throwing it fAR ENOUGH.




Roclict guni fine a hochet that explodes when it hits
Rocker projectiles do NoT ARM THEmsEIVes UNTIL THEY TRAVEL A CERTAIN diSTANCE.
Rocker pistol @%: L1 kill TO everythHing WiTHIN M Of iMpacT. MiNiMum RANGE fOR
ROCKeT pistol is 6m. 4cR

Amy-Lou concussioN Rocker pistol @%: Lt stun + 1 kill To everyThHing WiTHIN Tm
of iMpACT. MINIMUM RANGE is 6M. 7 CR

Rocker Rrifle @%: Md kill To everything wiThHin Tvm of impacT, 1 kill To everyTHinG
WITHIN 2m. Minimum RANGE for RockeT Rifle is 10m. 7 cr

Amy-Lou concussioNn Rocker Rifle @%: Md stun + 1 kill TO everyTHing WiTHIN Tm
of iMpACT, 1 STUN TO EVERYTHING WITHIN 2M. MIiNiMUM RANGE is 10M. 9 CR

Rocker lLauncher @% 10 cr: THis siNGle-use WeApON is THE sizé of A SHORT fat
Rifle. It does meqakill To THe TARGET and hv Kill TO everyTHing WiTHIN 2m. Minimum
RANGE is 19M. THe backblast fires some lead shot straigHT back like A kv Kill vs. 1
DEX sHotqun.

a4¢ey.-Du.cey. makicd populan combined weapons
Acey-Ducey 1actical carbine: This is AN OVER-ANA-UNAER GAusS CARDINE AN STUN
cArRDINE fed fRom A power pack in THe bumtstock. Only oNe can be fired AT A
TiMe. 10 Cr.

Gauss %: It Kill, igNORES ARMOR

STUN @%: Md STuN (ENERGY)
Acey-Ducey police carbine: This is AN OVER-ANd-UNAER CONCUSSION ROCKET CARDINE
ANd sTUN cARDINE. ONly ONE can DE firRed AT A TiME. 16 CR.

ConcussioN ROcker @%: Lt Stun + 1 kill To everythHing wiTHiN 1M of

IMPACT, 6M MINIMUM RANGE.

STUN @%: Md STuN (ENERGY)
Acey-Ducey ARMY cARbINE: THis is AN OVER-ANd-UNAER GAuss cARDINE And Rocker
cARDINE. ONly ONE caN be fired AT A TiME. 17 CR.

Gauss %: It Kill, iGgNORES ARMOR

Rocker @%: Lt kill TO everyTHing WiTHIN TM Of IMpPACT, 6M MIN RANGE.

Splat

They Are THE ENerRGY WEADON EQUIVAIENT OF A sawed-off shorqun. THey have A shHorRT range, bur ThHe
ENERGY SPRAYS OUT TO GivE you A berrer chance 10 Hit. DodginGg one is Nearly impossible. The
VEllow-ORANGE ENERGY blast makes A “Crack” sound.

Splatbus 2000 carbine: Md Stun + 1 Kill vs. 1 DEX. ENERGY WEAPON. 17 CR.

Splat qun: Hv Stun + It Kill vs. T DEX. 20 cr. Big bipod-mounted enerqy

weapoN, difficult To cARRy.




%@ 20 cRr.

Hypno-rays sound berrer THAN ThHey woRrk. THey Have A calming effect on ThE
TARGET, WHichH makes THey premry good for crowd control. THey work slowly
and Have No Effect THRougH ANy SORT of enerGy DARRIER, 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 mMounted, and Takes 2-7 people 1o
CARRY iT. THE violer ray is Im wide and Gradually calms eveERyONE iN iT OVER
SeverAl MinuTES. IT mMAkEs A sooTHiNGg Humming sound.

Gnenades anc old-fashioned, but they wonh
A Grenade will usually roll 1-7m aAffer THROWN, MORE if THE GrROUNd is sMOOTH.

ConcussioN GRenade: Hv Stun + L1 Kill, 9m radius, 1 cr.
FrRagMENTATION GRENAE: Hv Kill, Ym radius, 1 cr.

DDT qGrenade 1 cr: Kills Insectoids, bugs of most Types and sizes, and some
Types of MoONsTERs. YM Radius, powder oN THE GRound is srill Active. DOES NoOT
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 lethHal 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 GRENAAE 1 cRr: Same effect As pepper spray, but Ym Radius. Only
GOVERNMENT AGENTS CAN GET THis, ANd ONly WiTH pERmissiON.

A Hit rReduces THE victims DEX 10 1 ANd causes A loT of pain. MosT animals and
MINOR NPCs will Run.

Knockout gas GRenade: m Rradius, 1 cR, NOT As good As iT sounds.

Military only, may only be used wHen Llethal force is authorized. Knocks ourt
EVERYONE WHO DREATHES i1 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.

PoisoNn gAs gRenade: %M 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
customMers Had seeNn world warR oONe (THE GReaT war), and THe awful use of gas.



THey Reasonably expected gas 10 be used in fuTuRE wars. WE ARe NoOT listing
POISON GAS RULES becAuse WE dO NOT WANT iT iN THE GAME.

THERe ARE mANy Types of poison gas, and THe Eeffects ARe all Horrible. No
CHARACTER WANTS TO USE iT.

THe defense is THE RESPIRATOR iN THE PROTECTIVE EQUIPMENT SECTION.

Othen weaponi

ElectTRO-WHIp 7 crR: md Stun, NOT useful in TiGHT QUARTERS OR WHEN GRApPpLING, 2m
REACH. FAvOrRed by slavers and psiRens, so RespecTable people prefer NOT TO bE
SEEN WiTH iT.

Ner 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 quns TAKE A TURN TO Reload and only work on Humanoid-sized TarRGers. DoOEs
NOT WORK AGAINST TARGETS lying ON THE GROUNd. ITs MINIMUM RANGE is M 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 rReduces THE victims DEX 1o 1 and causes A Lot of pain.
MosT animals ANd MINOR NPCs will RUN. 4M RANGE.

SPEARGUN %: Md Kill, 2 cr




