Technology - 4-02


Technology
   The technology of Fading Suns works quite a bit differently than most world settings. Because technology is highly restricted but commonly present there is a disparity between tech level and technological familiarity. Tech Levels vary considerably in the setting. A rural town may operate at a Tech Level 3 while a city in a league fief may operate at Tech level Tech Level 9. Additionally citizens in the Known worlds are familiar with technology 3 levels higher than the local Tech Level. The Heart of technology will always be the Planetary Starport and its surrounding complexes where all persons are familiar with Tech Level 10, often higher. Planetary Agoras and their surrounding city will always have slightly higher technology than normal because of the need to support the communication and industry of the entire planet. The bulk of technology of the known worlds is pre-industrial by Church edict enforced by Noble interest and Guild patent. It’s entirely normal for even highly technological people to use very low technology out of necessity or convenience. A man who builds Starships may go home to a house lit by oil lamps because he can’t afford to live in an area with electric power. A noble with a force shield may drive a horse drawn carriage to keep from alienating his subjects. An Engineer who maintains an Antimatter Power Plant may write with a quill and inkwell out of fear of further corrupting his soul with needless technology.

   Player Characters will start with an understanding of the Tech Level of their setting location and have a familiarity of 3 tech levels higher. That is to say players with a TL 7 will be accustomed to travel in a TL 10 starship and able to operate its fundamental systems but lack the ability to diagnose or repair that Technology and cannot perform anything but elementary maintenance on it. Fortunately Known World’s technology has been built on this system of technology and is reliable to the extreme because of its technological backwardness. Additionally the Technology is built stupid, so that tasks that require no skill check can be performed by even those who can’t grasp how the machinery works. Even if you cannot grasp how to operate a ship’s telecom you can be shown to press the green button here and talk into this thing here if you see them coming. Because Characters are exceptions to most rules they can lower or raise their starting technology with the Primitive disadvantage or Technologically Advanced advantage (see Character Section). 

   Technology can affect marketable goods as well. While it’s not normally the rule that high technology is always more expensive than low technology it is often the rule that low technology can be found cheaper. There are simply more merchants that have low-tech goods available, they can be found on any planet and can be repaired and resold by most craftsmen. While there are enough sellers of high-tech goods and enough controls on their price to prevent prices from skyrocketing, there isn’t enough high technology to allow for their supply to outstrip their demand. In short, you can haggle down the price on a crossbow, but the price tag on a blaster pistol is non-negotiable.

Money

The undisputed currency of the known worlds is the Firebird. It is the measure of the wealth of the Emperor and the money used by share-farmers to pay rent on their shacks.  It was originally calculated as the cost of a serf in good health. Each Noble House mints coins of their own for control of their own economy. They are priced at the value of a firebird but they trade somewhat lower as currency because of the sharp drop in value they experience outside of their House’s worlds.

Firebirds (FB) – The Firebird is a small goldish coin, made of a rare metal called Prismium, emblazoned with the bust of the Emperor and the Imperial Eagle on its back. Older coins still bear the faces of the Regents who ruled when they were minted. A Firebird has the approximate buying power of $20.

Crests (CR) – Crests are a Semi-circular Prismium coin bearing half of the Imperial Eagle on one side and the Star that heralded the Emperor’s ascent to the throne of the Known Worlds. They are a convenience coin used in trade to reduce the amount of small coinage carried. It is worth ½ of a Firebird, approximately $10

Wings (W) – Wings are a round silver coin, displaying the Imperial Eagle on once face with the Latin script “Fructus ex opus” or “fruits for labor”, and the five crests of the League on its tail. They are the coinage of day-to-day business, used for milk-and-chicken commerce and convenience expenses. It is worth 1/10th of a Firebird, approximately $2

Talons (T) – The lowly Talon is a copper coin much smaller than all the others. It bears the claw of a raptor and the Latin script “Ut Minimus Opulentia” or “A wealth to the Smallest” on its face. On its tail is the Jumpgate Cross and the planetary Alignment of Holy Terra in the middle. The talon is used for petty expenses, mostly for charity and poor tithes to the church. It is worth 1/80th of a Firebird, approximately .25 cents.

Reeves Notes - Money also commonly changes hands in the form of Reeve’s Notes, currency Notes printed by the Reeve’s Banks with set denominations designed to thwart counterfeiters. This is a service provided by the Guild so that persons buying startships or paying taxes on their lands can do so with a thick sheath of notes rather than auto wagons overloaded with firebirds. Each Reeves Note is a bearer banknote that entitles the holder to its face value from any Reeve’s bank. Reeve’s Notes can be bearer specific for an incidental charge, so that only the recipient listed in on the note may receive payment. The notes promise payment upon surrender but the guild is protected under the law from having to pay out immediately so you can’t demand instant payment for millions of Firebirds from a tiny rural town bank. Notes are either 100FB, 1000FB, or 10,000FB in size. In instances where the Guild itself is required to make a pay-out to someone, such as if they’re closing their account, they will issue a Reeves Note to the exact amount. The Reeve’s guild normally charges a 1FB convenience charge to print a Note from someone’s accounts regardless of size.

Taxes Tithes and Dues

   No matter what people try to tell you about the privilege of martyrs or how you don’t want your boss’s job or that only piety increases with station, money only flows one direction in any power structure in the known worlds. For each firebird people claw into their purse, those with far more wealth collect a tiny chunk of that money. Nobles Tax all of their subordinates and their subjects, save the church who is exempt from most noble taxes. They take their share straight from income or in the case of peasants they collect from the harvest cart. Guilders aren’t charged taxes on their income but on the cost of their contract, which is factored into the expenses of a contract, so Guild characters don’t pay noble taxes per say, but if taxes change they could find that their contract’s benefits change to compensate or if they’re running some kind of hustle off-contract they may find that they in the crosshairs of a taxman. Most nobles Tax about 10%, some regions or industries could face higher taxes depending on politics. The Tax isn’t a flat tax but a collection of acreage taxes or industry taxes, taxes on title and endowment. 10% is a simplification as that’s what most nobles are shooting for anyway but a crafty noble can find a way to squeeze between the laws. Liege-lords hate crafty nobles. Landed lords are very serious about collecting every firebird, and employ large forces of armed educated taxmen or even spies

to make sure the taxes are paid. 

   The church theoretically commands a tithe of 10% if the income of all Known Worlders to support the laity, maintain forces and aid the downtrodden. Tithe is taken straight out of the income of Church characters, voluntarily paid quarterly by the nobility and often underpaid or dodged entirely by the guild. The church is more lax in collecting Tithe except from those that they hold power over. If you’re a Muster working a contract in a Church controlled city, chances are a 10% Tithe is deducted from your pay automatically. If you’re a noble who routinely under tithes the church will likely go to your liege-lord and get them to commandeer your serfs or your tax collections directly for the church. Even if you’re not beholden to the Church it’s wise to keep up your tithes in case you ever want to lead a contract for a local cathedral or get the assistance of church knights in a border skirmish. Many tithe to the church simply because they believe in the mission of the clergy and want to support that. 

   The League charges dues to their members and to freemen that want to use guild resources, sometimes even nobles. Each Guild Member pays about 10% of their income in miscellaneous dues and guild fees regardless of their industry. These dues are paid voluntarily, being current in your dues allows you to promote and makes your superiors more likely to trust you with opportunities. Many guilders overpay their dues to make them seem more successful than they are. If you cheat your guild out of their dues or simply become delinquent punishment is arbitrary, loss of contract, or rank, or in some cases guild membership. 

  Those outside the three pillars of power aren’t treated so kindly. If the guild is given control of a market or resource they try to keep in steadfastly in the guild, where they must allow others to use it they charge exorbitant fees. Freeman merchants in Guild Agoras often pay up to 25% if their income to the guild running the market. Nobles layer on fees and taxes to contracts or employment arrangements because there is no guild to defend them. The Church is somewhat kinder to freemen as long as they stay under the radar. Wealthy freemen often face church harassment if they don’t tithe 10% of their income up to and including Inquisitional audit.

Legality

   While law enforcement operates at a very primitive level in the Fading Suns world the laws must be enforced. The powers that be cannot allow anyone to run about with technology dangerous to themselves or others. Dangerous technology is restricted to those that can ideally use its power for the greater good. The lower the legality class the more highly the item is restricted. The penalty for illegal possession of technology varies depending on how illegal it is for you. A LC higher than your authorization will result in confiscation and fines, two or more would mean imprisonment, possibly charges perceived intent. Technology is available on the black market starting at about twice the listed price but prices escalate depending on rarity and legal danger.

LC 6: Wholey Non-Lethal devices of low technology, any person can have them without regulation

LC 5: Dangerous low-tech devices with practical uses, less-lethal weapons. Can be sold to any freeman but they’re often restricted in highly populated areas. A Serf in possession of items of this legality would be reprimanded but not likely severely. Some things are legally restricted to this level because they’re more expensive than any serf should be able to afford or just out of discrimination to exclude Serfs from activities. These laws are infrequently enforced. 

LC 4: Deadly or technologically advanced, but useful devices, hunting weapons. Only sold with a writ of permit of the ruling authority. Any freeman can apply for a license to own and carry these items from the courts. Licenses are usually inexpensive and simple to fill out. In some principalities items of this legality class require that the applicant pass a certification administered by the ruling authority or often a guild to verify the ability to use the technology safely, such as in the case of an auto coach driver’s license. Items of this legality are common and essential, very few people will ever have anyone ask to see their license to carry a shotgun if they dress well and don’t point it at people.

LC 3:  Easily concealable deadly weapons, heavy armors or high-tech dangerous devices. Only sold with a restrictive writ of permit, usually only granted to those with status 3+ or to those that work in highly regulated industries that require the technology, such as soldiers, doctors, or scrap yard workers. Writs of this legality and higher do not transfer from planet to planet and often aren’t recognized on different continents of the same planet. Those that carry items of this legality class can expect to have their writ of permit checked often.

LC 2: Military or High tech weaponry or High Tech devices that could be highly destructive, usually only permitted to those of status 4+ and even then in regulated amounts. A noble, Church official or Guild leader could own these items and issue them to their employees but they would be the owner on record of the item and be responsible if it were misused and caused damages so not many Barons permit their soldiers to carry Assault Rifles. Those that carry items of this legality class have their writ of permit checked routinely and the punishment for possession of the item illegally is severe.

LC 1: Artillery or highly dangerous weaponry, or borderline heretical technology. Generally forbidden in any setting other than warfare. Ownership of these items is usually restricted to those of Status 6+. The sentence for illegal possession of these items is usually life imprisonment in an unsavory dungeon.

LC: P: Beyond legislated rule or justifiable exception. These items are deemed so dangerous by the Church that they rule no man should be in possession of them regardless of reason. Possession of proscribed articles is a church crime. Persons in possession of these items could also face Civil Charges in the Noble Courts. The punishment for possession of LC P items is always extreme, usually life sentences in inquisitional prisons or death.

Licenses and Fees

   Now that you have some of your hard earned Birds left and you can legally buy things, you need to be inconvenienced again. The ruling authority of any area will restrict the use of any technology that is dangerous to their authority, onerous to public peace or just annoying to regulate by requiring it to be licensed or applying a fee to its purchase. All Weapons, Armor, Vehicles, explosive devices and starships will always require a license that costs around 1% of the item and must be carried when the technology is in your possession not unlike your papers of citizenship and rank. Technology that is annoying to enforce or regulate such as flitter bikes or energy shields Alcohol and legal drugs will normally have fairly high licensing or fees, in the range of %20. Licensing and fees once paid never have to be paid again, unless you travel to the lands of another ruling authority, then, they often recognize licensing of the other region, but may have additional fees. Licensing and Fees are fairly corrupt and labyrinthine systems. A good law roll could significantly reduce the cost licensing, a good Savior Faire roll could let you bribe out of the fees at a much lower cost if you‘re on good terms with the party that issues the licensing a good carousing roll could get the license for free.. As a general Rule, if the GM feels that the use of a technology causes an imbalance in the world, they can decide that it is licensed and assign a modest fee for that license.

Equipment
Personal Equipment

Clothing (TL0) – The one piece of equipment that everyone had best invest some Firebirds in. Clothing falls into an infinite number of varieties in the known worlds but regardless of fashion and style clothing can be broken down into basic categories of dress. Costs shown below are for a single outfit and assume normal weather clothing, winter outfits are generally twice as expensive. Clothing merchants favor fashion of the region or the chosen colors of a profession or guild. If characters want clothing that is distinct it will most likely have to be made for them and at up to half-again the price listed. Clothing meant to bear poor weather or bitter cold costs twice as much.

Peasant Rags – These require little imagination. Breeches or skirts and shirts make from the cheapest of materials, typically ill-fitting and not figure flattering usually with a pair of sandals or poorly made shoes. It is commonplace for clothing of this quality to be used and repaired with patches at time of purchase. Cost 1 FB, Wt Negligible. For half again the price the outfit could include a battered coat and rough shoes.

Work Clothing – Simple dress designed for work that is the stock and trade of guildsmen but also the normal clothing of low ranking church folk and the householders of noble families. Clothes range from overalls or robes, heavy slacks or skirts, durable tunics, usually with tool vests or tool belts usually worn with soft boots. Clothes of this sort are made for durability, often made with leather or even synth in high-wear areas, but are not the most comfortable materials. The fit is good but rarely flattering. Cost 5 FB, Wt Negligible, LC 6. For half again the price the outfit could include specialized clothing or materials suited to a profession.

Fine Dress – The fashionable but practical wear of the well-to-do, suitable for the play wear of a lesser noble, the ceremonial dress of a priest, or the formal wear of a guild officer. Often featuring breeches and buttoned shirts, tights, vests, dress jackets, ornamental belts and sashes, gloves, light boots or shoes. Most clothes of this sort have simple ornamentation. This is also the category where we begin to see formal dresses. Materials are both comfortable and attractive with bold colors or prints virtually always tailored to the wearer. Some customization is expected in this sort of clothing but rare requests would still increase the price. Cost 40 FB Wt. Negligible, LC 6.

Noble Attire – The fashion of fashions featuring delicate and impractical clothing that makes a fantastic impression, suitable for only formal events and even then only for Nobles and very powerful guild or church officials. Clothes of this stature feature truly exotic dresses, breaches and doublets, High Mass vestments, capes, elegant dress boots or shoes and even more exotic accessories such as carved walking sticks, elegant hats or headdresses. The materials are the most exotic of the known worlds, regularly made of high-tech materials. It is expected that clothes of this quality will be feature bold printed patterns embroidery and embellishments, some even made from precious stones or metals. These outfits are comfortable but not designed for action. The GM may apply DX penalties to actions they feel may not be suited to this kind of dress. Cost 110FB Wt. 1lb, LC 5. The cost is listed is the price to avoid social embarrassment at this category of dress, those wishing to make an impression will normally spend twice as much,  A Prince’s Winter Ball suit costs thousands of Firebirds and rivals the brilliance of the suns themselves.

Clothing: Nano Fiber - (TL 10) Textiles designed to clean themselves and never wear out. They are essentially a flexible polyester weave impregnated with nano machines designed to perpetuate the integrity of the material. Nano Fiber is difficult to work with presenting a -4 to the sewing skill in addition to penalties for tech level. The colonies in Nano Fiber attack and repel foreign substances, cleaning food, waste or blood stains in minutes, small cuts or holes will repair in about a day. They also shed and rebuild fibers of the weave that become worn or discolored. Theoretically clothes made from Nano Fiber will last forever. The reality is that Nanotechnology has grown wily and unpredictable in the dark ages. Many bolts of nano fiber create rashes as the nano colony aggressively combats the skin the presses against the clothing, some wearers find that fibers of their clothing have grown into their skin. Nano clothing is subject to damage from electromagnetism. Powerful magnets can impede the work of the nano machines in Nano Fiber clothing, a powerful blast could kill them. Severe damage to Nano Fiber clothing can make the behavior of the colony unpredictable. Nano Fiber costs about 120 FB more than regular clothes.

Crown (TL 3) crowns are traditional rings of precious metals bedecked in precious stones, many are decorated with engravings or symbolism reflecting the history of the rulers that wore it.  Some crowns incorporate high tech equipment or think machines to benefit the wearer. All subjects, hirelings and family members of a landed noble react to them at a +1 while they wear their crown as it represents a constant reminder of their worldly power. A crown’s cost varies by station, generally about ½ of a annual income for the noble it sits on or more often ½ the annual income of the noble they aspire to surpass. The crown weighs approximately 1lb for every 50,000 FB of precious metals and gemstones, LC 5
Grooming Kit (TL4) The tools needed to maintain beautiful or very beautiful appearance or even just upkeep a decent level of vanity. A collection of brushes, shaving needs, scissors and clippers, cosmetics and perfumes. -2 to any sex appeal roll without them. Cost 10 FB, Wt. 3lbs, LC 6, however it’s not uncommon for nobles to purchase many times this quantity is perfumes soaps and make-up.

Parasol (TL 4) A folding waxed paper or treated cloth umbrella capable of sheeting moderate rain and shading from blistering sun. The parasol is fragile and needs to be handled carefully, impacts or strong winds can destroy it. Designed for those whose biggest trial is a rainy day, the parasol is usually very ornate. Wt 1lb, Cost 5-9 FB, LC 6.

Personal Basics (TL 2) The survival tools people need in even the most comfortable of settings, cutlery, a towel, flint & Steel and a cup. -2 to any survival roll without them. Cost 5 wings, Wt. Negligible, LC 6.

Pets (TL 0) It is a lonely universe and it is getting darker every day. Everyone needs comfort and companionship and for a small price it can be yours without too much opinion or backtalk. Pets are a magnificent accessory and a unique conversation piece, popular among travelers and the wealthy. Prices here reflect the cost of the animal itself. Training the animal to do more than shit where it’s supposed to and not get on your furniture costs between 10 and 20 FB depending on how intelligent and stubborn the beast is.

-Cat – (ST3, DX14, IQ5, HT13/3 HP, MV10) The peasants mousetrap and the aristocrat’s spoiled baby. Cats flourish on very planet of the known words, discontentedly domesticated, some nearly wild beasts in their autonomy. They are stubborn animals, resistant to training but affectionate companions to their owners. Cats are technically carnivores but can digest a mix of foods due to their  tendency to “share” the food of their owners. Claws do cutting 1-4 cutting. Cost 1 Crest LC 6.

-Dog – Small dog (ST 5 DX11, IQ4, HT11/5 HP, MV3) Large dog (ST9, DX11, IQ4, HT12/10 HP, MV6) There are more breeds of dog than there are breeds of men, each one a lineage designed to serve the peoples who raised them. Many are adept small game hunters or guards or skilled trackers. Dogs train well and make the most loyal of pets. Cost 1-60 FB depending on breeding and training, LC 6.

-Falcon - (ST3, DX16, IQ4 HT12/3 HP, MV25) – These small raptors are fast and efficient hunters, feeding mostly on small rodents). They are fearless hunters, dropping from high altitudes to attack prey. They make good companions, easy to train and loyal once trained. They are intended to attack very small prey, gaining a +8 to vision checks and attacking with talons for 1d-3 cutting damage. Cost 12-42 FB depending on breeding, LC 6.

-Gwennyth Drake - (ST3, DX15, IQ5, HT 14/4HP, MV2/20) – These 2 foot long grey-brown winged reptiles are native to the sea cliffs of Gwennyth where they feed on a diet of fish and rodents.  While very affectionate with their masters they can be very ill-tempered, snapping at the hand that feeds them if their feelings are hurt. To say they make difficult pets is an understatement. Drakes love shiny objects, often stealing and hoarding them in their nests. Gwennyth drakes are remarkably dexterous flyers but somewhat clumsy on the ground. Cost 15 FB, LC 5.

-Hawk or Eagle - (ST4, DX15, IQ4 HT12/4 HP, MV20) – These large raptors are excellent hunters getting a +10 to vision checks and night vision. They are daring carnivores feeding mostly on large rodents and fish. While difficult to train, they make great companions, able to carry out complex commands. Hawks are used to small prey but can be trained to attack anything with claws or beak, doing 1d-2 cutting damage. Cost 13-55 FB, LC 6 depending on breeding.

-Snake (Constrictor) (ST12, DX13, IQ3, HT13/14 HP, MV4) – These great serpents are found on just about every one of the known worlds. They feed on small mammals, catching them with a bite then winding around them and crushing them. Snakes don’t tend to do well in cold temperatures and even in hot climates they tend to gravitate to warm rocks or bodies that generate heat. Snakes attack by “grappling” with a bite attack that does 1d-3 cutting. Once grappled the snake makes successive strength rolls to do 1d crushing regardless of armor until the grapple is broken. Cost 10 FB, LC 6.

-Thrin Cats - (ST35, DX14, IQ4, HT14/20HP, MV8, DR1) – Also known as the Nowhere tiger, these massive striped green feral cats were once rumored to be original inhabitants of the planet Nowhere but were Second Republic engineered pets long before their escape into the wilds. Thrin are powerful felines but not great predators. They have a gentle temperament and take a great deal of provocation to anger they in fact have been tame for so many generations they cannot survive without someone to look after them. They can however be very passive-aggressive, ignoring their owners when miffed or destroying property as a form of revenge. Thrin adapt well to different climates and consume a diet of raw meat in great quantities. Most owners supplement their diet with grains and fats for aesthetic purposes. While tame the animals can be dangerous to those who threaten their owners with teeth or claws that do cutting 2d-1. Cost 25 FB, LC 5.

-Urig Bats - (ST5, DX13, IQ4, HT12/4HP, MV14) - Urig Bats are one of the mysterious residents of Cadiz. They are larger albino chiropterans with 4 sighted eyes and opposable hands and feet and a long furred tail that makes them resemble a cute creepy monkey more than a bat. While they have no natural radar they have fair enough night vision to fly by and ultra-sensitive hearing, able to pick out the skitter of an insect in the dark. Urigs are notoriously affectionate with their owners and tend to be aggressive to strangers. They feed off a diet of insects, preferring dark cramped spaces. They prefer warm humid climates and don’t do well in the cold. Cost 12 FB, LC 6.

-Welland Mouse - (ST3, DX10, IQ4, HT18/4, MV3) Not actually a mouse but a very large urban rodent native to Byzantium Secundus. Welland mice are cautious scavengers, about the size and intelligence of a dog. They are omnivores but domestically they generally live off a diet of grains.  

 Welland mice have a unique property that make them worth keeping, their immune system is aggressive and extend outside of their body. Anyone who keeps close contact with a Welland mouse has a +2 to fight off any disease or recover from infection. Cost 18 FB, LC 5.

-YipYip birds - (ST3, DX,13 IQ,5 HT10/2HP, MV16) These large two-tone birds come in a variety of bright colors, feature small talons and hooked beaks, strongly resembling parrots. They are adept mimic animals able to reproduce both speech and tone of people they listen to. More than just imitators they have a cunning intelligence and are renowned for their stubbornness. Only those who forge a close relationship with the bird can teach it phrases that it will repeat. YipYips omnivorous but domestic birds are generally fed on grains and seeds. Cost 26 FB, LC 6.

Watch – (TL5) A precision timepiece either worn on a wristband or on a chain, watches are the most common accessory in the known worlds. They are normally ornate pieces and in themselves a sign of prosperity and status. Cost 10 FB, Wt negligible, LC 6. More ornate watches or watches with advanced features can be much more expensive. Very high tech watches are as complex as some think machines and much more expensive.

Containers

Backpack (TL2): A simple strapped leather sack meant to be worn on the back to distribute weight evenly. Takes 2 seconds to take off. Carries up to 180lbs, 2.5 cubic feet 5 C, Wt 5 lbs, LC 6.
Barrel (TL3): A large iron banded barrel used to transport fluids. 40 Gallon (5.3 Cubic feet) Cost 6 FB, Wt 32lbs, LC 6.

Bottle (TL3): A simple 1 qtass bottle like the ones beverages are stored in. Cost 2 W, Wt 1lbLC 6.
Armoplast Canister (TL9): Leftover nearly indestructible 2nd republic containers found readily through the known words repurposed as a carrying case. Water and fire resistant, usually fitted with a carrying strap to be worn over the shoulder. Approximately 1 cubic foot. Cost 16 FB, WT 2lbs, LC 6.

Chest: wooden (TL3): A simple wooden chest with an iron latch to padlock. Approximately 3 cubic feet. Cost 3 FB, Wt 12lbsLC 6.
Chest: Steel (TL 4): A heavy reinforced steel chest with a latch to padlock: approximately 3 cubic Feet. Cost 26 FB, Wt 47lbs, LC 6.
Chest: Armoplast (TL9): A large armored waterproof Armoplast equipment case with a latch to padlock. Approximately 5 cubic feet. Cost 56 Firebirds, Wt 27lbs, LC 6.

Equipment Case (TL 7): An aluminum case with a large opening doors and a latch to padlock, usually fitted with a carrying strap to be worn over the shoulder.  Approximately 2 cubic feet. Cost 21 FB, Wt 3lbs, LC 6.
Frame Pack (TL3): A heavier version of the backpack mounted to a light metal frame that additional gear can be secured to. Takes 2 seconds to take off. Carries up to 250lbs, 3 cubic feet. 5FB, Wt 12 lbs, LC6.

Holster (TL 5): A leather or synth cradle designed to provide quick access to a pistol or similar equipment. Holsters are custom made to fit the weapon. You can purchase a generic holster that’s a close fit, usually very cheaply, but it gives a -1 to Fast Draw rolls. Cost 3 FB, Wt negligible, LC 5.
Jar (TL2): A simple large earthen jar used to store dry goods or food. Most feature a lid that latches closed. Holds about a gallon Cost 2W, Wt 4lbs, LC 6.
Pouch (TL2): A sturdy leather pouch that either buttons or laces closed, can be worn on a belt or just stuffed in a pocket. Carries about 15lbs, 15 cubic inches. Cost 1W, Wt 1/3 lb, LC 6.
Purse (TL 2): A large pouch with over the shoulder on a strap, usually either buttons or zips closed to keep contents from falling out. Carries about 40lbs, 200 cubic inches. Cost 3W, Wt 1 lb, LC 6.
Sling bag (TL 2): A simple leather or synth barrel bag carried over the shoulder with a heavy strap. A sling bag can be dropped without taking an action as long as nothing cumbersome is carried in the arm the bag is strapped over. Caries up to 120lbs, 2cubic feet. Cost 5 C, Wt 5lbs, LC 6.

Tactical Harness (TL4): A buckled leather or synth harness adorned with buckles and straps. The harness itself doesn’t hold any equipment but it allows the character position pouches or holsters in a manner that makes things easier to access in an emergency. A tactical harness gives a +2 to any attempt to fast draw as long as it has been configured in advance. Each harness is virtually custom built to suit the equipment of the user. Cost 8 FB, 1lb LC 6.

Power

Fusion Cell (TL 8):  The Second Republic standardized its power needs for most consumer devices into the fusion cel. These rechargeable batteries come in various sizes depending on their intended use but they can all be recharged at a standard fusion power station.  Their shapes are standardized utilizing an alphabetical system believed to be canonized by the church just after the fall. Fusion Cells can be trickle charged from any significant power source with a volt Redemption roll -2. It takes about an hour per FB cost of the Cell being charged this way. Failure will damage the cell.

AA Cell: Wt: negligible, Cost: 1 FB, 1 T to recharge, LC: 6

A Cell: Wt: negligible, Cost: 1 FB, 2 T to recharge, LC: 6

B Cell: Wt: negligible, Cost 5 FB, 5 T to recharge, LC: 6

C Cell: Wt: ½ lb, Cost 10 FB, 1 W to recharge, LC: 6

D Cell: Wt: 3lb, Cost 20FB, 5w FB to recharge, LC: 6

E Cell: Wt:  25lb, Cost 50FB, 2 FB to recharge, LC: 6

Fusion Cells can be jury-rigged to operate at a different power level. A High-Tech redemption roll -2 and 3d+10 minutes is required to adapt an off-sized Cell.  A Cell one size larger will provide twice the power, a bank of 10 Cells of one lower size will provide half the power. A failure will drain some of the Fusion Cell’s life, a critical failure will damage either the Cell or the device it’s being adapted to.

Solar Panels (TL 6): These primitive solar collectors are a relic of a time when the Suns shone brightly a weaker and more unstable source of power for the same applications Fusion Cells are used. Solar panels are fragile and get quite large. Panels have a DR 2 and can just a few points of damage before they’re crippled or destroyed. Costs and legality are equivalent to Fusion Cells of equivalent power output. Because of the Fading Suns phenomena it takes panel of considerable size to provide power. An AA or A Solar Panel can be folded and carried, weighing 4 lbs and taking up about 16 sq. ft. when deployed. A B Panel Weighs 20lbs and folds out to 100 sq. f.t and is largely only portable in a vehicle. Larger Panels aren’t portable and are generally attached to buildings. 

Fusion Plant (TL 10) a 5 MW power plant runs for a month on a teaspoon of heavy water and requires a full-time Engineer to operate safely. It provides enough power to fully facilitate a large castle or a sizable town. Wt. 1.5 tons, Cost 45,000 FB. Legality Class 3.

Fuel Cells (TL 7) Compressed reliable hydrogen/Nitrogen liquid chambers, stored with neutralizing compounds to render them safer, used for combustion engines. Fuel Cells are flammable but not really very combustible. Fuel Cells are available at just about any city in the Known Worlds. Wt 20lbs, Cost is 2 FB to refill or 5 FB for a new Cell, LC 5.

Hydrocarbon Fuel (TL 5) In regions where Fuel Cells are difficult to get, machinery is often rebuilt to run off of Alcohol , hydrogen, Natural Gas, or even Ka Oil, whichever is most abundant and easiest to process. These conversions are inexpensive where they are commonly done, usually about 10% of the cost of the vehicle. The machines tend to run a bit finicky and are prone to breakdown and the fuel tanks for converted vehicles are often heavy or bulky. However, it beats not being able to reliable find fuel for your vehicle.

Grid Power (TL 6) Most cities in the Fading Suns world have wired power that feeds across most of the region to provide electric lighting the ability to power appliances or run electronic devices without exhausting their power cells. Even in very modern cities grid power can be unreliable, browning out or even blacking out without warning. In order to receive power the residence or business has to be wired with outlets a breaker box and converter which the Engineers guild will do for a few dozen Firebirds. The monthly cost of electricity is 10-20 FB per month, LC 5.

Light Sources

Candles (TL 2) Candles Provide dim light over a small area using open flame, normally just enough illumination to read by. A candle big enough to burn 24 hours weights 1 lb and costs 2W, LC 6.

Drone Lights (TL 9) Drone lights are a hands-free lighting solution intended for workmen that use complex tools in poorly lit environments. The drones are a pair of ultra-light high-intensity flood lights that hover just behind the user about a foot over each shoulder. They are oriented in the air by a rig worn over the shoulders. Drone lights orient to shine light whoever the user looks by using a sensor that clips to the user’s ear and have a limited ability to maneuver to avoid obstacles. They turn on or off with a voice command. Someone skilled with High Tech Operation: Sensors could alter the orientation of the lights. The rig and drones weigh 3lbs and run for 12 hours on a D cell, 42 FB, LC 5.

Flood Light (TL 5) Based on a simpler technology than the Fusion Torch, this huge electrical lamps are used to light up large areas for work or security. Often these lights are mounted on vehicles for greater visibility at night. The flood light comes with a telescoping tri-pod to allow it’s light to be directed efficiently. Runs for 24 hours on a D Cell. Cost 2 FB, Wt 8lbs, LC 6.

Fusion Torch (TL 7) A Fusion torch brightly illuminates a broad 50 ft. cone and can be seen for miles in the dark. A normal Fusion torch costs 2 FB, weighs ½ lb and produces light for 10 hours on a B Cell. A heavier version is available for that can be used as a baton without being damaged for 5 FB, weighs 1 lb, and produces light for approximately a week on a C Cell, LC 6. 

Lanterns (TL 3) Lanterns provide bright light that fails quickly over distance using open flame, normally lighting a space about the size of a small bedroom. A typical lantern is constructed of a fully enclosed well, wick and hood. It holds about a pt. of oil and burns for 24 hours without being refilled.  Lanterns vary a lot in price but start 1 FB and weighs 2lbs. A pint of lamp oil cost: 1 W, Wt: 1lb, LC 6. 

Luminary Globe (TL 12) A luminary globe is a miraculous technological advance that seemingly generates unending light. It’s a gem-shaped crystal patented by the Supreme Order of Engineers with a foggy yellow translucence. When turned face up, it glows with the intensity of a lantern for up to 24 hours. When turned upside down the light extinguishes. It fully charges in just a few hours of exposure to indirect sunlight. Luminary Globes cost 40 FB, weight: 1lb, LC 5. Much Larger, brighter, longer burning Luminaries are constructed for the central alter of churches and cathedrals.

Communication Tools
Hard Coms (TL 6) This is a common city telephone, available to better housing and businesses in better areas of town as well as public com stations available in busy city centers. Most townships with electrical power will have at least one Hard Com. Just about every church larger than a rural chapel has one. The simple mouthpiece and receiver telephone has to be connected to its intended phone call by an operator. Depending on how busy the location is it can take several minutes to connect the call, misconnects are not uncommon.  Calls can be routed as far as the jumpgate using laser relays however long distance calls often have long delays between when words are spoken and when they are heard. Using a public com costs 1 Crest per call. Com service costs 12 FB per month, LC 5. A simple land phone costs about 8 FB. Calling by Laser Relay into space costs an additional 5 FB.
Hiss Box (TL 7) This small ultra-frequency projector puts out a rapidly varying high-frequency broadcast over a short range. Electromagnetic Wave communication systems like the Squawker or Whisper pin within 50FT will be badly distorted to the point of being unintelligible. A hiss box runs for 20 hours on a D cel. Wt 20lbs, Cost 60 FB, LC 4.

Squawker (TL 5)  These sturdy short-wave radio communicators are used widely by guilds to co-ordinate activities in battle or on the trading floor. Their range is10 miles but sound quality is somewhat distorted and more than a mile or two. They broadcast on any of 200 different frequencies. Models vary but most are designed to attach to a belt, using a CB style microphone. The Squawker operates for 48 hours on a B cel. Cost 18 FB , Wt 3lbs. Larger vehicular models are available with long range antenna that can reach up to 25 miles that run off of an E-cel. Cost 42 FB, Wt 45lbs, LC 5.

Starlight LRCD (TL 11) This large portable communication array is designed to communicate from planet to starship using ultra-fast Neutrino pulses. It has a range of 5 AU and broadcasts for 3 hours on a fully charged D cel. Starlight is completely secure, the pulse nature of the signal makes it impossible for it to be broken in on once the signal is authenticated by the receiver. The Starlight packs up into a suitcase-sized Ceramsteel case taking about 3 minutes to take-down or deploy. Connecting with another LRCD without line-of-sight requires High Tech: Communications roll. Locating an LRCD not on the planet requires an Astrogation skill roll. Wt 25lbs, Cost 300 FB, LC 4.

Whisper Pin (TL 8) These delicate and elegant radios are normally built to custom specification. Modeled to be concealed in a high collar or Cameo-style locket, they can pick up sub-vocal speech and broadcast through a nearly invisible ear-piece. The voice-activated broadcast radio is a little smaller than a pack of cigarettes and broadcasts for about ½ mile. The whisper pin operates on a single frequency that can be changed with a Volt Redemption roll and runs for about 48 hours on an AA cel. Tactical versions of the whisper pin are less concealable and more expensive but generally more robust with greater range and battery life. Wt negligible, Cost 100 FB+, LC 5.

Tools

Artisans Tools (TL 4) These are the basic tools needed to pursue living as an crafter. Tools are specific to the skill that uses them. Leatherworking tools will not be of much use to a cook. Wt 25lbs, Cost 20-50 FB, LC 6, usually depending on the profitability of the trade

Basic Tools (TL 5) This is a rolled pack of the rudimentary tools needed to perform the most basic of Volt or Mech maintenance, pliers, cutters, screwdrivers and the sort. It allows a redemption roll at only -2 to the skill. Without these tools volt or mech rolls are at -5. Wt 5lbs, Cost 15 FB, LC 6.

Cable (TL 5) 1 ½ “ width, Supports 3,700lbs. 10 Yds, Costs 5 FB, Wt 17lbs, LC 6

Chem Sniffer (TL 8) A hand held scanner unit that detects chemical vapor in the air, sensitive enough to detect trace amounts of some chemicals from up to 5 yards away. The sniffer is set to detect a particular chemical requiring an Alchemy roll to configure and a High Tech:Sensors roll to operate. Cost 35 FB, Wt 2lbs, LC 5.

Circuit Isolator (TL 10) The Isolator is a combination of an electronic pathing scanner and voltage inhibiting field generator. It is able to read the schematics of an electronic device and even identify the purpose of commonly use circuits based on it’s electronic design library. With a successful High Tech: Sensors roll the user can identify a specific circuit or chip and actively prevent it from receiving power in a matter of seconds. This could be used to protect all adjoining circuits in an assembly while doing repairs, giving a +1 to any High Tech Redemption roll or it could be used to prevent a specific function of a device for as long as the Circuit Isolator is locking the circuit. Wt. 2.5lbs, Cost 160 FB, LC 5

Cold joiner (TL 7) The cold joiner uses a variety of resins conductive and insulating to precision solder joints together. Joins resolve and harden in two seconds creating an intensely strong bond often tougher than the materials it connects. A cold joiner gives a +1 to any attempt to repair damaged High tech items. Replacement resins are relatively inexpensive and don’t need to be replaced often. Wt 2lbs, Cost 35 FB, LC 4.
Excavation Tools (TL 4) Shovel, Pick, tarps and a measuring tape. Cost 1 FB, 5 W, Wt 16lbs LC 6.

Frequency Modulator (TL 8) This powerful field generator forces electrical current to comply to a specific frequency. Giving +1 to any attempt to repair or design High Tech items. Cost 85 FB, WT 4lbs LC 5.

Grounding plate (TL 8) This foldable charged platform drains off errant voltage. When working with small High Tech items it removes the chance of critical failures on a roll of a 17. Cost 8 FB, WT 1lb LC 5.

Gun Cleaning Kit (TL 5) Everything needed to keep a firearm in good working repair in the field, breaks down and rolls into a small tube. Higher tech versions are available for beam weapons. Cost 2 FB, Wt 1lb LC 5.

High Power Drill (TL 8) This compact high torque drill mounts a synthetic monodiamond bit that can literally drill through anything. It penetrates 4 DR per turn of any material it’s pressed to boring a small hole through the material once it’s DR is completely defeated. Its weight makes it a clumsy weapon doing th-1(4) Imp damage after DR reduction attacking with DX -1. It runs for 30 Minutes on a C cel. It’s bit lasts for about 1000 DR and costs 2 FB to replace. Wt 4lbs, Cost 31 FB, LC 4.

Kinetic Shovel (TL 11) These brutishly simple devices were originally adapted by Scravers to unearth buildings or vehicles buried in sand but have found many other uses. A Kinetic Shovel is a circuit of mini CG motors wired through a large capacitor mounted in a barrel that is mounted to the back of a gauntlet. When the contragrav motors fire they send forth an focused explosive shockwave over short distances, not unlike a shaped charge, blowing any loose debris away for the device. Kinetic Shovels make a lot of noise and kick up huge debris clouds and can be very dangerous. When used as a weapon the kinetic Shovel uses the Beam Weapons-Projection skill. It is a ranged weapon doing 4d Ex damage with 0 Acc , a Max Range of 1 ROF of 1(3), 21C shots, Min ST of 12 and a bulk of 5. The explosive damage effect blows outwards in a cone from the barrel of the shovel. Damage is doubled for the purposes of calculating knock back. The gauntlet the shovel is mounted on is a structural frame offering no DR. Cost 48 FB, Wt 1lb, LC 4.

Lighter (TL 5-7) A palm-sized flint and fuel fire maker in a variety of styles or decoration. Not something people are often without in a world where evil actually lurks in the darkness.. Wt negligible, Cost 2W – 6 FB, LC 6.

Mech Tools (TL 5) Basic equipment needed to perform mechanical repairs. Tools can be specialized to a certain task such as Automobile repair, Steam Engine repair or Metalwork tools. A specialized took kit gives a +1 on all attempts with a particular task but -2 on any other. Runs on a miniscule amount of Ka oil. Cost 20 FB, Wt 40lbs. A full Mech shop gives a +1 on Mech Redemption rolls, Cost 210FB, Wt 527lbs when packed, requires grid power or can run for about 8 hours off an E-cel. LC 5

Molecular Glue (TL 10) A small squeezable applicator tube contains an adhesive that forms a bond by altering the chemical structure of the surfaces it joins to bond on a molecular level. The glue sets in about 10 seconds, then it can only be dissolved by a special solvent. When the solvent is applied it takes a minute to break down the bond, a application of solvent for each application of glue. The bond holds with a strength of 23 but the materials bonded can be much weaker than the bond itself. Human flesh held with molecular glue will only hold with the strength of the person glued and if it tears loose each dose of the glue does 1d-3 damage. Cost 1 FB per 100 applications, Wt 1 lb. Solvent is 7 FB per 100 applications, Wt 1lb. LC 5.

Plasma Cutter (TL 9) This is gauntlet frame that sports a hydrogen sieve and powerful coursing fusion chamber that can draw hydrogen from the air, and superheat it into a plasma capable of breaking down the molecular bonds of Dura steel. The stream only remains a gas for a few inches then room temperatures break it down into precipitation that eventually forms drops of dirty water. The cutter does 6d (2) incendiary damage but makes for a very clumsy weapon. The gauntlet frame features a large heat shield to protect the user from the intense heat of the plasma “blade” but using it in cramped quarters still makes for exhaustingly hot work. A long power coupling connects the gauntlet to a D cell that is either kept in a welder’s cart or worn on a belt-pack that powers the cutter for 120 seconds of use. Cost 38 FB, Wt 12lbs, LC 3.

Slipspray (TL 9) This aerosol lubricant can turn any smooth surface, IE a road or floor into a nearly frictionless surface. It is used as a high tech lubricant for heavy industry but often ends up used for less ethical purposes. Anyone traveling across an area sprayed with slipspray faster than 1 yd per turn will need to make a DX roll (+3 for crawling -3 for sprinting. Any vehicle driving on the surface will need to make a control roll -5. Slipspray begins to break down after about an hour. A canister covers 100 sq ft and can cover 10 sq ft per turn from up to 2 yrds away. Cost 16 FB, Wt 2lbs LC 4.

Sonic Probe (TL 9) A small box about the size of a pack of cigarettes that emits a tightly focused sonic beam. The beam can focused between extremely minute frequency differences allowing the user to vibrate and carefully move objects of differing densities. The use of a Sonic Probe gives a +3 to any lock pick attempt with a mechanical lock. Additionally the probe can be connected to a think machine and configured to emit ultrasound, allowing the user to see up to 6 inches through solid materials. Reading the ultrasound image requires a High Tech: Sensors roll, -1 for each 10 DR the probe has to penetrate. Scanning damaged Mech or High Tech this way gives a +3 to any diagnostic roll.  Runs for 2 months on a B cel. Wt negligible, Cost 75 FB, LC 3.

Ultra Scanner (TL 9) U scanners are able to measure a wide amount of information visually on their multi-display screen, scanning wave, voltage, vibrational property, density or conductivity of an object closely examined with it. The tool is invaluable in gathering information about an object or part, giving a +1 to any attempt to diagnose a damaged high tech item or design high tech devices. It can also be used to determine the purity of precious metals or find lost coins and jewelry on the beach.  Wt 2lbs, 125 FB, LC 4.

Volt Tools (TL 5) Basic equipment needed to perform Volt Repairs. Tools can be specialized to a certain task, such as house wiring, lighting, heating or power generation. A specialized kit gives a +1 on all attempts with a particular task but -2 on any other. Cost 30 FB, Wt 15lbs. A full volt shop gives a +1 on Vold Redemption rolls, Cost 235FB, Wt 276lbs when packed, requires grid power or can run for about 8 hours off an E-cel. LC 5

Whetstone (TL 4) A stone for sharpening blades. Wt negligible, Cost 5 W LC 6.

Writing Kit (TL 4) This is a specially appointed box designed to travel with all of the delicate tools needed to write. Writing kits will vary depending on the user but all will contain a sheath of folded paper and envelopes, a handful of different pens, replacement nibs or fountain-heads, a selection of different inks and sealing wax. Kits are made sturdy to prevent ink bottles from breaking or pens from becoming damaged in transit and are often beautifully decorated. Cost 6-10 FB depending on quality, Wt 2lbs, LC 6.

Environmental Gear
Air Sensor (TL 9) This simple sensor detects air quality, searching for O2 levels, common toxic contaminants and pollutants. It is commonly used by reclamation crews that board scuttled ships or those that work in deep mines. It will detect most any airborne toxins or poison but not spores or diseases. It requires a High Tech: Sensors roll to calibrate. Once calibrated the sensor has a green light that indicates reasonably safe air, it turns Yellow any time the air becomes unhealthy to breathe and Red if air quality drops below survivable levels. It runs for 24 hours on a B cell. Wt 1lb, Cost 22 FB LC 5.
Bedroll (TL2) Little more than a set of blankets, often sewn together to make a simple outdoor bed that can be packed up easily. Cost5 FB, Wt 6lbs, LC 6.
Bedroll (Winter) (TL6) As a normal bedroll but the outmost layer is a water-resistant wicking quilt designed to hold warmth even in the coldest weather. +3 to HT rolls to avoid freezing. Cost 8FB, Wt 8lbs LC 6.

Canteen (TL 3) A simple quart container meant to keep water reliably handy during long hikes. Canteen comes with in a leather belt pouch. Cost 4 FB, 2lbs (full), LC 6.

Canteen, Vapor (TL 9) This is a metal canteen just like it’s low-tech cousin but it’s cap is designed to condense water vapor in the atmosphere to refill the canteen. The Vapor Canteen works best in high humidity but could generate enough water to keep it’s owner alive with minimal activity even in a desert. The Vapor Canteen will provide up to 20 days of water on a B cell. Cost 66 FB, Wt 2lbs (full), LC 5.

Fireproof robe (TL 9) This is a thick, overlapping, woolen robe that covers the entire body, treated with an ablative chemical designed to diffuse and reflect heat and chemical energy. The robe will absorb 20 points of heat or fire damage before it begins to burn away. The robe cannot cover everything and flames can be merciless. Any 6 rolled for fire damage does 1 point to the wearer regardless of armor or toughness. It’s not surprising that these robes are the standard uniform for Avesti pilgrims. Wt 5lbs, Cost 12 FB, LC 5.

Gas Mask (TL 5) A rubber mask covering the whole face with clear lenses and a filtering canister for cleaning the air breathed of toxins or airborne pathogens. Putting the mask on takes 3 seconds. Vision checks while wearing the mask are at -2 due to condensation on the lenses and limited peripheral vision. Wt lb, Cost 7 FB, LC 5.

Group Basics (TL 4) These are the rudimentary tools needed to feed a large group, soup pots, frying pans, knives, ladles, slotted spoons, cups and bowls, steel wool and a woodfire cast-iron grill. The whole kit packs up into two large crates. Cost 9 FB, Wt 65lbs, LC 6.

Filter Mask (TL 5) The gas mask for those that don’t want to hide their pretty features. Filter masks cover the nose and mouth with an elegant feature-flattering design. Most filter masks are ornate to appeal to the vanity of the customer, some worn by nobles are truly fantastic. Filter masks have no vision penalty when worn but also offer you protection against toxins that harm the eyes or skin. Cost 8 FB, Wt 1lb, LC 5.

Fishing Gear (TL 4) collapsible Rod and fishing reel, tackle and lures Cost 6 FB, Wt. 5lbs, LC 6.

Parachute (TL 5) A large rucksack packed with a silk parachute. Once opened the chute will reduce the falling speed of the user to 2 yards per second. A skilled user can maneuver the chute with a successful Skydiving roll, traveling up to 4 yds per second. Once landed the pack and chute can be dropped with a quick-release buckle. The chute has to be carefully repacked immediately before its next use, taking 10 minutes. 15 FB, 28lbs, LC 6.

Rebreather (TL 8) Used by divers or people forced to work in toxic environments the rebreather provides clean breathable air to it‘s wearer. It is a combination of a breathing mask, a scrubber to harvest available oxygen, a regulator and pressure meter to adjust the oxygen levels, and a reserve air tank worn on the back. The rebreather is able to keep it’s wearer breathing in any environment with at least trace amounts of oxygen for 5 hours on a charged C cell, and up to 2 hours in an area where oxygen has been exhausted such as a deep ocean trench or in a section of a starship where life support has been cut off. Rebreathers have to be maintained after each use often requiring inexpensive parts such as scrubber filters be replaced. Cost 65 FB, 14lbs, LC 5.

Rope (TL 4) ¾” diameter woven cotton or hemp rope, supports 1100lbs of weight. 100yds Costs 6 FB, Wt. 50lbs, LC 6

Rope (TL 9) 3/8” diameter biphase synth weave cord, supports 4000lbs of weight, 100yds costs 26 FB, Wt. 10lbs, LC 6.

SeeJee (TL 11) A harness mounted contragravity array meant to allow it’s user to break a fall. The original Second Republic manufactured units were designed so that a user could drop out of a flitter over a panoramic landscape and slowly glide over it for hours. Reproduction models were manufactured by each of the military powers in the known words but typically only have enough power to suspend a user for about 10 minutes. The harness is turned on with a push of the large button in its chest panel then takes a full second to activate. While the SeeJee is activated it immediately reduces the falling speed to 1 meter per second. The SeeJee will suspend up to 300lbs of man and gear. If loaded with 301-1000lbs it will still reduce acceleration but the user will fall at 10 yards per second. Over 1000lbs and the SeeJee can’t control the descent. A SeeJee is powered for 10 minutes on a D cell. Cost 105FB, 38lbs, LC 6.

Suffocation Grenade (TL 8) See Grenades and Other Explosives.

Survival Kit (TL 3+) This is a simple box packed with the essentials that are needed to survive for 48 hours in the region it was made. Each person with a kit gets a +2 to their survival rolls during that 48 hours. They typically contain an emergency light source, a lightweight blanket, fire starting materials, preserved food and bottled water, and a small amount of alcohol for panic control. They kit will also have some of whatever would be needed to get by in the region, sunscreen, anti-venom cream, a disposable respirator? The GM is the final arbiter of what or what would not be standard found in a kit, but it will always been designed to be used and discarded. Cost 5 FB, Wt, 3.5lbs, LC 5.

Tarp (TL 4) A large 20’ x 20’ chemically treated canvas tarpaulin normally fitted with multiple grommet holes to secure it in place. 2 FB, Wt 7lbs, LC6.

Telescope (TL 5) Traditional brass nautical telescope, useful for discerning objects at range. Up to 7x magnification. Wt 3lbs, Cost 15 FBLC 6.
Tent: Small (TL 4) a treated canvas 2-man tent designed to protect from the wind and rain. It sets up or breaks down in 5 minutes. Wt 5lbs, Cost 4 FB LC 6.

Tent: Large (TL 4) A larger treated canvas tent sleeping 4. Features a zipping flap door. It sets up or breaks down in 10 minutes. Wt 12lbs, cost 7 FB, LC 6.

Void Suit (TL 8) A fully sealed protective suit with regulated temperature and an oxygen supply of a few hours. The suit is durable but still flexible enough to allow free movement. Putting on a Void suit requires 5 minutes and the Vacc Suit skill or a default roll. That time can be cut in half with a successful Vacc Suit skill roll. The suit’s thick layered padding gives a PD2 DR 2 to all locations and the Helmet provides PD 3 DR 4. Any attack that exceeds DR will tear the suit and require a patch to be applied with a successful Vacc Suit roll. Most suits have 3 patches in one of their many utility pockets. Operates for 5 hours on a B-cell and requires life-support equipment to fully charge the suit. Cost 100 FB, Wt 20lbs, LC 5.

Void Suit (Armored) (TL 8) As above but in addition to the normal features the armored suit includes a series of layered stiffsynth plates that add further protection to the wearer giving all locations PD 2*, DR 8** and a duraplast helmet with PD 3, DR 12. Cost 800 FB. Wt, 80lbs, LC 4.

Void Suit Thruster Pack (TL 8) A backpack with compressed air jets and an independent air supply to power its directional thrusters to allow movement in a Zero G environment. The jets are activated by a hand-held controller that allows precision acceleration and requires a successful roll of the Freefall skill. 30 FB, Wt. 45lbs, LC 5.

Security 

Chameleon Cloak (TL 9) This is a more primitive version of the Chameleon Suit. The Cloak is a soft flexing moyemer that resembles a greasy gray hooded tarpaulin when not active. When turned on the cloak’s network of sensors reads images from the other side of the cloak, imaging them on the cloak in a form of sophisticated camouflage.  Persons or small objects almost completely covered by the cloak gain a -3 to be spotted when remaining still, -1 when moving. The reactive moyemer is sensitive to electromagnetic fields. Any technology in the same hex as the cloak that broadcasts or projects EM such as a working squawker or energy shield causes the cloak to conceal the user as if they were moving. Runs for 20 minutes on a B cel. Cost 425 FB, Wt, 4lbs, LC 3.
Chameleon Suit (TL10) This is a Armorplast armored suit lined with a web or hardened plates and sensors meant to project the suit’s surroundings onto itself and create the illusion of invisibility. The suit standard also includes a camouflaged sleeve large enough for most military weapons. The suit isn’t foolproof, gaps in the plates leave areas where the chameleon effect is broken but it does a good deal better than camouflage and it adapts on the move. Spotting or shooting at someone in a chameleon suit when they’re stationary is -6, -3 when they are moving unless they have a very simple background behind them. A Cam suit is both bulky and fragile. Every hit to a Chameleon suit, regardless of damage removes one of the -1 until the damage to its plates is so severe that the illusion no longer works. At the GM’s discretion dirt or other debris stuck to the armor can reduce its effectiveness. Runs for 5 hours on a C cel, DR 11. Cost 680 FB, Wt. 55lbs. LC 2

Facial Recognition Scanner (TL 8) This single-purposed think machine is loaded with a specialized software that reads and records facial symmetry and proportion and stores a database of up to 2500 saved faces and notations and wired to a camera about the size of a cigarette. It is a very useful tool for investigators, high end merchants, noble ambassadors or anyone that has to remember a great number of people. It can recognize any face that has been recorded in its database on a 16 or less or a face recorded from a picture at a 14 or less. The device isn’t fool proof and requires a High Tech: Sensors roll to successfully read or record someone’s face. Cost 700FB, WT 4lbs, LC 4.

Gen-Lock (TL 10) Perhaps the ultimate lock, this high tech wonder scans the hand of the user to a genetic level matching it against a library of up to 1000 previous scans. It cannot be scrambled or picked. Its internal think machine can be hacked with a Think Machine Programming roll -4 to alter the library of scans but the hacker has to have a genetic scan from a similar lock to hack it. Cost 150 FB, LC 5

Homing beacon (TL 9) This scanner and emitter combo is commonly used by nobles to find valuables that have been taken from them. The Scanner is about the size of a paperback book, most of it is a map screen that shows the position of the scanner and the direction and relative distance of any emitters on the frequency it is set to receive. The scanner has a single button, when pushed, any emitters in range on it’s frequency will be triggered to broadcast for 5 seconds, indicating their position on the screen. Using a Homing Beacon scanner or configuring its frequency settings requires a skill roll against High Tech-Sensors. Some models have a frequency switch to allow the scanner to activate different sets of emitters. A scanner has a range of about 2 miles and runs for months of regular use on a B cel. Emitters are about the size of a Crest with a peel-and-stick adhesive surface, powered by an internal AA cel that lasts several years. Cost 74 FB for the scanner, 8 FB per emitter. Scanner Wt 1lb, emitters are Wt Negligible, LC 5.

Iron Locks (TL 4) these are moderately complex mechanical locks designed to be opened with grooved keys. Some are inventive some are simplistic. They can be picked or skilled locksmiths can create keys for them or you can simply noisily bash them apart with a large metal object and some sweat but they offer decent resistance to entry. Iron locks vary in cost depending on their use. A simple padlock may cost as little as 2 FB, a lock built for a door as much as 4 FB. More specialized or exotic locks could cost up to 10 FB, Wt negligible, LC 5.

Iron Manacles (TL 4) Basic locking cuffs connected by a heavy chain (DR 4, HT 10 to break).  The chain us usually linked so that multiple sets of manacles can be threaded along a chain to form a gang-line. Keys for these cuffs are very common, if you have a manacle key it will likely open any set of manacles made in the same city. Cost 5 FB, Wt 3lbs, LC 5.

Laser Detection (TL 7) A projector and sensor combo that draws and infrared beam across a walkway up to 100yrds across. Anything that breaks the beam will activate the sensor, sounding an attached alarm or activating another device. The projector and sensor are very small and nondescript devices, easy to conceal and requiring a High Tech: Security roll to set up. They operate for 6 months on an A cel or can easily be wired to ship or building power. Cost 20 FB, Wt Negligible, LC 5.

Night Vision goggles (TL 7) This bulky and delicate eye-wear projects a broad beam of infra-red light that specialized optics are able to see in mono-tone definition, even in complete darkness.  As long as there is a 10 degree Fahrenheit difference in temperature the goggles can pick out defining features in the users surroundings. They are especially good at spotting people because of the heat they generate. In darkness or light Night Vision goggles give a +2 in any attempt to spot human beings or other warm-blooded creatures. Because of distortions caused by the optics all combat is at a -1 while wearing the goggles. Night Vision goggles will run for up to 3 months on a B cell. Cost 40 FB, Wt 1lb LC 4.

Magna-Lock (TL 6) These heavyweight armored locks hold up to massive stress, withstanding up to 2000lbs of pressure with their unique magnetic seal. They are common on any starship airlock. They require power from a building or ship, when removed from power the lock opens automatically. The Ceramsteel shell is DR 22 80 hit-points. It’s opened by pre-programmed code that can be changed by its owner with a simple Think Machine Operation roll. The lock cannot be picked but it can be hacked with an Electronic Operation: Security or Think Machine Programming roll -4. Cost 50 FB+ (More difficult locks can cost up to twice as much), LC 5.

Scrambler Pad (TL 7) These small paperback book sized devices feature a number of attachments to integrate with high-tech locks to allow entry. The device uses the Electronics Operation: Security skill to pick electronic locks, usually without penalty. The Devices are rarely legal, even for law enforcement. Cost 100 FB, Wt 1lb, LC 3.

Molecular Acid (TL 7) This is an alchemically distilled potent corrosive fluid. The material will eat through biological material, metals, minerals or anything in it’s way save the Alchemically treated crystal vial that Molecular acid is normally stored and sold in. A single vial does 1d-3 corrosive damage per second for 2d6-1 seconds. The acid can be quickly neutralized with an alchemic base or diluted with any other fluid (Each quart of water poured on the surface being corroded will reduce the damage being done of a dose of Molecular acid by -1. Cost 2FB, Wt negligible, LC 3.

Muster Chains (TL 10) The very finest in restraint technology. Muster chains are adjustable ceramsteel restraints that lock wrists, neck and ankles. Like normal irons they can be linked together for form a gang-line. They are remarkably tough (DR 16, HT 40), the cuffs themselves are virtually unbreakable. Muster chains are keyed to a specific frequency and pattern by the owner with an Electronics Operation: Security roll. A remote broadcasting the correct signal can either unlock all Muster Chains on that signal or deliver a painful shock equivalent to a frap stick. Muster chains operate for 6 months on a C cel or through 12 shocks. Controllers have a range of ½ mile, storing up to 100 pre-programmed signals and operating a year on a B cel. Chains cost 55 FB, Wt 3lbs, Control units Costs 20 FB, Wt 1lb, LC 5.

N Cubes (TL 10) The Nitobi Neural Net was originally built during the second republic for hunting but their construction and practicality lived on long after the fall of that civilization. The two inch cube detects varying levels of vibration and emits an electromagnetic pulse designed to disable the nervous system, or it can also be set to go off after a specific amount of time up to 24 hours (Electronic Operation: Security roll to program). The pulse is strong enough to effect people up to 2 hexes away. Those struck by the pulse must make a HT-1 roll. Success means they are physically stunned, failure means they’re knocked out for 20-HT seconds. The N Cube’s internal B-cel is rechargeable from any power outlet and holds it’s stunning charge for up to a month. Cost 65FB, Wt negligible, LC 3.

Nano Disguise kit (TL 11) This very rare tiny aluminum auto-injector vile contains strains of nano-bot task groups that restructure the face and alter hair to completely change the appearance of someone from the shoulders up. The appearance of the disguise is programmed into the disguise kit from a facial recognition scanner using the Think Machine Programming skill. Skin can be swelled, features enlarged, facial hair grown, hair or skin color changed. Once injected the user experiences searing pain across their face as their skin seems to bubble and inflate, changes from one appearance to another happening in d6+1 seconds, taking on a complete new visage.  2d6 hours later the user’s features slowly return as nano groups complete their tasks and reverse the changes, leaving the face feeling raw and weak. The injector is not re-usable. The Nano Disguise kit requires no skill to use but users must make a HT roll to avoid screaming out in pain as the changes take effect. Cost 25 FB, Wt negligible, LC 2.

Safe: Steel (TL 5) 2 Cubic foot safe with inch-thick steel walls DR 65, 60 HP. Safes feature mountings to be secured to the floor or structural walls and are standard made with a complex key lock (-2 on lock picking attempts) but could be replaced with a magna lock or Gen-lock.Cost 55 FB, Wt 75lbs, LC 5.
Safe: Durasteel (TL 10) 2 cubic foot safe with inch thick Durasteel Walls DR 115, 110 HP.  Safes feature mountings to be secured to the floor or structural walls and are standard made with a complex key lock (-2 on lock picking attempts) but could be replaced with a magna lock or Gen-lock. Cost 325 FB, Wt 58lbs, LC 5.
Signal Tracker (TL 7) This handheld box fixed with large extending antennae is designed to lock onto a specific frequency, amplitude and wave of UF frequency and determine its direction. It requires the user to sweep with the antennae, and tune in the signal with a frequency differentiator. As the signal becomes stronger the needle-gauge will pitch higher, revealing the location of the broadcast. A successful roll of electronics operation communications will allow the user to accurately discern direction and approximate distance. The tracker can be used to search for bugs, follow a tracking signal, and locate someone talking over a squawker or any number of different creative uses. Runs for 12 hours on a B cell. Cost 24 Fb, Wt 4lbs, LC 4.

Surveillance Camera (TL 7) This is a simple moving picture camera, much less sophisticated than a Magic Lantern camera. When wired to a think machine and mounted in place it will allow someone to view a location remotely. These Cameras are small and easy to conceal offering a penalty to spot equal to how much the Traps or High Tech: Security skill roll was made when the Camera was placed. A single think machine can run dozens of surveillance cameras by switching between them but it makes it difficult to see everything that’s going on. Most security stations have multiple Think Machines arrayed for viewing all at once. Cost 25 FB, Wt 2lbs, LC 5.

Thieves’ keys (TL 4) These are the varied pieces used to open a mechanical lock without a key. Their use requires a Lockpicking Roll. While all thieve’s keys sets are different often tooled with specialized pieces favored by their owner they all have common elements such as spades and picks so one set works very like another. Basic Thieves’ keys cost about 2 FB to acquire. Better designed tools cost 10 FB but give a +1 to the lockpicking skill, Wt Negligible, LC 3.

Wet Jackets (TL 11) These nearly indestructible metallic plates are actually formed from 1000’s of nano machines. When the green reticule is pressed the plate melts and bonds over any surface it’s held to before hardening, pressing the red reticule returns the plate to it’s original shape. The Wet Jacket is used to restrain people, forming an unflexing bond over what it covers that cannot be broken by normal means. Misuse of the Wet Jacket lead to injury or even suffocation, it requires an High Tech: Security to put on or take off. Cost 125 FB, Wt 1lb, LC 4.

Wellesly Lock (TL 5) this selection of heavyweight steel  locks designed by the Wellesly guild family represents the best advances in mechanical locks. Durable enough to withstand sword blows or pistol fire and difficult to pick (-2 to lockpicking attempts) these locks have a reputation. Unknown to most the known world the Wellesly’s are backed by the Scraver Guild and Scravers are taught to bypass the lock’s advanced features removing penalties to pick them.. They Cost 4 times as much as a normal iron lock, LC 5.

Musical Instruments

Drum (TL 2) – A simple skin and base made in an invariable number of shapes and materials designed to make the very wide variety drumming styles from the Li-Halan Taiko drummers to the hypnotic cascade drums of the Ur Ukar. 1-6 FB, 2-5lbs in weight, LC 6.

Flute (TL 2)– While technically a woodwind most flutes are crafted of metal to provide the precise timber and tone associated with the instrument. The instruments vary widely in sound and style through the known words. 6 FB, Wt 2lbs, LC 6.

Gutan (TL 3)– The gutain is an Obunnish stringed instrument with graduated bridges and a ring-shaped case designed to accentuate different qualities in pitch and resonance. The instrument is extremely complex to craft relying on techniques ritualistically followed since the Second Republic. 31 FB, 6lbs, LC 6.

Harp (TL 4)– A curved frame stringed instrument that draws its sound from resonation in its frame. The harp is popular in Hawkwood courts and is also featured heavily in Decados operas. 20 FB, 24lbs LC 6.

Lyre (TL 3)– A stringed instrument with a long neck designed to make long reverberating chords. This style of instrument is popular in Li-Halan courts and is used centrally in their opera. 7 FB, Wt 4lbs, LC 6.

Mandolin (TL 3)– Stringed instrument with shortened neck and a deep rounded case that creates a deep rich sound. This style of instrument is popular in Hazat courts but also featured in a lot of Al-Malik performances. 18 FB, Wt 8lbs, LC 6.

Oboe (TL 4)– A large woodwind capable of producing a deep and soulful bass sound. This style of instrument is popular in the Li-Halan and Al-Malik courts. 17-20 FB, 10lbs, LC 6.

Saxophone (TL 4)– A soulful keyed brass horn that plays a broad range of sound from sultry notes to loud brassy tones. The Saxophone is features prominently in both Hazat and Hawkwood Opera.15 FB, Wt 4lbs, LC 6.

Trumpet (TL 3)– A brazen keyed brass horn that plays notes in bold and intense tones. Often used by heralds because of its ability to draw the attention of anyone in earshot. The instrument is a favorite in peasant music because of the ribald emotion of its sound. 10FB, Wt. 3lbs, LC 6.

Violin (TL 4)–  An exactingly crafted bowed string instrument with a concaved case. They vary in size from the tiny viola to the massive bass cello. Thought to be one of the most expressive instruments ever made. It is a favorite in Decados courts and is very popular in the Hazat opera. 18- 55 FB, Wt 2-17 lbs, LC 6.

Amusements

Book: Paperback (TL 4)– A softcover book, usually fictions or novellas. 2 FB, Wt 1/2lb, LC 5.

Book: Hardcover (TL 4)-  A substantial crafted book with decorated covers and illuminated text. Hardcover books tend to be written about subjects of greater interests, biographies, histories and studies of nature or science. 10 FB, Wt 1lb, LC 5.

Book: Rare or Technical (TL 4)– Usually hardcover books often with special bindings. Someone with a decent IQ could learn the fundamentals of a mental skill by studying the text. 25+ FB, Wt 1lb, LC 5.

Camera: Digital: (TL 8) This is a small think machine with a high resolution camera and a crystal media writer. A Digital camera is about the size of a paperback book and uses the photography skill to take pictures. The Digital Camera can capture images very quickly allowing it to photograph fast moving objects or take pictures on the move. A single data crystal holds 20 images that can be viewed through the camera’s small display screen or printed at most print shops or engineer’s guild hall for about a crest per-photo. Cost 86 FB. Wt 2lbs, LC 4.

Camera: Optical: (TL 5) This is a sizable exposure-box camera made of wood or tin. Film is loaded into the camera in large exposure slates one picture at a time and must be developed afterwards using the Photography skill. Pictures can be quite striking but are rarely color-true and often fade at the edge of the exposure. Photographing optically requires a bright flash, normally fixed in the photographic slate. Chemical exposures of this sort are slow and the subject and camera must be kept skill for full second, many photographers brace the camera on a solid object or on a tripod. Cost 11 FB, Wt 4lbs, LC 5. Photographic slates and the chemicals to process them cost about 1 FB.

Music Player: Home (TL 8)– This is a handsome shelf-mounted music player with large speakers, able to fill a room with clear and resonant music. It reads, stores and plays audio media. The unit runs on outlet power but can be adapted to play for about 2 weeks on a C cell. Cost 100 FB, Wt 25lbs, LC 5.

Music Player: palm (TL 8)– This is actually a very simplified think machine able to read, record, store, and play audio media. The unit is about the size of a paper-back book with a headset that connects to the player by a cord. It can store 5 hours of audio, approximately 50 songs. It will run for about 2 weeks on an A cell. Cost 125FB, Wt 2lbs LC 5.

Music Player: Auditorium (TL 8)– Like it’s smaller cousins but designed for a much more grandiose experience, able to fill a room with remarkable sound or distribute music throughout all the rooms of a small building. The professional version of the player involves a series of individual speakers set to bring out different tonal qualities in the room. Installation requires an High Tech: Audio roll. The unit itself is about a cubic yard in size with at least a dozen small speakers and endless spools of wire. Cost 175 FB (plus 20 FB for each additional room.) Wt. 85lbs, LC 5.

Magic Lantern Show – A theatrical review featuring a current drama, comedy or Romance. The magic lantern show is a social event with lots of time to mingle and gossip and show off fashion and jewelry. 2-5 FB depending on the show and theater, LC 5.

Magic Lantern Projector : Home (TL 10)– A home projector and screen able to bring the Magic Lantern experience to your home. About the size of of a washing machine plus a dozen small speakers and a kilometer of wiring. The unit has no storage capacity and can only play off media Cost 550 FB, Wt, 140lbs, LC 5.

Magic Lantern Projector:  Palm (TL 10)– A player about the size of a paperback book that plays on a very small screen no matter where you may be. The image isn’t great, the sound is pathetic but for some reason everyone wants to crowd in to watch. Runs for 5 hours on a B cell. The unit has no storage capacity and can only play off media. Cost 475 FB, Wt 2lbs, LC 5

Magic Lantern Projector: Auditorium –(TL 10)– All the projection and audio equipment needed to create a professional viewing of a magic lantern show. While smaller and more affordable versions are available the real Magic Lantern experience can only be delivered by the full-scale projection. The equipment needs an auditorium-sized room to project correctly and consumes a great deal of power to operate. The unit includes its primary playback unit a series of 5 synchronized projectors and between 9 and 21 variable range speakers for audio. Installation requires a series of High Tech: Media rolls. The Projector needs to be calibrated regularly with the High Tech: Media skill. Cost 1200 FB, wt 220lbs, LC 5

Crystal Media (TL 8)– Crystal is the default storage method for playable media. They are read-only memory, unalterable manufactured optical tubes about the size of a lipstick case available in a variety of colors. They could hold a single song, a complex computer program or up to 3 hours of magic lantern content. Burning a crystal requires specialized equipment and think machine software generally well monopolized by the Engineers guild. A single song on Crystal would cost you about a crest while a Magic lantern show would run you 120-200 FB depending on popularity. Crystal blanks cost about 3 FB depending on quality, Wt negligible, LC 5.

Sporting Event - Most sporting events are able to be viewed for free as a method of placating the masses at most it would cost you a few wings for better seats and some concessions at a tourney or a local horse race. However, the highly competitive matches or clashes between nobles are often on a whole other level of fanfare. Tickets to the coliseum to see a professional Townball match, or Li-Halan traditional Sumo tournaments could run as much as 5 FB, LC 6. A ticket into the Duke’s Pavilion to see the Seasonal finals for Jousting and to attend the feast could cost upwards 45 FB. LC 5.

Stage Performance/Concert: Folk – Usually an outdoor or open air performance with little in the way of seating or amenities. Often combined with other social or charity events, most have a lot of audience interaction and dance pits before the stage and often a fight or two in the audience. 1 Wing, LC 6.

Stage Performance/Concert: Cultured – Usually in a beautiful theater with comfortable seating and service. As much an entertainment as a social event and an opportunity to meet and gossip. The productions are elaborate with decadent costuming and set work.7+ FB, LC 6.

Think Machines

Like the computing devices of older times Think Machines perform a wide variety of tasks and hold valuable information. Unlike the first republic computing devices Think Machines only perform the tasks nothing else can. Still among the wealthy and eccentric Think Machines are prized acquisitions. Think machines are rated by their complexity. The more complex a Think Machine is the more advanced tasks it can operate. Each complexity is 3 times as powerful as the one before it. A Think Machine can run 1 program equal to its complexity or up to 3 programs of one complexity less, or up to 9 programs two complexities less, and so on. Often Network adapters are used to link Think Machines together to allow them to operate as a more complex Think Machine. This requires a Think Machine Engineering roll and several Think Machine programming rolls. Every Think Machine in the known worlds operates using one of the 7 programming languages discussed in Forbidden Lore. Programs written for one operating system will not work for a Think Machine using another.

Personal Computer – A personal computer is a hand-held unit about the size of a paperback book. It has a limited interface and features no internal peripherals but has plugs to connect them. It runs for a year on a B cell. At TL 8 the Personal Computer is Complexity 2 and 250 FB. At TL 9 the personal computer is Complexity 3 and 500 FB. At TL 10 the personal computer is Complexity 4 and 1250 FB. At TL 11 the personal computer is complexity 5 and 3000 FB. Weight 2lbs, LC 5.

Minicomputer – A mini is about the size of a small suitcase with a flip-up screen and fold out keyboard. Most minicomps feature a network adapter and audio, some have inset printers or other features. It runs for 6 months on a C cel but is generally plugged into building power. At TL 8 the Minicomputer is complexity 3 and 350 FB. At TL 9 the minicomp is Complexity 4 and 1100 FB. At TL 10 the Mini is Complexity 5 and 2500 FB. At TL 11 the minicomp is Complexity 6 and 6000 FB. Weight 30lbs, LC 5.

Mainframe – A Mainframe is about the size of large oil barrel, featuring an active display and built-in keyboard. Most mainframes have audio adapters but few other peripherals are included unless they are intrinsic to the computer’s use. Mainframes are designed to be accessed by multiple users on a networked on personal or Minicomputers. At TL 8 the Mainframe is Complexity 4 and 800 FB. At TL 9 the Mainframe is Complexity 5 and 2100 FB. At TL 10 the Mainframe is Complexity 6 and 4400 FB. At TL 11 the Mainframe is Complexity 7 and 10,000 FB. Each additional user in the network is 50 FB. Weight 200lbs, LC 5.

Peripherals

-Audio adapters (TL 8) hardware designed to let a think machine hear and broadcast sound. With a complexity 3 or higher program it allows the user to interact with the computer vocally but they still need the Think Machine Operation skill to know the correct commands to accomplish their goals. It can also be used to link a think machine to a broadcasting radio so it can talk over a squawker or similar device. Cost 25 FB

-Crystal media Readers (TL 8) This is a tiny box plugged into the utility port of any think machine that reads Crystal media. When combined with inexpensive software it can be used to play media. More advanced models are able to record crystal media. 34 FB, recording models start at 250 FB, professional quality recorders can be up to twice as much, 1lb LC 5.

-Network Adapters (TL 8) hardware designed to let a Think Machine connect to other think machines over a data cable. Network adapters still operate on the same standards established in the Second Republic, only the most exotic Think Machines won’t be compatible. Cost 15 FB, Wt negligible, LC 5.

-Optical Scanners (TL 8) Software combined with a fixed position camera designed to allow your think machine to create electronic images. The optical Scanner can recognize faces or hands, read written text from a page, and capture images with appropriate software. Image Databases are always large for the amount of information In them because of the complexity of the data for them. Cost 50 FB, Wt 3lbs, LC 4.

-Printers (TL 8) hardware designed to print information from a think machine to paper. These devices are notoriously temperamental but create color printed materials much more detailed than offset printing, nearly to photographic quality in some cases. A simple text printer is a little bigger than a paperback book, weighs 2 lbs and Costs 35 FB, LC 5. A photographic quality high-speed bookmaker’s printer is a little bit smaller than an Autocoach and costs about 1500 FB, LC 4

Software 

Think Machine programs are complex code written to allow your Think Machine to carry out tasks either automatically or through user interaction. They are rated by complexity. Software needs a Think Machine of its complexity or higher to run. Software isn’t legally regulated because it has no physical form. It can be destroyed or stolen without prosecution but is usually well coded to prevent either. However if a think machine you own carries out a crime by some fashion or another you are accountable weather you were operating the software or not. Most software is sold by the Engineer’s guild.

-Advisor: Advisory is a unique program that simulates a persona for parsing database information. The program is audible given working speakers and allows a user to retrieve information from a database simply by asking the Advisor, requiring no think machine roll. The program can be operated by keyboard or through voice if the think machine has audio adapters. Advisor also typically features a variety of applications that allow it to act as a personal secretary or tactical advisor or work in virtually any specialized capacity. All advisors have their quirks and affections, some are very eccentric but most are basically helpful in nature. The original Advisor programs were indistinguishable from Ais. Cheap knockoffs are still remarkable but pale shadows of the original. Advisor alone is worthless without a database to access but the program is resourceful enough to build a database quickly. Complexity 4, 525 FB.

-Butler: Butler is a collection of different programs in a single interface that helps keep its owner organized. Butler keeps a calendar schedule and reminds the user of upcoming or annual events. It scans networks or the Think Machine is connected to for news posts or articles that the user flags. It organizes personal statistics in a simple database to track addresses, landcom numbers or various notes for a wide number of people. Complexity 1, 25 FB

-Conductor: Conductor is a music management software designed to record music to a computer database, categorize it and play it. Complexity 1, 13 FB.

-Damage Control: When provided a complete technical manual of the ship the program is used on, a damage control program is able to diagnose any system failure and provide useful solutions to technical problems, +2 to any damage control roll. Complexity 2, 50 FB.

-Databases: A database is nothing more than a massive collection of data organized to help users access the exact information they’re looking for. Databases come in three sizes, small medium and large. 

-A Small database contains a manageable amount of data, if written it would fill a bookshelf. It is complexity 2. It could be an entire language, a comprehensive copy of the Omega Gospels and their interpretations, a massive collection of technical knowledge on Fusion Power Plants or the entire family tree of a noble house. Cost 500 FB

-A medium Database is roughly ten times the size of a small. It is Complexity 4. It could contain all the languages of the known worlds, a retrospective of the bibliographical evolution of every stanza and verse of the Omega Gospels and Appophrica, schematics of nearly every electronic device ever made or an accounting of every penny spent by a noble house for a year down to the talon. Cost 1000 FB

-A Large Database is roughly 100 times the size of a small. It is Complexity 6. It could contain all the information that exists about language in recorded history, detailed instructions for every situation to preserving the reflective nature of your soul, full technical specs of just about every High Tech device built and their histories or Detailed profiles of every member of House Hazat through its history. Cost 2500 FB 

-Datalink: This is a networking protocol used to connect two computers together. The software helps computers on different languages transfer information and has a simpler interface. Complexity 1, 10 FB.

-Internal Security: Given a detailed floor plan (Think machine programming -2 to design), this software monitors the outlay of a building or ship, tracking access to rooms or systems and identifying suspicious activity. The program gives a +2 to electronics Operation: Security or operates with a skill of 12 on its own. Complexity 3, 125 FB

-Deskmate:  this is a composition and document creation software suite. It features a word processor, a spelling checker, and a composition guide for creating different document types or even for constructing a novel. This commonplace software is incredibly useful for anyone who writes professionally (+1 to the Journalist or Writing skill, or to any attempt at contract drafting). Complexity 1, 28 FB.

-Interpreter: This program translates information from one language to another provided it has enough information about the language in its Database. With an audio adapter it can translate without a skill roll. Complexity 2, 225 FB

-Manager: The professional version of Butler. Manager is designed to keep track of business appointments and file contracts. It builds custom templates for forms and contracts and has a limited amount of fool-proofing to prevent rookie mistakes in the business it was written for. Manager is designed to track more information and is better at searching it. Complexity 2, 80 FB.

-Medical: An illustrated question and answer database organized by pathology organized to help diagnostics and treatment of human beings (Or aliens in some versions) . The program gives +2 to any Surgery or Diagnosis roll or +1 to any first-aid attempt. Complexity 4, Cost 175 FB.

-Optical Recognition: When used on a Think Machine connected to visual sensors the software can be configured to recognize faces symbols or vehicle profiles or any geometric design in the frame of the scanner. Complexity 3, 100 FB.

-Rampart and Keep: There are numerous security programs to protect Think Machines but none so famous as Rampart and Keep. Rampart is an access control program. It can safeword terminals or programs or even specific commands in a think machine to control which users can use them. Rampart can even require authorization from a specific terminal or login in a network. It can be used to prevent a Reeves Clerk from authorizing a Firebird Transfer without authorization from a manager. It can be used to prevent navigation commands from being executed from the Engineering console. Rampart is a Complexity 2 Program, Cost 175 FB. Keep is an encryption and access barrier used to guard data vaults. It provides password access that’s highly resistant to attempts to breach. However, it also makes using the guarded Think Machine or network more difficult and time consuming.  It has multiple security levels: Low -2 to hacking attempts, -1 to Think Machine rolls, double the time for extended tasks: High, -4 to hacking attempts -2 to Think Machine Rolls, quadruple the time for extended tasks: Paranoid, -8 to hacking attempts, -3 to Think machine Rolls, Ten times the time for extended tasks. Complexity 3, Cost 150 FB

-Sovereign: This is a household management program, similar to manager to focus primarily on the needs of a large home. It contains all of the features of Butler but most are easier to set up and manage. Additionally it tracks household inventories and expenses from the wages of house staff to the exact inventory of the pantry. Sovereign can give compartmentalized reports of how much money you’ve spent on alcohol this year or how much you spend maintaining your stables from year to year. Complexity 2, Cost 55 FB.

-Targeting: This is a tracking and system utilization software adapted to help target moving objects with weapons systems. Each weapons system operated needs its own copy of the software. Users operating an automated weapon system gain a +2 to their Artillery skill or the program can operate the weapon on its own at a skill of 12. Complexity 4, Cost 225. FB.

Telemetry Analysis: When used by a computer connected to ships sensors the program reviews sensor data to identify navigation points and track objects in space. The program gives +2 to any Sensor Operation roll or operates sensors at a skill of 12 on its own. Complexity 3, Cost 150 FB.

-Volt Redemption: When used on a Think Machine connected to the probes of a Volt Redemption kit the Volt Redemption program can compare test results to a large database of common schematics. When used to diagnose common pieces of technology it gives the user a +2 to their High Tech Repair skill or a Skill of 12 whichever is higher, for repairs only. Complexity 2, Cost 25 FB.

-Word Processing: A full suite of writing and editing tools used to maintain text and image files. Gives +1 to any journalism or writing roll. Complexity 1, Cost 40 FB.

-Watchdog : An automated security program that monitors and logs all points of access in a building or a ship. The program can be set to activate specific alarms or security counter measures if conditions are met. If the Think Machine running the program is linked with a radio it can broadcast an alarm if certain access conditions aren’t met.. The program gives an operator +2 to their High Tech: security when monitoring a facility. Complexity 3, Cost 50 FB.

-Wingman: Perhaps the most common piece of software in the known worlds, Wingman is a ship management software. It has many variations but virtually every ship in the void operates using the original. Wingman is a simple interface between crew and ships systems. It can query sensor data, navigation records and engineering stats, display drive and powerplant diagnostics and track required maintenance based on travel time. . It can calculate Life Support consumption based on current demand and track movement of crew through the ship. It can run virtually every ship system from the cockpit. When no active queries are made Wingman runs in autistic mode, tracking objects in sensor range to predict collisions, monitoring pressure and radiation sensors and fire alarms for dangerous situations, periodically checking fuel and life support levels. Wingman automatically activates the ship’s alarm any time these conditions reach dangerous levels. Wingman requires a small Database containing the statistics of the ship it governs. Complexity 4, Cost: 350 FB

-Worm: A variety of programs designed to aid in intrusion of a Think Machine’s software by using what appear to be innocuous transfers to build footholds into a system. Worms give a +3 to any attempt to hack into a Think Machine. Complexity 3, Cost 250 FB.
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6 

Mitchau Protector .32

Crit.

1d+2 Pi

2 

35/400

2.25 

3 

6(3i)

9 

2 

-2 

74 

3 

6 

MacCauly Loadrite .38

16 

2d-1 Pi+

2 

40/432

3.25 

3 

7(4)

10 

2 

-3 

80 

3 

30 seconds to load 

removable cylinder 

30 seconds to load 

removable cylinder 

6 

Drexel Firehunter .38 Super

17 

2d+1 Pi+

2 

40/433

3.5 

3 

5(3i)

10 

2 

-3 

85 

3 

6 

Mitchau Thunderer .40

Crit.

2d Pi+

2 

40/433

3 

3 

6(3i)

10 

2 

-3 

89 

3 

6 

Nerew Peacetrunk .40

17 

2d+1 Pi+

3 

63/700

3.5 

3 

6(3i)

10 

3 

-3 

105 

3 

6 

Hazat Officer's Pistol .42

Ver.

2d+1 Pi+

2 

63/700

3.5 

3 

6(3i)

10 

2 

-3 

115 

3 

6 

Mitchau Quarry Gun .40

Crit.

2d Pi+

3 

40/434

3.25 

3 

6(3i)

10 

2 

-3 

118 

3 

x2 scope

x2 scope

6 

Tensen Mauler .47

17 

3d-1 Pi+

1 

63/700

3.5 

3 

6(3i)

11 

3 

-4 

120 

3 

6 

MacCauly Buster .50

16 

3d Pi+

2 

75/762

3.75 

3 

7(3i)

11 

3 

-4 

125 

3 

6 

Sumpter Ulik .47

17 

3d-1 Pi+

2 

70/763

3.5 

3 

5(3i)

11 

3 

-4 

125 

3 


Autofeed Pistols
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7 

Dreskel Maverick .32

16 

1d+2 Pi

0 

20/223

1 

1 

5(3i)

8 

1 

-2 

59 

3 

7 

Mitchau Rumber .32

17 

1d+2 Pi

1 

40/433

2 

3 

12(3i)

9 

2 

-2 

80 

3 

7 

Sumpter Krant .32

16 

1d+2 Pi

3 

50/533

2.5 

3 

15(3i)

9 

2 

-2 

98 

3 

7 

Phoenix Guard Officer's Pistol .32L

Crit

1D+3 Pi+

2 

40/434

2.75 

3 

12(3i)

10 

2 

-2 

119 

3 

7 

Mitchau Ripper .40

17 

2d Pi+

2 

50/533

2.5 

3 

10(3i)

10 

2 

-3 

110 

3 

7 

Li-Halan Torai Pistol .39

16 

2d Pi+

3 

53/566

3 

3 

8(3)

10 

3 

-3 

115 

3 

Removable magazine

Removable magazine

7 

Imman Vorton .40

17 

2d+1 Pi+

2 

60/599

3 

3 

10(3)

10 

2 

-3 

130 

3 

Removable magazine

Removable magazine

7 

Krosler Dunehound .40

Crit

2d+1 Pi+

2 

60/600

3 

3 

15(3i)

10 

2 

-3 

155 

3 

7 

Masseri Mercenary .40

Crit

2d+1 Pi+

2 

53/600

3.25 

3 

13(3)

10 

2 

-2 

175 

3 

Removable magazine

Removable magazine

7 

Tensen Blitzer

16 

3d-1 Pi+

2 

70/730

4 

3 

8(3i)

11 

3 

-4 

158 

3 

Removable magazine

Removable magazine

7 

Dreskel Vrongar .44

17 

3d-1 Pi+

3 

70/730

4.5 

3 

9(3i)

11 

3 

-4 

172 

3 

7 

Sumpter Earthquake .47

16 

3d-1 Pi+

2 

70/763

4.5 

3 

7(3i)

11 

3 

-4 

188 

3 

7 

Krosler Sampsom .47 Super

Crit

3D Pi+

2 

70/730

4.75 

3 

13(3)

10 

3 

-4 

198 

3 

Removable magazine

Removable magazine


Submachine Guns
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7 

Rip-roarer .40

16 

2d Pi+

2 

50/533

3.5 

10!

20(3)

10 

3 

-3 

160 

3 

Modified Ripper, 

removable magazine

Modified Ripper, 

removable magazine

7 

Herstal Project 4998 .32

16 

1D+2 Pi

3 

53/566

5.5 

14!

56(3i)

8 

3 

-1 

194 

3 

7 

Lank Stinger .40

17 

2d Pi+

3 

57/633

7.5 

10!

20(3)

9 

4 

-2 

210 

3 

7 

Masseri Crusader .42

17 

2d Pi+

1 

53/566

9 

10!

20(3i)

10 

4 

-2 

221 

3 

7 

K&M SM7 .40

16 

2d Pi+

3 

50/533

8.5 

10!

30(3i)

10 

3 

-1 

225 

3 

recoil compensator 

included

recoil compensator 

included

7 

Martech Cobra vz.81.40 Super

17 

3d-1 pi+

2 

53/567

12.5 

10

30(4)

10 

5 

-3 

247 

3 

Select Fire, Folding Stock 

included

Select Fire, Folding Stock 

included

7 

Janhisak Muffler Gun .40 Super

17 

3d-1 pi+

3 

53/566

12.5 

6!

20(5)

10 

5 

-3 

247 

3 

Removable magazine

Removable magazine

7 

Janhisak Corsair .42 Rifle

Crit

3d+1 pi+

4 

60/633

8.5 

8 

15(3)

11 

4 

-2 

251 

3 

Select fire, recoil 

compensator included

Select fire, recoil 

compensator included


Shotguns
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5 

Sutek Blunderbuss, fine shot

15 

1d-1 pi

2 

10/200

16.5 

4x8

4(40i)

12 

6 

-2 

41 

5 

5 

Birding Blunderbuss, fine shot

16 

1d+1 pi

3 

10/200

11.5 

1x9

1(40i)

10 

6 

-2 

30 

5 

6 

Lank Huntsman 12GA

17 

1d pi

3 

12/266

8 

2x9

5(3i)

10 

5 

-1 

128 

4 

6 

Dreskel Boomer 10GA

17 

1d+2 pi

3 

12/268

12 

2x13

2(2i)

12 

6 

-1 

149 

4 

6 

Skraver Alleygun 10GA

16 

1d+1 pi

1 

12/87

7 

2x13

2(2i)

15 

3 

-1 

150 

3 

Sawed-off Boomer

Sawed-off Boomer

7 

Xien Short Barrel 10GA

16 

1d+1 pi

1 

12/133

11.5 

1x13

6(3i)

12 

4 

-1 

155 

3 

7 

Dreskel Krakov 12GA

16 

1d pi

2 

12/267

12.5 

6x9!

12(5)

11 

5 

-1 

247 

3 

Removable magazine

Removable magazine

7 

Model Hazat Riotgun 10GA

17 

1d+2 pi

2 

12/266

11.5 

8x13!

20(5)

12 

6 

-1 

304 

3 

Folding Stock Included, 

Removable magazine

Folding Stock Included, 

Removable magazine


Bolt Action and Cartridge load rifles
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5 

Field Musket .75 ball shot

16 

3d+2 pi++

2 

33/266

10 

1 

1(40)

11 

6 

-3 

36 

5 

5 

Cadavus Rifle .56 ball shot

16 

3d pi++

3 

36/400

7.5 

1 

1(60)

9 

7 

3 

39 

5 

6 

Li Halan Military Rifle .37

17 

4d+2 pi

5 

266/1166

8 

1 

1(5)

9 

5 

-3 

195 

4 

6 

Imperial Service Rifle .33

Crit

4d pi

5 

266/1166

9.5 

1 

6(2i)

9 

6 

-2 

274 

4 

6 

Hawkwood Old Henry Rifle .33

16 

4d pi

5 

266/1166

9 

1 

6(2i)

10 

6 

-3 

255 

4 

6 

Dragonfly 7 .40

16 

5d+2 pi+

5 

333/1400

10 

1 

5(2i)

11 

6 

-4 

288 

4 

6 

Al-Malik Service Rifle.40

17 

5d+2 pi+

6 

333/1400

10.5 

1 

5(2i)

11 

7 

-4 

324 

4 

6 

Van Gelder Huntsman .42

17 

6d-1 pi+

6 

366/1633

12 

1 

5(2i)

11 

7 

-4 

470 

4 

6 

Radir Longshot 13mm

17 

6d+1 pi+

4 

270/1334

10 

1 

5(2i)

11 

6 

-4 

472 

4 


Automatic Rifles and Carbines
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7 

Imperial Carbine .33

17 

4d pi

5 

233/1100

10.5 

3 

15(3)

10 

6 

-2 

405 

3 

Removable magazine

Removable magazine

7 

Dreskel Cheiftain Carbine .36

16 

4d +2 pi

4 

266/1166

9 

3 

10(2i)

10 

5 

-3 

438 

3 

Includes folding Stock

Includes folding Stock

7 

Hyram Glory 13mm

16 

6d+1 pi+

5 

270/1334

11 

3 

15(2i)

10 

7 

-4 

445 

3 

7 

Decados Scythe Battle Rifle .42

17 

6d-1 pi+

5 

333/1400

11.5 

3 

12(3)

11 

6 

-3 

477 

3 

Removable magazine

Removable magazine

7 

Al-Malik Tovar Rifle .40

17 

5d+2 pi+

4 

333/1400

12 

6!

20(3)

11 

6 

-3 

522 

2 

Removable magazine

Removable magazine

7 

Blue Lion M3 .40

16 

5d+2 pi+

5 

333/1401

12 

4!

25(3)

11 

6 

-3 

535 

2 

Removable magazine

Removable magazine

7 

Hazat Model 68 .40

17 

5d+2 pi+

5 

333/1402

12 

8!

32 (3)

11 

6 

-3 

550 

2 

Removable magazine

Removable magazine

7 

Van Gelder Thracker .37

17 

4d+2 pi

5 

266/1166

11.5 

11 

25(3)

11 

6 

-2 

565 

2 

Select Fire, Removable 

Magazine

Select Fire, Removable 

Magazine

7 

Hyram Splendor 13mm

16 

6d+1 pi+

5 

270/1334

12.5 

8 

25(3)

12 

7 

-4 

575 

2 

Select Fire, Removable 

magazine

Select Fire, Removable 

magazine

7 

Muster Rover 10mm

17 

4d+2 pi

5 

270/1335

11 

8 

32(3)

11 

6 

-2 

580 

2 

Select Fire, Removable 

magazine

Select Fire, Removable 

magazine

7 

Masseri Stomper .47

17 

6d+2 pi+

5 

333/1400

12

8!

20(3)

12 

6 

-4 

630 

bv

Removable magazine

Removable magazine


Needle Pistols
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7 

Cancanagh Dart Pistol .30 Dart

16 

1-2 Imp

2 

15/25

1.5 

3 

1 (4)

6 

2 

-1 

21 

4 

8 

Hailstrorm Splinter Gun 5mm Nail

16 

1d+1 Imp

2 

25/60

2 

3 

12C(3)

6 

3 

-1 

52 

4 

removable Magazine

removable Magazine

9 

Reznor Nail gun 5mm Nail

17 

2d-1 imp

2 

80/210

4.5 

3 

7C(2i)

10 

4 

-1 

115 

4 

10 

M1 Gauss Pistol 

17 

1d+2 Imp

1 

100/300

2 

12 

100 (5)

6 

2 

-1 

365 

3 

includes Holographic 

Weapon Targeting 


Needle Rifles
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8 

Cupid Longarm 5mm Nail

Crit

2d-1 Imp

4 

60/133

7 

1 

1 (3)

9 

6 

-1 

128 

4 

8 

Spinter Rifle

17 

2d Imp

5 

45/145

6.5 

3 

50 (5)

9 

5 

-1 

179 

4 

9 

Reznor IX Nail Carbine 5mm Nail

16 

2D+2 Imp

5 

210/633

6.5 

3 

13 (2i)

10 

5 

-1 

155 

4 


Machine Guns
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7 

Janhisak Squall .37

17 

4d+2 pi

5 

200/1300

16.5 

11!

100(5)

12B

6 

-2 

720 

2 

Bipod Mounted

Bipod Mounted

7 

Sumpter Automatic gun .42

16 

6d-2 pi+

5 

333/1400

22 

9!

100(5)

14B

7 

-3 

1250 

2 

Tripod Mounted

Tripod Mounted

7 

Decados MG53 13mm

16 

6d+1 pi+

4 

333/1401

25 

12!

100(5)

14B

7 

-3 

1325 

2 

Bipod Mounted

Bipod Mounted

7 

Janhisak Model 20 .51

16 

10d pi++

5 

400/1166

19 

16!

100(5)

16B

7 

-4 

1400 

2 

Tripod Mounted

Tripod Mounted

7 

Furystorm Chaingun .37

16 

4d+2 pi

4 

266/1166

32 

24 

250(7)

13B

7 

-2 

1750 

2 

Tripod Mounted

Tripod Mounted


Cannons
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LC

Notes

4 

Deck gun 3lb

15 

1d-1 pi++

1 

43/400

47/3.5

1x100

1(60)

19M

9 

-1 

35 

3 

Carriage Mounted, fires 

100 shots of ball & shot.

6 

Borer Cannon 16mm AP

17 

6dx3(2) pi++

6 

460/1533

1 

1(4)

14B

6 

-5 

1 

Bipod Mounted

Bipod Mounted

6 

Sumpter Field Cannon 3"

16 

6dx8 Pi++ 

6dx2 [3d] Cr 

Ex

5 

700/2300

1056/ 

30

1 

1(3)

52M

10 

-6 

2100 

1 

Carriage Mounted.

Carriage Mounted.

7 

Janhisak Autocannon 16mm AP

17 

6dx6(2) pi++

5 

460/1533

28 

4!

20(6)

15B

8 

-4 

825 

1 

Tripod Mounted

Tripod Mounted


Grenade Launchers
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7 

Grenade Launcher

17 

Special

1 

10-143

4.5 

1 

1(3)

9 

4 

-2 

350 

2 

Damage per grenade

Damage per grenade

7 

Dreskel Bombadier

16 

Special

0 

10-143

9 

1 

7 (3i)

11 

6 

-2 

470 

1 

Damage per grenade

Damage per grenade


Rockets and Missiles
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LC

Notes

5 

Higman Rocket

15 

4d [2d] Cr Ex

0 

270 

7 

1 

1 

11 

7 

-2 

16 

2 

Disposable rocket

Disposable rocket

5 

Corkscrew Rocket

16 

6dx2 [3d] Cr 

Ex

1 

1123 

27/8

1 

1(5)

13M

8 

-1 

21 

2 

7 

Dreskel Bazooka 2" Rocket

16 

6dx2(2) Cr  

6d Cr Ex

0 

10-700

18/3

1 

1(5)

9 

6 

-1 

320 

1 

7 

Model Hazat R-25 3" Missile

16 

6dx3(2) Cr   

8d Cr Ex

3 

20-3300

7/20 

1(20)

1 

11 

8 

-2 

800 

1 

Heat-Seeking, x2 Scope

Heat-Seeking, x2 Scope

8 

Gobo Jet Pistol .43 Micro Rocket

17 

4d(2) Ex 

Burn

1 

2-180

4.5 

1 

2(3i)

10 

4 

-1 

375 

2 

8 

Nightstorm Rocketeer

17 

8d(2) Cr Ex

6 

10-833

15 

3 

10 

13 

7 

-1 

925 

2 

9 

Web Missile Launcher

Crit

6dx5(2) 

[3d+2] Cr Ex

/

30-2300

110/9

1/3 

4(20)

24M

11 

-1 

3560 

1 

Firing platform

Firing platform


Laser Pistols
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8 

Martech Cricket pistol

Crit

1d+2 burn

5 

50/100

0.5 

1 

1B(5)

N/A

0 

-1 

102 

3 

8 

Red Dot Pistol

16 

2d-1 burn

6 

75/190

2.5 

1 

20C(5)

N/A

2 

-1 

124 

3 

8 

Martech Gold pistol

Crit

2d+2 burn

6 

366/750

3 

3 

12C(5)

N/A

3 

-1 

158 

3 

8 

Albemic Vrasht pistol

16 

2d-1 burn

6 

66/140

3.5 

8 

20C(5)

N/A

3 

-1 

205 

3 

11 

Banner Cabal X pistol

17 

2d-2(5) burn

6 

10/70

3.5 

3 

N/A

3 

-1 

310 

2 

12 

Banner Cabal Graser pistol

16 

2d+1(10) Burn

6 

35/200

4 

3 

16C(4)

N/A

3 

-1 

1250 

1 


Laser Rifles
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ST
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LC

Notes

8 

Martech Indigo rifle

17 

4d burn

10 

533/1200

8 

3 

28D(5)

N/A

5 

-1 

420 

2 

8 

Martech Safari

17 

5D+2 Burn

566/1500

8 

1 

7D(5)

N/A

6 

-1 

460 

2 

9 

Obun Bital rifle

Crit

4d burn

12 

750/1633

6.5 

1 

3C(5)

N/A

7 

-1 

608 

2 

No visible beam

9 

Martech Red disrupter rifle

17 

4d+2 burn

8 

266/500

10.5 

8 

20D(5)

N/A

6 

-1 

678 

2 

1.5 dam after DR

10 

Varsten Blacklight rifle

17 

4d-2(2) burn

8 

366/750

9.5 

8 

28D(5)

N/A

6 

-1 

655 

2 

12 

Banner Cabal Graser rifle

16 

3D+2(10) 

Burn

6 

50/211

8.5 

3 

12C(4)

N/A

6 

-1 

1250 

1 


Blaster Pistols
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LC

Notes

9 

Plasma Duelling Pistol

Crit

3d-1(2) burn

4 

195/433

2.5 

1 

1B(4)

5 

3 

-1 

287 

3 

9 

Lank Eruptor

16 

2d-2(2) burn

4 

195/434

3.5 

8 

22C(5)

6 

4 

-1 

320 

2 

9 

SOE Albemic Crusader pistol

Crit

2d-1(2) burn

5 

195/433

3 

3 

20C(5)

5 

3 

-1 

325 

2 

9 

Van Gelder Shooting Star pistol

17 

3d-1(2) burn

4 

330/533

3.75 

3 

12C(5)

6 

4 

-1 

384 

2 


Blaster Rifles


[image: image18.wmf]9 

Nitobi Axe Gun

17 

4d(2) burn

9 

520/966

10.5 

1 

10C(6)

8 

6 

-1 

475 

2 

9 

Martech Defender rifle

Crit

4d(2) burn

9 

520/966

11 

3 

12C(5)

8 

5 

-1 
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Military Crossbow: These are steel crossbows designed to shoot straight at long distances and penetrate armor. They are large man-portable crossbows with internal hand-cranks to cock their strong bow. When calculating damage triple the strength rating of the crossbow.

Dueling Flintlock: These are the sort of cheap black powder guns that that are coach drivers keep under their bench for unruly customers or poor thugs flash in armed robberies. They vary a lot in appearance but statistically they are similar to one another. Its open lock firing chamber is vulnerable to moisture possibly going inert if rained on or splashed with water.

Boarding Caplock: These heavier black powder pistols are designed for use in naval boarding actions, their shot is larger than an average pistol and their barrels are thick enough to be used as a brawling weapon after firing the shot. Their cap ignition also makes them more water resistant, able to withstand rain or ocean spray without misfire.

Varsten Snake Eyes: The Snake Eyes is a very reliable double-barrel break-breach holdout pistol designed to fit easily in a pocket and to be drawn without catching on clothing. It is popular with gamblers and fops because of its decorative snake-styled decoration. Each is unique but those built by the same gunsmith tend to have similar styling.

Dreskel Negotiator: This little derringer is the sort of tiny pistol that one packs when expecting polite trouble. Its tiny size fits into most jacket pockets and is difficult to spot even in a pat-down but at the cost of firepower and its limited number of shots. It loads easily through a break-breech.

Lank Cutlass Pistol: This design originally made by Lank has been reproduced by a number of weapons makers. The weapon is a simple single shot pistol fired with a trigger on the cutlass’s hilt with its barrel running beside its Fine Quality blade. It is intended for those moments when charging your man just won’t get you close enough. It reloads by unscrewing the hilt from its blade and loading a bullet directly into its breech.

Sumpter Vrongar: This beastly one-shot pistol was designed for hunting the fearsome Vrongar Beast. But found popularity in the war as a weapon with its own distinctive swagger. It is the biggest-bore pistol in the known worlds, so big in fact that it loads rifle rounds in its break-breech. 

Sumpter Regulator: This is the Vrongar’s cousin, a cheap big-bore single-shot pistol shotgun. Rumoredly built for a Decados Count who used it to crush energy shields before engaging his opponents with his sword, this gun has found numerous ingenious uses and is a favorite of Skraver enforcers. Like the Vrongar the Regulator reloads through a break-breech.

Militia Cap Revolver: This is a primitive but inexpensive black powder revolver often employed by militia captains in larger rowdier towns. Its simple design is claimed by a number of weapon makers but they all have very similar statistics. Unlike other revolvers the Cap Revolver’s champers have to be loaded and pressed by hand in a loader. Loaded cylinders can be stored in a belt pouch and loaded into the pistol’s break-breech fairly quickly. 

Decados Groin Gun: This weapon is more legend than armament but it was crafted and has been imitated by many fanciers of the Magic Lantern shows it was featured in. It is a very compressed paired set of revolvers mounted to a groin plate, concealed by a generously large codpiece. Once its safety is removed the gun can be fired hands-free by using specific exaggerated hip movements. It is a normal attack maneuver and uses the Guns: Groin Gun skill to target. The gun cannot be aimed but is rarely used at any range. Once removed the groin gun’s cylinders can be reloaded a bullet-at-a-time. Athletic movement can cause the weapon to fire on a skill roll of 16+ or at the GM’s discretion. These guns are highly illegal because who would possibly not make them so?

MacCauly Learmat: This small revolver has a poor reputation for malfunctions but is a beautiful design of enameled chrome with curving engraving lines. Because of its stylish craftsmanship the Learmat has become popular with nobles. The Learmat, unlike its larger cousin the Loadrite is not designed to fire underwater, a mistake many owners make.

Mitchau Protector: This small revolver was designed for a lady’s purse but fits just as well in a gentleman’s waistcoat. It is slim and concealable but also attractive and its chrome finish can be very intimidating despite its size.

MacCauly Loadrite: When the Tethys Navy approached the MacCauly family to design a sidearm that could be submerged in water and still fire they took a decade to develop the Loadrite, which was a failure as a military sidearm. The Loadrite is a pistol of exceptionally tight tolerances whose removable elongated cylinder functions as its seven independent barrels. The barrel cartridge takes several minutes to load but once sealed it keeps the Loadrite’s ammunition nearly watertight. Fans of the Loadrite often seal the barrel cartridge with wax to allow the Loadrite to fire underwater.

Drexel Firehunter Supermax: Despite its promotional bravado the Firehunter is both a well-crafted gun and more powerful than most medium revolvers due to its high powder bullets. The fire hunter attracts an eclectic owner, mostly target pistoliers and collectors of exotic weapons.

Mitchau Thunderer: This medium revolver is popular with law enforcement with its reliability and ease of maintenance. This also makes it popular with the criminals to recover these guns after firefights. The Thunderer may be the most prodigious peace-time killer in the Known Worlds.

Nerew Peacetrunk: The Peacetrunk is an exotic weapon among exotic weapons. Made on an Urth system planet named for the God of War the Peacetrunk was once made legendary by the skilled pistoliers that favored the accuracy and style of its 10” barrel. The Peacetrunk is rarely built anymore and most of them are lost to history but even as rare as they are most slug gun aficionados will recognize it on sight..
Hazat Officer’s Pistol: These Medium Revolvers commissioned by the Prince at the dawn of the Kurgan conflict. They are of incomparable quality and reliability. They’re construction is typical of the sort of sidearm that is made for nobles of the Known Worlds.

Sumpter Quary Gun: These Large high-caliber revolvers are designed as much to make holes in people as they are to empty bladders. Many have custom engraving or sculpting to strike fear in the hearts of those who are down-barrel from the shooter. This weapon is irrationally loud and will test the resolve of opponents not committed to the fight.

Tensen Mauler: The Mauler is a brutish large bore revolver with a distinctive red finish, designed to be terrifying when shoved in someone’s face. The Mauler features a curved pommel on its grip to protect the owner’s fingers when beating people with this heavy pistol. Despite the Mauler’s devilish design it’s not a very reliable or accurate pistol, favored more by people who like it’s look than expect performance, but it’s looks give a +1 bonus on intimidation efforts with the revolver.

MacCauly Buster: The Buster is the families most successful product, a hulking long barrel huge bore revolver the fires the largest pistol round ever made. The pistol, while of dubious quality has found popularity among game hunters because of the ridiculously large round it fires.

Sumpter Ulik: The Ulik is that huge pistol from all of the Magic Lantern Shows. It is no less well-crafted than any other Sumter slug gun but not nearly as impressive as most people believe it is. Because of its fame and distinctive lines the Ulik is easily recognized, making it a favorite of those that like to wear impressive firearms on their hip. The Ulik like its cousin the earthquake has a modified version called The Longsword the features a removable stock that increases both its bulk and accuracy by 1 each. The Longsword typically sells for about 30 Firebirds more than the regular Ulik.

Dreskel Maverik: The Marvelous Maverick is one of Dreskel’s most poorly designed guns, prone to jams and breakage. It’s high capacity and easy of concealment make it popular with criminals or other shady dealers. The original design does not feature a removable magazine, bullets are loaded through the breech into its internal magazine.

Mitchau Rumbler: These small autofeed pistols were originally designed for guild enforcers and farm overseers. They won’t likely kill an man but they’ll take the fight out of an unarmored crowd fairly quickly. The original design does not feature a removable magazine, bullets are loaded through the breech into its internal magazine.

Sumpter Krant: The Krant was a popular war-time autofeed with its huge internal magazine, favored by nobles more likely to use it on their own peasant soldiers should they refuse orders. After the war with the high tax placed on ammunition the Krant is slowly becoming less and less popular. The original design does not feature a removable magazine, bullets are loaded through the breech into it’s internal magazine.

Phoenix Guard Officer’s Pistol: A light high capacity autofeed pistol licensed to be built by a number of different gunsmithing families. It fires a distinctive powerful .32 Long bullet that makes the small pistol formidable. Its widespread manufacture makes these pistols inexpensive. The reliable design and light weight make this pistol a great bargain for the price.

Mitchau Ripper: This medium autofeed pistol is the most widely manufactured weapon in the Known Worlds. Their size and firepower makes them very popular with the Guilds and it served many armies as a sidearm during the Emperor Wars. Countless modifications are made for this weapon and with dozens of workshops producing them few Rippers look alike, there is even a fully automatic version. The Ripper as manufactured has no removable magazine, bullets are loaded through the breech into its internal magazine.

Li-Halan Torai Pistol: This was the standard officer’s sidearm of the Li-Halan army since before the beginning of the emperor wars. It’s not the greatest gun but it has moderate stopping power and its long barrel makes it fairly accurate. Unlike most Autofeeds the Torai features a removable magazine allowing it to be quickly reloaded. After so many generations of use magazine’s for this gun are cheap and easy to find.

Imman Vorton: The Vorton was originally consigned by House Al-Malik late in the Emperor wars but after the end of the fighting hundreds of these pistols have flooded arms merchants throughout the known worlds. The Vorton is well-crafted and features a removable magazine and a multi-part upper receiver designed to keep sand out of its firing breech.

Krosler Dunehound: Named after the feral dogs of central Bannockburn, the Dunehound was one of Krosler Arms family’s only successful designs. During the Emperor Wars these pistols were so popular with the Muster Guild that they were thought of for a time as unofficial Muster sidearm. With the taxation on ammunition after the war the Krosler has faded in popularity but many Muster still use them out of sentimentality.

Masseri Mercenary: This medium autofeed pistol is an elite killing tool. Originally made for discriminating Muster special forces this pistol has found a following among most shooters who demand exceptional reliability and power. The gun is manufactured with a removable magazine and the Masseri craft additional magazines for sale on most worlds.

Tensen Blitzer: This large auto feed isn’t well regarded for its design but still popular with poorer guildsmen because of its huge caliber and cheap price. It also features a removable magazine, an unusual feature in less expensive autofeeds.

Dreskel Vrongar: The Vrongar was touted as a hunting pistol for expeditions to Ungavorrox. It never quite lived up to that boast and left the bones of a lot of cocky hunters in excrement piles on the Vorrox homeworld. However it is a decent sidearm. It fires a big bore .44 round with a loud report and kicks like a mule. The weapon’s signature chrome finish makes it look even more dazzling giving a +1 to intimidation checks. The original design does not feature a removable magazine, bullets are loaded through the breech into its internal magazine.

Sumpter Earthquake: This large autofeed pistol while often maligned for its quality packs a deadly punch of firepower. It fires a large .47 round, accurate across long distances, which makes it popular on Al-Malik worlds. This gun is big and loud, whoever isn’t dead when you stop firing is seriously reconsidering why they didn’t like you in the first place. The original design does not feature a removable magazine, bullets are loaded through the breech into its internal magazine. The Earthquake like its cousin the Ulik has a modified version called The Longsword the features a removable stock that increases both its bulk and accuracy by 1 each. The Longsword typically sells for about 30 Firebirds more than the regular Earthquake.

Krosler Sampson: The Sampson is the largest bore autofeed in production in the known worlds with its unique .47 Super round. The highly charged rounds make a spectacular amount of noise when shot and can be quite intimidating to those the gun is pointed at. Beyond its hype the Sampson is a remarkably well-crafted weapon, possibly Krosler’s best, it’s just not as popular as other large autofeeds.

Rip-Roarer: This is the afore-mentioned fully automatic Mitchau Ripper. It is a clumsy unreliable weapon that is highly concealable and packs deadly firepower, a staple of cheap assassination attempts and Magic Lantern Show villains. It features a heavier frame and a removable extended magazine. 

Herstal Project 4998: Project 4998 was meant to be Herstal’s monumental debut, but the ill-fated 4998 had the misfortune of being finished just as the Emperor wars were winding down. Project 4998 is an ultra-compact design with an internal magazine that lays flat across the top of the weapon to reduce its profile even further. Despite its clever design the demand for Project 4998 isn’t high but that only serves to bring down the price.

Lank Stinger: This small submachinegun was design for boarding actions in the void. Its small caliber rounds and compact size make it ideal for dealing with lightly armored foes or to wear down energy shields. Its high accuracy over short range make it popular with a number of users.

Masseri Crusader: This submachinegun is ingeniously built into the under frame of a buckler, intended to be used to lay down fire while charging opponents. The Shield itself offers +1 Defensive Bonus and is DR 8 with 20HP. Its design doesn’t allow for a removable magazine, bullets are loaded through the breech into its internal magazine.

K&M SM7: Made by Karr and Meizner, the SM7 is one of the most engineered slug guns in existence. The SM7 features a unique gas compensation system that reduces recoil and increases fire control. The SM7 have found popularity among knights and cavalrymen that need a powerful easy to handle slug gun. The unique design makes it difficult to modify he gun, giving a -1 to Armory skill attempts to modify the weapon. The original design does not feature a removable magazine, bullets are loaded through the breech into its internal magazine.

Martech Cobra vz81: Originally licensed exclusively for the Engineer Think Machine warriors this submachinegun has now made it into resale markets and is very popular on the black market. The Cobra is well designed and reliable with switchable select fire and a folding stock and is popular with knights and guilders that want stopping power and a high rate of fire.

Janhisak Muffler Gun: This Submachinegun is a revolutionary design for close-quarters fighting. Its compact frame makes it easy to maneuver in a fight and its massive drum magazine earns it its nick name “Bullet Hose”. While the Muffler Gun was indispensable for wartime breech teams and Marauders in a post-war munitions market few can afford to keep a muffler gun loaded, much less fire it.

Janhisak Corsair: This heavy submachine gun is little more than a cut-down assault rifle and even chambers rifle rounds rather than pistol ammunition. It was designed for tactical teams that needed compact maneuverable killing power with flawless reliability. It comes stock with a recoil compensator reflected in its statistics and is one of a few firearms that fires either single-fire or automatic with a flip of a switch. Some worlds count this weapon as an Assault Weapon giving it an LC 2.

Sutek Blunderbuss: This primitive shotgun was designed for ruthless crowd control after the fall but its design has been replicated on a variety of worlds where more flying shrapnel is the ideal. It is a heavy quad-barrel black-powder shotgun fired with 4 flintlock hammers. If the shooter should fail its malfunction check but not critically fail the shot, check each of the other three barrels for malfunction. Otherwise the shots still go off. The reload time for 40 seconds is per barrel, the blunderbuss can be fired with one or more of the barrels unloaded if need-be. Each chamber fires two-charges of shot. The blunderbuss loads small bits of soft shrapnel, usually just ground lead or tiny ball bearings. Its open lock firing chamber is vulnerable to moisture possibly going inert if rained on or splashed with water.

Birding Blunderbuss: This is an ultra-common black powder shotgun employed by thousands of game hunters on any given world. It packs a whollup but puts out less shot than a more modern shotgun. However game-bird hunters can rarely afford more. The blunderbuss loads small bits of soft shrapnel, usually just ground lead or tiny ball bearings. It’s barrel fires two charges of shot. It’s open lock firing chamber is vulnerable to moisture possibly going inert if rained on or splashed with water.

Lank Huntsman: This double-barrel shotgun was designed for casual sportsmen that don’t need a huge weapon to pursue game. It has also found popularity for home defense. Its break-breech loads shot shells or slugs.

Dreskel Boomer: This monstrous double-barrel shotgun was designed for hunting game, blowing out a huge field of large shot. However, it’s prodigious explosive firepower has made it popular with a number of other users. Its break-breech loads shot shells or slugs.

Skraver Alleygun: This is a greatly sawed-down version of the Boomer, its barrel sawed off at 9 inches and it’s stalk cut down to a pistol-styled grip. The Alleygun is hard to manage because of its short barrel and large blast and it’s quite loud, +2 on listening checks to hear. These guns have a high legality class to discourage them from being used in criminal enterprise.

Dreskel Krakov: Named after the Decados Captain that originally commissioned the legendary weapon. The Krakov is a fully automatic shotgun. When firing shot it produces a massive scatter of flying lead that tears crowds of unarmored men apart. The weapon is fed through it’s signature drum magazine and requires jacketed shotgun shells that many manufacturers charge more for.

Xien Short Barrel: Designed by Xien-Ignacio Weaponsmiths the Xien Short Barreled shotgun is popular for boarding teams because it packs a lot of stopping power into its compact size but is unlikely to breach a ship’s hull. The large bore shotgun feeds from an internal magazine with a lever-action trigger guard. The Xien as manufactured has no removable magazine, shells are loaded through the shotgun’s stock into its internal magazine.

Model Hazat Riotgun: The MHR-01 represents House Hazat’s most advanced weaponsmithing. The automatic shotgun is designed to suppress charging hordes of rioting peasants with hails of shot. The Riotgun is well designed and easy to handle. Its removable 20-round drum magazine provides enough ammunition to lay down several seconds of sustained fire. The riot gun also features a folding stock for ease of use in tight quarters.

Field Musket: This simple black powder flintlock rifle is typical of what freemen hunters use to kill game on any world. Many more well-equipped militias also employ them. Its open lock firing chamber is vulnerable to moisture possibly going inert if rained on or splashed with water.

Cadavus Rifle: Originally made on Cadavus, this style of black powder rifle features a rifled barrel for greater accuracy and distance, making it a superior low-tech hunting weapon. This hunting powder-arms are a favorite of guerilla fighters. Its open lock firing chamber is vulnerable to moisture possibly going inert if rained on or splashed with water.

Li Halan Military Rifle: These cheap mass-produced single shot rifles were the bane of many who faced Li-Halan armies. Their simple construction allowed the Li-hallen to field hundreds of riflemen with accurate deadly shots and quick reload times. Later in the war other noble houses produced weapons that were essentially identical. The Li Halan Military rifle loads through its break-breech and is exceptionally easy to maintain, giving a +1 to Armory rolls.

Imperial Service Rifle: This is the current design of the weapon all Imperial soldiers are issued. It’s a simple bolt-action rifle with a non-removable internal magazine. It is neither the best or worst rifle made. In previous decades rifles identical to this were in the hands of elite rifle teams of any noble house in the Known Worlds and thousands of those rifles survive into peacetime.

Hawkwood “Old Henry” Rifle: Old Henry is the modern Hawkwood service rifle designed off of aIt saw significant use in the Emperor Wars but was never produced in the numbers that the New Imperial rifle has been, still there are many of these guns for sale. The nickname “Old Henry” comes from a mistaken resemblance to the very old Henry and Henry rifle that long ago served the Hawkwood military. The Old Henry is a simple Bolt Action with a non-removable internal magazine. It loads bullets through its breech.

Dragonfly 7: The Dragonfly is a simple lever action rifle that loads from the bottom of it’s under barrel cylindrical magazine. It was originally designed for use for the Li-Halan as an early service rifle but as the war raged on and resources grew tight the military decided commoner riflemen shouldn’t have a 5 round magazine to waste. Since that time weaponsmiths that were allowed to build the rifle to continue to produced and sold on the open market. While Dragonfly 7 isn’t amazingly accurate and kicks like a mule it does have a very simple design that offers +1 to Armory rolls to maintain it.

Al-Malik Service Rifle: These large caliber rifles long rifles have done well to defend Al-malik cities from invasion during the Emperor Wars. So much so that they are still in service for their royal guard. The design is a very practical bolt-action receiver with an internal magazine and a long well-crafted barrel for exceptional power over long ranges.

Van Gelder Huntsman: This long-barrel heavy bolt-action rifle is a favorite of big game hunters. Accurate over a kilometer away, it also wins praise from snipers. There are many imitators but The Huntsman’s forward grip has a signature deep notch to help in bracing the heavy gun for aimed shots. The huntsman has no removable magazine and bullets must be loaded into its breech individually.

Radir Longshot: The Radir is one of a very few rifles originally designed for service as a sniper weapon for the Decados Military. The Radir is a bolt action rifle with an internal magazine. Because of its design the Longshot breaks down into small sections easily with a single assembly tool, into a case about 2 ½ feet long.

Imperial Carbine: This is the semi-automatic version of the Imperial Service Rifle. It features a heavier assembly and a removable fifteen shot clip. In any rifle team, one man will be equipped with a carbine to provide the firepower to prevent their position from being overrun. Similar weapons are employed by the Muster and church troops.

Dreskel Chieftain Carbine. This is a compact assault gun. The rifle is not very reliable, is less accurate and has a smaller magazine but it isn’t meant to fire very much before the soldier draws a blade. These guns don’t have a great reputation but they’re inexpensive and they have a good rate of fire and a lot of punch for their price. The Chieftain also features a folding stock weapon modification, allowing it to be used more easily in tight-quarters.

Hiram Glory: The Glory was designed for the Decados to be a sniper rifle earlier in the Emperor Wars. The glory isn’t accurate by sniper rifle standards and it’s one of the loudest rifles made but it is semi-automatic. The original design does not feature a removable magazine, bullets are loaded through the breech into its internal magazine.

Decados Scythe battle Rifle: The Scythe is the modern Decados Rifleman’s rifle. It is an accurate reliable semi-automatic rifle that features a removable magazine. Its breech and barrel are designed to be able to clean and users suffer no penalties to maintenance due to wet or messy environments. These rifles are produced exclusively for the Decados Military but their popularity puts many of them on the black market.

Al-Malik Tovar Rifle: The Tovar is as much legend as weapon. The gun is well-made but as a machine it is nothing remarkable. However Al-Malik tacticians used it to great effect during the war causing its unique profile and distinctive clanking firing sound to intimidate the enemy. Additionally the gun has often been featured in Magic Lantern shows as the rifle of the badass character. Because of its legend carrying one gives a +1 to combat-based reaction rolls. It is otherwise a loud squad automatic weapon with a removable magazine.

Blue Lion M3: Originally designed for a more prosperous House Hawkwood, the Blue lion is an excellently designed battle rifle. It was the precursor to the modern Imperial rifle. The Blue Lion is a slow-cycling Automatic rifle with a removable magazine and good accuracy. 

Hazat Model 68: Developed late in the Emperor Wars, the Model 68 Hazat Battle Rifle is a remarkable weapon. It is a Fully Automatic large-bore rifle with a removable clip and exceptional accuracy and reliability. Its long range makes it popular with front line troops and its huge bore makes it ideal for fighting heavy armored soldiers. With the war over the Hazat still produce these weapons for their battle against the Kurgan and these weapons find themselves commonly on the open market across the known worlds.

Van Gelder Thracker: This is a high performance military rifle favored by Muster and House special forces troops. It is a highly accurate automatic rifle with a large removable clip and select fire capability, making it one of a few firearms that fires either single-fire or automatic with a flip of a switch.

Hyram Splendor: This is Hyram’s fully-automatic version of the Glory produced commercially. It was designed to be an elite military weapon with select fire and removable magazine but the Hyram is unpopular because of its tendency to jam. It’s popular with nobles looking to outfit their soldiers with inexpensive automatic arms.

Muster Rover: The Rover was designed to be best-in-class of Automatic Rifles. It is a low caliber, slow cycle automatic rifle. The weapon is machined with strict tolerances designed for prolonged field use without repairs. It features select-fire switch and removable magazine. Its stock is modeled to hold an armory kit designed specifically to maintain the rifle.

Masseri Stomper: This is a big-bore squad automatic gun is a favorite of Hazat offensive troops on Kurga. It is made to punch holes through armorplast and crush energy shields under its hail of booming fire. These guns are not cheap to shoot, limiting it to all but the most affluent or desperate military units. The Stomper also features a folding bipod on its fore-grip, allowing it to be braced easily on any flat surface.

Cancanagh Dart Pistol: Manufactured by the Harthoorn Weaponsmith family on Ravenna and a number of licencees. The cancanagh is the only widely produced dart gun in the known worlds. It is a barrel loaded pistol that fires 10mm hypodermic darts with pump-air piston. If the dart does any damage to the subject the drug inside is injected. The Cancanagh is rare enough that ammunition for it is not normally stocked. Most armorers can construct syringe darts to order for about 5FB ea. Some creative weaponsmiths have taken advantage of the dart gun’s low velocity to make specialized darts.
Hailstorm Splinter Gun: the Hailstorm was adapted from 2nd republic construction technology, using a magnetic piston to propel tempered steel nails at high velocity using the Guns: Needler skill. 5mm nails are loaded into the top of the gun in a slender removable magazine. The gun found popularity because of its very quiet action compared to gauss weaponry. However the Bourriau Weaponsmith guild that originally held the patent of the gun were wiped out near the end of the Emperor Wars at at this time there are no producers of this pistol.
Reznor Nail Gun: Manufactured the Supreme Order of Engineers on Leagueheim, the Reznor is a semi-automatic gauss pistol, firing 5mm nails from an internal magazine, loaded from the pistol’s breech, using the Guns: Needler skill . The Reznor is powered by a C-cell that will fire approximately 100 shots on a full charge. The Reznor Nail gun is not as quiet as one would expect a needler to be. Even when not shooting the gun crackles with electrical power.

M1 Gauss Pistol: These sleek antique shooters were popular in the second republic among criminals and assassins because of their ability to puncture synth easily and their high rate of fire. The weapons fell out of favor when energy shields came into style, filling hidden stockpiles. After the fall their durable construction kept them viable through the centuries only to be dug up and rebuilt ages later. These guns are still rare and difficult to find but they do turn up from time to time. The gun employs the same technology as a rail gun on a tiny scale. It fires a dense ferrous projectile along a super magnetic coil punching into whatever it hits with great force. The pistols’ Gauss Staple Blocks are built with an integral B cell that provides the charge to fire the shots. It also features a holographic targeting system, reflected in the statline of the weapon. The Gauss pistol is often referred to as a “cracker gun” because of the sharp rapid-fire pops of its needles breaking the sound barrier.

Cupid Longarm: The Harthoorn Cupid Longarm is an air-powered hunting rifle that utilizes a volt-powered air diagram in the rifle’s stock to generate an abrupt and powerful burst of air to accelerate a 5mm Nail down its long barrel and at the hunter’s intended prey using the Guns: Needler skill. The design is exceedingly simple and with virtually no moving parts it is highly reliable. The Cupid is a single shot needle rifle loading nails down its barrel. The gun is almost as quiet as a silenced slug gun, and contains very few metal parts and has almost no electrical signature when not being fired, making it hard to spot on scanners (-4 to High Tech: Scanners to detect). 
Splinter Rifle: These long slender armorplast bodied rifles propel elongated metal flechettes at near subsonic speeds with a gas compressed spring piston using the Guns: Needler skill. The gun is almost as quiet as a silenced slug gun, and contains very few metal parts and has almost no electrical signature when not being fired, making it hard to spot on scanners (-4 to High Tech: Scanners to detect). Ostensibly used for hunting small game, the rifles are popular with assassins because of their quiet operation and because it’s very easy to poison the rounds. The cylindrical magazines and tempered firing needles are very difficult to manufacture because of their strict tolerances. Any failure in the Armory skill to repack a magazine or craft the needle ammunition will automatically result in a malfunction check when the ammunition is fired.

Reznor IX Nail Carbine: The Reznor IX is a larger version of the Nail gun with higher velocity range and ammo capacity. Its larger case allows for better insulation of its accelerator coil and almost negates the loud crackle the gun makes while charged. The accelerator coils do still however make about as much noise as a silenced rifle when fired.
Janhisak Squall: The Squall is typical of a man-portable machinegun. It feeds belted ammunition from a large drum on its side. It is designed to provide portable suppressive fire to exert control on the battlefield. The Squall has a folding bipod mounted to its barrel, allowing it to be braced easily on any flat surface.

Sumpter Automatic Gun: The Sumpter Model 10 Machine Gun is typical of heavy machine guns, designed to attack unarmored vehicles or heavily armored troops. It feeds belted ammunition from a large drum on its side. The Sumpter Automatic gun comes stock with an axial mount for stable mounting in vehicles or fortifications.

Decados MG53: The MG53 is the Decados multi-purpose machinegun found mounted to most of its military vehicles. It feeds belted ammunition from a large drum on its side. The MG53 has a reputation for being a finicky battle weapon and has longstanding history of mechanical problems. It has a -1 to Armory skill rolls to perform maintenance or repairs.

Janhisak Model 20: Early on in the Emperor Wars the Janisak Weaponsmith family built their first heavy machinegun after 19 failed efforts. It has served various militaries for over 80 years. In retrospect the Model 20 could have been better designed. It‘s automatic action is prone to jamming and it‘s very heavy compared to its peers but it remains in service throughout the known worlds. The Janisak Model 20 comes stock with an axial mount for stable mounting in vehicles or fortifications.

Furystorm Chaingun: Manufactured by the Muster Guild the Furystorm is the most recognizable machinegun in the known worlds and it has the highest rate of fire of any slug gun currently produced. Its distinctive three-barrel Gatling frame is powered by a C-cell mounted in its ammunition drum. The Furystorm’s many moving parts and tight tolerances make it difficult to keep firing. It is prone to breakdowns and is -1 to Armory rolls to maintain, repair or upgrade. The Furystorm comes stock with an axial mount for stable mounting in vehicles or fortifications.

Deck Gun: This is an example of the common deck gun or carriage gun. It is a small-frame 3lb cannon designed to launch a gullet of shot much like a blunderbuss on a more grand scale. It is packed using 100 shots of ball & Shot and fired with a match-lock ignition chamber. Its open lock firing chamber is vulnerable to moisture possibly going inert if rained on or splashed with water. The deck gun fires from a Ball & Socket swivel mount, usually nailed to a ship’s deck or a wagon for +2 to the Gunner: Cannon skill.

Borer Cannon: Multiple Weaponsmith families worked towards an anti-armor solution that was man portable, most with almost identical solutions. Borer Cannons are single-shot breech-fed high caliber armor-pearcing recoiless rifles. They are fired from the shoulder through an iron sight and steadies by a barrel mounted bipod. The most popular models are the Deamasine Terrakin Borer Rifle and the Bosark Cannoneer.

Sumpter Field Cannon: This popular heavy field cannon originally made by the Sumpter family became the benchmark for armed service cannons during the emperor wars. It is a heavy breech-loading artillery shell cannon mounted to its own wheeled carriage intended to be towed by horse or behind an autowagon. Its long range and ease of indirect fire allow it to land artillery with devastating accuracy. Damage shown is for High Explosive rounds, the cannon can also fire marking rounds or chemical shells. The Field gun has a fixed x4 scope mounted along its barrel, not useful for indirect fire. The cannon’s frame mounts a sturdy ½ steel shield large enough to provide cover for two crouching men, it has a cover DR of 30.

Janhisak Autocannon: The type 3 Autocannon was originally contracted by the Li-halan for a versatile anti-armor weapon but the Li-Halan fell short on their purchase agreement and the popular automatic borer cannon went into open production in the middle of the war. The Janhisak Autocannon is fully-automatic recoilless rifle fed from an internal magazine on the side of the cannon and loaded through its breach like a giant assault rifle. The Janisak Autocannon comes stock with an axial mount for stable mounting in vehicles or fortifications.

Grenade Launcher: Resembling a large blunderbuss with wooden stalk and wide 40mm barreled rifle, the grenade launcher is a simplistic electromagnetic launcher designed to fire grenades in a long arcing trajectory using the Guns: Grenade Launcher skill. Popular models include the Masseri Devestator and the Hawkwood Lion’s Roar. The launching chamber is charged by a power cell inside of the grenade as it is loaded and as it is fired makes a soft booming noise from the rapid displacement of air, earning it‘s nickname, the “bloop gun“. Grenade Launchers can be mounted under the barrels of most rifles for a modest weaponsmithing charge allowing the user to switch between weapons without effort.

Dreskel Bombardier:  Unlike most grenade launchers the Bombardier has a large revolver-like ammunition cylinder that holds 7 grenades for sustained bombardment. The Dreskel Bombardier is heavy and because of its revolving chamber sometimes the mag rails misfire but just having the option to fire grenade after grenade without reloading makes it very attractive to heavy weapon specialists.

Higman Rocket: This is a simple design R.L. Higman developed for the Li-Halans during the early Emperor Wars that has been reproduced often. It is a shoulder-fired disposable rocket made of wood and iron. It is fired with a match ignition trigger. It uses a black powder engine to propel and ignite a fragmentation casing packed with modern gunpowder. The Rocket is aerodynamic but unguided, meaning its -4 to hit with a maximum effective skill of 9 and always rolls hit location randomly if it hits. The rocket takes two full seconds to fire its full distance, reaching 86 yards after the first second and the full 270 after that. The Higman is water resistant but being dropped in water or stored in wet conditions could reduce its malfunction number or just ruin the missile. When fired this rocket does 1d of backburst damage.

Corkscrew Rocket: The corkscrew is a simple rocket design employed by many peasant armies. It is a black-powder propelled fragmentation casing packed with modern gunpowder primed to detonate on impact. The Corkscrew is fired with a lit fuse, requiring a ready action the turn before it launches. The rocket is designed to fire out of a simple pipe guide that is either braced or mounted with simple weapon sights. The rocket’s rotation stabilizes its flight but it is unguided, meaning it fires with a maximum effective skill of 9 and always rolls hit location randomly if it hits. Corkscrew Rockets can be made nearly waterproof, but should probably be kept dry all the same. The cost for the Corkscrew includes its launching pipe, additional rockets can be purchased for 15 FB and weigh about 8lbs each. When fired this rocket does 1d+2 of backburst damage.

Dreskel Bazooka: Named after the historic anti-tank weapon the Dreskel Bazooka is a reloadable man-portable rocketeer designed to attack light armored vehicles and dug-in infantry. It is comprised of a heavy launch tube, an ignition trigger powered by a B-cell and a DR 15 steel shield to protect the firer’s head as they aim. Rockets are reloaded through the barel and their ignition fuse must be fixed before firing. Once fired the Dreske’s rocket travels at 200 yards per second towards its target. When fired this rocket does 2d of back burst damage.

Model Hazat R-25:  The MHR-25 is a man-portable shoulder-fired reloadable anti-tank missile. The launcher very low tech with the exception of its firing mechanism. The real advanced tech is in its compact heat-seeking armor piercing missile. The Missile Launcher is powered for 20 shots by a B-cell. To fire the artillerist must first bring the warhead online using the launcher’s battery. This takes a ready maneuver and an additional second until the launcher show’s its green “ready” light. Next the artillerist must lock onto a target with a heat source higher than ambient temperature by making an artillery (Guided Missile) roll, this roll has all the same penalties or bonuses of a ranged attack, this is another Ready Maneuver, not an attack. Lastly the artillerist fires the missile with an attack action. Once fired the missile travels 330 yards per second towards the target. When fired this rocked does 3d back burst damage. 
Gobo Rocket Pistol: The Gobo Weaponsmiths are better known for their eccentric failures than their successes. Their one exceptional success is the Gobbo Jet Pistol. The Gobo is a two-shot revolver that electrically launches micro-rockets armed with a blast-pellet warhead designed to cause chaos and fires in it’s wake. Micro-rockets are loaded into the gun’s cylinder exactly as you would with a revolver. Despite its compact destructive capability this weapon is an unpopular military weapon because of the expense of its rare ammunition.
Nightstorm Rocketeer: Originally produced by the Nitobi arms family this man-portable missile launcher has become the mainstay of Muster heavy infantry. The launcher fires 30mm smart rockets that lock onto the target aimed at the time of firing, delivering a small shaped-charge explosive. The Launcher holds 10 rockets in its internal magazine. When fired the launcher does 1d-1 back burst damage.

Hydra Web Missile Launcher: The Hydra is a high-tech battlefield solution, able to launch high-angle missile attacks with nearly perfect accuracy, seeking out air or ground targets with equal ease. The Hydra is a huge computerized platform with 4 launch tubes aimed straight upwards. Missiles are loaded down its tubes and linked to launch sequencers using the Artillery (Guided Missile) skill. The Hydra receives launch co-ordinates from a targeter either connected to the platform by cable or transmitting to it via high frequency burst communication, it verifies its target data and it launches a missile over 3 seconds using a complexity 4 think machine dedicated to target tracking. If the targeter loses its lock at any time during that 3 seconds the launch aborts. Once launched the Web missile fires into a high arc that will bring it down into its target, delivering it’s payload from a high-angle approach intended to punch through the weakest armor. It can be dodged but it will direct the payload of the missile to the exact location the targeter is indicating. The Web Missile travels 220 hexes per second. The targeter may lose aim on the target while the missile is in flight so long as there have the target in their sights when the missile arrives. If the Hydra Launcher is destroyed or disabled at any point in the missile’s flight it will disarm and fall to earth. The cost of the Hydra includes a cable-linked infrared laser targeter: Malf Ver; Dam None; Acc 7; Range 1200; Wt 4lbs; Blk 4; Rcl -1; locks 50 targets on a B cell. Any TL 9+ vehicle with a targeting computer and a radio can be made to transmit targeting data to a Hydra if the user has the unit’s launch codes.

Lasers: Laser weapons fire a beam of coherent light from a charging chamber amplified by a series of lenses and filters. Most lasers have some basic limitations. Laser weapons are obstructed by fog rain or smoke. Treat any visibility penalty from these issues as additional DR for the target. Laser beams have no density and cannot penetrate water, the beam simply diffracts and sizzles out on contact with the surface. Laser beams also cannot use overpenetration, they must do enough damage to completely exhaust hit points before powering through cover.

Martek Cricket Pistol: The cricket is a palm-sized red frequency single-shot laser meant to be easily concealed in a pocket or glove, named so because of the chirping sound it makes while firing. The Cricket is stripped down to the essentials of a laser weapon, power cel, capacitor and lens, however the many incarnations of the cricket are lovely to behold. Because of the tiny power cel the cricket uses it is almost undetectable when not charged to fire. Scanning equipment looking for the power source of energy weapons has a -4 to spot the Cricket until it’s charged to fire. Rumoredly master weaponsmiths have crafted the cricket’s components to resemble a bulky ring for spies in the past.

Red Dot Pistol: The Red Dot was a popular toy back in the Second Republic. The very safe pistol was designed to better specifications than many military laser weapons of the day and because of its impeccable standards of construction so many of them survived to this day. After the fall tens of thousands of crates of the toy guns gradually surfaced across the known worlds and it was only a matter of time before people figured out how to intensify the strength of the beam and the focus of the lenses to weaponize them into a red frequency laser.

Martek Gold Pistol: The Gold is one of the finest laser pistols in the known worlds, known and beloved by proud nobles and vain guildsmen. It fires an orange-yellow frequency laser that has a distinctive and beautiful-looking gold beam. Each pistol is custom crafted with unique styling and decoration. One of the unusual features of the Gold is that its lens arrangement can be tuned to fire in a lower energy spectrum reducing damage but increasing number of shots.

Albemic Vrasht Pistol: Named after the deadly assassin bug of Severus the Vrasht is one of a handful of laser machine pistols, spitting out rapid volleys of red frequency beam-fire with its unique design 8 independently charging firing chambers. The Vrasht is a beastly gun by beam-weapon standards, looking surprisingly blocky and heavy for a laser and it generates a great deal of heat when fired, leaving it’s outer casing hot enough to burn skin for several seconds.

Banner Cabal X: The X not a true laser but an x frequency particle accelerator pistol that takes advantage of extremely low frequency light waves to penetrate dense material more easily. The Banner Cabal X is an unattractive weapon, bulky and undecorated but it is as deadly in a fight as a blaster. The X’s beam is not visible except to technology that can perceive Xrays. It is rumored the Banner Cabal has built a rifle-scale X-ray accelerator.

Martech Indigo Rifle: The Indigo rifle was originally designed by the Engineers to deal with hostile alien uprisings on Maddoc. It is a Blue-green frequency rifle and is not impaired firing in the rain or underwater. As long as it’s outer casing is undamaged and all of its seals are kept in good order it is effectively waterproof as well.

Martech Safari: The Safari is a less-popular hunting version of the Martech Indigo. It features a higher powered capacitor and a staggered lens array for a more powerful long range beam at a cost of shots. The Safari looks identical to the indigo except its extended barrel and of course it’s distinctive silver nameplate.

Obun Bital Rifle: The Bital is the traditional longarm of an Obun Ranger. While their order has long served the Obun people the Bital was invented only during the early Emperor wars to replace a more folkish laser rifle. The design of the Bital is long and stylish, not the most tactically efficient weapon but the pleasing aesthetics of these rifles are remarkable. The Bital fires a low-energy infra-red beam that is virtually invisible save where water vapor spreads the spectrum of the shot. Those trying to locate a firer of the Bital must make a perception -4 roll to spot it’s beam. The Obun Bital can also operate at a very low energy level effectively providing a built-in laser sight. Any other Laser could be modified the same way for about 12 FB within a few hours. 

Martek Red Disrupter Rifle: The Martek Red is not a true laser but a Disruptor, a microwave laser. Metal armors offer double normal DR against microwave lasers, armors that incorporate metal have +2 to DR any damage that penetrates DR does 1.5 normal damage as cooking flesh ruptures and explodes. Inanimate objects take ½ damage from Microwave Lasers except electronics which take the same amount as a human. Otherwise it follows the same rules applicable to lasers.

Varsten Blacklight: The Varsten Blacklight is a violet frequency laser and is not impaired or stopped by any interference, even penetrating thin, non-reflective barriers. The Blacklight was designed as a next-generation energy weapon and its interface and systems are more similar to higher tech blasters than simple laser weapons. The Blacklight is generates such an intensely powerful beam that it is able to overpenetrate cover. The blacklight comes with a by-pass volt socket and patch cable so that it can be connected to most grid power outlets rather than drawing power from its power cell.

Banner Cabal Gaser Rifle: The Gaser is a Gamma Radium Laser Rifle, able to virtually ignore any interposing material as if it weren’t there. Not only will the Gaser pistol shoot through armor or vehicles but it will shoot through building walls or any structure short of a starship hull or other radiation resistant shielding. The Banner Cabal Gaser rifle is an unattractive weapon, bulky and undecorated but unbelievably powerful in a fight. The Gaser’s beam is not visible. There are rumors that the Banner Cabal has made a pistol sized Gaser weapon as well.

Blasters: Blasters fire a charge of superheated plasma in an electromagnetic web, using the Beam Weapons skill. Blasters are made very heavy do to the insulation of its charging and firing chambers but otherwise as compact as any other weapon. Unlike lasers Blasters are not inhibited by atmospheric conditions of smoke however stop cold just a few inches into water because of their low density of their blasts and the drop in temperature. Blasters superheat the point where they hit possibly bleeding through shields or catching flammable objects and are tight-beam burn attacks.

Plasma Dueling Pistol: These simple energy weapons were popular near to after the fall when people versed in plasma technology were still common and there was a sense of the dramatic among nobles. They were traditionally built in sets of two but often both of the pairs have not survived. They were made by too many weaponsmiths over the years to carry any designer’s name, all of them with unique beauty and flourish. The Plasma Dueling Pistol is a single-shot energy weapon where power-source capacitor, charging and firing chambers are all in-line. The simplicity of the weapon makes it exceedingly easy to build or maintain (+1 to armory rolls). Additionally its small power source is often overlooked by security scans detecting energy emissions. Scanning equipment looking for the power source of energy weapons has a -2 to spot the Plasma Dueling Pistol until it’s charged to fire.

Lank Erupter: Marketed as the first Plasma Machine Pistol, Lank has gone all-out on its first foray into plasma weapons. The Eruptor fires a dazzling barrage of automatic plasma fire and is capable of setting a village ablaze in seconds. It is however temperamental. Chambering plasma so quickly often causes the Eruptor to explode. Malfunction rolls of 14+ cause the Eruptor to explode, doing the gun’s damage as wide-area burn damage to the user.

SOE Albemic Crusader Pistol: The steadfast product of the Supreme Order of Engineers, the crusader is a prestigious sidearm of many nobles. It is a reliable high-capacity plasma pistol of compact design. While not the most attractive energy weapon its austere appearance has become a fashion of its own as a plasma weapon that means business.
Van Gelder Shooting Star Pistol: Consistent with what you’d expect from the Van Gelder family, the Shooting Star is a beast of a plasma gun, boasting a 1.2 MJ charging chamber with the biggest energy burst of any energy pistol. The Shooting Star has been featured in many magic lantern shows because of its intimidating size and melodic firing tenor, but more conservative users find its power excessive and favor more reliable weapons.
Nitobi Axe Gun: Originally produced by the Nitobi Corp during the Second Republic, the Axe Gun is a hybrid of long-range energy weapon and close-quarters chopping blade. Originally made for anti-insurgent warfare the ancient weapon has found a renewed production among the Li Halan and also disturbingly Voldrok raiders seem to be equipped with modern productions of this weapon. The Axe Gun is essentially a heavy fine-quality greataxe with a plasma rifle built into its handle. The axe does Cut Swing+4, reach 1,2, Parry 0U, ST 12, using the Two-Handed Axe/Mace skill. The marriage is not without its troubles, the fragile components of the plasma rifle are often jostled by blows of the axe, critical misses with the Axe head or parries of heavier weapons will additionally force a malfunction check of the blaster. 

Martek Defender Rifle: The Martek is typical of plasma rifles of the known worlds. It is light but bulky with range and firepower to spare, however Martek’s rifles are exceptionally reliable compared to other weaponsmiths. The Defender is a favorite with League Enforcers and Inquisitors alike. Seasoned high tech soldiers seek these rifles out and prize them like a child.

SOE Albemic Crucible Rifle: The Crucible is a much heavier design of the traditional blaster rifle and one of the fastest firing plasma weapons made. Its air-cooled web-inversion firing chamber makes the barrel look more like a cannon than a rifle. These rifles will tear apart unarmored vehicles and unfortified buildings, but the Crucible’s awesome power can make misfires disastrous.

Blaster Shotgun: The blaster shotgun fires a volley of tiny plasma bulbs over a spread, much like a shotgun, using the Beam Weapons: Projector skill. It damages just like a shotgun but has no ‘slug’ equivalent. In addition to bleeding through energy shields like any other energy weapon its broad impact area can force a threshold check if 3 or more bulbs hit. Even though every beam weapon can potentially set things on fire Blaster Shotguns are uniquely able to start fires. Each of the dozens of pellets in each shot will can potentially start a fire per the Making Things Burn section on B433, adding their damage together at closer ranges. Certainly the shots that miss the target will set things in the background on fire. There are a number of different manufacturers of Blaster Shotguns including the Lank Incinerator, the Masseri Cluster gun and the SOE Albemic Volcano.

Flameguns: Flameguns are stocky wide rifles with broad vented barrels featuring an igniter mounted under the tip of the barrel and a glass Ka Oil reservoir. Fameguns shoot a stream of ignited sticky Ka Oil, using the Liquid Projector Skill. It takes a read action to prime the flamegun and start the igniter before the flame gun can be fired. The damage from the Flamer can hit multiple targets by rolling to hit each and splitting the damage dice between them. If the targets aren’t in adjacent hexes each hex that separates them costs 1d of damage to span. Damage from a Flamegun is wide-area damage with sealed armor offering full DR but unsealed offering 1/5 DR. Any attack against a target also bathes the hex hit and any flammable material in it in fire. And target or hex hit by a flame gun continues to take 1d of burn damage for 2d+2 seconds or until extinguished. Flammable materials catch fire if their DR is exceeded by the flamegun’s damage. Flameguns are not precise, flammable materials behind the target are likely to be set on fire no matter how well the attack is rolled. Flameguns do not penetrate DR, they must fully overcome DR then exhaust the hit points of whatever cover is used before they can damage items behind, hence a sheet of plywood offers little protection from a rifle but will shield someone from a flamethrower for several minutes. Skilled flamegun handlers can arc or bounce fire to hit objects behind cover. Being shot by a flamegun is an entirely terrifying arrangement and requires the target make a fright check even if the attack misses. Flamegun Malfunctions are per the table in High Tech P 179.

Kalomite Flamegun: The Flamegun made by St Kalomite is the iconic Avesti flame gun. It’s built like a heavy shotgun but with a fitting underneath to attach jars of Ka Oil. The oil is both cooled and pumped to the spigot with a simple volt system powered by a C-cell. Most Kalomite Flameguns highly ornate, inlaid with brass Jumpgate Crosses and engraved with scripture. These are only for sale to the Avesti Order and gifted to the Inquisition but oddly they do end up on the black market often.
Kendra Dragon: The Dragon was originally produced for agricultural purposes on Midian but the design proved too easy to weaponize. The Modern Dragon is a short-barreled gun connected by hose to a fuel backpack. It ignites its pilot using a flint striker and uses and air pump to prime both the pilot light and the pressure of the spraying spigot. It fire’s simple alchemic formula that can be legally purchased in most Agoras for about a 2FB per shot.
Vengeful Smiting Rod: This weapon is sort of the evil opposite of a fire extinguisher. It is a wide 2 foot long tube with a vented shroud over its firing end and a slide trigger in the middle of its housing. Originally designed as a more compact less expensive answer to the flamegun the Rod is basically a one-shot flame gun. It uses all of the same rules as a Flamegun except that it requires no ready action to charge, then the Vengeful Smiting Rod is charged and ready to fire and its igniter fires automatically when the Rod is fired. Requires an Armory: Small Arms roll to reload.

K&M MR12: Affectionately referred to as “Mister 12”, the Karr Meizner Weaponsmith Guild Military Rifle 12 series is a reproduction of a second-republic caseless automatic rifle. The rifle is distinct in style with smooth curving lines and glossy armoplast exterior. The MR12 fires 5mm Caseless rounds, warhead and propellant fused into a solid ingot without case or firing mechanism. The gun ignites the caseless shots with a volt fuser in its firing chamber. This ammunition is exceedingly difficult to find, having to be crafted on demand to exacting standards. Some planets will simply not have weapon smiths able to produce them. The MR-12 and its kin are very complex rifles with exacting mechanical tolerances. Any Armory roll to maintain, repair or upgrade them is made at a -2.
Taffy Gun: This long-barrel gun and backpack combination was originally designed for crowd control during the second republic. It uses a compressed air charge to fire a chemical epoxy down the Taffy Gun’s air-cushioned barrel using the Guns (Tangler) skill. Once in air the taffy load begins to spread out into pancake-shaped projectile, striking the target and wrapping them in tendrils of sticky hardening epoxy. The damage done by the Taffy Gun is knock back damage only but it will activate shields if it does 5points of damage. Movement excites the epoxy mass and causes it to spread and harden. A target struck by the Taffy gun must make a contested ST roll against a ST 8 to maneuver, change facing or attack with a melee weapon as the hardening strands cling to them and hold them in place. If they are successful they can take action but at -1 to their skill, if they fail the taffy resists their movement. Each round the target resists the Taffy its ST attribute increases by one as the epoxy spreads and strengthens. After approximately 2 minutes the Taffy Gun epoxy dries out and hardens to a brittle state that can easily be broken out of but it’s still painfully unpleasant to remove from hair or tender skin. The Taffy gun does not have ammunition but feeds from 3 mixing tanks into the firing chamber and it‘s compressed air is hand-pumped into its air-tank. The chemicals used to fuel the Taffy gun can be produced with an Alchemy roll -1 at about 1 W per shot.

Varsten Screecher: These large rifles with bell-shaped apertures for barrels shoot focused high-frequency rasping squealing sound using the Beam Weapons: Sonic skill. They can be heard from great distances. They do not work in the void. Screechers literally tear flesh from bone. Any hit that does more than double the amount required to cripple a limb removes it completely. Any hit to the head requires a successful crippling roll for each ear. Failure means they are destroyed. If the target is wearing a completely sealed helmet there is only a chance of crippling if the damage exceeds the DR of the helmet. Within the ½ damage range any hit to hard armor loses 3 DR from the location hit in addition to wear effects. Any soft armor hit loses DR equal to the damage it blocks.

Dreskel Sabot gun: This bulky rifle is designed for operation deep in the outlaying wilderness where ammunition and support may not be practically available. The Sabot gun manufactures its own ammunition from loose bits of ferrous metal. Simply dump about a kilogram of iron or steel into the ammo chopper and the Sabot gun’s internal lasers smelt down the metals and carve them into flechette packs that it stores in its magazine. The packs are then able to be loaded into the gun’s charging chamber and accelerated by its firing coil in rapid fire, spitting out hails of metallic needles at the target, using the Guns (Needler) skill. The Dreskel Sabot Gun is powered by a D-cell that will carve, load and fire 20 rounds on a full charge.
Symbiot Rod gun: This is less a machine and more of a creature-weapon. The Rod gun was recovered on the battlefields of Stigmata and while forbidden by the church they have slowly found their way around the known worlds. The gun is similar to a long bodied crustacean with no method of mobility or senses of its own and no detectable capacity to inflict persons with Symbiosis Infection.  Its head forms the stalk of the rifle and its long barrel is a shelled muscular tract that is able to launch its solid excrement rods at high velocities. The gun is loaded by pressing the “mouth” of its stock against a metallic surface and allowing it to excrete acid onto the metallic object and rapidly tear it down with its gnashing teeth. The Rod gun will consume a pound of metal and convert it to an excrement rod in about 5 seconds and store it in its “magazine” to fire on command. Users must take care not to accidentally press the mouth against metal they don’t want digested. Symbiot Rod Guns, like all of their weaponry kin, are prone to occasional health problems that affect their function. A successful Xenobiology roll or Veterinary -6 will allow the owner to identify common health problems and “Repair” the gun. The inquisition has no patience for excuses of why this technology is valid and firing solid-rod excrement at anyone in an inquisitor’s retinue will fast-track you past any kind of trial process to your execution.

Albemic Neural gun: This small rifle fires an electromagnetic beam that stimulates the nervous system to feel excruciating pain using the Beam Weapons: Neural Weapons skill. Anyone hit by the gun must roll HT -3 +/- any will modifiers. High pain threshold gives a +3 to this roll, Low Pain Threshhold doubles all penalties on the roll. If successful the victim is -2 to ST, DX and IQ for 30 - will seconds because of the pain. If he was hit on a limb the limb is temporarily crippled for that time as well.  If the roll is failed the target is in such agony they can do nothing for this time. If they fail critically they are knocked unconscious for 20 - HT minutes. Any hard armor over DR 2 completely stops the effect, soft armor only offers its condolences.

Obun Pacification Gun: Pacification guns shoot an intense burst of low frequency noise using the Beam Weapons: Sonic skill. They are useless the Void as there is nothing to carry the sound.  Pacification guns require a HT-2 roll to avoid its effects, or HT +1 after ½ damage range. Any limb hit by the Pacification gun is temporarily crippled for 20 – HT minutes, a hit to the torso or head knocks the target out for that time. A victim cannot be made to recover faster through any means, their nervous system has to recover on its own. Armor or Force Shields don’t stop these guns but every full 5 DR or armor in the location hit gives a +1 to the HT roll. So a DR 14 Armorplast breastplate gives a +2 to the HT roll to resist stunning.

Eraser: The original designer of this weapon is unknown but one version or another of it has been around since the Second Republic. The Eraser fires a broad beam of telepathic noise meant to condition neurological activity in a loop. If the target is hit in the brain they must roll will-3 (No penalty after 1/5 damage range, or be dazed B.428. Dazed persons are unable to be made aware short of damage or physical jostling. They will remain dazed for a number of minutes equal to the margin of failure of their Will Roll. When they recover they will be mentally stunned and rill remember nothing that happened during the time they were dazed or for a number of minutes before or after equal to the margin of failure. The gun ignores armor but any device that hampers psychic activity gives the target a bonus to their will roll equal to the penalty a psychic would normally face. This weapon is very rare but espionage organizations do everything in their power to get their hands on them.

Firearm Accessories and Ammunition

Arrows & Bolts (TL 3) These are normal broadhead flighted shafts used in bows or crossbows. The forged piercing tips are designed to punch through armor, giving them an armor penetration of (2). Not designed for long-term use, each firing has a 1-in-6 chance of destroying the arrow (Assuming you can find it after its shot. Wt. Negligible, Cost 5W LC 4. Cheaper hunting arrows or quarrels are available but they have no special armor penetration and have a 2-in-6 chance of breaking when fired. Cost 1W and wt. negligible, LC 6. Explosive arrows can be occasionally found for sale. They do normal damage but they do 1d-2 Cr Ex follow up damage (This will trigger a threshold check on an energy shield). If the shot penetrates DR without doing blow through damage the explosive damage is internal. Explosive arrows are destroyed every time they are shot. Cost 1C, Wt Negligible. LC 2. A quarrel carrying up to 10 shafts Wt 1lb, Cost 5 W, LC 5.

Ball and Shot (TL 4) Black powder weapons use a slower burning powder than cartridge ammunition. It is cheap and relatively safe to make and since black powder weapons aren’t very useful in a shootout, its manufacture isn’t regulated. Ball shot can be made over a hot stove using the ammo press that’s usually provided with any Black Powder weapon sold. Black Powder shot creates a lot of smoke generally obscuring line-of sight between shooter and target for a round after they’re fired, depending on how many shots were fired (generally speaking  it creates a 1 hex cloud about two hexes from the firer to the target giving -2 to perception and targeting per charge fired off (Max -10). The cloud halves it‘s penalty every round until it dissipates). Finished shot charges with ball and powder are about a Wing for either rifle or pistol, blunderbusses use two charges per shot, LC 5.

Munitions: The price of a life. 

With the end of the Emperor Wars, as Alexius consolidated his control over the known worlds he found himself in a very explosive situation. Centuries of escalation saw more cartridge guns than soldiers by the war’s end. Most armies had lost control of their armory and those weapons were pouring into the wrong hands faster than anyone could do anything about it. It was one of the Emperor’s newest and most fond advisors Prince Hakim of the Al-Malik that pointed out that every man has his price. So Alexius commissioned an elaborate study to find the cost of life, based on the shooting accuracy of an average citizen how many shots it would take to kill a man at reasonable range, divided into the estimated cost of a loss of one life to the empire. The result rounded was 1 firebird. Capitalizing on his newfound surge of support Alexius pushed a Firebird tax through on all bullets made in the known worlds. The Nobles bristled under the unprecedented seizure of control but grudgingly accepted that the law benefited them all equally and served the interest of established rule. Enforcement was awkward and slow and to this day is clumsily enforced. Each merchant who manufactures munitions does so through an imperial license, awarded to him by the planetary governor that permits a set amount of bullets made annually. Prior to sale he transports his wares to the Imperial tax agent or in some remote areas by a Reeve bearing Imperial contract who verifies the legality of the munitions. These men hand stamp every bullet made in the known worlds and collect the taxes due, as well as catalog and lead enforcement of the tax laws. Violation of trade stamps on munitions are enforced by the Imperial Government as “tax evasion” but those found guilty always seem to be punished heavy-handedly. The Tax Bill was hastily constructed and needed many exceptions to pass muster in the ruling house, it has many loopholes and exceptions that are often exploited. For instance the letter of the law specifies a bullet as a Brass-cased munitions. So, pellet shot, shotgun shells that have cardboard cartridges, are exempt from Tax, as are black powder loads that are wrapped paper. Technically the law also has a rider that makes all munitions stamped with the imperial seal able to be confiscated by the Empire in times of need, but it is unlikely any attempt to do this would succeed.

Bullets (TL 6): Modern firearms are built to fire brass-cartridge ammunition of a caliber specific to the maker of their gun. Box of 20 Bullets for pistol or SMG, Wt 1lb, Cost 20 FB LC 5. Box of 20 Bullets for a rifle, Wt. 2lbs, Cost 40FB, LC 5. Bag of 10 Shotgun shells (slug), Wt. 2lbs, Cost 18 FB, LC 5. Bag of 10 Shotgun shells (Shot) Wt. 2lbs, Cost 5FB LC 5. Belt of 100 Bullets for a machinegun, Wt. 10lbs, Cost 250 FB LC 5. Bullets can be made with the Armory Skill and simple tools for ¼ of the cost. The tax duty on a rifle bullet is 1FB ea, pistol 1 CR ea. Shotgun shot is non-taxable because of an exception for hunting arms. All cased munitions are LC 5 for simplicity’s sake because checking the exact caliber of a bullet to determine its legal status would be too complicated for most militia members. Specialized rounds are available

Caseless Rounds

The recent reclamation of the ceaseless rifle is as much a technology of warfare as it is politics. The Tax on bullets is worded specifically "per pistol or rifle shell" and the caseless rifle does not shoot shells. There isn't even a casing to stamp the imperial tax stamp on. For the moment the Empire is flummoxed as to how to tax these bullets and they are currently an exemption. The limitation is that they are very unlike other bullets. They must be made with incredible precision, using high-tech processes that few outside of the Engineer's guild are capable of. The bullets are effectively a unique caliber, unable to be swapped between different makes of ceaseless rifles. Caseless rounds are more volatile than their brass cousins, set off by fires explosions or strong electrical charges. Producers of the rounds have a limited clientele and ceaseless bullets require much more set-up to produce, so its very rare that manufacturers of the ammunition will make less than 10,000 rounds per contract, however with no tax stamp required the manufacturers usually offer very generous bulk discounts.
Additionally, manufacturer's all have their own recipe for resin/gunpowder compound, resulting in some quirky effects. K&M Weaponsmiths Guild produces a ceaseless round with a ceramic core increasing all ranges by 20%. The Massari Weaponsmith Guild's caseless rounds are by default hardened core armor piercing rounds, other ammunition, even regular lead-projectile bullets can be purchased but at higher prices.The Criticorum Engineer's Guild's caseless bullets fire at sub-sonic speeds, losing one die of damage and reducing all ranges by 20% but making the gunfire little more than a muted popping noise that is completely silent when fired through a silencer. The Sutek Engineer's Guild's caseless bullets produce a prodigious amount of pink smoke, obscuring vision in the firer's hex and the hex directly in front of them. Full auto bursts with this ammunition fully block line of sight. The Malignitus Engineer's Guild caseless bullets have a muzzle flash that burns hot enough that is barely visible even at night. Delphi's Engineer's Guild caseless bullets are extremely loud when fired which makes them much easier to hear but also quite intimidating when you're being shot at.

-Explosive Rounds (TL 8)– A large caliber round that contains a high explosive shaped charge core that detonates under the extreme pressure of impact. Weapons using explosive rounds have their piercing class reduced by one stage so Pi++ becomes Pi+, Pi+ becomes Pi, Pi becomes Pi-. Pi-rounds lack the bulk to work as explosive rounds. Explosive rounds have a follow up of 1d+2 Cr Ex damage. Explosive rounds that do not penetrate DR will always cause energy shield threshold tests. Explosive rounds that penetrate armor do internal explosive damage. Triple cost, only for rifles or shotguns, LC 1.

-Needle Rounds (TL 8)– A large caliber round comprised a hardened  fletched steel spike encased in a break-away shell. When fired the spike launches at a high velocity, punching through hardened surfaces with ease. The light projectile increases the range of the round by 25%. Needle rounds have an armor divisor of (2), damage rolled is multiplied by 1.25 before any piercing or location modifiers are applied. Weapons using Needle rounds have their piercing class reduced by one stage so Pi++ becomes Pi+, Pi+ becomes Pi, Pi becomes Pi-. Pi-rounds lack the velocity to work as needle rounds, only usable as rifle ammunition. Triple Cost, only for rifles or shotguns, LC 2.

-Hardened Core Rounds (TL 6)-  Also known as Hardcores, these rounds feature a steel slug jacketed with soft metal to prevent the core from deflecting off of hard surfaces.  Hardened Core Rounds have an armor divisor of (2), Piercing class of the weapon is reduced one step, so Pi++ becomes Pi+, Pi+ becomes Pi, Pi Becomes Pi-. Pi- rounds and pistol and submachingun ammunition are not large enough to benefit from a Hardened Core. Triple Cost, LC 3.

-Hollow Points (TL 6)– A round with a hollowed tip designed to expand after penetrating the body to hit with and increased compression and explosive power. Guns firing Hollow Point ammunition have an armor divisor of (0.5), but the damage increases one piercing class so Pi- becomes Pi, Pi becomes Pi+, Pi+ becomes Pi++, larger rounds are so massive they don’t benefit from hollow point. Hollow Point rounds tend to jam more easily decreasing the malfunction number of the guns that shoot them by 1.. Double Cost, LC4.

-Shotgun Slugs (TL 5)- A rifled solid slug fired from a shotgun cartridge. 12GA slugs are Damage 4d Pi++, Acc+1, ½ Dam range 30, Max 400, RCL -1. 10 Guage rounds are Damage 5d+2 Pi++, Acc+1, ½ Dam 30, Max 400, RCL -1. Cost for either is 1FB 4 Wings, LC 5.

-Sunder Slugs (TL 7)– A cased bullet containing tiny bearings suspended in a gel. On impact the force of the round is transferred to the fluid projectiles in the case, spreading inside of the body. Sunder rounds are designed not to penetrate walls or doors and they have difficulty penetrating armor. They cannot over penetrate the human body. Sunder Slugs have a armor divisor of (0.5), but the damage increases one piercing class so Pi- becomes Pi, Pi becomes Pi+, Pi+ becomes Pi++, larger rounds are so massive they don’t benefit from being used as Sunder slugs. Triple cost, LC4.

-Slappers (TL 8)-  A round made of a heat activated resin that expands and flattens as it flies through the air, striking with tremendous non-lethal force. Weapon damage is Crushing, Slapper rounds have an armor divisor of (0.2) but double damage for the purposes of calculating knockback, all weapon ranges are divided by 8 and acc is reduced to 0.  1.5 Cost, only for rifles of Pi+ Piercing and larger and shotguns, LC5.

-Vorox Talon Rounds (TL 8)– A hollowpoint round with cup formed of spiraled armor piercing  incendiary filaments.  Once the round impacts the hardened steel shards explode into the body and cut paths through flesh and bone. Vorox Talon Rounds have an armor divisor of (2), damage rolled is multiplied by 1.5 before any Piercing or hit location modifiers are applied. The Piercing class of the round is reduced one step, Pi++ rounds become Pi+, Pi+ rounds become Pi, rounds with a piercing class of Pi or smaller are simply not large enough to use Vorox Talon Rounds. If that’s not enough Vorox Talon Rounds are also incendiary attacks (per B433). Multiply cost by 5, LC3.

-Blast Capsules (TL10)- a multi part cell round that super-heats on impact exploding in a burst of plasma that melts armor and cooks flesh. Blast Capsules will ignite any flammable surface they strike.  Blast capsules damage is 4d (2) Explosive burn damage and can bleed through energy shields. Only for shotguns or rifles with Pi+ or better piercing class. Cost 12 FB, LC2.

2” Bazooka Rockets (TL 7) These are made for the Dreskel Bazooka. They are simple chemical engines with shaped charge warheads. They are typically sold in a loading tube and are inert until the pin that secures them in their tube is pulled. Cost 14FB, Wt 3lbs, LC 1.

3” Panzer Missile (TL7) These are Hazat-made heat-seeking missiles for the MHR-25 Launcher. If they are launched without a successful lock they will fly towards their target with an attack roll of 10, if the artillerist managed to make a lock before firing they add the launcher’s accuracy to the attack. Guilded missiles attack without penalty for range or cover or any other penalty save those that would affect infra-red sensors. Other high-heat objects in the target area can reduce the to-hit roll of the missile by 1-10pts. Cost 200FB, Wt 20lbs, LC1.

5mm Nails (TL 8) These are precision forged steel nails designed for needle guns. They are simple and cheap to make and never go bad. Even though the guns that fire them are fairly uncommon just about every weaponsmith keeps a box around just for convenience. Cost 2FB for a box of 100, 2lbs, LC 4.

5mm Nails, splinter (TL 11) These nails are significantly more rare and difficult to make. They are a ferrous iron nano cartridge. Once they are impaled into a body they use the protein and sugar in the blood to fuel construction nanobots that cause the nail inside to splinter and grow outward in hundreds of tiny little branches. If the nail is not removed, the following turn after the target is shot and each subsequent turn they take half of the damage done by the nail’s initial hit as cutting damage. Cost 6FB per nail, LC2.

16MM Anti-tank shell (TL 6) These miniature artillery shells are little more than gigantic hardened core bullets designed to punch through light armored vehicles and tear apart defensive walls. These shells are highly restricted because most governments doesn’t see any defensive use for them. Cost 5 FB, Wt 2lbs, LC 1)

Gauss Staple Block (TL 10): The ammo brick of the Gauss Pistol. The Staple Block is a grouping of hardened ferrous needles resined together in a slender magazine frame inset with its own B cell. These tiny ammo bricks are simple to build but they require high tech machinery and the guns are so rare that the ammunition is difficult to find. Cost 88 FB, maybe half as much to re-load, Wt .5lbs, LC 4.

Gobbo .43 Micro Rockets (TL 8) These high tech rockets are only a little bigger than a wine cork but pack a wallop. Their liquid hydrogen motors ignite electronically and fly on a self-stabilizing trajectory to their target. The micro-rocket isn’t dense enough to harm what it hits but its micro warhead is a .43 oz blast pellet that erupts in a plasma explosion that can potentially bleed through shields. Cost 5 FB, Wt Negligible, LC 2.

Ka Oil (TL3) This highly combustive naturally occurring plant oil is the primary fuel of the fires of the inquisition and more specifically the Pilgrim’s flame gun. It’s storage and use is very low tech. Ka oil is normally kept in a one pint glass jar covered with a diaphragm of treated animal gut to seal the fuel in its jar. The fuel spigot of the flame gun has a sharp ridge so that when the jar is loaded up into the gun and screwed into place the seal is broken and the jar becomes a fuel reservoir. The jar is fragile and they are often just thrown as a method to spread fires simply. Ka Oil burns for a long time at relatively low tempetures it is difficult to wash off a surface once it has been splashed over it and fires fueled by it generally have to be suffocated out. Cost 3W, Wt 1lb

Nightstorm 30 MM Smart Rockets (TL 8): Fired from the Rocketeer, these self-guided rockets travel just under subsonic speeds, to point where the Rocketeer was aimed at the time of firing, with pinpoint accuracy, delivering a compact shaped charge. The rockets do not arm until they are fired 10 yards from the Rocketeer, remaining stable and safe. 12 FB, .Wt 25lbs, LC 1.

Splinter Gun Cartridge (TL 8): A large cylindrical cartridge loaded into the stock of a Splinter Rifle. It contains its own charged fusion cell and compressed gas cylinder sufficient to fire all 50 Steel flechette rounds in the circular magazine. The cartridge can be manufactured or rebuilt but requires exacting tolerances (Armory: Small arms -4). Any failure in rebuilding the cartridge will cause a malfunction result when fired, a critical failure will destroy the firing mechanism. Cost 15 FB, Wt 1.5lbs. LC 4

Sumpter 3” artillery shell (TL 6): This is a heavy brass-loaded explosive shell that launches an armed warhead much like a giant bullet. The damage shown for the Sumpter Field Gun reflect a High Explosive Shell, 14FB, 20lbs, LC 1. The cannon can also fire marking rounds that deploy a plume of smoke, doing 1d CR Ex and create a cloud with an 6 hex radius for about 300 seconds before it disperses (Divided by wind speed in MPH)., Cost 2 FB, Wt 20lbs, LC 5 and Nerve Gas Shells that explode for 1d Cr Ex and create a cloud with a 10 hex radius for about 300 seconds before it disperses (Divided by wind speed in MPH), Cost 45 FB, Wt 20lbs, LC 0.

Web Missile (TL 9): This is a long-range guided missile approximately 40 inches from cone to tails and deceptively light at only 9lbs. Webs fire from a launcher, traveling at 220 yards per second until they contact their target. Cost 245 FB, Wt 9lbs, LC 1.

Modification: Holographic Weapon Targeting (TL 9) This is smart-scope, a camera mounted on the bridge of a weapon’s receiver about the size of a roll of pennies in place of a scope. The holographic display is able to identify the position of the shooter’s face and projects a screen of the barrel view of the weapon with superimposed crosshairs. This gives a +2 to the accuracy of the weapon, acts as an X2 magnification scope and allows them to take an aim action even if they are pointing the weapon around a corner and have no line-of-site. The Holographic projector is designed to recognize human faces. It will not function when another person is in the same hex as the shooter. It will not work for Gannok, Shantor, Vorrox or more exotic aliens and some changed. The holographic targeting system also has a night vision setting that functions like Night Vision Goggles. The projection is very bright bathing the shooter in light and could negate some darkness penalties for those shooting at them. Runs for 30 minutes on a B cel. Cost 74 FB, Wt negligible LC 3.

Modification: Laser Sight (TL 7): This is a low-powered red-laser intended to improve accuracy by identifying the firing line of the weapon. Attached under the barrel of a firearm it adds 1 to the weapon skill of any shots fired within 5 X Perception or the sight‘s maximum range of 200yds. It also provides a +1 to the dodge score of whoever is being targeted provided they can see the sight’s red-dot. Its low-power beam assists up to 200 shots on a fully charged B cel.  Cost 13 FB, Wt 1 lb, LC 3.

Modification: 2nd Power Cel (TL 8) It’s not uncommon for beam weapon users to want a few more shots than expect. Most high-tech weaponsmiths can wire an additional power cel into an energy weapon, doubling its number of shots. The modification costs 40 FB plus the cost of the cel, it adds double the weight of the power cel to the weapon, LC 3.

Modification: Folding Stock (TL 5) This is a locking hinge set at the neck of a gun stock that allows it to fold flat against the receiver, greatly reducing the bulk of the weapon while still allowing it to be fired. It takes a ready action to either fold or unfold the stock. When folded the gun’s bulk is reduced by 1 but the accuracy is also reduced by 1 and the recoil increased by 1. Available for any Submachinegun, Rifle or Shotgun. Cost 5FB, no change in Wt, LC 4.

Modification: Gas Compensator (TL 7) A skilled weaponsmith can modify a Slug gun’s firing port to vent gas in a manner that helps compensate for the kick of firing the weapon. A firearm with a Gas Compensator has its recoil penalty reduced by one as low a -1. The modification costs 125 FB and adds ½ lb to a pistol, 1lb to a rifle, LC 5.

Modification: Extended Magazine (TL 7) Any cartridge gun can increase the number of shots it carries simply by modifying the magazine’s dimensions and replacing the loading springs. Extended Magazines double the shots of the gun, increases the bulk by one and reduces the malfunction number by 1. The cost is 1W per extra bullet in a removable magazine, 1 FB per bullet in an internal magazine, adds 1/2lb to Wt on Pistols, 1lb on Submachineguns, rifles, and shotguns, LC 3.

Modification: Radium Blasters (TL9) During the consolidation of the Second Republic as hold-outs and rebels became desperate this horrible innovation reared its monstrous head. Radium blasters replace the existing plasma stem with an irradiated radium stem causing the blasts of the weapon to deliver an ominous charge of alpha wave radiation. Each point of damage rolled by the blaster does 1 rad of radiation poisoning. Armor and shields do not stop this, only an intact void suit or other sealed radiation shielded suit offers protection. See Radiation rules B435. Prolonged use of a Radium Blaster will irradiate the user as well. Cost 550 FB, no change to weight, LC P. Furthermore the use of Radium Blasters is a universally despised practice.

Modification: Removable magazine (TL 6) Autofeed pistols and single-shot rifles are standardly reloaded one bullet at a time through their breach.  Any competent weaponsmith can machine the weapon to accept a removable magazine so a full load of bullets can be loaded at once changing the reload time to 3 seconds. The cost is about 20% of the weapon’s cost and adds no weight. The modification will include a removable magazine. Crafting an additional magazine costs about a Cr per bullet it holds, LC 4.

Modification: Sound Suppressor (TL 6) This is a baffled barrel extension that diffuses the pressure wave of gunfire, making it much more difficult to hear clearly. A suppressor reduces the hearing check to hear a gunshot clearly by -4. Gunshots are still extremely easy to hear but the suppressor may make it difficult to identify the sound as a gunshot amidst background noise or it could make it harder to tell where the shooting is coming from. Only available for Autofeed pistols, submachineguns or cartridge rifles, Cost 14 FB, Wt 1/2 lb for pistols, 1lbs for SMG or Rifle, +1Bulk LC 2. Sound suppressors can be made removable for twice the cost, LC 3.

Weapon Scope (TL 5): Mounted above the bridge of a weapon’s receiver, a scope allows accuracy at greater ranges. Use of a scope requires an aim action. Each attempt to shoot, be it a single shot or a full-auto burst requires another aim action. When firing an aimed shot through a scope divide the scope’s magnification by the distance when determining range penalties. So shooting a target at 100 yards would be a 25 yard distance penalty when using a x4 scope. X4 magnification scope 5 FB, x10 magnification scope 10 FB, Wt negligible, LC 4.
Melee Weapons

Knives


[image: image21.wmf]TL

Weapon

Damage

Reach

Parry

Wt

ST

Bulk

Cost

LC

Notes

3 

Dagger

Th-1 Imp

C

-1 

0.25 

6 

0 

1 

6 

3 

Small knife

Th-1 Imp 

Sw-3 Cut

C,1      

C

-1 

0.5 

6 

1 

1.5 

6 

3 

Large Knife

Th Imp 

Sw-2 Cut

C,1    

C

-1 

1 

6 

1 

2 

5 

4 

Ukari Klaxi Knife

Th+1 Imp 

Sw Cut

C,1    

C,1

0 

1.5 

6 

2 

75 

5 

Fine Quality

8 

Vibro Dagger

Th+1+1d 

Imp

C

-1 

1 

6 

0 

85 

3 

Fine Quality

10 

Monowire Knife

Sw-2+1d 

(10) cut

C

-1 

1 

6 

1 

285 

1 

Fine Quality


Shortswords


[image: image22.wmf]TL

Weapon

Damage

Reach

Parry

Wt

ST

Bulk

Cost

LC

Notes

0 

Baton

Th Cr    

Sw Cr

1        

1

0 

1 

6 

2 

1 

6 

2 

Tomfa

Th+1 CR  

Sw CR

0        

1

1         

0

2 

8 

3 

3 

6 

3 

Shortsword or 

Cutlass

Th+1 Imp 

Sw Cut

1        

1

0 

2 

8 

2 

20 

4 

10 

Frap Stick

Special

C,1

-1 

2 

N/A

3 

100 

4 

1d  FP

9 

Kassack 

Chainsword

Sw+1d   

Cut (2)

C,1

-1 

3.5 

11 

3 

215 

4 

Fine Quality


Fencing Weapons


[image: image23.wmf]TL

Weapon

Damage

Reach

Parry

Wt

ST

Bulk

Cost

LC

Notes

4 

Main-Gauche

Th Imp   

Sw-3 Cut

C,1    

C

0F

1.25 

8 

2 

7.5 

5 

4 

Smallsword

Th+1 Imp

1 

0F

1.5 

5 

3 

20 

4 

3 

Jian

Th+1 Imp 

Sw Cut

1, 2     

1

0F

3 

10 

6 

35 

4 

4 

Saber

Th+1 Imp 

Sw-1 Cut

1        

1

0F

2 

8 

5 

35 

4 

4 

Rapier

Th+1 Imp 

Sw Cut

1, 2      

1

0F

3 

10 

6 

50 

4 

8 

Vibro Saber

Th+2+1d 

Imp(2) 

Sw+1+1d 

Cut(2)

1        

1

2.5 

7 

4 

244 

3 

Fine Quality


Swords


[image: image24.wmf]TL

Weapon

Damage

Reach

Parry

Wt

ST

Bulk

Cost

LC

Notes

3 

Longsword

Th+2 Imp 

Sw+1 Cut

1        

1

0 

4 

10 

6 

34 

4 

3 

Katana

Th+1 Imp 

Sw+1 Cut

1        

1

0 

3 

10 

5 

27 

4 

3 

Scimitar

Th Imp 

Sw+2 Cut

1         

1

0U

4.5 

11 

5 

31 

4 

3 

Bastard Sword

Th+2 Imp 

Sw+1 Cut

2        

1, 2

0U

5 

11 

6 

33 

4 

3 

Vorox Glankesh

Th+2 Imp 

Sw+2 Cut

1        

1

0 

5 

11 

7 

142 

4 

Fine Quality

9 

Monowire sword

Sw+1+1d

(10)

1 

0 

3 

5 

342 

1 

9 

Crucible Sword

Th+1 Cr 

Sw+1 CR

1        

1

0 

3.5 

10 

5 

467 

1 

3d(4) in burn 

damage

10 

Screaming Sword

Sw_3d(5) 

Cut

1 

1 

2 

7 

2 

855 

1 

11 

Flux Sword

Sw+4d(5) 

Burn

1 

1 

2 

7 

2 

995 

1 


Two-handed Swords
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Two Handed Axes and Maces
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Flails & Whips


[image: image28.wmf]TL

Weapon

Damage

Reach

Parry

Wt

ST

Bulk

Cost

LC

Notes

3 

Nunchaku

Sw+1 Cr

1 

0U

2 

7 

2 

1 

6 

3 

Kusarigama

Sw+2 Cr 

Sw+2 Cut

1-4       

1

0U

4.5 

10 

3 

4 

6 

P406

3 

Morning Star

Sw+3 Cr

1 

0U

6 

12 

3 

4 

5 

3 

Flail

Sw+4 Cr

1, 2

0U

8 

13 

5 

5 

5 

Two-handed

2 

Bolas

Sw+1 Cr

1 

-2U

2 

7 

1 

1 

6 

2 

Whip

Sw-2 

(0.5) Cr

1-3

-2U

4 

7 

2 

5 

6 

P406

9 

Suresnake Whip

Sw-1 Cr

1-3

-2U

4 

8 

2 

22 

4 


Pole Weapons
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0 

Staff

Th+2 Cr 

Sw+2 Cr

1, 2     

1, 2

2 

7 

1 

6 

0 

Spear 

(Two-handed)

Th+2 Imp 

Th+3 Imp

1        

1, 2

0        

2

4 

10     

9

7 

2 

5 

1 

Bill Glaive

Sw+3 Cut 

Th+3 Imp

2, 3       

1-3

1U

8 

11 

7 

7 

5 

Hook Attack 

Th-1 Cut

2 

Lance/Pike

Th+3 Imp

4 

1 

9 

12 

9 

4 

5 

3 

Halberd

Sw+5 Cut 

Sw+4 Imp 

Th+3 Imp

2, 3    

2, 3    

1-3*

1U

12 

12 

7 

8 

5 

                    

Impaling swing 

May get Stuck

3 

Poleaxe

Sw+4 Cut 

Sw+4 Cr

2, 3     

2, 3

1U

10 

12 

7 

6 

5 

4 

Ukari Shaman's 

Spear

Th+2 IMP  

Sw+1 Cut

1 

1 

3 

8 

5 

125 
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Fine Quality


Virbo Weapons: These fine crafted swords and daggers modified to allow the blade to vibrate at ultra-high frequency. They use the appropriate melee skill for saber or knife. The active Vibro Blade is comfortable to handle and makes very little noise. It can be spotted by a hearing check from up to one hex away or with an IQ check during any parry attempt. The technology is typically only used to modify light slender bladed weapons for efficiency but it would be technically possible to alter any bladed weapon. Vibro modification adds 1d of damage reduces DR of armor, and energy shields by 1/2 (As shown in weapon stats). When used to cut slowly as with a saw the Vibro saber reduces DR to 1/5, allowing the blade to saw through hardwoods or even thin metals easily. Vibro daggers do not have a cutting edge. Vibro weapons will run for 30 minutes on a C cel.

Kossack Chainsword - The hallmark weapon of House Decados premier special forces troops. The Kossack Legion are as known for their cold-hearted brutality as they are for these unique blades. The Chainsword is a Durasteel frame that houses a high torque electric drive motor that spins a cutting chain made of barbed diamonoid links. When the trigger in the crossgard is pulled the blade spins at 4000 RPM along the length of the sword edge, chewing through flesh, bone and even steel armor. The Kossack Chainsword is not discrete, its motor emit’s a terrifying squeal by design. The sword runs for 15 minutes on a C cell.

Frap Stick: Frap sticks are batons that emit an Electromagnetic pulse when they strike that excites the nervous system to feel intense pain using the Shortsword skill. They are made of a flexible material to prevent doing real damage in the swing but a successful hit from a charged frap does damage just like a Neural Gun plus 1d of fatigue damage. Anyone hit by A Frap Stick must roll HT -3 +/- any will modifiers. High pain threshold gives a +3 to this roll, Low Pain Threshold doubles all penalties on the roll. If successful the victim is -2 to ST, DX and IQ for 30-will seconds because of the pain. If he was hit on a limb the limb is temporarily crippled for that time as well.  If the roll is failed the target is in such agony they can do nothing for this time. If they fail critically they are knocked unconscious for 20 – HT minutes. The effect can be transmitted through clothes but more than 2 DR of armor will completely block the effect. Because of the gentle nature of a frap strike, an attacker familiar with energy fields can completely bypass them. It delivers 25 shocks on a C cel.

Shield Breaker: Breakers are shortsword-length rods combed with conductive spines meant to disrupt the cohesion of a shield and siphon its power not unlike a lightning rod. Breakers don’t actually strike their target but are swung close enough to a shield’s corona that their projected field triggers a shield to activate and then collapses its power coils. The attack isn’t discrete, drawling colorful crackling arcs of power from the shield to the breaker and causing the shield to whine and strain under the drain. If an energy shield is struck with a Shield Breaker it must immediately make a threshold check and it suffers a number of taxations equal to the amount the attack succeeded by. Shield breakers are fairly fragile. If the attack is parried/blocked, even with an unarmed parry, or misses its attack roll by more than 5, or is used to parry any melee attack, the Shield Breaker must make roll to avoid breakage. A Shield Breaker needs a fully charged C cel to operate but draws more power than it uses so the cell rarely needs to be charged.

Monowire Weapons: A mono-molecular wire stretched across an ultra-light blade frame to form a fast brutal cutting weapon. As deadly as it is to human flesh the blade will slice through hard materials like a chainsaw through butter.  A monowire blade can cut through inanimate materials like vibro weapons but their slicing ability is only along the blade’s edge, it cannot cut a flat surface, requiring an edge or corner to cut into. Broken Monowire weapons automatically cause a weapon critical failure.

Crucible Sword: These ceramic broadswords were adapted from a technology used to tunnel through ice in the Dispora. Their core superheats causing the blade to glow white-hot, burning with the intensity of a cutting torch actually setting the air around the blade on fire. The blade takes 3 turns to fully heat, gaining an additional die of heat damage each turn until it reaches 3D of heat damage. The radiating heat can burn a man through ceramsteel armor dividing the DR of any armor by 4 for the heat damage alone. It also takes 3 turns to fully cool. When fully heated, anything flammable hit by the sword catches fire. A Crucible sword will operate for 10 minutes on a C cel.

Flux Sword: These swords were designed after those like the one used by the legendary Saint Manitus. It is little more than a tightly focused magnetic field containing a fusion reaction into the shape of a blade. When turned off the weapon looks like little more than the hilt of a sword. The blade can be turned on by readying it or with a successful quickdraw, afterward it takes a full second for the blade of focus. The Flux Sword can cut through even the thickest steel, applying its swing damage with its DR reduction. A Flux sword will run for 10 Minutes on a pair of C cels.

Screaming Sword: A wicked Kurgan invention, the screaming sword is unmistakable in battle.  It is a hilt that generates a blade of transparent coherent sound strong enough to tear skin from bone. When activated it generates an eerie low howling that intensifies the closer it is pointed to one’s head. Any hit to the head with a Screaming sword requires a roll against HT prevent permanent deafness. The only protection is a sealed helmet. Any hit to a limb that does more than double its crippling damage will be torn off. Hard armor hit by the Screaming Sword automatically loses one DR to that location, soft armors lose as much DR as the damage done by the blade. The screaming sword is not solid and cannot parry or be parried except by Flux Swords. Blades attempting to parry the weapon take a damage roll from the Screaming sword, vibro weapons take double. A Screaming Sword will operate for 3 minutes on a C cel.

Lightning Hammer: A legendary two-handed hammer originally fashioned for Vuldrok Heroes, but catching on in popularity through the known worlds. These exotic high tech hammers house a electromagnetic pulse generator in it’s head, activating on impact with a surface and projecting a small field that scrambles electronic devices in the hex of the intended target. In addition to the regular impact of the hammer any working electronic device is assaulted. Most simple electronics will just be damaged beyond operation. At the GM’s discretion if a high-tech item would be hardened against electromagnetic fields it will receive a saving roll of 12 or less, energy shields simply make a threshold check. Critical failures using a Lightning Hammer often cause the EMP effect to trigger on the user. A Lightning Hammer will activate for 10 strikes on a fully charged C cel.

Suresnake Whip: This whip, coveted by teamsters and slavers, is woven of a nylon myomer is driven by a specialized think machine and sensor located in its tip. The whip is designed to read the user’s movements and flow the length of the whip in the path of his movement. By taking a ready action, coiling the whip and pointing it at an intended target the whip will track and assist attacks against the target as long as it’s stays in line of sight to the sensor, giving the user a +3 to their whip skill against that target but a -2 to attack any other. The Sursnake never needs to be readied because of its fluid movement syncing with the user’s. 

Modification: Flying Dagger (TL 7) Made popular by Jakovian agents in the early Emperor Wars, these weapons are almost more novelty than weapon. The flying dagger is a dagger with a slightly enlarged handle and a ring-trigger under its hilt. Concealed in its handle is a .37 rifle round. When the user unclips the safety with a ready action the blade’s restraint clips are removed and the trigger is unbolted allowing the trigger to detonate the bullet and fire its stiletto blade at an opponent. The dagger is a FQ blade but no matter what the fired blade hits it has a 1-in-6 chance of destroying its blade when fired. Replacing the blade would cost virtually as much as commissioning a new knife. It fires using the Guns: Flying Dagger Skill but defaults to Guns: Pistol at -2. The weapon’s statistics are: Malf 16, Dam Imp 2d-1, Acc 0, Range 12/60, Rof 1 Shots 1(20), Bulk 2, and RCL 4. In melee it has the same stats as a dagger. Cost 45 FB, Wt .5lbs, LC 3.

Modification: Rocket Striker (TL 9) As if a Voldrok with a two handed weapon wasn’t frightening enough their tech shamans have designed micro-rocket arrays designed to propel these heavy-hafted weapons with greater force. The user triggers the rocket one turn in advance with a free action and in their next turn the rockets fire, driving the axe or war hammer into your foes. The rockets add +6 to striking strength and +3 to the required strength of the weapon when in use, as well as reducing the weapon skill by -1. The Rocket Striker is usually only mounted to two-handed axe/mace weapons but theoretically it could be mounted to any weapon, even a spear. The rocket system uses a Ka-oil like fuel that costs about the same. Its pint reservoir will fuel about 6 strikes. Cost 96 FB, +1lb, LC 3.

Modification: Shocker (TL 9) Most weapons can be upgraded to release a powerful lash of high voltage electricity when they strike. The modification is little more than a C cell an advanced capacitor and a trigger that releases the charge through the blade or conductive frame. High tech melee weapons cannot be modified to be shockers without high risk of extremely hazardous critical failures. The shocker weapon releases its charge on the first attack that does damage in a round or the first parry. The shocker does 1d-1 Lethal Electrical damage (B p432) to the location hit. Metal armor provides no DR. If an all-metal weapon parrying a shocker activates it, the shock damage is done directly to the hand of the user. High tech melee weapons are considered non-conductive but critical failures rolled in a parrying a charged shocker weapon will be spectacularly dangerous. Shocker weapons deliver 12 shocks on a C cel. Shockers are understandably unpopular with law enforcement changing the legality of any weapon to a 2. Cost 75 FB, +1lb, LC 3.

Grenades and other explosives: 

Concussion Grenade (TL 6) A fused explosive charge with a soft shell used to stun or damage foes in close quarters. It does 6d6 x2 Cr Ex damage. Wt 2lbs, Cost 10 FB, LC 2

Fragmentation Grenade (TL 6) A fused explosive charge with a hard segmented shell, used to assault foes in cover. It does 6d6 x2 [2d] Cr Ex damage. Wt 2lbs, Cost 10 FB, LC 2

Gas Grenades (TL -) A charged cylinder with a burning chemical fuse that converts and distributes a solid compound into a particulate gas. Gas grenades explode into a cloud with a 6 hex radius, doing 1d-2 Cr Ex damage. The cloud lasts for about 300 seconds before it disperses (Divided by wind speed in MPH).

-Smoke (TL5) very simply and explosive cloud of chemical smoke available in a wide variety of colors used to obscure vision and laser fire. Wt 2lbs, Cost 2 FB LC 6

-Choke Gas (TL 6) An aerosol chemical agent dispersed by a small explosive charge. Those caught in the cloud without full chemical protective gear suffer the effects of Choke Gas listed below. Wt 2lbs, Cost 3 FB LC5.

-Nerve Gas (TL 7) An aerosol chemical agent dispersed by a small explosive charge. Those caught in the cloud without full chemical protective gear take 1 HP of damage per turn, 2 HP per turn without a gas mask. Additionally they must make a HT-4 roll each turn or suffer total paralysis for 30-HT minutes and take 4d of Damage if not given an antidote injection within 5 minutes of succumbing to the gas. Wt 2lbs, Cost 30 FB. Neurovine Antidote costs 2 FB per dose and is found in any Doctor’s Black bag. Wt 2lbs Cost 31 FB, LC 1

-Sleep Gas (TL 8) An Aerosol chemical agent dispersed by a small explosive charge. Those breathing in the cloud must make a HT-4 roll. Success will only do 1 pt of fatigue damage, failure will drop their fatigue pool to 0 for as long as they breathe in the gas and 30 – HT minutes afterward. After that time they may roll HT every second to wake. Wt 2lbs, Cost 25 FB LC2

-Suffocation (TL 8) An Aerosol chemical agent dispersed by a small explosive charge. Originally intended for firefighting, the suffocation gas grenade has been adopted to “smoke” enemies out of hiding. This gas consumes all of the oxygen in the air by binding it aggressively with hydrogen and causing it to convert to water. One turn after the gas is dispersed everything in the radius of the gas cloud is covered in condensation and the air is unbreatheable. If persons in the cloud are aware of the nature of the gas they can hold their breath (p B351) or try to escape. Those in the gas cloud afterwards begin to suffocate. Filter masks or technology that part out toxins will not help as the gas within the cloud contains no breathable oxygen. Per the gas’s original design any open flames or chemical reactions that require oxygen are also immediately extinguished. Wt 2lbs, Cost 17 FB, LC 3.

Flare (TL 5) A burning chemical core that emits a bright burning light and a plume of smoke. A flare is visible by day or night anywhere on the horizon. At night it lights up to a 50 yd radius. Grenades fired from a launcher standardly have a parachute to allow them to suspend in the air during their burn. An ignited flare will burn for 5 minutes, even underwater. While not explosive the flare does 1d+1 crushing to the target if fired from a launcher and 1d-2 fire damage to whatever it touches. Wt 1lb, Cost 2 FB LC 5.

Flash Grenades (TL 6) A fused chemically explosive grenade that produces a brief bright flash of intense light and a loud booming noise. Persons within 3 hexes without ear protection must make a HT roll or be deafened for a minute. Those within 10 yds of the grenade in line of sight must make a HT -2 roll of be blinded for 20 – HT seconds. Flammable materials in contact with the Flash Grenade when it ignites will catch fire. Wt 1lb, cost 5 FB, LC 4. 

Plasma Grenade (TL 9) A chemical reactant grenade that quickly builds to an explosive reaction even in the void, dispersing a cloud of superheated gas that can melt metal. The resulting explosion does 9d(2) Ex Burn damage to everything within 3 yards. Any flammable objects not destroyed in the blast will be in fire. Wt. 2lbs, Cost 20 FB, LC 2.

Wire Grenade (TL 10) This is a low-heat explosive core wrapped in spools of monofilament wire. The resulting explosion is devastating to anything in the immediate area, slicing apart Durasteel or maxicrete as filaments of monowire are flung everywhere.  The grenade 2d CR EX damage, and 3d (5) cutting damage from fragmentation. Additionally the grenade casts monowire everywhere over the 5yd fragmentation area, doing the fragmentation damage to those who accidentally walk through lengths of wire suspended between areas.  Wt. 2lbs, Cost 45 FB, LC 1.

40mm Launched Grenade (TL 7+) Any grenade type listed above can be designed to be fired from an electromagnetic grenade launcher. The casing has to be built more compact and the timed fuse is replaced with an impact trigger that won’t arm until the grenade has traveled 10 yards from the firer and a power cell is inserted into the grenade to charge the launcher. Launched Grenades weight the same as a thrown grenade but cost 2 FB more to account for their specifications.

Molotov cocktail (TL 3) As long as force of arms have been brought against the weak there have been Molotov Cocktails. The grenade is a simple glass bottle or eathware flask filled with flammable liquid and stuffed with a rag that acts as its igniter. It takes no skill to build one and Dex or the Throwing skill to hit. Molotov Coctails are unreliable. They have a Malf of 12+ Any roll to hit at 12+ means the bottle did not break or the rag came loose in flight or that it simply didn‘t ignite. It takes a ready action to light a Molotov cocktail before it can be thrown. If the Molotov Cocktail hit’s a target with DR 3+ it will break open and catch fire doing 3d burn damage to the target. If the grenade misses the target or doesn’t hit an object solid enough to break it, it will break on the ground under the target doing 1d burn damage per turn in that hex for 2d turns, or until extinguished. Molotov Cocktails can be blocked or dodged but not parried. If dodged they will strike the hex where the target was. If blocked they will strike the shield and catch it on fire for 2d turns just as if it broke open on the ground. Wt 2lbs, Cost 1FB, LC 3 (Although possession of Molotov Cocktails could be cause for more dangerous political charges).

Blasting Clay Explosive (TL 7) A powerful but stable military explosive suspended in a moldable clay, approximately 12 times as powerful as TNT. Once ignited with a detonator the clay does 6d x the number of ¼ lb charges. So ¾ of a lb would do 6d x 3 damage. A successful demolition skill roll will let the character plant the charge to maximize its effect, dividing the DR of the target the explosive is planted in by 2. Wt ¼ lb, Cost 5 FB, LC 3.

Demo Rods (TL 5) Also referred to as Ka-boom, are a mixture of powdered Ka plant stalk and oil, sawdust and fulminated magnesium, suspended in a resin and rolled tightly into sturdy red paper scrolls. A single demo rod does 2d of explosive damage. The Rods are moderately stable, detonatable by lit fuse and have a reasonable amount of destructive power. An explosion in an adjacent hex that rolls a 5 or higher on any of its damage dice will detonate demo rods as well as any amount of incendiary damage done to them. Cost 1Cr, Wt 1/5 lbs, LC 3.

Perro Wire (TL 8) A explosive used widely for combat engineering by the Al-Malik during the Emperor Wars. Perro is a thick soft wire crafted in an uncomplex but well-guarded alchemic process. It is technically an incendiary explosive but it burns at extreme temperatures. It can be bent and sculpted into any shape desired and generates virtually no pressure wave. A single yard of Perro Wire does 1d(2) Burn damage to the area it’s laid over, so a column wrapped in 10 yards of Perro would take 10 dice of burning damage with its DR cut in half. Perro Wire is detonated by explosives or superheated temperatures. A plasma or laser shot that hit’s Perro wire will set it off if any of the damage dice rolled are higher than a 4. An explosion will detonate it happens in the same or next hex to the wire and any of the damage dice rolled are higher than a 5. A 35 yard spool of Perro Wire Wt. 3lbs, costs 5FB, LC 3.

Ukar Demo Cream (TL 9) A naturally occurring explosive enhanced through a complex alchemical process to produce a powerful and very localized explosive material. The Foam is completely stable in its liquid form. Once exposed to air it forms into a thick foam in about 1 second and becomes combustive. Any extreme impact or high heat will ignite the foam doing 2d x 5 (2) explosive damage.  A single propelled tube of Demo Cream will cover a single hex or draw a line up to 8 yds long, effectively 8 uses. Wt 1lb, cost 20 FB, LC 3.

Detonator (TL 6) A simple mechanical timed cap designed to ignite explosives. It can be set with a fuse up to 30 seconds long that can be started when the detonator’s pin is pulled. The cap itself does a small amount of damage 1d-3 explosive damage, usually overshadowed by the explosive it’s set in. Wt negligible, cost 2 FB, LC 3.

Remote Detonator (TL 7) The staple of all good explosive dramas. A remote detonator is a small black box and antennae pared with a Detonator cap that is designed to ignite when it receives a specific RF signal from the push of the detonator button on the remote. The remote has an arming switch to activate its detonation button and allow the signal. The Remote Detonator has a range of 200 meters and will detonate more times than it could ever need to on a B cell. Any structure or signal that interferes with a squawker would also interfere with a remote detonator. Cost 6 FB, Wt Negligible, LC 3, Additional remote detonator firing caps Cost 2FB, Wt Negligible, LC 3.

Armor

Cloth and Leather Heavy clothing made of leathers or padded cloth. Padded cloth and leather armors can be word safely under an energy shield.
Cloth Cap (TL3) A padded cloth, or leather cap or hat. DR1, Cost 3-7 W depending on style, Wt negligible, covers areas 3-4, LC 6.
Overcoat (TL 3) Coat of heavy cloth or leather that drapes down to the ankles. DR 1, Cost 25 W, Wt 5lbs, covers areas 6-14, LC 6.

Studded Leather Jacket (TL 3) Heavy layered leather reinforced with thick metal studs or rings. DR 3. Cost 26 FB 13lbs, covers areas 8-10, 12, LC 6.

Leather Gloves (TL 3) Thin Leather Gloves. DR 1. 7 W. Wt Negligible, covers area 15, LC 6.

Heavy Leather Gloves (TL 3) Thick leather fingerless gloves. DR 2, 2 FB, Wt Negligible, covers area 15, LC 6.

Heavy Boots (TL 3) Heavy leather boots. DR 2. Cost 4 FB, Wt 3lbs, covers area 16, LC 4.

Primitive Armors Halbrucks and coats of woven rings or layered scales of steel or in more primitive rural forges out of iron.
Iron Chain Coif (TL 4) A hood of woven iron mail worn over a padded cloth cap. DR 5* 7FB, 4.5lbs, covers areas 3-4, 17-18, LC 4.
Steel Chain Coif (TL 5) A hood of woven steel mail worn over a padded cloth cap. DR 10* 15FB, 4.5lbs, covers areas 3-4, 17-18, LC 4.

Iron helmet (TL 4)  A Basic protective iron helm; DR 6. Cost 5 FB; Wt 2.5lbs; covers areas 3-4, LC 5.

Steel Pot Helm (TL 5) A steel soldier’s helmet. DR 8, Cost 8 FB, Wt 5lbs, covers areas 3-4, LC 4.

Iron Chain Mail Vest (TL 4) Steel chainmail vest. DR 5*, 10 FB, Wt16lbs, covers areas 9-10, LC 4.

Iron Chain Mail Halrbuck (TL 4) Steel Chainmail  Halbruck. DR 5*, Cost 18 FB, Wt 35lbs, covers areas 8-12, LC 4.

Steel Chain Mail Vest (TL 5) Steel chainmail vest. DR 10*, 18 FB, Wt16lbs, covers areas 9-10, LC 4.

Steel Chain Mail Halbruck (TL 5) Steel Chainmail  Halbruck. DR 10*, Cost 34 FB, Wt 35lbs, covers areas 8-12, LC 4.

Steel Scale Mail Halbruck (TL 5) A heavy tunic of steel scales riveted to layered leather. DR 8, Cost 63 FB, 47lbs, covers areas 8-12, LC 4.

Steel Breastplate (TL 5) A heavy steel breastplate. DR 10, Cost 48 FB, Wt18lbs, covers areas 9-10 front only, LC 4

Steel Chain Mail Suit (TL 5) Full suit of modern steel chain mail. DR10*, 44 FB, Wt 51lbs, covers areas 6-18, LC 4.

Steel Scale Mail Suit (TL 5) Full suit of modern steel scale mail. DR 8, 88 FB, Wt 75lbs, covers areas 6-18, LC 4

Organic Armors Treated wood and other vegetation

Abar Leaf Arming Doublet (TL 4) This armor is crafted from the rubbery Abar plant of Leminkainen, favored by the barbarians as a quick cheap armor. Abar vines are wrapped around the torso then laminated with a pitch made from the plant’s root, layering the plant’s leaves flat against the body like flexible scales. Abar plants do not smell good but lacquering them in their own wretched juices makes them smell horrible long after the armor cures. The process takes an Armory: Body Armor roll +1 and about 10 minutes until the doublet fully firms up. The process isn’t practical for head armor or for use on limbs where it’s inflexibility hinders fighters but it makes a fine torso armor. The cured pitch will eventually cause the Abar vines to dry out and decompose in about 15 hours. The armor cannot be removed, it must be cut from the wearer. DR 6, Cost None, Wt. 17lbs, covers areas 9-11, LC 5.

Dragonscale or Wyrmscale Armor (TL 5) These armors are literally made from the Frost Dragons of Ravenna or the Fire Drakes of Frost in the Vuldrok Star Nation. When lacquered and laid over a padded leather jerkin, these Weird beasts are remarkably tough and form scalloping sheets of flexing scales harder than steel scale mail. Vuldrok react to anyone wearing Wyrmscale at a +2. Many claim that these armored halbruck have mystical powers but the scales are just very durable. Vuldrok smiths however often have rune casters imbue the armor of their Thanes and Jarls with enchantments that give them great strength or skill or inspire fear in others. DR 12, Cost 350 FB FB, 24lbs, covers areas 8-12, LC 4.
Townball Armor (TL 4) This is the traditional protective gear worn by town ball players It is crafted from splints of flexible wood lacquered and woven into flexing plates. The style and construction varies from village to village but the local Townball League regiments exactly how the armor can be made. DR 4***, Cost 31 FB, Wt 21lbs, covers areas 3-4, 9-11, and 15-16. It also offers 50% chance of defending 6-8 and 12-14, LC 5

Ukari Skin Armor (TL 3) A traditional Ukari Fashion armor of dull black armor formed to protect the body without obscuring the most important scars of a warrior or restricting movement. Folklore claims Skin Mail is crafted from the flesh of a Ukar Brave’s fallen foes but originally the armor was made from the thick skins of rigorous fungi in the deep caves of Kordeth. Away from the Ukar homeworld the armor is often made with treated leathers with identical protection. DR 3 to locations 9-11, Cost for traditional Skin Armor is about 66 FB, leather reproductions are usually closer to 30 FB, Wt 8lbs..

Synth Armors Synth is a heavy leather-like synthetic material crafted by the engineer’s guild. It is substantially stronger than natural fibers and structured to harden by using the kinetic energy of an impact to distribute the force of a blow and become more resistant, making it ideal for hundreds of uses. This trick doesn’t work as well against narrow point impaling attacks that spread the fibers of the weave around a thrusting point. The material is also made in a finer satin weave that feels luxurious against the skin and lusters like silk. This Synthsylk is very difficult to loom and highly sought after by noble clothiers. Both Synth and Synthsilk can be used safely with an energy shield.

Reflex Plastic Helmet (TL 9) This is a safety helmet worn by climbers or people who are employed in heavy industry to protect their skulls They are made of a high-tech synth material with foam padding inside. DR 6, Cost 18 FB, Wt 1lb, LC 5.

Synth Mask (TL 10) These beautiful sculpted synth masks were made popular by Hazat hero the ‘Domino’. Hundreds of other nobles commissioned such masks to fight crime, many are found for resale. DR 4**, Cost 12 FB, Wt negligible, covers area 5 (Front only), LC 4.

Synth Jacket (TL 10) A stylish padded jacket. DR 4**, Cost 40 FB, Wt 8lbs, Covers areas 8-10, 12, LC 5.

Synth Overcoat (TL 10) An overcoat of heavy synth. DR4**, Cost 55 FB, Wt 10lbs, covers areas 6-14, LC 4.

Synthsilk hood (TL 10) A light padded masked hood. DR 4**, Cost 8 FB, Wt negligible, covers areas 3-5, LC 4.

Synthsilk Doublet (TL 10) A sturdy and fashionable padded vest of Synthsilk. DR 4**, Cost 40 FB, Wt 6lbs, covers areas 9-11 & 17-18, LC 4.

Synthsilk Breaches (TL 10) Stylish padded breaches. DR 4**, Cost 25 FB, Wt3lbs, covers areas 6-7, 13-14, LC 4.

Synthsilk bodysuit (TL 10) A skin-tight padded jumpsuit. DR 4**, Cost 70 FB, Wt 10lbs, covers areas 6-14, LC 4.

Sythnsilk gloves (TL 10) Elegant tailored gloves of Synthsilk. DR 4**, Cost 18 FB, Wt Negligible; covers area 15, LC 5.

Synthsilk slippers (TL 10) Comfortable durable cloth shoes. DR 4**, Cost 50 FB, Wt 1lb, covers area 16, LC 4.

Stiff Synth Arming Doublet (TL 10) A heavy reinforced synth torso armor. DR 8**; 80 FB, Wt 12lbs, Covers areas 9-11, LC 4.

Stiff Synth Gloves (TL 10) Thick synth plated gloves. DR8, Cost 24 FB, Wt Neglifible, covers area 15, LC 5.

Stiff Synth Boots (TL 10) Heavyweight Synth Boots. DR 8, Cost 64 FB, Wt Neglifible, covers area 16, LC 5.

Armoplast Armoplast is a simple 1st republic technology using nano-crafted polymers woven into an organic cell structure that is both flexible and incredibly strong. It replaced steel in virtually all manufacture overnight. In the 5th Millennium the secret recipe of manufacturing the valuable plastic is well known but the technology to produce it is both expensive and hard to come by. Only items that need to be very sturdy and light such as body armor are made using these materials.

Armoplast Pot Helm (TL8) A lightweight version of the primitive helm. DR 11, Cost 30 FB, 1.25lbs, covers areas 3-4 LC 3.

Armoplast Knight’s Helm (TL 8) A lightweight version of the knight’s helm. DR17, Cost 180 FB, 5lbs, covers areas areas 3-5, LC 3.

Armoplast Breastplate (TL 8) Lightweight composite thin breastplate, can be concealed under heavy clothes. DR 14, Cost 150FB, Wt 4lbs, covers areas 9-10 from the front only, LC3

Armoplast  Plate Mail (TL 8) A lightweight composite suit of plate mail armor. DR 17, Cost 1500 FB, 40lbs, covers 6-14,16-17, LC 3.

Armoplast Gauntlets (TL 8) Composite armor plated gloves, scalloped mitts, -2 dex for fine manipulation. +1 Punch damage, DR 11, Cost 300 FB, Wt 5lbs, covers area 15, LC 4.

Armoplast Sollerets (TL 8) Composite armor plated boots, +2 kick damage. DR 11, Cost 225, Wt 1lb, covers area 16, LC 3

Durasteel Actually a ferrous ceramite, the metallic colored material is many times harder than forged steel. This rigid and lightweight material is found in many different uses. Safes and vehicle support structures are commonly made of this material but the difficulty of making articulated parts makes armor or other machined parts made of durasteel very expensive.

Durasteel Knight’s Helm (TL9) Durasteel helm, covers the entire head, -1 on all rolls to see or hear. DR 19, Cost 114 FB, Wt 10lbs, covers areas 3-5, LC 3.

Durasteel Corselet (TL 9) Durasteel breast and back plate. PD 4, DR 19, 460 FB, Wt 45lbs, covers areas 9-11 & 17-18, LC 3.
Durasteel Plate Mail (TL 9) a Full suit of Durasteel plate armor. DR 19, Cost 1000 FB, 80lbs, covers 6-14,17-18 LC 3.

Durasteel Gauntlets (TL 9) Durasteel plated gloves. DR 14, Cost 110 FB, Wt 2lbs, covers area 15, LC 4.

Durasteel Sollerets (TL 9) Durasteel plated boots. DR 14, Cost 170, Wt 4lbs, covers area 16, LC 3

Powered Durasteel Armor (TL 9) This is a full suit (Helm, Corselet, gauntlets, sollerets arming and leggings, and a DR 17 throat gorget.) modified with motion accentuating servo motors that amplify the strength of the wearer. Each suit must be custom crafted and few are not works of art. Maneuvering in Powered Durasteel is cumbersome and at times clumsy, requiring the Environmental Suit skill. Powered Armor gives the wearer a lifting strength of +10 and a striking strength of +6 but all Dex-based skills are at -1 and the user has the ham-fisted disadvantage. Wearing Powered Armor the user stands at about 8 feet tall (SM+1). Powered armor is sealed with a 2 hour air supply and an internal squawker. Most Powered Durasteel Armor suits are custom equipped with weaponry or other equipment. Powered armor runs for 12 hours on a D cell, once power is drained all of it’s systems shut down and it is dead weight. Cost 1540 FB, Wt 145lbs, LC 1.

Shields

Wood Shield with Metal reinforcement (TL 3) DR 6, 19 HP (Cover DR 8) DB 2, Cost 4 FB, Wt 13lbs, LC 5.

Wood Tower Shield with metal Reinforcement (TL 3) DR 6, HP 21, -1 to hit (Cover DR 9) DB 3: 4 FB, Cost 6 W, Wt 25lbs, LC 5.

Armoplast Dueling Buckler (TL 8) DR12, HP 16 (Cover DR 20) DB 2, Cost 8 FB, Wt 4lbs, LC 3.

Armoplast Riot Shield (TL 8) DR 12, -2 to hit (Cover DR 21) DB 2, Cost 60 FB, Wt 8lbs, LC 3.

*Chain Mail is DR 5 against Crushing or Impaling attacks.

** Synthsilk and Stiff Synth are DR 2 against impaling attacks.

*** Townball Armor is DR 1 against impaling or piercing attacks.

Force Shield (TL 11) - The force Shield is a primitive deflector worn on a reinforced bracelet. It literally pushes attacks out of the way with an invisible domed shaped force barrier. A force shield operates just like a normal shield but is not damaged by hits. It provides a DB 3 and DR 12 to any attacks that are blocked. The shield runs for 30 minutes on a C cel. 500 FB; Wt 1/2lbs LC3.

Psi Cloak (TL 11) – Not armor in the traditional sense, the Psi Cloak is designed to interfere with the psychic powers. It works by modifying the frequency of signals in the brain in a varying pattern. The “cloak” is a heavy collar controlled by a sophisticated think machine and a web that contacts the scalp in key locations. It is usually covered in a hood for aesthetics but could be custom built into a helmet. When turned on the cloak gives a -5 to any attempt to use telepathic abilities against the wearer or target them with ESP. The wearer also has this penalty when using any psychic ability. An active psi cloak also interferes with nearby psychics giving a -2 penalty to psychic power attempts in adjacent hexes. Because of the distracting effect of the cloak on its any action that requires concentration applies a -2 to the roll while the psi cloak is on. The cloak functions approximately 1 hour on a B cell. 700FB, Wt 1lb.

Morph Armor (TL 11) – Less of a suit or armor and more of a wearable colony. The Morph armor is a colony of nano machines organized to form thin ablative plates that mold to the body as well as engage in other enhancements. The flexing armored plates harden on impact, using the attack’s kinetic energy to power its defense. Morph armor is unattractive with a distinctive blue-grey color and rough texture.  It feeds on the carbon monoxide exhaled by its wearer and is repaired by slowly digesting glass to build new nano machines. A well cared for suit can last indefinitely if it is periodically worn. Morph Armor is LC P. Prices listed are suggested black market rates. Any suit of Morph armor can have up to 5 optional Infestations, most suits have been upgraded at least once. Infestations come in the form of a crystallized concentration of nano machines that when digested by the nano colony converts and imbues it with new capabilities. Morph Armor can be donned removed within two seconds by simply willing it to retreat or from to the user’s body. When it is not in use Morph Armor resembles a misshapen flattened egg about a 8 inches in length. If not worn for more than a year the dormant nano cells will die off and become useless collapsing into a black dust. History has no record of the origin of these suits. Morph armor takes 3 different forms, types 1, 2, and 3. Any suit can be programmed to adopt any other configuration type with a specialized adapter cord and a Think Machine Programming roll at -2.

Type 1 Morph - A colony of dedicated nano machines that cover the torso and neck in a thick ablative shell, DR 16. Cost 500 FB, Wt 12lbs

Type 2 Morph - A colony of migratory nano machines that cover any 6 hit locations the wearer chooses with DR 10 Cost 500 FB, Wt 12lbs.

Type 3 Morph - A colony of dispersed nano machines that cover all locations of the body other than nose and mouth, DR 6. Cost 500 FB, Wt 12lbs.

-Nano Upgrade: Enhanced durability - A routine of nano machines that spread to key structural points in the armor and reinforce the plating structure. The infestation improves Type 1 armor by 4 DR, Type 2 armor by 2 DR and Type 3 armor by 1 DR. Cost 1200 FB

-Nano Upgrade: Cape Shield - A routine of nano machines form a long flowing cape that hangs to the ankles. The cape is attuned to the movements of the user’s body and his environment. It will not get caught on outcroppings or trip the user up. If the user is aware of an incoming attack that they cannot stop (Does not apply to failed active defense attempts but attacks that the user does not defend against) the cape will attempt to block that attack once per round. The cape defends with a block score of 12, it is not affected by penalties that are applied to the user. The cape has a DR of 4 and 20 Hit points with a Cover DR of 8.. Hit points regenerate if the armor is allowed to digest glass. Cost 800 FB

-Nano Infestation:  Energy Shield - A routine of nano machines that causes the nano colony to construct an emitter structure and power tap that protects the wearer with a projected energy shield just like the standard energy shield. The emitter is part of the suit, non-removable. The shield is designed to work with the Nano Armor and ignores it’s restrictions but any other armor would be subject shield limitations. Rather than being powered by a power cell the shield is charged by kinetic movement of the user. This upgrade is actually TL 12 and relies on fairly exotic technology, requiring a High Tech redemption at -2 to repair.  Cost 1700 FB

-Nano Upgrade: Wings - A routine of nano Machines that form a short cape that trails behind the wearer. When desired the cape folds out into a pair of lethery membranous wings capable of carrying the user aloft and flying at a movement of 12 as long as they are at light encumbrance or less. Flight is taxing costing a FP every 10 seconds of flight. Wings take a full second to deploy and reform into a cape. Cost 1200 FB

-Nano Infestation: Enhanced Strength Upgrade - A routine of nano Machines that burrow into the skin and augment the musculature of the user giving them an additional 4 points of strength while the armor is worn. The process is agonizing, giving the user two seconds of -4 shock penalties when the armor is upgraded and every time the armor is donned or removed. Cost 1000 FB.

-Nano Infestation:  Optical Enhancement - A Routine of nano machines that burrow into the skull to augment eye structure and nervous tissue of the user, giving them +3 Alertness and Infravision as long as the armor is worn.  The process is extremely agonizing, giving the user 5 seconds of -4 shock penalties and blindness when the armor is upgraded and every time the armor is donned or removed. Cost 200 FB.

-Nano Infestation: Healing - A routine of nano machines that organize into local hubs in the armor, sensing trauma to the user’s body and morphing to intercept and repair the tissue.  The routine will stop bleeding from any wound within 1 second and begin healing the wearer by one HP every 12 hours until they are fully restore. Prolonged wearing will allow the user to eventually heal crippled or severed body parts, 2000 FB

-Nano Infestation: Disguise - A routine of nano machines that infests the face and allows the wearer to change skin tone, bone structure, hair growth and body fat disposition to form any face the user wishes. The process is agonizing, giving the user 5 seconds of -4 shock penalties each time the face is changed, or when the armor is donned or removed. The user can change their face to look like a specific person with a Disguise roll at +4. Their original face is restored each time the armor is removed. Cost 800 FB

-Nano Upgrade: Disguise 2 - A routine of nano machines that can be installed into a suit that already has the Disguise infestation. The routine causes the nano colony to infest the dermis of the user, enabling them to alter their body shape and skin color, even change clothes or appear to be nude while wearing their armor. The upgrade is agonizing to initialize causing 2 seconds of -4 shock penalties when upgraded and each time the user’s form is changed. Once the suit is upgraded the armor is bonded to the user’s skin causing 1d6+2 damage each time the armor is removed. But with the ability to appear unarmored or alter their clothes to suit themselves there’s no real point in ever removing the morph armor. 300 FB

-Nano Infestation: Skin Armor - A routine of nano machines that causes the nano colony to infest the dermis of the user, making their armor a part of their body. The user can cause their armor to rise out of their skin and form at will. The upgrade is agonizing to initialize causing 2 seconds of -4 shock penalties when upgraded and each time the user’s form is changed. Once the suit is upgraded the armor is bonded to the user’s skin causing 1d6+2 damage each time the armor is removed. But with the ability to grow their armor at will, there’s no real point in ever removing the morph armor. 500FB

-Nano Infestation: Transformation - A routine of nano machines that sheathes themselves in the arms and shoulders of the wearer, allowing them to form a variety of weapons or tools. Type 2 Morph suits must have their arms and hands armored to utilize this infestation. Wearers can only utilize one Transformation at a time. 200 FB.

Spikes - Activating spikes causes the Morph Armor to expand in slender elongated spikes across the arms and shoulders causing two cutting damage during a slam or grapple attack or to anyone grappling the wearer.

Sword - Activating sword grows a full size katana in the hand of the user per the stats in the weapon tables. The weapon cannot be dropped.

Shield - Activating the shield grows a bucker from the off-hand arm of the wearer. The shield is DR 6 with 20 hit points and a cover DR equal to the DR of the Morph Armor.

Grapnel and chain - Activating the Grapnel and Chain Transformation extends a hooked grapnel on a chain from the user’s forearm that can be thrown up to 30 feet and supports up to 2000lbs of weight. The chain extends to the length needed and its end is always moored in the arm of the armor.

Energy Shield (TL 12) The Energy Shield is undeniably one of the greatest pieces of technology in the known worlds. Originally created for law enforcement in the Second Republic, they are now all but extinct, coveted by nobles and reproduced only by the most skilled of Engineers. The Force Shield is a large medallion usually worn as a belt buckle that generates a field of gravimetric energy that can intensify enough to halt a high energy blast. The explosive nature of the reaction of the Force Shield makes wearing hard armors dangerous. If the shield activates while you’re wearing a helmet it could give you a concussion or even crush your skull. Only soft armors, such as a Synthsylks, padded cloth armor or heavy clothes can be worn under a shield safely.

   The Shield hardens up when it detects an incoming projectile, energy surge or shockwave, providing its DR against the incoming attack. Even Sonic attacks will trigger the shield. Attacks that lower DR normally don’t always affect a Force Shield .The only attacks that can reduce a Force Shield’s DR are shaped charges and X-ray lasers and virbro weaponry. Any attack or damage source that does 5 or more damage, before modifiers, will activate the shield. The shield prevents injury, not knockback. Burn Damage attacks, such as Lasers, Blaster and Flamers bleed through shield because of the intense heat of their impacts. Each 6 rolled in such an attack does 1 point of burn damage through the shield as incendiary damage. It is difficult to keep holed of someone wearing a shield in a fight. Unpredictable tiny bursts of gravimetric energy buffet and push at anything that is pressed close to the wearer’s body. In any turn in which someone in a grapple wearing a shield takes enough damage to activate their energy shield, on their following turn if they attempt to break the grapple their opponent rolls at a -2 to maintain it.

   The shield can take only so much abuse before it overloads. Each time the shield takes damage greater than half its DR, it gains one energy taxation. If it takes damage in excess of its DR it gains two.  After an Energy Shield gains its seventh Energy taxation it overloads, shorting out its projectors. An Energy Shield bleeds off one energy taxation every 20 seconds and cannot be shut down normally until all energy levels bleed off.  Energy Shields are not designed to absorb widespread damage. Explosions, falls, shotgun blasts or any damage that strikes a wide portion of the body at once may overload it instantly. In other words any attack with damage type EX or that does more than three shield activations from a single attack roll. If the Shield wards off such an attack, roll against its energy threshold minus the number of energy taxations on it. A roll over this number will also short out the shield immediately. Cost Wt. Notes  Dueling Shield DR 20 Threshold: 12 1000 FB, 2lbs Runs 15 minutes on a C cel, LC 3.  Assault Shield DR 50, Threshold: 14, 5000 FB, 25lbs, Backpack Model Runs 1 hour on a D cel, LC 1.  

Shield Dampener (TL12) This EM transmitter interferes with the normal cohesion of a modulated energy shield, causing energy shields to become unstable and unpredictable. When a Shield Dampener is used within 5 yards of an energy shield, the minimum damage needed to activate the shield increases by 1d6+1 (rolled at the time the shield is attacked). Runs for 10 minutes on a C cel. Cost 2200 FB, WT 2lbs, LC 1.

Medical Equipment

Auto-Injector (TL 8) This silver pen-sized tool injects fluid through the dermis with a charge of compressed air. The injector introduces inoculants more efficiently because of the spread of the fluid under the skin and because it reduces the damage to the vein accessed. The injector causes only mild discomfort and leaves a slight welt in its wake. The stream is strong enough to inject fluids through clothing up to DR 1. It takes two turns to load an injector and use of this tool gives +2 to any attempt to inject a drug. Cost 10 FB, Weight 1/4lb, LC 4

Bio-scanner (TL 8) Bio-scanners are primitive dedicated think machines with wired sensor probes that attach to a patient and feedback bio-data to the scanner. It displays heart-rate, blood pressure, alpha wave activity and a dozen other health indicators. It can maintain audible tones for displayed information and sound an alarm if any bio reading falls out of normal range. It takes a High-Tech-Sensors or High-Tech Medicine to attach the probes on a bio scanner but from there anyone familiar with the technology can read it. Any physic roll on a patient that is connected to a bio-scanner is at a +1. Bio-scanner runs for 48 hours on a C cell. Cost 17 FB, Wt 2lbs, LC 5.

Physik’s Black Bag (TL 9) This is a traditional black leather attaché with all the tools needed for effective medical care. The Kit contains a Bio-scanner, laser scalpel, a stock of modern antibiotics, anti-venoms, and painkillers, a plastiskin wound closer, inflatable bone splints and a resuscitation inducer. It gives +2 to any First aid or Physician attempts. Cost 150 FB, Wt 15lbs, LC 4

Homeostasis Regulator (TL 10) This is a neural projector modeled after a frap stick’s inhibitor, used to stabilize patients that are in danger of dying. The regulator is a plastic head-band with pair of projectors mounted over the temples. When turned on the patient feels a pressure inside of the skull and is prone to hallucinations but the Homeostasis regulator takes control of the body’s autonomic functions and forces it to maintain stability until it can do so on its own. Physiks using the regulator have a +2 to any roll to prevent death or help a patient recover from a critical failure in surgery or other medical care that threatens the patient’s life. Patients are able to function normally while wearing the regulator but have a -2 to any non-Will IQ roll and cannot perform a concentrate maneuver, making it popular with inquisitors and others who hunt weird users. Runs for 6 hours on a B cell. Cost 45 FB, Wt ½ lb, LC 5.

NanoTek medkit (TL 11) This cylindrical silver case contains the finest nano robotics in the Known Worlds. Used for medical crisis, the kit allows a skilled user to correct massive injuries such as major burns, broken bones or even destroyed eyes in a matter of days or even hours. It is rumored that some have even been brought back from the dead with this device. User rolls against Physik skill. Wounded treated by the Nanotek kit are immediately freed from pain, wounded areas are immobilized and they are sedated. Healing times are reduced to 1/4th time and recovery from crippling wounds is automatic. If applied within 24 hours even destroyed organs can be healed. The Kit does not come with instructions and failing the physic roll to operate the kit can have dire consequences. Kits that still circulate from the Second Republic bear a factory warning that Nanotek Corporation takes no responsibility for deformity or injury caused by improper use of the Medkit. Wt 3lbs, Cost 1000 FB, LC 1, disposable.
Physik’s Kit (TL 4) This is a collection of standard low-tech first aid supplies: bandages, alcohol, poultices to staunch bleeding and reduce infection or pain and animal gut to stitch wounds closed. It allows the user to make an unmodified first-aid roll for most field emergencies.  Cost 5 FB, Wt 10lbs, a TL 6 version of the kit, featuring modern pain-killers and disinfectants contained in a small plastic tube, Costs 9 FB and gives a +2 to first aid rolls, LC 5.

Surgeon’s Tools (TL 6) This is a rolled pack of the tools every surgeon needs, saws, scalpels, spreaders and as well as a suturing needle and threads. Attempting surgery without these basics is a -3 to the Surgery skill roll. Wt 2lbs, Cost 12 FB, LC 5.

Zip Cuff (TL 8) This is a wrist cuff with vital sign sensors and a intravenous stem for drug injection. The collar can be programmed by think machine to inject doses of up to two drugs either on a timed interval or when vital signs reflect a change of condition. They are typically used to keep patients sedated or to manage pain. To connect a cuff to someone requires a First Aid or Physik roll. The Cuff latches shut like a bulky bracelet but can also be padlocked on for difficult patients. Zip Cuffs have two reservoirs that hold up to 10 doses each. Cost 28FB, Wt Negligible, LC 5.

Drugs

Adders (TL 8) A family of drugs used to augment human potential temporarily, also known as Pump, Amper, Focal or Intensity (Tense). A single dose of Adder will increase the character’s ST, DX, IQ, or HT by 1 for an hour provided they make a successful Ht-1 roll. Each additional dose taken increases the attribute by 1, the duration by 1 hour and the penalty to the HT roll by -1. A HT check made exactly on will result in the drug only lasting an hour. A critical failure will reduce the attribute by the number of doses for a number of hours equal to the doses taken. Users feel a sort of mania while under the drugs and tend to be overconfident in their abilities. When the drug expires they crash, usually needing sleep, feeling ill or impatient. Adders are addictive and illegal on most worlds. Cost 1 FB, 5 W per dose LC3.

Demigoqa (TL 2) A strain of the Urthish Goqa plant hybridized for cultivation on Leminkainen. The rubbery leafed plant needs a moist temperate climate to thrive in and come to full potency. The leaf of the Demigoqa bush is a stimulant. When chewed or brewed into a tea it suppresses hunger and gives the user fantastic energy, making it as popular with starving peasants as it is with vain nobles. An hour after taking Demigoqa the user does not feel an urge to eat or sleep for HT hours, they still incur fatigue loss from starvation or lack of sleep but they do not feel the negative effects. Demigoqa is addictive and regulated on most worlds. Cost 1 CR per dose, LC 5.

Elixir (TL 12) The miracle cure of the 6th Millennium. Named after the Brand name it used during the Second Republic, Elixir is a miracle medicine. Its precise formula is largely lost, hoarded by the select few that manufacture the highly sought medicine. Elixir is a rapid tissue regenerative serum. A standard does injected near a wound will heal 1d6 + the amount made by a first-aid or physik roll. It doesn’t heal crippled body parts or cure illness but it will heal hit points done by viruses or poisons. The drug comes in a disposable auto-injector requiring a First-Aid roll to administer successfully. Elixir is addictive, injector and dose are Wt negligible and very fragile, Cost 25 FB, LC 5.

Erythroxyline (TL 9) A highly complex distillation of the Demigoqa leaf making it’s properties much more potent. Erthroxyline, or Goquaine, is challenging to process as the demigoqa plant seems to constantly evolving and previous recopies are inefficient. Once a crop of goqa leaf has been harvested and processed the next harvest is already genetically adapted enough that previous distillation efforts stand a good chance of ruining the product. Distilling Demigoqa into Erthroxyline require an Apothecary roll at -6 and portion of the crop is lost in refining the distillation so those that produce goquaine generally produce enormous quantities at once. Erthroxyline is inhaled or smoked in it’s powder form, taking effect in a second. The user feels a sense of complete confidence and enormous energy for 30 - HT Minutes. During this period they recover a FT PT every minute except those lost to hunger, Additional doses don’t amplify this effect but do extend the duration. At the end of their high they loose 2d6 fatigue per dose. Erthroxyline is highly addictive. Cost 4 FB per dose, LC 2.

Hypercoagullin (TL 8) When injected into a wounded person the drug causes coagulation nearly immediately. Healing 1 wound point and stopping bleeding within 1d seconds. The drug can be administered up to 5 minutes before sustaining a wound and still be effective against the first wound taken. Overdose of the drug is deadly. Each additional dose taking in 24 hours requires a HT roll -1 for each dose taken. A failure means the victim’s blood has become so thick his heart can no longer pump blood. Once the victim’s blood has coagulated it will have to be replaced before the heart can be started again, a nearly sure death that’s very hard to diagnose, making this a popular drug among assassins. Hypercoagulin is non-addictive, Cost 1 FB per dose, LC 4.

Klaj (TL 4) The dehydrated root of a plant of the same name that is native to Aylon. Klaj causes increases aggressive tendencies and heightens perceptions, Also known as Hotroot, K or Ash. Users feel intense excitement and receive a +1 dexterity and + 2 perception but they effectively behave as if they had the Bad Temper disadvantage. The drug comes in a white powdered form that can be smoked or injected. If smoked the effects take hold in HTx2 seconds and last for about an hour. If injected the effects take hold in d6 seconds and last for 30-HT minutes. After they drug leaves the system the user feel jittery and suffer from nervous spasms, receiving a -2 to DX until they’ve had a chance to eat and rest for more than an hour. Additional doses extend the duration of the drug effect and give a -1 to the addiction check per dose. Klaj is addictive but not always Illegal LC 4, lower in some places, Cost 4W per dose, LC 3.

Marijuana (TL 3) One of the oldest recreational drugs known to man that has remained pervasive through the annals of time, also known as Shisha, pot, Merry-J, or Old-Fashion. Although modern marijuana has been bred and changed extensively over the millennia it remains true to its original roots. Marijuana is a naturally grown crop whose buds are harvested for their chemical content. The plant can be smoked like tobacco or the buds can be simply processed into pills or patches or even foods. Regardless of the way the drug is ingested the results are very similar. HT minutes after consuming a dose of marijuana the user will feel a sense of calm and well-being. They will have difficulty concentrating and become oblivious to what’s going on around them, suffering IQ-1. Users become more creative but the drug has no mechanical impact on artistic skills. The high lasts for d6+1 hours. Additional doses don’t intensify the high but will increase the duration by another d6-1 hours. Users usually feel sleepy or hungry as they come down from the drug. Marijuana is mildly addictive. Cost 1FB per dose, LC 4, 5 in more liberal cities.

Morphazine (TL 8) The drug puts patients to a dreamless peaceful sleep for 3d hours. The user wakes completely aware and calm and fortified against stresses. Taking more than one dose increases the sleep period for d6 hours. More than 6 doses requires a HT roll for each dose to avoid Coma or possibly death. Morphazine is popularly available as a powerful sleep tool but often abused by people struggling with high anxiety or mental disorders. Morphaszine is highly addictive. Cost 5W per dose, LC 4.

Mrudukila (TL 7) Distilled through a complicated alchemic process from the seedlings of the Nauklen, a small mobile plant native to the Southern jungles of Aylon. Mrudkila, also known as, God Root or MK Ultra, was discovered by Ur-Ukar settlers and is holy among the Aylon Ukari Clans. Use of the drug outside of Ukari people is uncommon. The sweet tasting drug is drunk in doses of about 1oz. HT/2 seconds after drinking Mrudukila the user  experiences a numbing sensation combined with hyperactivity, loss of inhibition and increased sexual arousal that lasts for 2d6 hours. During this time the shock penalties from injury are reduced by 2, all IQ-based skills are at a -1, the character has a +2 to any fear checks but -2 to any self-control rolls to resist their impulses. Additional doses add d6 hours to the high. There is no low following use of Mrudukila but users are often unaware of how fatigued they are until they finally come down from the high. Mrudukila is addictive. Cost 2FB 1CR per dose, LC 3

Obun Yogurt (TL 4) This cultured dairy concoction is traditionally made from the Somfe goats of Velisimil but reproduced using a variety of milks cultured with the same strain of bacteria, also known as Kafir or Trip-Milk. The thick creamy concoction has a pleasant sweet flavor. When eaten by the Obun or Ukar the drug causes a calm alert state that aids in meditation. Humans on the other hand have a unique reaction to the yogurt, falling into a giddy mild hallucinogenic state. A single dose takes effect about an hour after being ingested and lasts for 20-HT hours, where the user is easily amused and sees pretty lights and colors. Most skills suffer a -1 to any skill roll during this time due to shifts in perception, skills that require concentration may face worse penalties. Users feel uncomfortable tired after the high but otherwise suffer no penalties. Obun Yogurt is addictive but otherwise mostly harmless, LC 5, Cost 7 W.

Rage (TL 8) A dose of this drug doubles the user’s ST and gives them the Berserk disadvantage for HT- d6 minutes. After the effect wears off the User is nervous and shaky, suffering -1 to DX and IQ for HT- d6 minutes. It’s very normal for users to injure themselves while high. Any time the user attempts a feat he couldn’t with his normal ST, the GM rolls against the character’s HT, failure means he suffers one HP of damage. The worst side effect is that d6 hours later the user suffers a flashback for 1d minutes where they have the Berserk disadvantage without the ST increase. Rage is highly addictive and illegal. Cost 10 FB per dose, LC 2.

Selchakah (TL 4) The black Flower of Severus is the most defamed drug of the known worlds. Made from a potent opiate, the plant is distilled into a tincture that when injected transports the user to a world of blind pleasure that outstrips any other known drug for 20-HT hours giving the user the affliction of Ecstasy (BB428). Even more fantastic is the addiction that comes with it. Users have sold out their allies or even their own noble houses for another dose. It’s even rumored that House Decados supplies Selchakah to their rivals to exploit their addiction. Selchakah is totally addictive. Cost 3 FB per dose (Although addicts standardly find the price escalates sharply), LC 3.

Shaker (TL 10) Shaker is the slang name of the Dispora age combat drug CHKR – 57. The brutish nature of the drug made it a failure for military use but made it very popular with gang chemists. After the fall the drug resurfaced during a particularly ugly chapter of the emperor wars. To this day thousands of veterans are still addicted to the drug. Shaker amplifies neurotransmitter activity and blocks specific receptors that allow creativity and critical thinking and high-speed sensory information. HT seconds after taking the drug it takes effect. The user is filled with a sense of confidence and purpose, feeling invincible. Thereafter every 15 seconds the characters ST, DX, and HT increase by one and their IQ decreases by one for 75 seconds. They gain the High Pain Threshold and the Overconfidence Disadvantage. A user under the spell of shaker cannot use most mental skills, or utilize logic to any great degree. If they are given a single simple order before the high begins, such as “Kill everyone on that boat” or “Get the red-haired woman and bring her to me.”, they’re able to follow it. Otherwise Shaker users only react to things instinctively. Shaker’s effects last for 50 – HT minutes, after which all attributes return to normal and the user feels sluggish and sore suffering -4 to all stats until they sleep. If their current fatigue level is higher than their reduced strength they fall unconscious immediately. Additional doses taken have no effect. Shaker is addictive. Cost 5 FB per dose, LC 1.

Soothe (TL 9) Soothe tranquilizes the user within HT/2 seconds of being injected. He is -2 to DX and IQ (reducing move as well) and halve all shock penalties in a docile dreamy state of euphoria in which he’ll have no interest in what’s going on around him for 3d6 – HT hours (minimum 1). A person unintentionally exposed may make a HT-3 roll plus or minus will modifiers to act of their own will but still suffer the attribute penalties. Pain or injury counteracts the effects of the drug. Wounded users may make a HT roll +1 per point of damage to snap out of the effect for HT seconds where they may attempt to resist the drug to remain cognizant. A side effect of Soothe use is that the user has no memory of events while under the influence. Sooth is mildly addictive, prolonged use causes permanent IQ loss. Soothe is addictive, Cost 8 W per dose, LC 4.

Super Stim (TL 8) A popular drug, easily produced and used widely where sleep is the enemy, Also known as Hop, Ride or 5-Hour. The drug lets the user ignore the effects of d6 fatigue points. The user feels excited and upbeat during the high. The user rolls against HT, the duration is a number of hours the roll was made by (Minimum 1). When the drug expires the fatigue returns plus two additional fatigue points. If the user’s Fatigue is greater than his ST after he crashes from the drug he falls unconscious within a few seconds and takes a point of HP   damage from the strain to his system. Additional doses taken within 24 hours of the first have the same effect but reduce the HT roll for by -1. Super Stim is highly addictive. Cost 5 W per dose, LC 5.

Synthidone (TL 6) A sophisticated synthetic opiate originally designed as a pain killer but popular the worlds over as a recreational drug. A dose of this drug, injected, causes an inebriated sense of disorientation and an overwhelming sense of contentment and pleasure, suffering -2 to all DX or IQ based rolls for 2d6 hours. Additional doses extend the high for d6 hours. Afterwards the user crashes suffering the -2 disorientation penalty but without the pleasant effects, users make a HT roll, failure means they suffer from nauseated affliction (P 428), addicts automatically fail this roll. Synthadone is addictive. Cost 2 FB per dose, LC 4.

Tempo (TL 9) Tempo alters the user’s ability to react to threats by accelerating his mind’s processing ability. The drug is injectable only and takes 10 seconds to take effect. Users feel as though the world around them is slowing down. Extended calculation efforts or other mental tasks can be completed in half the time but the most sought after benefit is that the drug gives users the Combat Reflexes advantage. If the user already has Combat Reflexes, their benefit is doubled. The user rolls against HT +2, the drug’s effects last a number of minutes the roll was made by, minimum 1 minute.  Once the drug has run it’s course the user is left feeling exhausted and tense, taking d6 fatigue and losing a point of DX, and IQ until have a full night’s sleep. Additional doses of the drug extend the duration a number of minutes equal to another HT +2 roll, however as each of the drug durations expire the crash effects are applied cumulatively. So after your first dose expires you loose a point of DX and IQ and d6 Fatigue, and as the next dose expires, DX and IQ are now -2 and the user takes an additional d6 fatigue. Tempo is Non-addictive. Cost 2 FB per dose, LC 3.

Tulak (TL 3) Tulac is on part holistic combat drug, one part dirty Soma. Tulak is a sour viscous drink made from the jealously secreted Reoc Mushroom of Wolf’s Lament combined with the weirding Black Fungus of Sky’s Tear. The drug is little more than mushroom tea blended with herbs to prevent vomiting but it is manufactured and controlled by the Voldrok priesthood of Gwelkarga. It is rumored that the Vuldrok of Lemenkain are able to manufacture Tulak. Once brewed a batch of Tulak remains vital for a number of months equal to the margin the brewer’s Alchemy roll was made by. HT Minutes after drinking a cup of Tulak the user begins to feel anxious and tense and feels a noticeable increase in body temperature and gains the Berserker Disadvantage, with the exception that they will never attack any of the warriors that consumed Tulak made from the same batch. Berserkers on Tulak gain a limited sense of telepathy that manifests as hallucinations that give them insight into the other berserkers that have shared the batch as well as a -2 to IQ and Will. Telepaths who take Tulak are able to exert some control over the Berserk Batch. With a successful control roll for Telepathy they can get glimpses through he eyes of other berserkers in the batch, direct specific berserkers or remotely evaluate their emotional state. This ability is fueld by the Black Fungus, not the psychic‘s power and has no limit in its range. The drug wears off after HT-18 hours (minimum one), leaving the user exhausted and in pain from moderately strong abdominal cramping per Pain: Moderate (P.428). Tulak is addictive. Cost 3 Moon/6 FB per dose, LC P

Yimbum (TL 4) Yimbum is a fine silvery powder made from the ground from the dried Dark Fire sponge of Maddoc. Either inhaled or smoked with tobacco or Shisa, Yimbum produces a euphoric sense of well-being and comfort. The popularity of the drug has driven the Dark Fire Sponge into near-extinction, which has only increased the value of the drug. 2x HT minutes after taking Yimbum in any form the user becomes lucidly relaxed, any IQ-based rolls are at -2 and unless the user uses a concentrate maneuver they will slip into the Ecstasy Affliction (P.428). The high lasts for 20-HT hours. The drug is popular with the very wealthy and largely because of this legal in a number of jurisdictions, but the church isn’t fond of it. Yimbum is Addictive. Cost 10FB per dose, LC 4.

Vellau (TL 5) Vallau is a mild recreational hallucinogen made popular by it’s easy to produce recipe and abundant supply. Vellau is a jerky made from strips of the Kish Spider cactus, although the cactus has been cultivated on virtually every planet in the empire specifically for drug production. After chewing the jerky for 2d6 minutes the user begins feel a sense of relaxed euphoria. A single dose of Vellau makes the user suffer from the drowsy affliction, doubling the dose causes the euphoria affliction, triple the dose causes the hallucinations affliction. Taking more than three doses effectively renders the user dazed for the duration of the high. The extreme disorientation and distressing halucinations of an overdose is highly unpleasant. Dosing can be very difficult to accurately estimate and “doses” sold are rough guesses, so often inexperienced users get a stronger or weaker high than they expect. Vellau is not addictive but habitual use occasionally causes psychosis. Cost 3 wings per dose, LC 4.

Poisons
Choke Gas (TL 6) The go-to non-lethal weapon of the known worlds, each Noble House has their own recipe but the varieties all do about the same thing. Exposure to the gas immediately suffer from itching burning irritation over their skin that gives a -1 to all skill rolls. D6 Seconds after breathing the gas they must make a HT each round to avoid coughing fits per affliction coughing (BB 428). If they critically fail the begin choking per affliction Choking (BB 429) and may make a HT roll each turn to stop. Covering the mouth with a damp rag gives a +1 on the choke roll. Holding your breath gives a -2 on the first roll after breathing in the gas. The effects stop d6 turns after leaving the gas cloud. The gas is typically launched by grenade with an aerosol chemical agent dispersed by a small explosive charge. Wt 2lbs, Cost 3 FB LC5.
Grixi Blade Poison (TL 4) This elaborately prepared blade poison is made from the blood of the Solka beast of Kordeth. This thick green paste causes excessive bleeding when introduced to wounds. Those cut or impaled by a weapon poisoned with Grixi will make a bleeding check every 10 seconds rather than every minute. Attempts to staunch bleeding when the poison is still in the system are at -2. Nobles despise this blood poison more than any other because even slight cuts with the poison will ruin finery. Cost 5 FB per dose, LC 2.

Nanomorph (TL12) These are second republic nanite worker serums designed to rebuild the human body slowly. When exposed to the skin the nanites begin to slowly move through the body re-writing the genetic code of the affected person until they are changed into something very different. The process isn’t comfortable and often the ancient nanite serums have gone afoul and create miserable horrors. The more common Nanomorph serums were meant to change a person’s gender or appearance the more severe serums were designed to make men into changed, but all of them represented a significant body reconstruction and few who are poisoned by Nanomorph recognize the person in the mirror. The speed at which the poison works depends on exposure. Few drops on the skin will take a dozen years to complete the change, an ounce will complete transformation within a year. If the victim is immersed in the serum they will change within seconds and likely be killed. For obvious reasons these poisons are deeply heretical to make or even use. Cost 400FB+ for an ounce bottle, LC 0.

Plox Blade Venom (TL 4) This simple blade poison is prepared from the seed of Bocca’ti fungus and plant oils grown only on Kordeth and the deep caves of Aylong. When distilled into a sticky clear paste it forms a powerful paralytic poison. Plox is a staple of Ukari honor killings because once poisoned the victim is made helpless to the revenge seeker. The poison takes effect in d6 turns after it is exposed to the flesh. At that time the victim must make a HT roll or they fall prone and are stunned. Once the poisoned person recovers they continue to be at -4 DX for 20 – HT minutes. If the poison is introduced into a wound as a blade poison the HT save is at -2 and it takes affect the turn after they are wounded. Cost 2 FB 5 W per dose, LC 2.

Red Lotus Poison (TL 4) This simple ingested poison is made from the beautiful Martyr’s Lotus of Pentateuch. The poison is sweet and requires no special skill to conceal in most foods. One minute after ingesting the victim has to make a HT roll for each dose consumed or suffer 2d damage each. Additionally they’ll suffer -3 to DX and IQ from nauseating pain for 2 hours after the poison takes effect regardless of how many doses take effect. Cost 2 FB per dose, LC 2.

Soka Venom (TL4) Harvested from the venom glans of the Soka, a menacing water snake native to Midian, Soka Venom makes a wicked ingested poison. The venom has a lightly lemony flavor, easy to hide in most alcohols. 2 minutes after ingesting even a relatively small amount of the poison the victim must make a HT+2 roll. Success mean they begin to feel disoriented and sluggish and sick suffering from the Nauseated affliction (P.428), failure causes the victim to fall unconscious, critical failure drops their blood pressure enough that they suffer a heart attack. The effects of Soka Venom only last 30-HT minutes and within a few hours any sign of the poison is purged from the system. Cost 2 FB per dose, LC 2.

Truthsayer (TL 8) An injected or blade synthetic poison that attacks the victim’s ability to think or concentrate. A dose of the toxin takes HT seconds to take effect and causes disorientation causing a -1 penalty to DX based rolls and -2 to IQ based rolls and forces a HT-1 roll. Failure of the HT roll means the victim enters a suggestible state and loses the ability to concentrate. Success means that the dose has no additional effect. Critical failure means the victim suffers from the Hallucinating affliction (P429) and cannot concentrate. Additional doses do not apply further attribute penalties but force another HT roll to resist the more severe effects, each roll gaining a +1 to the roll as additional doses have a diminishing return.. In a suggestible state the victim has an additional -2 to Will to resist interrogation however if an interrogator critically fails then they end up influencing the victim into admitting to a narrative inspired by the interrogator rather than providing truthful information. The effects of the toxin last for about 30-HT minutes before they are gradually flushed from the system. Cost 3 FB per doze, LC 3.

Vorox Poison ( TL 4) An injected or ingested poison distilled from the venom of a Vorox’s claws, a practice the Vorox are understandably unhappy about. The dosage needed makes the poison ineffective on a blade but injected or ingested the poison takes effect 2d6 seconds later and the victim feels a painful burning sensation in their limbs. They are at -1 to DX and must make a HT-2 every second or take a point of fatigue damage. The poison’s effect continues for 25 – HT seconds, or until the victim makes a critical success on their poison check and resists it’s effect or until they pass out from fatigue loss. Each additional dose adds 25 seconds to the duration of the poison and -1 to the HT check to resist the fatigue damage. Cost 2 FB per dose, LC 2.

Vrasht Poison (TL 4) A poison made from the distillation of the venom of the Vrasht Bug suitable for ingestion or injection or as a blade venom. It is the king of all poisons, most desired by assassins of the known worlds and most watched for by bodyguards and constables. The toxin breaks down protein chains very rapidly causing organs to liquefy and victims to bleed from their orifices. A fatal exposure will either kill the victim by major organ failure or their lungs will fill with their own blood and they will drown. Time to effect varies, injected the poison takes effect in 1d6 seconds, ingested in 1d6 minutes, as a blade venom it takes effect in 2d6 turns. The victim then makes a health roll -3 for each dose. Success does 1d6 damage, failure does 4d6, and critical failure means death. Successful or not in resisting the venom it is completely agonizing causing a -4 to all rolls and requiring a successful health roll to perform any action at all as the victim struggles against racking palsies of pain for 4d6-HT hours. Cost 25 FB per dose, LC 2

Xaoas Gas (TL 11) Produced by the Engineers Guild for an unknown client during the Emperor Wars, Xaoas gas has been used by just about every faction in the known worlds. The gas dissolves inhibitions and amps up the paranoia of those who inhale it. Minor disagreements and differences of opinions become worth killing over in a second, people exposed to the gas will savagely tear anyone in sight apart. Once exposed to Xaoas gas, 2d6 seconds later the victim must make a Will roll with a -1 for each second of exposure up to a -5. If they fail they will attack anything that could potentially be a threat. If they succeed they will still behave as if they failed a check of the paranoia disadvantage and will try to escape anything that could pose a threat to them but are not driven to destroy others. The paranoid rage isn’t rational. If three people are within sight, one unarmed, one with a knife and one with a gun, they will always attack the closest threat. The effect last for HT-25 minutes. Xaoas gas is substantially heavier than air and doesn’t work well distributed on the ground. During the war it was dispersed by chemical shells that would airburst over the battlefield. However, it’s rumored that the Decados continued experimenting with Xaoas gas after the Emperor Wars, engineering versions that could be spread by gas grenade or as a contact poison. More than just illegal the Inquisition has declared Xaoas gas Proscribed Technology because of its resemblance to demonic possession. Old Xaoas gas artillery shells sell for hundreds of firebirds on the black market, usually in a fierce bidding war.  LC P

Cybernetics

   Installation of Cybernetic parts costs 100 – 150 FB. The surgery takes a month to recover from with physical therapy, longer without. Cybernetics weigh roughly the same amount as their organic counterparts and function about as well. Normal cybernetic parts have a DR 3 and a set amount of damage before they’re damaged and unable to function.  Damage to a cybernetic part does not produce stunning effects, blood loss or any pain-related effects. Damaged Bionics cost 25-50% of the original cost of the part to repair or a successful Engineering – Cybernetics roll with a penalty equal to the damage done to the part. Most damaged parts cannot be worked on by their owner. Cybernetic parts that are powered by a power cell are designed to operate for 24 hours with a fully charged cell and take 15 seconds to replace the cell. Most cybernetics are LC 4.

   Machinery Level: The separation of man and machine is fundamental to the ideology of the Fading Suns world. The more machinery put in a human the more they feel detached from humanity and the more people treat them inhumanely. Each Cybernetic Device has a Machinery stat. The amount is cumulative. Each 5 points of Machinery the character has reduces his social skills by -1 and gives him a -1 to any reaction roll.

  Cost: Cybernetic technology costs vary depending on how advanced the technology is that creates them Generally speaking the lower the Machinery Level, maintaining and power requirements of a cybernetic part, the higher it‘s cost in Firebirds and in character points. Some cybernetics have a Character Point cost so low it‘s actually negative, these items should count as disadvantages.

  Tech Level: At higher tech levels the machinery of cybernetics become more efficient. At TL 8 Cybernetics require an hour of maintenance daily for each piece. They are powered by a power cell that will operate the cybernetic organ for a week. They’re metallic appearance bears the highest machinery level. At TL 9 High tech materials make cybernetics stronger and more powerful and more attractive, lowering their machinery level. They require an hour of maintenance a week and are powered by a power cell that will operate the cybernetic organ for a week. At TL 10 Nano construction techniques and artificial skin further refine the appearance of durability of cybernetics, lowering their machinery level further. They require an hour of maintenance per month and the organs run off the user’s bio-electric field. At TL 11 nano cybernetic colonies function like normal human organs but so much more advanced. They become self-maintaining and self-powered. Higher tech cybernetics become exponentially more rare the higher their TL. Most reasonably large cities will have an apothecary that can provide TL 8 Cyber replacements but TL 11 exotic cyperware is rarely found outside of high tech hubs like Leugueheim or Apshai.b 

Cybernetic Ears Replacement of one or both ears allows hearing to be restored to those that have lost it. Replacing both allows for enhanced hearing above and beyond the human range. Replacement of both ears removes any inner ear disorder such as Space Sickness and allows the player to buy off those disadvantages. Military cybernetic ears have a more gradient tonal range giving a +2 to hearing checks and are designed to mute loud noises giving the user Protected Sense: Hearing. Musician’s Cybernetic Ears have a much more gradient tonal range, able to isolate a single sound and listen to it intently or spot audio qualities that are irregular in scale or rhythm, gaining the discriminatory hearing advantage. Echo Ears broadcast ultra-low frequency noise and with sub-dermal sensors can interpret how sound waves bounce off of surfaces to construct an image of their surroundings, gaining the advantage Scanning Sense:Sonar. Hits to the skull that penetrate DR have a 1-in-6 chance of damaging a cyber-ear. A cybernetic ear can take 2 points of damage before failing. TL 8 cybernetic ears run on an A cell, have Machinery: 2, and require 2 hours of Maintenance per day. TL 9 Cybernetic ears run on an A cell, Machinery 2. And require 2 hours of maintenance per week TL 10 Cybernetic ears run of the user‘s bioelectric energy, Machinery: 1, and requires 2 hours of maintenance per month. TL 11 Cybernetic ears run of the user‘s bioelectric energy, Machinery: 0, and no maintenance required.

-Basic Cybernetic replacement: (TL 8) Cost 55 FB per ear, -4 CP, (TL 9) Cost 80 FB per ear, -3 CP. (TL 10) Cost 115 FB per ear, -2 CP. At TL 11 the ears can simply be reconstructed for about 200 FB per ear.

-Military Cybernetic ears: (TL 8) Cost 140 FB, 2 CP. (TL 9) Cost 225 FB, 3 CP. (TL 10) Cost 275 FB, 5 CP. (TL 11) Cost 350 FB, 5 CP.

-Musician’s Cybernetic Ears: (TL 8) Cost 150 FB, 6 CP. (TL 9) Cost 235 FB, 8 CP. (TL 10) Cost 305 FB, 11 CP. (TL 11) Cost 375 FB, 12 CP.

-Echo Ear: (TL 8) Cost 220 FB, 8 CP, (TL 9) Cost 325 FB, 11 CP, (TL 10) Cost 450 FB, 12 CP (TL 11) Cost 545 FB, 13 CP.

Cybernetic Eyes Replacement of one eye allows for return of stereo vision. Replacement of both eyes allows enhanced sight viewing in a wider spectrum of light and additional features. Cybernetic Eyes can act as a virtual monitor for the think machine of a cybernetic brain, displaying output inside the user’s eyes. At TL 10+ the eyes can project hallucinatory interface tools that the user can manipulate with hand movements. Hits to the face that penetrate DR have a 1-in-6 chance of damaging a cyber-eye. A cybernetic eye has a DR of 4 and can take 3 points of damage before failing. TL 8 cybernetic eyes run on an A cell, have Machinery: 4, and require 2 hours of Maintenance per day. TL 9 Cybernetic ears run on an A cell, Machinery 4. And require 2 hours of maintenance per week TL 10 Cybernetic ears run of the user‘s bioelectric energy, Machinery:2 , and requires 2 hours of maintenance per month. TL 11 Cybernetic ears run of the user‘s bioelectric energy, Machinery: 1, and no maintenance required.

-Basic Cybernetic Eyes (TL 8) Cost 80 FB per eye, -8 CP, (TL 9) Cost 125FB per eye, -7 CP, (TL 10) Cost 175FB per eye, -6 CP, At TL 11 crippled eyes can simple be reconstructed for about 250FB 

-Military Cybernetic Eyes - Military Cybernetic eyes are built with enhanced hardware that magnifies image detail for better gradient contrast and pattern recognition while insulating the sensory nerves from sudden over stimulation, giving the user +2 on vision checks, Protected Senses: Vision, DR 8 to the eyes and 5 levels of Nightvision (TL 8) Cost 275 FB, 2 CP, (TL 9) Cost 420 FB, 3 CP, (TL 10) Cost 550 FB, 4 CP, (TL 11) Cost 710 FB, 5 CP.

-Hawkeyes - Hawkeyes are designed with Ultraviolet light gradient contrast and a finely scaled zoom feature in their optics allowing the user to have 4 levels of telescopic vision and Ultravision. (TL 8) Cost 270 FB, 12 CP, (TL 9) Cost 405 FB, 18 CP, (TL 10) Cost 550 FB, 20 CP, (TL 11) Cost 675 FB, 23 CP.

-Redeyes - Redeyes are able to switch from normal cybernetic vision to Gamma-detection that causes more dense objects to glow brighter than less dense objects in front of them as they are bathed in short-wave radiation emitted from the cybernetic eyes. Redeyes in effect allow the user to see in B&W through solid objects that wouldn’t normally block radiation giving the user 2 levels of Penetrating vision.  (TL 10) Cost 710 FB, 8 CP, (TL 11) Cost 850 FB, 9 CP.

-Cat’s Eyes - Cat’s Eyes feature military grade gradient contrasting but with an enhanced focus motor and target tracking and a series of nictating lenses to protect the eyes from damage that give the user Ultravision, a +3 bonus to hit when making an aimed ranged attack and 4 levels of nictating membrane. (TL 9) Cost 420 FB, 16 CP, (TL 10) Cost 530 FB, 19 CP, (TL 11) Cost 665 FB, 20 CP, 

Optical Booms - Optical Booms are articulated skull-mounted camera booms wired into a co-coordinating processor in the optical center of the brain that allows the user to see in all directions as per the 360 degree Vision advantage, night vision 5, and +2 Acute Vision. Each boom functions as it‘s own additional eye and is -7 to target. The boom can flex far enough to look around corners without exposing the users head. An Optical Boom has a DR of 3 and can take 3 points of damage before failing. TL 8 Optical booms run on an B cell, have Machinery: 5, and require 2 hours of Maintenance per day. TL 9 Optical Booms run on an B cell, Machinery: 5. And require 2 hours of maintenance per week TL 10 Optical Booms run of the user‘s bioelectric energy, Machinery: 5, and requires 2 hours of maintenance per month. TL 11 Optical Booms run of the user‘s bioelectric energy, Machinery: 5, and no maintenance required.  (TL 8) Cost 195 FB, 17 CP, (TL 9) Cost 270 FB, 22 CP, (TL 10) Cost 365 FB, 24 CP, (TL 11) Cost 440 FB, 26 CP.

Cybernetic Hand Replacement of the hand with a cybernetic appendage allows for greater strength and dexterity. Cybernetic hands have a DR of 3 and can take 4 pts of damage before failing. TL 8 cybernetic hands run on a B cell, have Machinery: 3, and require 2 hours of Maintenance per day. TL 9 Cybernetic hands run on an B cell, Machinery: 3. And require 2 hours of maintenance per week TL 10 Cybernetic hands run of the user‘s bioelectric energy, Machinery: 1, and requires 2 hours of maintenance per month. TL 11 Cybernetic hands run of the user‘s bioelectric energy, Machinery: 0, and no maintenance required. (TL 8) Cost 70 FB per hand, -2 CP, (TL 9) Cost 105 FB per hand, 0 CP, (TL 10) Cost 140 FB per hand, 2 CP, At TL 11 crippled hands can simply be reconstructed for about 250FB 

-Upgrade: Hammerhand - A Hamerhand is just cybernetic hand with a reinforced frame with ridged striking knuckles for a harder hitting punch. Adds +1 per die to punch damage, and + 2 to DR. (TL 8+) Cost +10 FB, +8 CP.

-Upgrade: Shocker - A Shocker is just a melee shocker mounted to the fingertips of a cybernetic hand. The shocker does 1d-1 Lethal Electrical damage (B p432) to the location hit. Delivers 10 Shocks on a C cell (TL9+) Cost, +3 CP.

-Upgrade: Toolhand - this slightly bulkier cybernetic hand features a selection of finger-mounted powered tools that can be switched out at will and a bright fusion torch to illuminate the area. The character is able to customize the hand for either Mech or Volt tool work giving a +1 to related skills per tool hand used. Runs off a C cell rather than a B. (TL 9+) 58 FB, +3 CP.

Cybernetic Arm Replacement of the arm with a cybernetic appendage allows for enhanced strength and dexterity and other modifications. Cybernetic arms have a DR of 3 and can take 6 pts of damage before failing. TL 8 cybernetic arms run on a c cell, have Machinery: 5, suffer from the -5 pt level of Ham-Fisted, and require 2 hours of Maintenance per day. TL 9 Cybernetic arms run on an B cell, Machinery: 4. And require 2 hours of maintenance per week TL 10 Cybernetic arms run of the user‘s bioelectric energy, Machinery: 2, and requires 2 hours of maintenance per month. TL 11 Cybernetic arms run of the user‘s bioelectric energy, Machinery: 0, and no maintenance required. Cybernetic arms can be upgraded with any one cybernetic hand upgrade. (TL 8) Cost 90 FB per arm, -12 CP, (TL 9) Cost 135 FB per arm, -1 CP, (TL 10) Cost 190 FB per Arm, 6 CP, (TL 11) Cost 225 FB per arm, 10 CP.

Military Cybernetic Arm - This is a heavier more durable cybernetic arm with a more powerful motor assembly. The arm has DR 7 and +3 Arm ST. (TL 8) Cost 130 FB per arm, 11 CP, (TL 9) Cost 200 FB per arm, 19 CP, (TL 10) Cost 275 FB per Arm, 26 CP, (TL 11) Cost 315 FB per arm, 32 CP.

Pike Cybernetic Arm - A pike Arm features a pneumatic spike set into the palm that punctures opponent, changes punch damage to impaling and adds a die of damage. (TL 8) Cost 100 FB per arm, 3 CP, (TL 9) Cost 145 FB per arm, 15 CP, (TL 10) Cost 190 FB per Arm, 20 CP, (TL 11) Cost 235 FB per arm, 27 CP.

Hammerhead Cybernetic Arm - A hammerhead uses advanced moyamers across a reinforced superstructure to provide immense strength. +2 DR, +5 Arm ST.(TL 9) Cost 145 FB per arm, 15 CP, (TL 10) Cost 190 FB per Arm, 20 CP, (TL 11) Cost 235 FB per arm, 27 CP.

Gunarm Cybernetic Arm - Gunarms are a normal cybernetic arm with a concealed submachinegun. The Statline is Malf Crit(Ver), Damaged 3d Pi+, ACC 2, Range 48/533, ROF 10, Shots 25 (4), RCL 2, BLK 0. (TL 8) Cost 185 FB per arm, 10 CP, (TL 9) Cost 275 FB per arm, 25 CP, (TL 10) Cost 340 FB per Arm, 31 CP, (TL 11) Cost 425 FB per arm, 36 CP. Gunarms are LC 2.

Maestro Cyber Arms - Maestro Cybernetic System is a pair of cyber arms rigged through an enhanced neural bridge across the shoulders that enables unrivaled flexibility and hand-eye co-ordination, gaining +2 DX. Maestro are only able as part of a pair.(TL 9) Cost 395 FB, 24 CP, (TL 10) Cost 525 FB per Arm, 28 CP, (TL 11) Cost  665 FB per arm, 32 CP.

-Modification: Hidden Compartment - Crafts a small concealed compartment built into a cybernetic arm about the size of a 12 oz beer can, shielded from most detection methods. The compartment is -3 to detect or +3 to the holdout skill. Machinery: 1. (TL 8+) Cost 28 FB, 1 CP.

Cybernetic Leg Replacement of the leg allows for resumed function with the possibility of greater speed and power. Cybernetic legs don’t The basic cybernetic leg has a DR of 3 and can take 6 damage before failing. TL 8 cybernetic legs run on an c cell, have Machinery: 4, and require 2 hours of Maintenance per day. TL 9 Cybernetic legs run on an B cell, Machinery: 3. And require 2 hours of maintenance per week TL 10 Cybernetic legs run of the user‘s bioelectric energy, Machinery: 1, and requires 2 hours of maintenance per month. TL 11 Cybernetic legs run of the user‘s bioelectric energy, Machinery: 0, and no maintenance required. (TL 8) Cost 85 FB per Leg, 3 CP, (TL 9) Cost 135 FB per leg, 5 CP, (TL 10) Cost 160 FB per leg, 8 CP, (TL 11) Cost 190 FB per leg, 10 CP. 

Cybernetic Lower Torso - A pair of cybernetic legs mounted to a reinforced lower torso frame that allows the user to exploit the increased power and responsiveness of cybernetics offering +1 Move, +2 Lifting Strength and +2 Kick Damage. Characters with Cybernetic Lower Torso suffer no fatigue loss from walking. (TL 8) Cost 180 FB per Leg, 7 CP, (TL 9) Cost 260 FB per leg, 12 CP, (TL 10) Cost 320 FB per leg, 14 CP, (TL 11) Cost 405 FB per leg, 15 CP. 

Military Lower Torso - A more durable version of the Cybernetic Torso gives the user DR 7, +2 Move, +5 Lifting Strength, and +2 Kick Damage. Characters with Cybernetic Lower Torso suffer no fatigue loss from walking. (TL 8) Cost 245 FB, 28 CP, (TL 9) Cost 350 FB, 35 CP, (TL 10) Cost 490 FB, 41 CP, (TL 11) Cost 575 FB per leg, 45 CP. 

Arachnid Lower Torso - Designed originally as a cybernetic eccentricity the spider cyber modification that fuses six cybernetic legs to a reinforced torso has become the next extreme thing. The modification gives the user +1 Move, +2 Lifting Strength and +2 Kick Damage. Characters with Cybernetic Lower Torso suffer no fatigue loss from walking. (TL 8) Cost 360 FB per Leg, 13 CP, (TL 9) Cost 460 FB per leg, 20 CP, (TL 10) Cost 570 FB per leg, 22 CP, (TL 11) Cost 710 FB per leg, 24 CP. 

-Modification: Hidden Compartment - Crafts a small concealed compartment built into a cybernetic leg about the size of a 12 oz beer can, shielded from most detection methods. The compartment is -3 to detect or +3 to the holdout skill. Machinery: 1. (TL 8+) Cost 28 FB, 1 CP.

Subdermal injector (TL 8+) A pre-loaded pump connected intravenously to ventricle artery designed to inject up to 5 doses of a chosen drug automatically on command or if a condition is met. The pump can be triggered manually by a pressure sensitive trigger under the wrist, it can also be set to inject if the user falls unconscious, is injured or takes a serious wound. Pre-set triggers can be somewhat temperamental. Any time the user is in a high-stress situation or suffers trauma the GM makes a HT roll for the character. On a critical failure the drug injects automatically. The drugs can be reloaded externally through a port under the arm. Runs on an A cell, requires 2 hours of maintenance per week, Machinery: 1, Cost 150 FB, 0 CP.

Cybernetic Gills (TL 9+) This implant assortment allows the user to breathe underwater but filtering the oxygen from water and expelling the breathed fluid. Extended breathing of water is taxing to the user, costing 1 fatigue per hour. Breathing water and air are mutually exclusive. It takes 3 seconds to flood or drain the lungs and acclimate the body. During this time and at any time the character is exposed to what their Cybernetic Gills aren’t equipped to breathe they are suffocating. Powered by normal body function, requires 2 hours of maintenance per week, Machinery 4. Costs 250 FB, 0 CP.

Squawker Implant The character has an internal radio transmitter built into their mouth with an antennae that runs along their spine allowing them to operate a squawker hands free. At TL 8 Squawker Implants run on a C cell and require 2 Hours of maintenance per day. At TL 9 Squawker Implants run on a C cell, has a 5 mile range, and require 2 Hours of maintenance per week, Machinery: 1. At TL 10 Squawker Implants run on a C cell, has a 10 miles range and require 2 Hours of maintenance per month, Machinery: 1. At TL 10 Squawker Implants run on a C cell, has a 50 miles range and require 2 Hours of maintenance per month, and can broadcast the user’s thoughts rather than voice, Machinery: 1. At TL 11 Squawker Implants run on a C cell, has a 50 miles range is self-maintaining, and can broadcast the user’s thoughts rather than voice, Machinery: 1. (TL 8) Cost 135 FB, 2 CP, (TL 9) Cost 190 FB, 4 CP, (TL 10) Cost 250 FB, 7 CP, (TL 11) 325 FB, 8 CP.

Neural Interface Jack (TL 10)  A Neural Interface Jack. is a translating implant that lets the user operate a think machine using only their thoughts. It gives a +2 to any think machine roll as long as the character is able to concentrate. If they are distracted the think machine roll is -2 due to unclear signals along the connection. The implant is accessible through a port behind the earlobe that can access any standard Think Machine data cord. The jack is powered by the machine it connects to and requires 2 hours of Maintenance ever month, Machinery 1. Cost 55 FB, 4 CP.

Cybernetic Brain This exceedingly rare technology allows for the frontal lobe to be replaced with a think machine, giving the user access to accelerated processing power and speed. The surgery requires specialized equipment that can record the brain digitally and imprint the cybernetic brain. This process is Proscribed by the Church. This process is irreversible. The Cybernetic Brain functions very much like an ordinary brain they experience normal emotions, have mental advantages or disadvantages, but it s unaffected by telepathy powers or other abilities that biologically affect the brain. Biological or emotional strain that causes unconsciousness in a biological brain still causes a Cybernetic Brain to shut down but instead of the normal rules for unconsciousness a Cybernetic Brain will reboot in 5 seconds and the user will wake up provided they have at least one FP left. The Brain has a DR of 10 (Including Skull DR) but any damage done to the Brain causes a shut-down of all processing systems and puts the body in autonomous mode where the user is effectively in a coma until the Cybernetic Brain can be repaired and Rebooted. If the Brain takes more damage than the character’s HT stat the body’s biological functions cease and the body dies, but technically the character’s mind is still imprinted on the drives of the Cybernetic Brain. Cybernetic Brains are Think Machines and can be reprogrammed by anyone familiar with the technology who connects a data cable to the cybernetic device’s data port. Characters with a basic Cybernetic Brain gain the following abilities. Absolute Timing, Digital Mind, Doesn’t Sleep, Eidetic Memory, 10 levels of Hard to Subdue, Lightning Calculator: Intuitive Mathematician. Cybernetic Brains automatically include a neural interface jack. A TL 10 Cybernetic Brain has a Max IQ of 12, a Machine: 3, requires 2 hours of maintenance per week, and runs on the user’s bioelectric energy. At TL 11 a Cybernetic Brain has a Max IQ of 14, a Machine: 1, requires 2 hours of maintenance per month, and runs on the user’s bioelectric energy. (TL 10) Cost 7,750, 17 CP (TL 11) Cost 18,250, 22 CP. LC P.

-Modification: Modulated Digital Dominance - The Cybernetic Brain is able to be calibrated to allow full left/right co-ordination so that each arm can function with full independence. Ambidexterity, extra attack. Cost 220 FB, 21 CP.

-Modification: Accelerated Processor - The Cybernetic Brain is upgraded with higher tolerance processing hardware that doubles the response time of the brain effectively slowing time down for the user. The character gains 1 level of the Enhanced Time Sense advantage. This doubles the amount of time it takes to maintain the Cybernetic Brain Cost 1500 FB, 60 CP.

-Modification: Prioritized processing capacity - The Cybernetic Brain is able to be optimized to process information for specific skills more effectively. This gives a +2 to the skill being prioritized. It takes 8 seconds to configure a skill for prioritized processing. Up to two skills can be given prioritization at once. Cost 275 FB, 18 CP.

-Modification: Redundant Processor - The Cybernetic Brain is built with a second processor that runs in tandem with the main processor allowing the character to operate two entirely separate trains of thought at the same time, dedicating their full concentration on one task and remaining aware of everything else going on around them. The character gains 1 level of the Compartmentalized Mind advantage, and Single Minded. This doubles the amount of time it takes to maintain the Cybernetic Brain. Cost 485 FB, 33 CP.

Cybernetic Memory Module (TL 11) This is a much more simplified modification of the brain where large sections of the cerebrum are replaced with a high capacity think machine allowing the mind to store and retrieve data more accurately. Cybernetic memory is Think Machine Data and can be reprogrammed by anyone familiar with the technology who connects a data cable to the cybernetic device’s data port. A cybernetic memory module is able to be optimized to process information for specific IQ or Per based skills more effectively. This gives a +2 to the skill being prioritized. It takes 8 seconds to configure a skill for prioritized processing. Up to two skills can be given prioritization at once. Characters also gain the Eidetic Memory advantage. Runs on the user’s bioelectric energy. Requires 2 hours of maintenance per month. Machine: 0, Cost 2650 FB, 23 CP.
Cybernetic Nervous System - The character’s central nervous system, entire spine and all nervous wiring has been replaced with a wiring system of super-high-speed think machine relays. This allows a character crippled by nervous system damage to regain function and also increases reflexes and hand-eye co-ordination. Characters gain +1 DX, Combat Reflexes. At TL 10 Cybernetic Nervous Systems are powered by a C cell and require 2 hours of maintenance per week, Machine: 2. At TL 11 Cybernetic Nervous Systems run on the user’s bioelectric energy and require 2 hours of maintenance per month, Machine: 1. (TL 10) Cost 2850 FB, 23 CP, (TL 11) Cost 3225 FB, 28 CP

-Modification: Reflex Task Optimization- The character is able to optimize nervous activity for the performance of a specific DX-based skill, giving a +1 to that skill. Optimization takes 4 seconds. Only one skill can be optimized at a time. Cost 120 FB, 6 CP.

-Modification: Retractable Spines - The character is able to extend a row of 6 inch retractable spikes along their spine, allowing them to attack characters in their rear arc for Thrust+1 impaling damage with a brawl attack. Attack use the normal rules for attacking into the rear hex. Targets grappling the character from behind are hit automatically. Cost 75 FB, 3 CP.

-Modification: Nervous Impulse Attenuation - The Cybernetic Nervous System is attenuated to be able to dial down the signal on nerve sensitivity to control pain and shock or stimulate neurochemical production to keep the character from passing out. The character gains the High Pain Threshold advantage, and 3 levels of Hard to Subdue. Cost 85 FB, 10 CP

Cortex Bomb (TL 8) A small explosive charge implanted just under the skull, usually used to guarantee loyalty. A cortex bomb kills its owner on command, doing 3d Cr Ex internally to the brain. The bomb operates on a modulated frequency that can be broadcast from a RF remote or with a reverse trigger that will cause the bomb to detonate if the victim leaves the broadcast area. The bomb is tamperproof, wired to explode if it’s removed. Taking the Cortex Bomb out of someone requires a Surgery roll -6 to keep the bomb from detonating. Installing one requires a surgery roll -4. Machinery: 2, Cost 85 FB.

Weird Tools

Blink Cards (TL 11) -These flashy high tech playing cards were once a part of a 2nd republic collectable card game called Blink. As cards are played connected to other cards their values and colors change unpredictably. The attractive animated cards are flexible and durable and receive their power from small amounts of solar energy. The premise of the game is for each player to play cards one at a time attempting to predict the change of the cards they connect with in an attempt to turn all of the cards on the table to one suit or color. Traditionally cards are wagered and lost to the winner in these games, keeping one’s deck chaotic. It has been posited that Blink Card players don’t simply learn the behavior of their cards but develop the ability to predict what they will do psychically. Conspiracies link Blink Cards to the Phavian Institute. The inquisition has hesitated to proscribe them for a long due to inconclusive evidence but they tend to keep a close eye on anyone acquiring large numbers of Blink Cards. At the GM’s discretion the ESP psychic ability may give players bonuses to playing Blink. Cost approximately 8 FB per card. Wt 1lb for a 60 card deck, LC 4
Cleansing smudge bundles (TL0) - These are bundles of fragrant herbs and incenses traditionally believed to cleanse an area of disturbing energies. The smudge is lit and its smoke is spread throughout the area the user wishes to clean. The scent is not pleasing but not especially toxic. Any layman can carry out this task. The process takes 1 bundle and just under a minute per room to be cleansed. Any rite or psychic power used in a room that has just been cleansed will only critically fail on a roll of an 18. Cost 1W, Wt negligible, LC 6.

Exorcism Kit (TL 2) - This is a simple wooden box containing a phial of holy water, a blessed candle, a sanctified cleaning cloth and any other tools the sect it is designed for use to conduct an exorcism. These tools can be improvised but it gives a -4 to the Religious Ritual roll. Cost 42 FB, Wt 3lbs, LC 4.

Obun Prayer Bowl (TL 1) - these beautifully engraved bowls are made from the rare earth metals of the Binduhista Mountains on Obun. When stroked with a wood pestle they resonate with an almost hypnotic hum that is a favored meditation aid. Those trained in the Obunnish meditation traditions gain a +2 to any meditation roll while using a prayer bowl. Cost 25 FB or more depending on how far the buyer is from Obun, 2lbs, LC 5.

Obun Prayer Shawl (TL 0) - These custom made beaded shawls are designed to protect the wearer from hubris by cloaking the wearer in their good deeds. The Shawl is literally a pictogram of the kindnesses and virtues of the wearer. While wearing the Shawl Theurgists gain a +1 to hubris checks. The shawl will only work for the user who it is made for and only if they speak the Ubunnish language. Cost: 65FB, Wt 3lbs LC 5.

Hironem Kanasu Fetish (TL 2) - These slender paddles, carved from the woods native to Cadiz’s Turaz region and decorated in feathers and bone, assist Kanasu priests in detecting and measuring the flow of S’zu in a particular area. Hironem utilizing a Kanasu Fetish gain a +2 to their S’zu sense rolls. Even non-Hironem trained in the fetish’s use can detect particularly strong sources of weird energy by making a successful Occultism roll at -1. Cost 85 FB, wt 1lbs, LC 5.

The Mist Blade (TL 11) - These legendary blades are thought to be a myth but they exist in the treasure hordes of psychic covens and psychic bounty hunters. The Mist blade is a flux sword that operates at a psychically tuned energy frequency that causes it’s blade to emit no visible light. It still generates heat and still causes visual distortion, its containment field still glows slightly but the blade looks like a sheath of mist. The truly impressive aspect of the blade is how it enhances telekinetic psychic powers. Any telekinetic effort made with the sword as its focus is +4 to the control roll and it reduces any fatigue cost by one, be it sword-fighting with the mist blade from across the room or using it to deflect debris hurled by an explosion. These blades have cut down enough inquisitors that the inquisition has a particular hate for those that wield them. Stats are otherwise the same for a Flux Sword. Cost 1250 FB, Wt 2lbs, LC 1

Ritual Circle Inscribing Tools (TL 1) - Ritual space increases the chances of a rite succeeding and reduces the risk associated in performing it. Rites performed within the circle gain a +1 to the skill roll and will only critically fail on a roll of an 18. The circle is specific to the school of the rite and cannot be used to perform a rite of a different school. The materials used to create the circle vary by tradition, usually waxes or salts consecrated and prepared for use. Preparing the circle takes about 3 hours and a successful Occultism roll. The tools and materials fit into a small case, Cost 14 FB, 6 lbs, LC 5, but possession of such a kit could draw suspicion. Materials to create a new circle cost about a Wing.

Soul Gem (TL 1) - Soul gems are weird psychoactive crystals commonly found growing in locations where weird energy is peaked. During the second republic these were a curiosity and toy owned by most of the wealthy. They were set into rings that read your emotion or used to create interfaces of technology that responded to your mental state. Now they are a proscribed technology, knowledge of their properties vigorously scrubbed from public knowledge and their growing places guarded by church forces. They few Soul Gems that remain in the hands of free peoples are cherished items for the aid they provide to psychics. Having a Soul Gem in contact with a psychic’s skin when he commits an act that requires an urge check gives him a +1 on the roll. Larger gems are focal points that draw in weird energy and act as batteries, allowing a psychic to use points of weird captured in the gem rather than their own fatigue to power psychic powers. Once a point of weird is drawn from the Soul Gem it begins recharging at approximately one point per day. At the GM’s discretion, the Soul Gem will not recharge if it is not present where weird energy is abundant. Costs vary by availability but most start around 150FB, Wt. Negligible. For each 5 points of energy the gem holds it weighs another ¼ lb. Gems that can hold weird energy add about 50FB per point of energy up to 3 Pts, 100 FB per point of energy up to 8 Pts, and 250 FB per point up to 18 Pts. There is no record of a Soul Gem that can hold more weird energy. Wt ¼ lbs per point of energy, simple soul gems that don’t absorb weird energy are Wt negligible. LC P

Talismans (TL 1) -Talismans are available for sale in the shadows of every Agora and Space Port. They are the stock and trade of Zuranists but also any number of unscrupulous pedagogues. They protect or empower their wearer for reasons ranging from protection from demons and spirits to enhanced fertility. Many employ the visages of the saints, some use animalistic-like charms, others still form strange mystical symbols or effigies. Most are scams but all provide self-assurance for those that put stock in them. The few that possess actual weird empowerment will give one-time bonuses to rolls applicable to the nature of the charm of up to +3 to the roll, then they will cease to work. Talismans are not inexpensive but then their placebo effect wouldn’t work if they were priced for what they were worth. While Talismans technically interfere in the realm of suspected antimony, The Church is too busy to chase every talisman hawker in the city and they don’t see the use of these charms as being a great danger to the soul so long as peasants don’t use them. 3-50 FB depending on the value of the charm being sold. Wt Negligible LC 5.

Ukari Shaman’s Spear (TL 4) -Among the Ukari, outside of clan leadership, there are stations of respect afforded to masters of lore and keepers of history. These Ukari are seen with mystical reverence despite what should be an administrative post in a culture that revere’s warriors. There is no analog for the titles of these Ukari but The Church refers to them as “Shamans”. While they hold different responsibilities within the clan and have different ritual authority they are all recognized in their station by the badge of their office, the spear. The Ukari Spear is a weapon from the time when they lived above the ground, just over a meter long, wielded one-handed, with a long Krixi-like blade. Shaman’s Spears tend to be colorfully decorated to blazen in firelight. The spear itself isn’t weird or especially useful in controlling weird energy but it is used extensively in Clan rites such as Marital Bonding, The Name Marking of Children and Funerary Rites as well as holiday observances. Cost 125 FB, Wt 3lbs LC 4.
Weird Tabernacle (TL 2+) -Tools built by The Church as a means of absorbing and storing consecrated weird energy for use in theurgic rites. A Tabernacle is nothing more than an object constructed both artistically and thaumaturgically to inspire reverence and draw in the light of the Pancreator. Most are ornate treasures inscribed with Latin script from the gospels, containing the remains of saints or powerful theurgists. A Weird Tabernacle stores a number of Weird points up to it’s maximum that can be used in place of FP to power rites. Once Weird points are removed the tabernacle recovers them at a rate of one per day if it is kept “In the light of the Pancreator”. It is the GM’s discretion if that means sunlight or firelight or prayed over by devotees or simply in the hand of a faithful servant. Weird Tabernacles must be constructed out of consecrated remains and rare metals as well as fitted with ornate decoration. Their cost is approximately 10 times the normal cost of the item to be made into a tabernacle and about an additional 200 FB per point of weird energy it stores. Weapons made into Weird Tabernacles are assumed to be Fine Quality as part of this cost and really any item made into a tabernacle should be of paramount quality. It is rare, even on the black market, to find a Weird Tabernacle that can contain more than 6 points of weird energy. Some Weird Tabernacles are also imbued with the power to cast Theurgic Rites by Theurgists who do not know that rite. This significantly increases their cost. Weight is normal per the item made into the Tabernacle but no less than ¼ LB per point of weird it stores, LC 4 or higher if the item’s LC would be higher.
Transportation

Brute (TL-)

ST 100, DX 8, IQ 4, HT 17, Mv 8, Wt 3000lbs, Cost 100 FB, LC 5

Cavalry Horse (TL-)

ST 40, DX 9, IQ 4, HT 15,  Mv 16, Wt 1400lbs, Cost 200 FB, LC 5

Ox (TL-)

ST 80, DX 8, IQ 4, HT 17, Mv 8, Wt 2,500+lbs, Cost 75 FB, LC 6

Saddle Horse (TL-)

ST 35, DX 9, IQ 4, HT 12, Mv 12, Wt 1,200lbs, Cost 60 FB, LC 6

Cart (TL 4-5) the Majority of people in the known worlds who are going somewhere are on a cart. They are cheap and common enough that nobody should have to walk. Most carts are well built, featuring shocks or at least leaf springs to cushion their ride. Led by one horse or two mules. Carries 1 ton of cargo. Wt 300lbs, Cost 20 FB

Wagon (TL 3-4) Common but less so than Carts. Wagons are largely only for those who mean business. In addition to carrying a much larger load they’re generally much more comfortable, featuring padded benches, canopies, lantern hooks and other little amenities demanded by those who spend much of their life driving a horse team. Led by 4 horses or two Brutes. Carries 4 tons of cargo. Wt 800lbs, Cost 20 FB

Coach (TL 4-5) The auto coach’s primitive cousin. A horse drawn coach offers poorer nobles a more elegant method of arrival than taking a cab. While less extravagant than auto coaches. Horse-drawn models are comfortable and attractive and much more frugal. Led by 2 or 4 horses, carries 1ton of cargo, Cost 85 FB, Wt 500lbs.

Rowboat (TL 2) Simple wooden or aluminum boats meant to ferry people or goods t through reasonably calm waters. Their hulls are very large, requiring two people to pull out of the surf or carry. They are often used for fishing or to fill the role of a cart along slow rivers or coastlines. When properly loaded a rowboat can carry two tons of cargo or passengers and can be piloted by a single person but generally operate much more quickly with 2-4 rowers. A Rowboat powered by oars travels at about 2-3 miles per hour until it’s rowers run out of fatigue. Cost 20 FB, Wt 240 lbs. A TL 6 a motor can be attached to the boat driving it along at about 12 miles per hour. The Outboard engine will run for about 400 miles on a fuel cell depending on current. Cost 25 FB, Wt 55lbs.

Hover Cart (TL 8) Found in spaceport zones where beasts of burden aren’t allowed or in large factories where auto wagon exhaust is undesirable, the Hover Cart is a simply solution to transporting cargo. It is a 4ft x 4 ft platform that sits atop a rubberized skirt with powerful electric jet intakes that suspend the cart on a cushion of air. Their utility and simple technology makes them popular among the guilds. The Hover Cart travels easily over smooth surfaces and water, carrying up to 500lbs of cargo and runs for 12 hours on a C cell. Cost 32FB, Wt 14lbs, LC 5. The charioteers rent these carts at most spaceports for a few FB a day but they become very cross if their carts don’t return, often adding the cost of the equipment plus fines to the vessel that rented it next time the make port again.

Myule (TL 7) The Myuel holds the distinction of being the oldest vehicle model still in production in the known worlds. Originally manufactured in the Diaspora, the Myule’s production factory on the planet now known as Leagueheim was largely unmolested and it became more and more widely sought after as roads fell into disrepair and people pushed further from civilization. During the Emperor Wars the Myuel’s high popularity paved the way for many aftermarket parts makers. At one time or another the Myuel was built on every known world and some of the vehicles have parts still made in the Second Republic. The Myuel is a 4-wheeled all-terrain vehicle in its simplest form, engine, wheels steering bars and break. Customization is common for the workhorse of the known worlds, including headlights, canopies, horns and radios. It pulls plows or carts, climbs mountains and even powers water pumps. However the real strength of the Myuel is its complete componentilization. Any part on a Myule can be removed and replaced by someone of minimal experience in a manner of minutes. Repair attempts are at a +3 provided parts are available. The Myuel normally seats only one driver but its powerful engine could carry as many people as climb on. The Myule’s top speed is 45 miles per hour. The little vehicle can pull up to a ton in a trailer with minimal decrease in speed. A Myule runs on an D cel, a full charge will allow it to drive 200 miles. Base Cost 220 FB, LC 4

Monowheel (TL 6) Monowheels are found in just about any city in the Known Worlds. They are little more than a saddle with motor and gyro that rests inside of a semi-rigid traction wheel. At rest a monowheel employs retracting skids to keep it upright, however, once the vehicle begins to roll it’s gyroscope and the flywheel motion of it’s one wheel keep it very stable. Monowheels are favored by couriers and delivery persons for their fuel efficiency, but can carry very little cargo. They accelerate and decelerate slowly and are difficult to control over uneven ground (-4 to off-road driving). Most monowheels seat only the driver, some have space for a single passenger. Monowheels can accelerate up to 70 miles per hour on flat ground. A monowheel will drive for 560 miles on a fuel cell. Cost 135 FB, LC 4

Autocoach (TL 7) Modern coaches are easily the most popular vehicle found in cities they come in a hundred different shapes and sizes. Normal Autocoaches feature a small cab in the front for a driver, a comfortable passenger salon in the middle and a large cargo cabinet above the engine in the rear, but there are many exceptions. Most Autocoaches have a sliding panel between the cab and the passenger compartment, some feature intercoms for communication. Some cabs have two seats for an additional driver, some have a driver’s seat and a sleeping bunk for long drives. Most passenger compartments have luxurious seating for 4, some of comfortable seating for 6, other still cramped seating for 10. The Autocoach is the measure of civilized travel, its ride is very smooth due to it’s suspension but it’s intended to be driven on well-repaired roads and it struggles outside of the city suffering a -2 to driving rolls on anything rougher than a paved road. 

-Criticorum Taxi Made popular during the rebirth of Criticorum, but its popular design has spread across the more heavily populated cities in the Known Worlds. These bulky simply decorated autocoaches have two drivers seats in the driver’s cab and a small passenger salon with 6 seats. The Taxi was designed with large windows to make it easy for any of the passengers to get a look at attractions being driven past. A Taxi stores nearly ¼ tons of cargo in their rear trunk. Their top speed is just over 45 miles per hour. A Criticurum Taxi runs on 4 E cells. A full charge will allow it to drive 580 miles or for about two months in the city. Base Cost 820 FB, LC 4.

-Flat Racer These unusual Autocoaches are designed for racing, typically used by nobles and wealthy guilders on arena tracks or on open salt flats. Their sleek bodies and smaller wheels keep their frames low to the ground. They feature high power electrical motors that allow them to achieve speeds few Autowagons can match. Their two person open cockpits have windshields but offer little protection from the elements. Most features advanced suspensions that allow them to maneuver very dexterously on flat ground, giving a +1 to all driving rolls. Flat racers have precious little space for cargo. They can fit a small parcel behind their seats, maybe up to 100lbs. Their top speed is just over 85 miles per hour. An Flat Racer runs on 2 E cells. A full charge will allow it to drive 280 miles or for about a month in the city. Base Cost 1350 FB, LC 4.
-Royal Coach These are the normal ideal of an Autocoach. They strongly resemble horse-drawn coaches in scale and shape but their engineering is far advanced and of course the horses are replaced with an electric drive system. The driver typically rides in an elevated seat at the front of the carriage with little or no shelter from the elements while up to 4 passengers enjoy spacious seating in the passenger salon. The carriage body is normally an amazing work of art. Painted panels accented with precious metal inlay often framed with scrolling inset with semi-precious stones. No two are alike and each strives to outshine the others. There are some exceptions usually owned by the church or guild that eschew excessively expensive decoration but even these vessels are stylish in their simple way. These coaches are designed for travel with luggage and their rear trunk can store an impressive quarter ton of cargo. Their top speed is just over 40 miles per hour. An Royal Coach runs on 4 E cells. A full charge will allow it to drive 510 miles or for about two months in the city. Base Cost 1275-10,200 FB. LC 4.

-Town Coach These are the more modern style of Autocoaches increasing in popularity after the war. They are low-slung with sleek lines and eye-catching detail. While they look like they could take flight most move no faster than any coach. It would be a shame to have all that style and grace drive by too quickly to be appreciated. Town coaches have a driver’s cockpit in the fore, usually comfortable and high tech. The passenger salon seats 4 in luxurious comfort, but its low ceiling makes it more of a lounge than a proper salon. More conservative nobles do not approve of these “Turk Coaches” they find their bohemian appointments too suggestive, however young nobles love them for exactly the same reasons. Town coaches have no real cargo space but most who own them simply strap luggage or goods into the empty seats, allowing about 250lbs per seat. Their top speed is just over 50 miles per hour. A Town Coach runs on 2 E cells. A full charge will allow it to drive 310 miles or for about a month in the city. Base Cost 1425 FB, LC 4.
Autowagon (TL 6) The Autowagon is the vehicle of the working man. It’s multi-wheeled suspension and powerful fuel-cell fueled motors allow these vehicles to travel great distances with heavy loads.. There are various models. Most are open-topped, some have covered cabs, some even have covered cargo beds. Most Autowagons seat driver and passenger, some have additional seats rather than a cargo bed. Many feature winches, cranes or searchlights for specialized work. Some examples follow below:

-Dune Hopper Popular on Al-Malik worlds, these auto wagons are stripped down to the basics, little more than a driver’s box, roll bars, motor and suspension. It makes the vehicle very uncomfortable to ride in but a lot of fun to drive. Dune Hoppers usually have sophisticated 4-wheeled spring suspension systems that let them climb rocky areas or navigate rough terrain easily reducing terrain driving penalties by 2. The open cockpit of a typical Dune Hopper seats two. At low speeds more can hold onto the roll bars. They have no cargo space but can strap on up to 250lbs of extra weight. Their top speed is about 70 miles per hour. Duner Hoppers will drive for 325 miles on a fuel cell. Cost 280 FB, LC 4

-Guild Truck One of the most commonly seen versions of the Autowagon. These large wagons have a small enclosed cab that seats two and is reasonably comfortable. The back is a gated flatbed, usually with a weatherproof canvas cover. Guild trucks designed for long hauls often have tiny bunks in the back of the cab for the driver to sleep otherwise the guild truck will probably feature a small locked cargo compartment. Almost all guild trucks have lamps to light their way. A guild truck can easily manage up to two tons of cargo. Their top speed is about 70 miles per hour. Guild Trucks will drive for 200 miles on a fuel cell, maybe ¾ that distance when fully loaded. Cost 350 FB, LC 4

-Skiffs This style of Autowagon is used most often in the wilderness. Skiffs are designed as mobile tool centers. They are large or small depending on their function. Most are 8 wheeled and have raised suspensions to better manage difficult terrain. Most often they feature cranes or heavy excavation equipment but some are designed to function as field hospitals or even mobile fusion plants. Skiffs will usually also carry any tools needed to facilitate the equipment they mount. Skiffs have open single-person cockpits but often they’re often fitted with canopies to shield the driver from the elements. Most skiff have a sheltered area where the driver sleeps when the skiff is set up in the field. Many skiffs will also feature large lamp arrays designed to light work areas at night. Skiffs rarely feature any cargo space not needed for mounted tools but up to a quarter ton of extra gear can usually be stowed on its frame. Their top speed is about 40 miles per hour. Skiffs will drive for 250 miles on two fuel cells. Cost vary wildly depending on the equipment mounted but usually about 400 FB plus the cost of mounted machinery, LC 4.

-Tractor Rig these sturdy auto wagons are design to tow trailers or sleds or simply drag dead vehicles. Their transmissions have been specially built to deliver high torque power at a compromise of speed. Tractor rigs run on two wheels up front and two tracked treads in the rear. Tractor Rigs that operate in the snow often have large snow skids in place of the front wheels. They’re designed with an enclosed forward cab that seats two with a locking cargo box and a flatbed in the back. Most have a large trailer hitch as part of their design. Tractor Rigs can carry 3 tons of cargo or drag twice that amount. Their top speed is about 40 miles per hour. Tractor Rigs will drive for 325 miles on two fuel cells maybe half that distance when fully loaded. Cost 380 FB, LC 4.
Hauler (TL 8) The Hauler is a massive commercial/industrial vehicle easily twice the width of an autowagon and 7 times the length. They are the flagship automobiles of the Guilds and rarely owned outside of The League. Most are little more than a Motorized frame designed to transport standardized 50 ton cargo containers, the chief means of transport of goods to starports. Others carry large armored passenger fuselages for trips over hazardous terrain.  Other’s still mount industrial equipment such as construction cranes or drilling rigs for construction or survey work. The Hauler can tackle virtually any terrain on 10 durable balloon tires as tall as a normal man and cannot be boarded without ladder or ramp. It is too large to operate on most streets, but every Starport and Agora have specialized roads to accommodate them. Their top speed is 60 miles per hour regardless of how much cargo they’re hauling, heavier loads just drastically affect their acceleration. Haulers will drive for 800 miles on a bank of 10 Fuel Cells. Cost 5500 FB, LC 4.

Dragonfly VERTOL Skimmer (TL 9) These large passenger craft resemble a small flying whale. The Dragonfly is powered by two turbine intakes that distribute their exhaust through directional jets on the outer frame of the craft, propelling the skimmer through the air or allowing it to hover. The Dragonfly and ships like her are popular on lower tech worlds as they’re easier to maintain and repair than higher tech contragrav vehicles. The Dragonfly seats 4 people or the rear seats can be folded down for additional cargo space. The vehicle is quite a bit noisier than a contragrav Skimmer and difficult to control (1- on piloting checks). The Dragonfly flies at about 170 MPH and has a range of about 650 miles on its 6 Fuel Cells. Cost 2200 FB, LC 4.

Hoverbike (TL 10) A lightweight super maneuverable frame mounted to a hopper jet. The Hoverbike is a reckless recreation of choice for poorer nobles and the best of them are capable of amazing control of the vehicle. Most hoverbikes top their speed at about 200 miles per hour but most owners tinker and modify their machines to push that limit as far as the engine can sustain. The bikes are typically made for a single passenger but a second could ride at slower speeds, other than that the hoverbike can’t carry much more on its small frame.. The bike operates on 2 fuel cells for a distance of 2000 miles. Cost 1300 FB, LC 4.

Skiff (TL 10) Skiffs are a broad term for a popular fashion of open top hoppers. They usually have boat-like hulls made of armorplast or composite laminant and mount three or for small contragrav engines. The skiff’s controls are usually mounted on a central console with a bench for the driver. Passengers or cargo strap in to mounting rails along the edges of the skiff’s hull. Most skiffs are originally built with canopies to protect driver and crew in the rain, but the skiff itself is very weather-resistant. The style is popular because of it’s simplicity and utility. Skiffs can mount any shape of cargo they can tie and balance and they’re simple to work on. Skiff hoppers travel at a max of 80 Miles per hour regardless of load and have a range of about 800 miles running on 2 fuel cells. Cost 1500Fb, LC 4

Freight Hopper (TL 10) If Haulers had wings they’d be Hoppers. Hoppers are massive, slow moving skimmers built to carry a standard 50 ton cargo container. Even the best maintained hoppers are dirty, oil-streaked monstrosities, built for practicality, not style. It flies on 4 massive low-heat thrusters for a noisy lumbering flight. They are +1 to piloting rolls for normal operation but -3 on any attempt to perform an exotic maneuver.  Other than its large crew compartment and its engine’s, it’s little more than framework and the cargo container locked into it. The Crew compartment seats four and is comfortable enough for long flights. The engines are accessible in flight by climbing along the back of the cargo container but this is particularly unsafe, and in fact a leading mortality cause in low-ranking guildsmen. Hoppers don’t move very fast but they aren’t hindered by terrain and their bulk and power makes them fairly resilient to rough weather. They travel at about 200 miles per hour, 100 when fully loaded. Freight Hoppers run on a small fission engine, requiring a 4000 FB fuel rod every 2 years of service. Cost 7,800 FB, LC 4.

Armored Skimmer (TL 11) Little more than flying tanks, armored skimmers are the military solution for rapid air-transport. Their heavy high-tech hulls can shrug off small arms fire or possibly even land after taking a hit from a missile. The Armored skimmer rides on 4 heavy contragrav pads and can operate at full speed with one of them disabled. It features large sliding doors on either side to allow rapid loading and unloading of crew and cargo. It’s normally armed with a chin-mounted autocannon turret but they can be loaded out with a wide variety of assault weaponry from door mounted heavy machineguns to missile racks. The Armored Skimmer will carry pilot, gunner and 12 passengers but seating is cramped and any cargo quickly reduces the number of passengers it can carry. Due to its bulk the Armored Skimmer tops out its air speed at just over 220miles per hour. Armored Skimmers run on a small fission engine, requiring a 4000 FB fuel rod every 2 years of service. Base Cost 24,500 FB, LC 2. 

Highline Air Coach (TL 11) This stylish conveyance is the air car that technology had always promised. Similar to a hundred other manufacturers, the highline is a sleek low-slung chassis with an armored glass canopy to view the scenery as it whisks by. Many models also have armored glass floorboards so you can see the awed expressions of those you fly over. The Highline rides on 4 mini contragrav pads that provide exceptional maneuverability (+2 to piloting rolls for maneuver checks). The highline carries a pilot and 4 passengers and a very small amount of cargo in it’s trunk. Air Coaches travel at 570 MPH and have a range of about 1000 miles on a bank of 8 Fuel cells. Base cost 9100 FB, LC 4.

Hawkwood Interceptor (TL 11) This lightweight maneuverable flitter is a typical example of House air defense. The Interceptor rides on three contragrav pads and is propelled by a grav turbine that allows it to accelerate at amazing speed or hover in place with great stability. It is armed with a nose mounted 20MM autocannon to engage slow moving targets and has a rack of 4 Web missiles to deal with Arial threats, or variety of offensive weapons or advanced sensor packages as suits the military’s needs. The ship has 2 seats for pilot and gunner but either can perform each function. The Interceptor travels at up to 1700 miles per hour, running on a small fission engine requiring a 4000 FB fuel rod every 2 years of service. Cost 18,800FB, LC 1.

Airstream Flitter (TL 11) The paramount of travel these lighting fast Vtol aircraft are the benchmark for civilian air travel in the known worlds. The Airstream is a sleek long body winged craft riding on 5 contragrav pads that utilizes artificial gravity to minimize the discomfort of its passengers. The passenger flitter will fly 30 passengers comfortably including a small kitchen and bar. However,  most noble’s prefer more intimate seating for perhaps a half-dozen friends or family and leave the rest of the space for luxurious appointments. The Airstream travels at about 700 miles per hour, running on a small fission engine, requiring a 4000 FB fuel rod every 2 years of service. Cost 14,500 FB, LC 3.

Labor

Rental of a draft horse – Daily cost to use a workhorse or other burden animal, 5W, marginally more for a cart.

Day Labor – unskilled back-breaking labor from sun-up to sunset, generally for construction or farming. 1 FB per day plus food and lodgings.

Skilled Labor - Trained competent service such as a cook or coachman. 15-50 FB per month, depending on usefulness. Armed soldiers are paid skilled labor wages but often have riders in the contract for generous hazard pay. Room and board normally included with wages.

Professional Labor - Educated or high tech workers such a tutors, edifices or a Reeves Advocate 3-15 FB per day. Workers of this caliber are rarely needed more than a day or two and are expected to handle their own food and lodgings unless the work makes it impossible to do so. When longer work is needed professionals usually contract for 60-160 FB per month. Contracts of this nature generally have very generous conditions for the professional. A Fusion plant Master Engineer doesn’t do routine power plant maintenance or other trivial tasks, they work the hours they feel are best for the contract and they pick their subordinates in the contract.

Cost of a Prostitute – The company of a willing partner for a few hours, usually much less, 1-9 FB depending on attractiveness and exotic nature or talents. Exotic elite courtesans can cost as much as 100 FB but their services are usually offered over several days and include a wide range of enriching activities.

Slave – The cost of a human life, bought and paid. Generally slaves are unskilled, over 25 and in meager health. Cost 50-150 FB depending on condition or skills. Traditionally slaves are freed at the time of their owner’s death.

Serf - A generation contract costs just a bit less than a slave. Serfs have limited rights and freedoms but in the modern age they are economically almost the same. A lineage contract costs in the neighborhood of 350FB, varying a little based on demand and the stock of the serf.

Doctor’s Visit – House call or visit to a medical clinic 6-9FB depending on severity of malady, guilds normally pay a slightly discounted rate for medical care. Care that requires hospitalization comes at about 15 FB per day. Cost of surgery can run from a dozen FBs to hundreds. Generally the more powerful someone is and the more risky the surgery the more a surgeon charges. Amalthean temples may supplement financial payments with penance for the poor.

Tuition - Most education in the Fading Suns word is handled by apprenticeship with the time spent instructing the student offset but the profit from the work performed in the apprenticeship. In cases where the skills learned cannot offer apprenticeship or in the case of Nobles and Clergy, where teaching the skills doesn’t profit the teacher, tuition is charged. The cost of study in a school or laboratory for a semester, approximately the amount of study needed to train 2 skill points, 150 FB. Basic education for children is usually handled in larger classes and is often up to half that much. Education in exotic or guild patented skills such as Piloting Spacecraft or High Tech Redemption could cost up to twice as much. 

Other Stuff

Bare Rations – The minimums of sustaining a human for a meal, usually oat gruel, stew and hard-breads. Cost 2 W

Horse tack – The daily Oats and Grains needed to keep a work horse in good health. Cost 3 W

Stabling - The cost of shelter and care for a beast or burden at a public stables, includes feed for the day, often included in the cost of rural inns. Cost 1C, veterinary care at a stables runs from 3-5 FB depending on what care the beast needs.

Modest meal out – The comfortable meat-and-potatoes fare that freemen live off and guilders lament, meals generally feature a simple appetizer and a drink. Cost 5-15 W

Respectable dinner- Dinner in a fine eatery, the sort of meal one expects at guild business meals or a pleasant date. Service is presented with a personable style. Dinner includes multiple courses and choice of drinks. Cost 2-4 FB

Decadent Food –The Luxurious and artistic fare that only nobles and the most elite guildsmen and clergy experience. The meal is an experience of combined flavors and colors and elite service served in multiple courses with beverages poured to suit the dishes: Cost 5-12 FB

Groceries - Food fresh from the market mixed with grains and cereals, enough for a week of simple meals for one person 2-5 FB

Travel Rations – enough salted meats and skinned cheese, dried fruits and vegetables to feed a man for a day. If kept dry the food will last a year or more requires little or no preparation. Cost 1 FB per day, Wt 2lbs.

A drink in a Rural Pub or Ghetto Dive - Typically rough wine of watery ale. Cost 1 W

A drink in a Spaceport Bar – A fine distilled pint or a mixed drink often imported stock. Served cold in a comfortable atmosphere. Cost 4-8 W

A bottle of good Alcohol - A quart bottle of fine wine or distilled alcohol, finely crafted and fit for a gift or a night of remembering things you wish you could forget. The cost varies depending on age of the brew, and it’s planet of origin 1-10 FB

A half-pound of smoking tobacco - About a week’s supply for a chain smoker, maybe up to a month’s worth of tobacco for a tightly rationed smoker. For more money the tobacco is an exceptional blend, likely imported from off world, often rolled into cigars or cigarettes for less the tobacco is rough loose leaf tobacco in a burlap pouch. Cost 2W-5 FB. ½ lb.

A night in an Inn common room – A reasonably clean cot or couch in a warm back room of a pub or inn. Cost 5 W per night.

A night in a Private Room – Four walls and a locking door, clean sheets and bathing facilities, often including breakfast or boarding for animals. Cost 1-6 FB per night.

A night in a luxury suite – Spacious Luxurious accommodations for you and your retinue in a very secure, nicely decorated suite. Included in the cost is the full attention of the staff, butlers and maids, laundry and private food service. A decent view is also expected. Cost 15-55 FB per night.

Slum Rack for a month – A one room apartment in a decrepit building in a fairly rough area of town. Security is generally comical unless you are in the favor of the local gang. No plumbing or electricity, bathroom facilities are shared and barely sanitary. Cost 4FB.

City Apartment  for a month – A 2 bedroom apartment close to the market or industry with plumbing and electricity. Features a secure entry often with a laundry room or a carriage house. Cost 10-14 FB.

Small Warehouse for a month – A one room building, in the city industrial center, big enough to store a large truck or several palates of goods. Usually very secure. Most warehouses have large access doors and a partitioned office area. Cost 15-18FB

City townhouse for a month – A smaller, comfortable city home, one or two bedroom with decent security. For a little more the townhouse can be a bit more roomy or feature a Coachhouse or other luxuries. Cost 30- 52 FB.

Country Manor for a month - A large comfortable rural home with multiple master bedrooms, accommodations for guests and servants and large halls for celebration. These homes routinely feature large coach houses, boat houses, private gardens, vast kitchens or even exotic features like dungeons or observatories. Most have live-in staff to accommodate the needs of renters. Country Manors have high walls or fences for privacy manicured grounds. They are beautiful peaceful places located near popular vacation get-aways, the perfect escape for a noble family vacation. Cost 58-135 FB 

Trolley fare – Most cities have either a mechanical mass-transit or at least a public wagon to transport people inexpensively. Trolleys are without exception running early or late and packed with the sort of people who ride Trolleys. Cost 1-2 T

Coach fare – A ride in a clean comfortable autocoach or in some locales autowagon. Cost depends on distance. Cost 2-5 FB

Train ticket across country – A somewhat comfortable trip across the continent by rail. Longer trips usually have diner cars and sleeping berths. Costs vary by distance. 2-4 FB

Ship ticket across ocean – Cramped nauseating travel over several days. Usually includes meals, not that you’d want to eat them. Cost 5-6 FB

A Flitter Ticket anywhere on the planet – Comfortable travel anywhere on the planet within a few hours. Usually features a light meal and drink service. Cost 12-15 FB

Postage – Anywhere on planet, up to 5lbs in weight, 2W. takes up to a month.

Postage  Off-world - Up to 10lbs in weight, 2FB and about a month per jump.

Satellite call – On planet live communication to any facility with LRCD capability 5 FB

Gate Relay message – Radio relay planet-to-ship-to-planet message through approved couriers 50FB per jump, 2 days +1d6 per jump to receive the message.
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