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The most commonly used equipment on one 2-sided sheet
See the full equipment list for a lot more gear

Space suit @%: -1 looks, 20 cr. It is formfitting and comes in certain sizes and
cuts. It has a 2-hour tank, a radio, a bubble helmet, and thrusters (only works
in space). Space suits are also diving suits: Replace the air tank/thruster pack
with the gill/impeller pack. 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).
Radio: 2 cr. A walkie-talkie/cell-phone combo the size of a quart of milk.
Interstellar telegram: 1 cr. Telegraph offices are available in capitols and large
cities.
Sleeper helmet @: Not for sale. Keeps prisoners asleep for transport.
First aid kit @: 0 cr. Medical skills have a -2 penalty without medical supplies.
Binoculars: 1 cr

Makeup @: +1 looks if properly applied, takes about 30 minutes, 1 cr
Hair stuff @: +1 looks if hair is properly done, takes about 30 minutes, 1 cr
High heels: +1 looks, but slows you down to 2m/turn and you cannot sneak well, 1 cr
Nice clothes or uniform: +1 looks, but they are expensive and easily damaged. 5 cr

Tactical baton: Md Stun + 1 kill, 0 cr. Telescoping baton costs 1 cr but is easy
to carry.
Knife / Bayonet %: lt Kill, 0 cr sword / spear %: Md Kill, 2 cr
Bullet pistol: lt Kill, 2 cr Bullet rifle: Md Kill, 3 cr
Machine pistol: 2 Kill autofire, 3 cr Machine rifle: 3 Kill autofire, 4 cr
Note: If a machine pistol or rifle is fired full auto, it runs out of ammo on a hit
roll of 9 or more (spend the next turn reloading if you have more ammo).
Shotgun: Lt Kill, treat target as 1 DEX, 2 cr
Gauss pistol %: lt Kill, ignores armor Gauss rifle %: Md Kill, ignores armor, 6 cr
Stun pistol @%: Md Stun (energy), 4 cr Stun rifle @%: Hv Stun (energy), 6 cr
Rocket pistol @%: Lt kill to everything with 1m of impact. Min range=6m. 4cr
Rocket rifle @%: Md kill to everything with 1m of impact, 1 kill to everything
within 2m. Minimum range for rocket rifle is 10m. 7 cr
Ray pistol @%: Stun setting (blue) does lt Stun. Kill (red) does lt Kill. Autofire
does 1 stun. 4 cr
Ray rifle @%: Stun (blue) setting does Md Stun. Kill (red) does Md Kill. Autofire
does 2 stun. 6 cr
Heavy weapon: Big tripod-mounted version of a rifle. It does mega-damage, but takes 2
men to carry. Mega-stun weapons usually do lt kill also. 3x as expensive as rifle.
Splat gun: Hv Stun + lt Kill, treat target as 1 DEX. 20 cr. Big bipod-mounted
energy weapon, difficult to carry.
speargun %: Md Kill, 2 cr



Concussion Grenade: Hv Stun+Lt Kill, 5m radius, 1 cr.
Fragmentation Grenade: Hv Kill, 5m radius, 1 cr.
A grenade will often roll 1-3m after landing, more if the ground is smooth.
Pepper Spray: A hit reduces the victims DEX to 1 and causes a lot of pain.
Most animals and minor NPCs will run if hit. 4m range.
Force field belt @: Reduces energy attacks by 1 point. 15 cr. Batteries last 30
minutes. Force fields cancel instead of combining. The belt is somewhat bulky.
Helmet @%: 2 points armor if the attacker rolls max damage, messes up hair, 1 cr.
Ballistic vest @%: Reduces damage by 1 point if the attacker rolls above average
damage, -1 looks, 2 cr.
Shield @: Vs ranged: 2 pt armor if damage die is odd. Vs melee: Make hit roll
to block attack. 1 cr.
Light armor @%: Reduces damage by 1 point, -2 looks. 10 cr. Your DEX is
limited to 5. Heavy, uncomfortable, takes 15 minutes to put on. It takes a turn to
get up off the ground if your STR is below 3.
Medium armor @%: 2 points 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 get back up if your STR is below 5.
Heavy armor @%: 3 points 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 get 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 more).
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. Vests & helmet protection is not cumulative.

C-rations: Food in cans that men can handle. Does not taste bad, but does not
taste good either. 1 cr/box.
Dehydrated food bar: Food in a box that men can handle. Does not taste
good. 1 cr/crate.

Ground car: 250 cr Speeder (hover) car: 500 cr
Flying car: 750 cr
Horse, Thoat, or other beast of burden: 50 cr
Rocket pack @: Flies 30m/turn, fuel lasts 30 minutes, 10 cr.
Gill pack %: Lets you breathe underwater. The impellers move you 1m/turn for
30 minutes. 10cr.
Boar: 600 cr. Large 6-wheel-drive amphibious boat/car. Government ones may
have an optional turret.
Interstellar passage, private cabin: 4 cr per light year (1 day per lightyear)
Radium recharge for a space ship: 10 cr times the size of the ship (good for
30 days of travel). The price is mostly labor for a team of specially mechanics
to disassemble the overdrive and recharge it (this takes all day).


