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Introduction

From the Dawn of Time, human beings have
ceaselessly quested for new and interesting thongs
bash one another with. In the spirit of this bahdl
noble endeavor, | present you here with no less tha
One Thousand and One new implements of bloody
carnage, for all your science-fiction savagery seed
The future is a marvelous time to hurt people, land
applaud your decision to use it as a setting far yo
campaign. How can we be of service?

What You Will Find in This Book

Game statistics for one thousand and one weagons.
cases where a given weapon is likely to be widely
used | have provided a basic version and then a few
variants, so that if everyone in your game is rogni
around with, say, Blaster Pistols, they won't all/é

to carry the same model.

What You Won't Find in This Book

You won' find materials relating to any specifamnge
universe--I want you to be able to adapt this nter
as freely as possible to your own campaigns, swéh
done my best to avoid using specific backgrounds fo
any of these weapons. There are one or two places
where | couldn’t resist, but for the most part theg

totally generic.

Nor are there a lot of new rules to clutter up your
game. We have a few new feats and Weapon
Proficiencies, but no more than are absolutely
required. Nothing here will force you to change any
existing game mechanics. Ideally you should be abl
to fit these weapons into your game without anghin
but the Player's Handbook. A number of these
weapons affect the mind, but you won't need the
Psionics Handbook to use them. You won't even need
D20 Modern (although the weapons in this book are
all perfectly compatible with it).

You also won't find any attempt on my part to be
absolutely comprehensive. I've provided you with
weapons that | thought you might find fun and
amusing, without trying to work out every last
possible permutation and combination. Frankly, the
Double-Bladed Chainsword is silly enough--do you
really want me to come up with a "Chain-Axe" or a
"Chain-Halberd" and make it even sillier? Nor wbul
I try to rip you off by making a "Chain-Broadsword"
"Chain-Longsword" and a "Chain-Bastard Sword" and
calling them three different weapons. It's my
intention to give you the greatest possible mayf@m
your dollar.



Using these materials in your SF D20
Campaign

The weapons listed here aren't intended for any one
particular science fiction campaign setting-thatsy

so many of them have such generic names. Rather,
they are intended as a toybox you can pick andsehoo
from. The items you like should fit seamlesslyint
your campaign and you can leave out the rest.

There may be places in the text where | suggestatha
particular type of defense would work particularly
well against a given weapon (for example | mention
that there are types of reflective armor out thvenech

will protect against lasers). These are only
suggestions, entirely up to the DM to interprehere

are no defensive devices and no armor in this book—
just weapons.

It is not inconceivable that a single science ditti
universe might contain every one of the weapons
listed here, but my intentions are really justiteg
you the widest possible list to choose from.

Game Balance and Massive Firepower
It’s tough to maintain game balance when your pkaye
have access to hideously powerful weapons. As a
general rule, the best way to combat the probletm is
give their opponents the same kind of hardware, or
better yet, different but equally powerful hardware
(which of course is a lot easier to find when yeweé
1001 options to choose from). This does have a
tendency to shift the focus of the game from the
characters to their machinery, but then again aflot
science fiction is actually like that.

Still, let's face it--some of these weapons areally
intended for Player Characters to lug around iir the
knapsacks. Alien artifacts gathering space-duteat
bottom of nameless ruins, or the twisted fruitd/aid
Science, these items are really more suitable for
cackling arch-villains, crazed cybernetic intelliges
or Martian invaders to have in their arsenals.

Less civic-minded Space Heroes may decide to keep
Doctor Ghastly's Diabolical Atomic Ray instead of
destroying it or turning it over to the Ministry of
Space. How to keep them from using it to blackmail
the world themselves (or at least to win barroom
brawls)?

One good way is to make it either impossible or
prohibitively expensive to replace a Wonder Weapon
power source. To keep your players from feeling
jerked around when you do this, I've already done i
for you. So if you're wondering why so many of the
most powerful weapons in this book have such lichite
and/or expensive ammunition, that's why.

Any weapons powerful enough to disrupt a whole
campaign (or to be the focus of one) are clearly
marked as such in the text. Itis still a goodhite

carefully consider the effect that a given weapdh w
have on your game before you introduce it. This is
actually easier to do than most manuals on
Gamemastering claim. A little foresight and yowd
fine.

A Few Words About Money

Money is a crucial element of most Science Fiction
campaigns. If anything, SF games are even more
money-driven than fantasy games, since more
equipment is for sale and it can do more for you.

The precise cost of an item that a character wearts
have a big effect on the decisions they make,&so th
DM should feel free to fiddle with any and all bkt
prices given here. These are approximations, based
what things might be like in a typical "Space Ofpera
universe in a society not too unlike our own. Your
universe (or the demands of your plot) could be ver
different

You may notice that all prices are listed in "Urlits
What's a Unit? It's a generic unit of currencyjadn
value to roughly 1 American Dollar, or one Silver
Piece. | frankly don't know what kind of currency
you'll use in your game, whether you'll call it
"Credits" or "new-Dollars" or "Neo-Yen", so | thduy
I'd just give it to you in the equivalent of SP ded
you take it from there.

Most D20 science fiction roleplaying games useactu
money instead of the D20 Modern system of Purchase
DCs. This is to be expected, since most science
fiction heroes, like their fantasy counterpartg, ar
shabby characters who don't have 401 K plans or
Savings Accounts to keep track of, and whose fetun
rise and fall dramatically with their adventurebeir
wealth is easy to keep track of, without gettingdexl
down in the details of interest rates and escrow.

For those of you who find it easier to use Purchase
DCs (or who are operating in a game environment
where it just makes more sense to do it this way) |
have provided purchase DCs on each of the weapons
in this book. However, they are even more fluid an
approximate than the listed prices. The Purchase DC
in D20 Modern are based on a set of common
assumptions about the world that you can’t really
make about most science fiction settings. In an SF
game, how tough it is to acquire a given weapon
depends largely on what kind of world you are livin
in.

One society might license firearms so strictly that
anyone as shady as a typical Player Character would
have to buy them on the black market. Another migh
sell hand grenades in vending machines at ther&irpo
It's all up to the DM, ultimately, although I'm hpp

to give you some guidelines.

A Word About Tech Levels (and why we



don't have them)

Do hand-held particle accelerators first appeanreef

or after microwave weapons? Does the antimatter
rifle make its first appearance on the battlefletfore
fusion pistols? After them? At the same time?l Wi
new advances in recoil compensation give us a whole
generation of super-high-caliber slugthrowers?1 Wil
new advances in propellant instead give us a whole
generation of ultra-light, super-fast bullets?

The answer to all these questions is, frankly, who
knows? Nobody can make anything more than a few
vague educated guesses at the future of firearms
technology and once we start to get into energy
weapons, the waters grow even murkier.

Frankly it should be up to the DM to decide what
kinds of futuristic weapons are available to the
players. This book is meant to give the DM more

options, not tie their hands. In some campaigns

projectile weapons will still be in use in the 40th

century. In others you'll see phasers and matter
transmission by the mid 22nd.

With that said, it does seem clear that some afethe
weapons are more advanced than others. We list, fo
example, primitive laser guns and then later, more
effective models. It also seems clear that thiikgs
antimatter rifles and lepton projectors should appe
considerably later than, say, shotguns and grenade
launchers.

The following chart lays out a loose, tentativeufat
history of weapons-enough to keep things from getti
confusing, but not enough to slave the DM to alsing
rigid technological track. Please note that insom
futures many of these weapons are never developed,
or developed in some unusual sequence.

Energy Weapons Projectile Weapons Melee Weapons

Shotguns, Early (1965) :l_ n

oo

Primitive Laser Gun Assualt Rifles, Submachine Guns, F
Automatic Shotguns

k2 Superheated,

Advanced Assualt Rifles, Machine Superchilled

Pistol, Z-Series Guns, Helix Guns, and Hyperice

Early Laser Guns (with backpack-
mounted power units), lon Weapons, Nt
Mi W . Sonic Weap

lat Guns, Advanced Gyrojet
Weapons, Early Gauss Guns,
s, Hand-Flamers, Idiot Guns 2

Weapons

Particle Accelerator Weapons
h 2
Blasters, Stunners, Advanced
Laser Weapons, X-Ray Guns,
Continuous Beam Proton Gun,
Early Plasma and Fusion Guns

¥
Di . Ci , Ad: d
Plasma and Fusion Weapons,
Antimatter Guns, Gamma Ray Guns
Thump-Guns, Vibro Guns

Disintegration Guns
Primitive Lepton
Projectors

Lepton Guns, Handheld Fusion Guns,
The Witherslant Guns, other hyper-
advanced weapons

A Word About Silly Weapons

There are so many weapons in this book that at leas
one of them is bound to seem dorky to you. In some
cases it's intentional—the Freeze Cannon and the
Atomic Ray are intended for a particular style ef B
Movie camp SF. With others it's more a question of
taste.

If the Vibro-Claws or the Flying Buzzsaw Blade seem
goofy to you, what can | say? | assure you, tisere’
some guy out there inGayer tee-shirt who thinks
they're the best thing I've come up with, and | wan
him to enjoy this book, too. | make no excuses, bu
you can have my apologies, if you want them.

Bolt Gun, Advanced
Gauss Weapons
Last-Generation
Assault Rifle

y
Smartguns

Vibronic, Hypersharp
and Advanced Alloy
Weapons

K 2

Power Lances, Force-
Field Projection Blades,
Stun-Stick, Pain Wand,

Coagulator Rod

Fusion Sword
h 4
Variable Metal Weapons
4-Dimensional
Weapons

Using These Weapons in Your Own

Work

How much of this book is Open Game Content? All of
it! You can use the stats for these weapons haweve
you like. Feel free to put them in your own puiitid
adventures and sourcebooks. If you use the name of
named weapon ("the Hermatrode" for example, or the
"Tuff-Hammur") then | would greatly appreciatefit i
you would mention me and this book in the
acknowledgments. Quite frankly, | want the broader
gaming community to be able to make good use ef thi
material and | want it to get as much exposure as
possible. The only use of this work that | would
object to would be if you were to take a bunch gf m
weapons and try to sell them as a weapon sourcebook
of your own, or use the descriptive passages I've
slaved over without mentioning me in the credits.




Extra Feats and Skills

We'll try to keep these to an absolute minimum—the
whole philosophy of this book is to clutter up your
game with as few new rules as possible. Thosewfy
who play D20 Modern won'’t have to adopt any new

feats or skills at all—they're adapted directlyrfrohat
book. The only completely original one is the feat
“Yo-yo Tricks”, which | don’'t imagine a lot of yoare
going to feel forced to use.

New Feats

Burst Fire
Prerequisites: Wisdom 13, Personal Firearms
Proficiency, Advanced Firearms Proficiency.

Benefit: When using an automatic firearm which Isold
at least five bullets, the character may fire atshorst
as a single attack against a single target. Theactea
receives a —4 penalty on the attack roll, but deals

+2 dice of damage. Firing a burst uses up fivessho
and can only be done if the weapon has at least fiv
rounds left in it.

Normal: Autofire uses ten bullets, targets evenghi
in a 10-foot-by-10-foot area, and can’t be aimed at
specific target. Without this feat, if a character
attempts an autofire attack at a specific target, i
simply counts as a normal attack and all the extra
bullets are wasted.

Special: Some firearms have burst settings that use
less than five rounds. If they are using one eséh
weapons, a character with the Burst Fire feat can
launch a burst at a single target that uses up Vewe
many rounds the weapon requires to count as a
“Burst”. So if the weapon fires four-round burtisy
only need to use up four rounds of ammunition, if i
fires three round bursts they only need to usénrget
rounds and so forth.

Yo-Yo Tricks

This feat allows you to perform amusing tricks wath
yo-yo. Make a Reflexes Saving Throw vs. DC 10
every time you use the feat. If you succeed, yoteh
probably delighted any kids in the vicinity and raad
any adults present wonder if you have wasted yiaur |
(but at least you didn't waste it on roleplaying
games!)

At the DM's discretion, a successful yo-yo trickl r
may add a +2 to a reaction roll or subjectit t@ a
penalty, depending on who you are trying to impress
Many of you may be asking "what the Hell is thiatfe
even doing in this book?" | can only suggest yoat
read on.

New Weapon Proficiencies
A few of these are required to keep track of &l th
new types of weapons--we’re introducing in thishoo
It wouldn’t really work to just class everything reo
advanced than a crossbow as an “exotic” weapon.

Slugthrower Weapons(Called “Personal
Firearms” in the D20 Modern rules)

This proficiency covers any weapon smaller than a
rocket launcher that spits out projectiles. Eva@ng
from a derringer to a .44 Magnum to a double-badel
shotgun to an AK-47 is covered by this proficiency.
Gyrojet weapons are so similar in shape and fumctio
to conventional bullet-launching guns that they are
covered by the same proficiency, as are Gauss
Weapons.

There are still a few heavy squad-support weapons
that fire projectiles, but require specializedrinag to
use. Missile launchers and heavy machine guns, for
example. These weapons require specific “Exotic”
ranged weapon proficiencies.

Energy Weapons

This proficiency covers most weapon that use a beam
or bolt of energy to damage the target. Lasers,
blasters, ion weapons, microwave guns, etc. Sonic
weapons and stunners also fall into this category.

A few energy weapons require additional specialized
training to use. Some of them are heavy weap&as li
laser cannons or fusion guns, others are justieso al
that they're radically unfamiliar to most player
characters. These weapons require specific “Exotic
ranged weapon proficiencies, and are clearly marked
as such in the text.

If you own a copy of D20 Modern

These weapon proficiencies are compatible with D20
Modern, but simplified a little. There is, for emple,

no separate category for “Archaic” Melee Weapans.
want you to be able to adapt these new weaponly free
into whatever style of campaign you like, and who
knows what kinds of melee weapons might be



“archaic” in a given campaign world? It's simplasj
to break it down the way the Players’ Handbook and
the Dungeon Master’s Guide do it—into Simple,

Martial and Exotic Melee Weapons.

New Skills

Demolitions (Int)

Trained Only

Check: Setting a simple explosive to blow up at a
certain spot doesn’t require a check, but conngctin
and setting a detonator does. Also, placing an
explosive for maximum effect against a structuiisca
for a check, as does disarming an explosive device.

Set Detonator: Most explosives require a detonator
to go off. Connecting a detonator to an explosive
requires a Demolitions check (DC 10). Failure means
that the explosive fails to go off as planned. iailby

10 or more means the explosive goes off as the
detonator is being installed.

A character can make an explosive difficult to disa
To do so, the character chooses the disarm DCebefor
making his or her check to set the detonator (tmu
be higher than 10). The character’s DC to set the
detonator is equal to the disarm DC.

Place Explosive DeviceCarefully placing an
explosive against a fixed structure (a stationary,
unattended inanimate object) can maximize the
damage dealt by exploiting vulnerabilities in the
structure’s construction.

The DM makes the check (so that the character
doesn’t know exactly how well they have done). On a
result of 15 or higher, the explosive deals double
damage to the structure against which it is plaCed.

a result of 25 or higher, it deals triple damagthto
structure. In all cases, it deals normal damagdl to
other targets within its burst radius.

Disarm Explosive DeviceDisarming an explosive
that has been set to go off requires a Demolitions
check. The DC is usually 10, unless the person who
set the detonator chose a higher disarm DC. If the
character fails the check, he or she does notrdidae
explosive. If the character fails by more tharhg, t
explosive goes off.

Special: A character can take 10 when using the
Demolitions skill, but can’t take 20.

A character with the Cautious feat and at leasink r
in this skill gets a +2 bonus on all Demolitioncks.
A character without a demolitions kit takes a —4
penalty on Demolitions checks.

Making an explosive requires the Craft (chemical)
skill. See that skill description for details.

Time: Setting a detonator is usually a full-round

action. Placing an explosive device takes 1 minute
more, depending on the scope of the job.

Repair (Int)
Trained Only (But see “Jury Rig” option below)

Check: Allows the character to repair mechanical or
electronic devices. The DC is set by the DM, taking
the individual circumstances into account. The
amount of time required to repair a weapon or aevic
is also strictly at the DM'’s discretion.

Most simple repairs have a DC of 10 to 15 and requi
no more than a few minutes to complete. More
complex repair work can have a DC of 20 or higher
and require an hour or more. Making repairs may als
cost money, at the DM’s discretion (if spare parts
required).

Jury-Rig: A character can choose to attempt jury-
rigged, or temporary, repairs. Doing this redubes t
Repair check DC by 5, and allows the character to
make the checks in a single round. This is thelusua
technique a character would use to clear a jammed
weapon. It can be used untrained, at the usual —4
penalty.

A jury-rigged repair can only fix a single problem
with a check, and the temporary repair only lagtd u
the end of the current encounter. The jury-rigged
object must be fully repaired thereafter, at tHktiione
and cost.

A character can also use the jury-rig option towioe

a car or jump-start an engine. The DC for thigis a
least 15, and it can be higher depending on whether
not the vehicle is equipped with security devicéhe
DM has the final say.

If you fail a Repair Roll, you are normally freertl
again, although this is at the DM’s discretion.eTh
DM may decide that a failed Repair check has some
sort of negative effect on the device that prevents
repeated checks.

Special: A character can take 10 or take 20 on a
Repair check. When making a Repair check to
accomplish a jury-rig repair, a character can teke
but can't take 20.

Repairing a device requires an electrical tool «it,
mechanical tool kit, or a multipurpose tool, depgegd
on the task. If the character does not have the
appropriate tools, he or she takes a —4 penalthien
check. The sole exception to this rule is cleagng



jammed weapon with a jury rig, which can be done by

hand at no penalty.

Craft (mechanical) or Craft (electronic) can preval
+2 synergy bonus on Repair checks made for
mechanical or electronic devices.

Organic Weapons

Some civilizations develop technologies that reeaxclusively around bio-engineering. They grownij houses,

living tools and weapons, sometimes even livingssias.

Bio-technology can be unnerving to use. Tools Ieeat shed dandruff or pulse warmly in your gragfeapons may
need to be fed, or be prone to flatulence, skinassind/or nameless sticky secretions. Bio-techtatgls to be
relatively ineffective in a vacuum-most of theseapens can't survive the rigors of space any bitser the characters

who wield them.

Most Player Characters s hail from worlds that talcee familiar technological paths, so the weapistesd below will
largely be found in the hands of NPCs. If a Playkaracter picks up a bio-weapon, the DM shouldaraakeffort to

bring across a sense of its strangeness

Please note that while a lot of these weaponsfaetigely Constructs in game terms, by no meahesfahem are.
Some biological weapons have enough brain-powsratce limited decisions on their own, while otheesjast tools
made of meat. At times the distinction can be gsimiy. Most Scuttlebombs, for example, have tckttargets and
find their way across uneven terrain. This requeBough moxie that it's best to treat them asogiohl Constructs.
Most Living Torpedoes, on the other hand, requareénore wits than are required to glide over torgdasquare and
explode. In game terms, they're effectively sebigelled grenades, not constructs. Check cardbglfgre using a
biological weapon in combat to see which type.itltswill help prevent a lot of needless confusion

Organic Melee Weapons

Disposable Organic Blade

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 275 Units

Tentative Purchase DC:13 (usually illegal)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 10 feet (if thrown)

“To Hit” Bonus: --

Rate of Fire: Can only be used once.
Damage:1d4 Slashing (19-20 x2)

Weight: 1 pound

Armor Class: 9

Hardness: 7

Hit Points: 2

DC required to break this item with a Strength
Roll: 14

AccessoriesScabbard (costs 25 Units, weighs 1/2
pound)

Description: A purely organic blade, made from a
substance like chitin or a claw. The handle is

uncomfortably warm and throbs faintly in the user's
hand. The blade can be used as many times as you
like and then disposed of. Twist the bulb on the
bottom, dislocate the tiny bones under its skiniand
will melt away into a pungent smelling stain witfsin
minute. It is utterly undetectable by any sensor-
system that isn't specifically designed to look for
organic weapons--it even mimics the user's scent.

Disposable Organic Blade, Venomous
Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 300 Units

Tentative Purchase DC:14 (usually illegal)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 10 feet (if thrown)

“To Hit” Bonus: --

Magazine: 6 Doses of Venom

Rate of Fire: Can only be used once.

Damage:1d4 Slashing (19-20 x2), make a Fortitude
Save vs. DC 20 or take 3d8 additional damage from
poison.

Weight: 1 pound

Armor Class: 9

Hardness: 7
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Hit Points: 2

DC required to break this item with a Strength

Roll: 14

AccessoriesScabbard (costs 15 Units, weighs 1/2
pound)

Description: Another disposable organic blade, this
one with a sack full of venom. There is enough qois
for six injections. It takes the blade 3 hours to
generate a new dose. You can use it as many émes
you like, and then make it liquify itself. It cotepely
evaporates, leaving only a greasy mark behind, in
about forty seconds.

Wriggleblade

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 250 Units

Tentative Purchase DC:13 (usually illegal)

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 10 feet (if thrown)

“To Hit” Bonus: --

Magazine: Can be used 3 times (these uses can't be
reloaded or replaced)

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 per round for 6 rounds Piercing (19-20
X2)

Weight: 1 pound

Armor Class: 9

Hardness: 7

Hit Points: 1

DC required to break this item with a Strength

Roll: 14

Special: Continues to do 1d4 damage for 6 rounds
unless somehow neutralized

AccessoriesScabbard (costs 15 Units, weighs 1/2
pound)

Description: A jointed bony spur, about the size of a
stiletto. It breaks off in the victim's flesh andiggles
its way into their organs, doing 1d4 damage pendou
for six rounds unless someone makes a medical skill
roll vs. DC 20 and fishes it out, all bloody and
writhing. Eeew!

Plague Blade

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 300 Units

Tentative Purchase DC:14 (usually illegal)

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 10 feet (if thrown)

“To Hit” Bonus: --

Magazine: Unlimited

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Piercing (19-20 x2)

Weight: 1 pound

Armor Class: 9

Hardness: 7

Hit Points: 1

DC required to break this item with a Strength

Roll: 14

Special: Infects the target with a vicious wasting
disease. The victim must make a Fortitude Saving
Throw vs. DC 15 or lose a point of Strength and one
of Constitution per day for 4d6 days until they are
cured by a doctor or reach 0 Constitution and die.
Multiple blows will do more damage, but won't
increase the effect of the disease.

Description: This one looks a lot like a small, sharp,
twisted piece of antler. It can be used an effetyiv
unlimited number of times without losing any of its
hideous potency and can be set to dissolve into
harmless, untraceable organic compounds within a
minute. It does not, of course, show up on a metal
detector.

Plague Sword

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 3,750 Units

Tentative Purchase DC:23 (usually illegal)
Required Proficiency: Martial-Melee

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: Unlimited

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8 Piercing (19-20 x2)

Weight: 4 pounds

Armor Class: 9

Hardness: 8

Hit Points: 5

DC required to break this item with a Strength

Roll: 16

Special: Infects the target with a vicious wasting
disease. The victim must make a Fortitude Saving
Throw vs. DC 15 or lose a point of Strength and one
of Constitution per day for 4d6 days until they are
cured by a doctor or reach 0 Constitution and die.
Multiple blows will do more damage, but won't
increase the effect of the disease.
AccessoriesScabbard (costs 30 Units, weighs 1
pound), Antidote Capsule (1/20th Ib, costs 150 &Jnit
holds 2 doses, negates effect of infection in bur$)
Description: A sword made of what looks like striated
bone or polished horn. Strangely shaped and
asymmetrical, it shifts and stretches itself to get
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comfortable in the wielder's hand. It carries atliess
supply of viral disease, which the user becomes
immune to in a week or so (21-Con days). If they
accidentally hurt themselves with the sword before
they have acquired an immunity to the virus, thédly w
suffer its full effects.

Plague Wand

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 2,000 Units

Tentative Purchase DC:20 (usually illegal)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: Unlimited

Rate of Fire: As many times as the wielder has
attacks

Damage:Special (Disease)

Weight: 2 pounds

Armor Class: 9

Hardness:5

Hit Points: 2

DC required to break this item with a Strength

Roll: 15

Description: A small, dry living wand. It looks at
first glance like a twig, but on closer examinatits
more like a withered, impossibly long finger withot
many joints. It breathes and twitches faintly wiaén
rest. Anyone struck by the wand is infected withle
disease unless they make a Fortitude Save vs. DC 20
The sickness incapacitates the victim in 1-10 reund
reducing their Strength to a 1. Each day they suffe
with the illness, they can make a Fortitude Saving
Throw vs. DC 15 to shake off the effects. If thiay

it three days in a row, they plunge into a fevet die.
There are many other versions of this weapon, eich
which generates its own strange disease. Thisame
serve as the basic template for dozens of others.

Tanglevine

Cost: 350 Units

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Tentative Purchase DC:14 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 10 feet (if thrown)

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:Special, see description

Weight: 2 pounds

Armor Class: 13

Hardness:0

Hit Points: 5

DC required to break this item with a Strength

Roll: 20

Description: A living plant-weapon. The tanglevine is

worn wrapped around the user's arm. When activated,
its tendrils shoot out to a maximum length of 1€t fe
and entangle the target. Make a Touch attack,
ignoring armor. If you score a hit, the Tangleviras
trussed up your opponent like a Christmas goose. An
entangled character suffers a -2 penalty on a@thkst,
has their Dexterity effectively reduced by 4. They
move at half speed, and of course can't move autsid
the Tanglevine's ten-foot range without first biagk
loose from its clutches. To free yourself from the
Tanglevine, take a full action and make either an
Escape Artist or a Strength check vs. DC 20. Amchitt
against the vine which does five hit points of dgena
will sever it, but if the blow misses there is 50
chance that it will instead hit the entangled wicti

Venomous Bio-Sword

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 3,250 Units

Tentative Purchase DC:22 (Often Unavailable)
Required Proficiency: Martial-Melee

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: --

Magazine: 25 Doses of Venom

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8 Slashing (19-20 x2)

Weight: 4 pounds

Armor Class: 9

Hardness: 8

Hit Points: 6

DC required to break this item with a Strength

Roll: 16

Special: Coated with a poison that does 2d8 additional
damage unless the victim makes a Fortitude Save vs.
DC 20

AccessoriesScabbard (costs 30 Units, weighs 1
pound)

Description: An odd, crooked sword shaped a little
like a scimitar. Composed of a substance not unlike
oyster shell, it glistens with toxin-saturated maicu
The sword holds twenty-five doses of venom. etk
four hours to generate another full load.

Venomous Bio-Spear

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 3,500 Units
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Tentative Purchase DC:19 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 2 hands to use

Range Increment:20 Feet if thrown

“To Hit” Bonus: --

Magazine: 30 Doses of Venom

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8 Piercing (20 x3), loaded with a toxin
that does 2d8 additional damage unless the victim
makes a Fortitude Save vs. DC 20

Weight: 6 pounds

Armor Class: 9

Hardness: 8

Hit Points: 6

DC required to break this item with a Strength
Roll: 13

Description: A short organic stabbing spear made of
what looks like wood. The tip is jagged, black and
stained with venom. It holds enough poison for @abou
thirty strikes and takes roughly four hours to
regenerate it. If damaged, it can regrow losphints
at a rate of one per day. It feels warm to thetiou
and pulses faintly if it likes you.

Venomous Bio-Stabbing-Stick

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 3,075 Units

Tentative Purchase DC:18 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: 20 Doses of Venom

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x3), loaded with a toxin
that does 2d8 additional damage unless the victim
makes a Fortitude Save vs. DC 20

Weight: 3 pounds

Armor Class: 9

Hardness: 7

Hit Points: 4

DC required to break this item with a Strength
Roll: 13

Description: A very short one-handed organic spear
grown for close combat. No longer than a shortsyord
it looks a lot like a jagged piece of wood. Therpha
end is visibly smeared with toxic glop. The staigpi
stick holds twenty doses of poison. It takes eight
hours for it to grow another load. If damagedain
regrow lost hit points at a rate of one per day.

Flesheater Spike

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 600 Units

Tentative Purchase DC:17 (usually illegal)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: 15 Doses of Bio-Agent

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Piercing (20 x2), then 1d6 disease per
round until stopped

Weight: 1 pound

Armor Class: 9

Hardness:5

Hit Points: 2

DC required to break this item with a Strength

Roll: 14

Special: Contains a flesh-eating virus that does 1d6
damage per round until the victim either dies okesa
a Fortitude Save vs. DC 20.

Description: A particularly loathsome biological
weapon, this unsavory little chitinous spike iseied
with a virulent flesh-eating virus that can liquefy
man in minutes. It releases its biological killdoa a
soupy broth and only holds enough for fifteen doftes
can grow another dose in six hours.

Flesheater Blade

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 3,800 Units

Tentative Purchase DC:23 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: 6 Doses of Bio-Agent

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8 Piercing (19-20 x2) then 1d6 per round
until stopped

Weight: 1 pound

Armor Class: 9

Hardness: 7

Hit Points: 5

DC required to break this item with a Strength

Roll: 14

Special: Contains a flesh-eating virus that does 1d6
damage per round until the victim either dies okesa
a Fortitude Save vs. DC 20.

AccessoriesScabbard (costs 20 Units, weighs 1/2
pound), Antidote Capsule (1/20th Ib, costs 150 &Jnit
holds 2 doses, negates effect of the disease in 1-3
rounds)

Description: A jagged-looking organic sword, which
resembles an ugly, crooked scimitar, covered with
spikes and hooks. This ghastly weapon is tainidd w
a flesh-eating virus that can rot a full-sized hnma
being into a pile of reeking glop in just a few oiies.
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It's a good idea to check your hands for open cuts
before you pick it up. The sword only holds sixse®
of the virus, but once it has been emptied it can
produce a new dose in six hours. The virus haeto
into the victim's bloodstream to be effective--just
smearing the fluid on them won't do any harm.

Biological Claws

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 200 Units

Tentative Purchase DC:12 (Often Unavailable)
Required Proficiency: Martial-Melee

Handed: Requires 1 or 2 hands to use

Range Increment: --

“To Hit” Bonus: --

Magazine: Unlimitedt

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Slashing (19-20 x2)

Weight: 1 pound

Armor Class: 9

Hardness: 7

Hit Points: 2

DC required to break this item with a Strength
Roll: 14

Description: This handy set of claws attaches to the
user's fingertips on a spidery biological armatheg
wraps around their hand. The claws are made of
keratin, just like the claws you might find on dadwi
predator. They leave no metal residue and damit tu
up on metal detectors. They do leave a DNA
signature, but of course it's not the same DNAas t
user.

Venomous Claws

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 1,925 Units

Tentative Purchase DC:18 (Often Unavailable)
Required Proficiency: Martial-Melee

Handed: Requires 1 or 2 hands to use

Range Increment: --

“To Hit” Bonus: --

Magazine: 10 Doses of Venom

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4+2d6 Slashing/Poison (19-20 x2)
Weight: 1 pound

Armor Class: 9

Hardness: 7

Hit Points: 2

DC required to break this item with a Strength
Roll: 14

Special: The claws inject a toxin that does 2d6
damage unless the victim makes a Fortitude Saving
Throw vs. DC 20

Description: Artificial claws, made from real
keratinous claw material. This model seeps poison
into the wounds it makes. It holds ten doses &f th

toxin and once it is exhausted it can regenerate on
dose of poison every four hours.

Infectious Claws

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 2,125 Units

Tentative Purchase DC:19 (Often Unavailable)
Required Proficiency: Martial-Melee

Handed: Requires 1 or 2 hands to use

Range Increment: --

“To Hit” Bonus: --

Magazine: Unlimited

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Slashing (19-20 x2)

Weight: 1 pound

Armor Class: 9

Hardness: 7

Hit Points: 2

DC required to break this item with a Strength
Roll: 14

Special: The claws are tainted with disease. The
victim must make a Fortitude Saving Throw vs. DC 15
or lose a point of Strength and one of Constitufien
day for 4d6 until they are cured by a doctor oche@
Constitution and die. Multiple doses won't incretse
effect of the disease.

Description: Artificial claws, grown from real
keratinous fingernail tissue. Infected with a igni
pathogen, they are an excellent weapon for
assassinations. They never run dry of disease.

Biological Katar

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 200 Units

Tentative Purchase DC:12 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Piercing (20 x3)

Weight: 2 pounds

Armor Class: 9

Hardness: 8

Hit Points: 2

DC required to break this item with a Strength
Roll: 14

Description: A gooey mass of wet tissue, with a
thick, irregular organic blade poking out of theddie.
It fits over the user's hand and grips tight. Stray
tendrils coil up the wielder's arm. It works like a
punch-dagger, and turns the user's fist into @8tgb
blade. There is no metallic residue left in the masi
it makes and the device itself won't show up orainet
detector.
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Infected Biological Katar

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 325 Units

Tentative Purchase DC:14 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: Unlimited

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Piercing (20 x3)

Weight: 2 pounds

Armor Class: 9

Hardness: 8

Hit Points: 2

DC required to break this item with a Strength
Roll: 14

Special: Carries an infectious disease. The victim
must make a Fortitude Saving Throw vs. DC 15 or
lose a point of Strength and one of Constitution pe
day for 4d6 days until they are cured by a doctor o
reach 0 Constitution and die. Multiple doses won't
increase the effect of the disease.
AccessoriesAntidote Capsule (1/20th Ib, costs 350
Units, holds 2 doses, negates effect of the vinus i
round)

Description: A biological punch-dagger, infected with
a lethal disease. There is no limit to the numiber o
people who can be infected with this weapon. lkéoo
like a slimy wad of flesh with a fat organic blade
poking out of the middle. It fits over the usert
like a mitten.

Psychoactive Spike

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 350 Units

Tentative Purchase DC:14 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: 15

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Piercing (20 x2). Make a Fortitude
Save vs. DC 20 or hallucinate like crazy. See

description for more details

Weight: 1 pound

Armor Class: 9

Hardness:5

Hit Points: 2

DC required to break this item with a Strength

Roll: 14

Description: A short, sharp biological spike, made
from a material a little like oystershell. In atiioin to
stabbing damage, it doses the victim with a powerfu
hallucinogen, the effects of which last for 2d10
minutes. A Fortitude Saving Throw vs. DC 20 keeps
the drug from taking effect (although the victimlwi
still feel strange and may experience mild psychede
phenomena that have no real effect on their shills
combat abilities). If the drug does take hold @frth
they won't have any clear idea of what is happeting
them and will behave unpredictably. They must make
a Willpower Saving throw (DC 18) every round ot rol
on the following chart.

1 Suddenly forget everything that has happened
for the last 2-12 rounds. You will never recovezge
memories, and the experience is so disorienting tha
you are Stunned (as per the Monk special attack) th
round, unable to take any useful action.

2—4 Do nothing for 1 round. Stare passively off
into space, look at the ground or close your eyes.

5-6Shout insane gibberish for a round, without
moving from the spot where you are standing. You
can take no other action unless attacked and you
cannot be persuaded to shut up. This is likely to
attract the wrong kind of attention.

7 Verbally abuse the nearest creature, yelling
deranged insults and accusations at them as loud as
you can. Even characters who can’t speak your
language can tell that your tone is threatenindnil&V
obviously crazy, you may still get an aggrssivewen
homicidal reaction, depending on who you insult. If
you are completely alone, yell angry gibberisheast
as described above.

8-9Attack nearest creature or moving object for 1
round. You will only attack obviously non-living
objects if no living thing is within reach.

10 Act normally for 1 round. You are not aware
that you have been acting crazy. If attacked while
insane, the victim can defend themselves normally,
but unless they roll a 10 and "act normally”, they
incapable of articulate communication. The spike c
actually generate more doses of the drug, bukésta
four hours for it to finish one.

Death Thorn

Size:Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 500 Units

Tentative Purchase DC:15 (usually illegal)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: Unlimited
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Rate of Fire: As many times as the wielder has
attacks

Damage:4d6 Nonlethal. The target must also make a
Fortitude Save vs. DC 20 or die in 2-12 roundse Se
description

Weight: Effectively none

Armor Class: 13

Hardness:0

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Description: One of the most feared assassination
tools in existence. The death-thorn is small ehdog
hide in the palm of your hand, and more lethal than
blaster rifle. If hit, the victim immediately tak&d6
Nonlethal Damage as the neurotoxins flood through
their system. They must then make a Fortitudertgavi
Throw vs. DC 20, or they will die in 2-12 round&s
death approaches, the victim will take an additiona
1d4 nonlethal damage per round. There is effdgtive
no limit to the number of people a death-thorn can
kill--a lethal dose is microscopic so it never heal
depletes its supply.

Paralysis Thorn

Size:Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 490 Units

Tentative Purchase DC:15 (Often unavailable, often
illegal)

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: 17

Rate of Fire: As many times as the wielder has
attacks

Damage:See description

Weight: Effectively none

Armor Class: 13

Hardness:0

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

AccessoriesAntidote Capsule (1/20th Ib, costs 125
Units, holds 2 doses, negates effect of the drig4n
rounds)

Description: A tiny thorn saturated with 17 doses
worth of a powerful paralytic agent. The victim shu
make a Fortitude Save vs. DC 20 or be paralyzed and
helpless, unable to move or take any physical @gtio
for 2d10 rounds. The victim is perfectly aware of
their surroundings, although unable to move. dtiis
possible for the victim to take purely mental agtio
which might leave them a surprising number of
combat options if the campaign makes use of psonic

Pain-Thorn
Size:Fine (+12 bonus to conceal with a “sleight of

hand” roll)

Cost: 510 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: 15 doses

Rate of Fire: As many times as the wielder has
attacks

Damage: 3d6 Nonlethal damage per round for 2-12
rounds. A successful Willpower Saving Throw vs.
DC 20 will allow the victim to take half damageolR
every round.

Weight: Effectively none

Armor Class: 13

Hardness:0

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Special: The target suffers a —4 penalty to all their
rolls on every round they take damage. A Willpower
Saving Throw vs. DC 20 reduces this penalty to —2.
Description: This little black spine has been described
as the key to the gates of Hell. It contains aaer
agent which causes indescribable pain, while doing
real damage. Few beings capable of experienciing pa
will be able to remain conscious for more thanva fe
seconds after being poked with this thorn.

Rage Thorn

Size:Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 525 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: 12

Rate of Fire: As many times as the wielder has
attacks

Damage:Make a Willpower Save vs. DC 20 or
engage in random violent behavior. See descrifition
details.

Weight: Effectively none

Armor Class: 13

Hardness:0

Hit Points: 1

DC required to break this item with a Strength
Roll: 10

Special.

AccessoriesAntidote Capsule (1/20th Ib, costs 250
Units, holds 3 doses, negates effect of the drdg in
round)

Description: Anyone stuck with this thorn receives a
dose of a powerful aggression-inducing agent and
must make a Willpower Saving Throw every round
(DC 20) for 4-40 rounds to keep from attacking the
nearest target, whether friend or foe.
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Thorn of Madness

Size:Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 520 Units

Tentative Purchase DC:16 (usually illegal)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: 15

Rate of Fire: As many times as the wielder has
attacks

Damage:See description

Weight: Effectively none

Armor Class: 13

Hardness:0

Hit Points: 1

DC required to break this item with a Strength
Roll: 10

AccessoriesAntidote Capsule (1/20th Ib, costs 450
Units, holds 2 doses, negates effect of the drig3n
rounds)

Special: Make a Willpower Save vs. DC 18 or engage
in weird random behavior. This effect lasts for@-3
rounds

Description: Contains a psycho-active agent that
scrambles the victim's higher cognitive functions,
while leaving their motor skills largely intact.

A Fortitude Saving Throw vs. DC 20 keeps the
drug from taking effect (although the victim witils
feel strange and may experience mild psychadelic
phenomena that have no real effect on their shills
combat abilities). If the drug does take hold @frth
they must make a Willpower Saving throw (DC 18)
every round or roll on the following chart.

1 Wander away for 1 minute (unless prevented)

2—4 Do nothing for 1 round. Stare passively off
into space, look at the ground or close your eyes.

5-6 Mutter random insane gibberish, clap hands,
twitch and engage in other harmless but distracting
crazy behavior for a round, without moving from the
spot where you are standing.

7-9 Attack nearest creature for 1 round

10 Act normally for 1 round. You are not aware
that you have been acting crazy.

If attacked while insane, the victim can defen
themselves normally, but unless they roll a 10'autl
normally”, they are incapable of articulate
communication

Debilitation Thorn

Size:Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 530 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: Holds 14 doses

Rate of Fire: As many times as the wielder has
attacks
Damage:See Description
Weight: Effectively none
Armor Class: 13
Hardness:0
Hit Points: 1
DC required to break this item with a Strength
Roll: 10
AccessoriesAntidote Capsule (1/20th Ib, costs 150
Units, holds 2 doses, negates effect of the drdg in
round)
Description: A tiny thorn saturated with a
biochemical agent that robs muscles of their poler.
can be easily concealed in the hand, inside aatigar
in the tip of a pen, etc. It is of course totaityisible
to metal detectors. The victim temporarily lose§ 3d
Strength and 2d6 Constitution, down to a minimum of
1 point. A Fortitude Save vs. DC 25. reduces the
damage to 1d6 from each stat.

The lost Strength and Constitution will slowly
come back at a rate of one point per every fullr fedu
rest.

Brain-Rot Thorn

Size:Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 515 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: 15

Rate of Fire: As many times as the wielder has
attacks

Damage:See description

Weight: Effectively none

Armor Class: 13

Hardness:0

Hit Points: 1

DC required to break this item with a Strength
Roll: 10

AccessoriesAntidote Capsule (1/20th Ib, costs 250
Units, holds 2 doses, negates effect of the drig8n
rounds)

Description: A small, easily concealed spine which
contains a neural agent designed to disrupt higher
cerebral functions. If the victim fails a Fortitude
Saving Throw vs. DC 18, they lose 3d6 Intelligence.
A character with animal-like intelligence (3 or legy
can still recognize their friends and will follolwem
around to keep from feeling anxious and alone. They
cannot speak or use tools in this condition.

Lost intelligence points return slowly. Ifethvictim
doesn't get the antidote or some kind of advanced
medical help they will regain just one point of
Intelligence per week.
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Motor Function Disruption Thorn

Size:Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 495 Units

Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: 16

Rate of Fire: As many times as the wielder has
attacks

Damage:See description

Weight: Effectively none

Armor Class: 13

Hardness:0

Hit Points: 1

DC required to break this item with a Strength
Roll: 10

Special: Make a Fortitude Save vs. DC 18 or have
your Dexterity reduced by 3d6 (to a minimum of 1)
for 2d10 hours.

AccessoriesAntidote Capsule (1/20th Ib, costs 350
Units, holds 3 doses, negates effect of the drig4n
rounds)

Description: Contains a neurotoxic agent that attacks
the brain's motor functions. A character with a
Dexterity of 2 or 1 can't walk or feed themselved a
must make a Willpower Saving throw vs. DC 15 each
time they try to speak, in order to correctly shepe
words.

The Black Stinger

Size:Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 1,000 Units

Tentative Purchase DC:18 (usually illegal)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Rate of Fire: Can only be used once.
Damage:See description

Weight: Effectively none

Armor Class: 13

Hardness:0

Hit Points: 1

DC required to break this item with a Strength
Roll: 10

Special: Make a Fortitude Save vs. DC 20 or die
instantly. Even if they make their saving throley
take 1d6 normal and 2d6 Nonlethal Damage.
Description: A small, sharp spine with a black poison
sack attached. It contains one dose of the mostiyap
acting organic toxin in existence. Not the mosepot
-it actually requires a fairly sizable amount toguce
a fatality, but the quickest. The victim usuallgs
within a second. This actually makes it a lesg tha
ideal tool for most assassinations, since thenaigtill
collapse and die before the killer can get awamfro
them.

Nerve-Rot Thorn

Size:Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 535 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: 10

Rate of Fire: As many times as the wielder has
attacks

Damage: Target must make a Fortitude Saving Throw
vs. DC 18 or suffer 1d6 permanent damage to their
Dexterity per round for 2 rounds

Weight: Effectively none

Armor Class: 13

Hardness:0

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Description: This tiny thorn has been saturated with a
toxin that permanently ravages the target's pergbhe
nervous system, destroying large chunks of their
Dexterity. At the DM's discretion there may be
futuristic medical treatments that can undo theatgen
done by a nerve-rot thorn.

The thorn itself is both small and brittlé's Emall
enough to hide in the palm of your hand or between
your fingers, or for that matter in a victim's shde
tends to break off in the wound and probably wbe't
good for more than one successful attack (DM's
discretion).

Demon Eel

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 50 Units

Tentative Purchase DC:7 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: See description

Rate of Fire: As many times as the wielder has
attacks

Damage:2d4 Piercing (20 x2)

Weight: 6 pounds

Armor Class: 16

Hardness:0

Hit Points: 6

DC required to break this item with a Strength
Roll: N/A

Description: A mindless, air-breathing eel-like
animal, which spends most of its time asleep, doile
up around its owner's wrist. On command, it sging
forward and takes a bite out of whoever its owner
indicates. Then it snaps back into place. Thezefr
course many possible variations on this theme. A
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Demon Eel with poison saliva? One infected with a
horrible disease? Depraved DMs should have no
trouble devising their own unpleasant versions.

Electric Eel

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 75 Units

Tentative Purchase DC:9 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: 10

Rate of Fire: Once per round

Damage:2d6 Electrical

Weight: 5 pounds

Armor Class: 15

Hardness:0

Hit Points: 5

DC required to break this item with a Strength
Roll: N/A

Description: A slimy, sluglike animal, with no visible
features, about a foot in length. It is born vifgh
entire food supply already stored in is fat reseed
has no digestive tract. Most of its body volume is
taken up with bioelectric organs, which generate a
powerful jolt of electricity when the creature is
stimulated. The sticky underside of the animajuige
safe to touch (if disgusting), and the creatuiaftisn
worn around the user's wrist. Once it has exhdutte
electric organs, it recharges at a rate of one ot
thirty minutes.

The "Electric Eel" lives for about six months.
There may be other versions out there which eat foo
and last longer, but most users find it simpler to
dispose of the unit once they are done with it.

“Electric eels” are also sometimes used foresi
and booby traps. Concealed in the right place;, the
can give unwanted guests a nasty surprise.

Constrictor Eel

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 80 Units

Tentative Purchase DC:9 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: This weapon has ten feet of Reach
“To Hit” Bonus: --

Magazine: See description

Rate of Fire: Once per round

Damage:See description

Weight: 5 pounds

Armor Class: 15

Hardness:0

Hit Points: 6

DC required to break this item with a Strength

Roll: N/A

Special: Make a ranged touch attack, ignoring armor.
With a successful hit the target is entangled leyaél.
The eel does 1d6 bludgeoning damage per roun@, for
rounds, unless the Target somehow fights their way
free. An entangled character suffers a -2 pewalty
all attacks, has their Dexterity effectively reddidsy 4
and cannot move out of the eel's reach. To free
themselves, they must take a full action and make
either an Escape Artist roll vs. DC 20 or forceithe
way free by making a Strength check vs. DC 20.
Successfuly forcing your way out of the Constristor
clutches with a Strength roll does 1d3 damage to it
Description: A long, fat, boneless animal, a little like
a muscular slug. It's mottled skin is smooth, coal
dry. The constrictor generally bides its time vreg
around the user's arm. It can be concealed this wa
but only if you wear very long, loose sleeves. Whe
touched in just the right way, the constrictor Esbut
and grapples the target of your choice, pinning and
slowly crushing them.

It has no eyes or ears and only the simpkstons
system. It isimmune to mind control attacks, fear
emotion control and illusions. It cannot surviueai
vacuum. Poison, disease and other attacks which
specifically target flesh will hurt it.

The eel is easy to care for. It has a snmdite at
one end into which you place a large feeding pidirg
week or so. It lives for about six years, if reglyt
fed.
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Swarm-Pods, Spore Pods and Other Organic Splash
Weapons

Swarm Pod

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 325 Units

Tentative Purchase DC:14 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 10 feet (if thrown)

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks, but each pod can only be used once.
Damage:1 point of Slashing damage per round to
every living thing in a 15 foot radius

Weight: 3 pounds

Armor Class: 9

Hardness:0

Hit Points: 3

DC required to break this item with a Strength
Roll: 10 (goes off if broken)

Special: Affects everything in a fifteen-foot radius,
unless their armor class is 20 or higher, in witizbe
they take no damage. Does one point of damage every
round, until they leave the area of its effect.efEhis
no Saving Throw. Within the area of effect, viBipi
is reduced to 2 feet. Characters with two hit dice
less who are caught inside the radius must make a
Willpower Saving Throw vs. DC 25 or flee at their
maximum speed in a random direction for at least on
round.

Description: A large, withered looking seed pod,
about the color of a dirty traffic cone. When exagu
carefully, its surface seems to faintly writhettasugh
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it were full of wriggling vermin. And of coursei.
When the pod is hurled at the target, it burstsapel
a cloud of biting, stinging, venomous insects efsgul
everything within a ten foot radius. These are not
normal insects--they have been specially bredhier t
task and they are far more agressive and far better
equipped to do damage to the target than most
ordinary arthropods. It's like being engulfed bygr
ants, except that they have wings and their bite is
worse.

Robots are not affected by the insects, atthou
they can't see through them. Nor will the swarm
attack inanimate objects (unless of course they're
made of meat). It's completely useless to attaek t
swarm with anything but an area effect weapon.
Nothing else does any damage to them at all.

The swarm will last for 3d6 minutes, unless it
dispersed by a high wind or killed by an area &ttac
Any area attack kills them--they have only one Hit
Point each, so there's no point in making a Redlexe
Saving Throw to see if they take half damage.

It is strictly the DM's call as to whetherigemn
wind is strong enough to disperse the cloud. If yo
allow magic in your campaign, a "Gust of Wind" $pel
will do the trick. For the purposes of resistirgson
and disease, the insects make Fortitude Savingnvshro
ata +5.

It's extrememly dangerous to leave animaks lik
this cluttering up the landscape, so the insecesqt
lifespan is just a few minutes long. Once theyrgme
from their pod, the clock starts ticking. After&d
minutes, the swarm will break up and the insecls wi



start to die.

Vacuum Swarm-Pod

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 350 Units

Tentative Purchase DC:14 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 10 feet (if thrown)

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks, but each pod can only be used once.
Damage:1 point Slashing damage per round to
everything in a 15 foot radius

Weight: 5 pounds

Armor Class: 9

Hardness: 8

Hit Points: 5

DC required to break this item with a Strength

Roll: 15 (goes off if broken)

Special: Affects everything in a fifteen-foot radius
that gives off heat. Does one point of damage every
round. There is no Saving Throw--the only way to
avoid the damage is to leave the weapon’s radius of
effect. Within the affected area visibility is tezbd to
2 feet. Characters with two hit dice or less whe ar
caught inside the radius must make a Willpower
Saving Throw vs. DC 25 or flee at their maximum
speed in a random direction for at least one round.
The swarm does not attack objects that don’t radiat
heat.

Description: A black, crusted organic mass that looks
like a rock. This is a special verison of the swarod
weapon listed above. When the pod is thrown at a
target, it breaks apart on impact, releasing adctwiu
specially engineered insects, grown to surviveafor
few minutes in a vaccum. These insects leavedde p
with just enough oxygen stored in their tissues to
sustain them for long enough to attack the target.
Their pinchers and stingers are as hard as stdelsan
cut through a vaccum suit with ease.

Unlike a normal swarm-pod, this one will eat
robots or indeed anything that gives off a heat
signature. It is however completely useless in an
atmosphere--the insects are pressurized for a waucc
environment and they'll implode at normal
atmospheric pressure. Apart from this, it works
almost exactly like a standard swarm-pod.

The swarm lasts for 3d6 minutes and can't be
attacked by anything but an area effect weapora Are
attacks automatically kill them—don’t even bother
rolling damage. If they are somehow poisoned or
infected with some quick-acting disease, they make
Fortitude Saving Throws at a +7.

Blood-Bomb

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 500 Units

Tentative Purchase DC:15 (Often Unavailable,
usually lllegal)

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:Maximum range of 15 feet if
sprayed. Can also be thrown at a Range Increment of
10 feet

“To Hit” Bonus: --

Magazine: 6 (or 1 if thrown like a grenade)

Rate of Fire: As many times as the wielder has
attacks

Damage:2d6 if sprayed, 2d6/1d3 if thrown as a
grenade-like weapon. See description for more
details.

Weight: 1 pound

Armor Class: 9

Hardness:0

Hit Points: 1

DC required to break this item with a Strength

Roll: 10 (sprays everything in a 5 foot radius if
broken)

Description: A wad of suppurating black tissue,
which spurts contaminated blood when squeezed. It
can be used as either an aerosol spray attackeor as
one-shot grenade-like attack.

If used as a grenade-like weapon it does 2d6
damage to the target and 1d3 splash damage to@nyon
caught in a 5-foot radius who fails a Reflexes Bavi
Throw vs. DC 20 (the Saving Throw completely
negates the damage).

If used as a spray-weapon, it attacks evargthm a
five foot wide, fifteen-foot long jet with its vile
droplets. If the target makes a Reflexes Savingvh
vs. DC 20 they have completely evaded the weapon's
jet of viscous, festering glop and they take no aigen
at all.

In addition to the damage it does on contachf
the toxins in the blood, it infects its targetshnat
grisly disease. Any target that takes damage &tom
Blood-Bomb must make a Fortitude Saving Throw vs.
DC 18, or contract a circulatory disease that thbm
of one point of Constitution per hour. They should
make another Saving Throw every hour to shake off
the disease until they beat the infection, get oadi
help or hit 0 Con and die.

Living Glue

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 50 Units per dose

Tentative Purchase DC:14 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 10 feet (if thrown)

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage: Special--see description

Weight: 1 pound

Armor Class: 9

Hardness:0

Hit Points: 15
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DC required to break this item with a Strength

Roll: 27

AccessoriesSolvent Pod (Weighs 1/20th Ib, costs 15
Units, holds 3 doses, kills and inactivates glug-B
rounds)

Description: A grenade-like weapon, this small
canister of goop bursts apart on impact, showering
everything in a five foot radius. Anything withinat
radius which fails a Reflexes Saving Throw vs. OIC 2
is caught fast by the Living Glue. The trapped
character suffers a -2 penalty on all attacks tleis
Dexterity effectively reduced by 4. They must
immediately make another Reflexes Saving Throw
(DC 15) to avoid being stuck to the floor. If a
character is is fact glued to the floor, they anehle

to move. Even if they make the second saving throw,
they still only move at half their normal rate. ffee
themselves, they must make a Strength check vs. DC
27, or do at least fifteen points of damage togibe.
Hitting the glue is automatically successful.

Plastic-Eating Spore Pod

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 480 Units

Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:Maximum range of 20 feet if
sprayed. Can also be thrown at a Range Increment of
10 ft

“To Hit” Bonus: --

Magazine: 8 (1 if thrown)

Rate of Fire: As many times as the wielder has
attacks, but each pod can only be used once.
Damage:See description

Weight: 3 pounds

Armor Class: 9

Hardness:0

Hit Points: 2

DC required to break this item with a Strength

Roll: 10 (goes off if broken)

Description: A garishly spotted red pod, with flakes
of eczema crumbling off its skin. When squeezed, i
puckers open at one end and spits out a fine orange
powder, full of spores. Anything made of plastic
which comes into contact with those spores
immediately sprout tumorous-looking growths,
crumbles and falls apart, taking 2d8 damage perdou
for 1-6 rounds, regardless of whether or not iésa
the area of effect.

The pod can be used as an aerosol spray agack
an area 5 feet wide by 20 feet long, or it canhibevtn
at the target, in which case it will do its daméme
anything made of plastic in a ten foot radius. An
inanimate object's Hardness does not protectrit fro
this attack.

Toxic Spore-Pod
Size:Small (No bonus or penalty to conceal with a

“sleight of hand” roll)

Cost: 400 Units

Tentative Purchase DC:15 (Often Unavailable)

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:Maximum range of 20 feet if

sprayed. Can also be thrown at a Range Increment of

10 ft

“To Hit” Bonus: --

Magazine: 12 (1 if thrown)

Rate of Fire: As many times as the wielder has

attacks

Damage:See description

Weight: 3 pounds

Armor Class: 9

Hardness:0

Hit Points: 2

DC required to break this item with a Strength

Roll: 10 (goes off if broken)

Description: A sticky purple spore pod, studded with

greenish growths. The spores are poisonous to most

forms of animal life. The pod can either be used t

spray poison like a garden atomizer at a single

target(this counts as a Ranged Touch attack argl doe

4d6 damage), or be thrown like a grenade (this does

4d6 damage to the target and 1d6 splash damage to

anyone caught in a 5-foot radius who fails a Reftex

Saving Throw vs. DC 18). A Fortitude Saving Throw

vs. DC 20 halves the damage (round fractions down).
At the DM's discretion there may be aliens sého

body chemistry is immune to the spores. Plant leeop

for example, probably wouldn't be affected. Wegrin

a gas mask or a separate oxygen supply also negates

the attack.

Insanity Spore-Pod

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 490 Units

Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:Maximum range of 20 feet

“To Hit” Bonus: --

Magazine: 10

Rate of Fire: As many times as the wielder has
attacks

Damage:See description

Weight: 3 pounds

Armor Class: 9

Hardness: 0

Hit Points: 2

DC required to break this item with a Strength

Roll: 10 (goes off if broken)

Description: This shriveled green pod is full of spores
that permanently change the target's brain chemistr
You tickle its belly to make it spit out the spores
(unlike many spore pods, it can’t be thrown like a
grenade). Make a ranged touch attack to affect the
target. A Fortitude Saving Throw vs. DC 18 kedyss t
spores from taking effect (although the victim vsiill
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feel strange and may experience mild psychadelic
phenomena that have no real effect on their shills
combat abilities). If the spores do take hold efnth

they won't have any clear idea of what is happeting
them and will behave unpredictably. They must make
a Willpower Saving throw (DC 15) every round ot rol
on the following chart.

1 Wander away for 1 minute (unless prevented)

2—4 Do nothing for 1 round. Stare passively off
into space, look at the ground or close your eyes.

5-6 Mutter andom insane gibberish, clap hands,
twitch and engage in other harmless but distracting
crazy behavior for a round, without moving from the
spot where you are standing.

7-9 Attack nearest creature for 1 round

10 Act normally for 1 round. You are not aware
that you have been acting crazy.

If attacked while insane, the victim can defen
themselves normally, but unless they roll a 10'autl
normally", they are incapable of articulate
communication. Only some kind of advanced
neurological treatment can help the afflicted chtma
A vaccum suit or completely sealed protective gear
completely negates the effect of this weapon.

Agony Spore-Pod

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 480 Units

Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:Maximum range of 20 feet if
sprayed. Can also be thrown at a Range Increment of
10 ft

“To Hit” Bonus: --

Magazine: 9 (1 if thrown)

Rate of Fire: As many times as the wielder has
attacks

Damage:2d6 nonlethal damage per round for 3
rounds (a Fortitude Saving Throw vs. DC 20 halves
the damage, but the target must roll every round)
Weight: 3 pounds

Armor Class: 9

Hardness: 0

Hit Points: 2

DC required to break this item with a Strength

Roll: 10 (goes off if broken)

Special:Ignores armor. The target must make a
Willpower Saving Throw vs. DC 20 each round they
take damage or be Stunned for that round.
AccessoriesAntidote Capsule (1/20th Ib, costs 250
Units, holds 3 doses, negates effect of the sporés
round)

Description: A brittle-looking reddish sporepod with
mottled brown spots. When gently squeezed, it spew
out a thin stream of spores which afflict the ttisge
nervous system with horrendous phantom painsnit ca
also e thrown like a grenade, in which case it will
affect anyone in a 5 foot radius who fails a Refkex
Saving Throw vs, DC 20.

This is a relatively rare weapon, since nowaats
to have to harvest these pods. A completely sealed
suit with its own oxygen supply completely negates
the spores’ effect, but a gas-mask does not. The
spores don't have to get into the victim's lungs to
wreak their neural havoc. They will penetrate any
scrap of exposed skin.

Sleep Gas Spore-Pod
Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)
Cost: 450 Units
Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Simple
Handed: Requires 1 hand to use
Range Increment:Maximum range of 20 feet if
sprayed. Can also be thrown at a Range Increment of
10 ft
“To Hit” Bonus: --
Magazine: 14 (1 if thrown)
Rate of Fire: As many times as the wielder has
attacks
Damage: Target must make a Fortitude Saving Throw
vs. DC 20 or lapse into a drugged slumber for 2-12
minutes.
Weight: 3 pounds
Armor Class: 9
Hardness:0
Hit Points: 2
DC required to break this item with a Strength
Roll: 10 (goes off if broken)
Special: Area Effect Attack, straight line, five feet
wide and twenty feet long.
AccessoriesAntidote Capsule (1/20th Ib, costs 150
Units, holds 2 doses, negates effect of the sporés
round)
Description: A fat lump of slick black fungus. It
vomits out a puff of mottled greenish powder when
squeezed, which affects every living thing in &fiv
foot wide, 20 foot long path. It can also be thmow
like a grenade, in which case it will affect anyone
5 foot radius who fails a Reflexes Saving Throw vs.
DC 22.

Characters who have been put to sleep aréebs|p
but they will wake up if someone does at least one
point of damage to them, whether normal or nonletha

Flesh-Eating Spore-Pod

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 510 Units

Tentative Purchase DC:16 (usually illegal)

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:Maximum range of 20 feet if
sprayed. Can also be thrown at a Range Increment of
10 ft

“To Hit” Bonus: --

Magazine: 6 (1 if thrown)

Rate of Fire: As many times as the wielder has
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attacks

Damage:See description

Weight: 3 pounds

Armor Class: 9

Hardness:0

Hit Points: 2

DC required to break this item with a Strength
Roll: 10 (goes off if broken)

AccessoriesAntidote Capsule (1/20th Ib, costs 150
Units, holds 2 doses, negates effect of the sporés
round)

Description: This long, puffy mass of tissue is filled
with spores that invade and break down living flash
a shocking rate. It can reduce a full-sized aduithan
being into a pile of gym-sock smelling fungus in
minutes.

When squeezed, the pod opens up a wrinkled
orifice at one end and spits out a silent puffié f
gray powder, effectively attacking everything in a
five-foot wide, twenty foot long path. It can ake
thrown like a grenade, in which case it affects
anything in a 5 foot radius. A Reflexes roll v&C b5
allows the target to dodge out of the way of thadk,
provided that they use their next movement to leave
the affected area. Anyone who doesn'’t get ouhef t
way in time will take 1d6 damage per round untédyth
either die or make a Fortitude Save vs. DC 20.

The spores die quickly if they don't find fie®
bury themselves in, and the squares infected by the
spore pod will be safe to enter on the next roiine.
pod only holds ten doses, but once it has beeniednpt
it can produce a new dose in two hours.

Nerve-Rot Spore-Pod

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 470 Units

Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:Maximum range of 20 feet if
sprayed. Can also be thrown at a Range Increment of
10 ft

“To Hit” Bonus: --

Magazine: 9 (1 if thrown)

Rate of Fire: As many times as the wielder has
attacks

Damage: Target must make a Fortitude Saving Throw
vs. DC 18 or suffer 1d6 permanent damage to their
Dexterity each round for 1-3 rounds

Weight: 3 pounds

Armor Class: 9

Hardness:0

Hit Points: 2

DC required to break this item with a Strength

Roll: 10 (goes off if broken)

Description: A rumpled and unappetizing lump of
vegetable matter, about the length of a man's forea
Its skin is a raw, unhealthy pink with ulcerated re
patches here and there that have odd tufts offuiiry
growing out of them.

When you tickle the right spot on its bellye tpod
contorts in your hand and sneezes out a fine, W m
laden with nerve-rot spores. This attack affevese
living thing in a five-foot wide, twenty foot longath.

It can also be thrown like a grenade, in which dase
affects anything in a 5 foot radius. A ReflexesiSg
Throw vs. DC 15 allows the target to dodge outef t
way of the attack, provided that they use theit nex
movement to leave the area of effect. In one rabad
area will be safe to enter once more.

Once the pod has been emptied it can produce a
new dose in two hours. There is no easy or quick
remedy for the damage it does. Perhaps thererie so
expensive high-tech medical treatment that might be
able to cure the nerve damage, but this of cograe i
to the DM.

Paralysis Spore-Pod

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 485 Units

Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:Maximum range of 20 feet if
sprayed. Can also be thrown at a Range Increment of
10 ft

“To Hit” Bonus: --

Magazine: 12 (1 if thrown)

Rate of Fire: As many times as the wielder has
attacks

Damage:Special. The target must make a Fortitude
Save vs. DC 20 or be paralyzed and helpless, utable
move or take any physical actions, for 2d10 rounds.
Weight: 3 pounds

Armor Class: 9

Hardness:0

Hit Points: 2

DC required to break this item with a Strength

Roll: 10 (goes off if broken)

Description: A loose, slimy brown fungal sack, with
unhealthy-looking red fissures in its skin. When
gently stroked, it spurts out a stream of sporas th
cause paralysis in most animals. This attack tffec
every living thing in a five-foot wide, twenty fotdng
path. It can also be thrown like a grenade, irctvhi
case it affects anything in a 5 foot radius. Al®efs
Saving Throw vs. DC 20 allows the target to dodge
out of the way of the attack, provided that theg us
their next movement to leave the area of effect.

At the DM's discretion, there may be creatuvith
unusual body chemistries who aren't affected. A
completely sealed suit will negate the effect efstn
spores but a gas-mask doesn't. They penetrategthro
the skin and don't need to be inhaled.

Organic Spore-Pod Launcher

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 590 Units
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Tentative Purchase DC:15 (often unavailable)
Required Proficiency: Exotic Weapons--Ranged
Handed: Requires 2 hands to use

Range Increment 30 feet

“To Hit” Bonus: --

Magazine: 1

Rate of Fire: Once per round

Damage:Depends on which spore-pod it is launching
Weight: 4 pounds

Armor Class: 14

Hardness:0

Hit Points: 5

DC required to break this item with a Strength

Roll: 20

Accessories:-

Description: A smooth, boneless, eyeless animal that

resembles a spotted, downy human liver. It's atheut
length of a man's arm, and has only one visible
feature--a huge, gaping, toothless mouth. If yizadla
spore-pod weapon into its mouth, the creaturestii]
gulp the pod down with evident relish, and puffaup
set of tumorous looking air bladders on either side
its body.(the whole loading process takes one &tahd
Action). Point a pod-launcher at the target, twiéak
hard enough to cause it pain, and it will hurl ploel a
surprising distance.

The launcher itself spends most of its timaltp
inert. It can be fed almost any nutrient in ligéodm
(no chunks) and if properly nourished will live aibo
ninety years. It can go without food for a montfso.

Scuttlebombs, Living Torpedos and Other Self-
Actuated Living Weapons

Living weapons that move under their own power, safithese specially tailored animals have enougtm lpower to
qualify as independent constructs while othersatdas a rule Scuttlebombs do and Living Torpedinest).

Scuttlebombs

Living creatures that scamper across the groundriihe target and then explode, they come in a wadiety of
nasty forms and nastier effects. No two look galiiee. Most are smart enough to qualify as indeleet constructs,
since it takes at least a minimal amount of braivgyao find your way across uneven terrain. Yetrethe smartest of
them are still really, really dumb compared to nastmals. Even your average insect is signifigestharter.

Scuttlebomb

Size:Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 595 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to activate, functions
independently after that.

Range Increment:--

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:See description

Weight: 1 pound
Armor Class: See description
Hardness:0
Hit Points: See description
DC required to break this item with a Strength
Roll: N/A
Special: This weapon is capable of independent
action. Treat it as a Fine Construct with an AQ6f8
hit points and an Attack Bonus of +5. It is immuaoe
Fear, Emotion Control, lllusions but not Sleep,
Paralysis or mental domination. It makes Willpower
Saving Throws at a -2 penalty. It can move 30 feet
per round under its own power and effectively has a
Stealth Skill of +5. It does draw attacks of
opportunity when it attacks (although there i¢ditt
point in attacking it with a melee weapon, sinosilt
detonate if it loses all its Hit Points). The boddes
3d6 Bludgeoning damage to anything in a 10 foot
radius when it goes off.
Description: A mottled, hairless eight-legged
arthropod with no obvious eyes. It's body is plump
and sags heavily from the weight of the explosives
carrying. It can track the target either by seant
simply by being pointed at it and set in motiorheT
weapon cannot be recalled or instructed to change
targets once it has been set.

The creature has no mouth, never eats angistas
enough stored energy to reach the target and detona
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It doesn't effectively take any time to wake thiagh
up, you just snatch off the membrane which cousrs i
eyes and it is instantly ready to attack (call thisee
action). If kept dormant, it will live for abouventy
years.

Toxic Gas Scuttlebomb

Size: Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 610 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to activate, functions
independently after that.

Range Increment:--

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:See description

Weight: 1 pound

Armor Class: See description

Hardness:0

Hit Points: See description

DC required to break this item with a Strength

Roll: N/A

Special: This weapon is capable of independent
action. Treat it as a Construct with an AC of 16ijt3
points and an Attack Bonus of +5. It is immune to
Fear, Emotion Control, lllusions but not Sleep,
Paralysis or mental domination. It makes Willpower
Saving Throws at a +2 bonus. It can move 30 feet p
round under its own power and effectively has a
Stealth Skill of +3. It does draw attacks of
opportunity when it attacks, but if it takes anyrdee
at all it immediately detonates. When it goes off,
everyone in a 10 foot radius must make a Fortitude
Saving Throw vs. DC 20 or take 4d10 poison damage.
This toxin specifically attacks the lungs, so a ask
or a vacuum suit completely negates its effect.
Description: A bulging gas-bladder, with six
powerful froglike legs and a single eye on a stilk.
moves in a series of long leaps and hops.

The creature has an extremely simple nervous
system and only understands one basic command--go
to the first thing you see when the opaque membrane
is peeled away from your eye, and explode thdre. |
can be directed against either a whole squaré cani
pursue and chase down an individual target.

Readying the bomb by unhooding its eye i®a fr
action and takes effectively no time. Once it hesn
activated, there is no turning it back.

When itisn't in use the weapon lies dormdnt.
doesn't have a digestive system and is born withel
stored energy it will need to complete its one task

Toxic Flechette Scuttlebomb

Size: Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 600 Units

Tentative Purchase DC:16 (usually illegal)
Required Proficiency: Simple

Handed: Requires 1 hand to activate, functions
independently after that.

Range Increment:--

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:See description

Weight: 1 pound

Armor Class: See description

Hardness: 0

Hit Points: See description

DC required to break this item with a Strength

Roll: N/A

Special: This weapon is capable of independent
action. Treat it as a Diminutive Construct with/AD
of 16, 8 hit points and an Attack Bonus of +6islt
immune to Fear, Emotion Control and lllusions but
not Sleep, Paralysis or mental domination. It make
Willpower Saving Throws at a +4 bonus. It can move
30 feet per round under its own power and effelgtive
has a Stealth Skill of +6. It does draw attacks of
opportunity when it attacks. It will explode ifldses
all its hit points. When it goes off, it does 3d6
piercing damage to anything in a 10 foot radius.
Anyone struck by its flechettes must make a Fatéitu
Saving Throw vs. DC 15 or take an additional d4 of
poison damage every round for 2-8 rounds.
AccessoriesAntidote Capsule (1/20th Ib, costs 250
Units, holds 2 doses, negates effect of the padisdn
round)

Description: A strange little animal which moves by
rolling like a ball, it looks like a sea urchin, perhaps
a hedgehog without a head. Covered with thick
poison spines, it is safe to handle until it is edrand
sent after the target. It has a lot of eyes, lurie
between its spines and will home in of the target
visually.

It can be instructed to home in on a particula
square or to follow a particular target, by poigtinat
the target and squeezing a special place on its
underbelly.

The creature has only the simplest metabadisch
nervous system. It does not eat and is born wih ju
enough stored energy to do its job. It remains
completely dormant until it is activated, and iifsih't
used can live off its stored energy for about siarg.

Telepathic Scuttlebomb

Size: Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 625 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to activate, functions
independently after that.

Range Increment:--

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:See description

Weight: 1 pound

Armor Class: See description

Hardness:0
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Hit Points: See description

DC required to break this item with a Strength

Roll: N/A

Special: This weapon is capable of independent
action. Treat it as a Diminutive Construct withA@

of 16, 8 hit points and an Attack Bonus of +4islt
immune to Fear, Emotion Control, lllusions but not
Sleep, Paralysis or mental domination (although any
attempt to mentally dominate the weapon will
instantly detonate it) It can move 30 feet pencbu
under its own power and effectively has a Stedlili S
of +7. It does draw attacks of opportunity when it
attacks and does 3d6 Bludgeoning damage to anything
in a 10 foot radius when it detonates. If it loaayg of
its hit points, it instantly explodes.

Description: It resembles a large pillbug, about the
size of a cucumber. It moves by either scullingnglo
on its fifty tiny legs or by curling up into an aoned

ball and rolling along the ground.

The weapon is telepathic and remains in consta
contact with the mind of its user. You can ord¢oit
change targets or to withdraw. It is not smart ghou
to undertake any kind of strategy on its own andtmu
be carefully guided through every step of anything
does.

You can see through its eyes if you conceatrét
has all five of the senses we are accustomed to,
although the first time you use one of these wesgjiton
takes at least two minutes of practice to get tgdts
weird sensory perspective.

The creature is by disposition passive and
phlegmatic and spends most of its time asleegods
however need to be fed daily. It can digest jusuab
any organic matter, but has to be fed by hand. If
isn't detonated, it will live for about three years

If it somehow gets separated from its hanather
can't be telepathically guided home, it will make a
feeble attempt to find them, but will give up quick
and go to sleep. The next person to pick it up
becomes its handler.

Plastic-Eating Scuttlebomb

Size: Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 610 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to activate, functions
independently after that.

Range Increment:--

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:2d6 Damage per round to anything made of
plastic within a 10 foot radius.

Weight: 1 pound

Armor Class: See description

Hardness:0

Hit Points: See description

DC required to break this item with a Strength

Roll: N/A

Special: This weapon is capable of independent
action. Treat it as a Diminutive Construct withA@

of 16, 7 hit points and an Attack Bonus of +5islt
immune to Fear, Emotion Control, lllusions but not
Sleep, Paralysis or mental domination. It makes
Willpower Saving Throws at a +2 bonus. It can move
30 feet per round under its own power and effelgtive
has a Stealth Skill of +5. It does draw attacks of
opportunity when it attacks.

Description: A six-legged disk-shaped creature, with
one strangely human looking eye. It has a shell an
looks a little like a very strange crab. It hassy
simple nervous system and doesn't experience pain o
fear. When it isn't being used to attack, it eisieeps
or ambles pointlessly around its cage. It eatsghstut
any garbage or organic waste you care to plads in i
feeding hole, although it cannot feed itself. elfl f
regularly and treated well it will live for abouvé

years.

You arm it by breaking away a small crumblgqei
of shell on top of its carapace. Once it is arnyed,
show it the target and utter a low whistle. Itlthlen
attack that one particular target, moving to irgptdt
if it runs away.

Metal-Eating Scuttlebomb

Size: Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 615 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to activate, functions
independently after that.

Range Increment:--

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:2d6 Damage per round to anything made of
metal within a 10 foot radius. Continues to do dge
until the virus is somehow cured or neutralized.
Ignores up to 15 points of Hardness.

Weight: 1 pound

Armor Class: See description

Hardness: 0

Hit Points: See description

DC required to break this item with a Strength
Roll: N/A

Special: This weapon is capable of independent
action. Treat it as a Diminutive Construct withA@
of 16, 2 hit points and an Attack Bonus of +6islt
immune to Fear, Emotion Control, lllusions but not
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Sleep, Paralysis or mental domination. It makes
Willpower Saving Throws at a —3 penalty. It can
move 30 feet per round under its own power and
effectively has a Stealth Skill of +5. The weaploes
draw attacks of opportunity when it attacks, but if
struck it detonates on the spot.

Description: A fat pink worm, about the size of a
baby's arm , covered with odd, knobby growths. A
bloodshot and strangely human looking eye is \asibl
at either end. The worm wriggles after the degipha
target under its own power and then bursts open in
shower of glop. This liquid is saturated with aahe
eating virus, which does no damage to flesh bdsrus
out even the toughest metallic alloys in just a few
rounds. The worm doesn't have a mouth or a digesti
system, but it does metabolize food through ita ski
and every week it needs to be immersed in a ntitrien
bath for about an hour. If it is properly cared fo

will live for two years.

Plague Scuttlebomb

Size: Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 650 Units

Tentative Purchase DC:16 (usually illegal)
Required Proficiency: Simple

Handed: Requires 1 hand to activate, functions
independently after that.

Range Increment:--

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:See description

Weight: 1 pound

Armor Class: See description

Hardness:0

Hit Points: See description

DC required to break this item with a Strength
Roll: N/A

Special: This weapon is capable of independent
action. Treat it as a Diminutive Construct withA@
of 16, 7 hit points and an Attack Bonus of +5islt
immune to Fear, Emotion Control and lllusions but
not Sleep, Paralysis or mental domination. It make
Willpower Saving Throws at a +2 bonus. It can move
30 feet per round under its own power and effelgtive
has a Stealth Skill of +6. It does draw attacks of
opportunity when it attacks, but will explode oe th
spot if it loses all its hit points.

Description: It looks like a huge black leech, about
the size of a small cat, with a single yellow eyerse
end and bulging plague-sacks on either side of its
body. It moves by rapidly humping across the
ground. When it reaches the target square, ispuff
itself full of air and bursts, showering everyondtie
vicinity with plague.

Anyone caught in its burst radius must make a
Fortitude Saving Throw vs. DC 15 or lose a point of
Strength and one of Constitution per day for 4d@gda
until they are cured by a doctor or reach 0 Cautidin
and die.

The weapon doesn't have much of a brain and

spends most of its time dormant, waking about @nce
week to ingest a few grams of sugar water (it can't
feed itself). It lives for about a year if it'sife
regularly.

Flesh-Eating Scuttlebomb

Size:Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 675 Units

Tentative Purchase DC:17 (usually illegal)
Required Proficiency: Simple

Handed: Requires 1 hand to activate, functions
independently after that.

Range Increment:--

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:Infects everyone in a 5 foot radius with a
flesh-eating virus that does 1d6 damage per round
until the victim either dies or makes a Fortitude/&
vs. DC 20.

Weight: 1 pound

Armor Class: See description

Hardness:0

Hit Points: See description

DC required to break this item with a Strength

Roll: N/A

Special: This weapon is capable of independent
action. Treat it as a Diminutive Construct withA@
of 18, 10 hit points and an Attack Bonus of +5is It
immune to Fear, Emotion Control, lllusions but not
Sleep, Paralysis or mental domination. It makes
Willpower Saving Throws at a +1 bonus. It can move
30 feet per round under its own power and effelgtive
has a Stealth Skill of +5. It does draw attacks of
opportunity when it attacks, but if it loses adl Hit
points it will detonate before it dies or is digigtated.
Description: This scuttling, hairy crustacean
resembles a flesh-colored crayfish with no clawd an
tufts of ugly black bristles, here and there. as lthree
eyes on stalks and a long proboscis which it uses t
inject the target with a flesh-eating virus that tarn

a full-sized human being into bloody jello in miesit

The creature has no mouth and is born with jus
enough energy stored in its body to attack onestarg
and then die. It spends its life in hibernatiotilunis
woken up and directed at a particular targetait c
either hunt the target down by smell, or simply be
pointed at the target and then tweaked in a spsofal
spot behind its bristly head. You can snap off its
proboscis before setting it loose (this takes adzsted
action).in which case it will scuttle over to tfaeget
and explode, dousing everything in a five foot uadi
with the virus.

If the creature is smashed open, the virustwon
spill out and become a hazard-it has to be actiaye
some complex biochemical process before it becomes
virulent. The creature has a natural lifespan ouala
year, if it isn't used.
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Deep-Space Scuttlebomb
Size: Fine (+12 bonus to conceal with a “sleight of
hand” roll)
Cost: 600 Units
Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple
Handed: Requires 1 hand to activate, functions
independently after that.
Range Increment:--
“To Hit” Bonus: --
Rate of Fire: Once per round
Damage:See description
Weight: 1 pound
Armor Class: See description
Hardness:0
Hit Points: See description
DC required to break this item with a Strength
Roll: N/A
Special: This weapon is capable of independent
action. Treat it as a Construct with an AC of 1@ hit
points and an Attack Bonus of +4. It is immune to
Fear, Emotion Control, lllusions but not Sleep,
Paralysis or mental domination. It makes Willpower
Saving Throws at a +6 bonus. It can move 60 feet p
round under its own power in any direction and
effectively has a Stealth Skill of +4. It doed daw
attacks of opportunity when it attacks. When it
detonates, the weapon does 4d6 Bludgeoning damage
to anything in a 15 foot radius. Targets can nake
Reflexes Saving Throw vs. DC 18 to take half
damage.
Description: One of the real limitations of
scuttlebombs and other such living weapons is that
they don't work in a vacuum. This strange creature
solves this problem. It looks like an armor-plated
jellyfish, with tiny round eyes peeking out from
between the plates.

It can move in zero-g by squirting out smaiffp
of gas (it's helpless in standard earth gravityu Y
activate it by twisting a protrusion on one ofpitates.
The plates separate slightly, its eyes peek ouitasd
ready to be shown the target. It can take a liong to
track down its prey, if it has to. Periodicalltywiill
extend a set of gossamer wing-like membranes from
between its plates and feed on raw solar energyg us
the heat and light to generate more gas from its
tissues. It can pursue a target for months, years,
perhaps even centuries.

If kept dormant, no one really knows how lding
might live. There has never been a recorded dase o
one going bad in storage.

Stench-Gas Scuttlebomb

Size: Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 500 Units

Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Simple
Handed: Requires 2 hands to activate, functions
independently after that.
Range Increment: 80 feet
“To Hit” Bonus: --
Rate of Fire: Once per round
Damage:Special, see description
Weight: 1 pound
Armor Class: See description
Hardness:0
Hit Points: See description
DC required to break this item with a Strength
Roll: N/A
Special: This weapon is capable of independent
action. Treat it as a Diminutive Construct withA@
of 15, 6 hit points and an Attack Bonus of +4islt
immune to Fear, Emotion Control, lllusions but not
Sleep, Paralysis or mental domination. It makes
Willpower Saving Throws at a —1 penalty. It can
move 30 feet per round under its own power and
effectively has a Stealth Skill of +5. It doeswlra
attacks of opportunity when it attacks, but will
explode on the spot if it loses any hit points. Wiiee
bomb goes off, living creatures within a 15 foafites
must make a Fortitude Saving Throw vs. DC 18 or
become Nauseated, unable to attack, concentrate, us
psionic powers or cast spells (if spell-casters or
psionics exist in your campaign), and so forth. The
only action a nauseated character can take igtesin
move (or move-equivalent action) per turn. These
effects last as long as the character is in thedcémd
for 1d4+1 rounds after he or she leaves the cloud.
(Roll separately for each nauseated character3erho
who succeed at their saves but remain in the cloud
must continue to save each round. The cloud fasts
1d4 rounds, but a strong wind disperses it in hdou
Description: An evil-smelling little animal, a bit like
a three-legged furry spider, about the size of a'sna
hand. It has no mouth or stomach and is born wih |
enough stored energy in its tissues to chase doen o
target and explode. It spends most of its lifeleyc
hibernating with its legs folded up tightly under i
You activate the weapon, by pulling down its legs
with a short, sharp jerk, uncovering its seven pead
eyes. To direct it to its target, you point its eset,
central eye at the target and utter a high shtilktie.
The whole process of waking the creature up an
selecting a target takes one Standard Actiorhelf t
bomb is activated, but not sent out to blow itsglf it
will amble around aimlessly for about two hoursilunt
it runs out of energy and drops dead. You canifsld
legs back up over its eyes and put it back to siéep
you can catch it--the bomb instinctively tries t@de
being caught.
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Living Torpedoes
Somewhat dumber than scuttlebombs, most livingetdops have just enough brain power to glide thraogfair
toward a target and then explode. They too vadelyiin appearance and capabilities.

Living Torpedo, Flying Bomb

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 510 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 80 feet

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:3d6 Bludgeoning, 10 foot radius. A

Reflexes Saving Throw vs. DC 15 halves the damage.

Weight: 1 pound

Armor Class: 15

Hardness:0

Hit Points: 1

DC required to break this item with a Strength

Roll: 15 (but it explodes if it is broken)

Special: Not capable of independent action and so not

a Construct. Immune to illusions and mental agack

Description: A tiny little flying bomb. This odd

creature resembles a three-eyed hairless bat with n

mouth. It never eats or drinks and spends its life

hibernating until it is woken up to go into combdit.

takes a Standard Action to rouse the beast arititget

unfold its wings. Considerably less smart than an

insect, it will use its simple nervous system tanbdn

the target it is flung at and then explode. Ittisn

capable of doing or thinking about anything else.
You can carry it around armed if you are eXpegc

trouble. The beast won't make any noise and it can

easily be returned to hibernation. However, it caly

be kept awake for twenty-four hours in total befibre

exhausts its limited energy supply and dies.

Living Torpedo, Telepathic Flying Bomb
Size: Tiny (+4 bonus to conceal with a “sleight-of-
hand” roll)

Cost: 610 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 100 feet

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:3d6 Bludgeoning, 10 foot radius. A

Reflexes Saving Throw vs. DC 15 halves the damage.

Weight: 1 pound

Armor Class: See description

Hardness:0

Hit Points: See description

DC required to break this item with a Strength
Roll: N/A

Special: Diminutive Construct, AC 15, 4 hit points,
Attack Bonus of +4, moves 100 feet per rounds It i

immune to fear, illusions and emotion control, bot
sleep, paralysis or mental domination. It makes
Willpower Saving Throws at a +2 bonus. If mentally
dominated, it instantly explodes.

Description: A living torpedo that resembles a pale
six-eyed lobster with bat wings instead of clawd an
ugly tufts of bristles here and there. It spendstrob

its time asleep, but unlike mmany living weaporis it
active and affectionate toward its handler whilis it
awake. It has a very simple metabolism and needs t
be fed meat broth once every two days or so.

The creature is telepathic and actively retds
handler's mind. When it receives the mental
command, it flies over to the target and detonales.
requires no concentration on the part of the harndle
do this-they are free to move, make other attasics,
They cannot see through the creature's eyes omupick
impulses from its brain unless they are telepathic
themselves (the creature's own power only works one
way—it’s a telepathic receiver, but it lacks a
transmitter).

The handler can target anything in sight, Wwaeit
is technically in range or not. If the target istfier
away than the creature's range, it will simply keep
flying toward it on the next round. It can chase
moving targets or change targets in mid flight i6i
told to.

If the bomb becomes isolated from its harsller'
thoughts, it will try to find its way back to them,
disarming its explosive load and retracing itshtig
path. If for some reason this doesn't work it wattle
to the ground and wait for a new master to come
along. It takes about an hour of holding and $trgk
the creature to attune it to a new handler's thisugh

Living Torpedo, Toxic Flying Bomb

Size: Tiny (+4 bonus to conceal with a “sleight-of-
hand” roll)

Cost: 520 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 80 feet

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:Special, see description

Weight: 1 pound

Armor Class: 15

Hardness: 0

Hit Points: 2

DC required to break this item with a Strength

Roll: 15 (but it explodes if it is broken)

Special: Grenade-like weapon. Everyone in a 10 foot
radius must make a Fortitude Saving Throw vs. DC 20
or take 4d6 poison damage. This toxin specifically
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attacks the lungs, so a gas mask or a vacuum suit
completely negates its effect. It isimmune tafea
illusions and emotion control, but is still vulnblato
sleep, paralysis and mental domination. It makes
Willpower Saving Throws at a —2 penalty. If it ésk
damage or is mentally dominated, it instantly
explodes.
Description: A fat cigar-shaped tube, glittering with
oily iridescent colors. Squeeze a particular gpoits
back and it will unfold into a mothlike creaturethvi
wet, transparent wings. It has no mouth and barely
any brain. The creature has just enough energydsto
in its tissues to make one attack and it is justirsm
enough to fly over to the target square on command
and explode.

If kept dormant, it has a shelf-life of abdive
years. Once armed, it will live for only 48 hoifrg
isn't actually used.

Living Torpedo, Caustic Flying Bomb
Size: Tiny (+4 bonus to conceal with a “sleight-of-
hand” roll)

Cost: 530 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 90 feet

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:See description

Weight: 1 pound

Armor Class: 15

Hardness:0

Hit Points: 2

DC required to break this item with a Strength
Roll: 15 (but it explodes if broken)

Special: Splash weapon. The target takes 1d6 damage
per round for 3 rounds, and everyone in a 5 fodiusa
must make a Reflexes Saving Throw vs. DC 15 or
take 1 point of damage. If the attacker rolls atR®
target has been Blinded, per the spell. Blindiests
indefinitely. At the DM's discretion there may be
futuristic medical techniques that can repair the
target’s eyes.

Description: A small creature which resembles a
hairless albino bat, its plump body covered with
gristly chitinous plates. It has three segmentes e
and no mouth. The bomb is born with just enough
stored energy to attack one target and explode.

Not smart enough to qualify as a Construds, ith
really just a grenade that happens to alive. dhdp
most of its life dormant, folded up inside its leaty
wings.

It takes a Standard Action to wake it up, piiat
the target and break the tiny bone just undekits s
which arms it to attack. If it is woken up but not
armed it will only live for two hours. It can belled
back into dormance with a Standard Action.

Living Torpedo, Plague-Ridden Flying

Bomb

Size: Tiny (+4 bonus to conceal with a “sleight-of-
hand” roll)

Cost: 550 Units

Tentative Purchase DC:16 (often unavailable,
usually illegal)

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 80 feet

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:See description

Weight: 1 pound

Armor Class: 15

Hardness:0

Hit Points: 1

DC required to break this item with a Strength

Roll: 15 (but it explodes if it is broken)

Special: Grenade-like weapon. Anyone caught in its
burst radius must make a Fortitude Saving Throw vs.
DC 15 or lose a point of Strength and one of
Constitution per day for 4d6 days until they arsedu
by a doctor or reach 0 Constitution and die. df th
target is hit by more than one bomb, it won't irage
the effect of the disease.

Description: A greenish wad of slimy flesh, covered
in weeping red blisters. It has three crablikesaye
stalks and a pair of membranous wings. Anyone who
sees its jawless, fanged mouth is immediately
reminded of a lamprey, or perhaps of worse thirgs.
has no feet and cannot walk.

The creature needs to be fed at least oneg &td
prefers putrid meat but will eat any old organidterd
and is prone to flatulence. With no appendageg$dut
wings, it has no way of getting food into its puaie
littte mouth and must be (carefully) fed by hand. |
whines when it is hungry and gurgles when it is
satisfied.

You get it ready to detonate by giving it arsh
sharp jolt of pain on one particular spot on its
underbelly ( a lit cigarette works well here, agsla
hard pinch). Once it's armed, fling it at the targe
square as fast as you can. Don' leave it in and-
it will explode on the next round no matter what.

Not really a Construct, its behavior is lindite
exploding. Its pitifully simple nervous system is
immune to illusions or mental attacks.

Storing this weapon is tricky The diseasegwh
fester in the creature's unhealthy flesh will kilh
about six months, unless it is kept frozen in @cry
tank.

Living Torpedo, Flying Stench Bomb
Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 485 Units

Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 70 feet

“To Hit” Bonus: --
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Rate of Fire: Once per round
Damage:Special, see description
Weight: 1 pound
Armor Class: 15
Hardness:0
Hit Points: 1
DC required to break this item with a Strength
Roll: 15 (but it explodes if it is broken)
Special: When the weapon explodes, living creatures
within a 15 foot radius must make a Fortitude Sgvin
Throw vs. DC 18 or become Nauseated, unable to
attack, concentrate, use psionic powers or calisspe
(if spell-casters or psionics exist in your campgig
and so forth. The only action a nauseated chareater
take is a single move (or move-equivalent actiar) p
turn. These effects last as long as the character i
the cloud and for 1d4+1 rounds after he or sheskeav
the cloud. (Roll separately for each nauseated
character.) Those who succeed at their saves but
remain in the cloud must continue to save eachd.oun
The cloud lasts for 1d4 rounds. A strong wind
disperses itin 1 round.
Description: A warty gray lump with algae growing
on it. When you peel a slippery membrane off the
front (this counts as readying the weapon) it e#pos
the creature's yellowed eye and folded-up
membranous wings. It will puff itself full of air
through its breathing hole and fly at whateveréarg
you designate, bursting in a cloud of foul greepora
The weapon has only the simplest possiblequsrv
system and metabolism. It is effectively a toather
than a Construct and isn't vulnerable to mentathk#
or illusions. It is born with just enough storeteeyy
to do its job. Once it is armed, it will live f&8 hours
if it isn't used first.

Living Torpedo, Flying Sleep-Gas Bomb
Size: Tiny (+4 bonus to conceal with a “sleight-of-
hand” roll)

Cost: 490 Units

Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 80 feet

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:Special, see description

Weight: 1 pound

Armor Class: 15

Hardness:0

Hit Points: 2

DC required to break this item with a Strength
Roll: 15 (but it explodes if it is broken)

Special: Everyone in a 15 foot radius must make a

Fortitude Saving Throw vs. DC 20 or fall unconssiou
for 2-16 (2d8) minutes.
AccessoriesAntidote Capsule (1/20th Ib, costs 150
Units, holds 2 doses, negates effect of gas iuddp
Description: An insectile creature, a lot like some
weird flying crustacean. It spends most of itsetim
folded up in a dormant state, waking up only once
every week to consume a few droppers full of sugar
water.(you put the food into a slot behind its hzad
has no real mouth and can't feed itself).

To activate it, point it at the target andso# a
tiny flange on the underside of its shell. It viyl
over to the target's square under its own power and
detonate.

If the target moves while it is in flight,vitill
change course to the target's new location.
Nonetheless, it isn’t smart or self-motivated erota
qualify as a Construct. It's merely a weapon.

Living Torpedo, Flying Pain-Gas Bomb
Size: Tiny (+4 bonus to conceal with a “sleight-of-
hand” roll)

Cost: 525 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 80 feet

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:5d6 nonlethal damage to everyone in a 10
foot radius. A Fortitude Saving Throw vs. DC 20
halves the damage. Anyone who takes Nonlethal
Damage from the gas must make a Willpower Saving
Throw vs. DC 20 or be Stunned (as per the Monk
special attack), and unable to take any actioorfier
round. Wearing a gas mask gives you a +2 to your
saving throws. Wearing a sealed environment suit
negates the damage completely.

Weight: 1 pound

Armor Class: 14

Hardness: 0

Hit Points: 1

DC required to break this item with a Strength

Roll: 15 (but it explodes if it is broken)
AccessoriesAntidote Capsule (1/20th Ib, costs 150
Units, holds 2 doses, negates effect of gas iuddp
Description: A scaly, warty, sagging lump, with loose
pink skin hanging off it in smelly folds. To arimet
weapon, you peel a wet strip of skin loose likeili p
tab. This removes a cap of skin on the front el a
reveals its eyes. Under the cap its flesh is rebiveet,
with five oddly human eyes blinking up at you. @nc
it has been armed, it extends a pair of membranous
wings and waits to be directed at the target.

The bomb is born with just enough stored energ
fly to the target and explode. It has no digestive
system and only the most rudimentary brain. i it
left dormant the creature will live for about tweays,
but this can be extended to ten with monthly natrie
injections.
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Other Self-Actuated Living Weapons

Flying Bio-Injection Delivery System
Size:Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 750 Units for a pack of 6. Rarely sold singly.
Tentative Purchase DC:17 for a pack of 6 (Often
unavailable, usually illegal)

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: 6

Rate of Fire: Once per round

Damage:1d6 (poison) per round for 3 rounds. A
Fortitude Saving Throw vs. DC 20 halves the damage
Weight: 1/10 pound

Armor Class: 20

Hardness:0

Hit Points: 1

DC required to break this item with a Strength
Roll: N/A

AccessoriesAntidote Capsule (1/20th Ib, costs 150
Units, holds 1 dose, negates effect of toxin iound-
-this is an example, there may be other antidates f
other toxic substances that the device might inject
with prices and characteristics of their own)
Description: A winged insect, about the size of a very
large mosquito. It has a long stinger at one eiich
it will use to inject a dose of a powerful neuratoxIt
then flies back to its handler to rest. TreasitaFine
Construct with an AC of 20, 1 hit point and an Akta
Bonus of +4. It is immune to fear, illusions, eiont
control, sleep, paralysis and mental dominatiaon. |
moves at 60 feet per round. In twenty-four hoitrs,
can generate a new dose of poison.

The creature lives on sugar water and sleeps i
tiny spherical nest. It is mildly telepathic and
responds to mental commands from whoever hatched
it However its user can't see through its eyes or
receive mental signals from it-the contact onlygyoe
one way.

There are a number of different models ofyi
bio-weapon delivery system, each with its own letha
payload. Use these stats as a kind of standard
template and load the little fellows with whatefeul
substance you like. Many of them carry lethal dissa
instead of poison.

After about a week of use the delivery systeih
shrivel up and die, so most users carry the eggsdr
in a packet, and then hatch them a day or so before
they expect to use them. A packet will usually hold
enough viable eggs to hatch about six insects. The
hatching process takes about five hours until the
weapon is fully ready to launch.

The Death-Head Scarab

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 550 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to activate, functions
independently after that.

Range Increment:--

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:See description

Weight: Effectively none

Armor Class: See description

Hardness:0

Hit Points: See description

DC required to break this item with a Strength

Roll: N/A

Special: This weapon is capable of independent
action. Treat it as a Diminutive Construct withA@

of 18, 10 hit points and an Attack Bonus of +5is It
immune to Fear, Emotion Control and lllusions but
not Sleep, Paralysis or mental domination. It make
Willpower Saving Throws at a +3 bonus. It can move
30 feet per round under its own power and effelgtive
has a Stealth Skill of +6. It does draw attacks of
opportunity when it attacks. If it hits, it doed3lon
the first round. Once it has scored a succesdit hi
burrows into into the victim's flesh and wrigglés i
way toward their vital organs, doing 1d4 damage per
round for six rounds unless someone makes a niedica
skill roll vs. DC 20 and fishes it out. Removirget
creature does an additional 1d4 points of damage,
regardless of the surgeon's skill.

Description: A large black beetle, whose shiny
carapace bears a distinctive "death's-head" pattern
white. It has powerful hind legs and can leap a w
as it can crawl. Standing on top of a chair isoie
defense against it.

Point it at the target, lightly squeeze a &gitace
on its belly and it will pursue that one target
relentlessly (if the target isn't physically intsigyou
can have it home in on their scent, instead). You
cannot tell it to change targets once it has been s
loose. The thing's nervous system is considerably
simpler than an actual insect. It has virtually no
behaviors apart from its attack strategies anddgpen
most of its time curled up and dormant. If itéslf
once a month, it will live for about ten years.

Hunter-Killer

Size: Diminutive (+8 bonus to conceal with a “sleight
of hand” roll)

Cost: 525 Units

Tentative Purchase DC:16 (Often Unavailable)
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Required Proficiency: Simple

Handed: Requires no hands, functions independently.

Range Increment:--

“To Hit” Bonus: --

Magazine: 10 doses of poison (it can regenerate one
dose per hour of rest)

Rate of Fire: Once per round

Damage:If hit, the target must make a Fortitude
Saving Throw vs. DC 20 or take 4d10 damage from
Poison

Weight: 1 pound

Armor Class: See description

Hardness:0

Hit Points: See description

DC required to break this item with a Strength

Roll: N/A

Special: This weapon is capable of independent
action. Treat it as a Construct with an AC of 18ijt7
points and an Attack Bonus of +5. It is immune to
Fear, Emotion Control, lllusions but not Sleep,
Paralysis or mental domination. It makes Willpower
Saving Throws at a +2 bonus. It can move 30 feet p
round under its own power and effectively has a
Stealth Skill of +6. It does not draw attacks of
opportunity when it attacks

AccessoriesPortable Terrarium Carrying Case
(Weighs 1 pound, costs 100 Units)

Description: An evil looking centipede-like creature,
with eyes and stingers at both ends. It is an
indiscriminate weapon When released, it will gogst
the closest living thing (apart from its handlenla
then move on to the next one, stinging and stinging
until either it is killed or the handler recalls it can

be summoned back into its carrying case with a,high
trilling whistle.

This creature is smarter and more active thast
"living weapons" and can recognize its handler's
smell. If it becomes separated from its handleiillt
do its best to find them. It eats only live preyla
needs to be fed daily. It lives for about two years
under optimal conditions.

Telepathic Hunter-Killer

Size: Diminutive (+8 bonus to conceal with a “sleight
of hand” roll)

Cost: 650 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires no hands, functions independently
Range Increment:--

“To Hit” Bonus: --

Magazine: 10 doses of poison (it can regenerate one
dose per six hours of rest)

Rate of Fire: Once per round

Damage:The target must make a Fortitude Saving
Throw vs. DC 20 or take 5d8 damage from Poison
Weight: 1 pound

Armor Class: See description

Hardness:0

Hit Points: See description

DC required to break this item with a Strength

Roll: N/A

Special: This weapon is capable of independent
action. Treat it as a Construct with an AC of 10 hit
points and an Attack Bonus of +6. It is immune to
Fear, Emotion Control, lllusions but not Sleep,
Paralysis or mental domination. It makes Willpower
Saving Throws at a +4 bonus. It can move 30 feet p
round under its own power and effectively has a
Stealth Skill of +7. It does not draw attacks of
opportunity when it attacks

Description: A vicious-looking arthropod, a little like
a large, hairy scorpion without claws. A heavpgsr
curls ominously over its squat little body. Itdes

pant in and out like an eager little dog.

This weapon is telepathic and remains in @onist
contact with the mind of its user. You can ordé¢oi
change targets or withdraw. You can see throwgh it
eyes if you concentrate (it's deaf, but has exoegti
vision for an arthropod). It holds ten doses agpo
in its stinger and can regrow a dose in about gix$

Unlike most "living weapons" it is playful and
active and likes attention. It makes a sort dfrtg
sound when you scratch its stubbly bristles. t6 ea
meat, and will live for about ten years if treaveel|.

Monster-in-a Can

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 625 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 10 feet (if thrown)

“To Hit” Bonus: --

Rate of Fire: Up to six times per round, but only vs.
separate opponents.

Damage:See description

Weight: The seed-pod weighs 2 pounds. The thing
that emerges from it quickly grows to weigh abdd® 2
pounds. When it has finished gorging itself, il wi
weigh 450.

Armor Class: 9

Hardness:0

Hit Points: 4

DC required to break this item with a Strength

Roll: N/A

Special: The Hardness, Hit Points and AC listed
above apply to the seed-pod itself, not to thetarea
which emerges from it. Treat the creature as a
Medium-sized Plant Monster with an AC of 18, 20 hit
points, 3 points of Damage Resistance (not effectiv
vs. fire) and an Attack Bonus of +5. It is rootedhe
ground and does not move under its own power, but
has ten feet of Reach in all directions. It do@&+5
Slashing Damage and can attack up to six separate
opponents in any direction at no penalty (it can't
attack a single target multiple times in one round)
Description: It looks like a sort of seed-pod, but when
you throw it at the target it opens up into a gones
carnivorous plant-monster, with six hungry, gobglin
mouths. See the statistics above for all the @salet
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details about its capabilities. It will attack amiyig

that gets within its range and has no way of tgllin
friend from foe. After the thing has killed andesa
five Medium or two Large creatures, it will settle
down and become quiescent. From that point an it i
harmless and incapable of protecting itself. It wi
produce beautiful flowers every spring.

Amorphous Horror in a Can

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 650 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 10 feet (if thrown)

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:See description

Weight: 5 pounds (after the thing has fed, it can
weigh up to 20)

Armor Class: 9

Hardness:0

Hit Points: 3

DC required to break this item with a Strength

Roll: N/A

Special: The Hardness, Hit Points and AC listed
above apply to the fleshpod itself, not to the ttnea
which emerges from it. Treat it as a Large Construc
with an AC of 18, 40 hit points, 10 points of Haedn
and an Attack Bonus of +Slam +5. It is immune to
Fear, Emotion Control, lllusions but not Sleep,
Paralysis or mental domination. It makes Willpower
Saving Throws at a +2 bonus. It can move 20 feet pe
round under its own power and effectively has a
Stealth Skill of +3. It does not draw attacks of
opportunity when it attacks. The creature makes a
Slam attack for 2d4+3 damage. If it hits, it wilen
constrict the target for 2d4+3 and 1d4 acid damage
each round, without having to make any furtheisroll
to hit.

Description: A veinous green and red pod, warm to
the touch, which writhes in your grasp the firatdi
you pick it up. It is filled with a psychosentigv
gelatinous ooze, a little like a huge telepathioaba.
When you throw it at an enemy, it bursts open in
midair, releasing the slimy abomination inside.eTh
thing can read your thoughts and will attack whoeve
you want it to. It actively scans your mind, s@yo
don't have to concentrate on giving it mental asder
and are free to act independently.

If you are incapacitated or somehow physically
separated from it by more than two-hundred feet, it
will rapidly dissolve into a noxious brown stailt.
will also disolve on your mental command, or after
twenty rounds, whichever comes first.

Contaminated Living Fog Cloud
Size: Huge (Impossible to conceal)
Cost: 680 Units

Tentative Purchase DC:17 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:See description

Weight: --

Armor Class: 13 (but see description)

Hardness: N/A

Hit Points: 20

DC required to break this item with a Strength

Roll: N/A

Description: This weapon is capable of independent
action. Treat it as a Huge Construct in Gasseous Fo
AC 13, 20 HP, damage reduction 20/+3, immune to
poison and critical hits.

The cloud is immune to Fear, Emotion Contral a
lllusions but not Sleep or mental domination.t [&i
put to sleep, rendered unconcious or otherwise
incapacitated it sits still in one place. Anyorasging
through the incapacitated cloud still risks infenti

The cloud moves by flying (speed 10,
maneuverability perfect). It can pass through small
holes or narrow openings, even tiny cracks thée s
Fine creature would be unable to fit through. Hroat
move forward in the face of winds faster than five
miles per hour. If it encounters winds faster them
miles per hour, it will be blown in whichever ditemn
the wind is blowing. It cannot go underwater.

The cloud attacks by moving over an area (ien
feet in diameter), and subjecting everyone indite &
Fortitude Saving Throw vs. DC 18. If they fail the
roll, they have become infected with a noxious aige
and lose 1 point of Strength every day until thi¢ty h
Strength 1, become bedridden and then begin to lose
points of Constitution at the same rate. When tiey
zero Constitution, they die.

At the DM's discretion, modern medicine mayeha
a cure for the disease. Multiple exposures don't
increase the severity of the disease, they just thie
target more chances to catch it.

Living Toxic Cloud

Size: Huge (Impossible to conceal)

Cost: 675 Units

Tentative Purchase DC:17 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:3d6 Poison (see description for more
details)

Weight: N/A

Armor Class: See description

Hardness: N/A

Hit Points: See description

DC required to break this item with a Strength
Roll: N/A

Special: This weapon is capable of independent
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action. Treat it as a large Construct in Gass€ous
AC 13, 20 HP, damage reduction 20/+3, immune to
poison and critical hits.

The cloud is immune to Fear, Emotion Control,
lllusions but not Sleep, Paralysis or mental
domination. It makes Willpower Saving Throws at a
+1 bonus.

It moves by flying (speed 10, maneuverability
perfect). It can pass through small holes or marro
openings, even tiny cracks that a size Fine creatur
would be unable to fit through. It cannot move
forward in the face of winds faster than five mipes
hour. If it encounters winds faster than ten mies
hour, it will be blown helplessly away in whichever
direction the wind is blowing. It cannot enter wate
other liquid.

It attacks by moving over an area (it is teetfin
diameter). Anyone caught inside it must make a
Fortitude Saving Throw vs. DC 18 every round oetak

3d6 poison damage.

Description: A gaseous entity, which is attuned to the
thoughts of its handler. It cannot see, hear on éeel
things, but it has a clairvoyant sense which serves
much the same role. For game purposes, assume that
it is aware of everything that is happening aroititiral

a 360 degree radius (it can perceive both Etharedl
Invisible targets).

To tame this basically mindless entity, it is
necessary to make a Willpower Saving Throw vs. DC
20. If you fail, it attacks you instead of becomin
your ally. You cannot try to take it away from
someone it is already attuned to.

The creature can read your mind and followpém
instructions ("go here", "turn left,” "chase thaing")
but the communication goes only one way. You can't
see through it's "eyes", nor can it alert you toges.

Miscellaneous Organic Weapons

Things so weird and icky that even we couldn’t khii a category to fit them in. They're all yoursyou want them.
Enjoy! But make sure to check your hand for opats before you stick it in this grab-bag...

Contamination Wad
Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)
Cost: 410 Units
Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Simple
Handed: Requires 1 hand to use
Range Increment: Usually a hand weapon, it can also
be thrown at a Range Increment of 10 ft
“To Hit” Bonus: --
Magazine: 10
Rate of Fire: As many times as the wielder has
attacks
Damage:See description
Weight: 3 pounds
Armor Class: 9
Hardness: 0
Hit Points: 2
DC required to break this item with a Strength
Roll: 10 (goes off if broken)
AccessoriesAntidote Capsule (1/20th Ib, costs 150
Units, holds 2 doses, negates the effect of treadis
in 2d12 hours)
Description: A fist-sized chunk of mucus-covered
flesh. One part of its underbelly is clean and -dinys
is the only place that it is safe to hold the wad.
Anyone who touches its slimy surface must make a
Fortitude Saving Throw or contract a vicious skin
disease which covers their body in weeping redshive
The target must make a Fortitude Saving Threw
DC 15 or lose one point of Constitution and one of
Charisma per day until they are cured by advanced
medicine or reach 0 Constitution and die.
After their Constitution has been reduced &if, h

they are in such discomfort that they cannot recove
lost fatigue (or psi points) through sleep, and enalk
skill and attack rolls at a —2 penalty.

Anyone who spends more than a minute within 5
feet of the victim must make a Fortitude Saving
Throw vs. DC 15 or contract the disease themselves.

The wad’s user becomes immune to the disease
after keeping the wad on their person for
approximately a week. An injection of the user's
blood may well be enough to cure the target of the
disease Re-roll the Saving Throw at a +2 bonud (an
hope the blood won't kill them for some other regso

Tentacle Wad

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 465 Units

Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 10 ftif thrown

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks, but each pod can only be used once.
Damage:Special, see description

Weight: 2 pounds

Armor Class: 9 when inactive, 12 when open and in
use.

Hardness:0

Hit Points: 10

DC required to break this item with a Strength
Roll: 10 (goes off uncontrolled if broken)
Description: An innocuous-looking vegetable pod.
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When it is flung at a target, it opens up into gdwu

wad of tentacles. These tendrils are very strbog,
totally mindless. They just grab anything in aefiv

foot radius and squeeze. Anyone inside this area o
effect must make a Reflexes Saving Throw vs. DC15
or be seized by the wad.

The tentacles do 1d3 bludgeoning damage per
round, for 6 rounds, unless the Target somehowidigh
their way free. An entangled character suffer® a -
penalty on all attacks, has their Dexterity effesiy
reduced by 4 and has their movement halved. To free
themselves, they must take a full action and make
either an Escape Artist roll vs. DC 20 or forceithe
way free by making a Strength check vs. DC 20.

Arc-Eel

Cost: 90 Units

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Tentative Purchase DC:9 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:5 feet

“To Hit” Bonus: +2 vs. Metal Armor Only
Magazine: 10

Rate of Fire: Once per round

Damage:2d6 Electrical

Weight: 5 pounds

Armor Class: 16

Hardness:0

Hit Points: 4

DC required to break this item with a Strength
Roll: N/A

Description: A sluglike animal, with no visible
sensory organs, about a foot in length. A mottled,
unclean gray in color, it always looks wet.

This is a specially grown creature with a mmali
central nervous system. It is born with its enfired
supply already stored in is fat reserves, andstriza
digestive tract. Most of its body is filled with
bioelectric organs, which can give out a powerditl j
of electricity, strong enough to arc across theaahit
the target at range.

Often carried in a pocket or wrapped arourd th
user's wrist, the Arc Eel is actually quite safe (i
loathsome) to handle. You need to know exactly
where to tweak it to make it go off.

The Arc Eel lives for about six months. Oiice
has exhausted its electric organs, it rechargel$ ésa
rate of one shot per thirty minutes.

Bio-Engulfer

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 325 Units

Tentative Purchase DC:14 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 10 feet

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has

attacks

Damage: Special, see description

Weight: 3 pounds

Armor Class: 14

Hardness:0

Hit Points: 25

DC required to break this item with a Strength

Roll: 20

Description: A veinous fleshy wad. When flung at a
target it expands and swallows the target up. Make
Ranged Touch attack, ignoring armor. If you score a
hit, the Engulfer swallows the target.

The engulfed character suffers a -8 penaltgibn
attacks, has their Dexterity effectively reducediby
and moves at half speed. To free themselves, they
must take a full action and make either an Escape
Artist or a Strength check vs. DC 20. If they lirea
loose by making the Strength Check, it permanently
ruptures and ruins the bio-engulfer.

This weapon cannot recognize and will refase t
attack targets larger than “Large” in size. If ledgrlt a
target that is “Huge” or larger, it will not engultfem,
and instead will fall harmlessly to the ground ire@f
the adjacent squares (roll at random). If it aectdlly
lands on another potential target, it will engtkitn
instead.

Devourer

Size: Small (No bonus or penalty to conceal with a

“sleight of hand” roll)

Cost: 500 Units

Tentative Purchase DC:15 (Often Unavailable)

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 10 feet

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has

attacks

Damage:1d4 per round--see description

Weight: 6 pounds

Armor Class: 13

Hardness:0

Hit Points: 20

DC required to break this item with a Strength

Roll: 20

Description: A black wad of flesh, which when flung

at the target expands and swallows it up. Make a

Ranged Touch attack, ignoring armor. If you score a

hit, the Devourer has swallowed the target. Itsrias

juices will do 1d4 damage per round until the targe

either dies or fights their way free of the thingaw.
The engulfed character suffers a -8 penaltglbn

attacks, has their Dexterity effectively reducediby

and of course cannot walk or run anywhere. To free

themselves, they must take a full action and make

either an Escape Artist check vs. DC 20 or a Sttreng

check vs. DC 20. If they break loose by making the

Strength Check, it does 2d8 damage to the Devourer.
This weapon is confused by targets that ageta

than “Large” in size and it cannot effectively aka

them. If it is flung at a target that is “Huge”larger,
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it will not attack them, and will instead fall thet
ground in one of the adjacent squares (roll atoard
If it lands on another potential target, it devotlmsm
instead.

Piranha Ball

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 45 Units

Tentative Purchase DC:7 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 10 feet (if thrown)

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Slashing (20 x2) per round. See
description for more details

Weight: 1 pound

Armor Class: 15

Hardness: 0

Hit Points: 3

DC required to break this item with a Strength
Roll: N/A

Description: A round ball of nubbly, warty flesh,
about the size of a small orange. It has no sibl
sensory apparatus, but there is a suggestive pdatker
fold-line line across one side, like some sortlo$ed
orifice.

When you fling the ball at a living targetetfold
opens up into a mouth full of crooked sharkliketiee
If you score a hit, the ball clamps on to the taege
begins to chew its way inside, doing 1d6 damage per
round. It takes a full round and a Strength RellIDC
15 to detach the slobbering mouth.

If the ball misses the target, it will bourizzck to
its owner, moving at 20 feet per round. A pirabh#
will ignore a nonliving target and if it is flung ane it
will bounce off the target without biting and hoadk
to its master.

If someone other than its owner picks it il
try to bite them at a -2 penalty, but apart frois th
can't be persuaded to attack anyone without being
thrown at them. Nor will it recognize anyone Hst i
owner as an ally.

Piranha balls are usually purchased while gdrey
still inside their birthing sheaths. Once remofredh
the sheath, the ball bonds with the smell of the fi
person who handles it. It will try to eat anyofsee

A Piranha ball isn't even as in intelligentas
insect. It has no thoughts or objectives aparhfro
feeding and getting back to its master's warm touch
Accordingly, it isn't vulnerable to mental attackpart
from direct mental domination. You might be able to

take its miniscule mind over, but you won't be able
persuade it of anything--it is so stupid that igally
immune to illusions.

A Piranha Ball is vulnerable to disease, pujso
protein disruption attacks and all the other haznet
affect flesh. If it is fed its own weight in meatae a
week, it will live for about sixty years. If stad, it
lasts a month.

The Wubbly

Size: Diminutive (+8 bonus to conceal with a “sleight
of hand” roll)

Cost: 475 Units

Tentative Purchase DC:15 (often unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

“To Hit” Bonus: --

Magazine: Can only be used once

Rate of Fire: --

Damage: Special--see description

Weight: ¥4 of a pound

Armor Class: 18

Hardness:0

Hit Points: 1

DC required to break this item with a Strength
Roll: 15

Accessories:-

Description: A cute, furry little beast, like a ball of
fluff with two shiny eyes, a pair of comically larg
feet and no arms. It emits a pleasing sound, albgci
designed to hypnotize human beings.

Any human within a 30 foot radius of the cueat
must make a Willpower Saving Throw vs. DC 20 or
stand still, taking no action as they listen enteshto
the little beast’s purrs and trills. A hypnotized
character is instantly released from the effethéfy
take damage while under its influence (normal or
nonlethal), and if this happens the fascinationaff
won't work on them again for at least an hour.

The creature spends most of its life cyclegs|
curled up inside a membrane, living off its fat
reserves. It takes a Standard Action to stripteff
membrane and wake it up. It has no digestive system
and just enough of a brain to stand upright and fitir
isn't even a Construct in game terms—just a weird
grenade that happens to be alive).

If it isn’t used it will live for about thregears.
Once it has been activated, it will last for abaut
week.

This may seem like a harmless, non-lethal weap
but plenty of people have died of thirst or letithe
children drown in the tub while listening to the
creature sweetly purr.
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Futuristic Melee Weapons

Just because the future offers so many new wayelp fry, atomize and blow enormous holes throyglr enemies
at a distance doesn't mean that melee weapondigvitut. On the contrary, the future holds mymaatvelous ways to

chop, bash, mangle and carve your enemies as well!

The following section enumerates the rippers, siomanglers and maulers of tomorrow, from simpéapons made
of futuristic alloys that have interesting new blag and smashing properties, to the mighty fusiwords that only
mystic space-knights ever wield (chiefly becausy'th so expensive). The keys to the toybox aresydbo knock
yourself out. Or better yet, go knock someone elge Or better still, kill them--and see you ticegeeeal tasty-like.

Advanced Materials Weapons

Melee weapons made from strange new alloys, hyghearaced synthetic materials, or produced by fufiaris
manufacturing techniques which make them more &@fethan the best present-day Masterwork equitalen

These weapons aren’t always lighter or more durtiizle their early Z1century counterparts, but they're all more
efficient at cutting, piercing, bludgeoning or atlvese transmitting force into the target.

Advanced Alloy Blade

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 20 Units

Tentative Purchase DC:4

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: +1

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+1 Slashing (19-20 x2)

Weight: 1 pound

Armor Class: 9

Hardness: 15

Hit Points: 3

DC required to break this item with a Strength

Roll: 17

AccessoriesScabbard (costs 20 Units, weighs 1
pound)

Description: New advances in metallurgy and blade
design make it possible to produce edged weapons fa
more effective and durable than anything we've seen
by the early Twenty-First Century. This one isatin
purpose utility blade, about the size of a bayonet.

Advanced Alloy Holdout Dagger

Size: Diminutive (+8 bonus to conceal with a “sleight
of hand” roll)

Cost: 20 Units

Tentative Purchase DC:4

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: +1

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4+1 Slashing (19-20 x2)

Weight: 1/2 pound

Armor Class: 13

Hardness: 15

Hit Points: 2

DC required to break this item with a Strength
Roll: 14

Special: Anyone searching for this knife suffers a —4
penalty to their roll.

Description: A tiny little knife, built into a belt buckle
or a cigarette lighter or a fountain pen or sonteiot
such harmless-looking object. Made from a super-
advanced alloy, it has superb strength and dutgbili
for a blade this size.

Advanced Alloy Sword

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 150 Units

Tentative Purchase DC:11

Required Proficiency: Martial-Melee

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: +1

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8+1 Slashing (18-20 x2)

Weight: 4 pounds
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Armor Class: 7

Hardness: 15

Hit Points: 6

DC required to break this item with a Strength
Roll: 20

AccessoriesScabbard (costs 30 Units, weighs 1
pound)

Description: The kind of sword a starfaring
civilization might produce, after thousands of yeaf
refining the technique. Its design combines midlen
of craftsmanship with all the secrets of space-age
metalurgical technology.

Advanced Alloy Rapier

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 200 Units

Tentative Purchase DC:12

Required Proficiency: Martial-Melee

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: +1

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+1 Piercing (18-20 x2)

Weight: 3 pounds

Armor Class: 7

Hardness: 15

Hit Points: 5

DC required to break this item with a Strength
Roll: 18

AccessoriesScabbard (costs 30 Units, weighs 1
pound)

Description: A rapier made with some hyper
advanced alloy. It is a superb weapon, stronger,
sharper and more flexible than any such blade
produced today.

Advanced Alloy Throwing Axe

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 80 Units

Tentative Purchase DC:9

Required Proficiency: Martial-Melee

Handed: Requires 1 hand to use

Range Increment: 10 feet (if thrown)

“To Hit" Bonus: +1

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+1 Slashing (20 x2)

Weight: 4 pounds

Armor Class: 9

Hardness: 15

Hit Points: 3

DC required to break this item with a Strength
Roll: 20

Description: Who says throwing axes are just for
knuckle-dragging barbarians? The ultimate version
this ancient weapon, it is perfectly balanced for
throwing, with a soft ergonomic handle that conferm

itself to the thrower's grip. This weapon is better
weighted, produces less drag, flies farther andshah
edge longer than any throwing axe previously made.

Hyperalloy Claws

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 150 Units

Tentative Purchase DC:11

Required Proficiency: Martial-Melee

Handed: Requires 1 or 2 hands to use (one set of
claws per hand)

Range Increment:--

“To Hit" Bonus: +1

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Slashing (19-20 x2)

Weight: 1 pound

Armor Class: 9

Hardness: 15

Hit Points: 6

DC required to break this item with a Strength
Roll: 20

Description: A set of metal claws, made from some
futuristic alloy which is sharper, harder and at th
same time more flexible than even the best grafles o

modern steel.

Advanced Materials Punch Dagger
Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 20 Units

Tentative Purchase DC:4

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: +1

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Piercing (20 x3)

Weight: 2 pounds

Armor Class: 9
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Hardness: 15

Hit Points: 6

DC required to break this item with a Strength

Roll: 20

Description: A punch-dagger or "katar", made from
super-advanced materials. Punch daggers uselithe fu
force of the wielder's arm, and this one is madmfa
heavy, ultra-hard alloy which further magnifies the
effect. It is stronger, has more momentum andshold
an edge better than any punch dagger made out of
steel. It is also nearly immune to corrosion--gould
immerse it in salt water for a week and it wouldere
show a single spot of rust.

Advanced Materials Ribbon

Size: Large when extended (-8 penalty to conceal with
a “sleight of hand” roll), Tiny when rolled up and
concealed (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 175 Units

Tentative Purchase DC:12

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: This weapon has 15 feet of Reach,
with no penalty to attack targets at close range

“To Hit” Bonus: +1

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Slashing (18-20 x2)

Weight: 1 pound

Armor Class: 9

Hardness: 7

Hit Points: 3

DC required to break this item with a Strength

Roll: 20

Description: A strange weapon resembling nothing so
much as a fiftteen-foot metal tape measure. Made
from some weird futuristic metal, it is both incitagt
flexible and razor-sharp. In the hands of an exjitert
presents a beautiful, terrifying spectacle as irlah
loops and lashes. The ribbon can be used to miake t
attacks and if the attacker accidentally trips
themselves they can avoid the effects by dropgieg t
weapon. It grants a +2 on any attempt to Disafoea
with an opposed Attack Roll. It is also one of e
weapons with Reach that can just as easily attack
targets at close range.

Advanced Materials Whip

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 50 Units

Tentative Purchase DC:7

Required Proficiency: Exotic Weapons-Ranged (also
works with any other Whip)

Handed: Requires 1 hand to use

Range Increment:Has 15 feet of Reach

“To Hit" Bonus: +1

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Slashing (19-20 x2)

Weight: 2 pounds

Armor Class: 9

Hardness:5

Hit Points: 2

DC required to break this item with a Strength

Roll: 19

Description: A bull-whip, made from advanced
polymer materials. It is far more powerful than a
regular leather bullwhip and does normal damage
rather than Nonlethal damage. A whip can be used t
make trip attacks and if the attacker accidentaihs
themselves they can avoid the effects by dropgieg t
weapon. A whip grants a +2 on any attempt to Disar
a foe with an opposed Attack Roll.

Advanced Materials Pick

Size:Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 80 Units

Tentative Purchase DC:9

Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment: --

“To Hit" Bonus: +1

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+1 Piercing (20 x4)

Weight: 5 pounds

Armor Class: 5

Hardness: 15

Hit Points: 28

DC required to break this item with a Strength
Roll: 20

Description: A military pick, made from tungsten or
titanium or some other such space-age alloy. The
head is filled with a heavy liquid like mercury or
bromine, further enhancing the impact the pick
delivers.

Small Advanced Materials Pick

Size:Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 40 Units

Tentative Purchase DC:6

Required Proficiency: Simple

Handed: Requires 2 hands to use

Range Increment: --

“To Hit" Bonus: +1

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Piercing (20 x3)

Weight: 3 pounds

Armor Class: 9

Hardness: 15

Hit Points: 12

DC required to break this item with a Strength
Roll: 19

Description: A small, one-handed military pick, made
out of some super-advanced allow. It looks aiket &
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small rock-climbing tool and is sometimes sold as.o

Hook and Chain, Hyperalloy

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 200 Units

Tentative Purchase DC:12

Required Proficiency: Exotic Weapons-Ranged (also
works with any other Hook and Chain Weapon)
Handed: Requires 2 hands to use

Range Increment:Has 15 feet of Reach, with no
penalty to attack targets at close range

“To Hit” Bonus: +1

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x2)

Weight: 12 pounds

Armor Class: 7

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 21

Description: Resembles a small grappling hook and
indeed can be used as one. It has a reach of 15 fee
but unlike most weapons with reach it can alsahtta
targets that are right next to it.

A cruel weapon, it works by sinking the hoaotoi
an opponent and then yanking on it. The user cag dr
a hooked victim toward them at a rate of 5 feet per
round if they beat them at a Strength contests Thi
does an additional 1d4 damage.

A Hook and Chain can be used to make trigksta
and if the attacker accidentally trips themselveyt
can avoid the effects by dropping the weapon. A

Hook and Chain grants a +2 on any attempt to Disarm

a foe with an opposed Attack Roll.

The feat "Weapon Finesse" will allow you te us
your Dexterity Bonus instead of your Strength Bonus
with this weapon.

Advanced Materials Scythe

Size:Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 180 Units

Tentative Purchase DC:12

Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment:--

“To Hit” Bonus: +1

Rate of Fire: As many times as the wielder has
attacks

Damage:2d4+1 Piercing or Slashing (20 x4)
Weight: 11 pounds

Armor Class: 5

Hardness: 15

Hit Points: 12

DC required to break this item with a Strength
Roll: 20

Description: Perhaps some societies never really
develop the sword as we know it and instead use
something like a scythe. This is what a scythepoaa
made with advanced metallurgical technology might
look like. The blade is stronger, more flexiblelan
holds an edge better than a conventional steel tbol
is also immune to rust (but not to the rust-likieets
of metal-eating viruses). This one is made speifi
for combat, but it is also superb for reaping wheat

Yo-Yo Weapons

A variation on throwing weapons, yo-yo's allow ytowboth throw the weapon a short distance and lthea it come
back to you, without any antigravity generatorguwitt in homing devices (I can't believe | saidtthéth a straight

face!)

Combat yo-yos are rarely seen outside of animeile/gbme people say that this is because theyxareneely silly, |
wanted to make them available to the rest of yareld a range of different yo-yos with differerieefs.

Combat Yo-Yo

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 20 Units

Tentative Purchase DC:4 (Often Unavailable)
Required Proficiency: Exotic Weapons-Melee
(Works with any Yo-Yo Weapon)

Handed: Requires 1 hand to use

Range Increment:Has 10 feet of reach

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Bludgeoning (20 x2)

Weight: 1 pound

Armor Class: 9

Hardness:5

Hit Points: 2

DC required to break this item with a Strength

Roll: 14

Description: A heavy metallic yo-yo with a long
string made from some super-strong lightweight
polymer. This yo-yo is actually heavy and durable
enough that in the hands of an expert it can be ase
a weapon. Why you would want to devote years of
your life to learning how to hurt people with a yodis
unclear, but if that's what you'd prefer to do withur
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time, this is the right tool for the job.

Anyone with the Feat “Yo-Yo Tricks” can make a
Dexterity check vs. DC 15 to hit the target frora th
side or even from behind while still facing theffhis
confers all the usual bonuses for hitting a tafigen
the flank or behind.

In addition to bonking people on the head, a
Combat Yo-Yo can be used to entangle your opponent
(this doesn’t require the “Yo-Yo” tricks feat—jutste
weapon proficiency) Count this as a ranged Grapple
Attack which doesn't expose you to any Attacks of
Opportunity. It can also be used to make Trip éktsa
You can' use it to make attacks at the same téne a
you have someone grappled in it.

Exploding Yo-Yo

Size: Tiny (+4 bonus to conceal with a “sleight-of-
hand” roll)

Cost: 50 Units

Tentative Purchase DC:7 (Often Unavailable)
Required Proficiency: Exotic Weapons-Melee
(Works with any Yo-Yo Weapon)

Handed: Requires 1 hand to use

Range Increment:Has 10 feet of reach

“To Hit” Bonus: --

Rate of Fire: As many times as the user has attacks
(but of course it can only explode once)
Damage:1d6 Bludgeoning (20 x2)

Weight: 1 pound

Armor Class: 9

Hardness:5

Hit Points: 2

DC required to break this item with a Strength

Roll: 14

Description: A yo-yo weapon with a little something
extra. It can be used to make bludgeoning attaicks a
range, to make trip attacks and to make ranged
Grapple Attacks that don't expose the user to Rétac
of Opportunity (See the Players' Handbook, pagg.137

Anyone with the Feat “Yo-Yo Tricks” can make a
Dexterity check vs. DC 15 to hit the target frora th
side or even from behind while facing them, with al
the usual bonuses for hitting a target from thekflar
behind.

It can also be set to explode, doing 4d6 damag
the target and 1d4 to anything else within a fivetf
radius (a Reflexes Saving Throw vs. DC 15 will
reduce the area-effect damage by half). To hit the
target with the yo-yo as it explodes, make either a
ranged touch attack or grapple them with the string
You can set the explosive off whenever you prefer.

Exploding Immobilizer Foam Yo-Yo

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 60 Units

Tentative Purchase DC:8

Required Proficiency: Exotic Weapons--Melee (also
works with any other Yo-Yo weapon)

Handed: Requires 1 hand to use

“To Hit” Bonus: --

Rate of Fire: As many times as the user has attacks
(but the special "exploding foam" attack can orey b
used once)

Damage:1d6 Bludgeoning (20/x2). Can also be used
to make a special one-use only attack--See deiscript
Weight: 1 pound

Armor Class: 9

Hardness:5

Hit Points: 2

DC required to break this item with a Strength

Roll: 14

Accessories:-

Description: This yo-yo weapon can be used to attack
a single target like a standard combat yo-yo @fé¢hs
such a thing as a “standard” combat yo-yo).

As with most other yo-yo weapons, someone with
the feat “Yo-Yo Tricks” can use it to attack from a
opponent’s side or rear, even while facing them.
However, whenever its user tires of this game, they
can make it explode into a mass of quick-hardening
immobilizer foam.

The foam effectively attacks everything irea-t
foot square. To evade it, everyone in the targetse
must make a Reflexes Saving Throw vs. DC 18, and
spend their next Movement to leave the affected
square. Anyone who fails the roll or who can’'t mov
out of the square is caught in the foam, suffets a
penalty on all attacks, moves at half their norraté
and has their Dexterity effectively reduced by #4ilun
released. They must immediately make another
Reflexes Saving Throw (DC 15) or they are
completely mired in the foam, unable to move at all

To free themselves, they must make a Strength
check vs. DC 27, or do at least 17 points of danage
the foam (this applies whether you are completely
stuck in the foam, or just hindered by it). You
automatically hit the foam if you attack it.

Razorwire Yo-Yo

Size: Tiny (+4 bonus to conceal with a “sleight-of-
hand” roll)

Cost: 60 Units

Tentative Purchase DC:8 (Often Unavailable)
Required Proficiency: Exotic Weapons-Melee
(Works with any Yo-Yo Weapon)

Handed: Requires 1 hand to use

Range Increment:Has 10 feet of reach

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Bludgeoning (20 x2) or 1d8 Slashing
(18-20 x3)

Weight: 1 pound

Armor Class: 9

Hardness:5

Hit Points: 2

DC required to break this item with a Strength
Roll: 16

Description: A yo-yo with a string made from ultra-
fine, ultra-sharp wire. It's not quite as thin as
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monofilament wire, but is still a great deal streng
than steel and a great deal sharper than a surgical
scalpel.

If you have the weapon proficiency, you can
entangle opponents with the string, making a ranged
Grapple Attack (See the Players' Handbook, pagg 137
without incurring any attacks of opportunity. l's
fun being entangled in that wire. If you succetd a
grappling them with the string, the target will ¢éakd4
damage each round until they free themselvesouf y
have an opponent entangled, you can't use the yo-yo
for anything else until you free them or they free
themselves.

Anyone with the Feat “Yo-Yo Tricks” can make a
Dexterity check vs. DC 15 to hit the target frora th
side or even from behind while facing them. Ohly t
bludgeoning attack can be used this way. If yau ar
instead trying to slash your opponent with thengtrit
must be done head-on.

Buzzsaw Bladed Yo-Yo

Size: Tiny (+4 bonus to conceal with a “sleight-of-
hand” roll)

Cost: 75 Units

Tentative Purchase DC:9 (Often Unavailable)
Required Proficiency: Exotic Weapons-Melee
(Works with any Yo-Yo Weapon)

Handed: Requires 1 hand to use

Range Increment:Has 10 feet of reach

“To Hit” Bonus: --

Magazine: 65

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8 Slashing (18-20 x3)

Weight: 1 pound

Armor Class: 9

Hardness:5

Hit Points: 2

DC required to break this item with a Strength
Roll: 14

AccessoriesMiniature Energy Cell (1/20pound, costs
30 units)

Description: A yo-yo with a spinning buzzsaw blade
built in. The string is made of a super-high-sgtin
polymer and almost impossible to break. You can
hang by it if you like.

The blade pops out only when you exert exahgy
right pressure, so that it doesn't fly back ang/dit.

A skilled user can precisely control when to extdrel
blade.

Like all yo-yo weapons, this one can be used t
entangle an opponent, performing what is in effect
Grapple Attack at range (See the Players' Handbook,
page 137). This does not expose you to attacks of
opportunity. You can't use the buzzsaw blade while
you have someone grappled with the string.

This weapon also allows you to make trip &igac
If you are tripped yourself in the course of making
attack, you can drop the yo-yo (this takes effetyiv
no time) to avoid falling down.

If you have the Feat “Yo-Yo Tricks” in additido
the Weapon Proficiency, you can make a Dexterity
check vs. DC 15 to hit the target from the sidevan
from behind while still facing them.

Hyperice Weapons

New advances in refrigeration make it possible éxeneffective bladed weapons out of super-hard Achyperice
blade generally comes with the refrigeration geslt lto its handle. A blade-shaped mold to slyer the end and fill
with distilled water comes with the weapon, at dditional charge. Once the mold is in place (da8 & Standard

Action) it takes only a fraction of a second tcefre the blade.

Hyperice weapons don't have the strength or thébfley of a metal blade, but they hold up wellegh to be used as
untraceable assassination tools. Most hyperiaeblget used once, broken off and then thrown awdyhey don't
have to be. If you were to get into a tough situaaind had nothing else to defend yourself withy@erice blade

would make a tolerable fighting knife.
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Hyperlce Blade

Size: Tiny (+4 bonus to conceal with a “sleight of

hand” roll)

Cost: 45 Units

Tentative Purchase DC:7 (usually illegal)

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: --

Magazine: Ice Blade lasts for 3 uses, or until the

wielder decides to melt it.

Rate of Fire: As many times as the wielder has

attacks

Damage:1d4 Slashing (19-20 x2)

Weight: 1 pound

Armor Class: 9

Hardness: 8

Hit Points: 1

DC required to break this item with a Strength

Roll: 12

AccessoriesSpecial, refrigerated scabbard (costs 100

Units, weighs 1/2 pound), Energy Cell (1/2 pound,

costs 10 units)

Description: A short stabbing blade, made from

supercooled ice. It is as sharp as broken glaks an

leaves nothing but water in the victim's wounds.

Virtually untraceable, hyperice blades are almost

exclusively used as tools for asassination and are

therefore difficult to buy in most organized soigst
A power cell keeps the blade frozen for eight

hours. It takes a standard action to replace thep

cell. Regrowing the blade is a longer and more

involved process. It requires a supply of clean

(preferably distilled) water and about thirty miesitto

freeze a new blade. A blade-shaped mold comes with

the weapon at no extra cost, but it's easy to ivipeo
one if the original gets lost.

If for some reason the knife is used befonewa
blade is finished, it will still do 1d4 damage, iere
is a 50% chance of the blade breaking every tirige it
used to make an attack (whether or not it hits).

Hyperice Katar

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 45 Units

Tentative Purchase DC:7

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: --

Magazine: Ice Blade lasts for 6 uses, or until the
wielder decides to melt it.

Rate of Fire: As many times as the wielder has
attacks
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Damage:1d4 Piercing (20 x3)

Weight: 1 pound

Armor Class: 9

Hardness: 8

Hit Points: 1

DC required to break this item with a Strength

Roll: 12

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A punching dagger based on an ancient
Indian model. It fits over your knuckles and traitsm
the whole force of your punch into the target, doin
considerably more damage than an ordinary dagger.

This one has a blade made not from metal or
plastic, but from super-chilled ice, frozen so hidnat
it can easily withstand the force of impact. This
weapon leaves no trace of metal residue on themvict
and it is effectively untraceable. The blade melts
slightly in the wound and its contours changejrigil
attempts to match a particular dagger with a pagic
injury. The only residue it leaves behind is water,
which soon evaporates.

The weapon has enough energy in its powetaell
keep a blade frozen for about six hours. It takes
standard action to replace the power cell. Growing
new ice blade requires a supply of clean water, a
special plastic mold (which comes with the katamat
extra cost) and about two hours' worth of time. A
partly-formed blade will still do damage to thegt,
but there is a 40% chance of it snapping off and
becoming useless each time it is used to make an
attack, whether it hits or not.

Hyperice Throwing Hatchet

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 60 Units

Tentative Purchase DC:8 (often illegal)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment 10 feet if thrown

“To Hit” Bonus: --

Magazine: Ice blade lasts for 6 uses, or until the
wielder decides to melt it.

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Slashing (20/x2)

Weight: 3 pounds

Armor Class: 9

Hardness: 8

Hit Points: 1



DC required to break this item with a Strength

Roll: 12

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A small Hyperice tomahawk, with a
blade made out of super-hard, supercold frozenrwate
It actually holds an edge well enough to use as a
weapon. Only slightly harder to conceal than a
Hyperice dagger, it has considerably more stopping
power.

Weighted for throwing, it is seldom used tivaly
and is generally a hand weapon (there would be litt
point in killing someone with an untraceable weapon
and then leaving it at the scene of the crime).

This is an assassin's tool, no one takes artogp

hatchet on a camping trip to cut firewood, and cops
are well aware of this fact. If this device islégal
then it is at least sure to cause suspicion if the
authorities find it in your possession. A standard
energy cell keeps the blade frozen for about six$o
It takes only a standard action to replace a spent
energy cell, but roughly an hour to freeze a neadél
If for some reason a character has to use thisaveap
before the blade is finished, it will still damaitye
target, but there is a 40% chance of it snappihgrad
becoming useless each time it is used to make an
attack, whether it hits or not.

Radioactive Hand Weapons

There are many good ways to use futuristic tectyydlo enhance the power of a melee weapon. Mdkimgveapon

radioactive is not one of them.

A sure sign of a desperate, decadent or insangreptadioactive hand weapons do appear from tintiene. They
range from the sophisticated, relatively sane temtigorojector wand, which gives off a discreetggubf neutrons
when it hits the target, to the primitive and craagioactive mace, which is basically just a mbtalmade out of

nuclear waste

None of them are exactly safe, but at least thiebehes will do less damage to you than the target

Radiation Projector Wand

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 350 Units

Tentative Purchase DC:14 (usually illegal)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: --

“To Hit” Bonus: --

Magazine: 30

Rate of Fire: As many times as the wielder has
attacks

Damage:Special. Target immediately takes 1d10
Radiation damage. Target must make a Fortitude
Saving Throw vs. DC 20 once per hour or take amothe
d8 until they either make the roll or die

Weight: 4 pounds

Armor Class: 7

Hardness: 6

Hit Points: 5

DC required to break this item with a Strength

Roll: 19 (Spills hazardous waste all over you if you
break it, doing its full radiation attack to anydnea

10 foot radius)

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A long, fat metal wand with a nozzle at
one end. The radiation shielding material makes it
heavier than it looks. When the nozzle strikes
something, it irises open for a fraction of a secand
gives them a momentary directional burst of hard
radiation. This does horrible things to the tarpet

they rarely even feel it at the moment they anecktr
The wand is actually heavy enough to be used as a
truncheon (1d6 damage), but few wielders would be
willing to do this, because of the awful risk of
breaking the device open and exposing the radieacti
materials at its core.

Radioactive Blade

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 150 Units

Tentative Purchase DC:11 (usually illegal)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:Special. Target immediately takes 1d6
slashing (19-20 x2) +1d8 radiation damage. Target
must make a Fortitude Saving Throw vs. DC 20 once
per hour or take another d8 of radiation damagi unt
they either make the roll or die

Weight: 1 pound

Armor Class: 9

Hardness:9

Hit Points: 2

DC required to break this item with a Strength
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Roll: 16 (Spills hazardous waste all over you if you
break it, doing its full radiation attack to anydnea
10 foot radius)

Accessoriesi ead-lined Scabbard (costs 100 Units,
weighs 2 pounds)

Description: A truly potent assassination weapon, this
long, heavy dagger is filled with a radioactiveuliid,
shielded by a thin layer of Cadmium. When the
dagger penetrates someone's flesh, the shielding
momentarily retracts and the target is exposed to a
toxic dose of neutrons. Every time you use this
weapon, whether you hit the target or not, theee is
5% chance of accidentally exposing yourself to the
radioactive material and suffering its effects.

Radioactive Sword

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 200 Units

Tentative Purchase DC:12 (usually illegal)

Required Proficiency: Martial-Melee

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:Special. Target immediately takes 1d8+2
slashing (19-20 x2) +1d6 radiation damage. Target
must make a Fortitude Saving Throw vs. DC 20 once
per hour or take another d6 radiation damage until
they either make the roll or die.

Weight: 10 pounds

Armor Class: 7

Hardness: 15

Hit Points: 6

DC required to break this item with a Strength

Roll: 17 (Spreads radioactive dust all over if you
break it—everyone in a 5 foot radius must make a
Reflexes Saving Throw vs. DC 15 or suffer the ¢ffec
of the radiation)

Accessoriesi ead-lined Scabbard (costs 100 Units,
weighs 3 pounds)

Description: A weapon for desperate, suicidal troops-
this chunky broadsword is made of radioactive
materials, and while it will do horrendous damage t
the target, it is slowly killing its wielder, todvery
hour that you carry a radioactive sword on your
person, it destroys one of your hit points, permége
When you hit zero, you're incapacitated and begin
losing 1 hp per round. When you hit -10, you die.
And real tasty-like, | might add. Radiation sicknés
nowhere near as fun or as quick as, for exampiegbe
boiled alive. It is possible that there might bens
futuristic medical treatment that can reverse the

damage, but this is entirely up to the DM. The svor
itself is quite good. Most fissionable metals are
extremely heavy and many of them (Uranium, for
example) are also incredibly hard. The swordrisgi
to wield but it has a lot of penetration.

Radioactive Mace

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 80 Units

Tentative Purchase DC:9 (usually illegal)

Required Proficiency: Simple

Handed: Requires 1 or 2 hands to use

Range Increment:--

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:Special. Target immediately takes 1d6+1
bludgeoning and 1d8 radiation damage. Target must
make a Fortitude Saving Throw vs. DC 20 once per
hour or take another d8 damage from radiation until
they either make the roll or die.

Weight: 18 pounds

Armor Class: 7

Hardness: 15

Hit Points: 25

DC required to break this item with a Strength

Roll: 24 (Spreads radioactive dust all over if you
break it—everyone in a 5 foot radius must make a
Reflexes Saving Throw vs. DC 15 or suffer the ¢ffec
of the radiation)

Description: A big solid bar of radioactive metal.

Like most fissionable metals it is heavier and bard
than iron, and would do a great deal of damage Even
it weren't giving off deadly radiation.

A normal human being who carries this weapon
without any special protective gear will lose oiite h
point per hour, permanently. When they reach zero,
they are incapacitated and begin to lose 1 hpquerd
until they hit -10 and die. There may be futuristic
medical technologies which can reverse the effafcts
radiation poisoning--that is of course strictlytoghe
DM.

Under ordinary circumstances you would only se
this weapon in the hands of robots or opponents in
heavily shielded battlesuits (of which there arany
in this book). It is possible that crazed fanaticght
also use weapons like this, if they get desperate
enough. They'd have to be pretty crazed. Radiatio
poisoning is one of the most disagreeable wayseto d
we've yet discovered.
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Hypersharp Weapons

Monofilament wire has many uses, few of them nits.an amazing, nigh-indestructible substaneer@ made from
a single molecule, hundreds of times stronger titanium and finer than the smallest hair, whilettsands of times
sharper than the sharpest surgical steel. Ittdizke long for people to start hurting one anotiiéh it.

Of course, swinging a loop of nearly invisible mflaonent at your opponent is nearly as dangeroystoas it is to
them, so combatants insane enough to use it iavitSorm weeded themselves out pretty quicklyis tommon to
find normal weapons edged with monofilament wiraking them unbelievably sharp and yet slightly desgerous

to the wielder.

Hypersharp weapons are extremely dangerous toéyaamatl the DM should feel free to call for arbigrReflexes
Saving Throws to avoid taking small amounts of dgenahile messing about with them, particularlyhiéy don't

know how sharp the blade actually is.

Hypersharp Blade

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 50 Units

Tentative Purchase DC:7

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: +2

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+1 Slashing (17-20 x3)

Weight: 1 pound

Armor Class: 9

Hardness: 10

Hit Points: 3

DC required to break this item with a Strength
Roll: 15

Special: Vorpal. On a critical hit this weapon will
sever the target's head from their body. This dogs

work on creatures that do not have heads and at the

DM's discretion there may be targets who suffer no
particular ill effect from having their heads ciit o
(robots, for example, or zombies).
AccessoriesScabbard (costs 20 Units, weighs 1
pound)

Description: A bayonet or cleaver-like blade, edged
with a monofilament wire one molecule thick. It is

far, far sharper than any conventional knife evaden
and never loses its edge.

Hypersharp Dagger

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 30 Units

Tentative Purchase DC:5

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 10 feet (if thrown)

“To Hit" Bonus: +2

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4+1 Slashing (17-20 x3)

Weight: 1 pound

Armor Class: 9

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength
Roll: 14

AccessoriesHolster (costs 10 Units, weighs 1/2
pound)

Description: A short dagger or survival knife, edged
with a monofilament wire. It is much sharper tlzan
surgical scalpel or a Japanese katana. It alsiresq
very little maintenance, and will never lose itged
The only reason it isn't “Vorpal” is that it's temall
to conveniently lop off the target’s head.

Hypersharp Claws

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 200 Units

Tentative Purchase DC:12

Required Proficiency: Martial-Melee

Handed: Requires 1 or 2 hands to use (one set of
claws per hand)

Range Increment: --

“To Hit" Bonus: +2

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+1 Slashing (17-20 x2)
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Weight: 1 pound

Armor Class: 9

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength

Roll: 15

Description: A set of artificial claws, edged with
monofilament wire, no thicker than a single molecul
They are far sharper than the sharpest razor gicsiir
scalpel.

Hypersharp Sword

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 225 Units

Tentative Purchase DC:13

Required Proficiency: Martial-Melee

Handed: Requires 1 or 2 hands to use

Range Increment: --

“To Hit” Bonus: +2

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8+1 Slashing (17-20 x3)

Weight: 4 pounds

Armor Class: 7

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 18

Special: Vorpal. On a critical hit this weapon will
sever the target's head from their body. This dogs
work on creatures that do not have heads and at the
DM's discretion there may be targets who suffer no
particular ill effect from having their heads ciit o
(robots, for example, or zombies).
AccessoriesScabbard (costs 30 Units, weighs 1
pound)

Description: A cutlass, made out of some futuristic
alloy, with a thin line of momofilament wire runigjn
along its edges. This gives it a cutting surféee is
only one molecule wide. Far sharper than any
conventional sword, it also never needs to be honed

Hypersharp Rapier

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 300 Units

Tentative Purchase DC:14

Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment: --

“To Hit" Bonus: +2

Rate of Fire: As many times as the wielder has

attacks

Damage:1d6+1 Piercing or Slashing (17-20 x3)
Weight: 3 pounds

Armor Class: 7

Hardness: 10

Hit Points: 4

DC required to break this item with a Strength

Roll: 17

Special: Vorpal. If the wielder uses this sword to
make a Slashing attack and scores a criticalt hviili
sever the target's head from their body. This do¢s
work on creatures that do not have heads and at the
DM's discretion there may be targets who suffer no
particular ill effect from having their heads ciit o
AccessoriesScabbard (costs 30 Units, weighs 1
pound)

Description: A thin, light dueling sword, edged with
monofilament wire. It is much sharper than any
ordinary blade, and so is used more for slashidg an
less for thrusting than most rapiers.

Hypersharp Axe

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 120 Units

Tentative Purchase DC:10

Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment: --

“To Hit” Bonus: +2

Rate of Fire: As many times as the wielder has
attacks

Damage:1d10+1 Slashing (17-20 x4)

Weight: 7 pounds

Armor Class: 5

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 17

Special: Vorpal. On a critical hit this weapon will
sever the target's head from their body. This dogs
work on creatures that do not have heads and at the
DM's discretion there may be targets who suffer no
particular ill effect from having their heads ciit o
(robots, for example, or creatures with no vitajaors
in their heads).

Description: An axe, enhanced with a monofilament
edge. The blade is effectively one molecule tloick
its cutting surface and hence much sharper than any
conventional axe. It also never needs sharpening.

Hypersharp Scythe

Size:Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 270 Units

Tentative Purchase DC:14

Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment: --

“To Hit" Bonus: +2
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Rate of Fire: As many times as the wielder has
attacks

Damage:2d4+1 Piercing and Slashing (17-20 x4)
Weight: 12 pounds

Armor Class: 5

Hardness: 10

Hit Points: 10

DC required to break this item with a Strength

Roll: 17

Special: Vorpal. On a critical hit this weapon will
sever the target's head from their body. This dogs
work on creatures that do not have heads and at the
DM's discretion there may be targets who suffer no
particular ill effect from having their heads ciit o
(robots, for example, or zombies).

Description: A scythe, made from advanced
materials, with a blade edged in monofilament wire.
This makes it far sharper than any conventional
scythe. It also never needs sharpening. There is
frankly little use for such an item as an agriowtu

tool. A monofilament edge makes the scythe's aurve
blade and leverage-increasing handle totally
unnecessary. In fact a perfectly straight, onelédn
hypersharp blade would reap wheat equally wellu Yo
still might see hypersharp scythes in the hands of
advanced civilizations that have traditionally used
scythe-like hand-weapons. They are also populir wi
misfits who like to dress up in hooded cloaks andls
masks.

Hypersharp Glaive

Size: Huge (can'’t be concealed)

Cost: 120 Units

Tentative Purchase DC:10

Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment:Has 10 feet of Reach

“To Hit” Bonus: +2

Rate of Fire: As many times as the wielder has
attacks

Damage:1d10+1 Slashing (17-20 x4)

Weight: 15 pounds

Armor Class: 5

Hardness: 10

Hit Points: 10

DC required to break this item with a Strength
Roll: 17

Special: Vorpal. On a critical hit this weapon will
sever the target's head from their body. This dogs
work on creatures that do not have heads and at the
DM's discretion there may be targets who suffer no
particular ill effect from having their heads ciit o
Description: A ten foot pole, tipped with a cutting
blade edged in monofilament wire. It has ten tdet
reach, but can't hit anything at closer range. lade
is unbelievably sharp and never needs honing.

Hypersharp Double Axe
Size: Huge (Impossible to conceal)
Cost: 350 Units

Tentative Purchase DC:14

Required Proficiency: Exotic Weapons-Melee
Handed: Requires 2 hands to use

Range Increment:--

“To Hit” Bonus: +2

Rate of Fire: As many times as the wielder has
attacks (often used to attack twice in one round)
Damage:1d10+1/ 1d10+1 Slashing (17-20 x4)
Weight: 25 pounds

Armor Class: 5

Hardness: 10

Hit Points: 10

DC required to break this item with a Strength

Roll: 17

Special: Vorpal. On a critical hit this weapon will
sever the target's head from their body. This dogs
work on creatures that do not have heads and at the
DM's discretion there may be targets who suffer no
particular ill effect from having their heads ciit o
(robots, for example, or creatures who don't sthegr
brains in their heads). If you use both ends tkema
separate attacks in a single round, you suffer the
penalties for making two weapon attacks, as though
you were using a One Handed Weapon and a Light
Weapon (see the Player's Handbook, page 124).
Description: A huge, brutal weapon with an axe-blade
at each end, edged in monofilament wire. The Islade
are only one molecule wide on the cutting edge, and
vastly sharper than a conventional version of the
weapon (if there is such a thing). It's a trickgapon
to carry safely with its exposed hypersharp blades.
a character who is holding a hypersharp double axe
falls down, the DM should feel free to have them
make a Reflexes Saving Throw to avoid cutting
themselves.

Hypersharp Double-Bladed Sword

Size: Huge (Impossible to conceal)

Cost: 375 Units

Tentative Purchase DC:15

Required Proficiency: Exotic Weapons-Melee
Handed: Requires 2 hands to use

Range Increment:--

“To Hit” Bonus: +2

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8+1/1d8+1 Slashing (17-20 x3)
Weight: 15 pounds

Armor Class: 5

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength
Roll: 17

Special: Vorpal. On a critical hit this weapon will
sever the target's head from their body. This dogs
work on creatures that do not have heads and at the
DM's discretion there may be targets that suffeitino
effect from having their heads cut off (robots, for
example). If you use both ends to make separate
attacks in a single round, you suffer the penafties
making two weapon attacks, as though you were using
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a One Handed Weapon and a Light Weapon (see the
Player's Handbook, page 124).

Description: A two-ended sword edged with
hypersharp monofilament wire. It has a cutting
surface no wider than a single molecule and is far
sharper than a razor or a katana. No one haeget b
able to come up with a safe way to store this thsog
don't leave it lying around where your kids cardfitl

Hypersharp Punch Dagger

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 30 Units

Tentative Purchase DC:5

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: +2

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4+1 Piercing (17-20 x4)

Weight: 2 pounds

Armor Class: 9

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength
Roll: 15

Description: While punch daggers derive most of
their penetrating force from the way they chanhel t
energy of the strike, rather than from the sharpoés
the blade, it does still impove their lethalitygive
them monofilament edges. The blade of this weapon
is far sharper than a razor and it never needs to b
honed.

Hypersharp Sickle

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 90 Units

Tentative Purchase DC:9

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: +2

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+1 Slashing (17-20 x3)

Weight: 3 pounds

Armor Class: 9

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength

Roll: 15

Special: Vorpal. On a critical hit this weapon will
sever the target's head from their body. This dogs
work on creatures that do not have heads and at the
DM's discretion there may be targets who suffer no
particular ill effect from having their heads ciit o
Description: A short, sickle-shaped weapon, edged
with ultra-sharp monofilament wire. It only has one

sharp edge, on the inside of the curve, which mitkes
considerably safer than most Hypersharp weapons to
use. It has little utility as an agricultural implent

(it's too easy to wound yourself on while harvegtin
and is really just a weapon.

Hypersharp Spear

Sizelarge (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 75 Units

Tentative Purchase DC:9

Required Proficiency: Simple

Handed: Requires 2 hands to use

Range Increment:Has 10 feet of Reach

“To Hit" Bonus: +2

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8+1 Piercing (17-20 x4)

Weight: 9 pounds

Armor Class: 5

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength
Roll: 15

Description: A ten foot spear, tipped with a spearhead
edged in monofilament wire. It has ten feet othea
but can't hit anything at closer range. The speatlis
astoundingly sharp and never needs further
sharpening.

Hypersharp Trident

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 225 Units

Tentative Purchase DC:13 (often unavailable)
Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment:--

“To Hit" Bonus: +2

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8+1 Piercing (17-20 x4)

Weight: 5 pounds

Armor Class: 5

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength
Roll: 17

Description: A trident, each of its three tines edged in
ultra-sharp monofilament wire. Few interstellar
civilizations use tridents in close combat, but you
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might see it as a novelty item or in gladiatorial
combat.

Rigid Hyperwire "Bladeless" Blade

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 150 Units

Tentative Purchase DC:11 (often illegal)

Required Proficiency: Simple

Handed: Requires 1 hand to use

“To Hit” Bonus: +2

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8+2 Slashing (17-20/x3)

Weight: 1/2 pound

Armor Class: 18

Hardness: 8

Hit Points: 1

DC required to break this item with a Strength

Roll: 25 (and it will do 1d8 slashing damage to you if
you fail the roll)

Special: Vorpal. On a critical hit this weapon will
sever the target's head from their body. This dogs
work on creatures that do not have heads and at the
DM's discretion there may be targets who suffeitino
effect from having their heads cut off (robots, for
example, or creatures who don’t keep any vital mgga
in their heads).

AccessoriesStorage Rack (Costs 75 units to have
made)

Description: It is possible to make a weapon out of a
single rigid monofilament wire no thicker than agle
molecule, sharper than the sharpest steel surgical
tools. It is however a terrible idea, as this niode
amply demonstrates.

It is about the length of a short sword, aoilststs
of nothing but a handle with a stiff length of
hypersharp wire sticking up out of it. Becaussit i
difficult to see the wire with the naked eye, thakers
have thoughtfully placed a little red ball on tige t
allowing the user to at least keep track of howgltre
weapon is.

This is an appallingly dangerous tool to Esesry
time a character rolls a "1" while trying to hitaaget
with this weapon, there is a 10% chance that tlasw h
hit themselves instead, for half the usual damage.

But the worst problem with this blade is with
storing it. There is no way to sheathe the weapon,
scabbard you can put it in that it won't slice tigh
through. You can have a kind of rack made which
will at least store the thing handle up, to keeppbe
from wounding themselves on it by mistake, but even
this is far from a safe option. Disposing of thig
when it breaks is an even more troubling problem.

Hypersharp Whip

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 35 Units

Tentative Purchase DC:6

Required Proficiency: Exotic Weapons-Ranged (also
works with any other Whip)

Handed: Requires 1 hand to use

Range Increment:Has 10 feet of Reach

“To Hit" Bonus: +2

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+1 Slashing (17-20 x3)

Weight: 2 pounds

Armor Class: 9

Hardness:5

Hit Points: 2

DC required to break this item with a Strength

Roll: 16

Description: A whip with many short monofilament
wires protruding from its length. It leaves shadlbut
horrendous wounds on anything it hits. A hypershar
whip can be used to make trip attacks and if the
attacker accidentally trips themselves they camdavo
the effects by dropping the weapon. A whip grants
+2 on any attempt to Disarm a foe with an opposed
Attack Roll.

Monofilament Whip

Size: Medium when extended (-4 penalty to conceal
with a “sleight of hand” roll), Tiny when rolled uand
concealed (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 30 Units

Tentative Purchase DC:5 (usually illegal and a sure
sign of mental instability on the part of its user)
Required Proficiency: Exotic Weapons-Ranged (also
works with any other Whip)

Handed: Requires 1 hand to use

Range Increment:Has 15 feet of Reach

“To Hit” Bonus: +2

Rate of Fire: As many times as the wielder has
attacks

Damage:2d8+2 Slashing (16-20 x3)

Weight: 1 pound

Armor Class: 13

Hardness: 20

Hit Points: 1

DC required to break this item with a Strength

Roll: 40

Special: Improved Vorpal Weapon. On a critical hit
this weapon will sever the target's head from their
body. If the target does not have a head, or fuffer
particular ill effect from having their head cuf,dhe
whip has instead cut them into two or more pieces.
There may still be a few creatures (totally amorgho
beings, for example) who can survive this, at th&D
discretion.

Description: A very simple but tremendously
effective hand-weapon. It's nothing but a lendth o
ultra-fine, ultra-sharp monofilament wire, no theck
than a single molecule, with a weight at one efis T
wire is vastly stronger and sharper than the sisarpe
metal blade ever forged. It has a range of abifiaeh
feet. You lash it at your opponent and they faivdo
in slices (unless you cut your fingers off instediis
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extremely dangerous for anyone who doesn't have the
weapon proficiency to use a monofilament whip. Not
only do they suffer a -4 penalty on attacks, bthéy

miss there is a 1/10 chance that they have wounded
themselves for 2d6 damage. If they roll an
unmodified 1, they have cut their own head off.

Discombobulator Rod

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 300 Units

Tentative Purchase DC:14 (usually illegal)

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: +2

Magazine: 15

Rate of Fire: Once per round

Damage:1d12+1 Slashing (17-20 x3), attacks
everything in a 10 foot by 10 foot square adjatent
the attacker.

Weight: 3 pounds

Armor Class: 7

Hardness: 10

Hit Points: 4

DC required to break this item with a Strength

Roll: 16

Special: Improved Vorpal Weapon. On a critical hit
this weapon will sever the target's head from their
body. If the target does not have a head, or suffer

ill effect from having their head cut off, the winas
instead cut them into two or more pieces. Theng ma
still be a few creatures (totally amorphous beiffigs,
example) who can survive this, at the DM's disoreti
AccessoriesHolster (costs 30 Units, weighs 1 pound)
Description: A slender plastic rod, about the length of
a man's forearm. When the button in the handgrip i
pressed, loops of coiled monofilament wire spring o
of the end, slicing and mangling anything in thaesg
immediately in front of the user, doing 1d12+1
slashing damage. to friend and foe alike. A Refex
save vs. DC 15 completely negates this damage, as
does having an AC higher than 19.

Deck of Many Wounds

Size: Diminutive (+8 bonus to conceal with a “sleight
of hand” roll)

Cost: 500 Units (will probably have to be specially
made)

Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Exotic Weapons-Melee
Handed: Requires 1 hand to use

Range Increment: 20 feet

“To Hit" Bonus: +2

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Slashing (17-20 x3) if thrown or 1d6+2

Slashing (17-20 x3) if used as a hand weapon
Weight: 1/2 pound

Armor Class: 9

Hardness: 3

Hit Points: 5

DC required to break this item with a Strength

Roll: 15

Special: Can be used as either a missile or a melee
weapon.

AccessoriesSpecial Carrying Case (Hardness 3, 4 Hit
Points, has to be custom-made, costs 200 units)
Description: A deck of cards, made from a tough,
flexible synthetic material which is almost impdusi

to tear and never gets dog-eared. Each card isledge
with monofilament wire, no thicker than a single
molecule. They can be used as throwing weapons or
fanned out and used as a hand-blade. Thisis a
difficult weapon to find on the open market andreve
more difficult to use safely. Favored by assassitis

a taste for cheap theatrics, it is the sort ofghjiou'd
have to have specially made, or buy underground. |
comes in a bullet-resistant case which looks like a
ordinary cardboard box for holding cards.

Giant Hypersharp Scissors

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 300 Units

Tentative Purchase DC:14

Required Proficiency: Exotic Weapons-Melee
Handed: Requires 2 hands to use

Range Increment:--

“To Hit” Bonus: +2

Rate of Fire: As many times as the wielder has
attacks

Damage:2d4 Slashing (17-20 x3)

Weight: 5 pounds

Armor Class: 7

Hardness: 15

Hit Points: 4

DC required to break this item with a Strength

Roll: 19

Special: Vorpal. On a critical hit this weapon will
sever the target's head from their body. This dogs
work on creatures that do not have heads. At the
DM's discretion there may also be targets who suffe
no ill effect from having their heads cut off (r¢do

for example, or Atomic Zombies).

Description: A huge pair of metal shears, as long as a
sword. Made from a super-light, super strong alloy
and edged with monofilament wire, they are far, far
sharper than a razor or a scalpel. There mayre so
alien races that use these as hand weapons,budrihey
much more likely to be found in the hands of the
terminally depraved.
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Vibronic Weapons

Also known as vibroblades, these weapons enhaeaectitting power by vibrating at amazing speeceyitend to be
quite dull, since they aren't getting much of tipginetration from having a sharp edge and thinlaeiels tend not to
hold up to the wear and tear caused by the congitanation.

When switched on, a vibroblade blurs faintly arotimeledges and emits a deep, painful hum whialsidjarely
audible to the human ear, but unpleasant nonethélés sound can be quite upsetting to certainasimnit doesn't
seem to come from anywhere, making it hard to pirighe user's location, but it is absolutely distive. If you turn
on a vibroblade, anyone within earshot who hascheae before will instantly know what it is, evémhey can't quite
place the range or direction.

There have been experiments in combining hypersharpwire-edged weapons with vibroblade technolbgy.the
results have usually been disastrous, creatingdiitally potent cutting weapons that are prone tastedphic metal
failure in the middle of combat, often with grieworesults for the wielder.

Damage:1d6+2 Slashing (18-20 x2), ignores 9 points
of Hardness or Damage Resistance

Weight: 2 pounds

Armor Class: 9

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength

Roll: 14

AccessoriesEnergy Cell (1/2 pound, costs 10 units),
Wrist-Mounted Power Pack (2 pounds, costs 30 ynits)
Scabbard (costs 20 Units, weighs 1 pound)
Description: Also known as a power blade, this short,
wide bayonet vibrates at just the right harmonic
frequency to cut through bone and flesh like a
chainsaw. It penetrates armor even better and does
even more damage than a hypersharp, monowire-
edged blade.

A vibroblade makes a dull angry hum when
switched on. The vibrating blade visbly blurs ambun
the edges.

It takes a full action to change the weappoiser
cell. Most vibroblades are kept pretty dull anerétr
very well balanced when they're switched off, mgkin
it imperative that you replace the cell as sooit ass
out. This can be a serious inconvenience in tiozlimi
of a knife-fight. If you try to use this weapon iehit
is switched off or out of power, you will sufferd
penalty. The weapon won't have any of its bonases
special penetration against Damage Resistanchakit

no power.
Vibroblade

Size: Small (No bonus or penalty to conceal with a Vibroblade Axe

“sleight of hand” roll _ _ .

: elg ) _and ol Size: Large (-8 penalty to conceal with a “sleight of
Cost: 50 Units N

Tentative Purchase DC:7 and” roll)

Cost: 120 Units

Tentative Purchase DC:10
Required Proficiency: Martial-Melee
Handed: Requires 2 hands to use
Range Increment:--

“To Hit" Bonus: +1

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: +1

Magazine: 30 if using a standard power cell, 50 if
using the optional wrist-mounted power-pack

. : ; Magazine: 50
Rate of Fire: As many tim the wielder has . . .
ate of Fire: As many times as Rate of Fire: As many times as the wielder has
attacks attacks
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Damage:1d8+2 Slashing (18-20 x3), ignores 9 points
of Hardness or Damage Resistance

Weight: 8 pounds

Armor Class: 5

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 17

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: An axe with a vibronic blade. The
combination of leverage and vibratory penetration
make this a devastating weapon in close comba¢. Th
axe itself is short and has an unusually bulky head
with two wires running out of the sides and pluggin
back into the handle. When switched on, it emits a
deep, unpleasant hum just barely above the subsonic
level, and the axe-blade visibly blurs.

It takes a standard action to change the praer
cell, which is either located inside the base ef th
handle or clipped to the side, depending on theainod

If for some reason someone tries to attack this
weapon while it is switched off or out of powereyh
will suffer a —4 penalty to their roll. The axemio
have either its +2 damage bonus or any of its apeci
penetration against Damage Resistance if it isn't o

Vibroblade Stiletto

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 30 Units

Tentative Purchase DC:5

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 10 feet (if thrown)

“To Hit” Bonus: +1

Magazine: 15

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4+2 Piercing (18-20 x2), ignores 9 points
of Hardness or Damage Resistance.

Weight: 1 pound

Armor Class: 13

Hardness: 10

Hit Points: 1

DC required to break this item with a Strength
Roll: 13

AccessoriesMiniature Energy Cell (1/20pound, costs
30 units)

Description: A narrow little vibroblade, ideal for
muggings and sordid crimes of passion. It runa on
smaller power cell and can't stay on as long adl a f
sized vibroblade.

They don’t make wrist-mounted powerpacks for
this kind of weapon, although at the DM’s discretio
an adapter might be available. A vibroblade stilett
can easily be concealed up your sleeve or taped to
your leg. It makes the same ugly hum as any
vibroblade one it's switched on, limiting it
effectiveness for surprise attacks.

If you try to use it while it's switched off @s
batteries are dead, you will find the weapon

surprisingly blunt. It has no damage bonus, naispe
penetration against Damage Resistance and suffers a
2 attack penalty if it is used while switched off.

Vibroblade Sword

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 225 Units

Tentative Purchase DC:13

Required Proficiency: Martial-Melee

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: +1

Magazine: 30 if using a standard power cell, 50 if
using the optional wrist-mounted power-pack

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8+2 Slashing (18-20 x2), ignores 9 points
of Hardness or Damage Resistance.

Weight: 5 pounds

Armor Class: 7

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 17

AccessoriesEnergy Cell (1/2 pound, costs 10 units),
Wrist-Mounted Power Pack (2 pounds, costs 30 ynits)
Scabbard (costs 30 Units, weighs 1 pound)
Description: A short, heavy sword with a peculiarly
wide, thick blade. Two wires emerge from the pommel
and plug into sockets at the base of the bladenWhe
activated, the blade blurs around the edges ants ami
dull, angy hum which sets observers' teeth on etige.
senses the characteristics of the medium it isngutt
through and instantly adjusts its harmonics to
whatever specific vibration will do the most damage
It will slice through nearly anything. The swordise
real drawback as a hand weapon is that its batterie
run out eventually, which is not a good thing to
happen in the midst of a duel. It's uselessly head
unbalanced when it's out of power (-4 penalty ® th
attack roll, no extra penetration or damage boniis).
takes a standard action to change the power-cell.

Vibro-Claws

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 200 Units

Tentative Purchase DC:12

Required Proficiency: Martial-Melee

Handed: Requires 1 or 2 hands to use (one set of
claws per hand)

Range Increment:--

“To Hit" Bonus: +1

Magazine: 10 if using a standard power cell, 50 if
using the extra wrist-mounted power-pack

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+2 Slashing (18-20 x2), ignores 9 points
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of Hardness or Damage Resistance.

Weight: 1 pound

Armor Class: 9

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength

Roll: 14

AccessoriesEnergy Cell (1/2 pound, costs 10 units),
Wrist-Mounted Power Pack (2 pounds, costs 30 units)
Description: Straddling the line between the silly and
the sociopathic, vibro-claws may look goofy to some
of you, but they pack a mighty wallop. The battery
holds enough power for ten attacks. A wrist-modnte
power pack is available for 150 units. It holds an
additional fifty charges, but takes a full round to
replace when it runs out of power. Anyone using thi
weapon while it is switched off or out of power lwil
suffer a =1 penalty The claws don’t have any speci
penetration against Damage Resistance when they
aren't switched on.

Vibro-Katar
Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)
Cost: 30 Units
Tentative Purchase DC:5 (often unavailable)
Required Proficiency: Simple
Handed: Requires 1 hand to use
Range Increment:--
“To Hit” Bonus: +1
Magazine: 30 if using a standard power cell, 50 if
using the optional wrist-mounted power-pack
Rate of Fire: As many times as the wielder has
attacks
Damage:1d4+2 Piercing (18-20 x3), ignores 9 points
of Hardness or Damage Resistance.
Weight: 3 pounds
Armor Class: 9
Hardness: 10
Hit Points: 2
DC required to break this item with a Strength
Roll: 16
AccessoriesEnergy Cell (1/2 pound, costs 10 units),
Wrist-Mounted Power Pack (2 pounds, costs 30 units)
Description: A vibronic blade, mounted over the
user's knuckles, so as to transmit the full forficéneir
arm into the thrust.

It seems like an odd choice to make a vibro-
weapon out of a katar, since the vibronic bladesaly
has so much penetrating power that it doesn'tyreall

gain much extra impact from being a punch-blade.
These weapons are usually made by cultures which
have relied heavily on katars for centuries, where
everyone is assumed to be more comfortable with the
design.

Anyone using this weapon while it is switctoédl
or out of power suffers a —4 penalty to their &tta|
(and of course the weapon won't have its +2 damage
bonus or any of its special penetration against &pgm
Resistance).

The power cell is located in the handle.aktes
only a Standard Action to replace, although vibro-
katar fights tend to be so fast and furious that yo
would almost never reload in the middle of combat.

Vibro-Pick

Size:Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 120 Units

Tentative Purchase DC:10

Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment:--

“To Hit" Bonus: +2

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+2 Piercing (18-20 x4), ignores 9 points
of Hardness or Damage Resistance.

Weight: 7 pounds

Armor Class: 5

Hardness: 10

Hit Points: 25

DC required to break this item with a Strength

Roll: 18

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A military pick with a vibronic head,
which gives it vastly better penetration and kdeps
from getting stuck in the target. The power-cidl
into the handle. Anyone using this weapon whils it
switched off or out of power suffers a —4 penaity t
their attack roll. The weapon has no special
penetration against Damage Resistance while it is
switched off.

Small Vibro-Pick

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 60 Units

Tentative Purchase DC:8

Required Proficiency: Simple
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Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: +1

Magazine: 30 if using a standard power cell, 50 if
using the optional wrist-mounted power-pack

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4+2 Piercing (18-20 x3), ignores 9 points
of Hardness or Damage Resistance.

Weight: 5 pounds

Armor Class: 9

Hardness: 10

Hit Points: 25

DC required to break this item with a Strength

Roll: 14

AccessoriesEnergy Cell (1/2 pound, costs 10 units),
Wrist-Mounted Power Pack (2 pounds, costs 30 units)
Description: A small, one-handed military pick with a
vibronic head that gives it vastly better penedraind
keeps it from getting stuck in the target. Thialso a
good tool for rock-climbing and geology, and isn't
always sold as a weapon. The power-cell fits th&o
handle. It takes a full round to replace. Anyaseng
this weapon while it is switched off or out of pawe
will suffer a —4 penalty. The weapon also won'véa
any special penetration against Damage Resistance
unless it is switched on and powered up.

Vibro-Scythe

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 275 Units

Tentative Purchase DC:13

Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment: --

“To Hit" Bonus: +1

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:2d4+2 Piercing and Slashing (18-20 x4),
ignores 9 points of Hardness or Damage Resistance.
Weight: 13 pounds

Armor Class: 5

Hardness: 10

Hit Points: 10

DC required to break this item with a Strength

Roll: 17

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A scythe with a vibronic blade, it has far
greater penetration against armor than any trauditio
or hypersharp model. The power-cell is storedhén t
long black plastic handle, and takes a full actmn
change. Anyone using this weapon while it is
switched off or out of power will suffer a —4 petyal
(and of course the scythe won'’t have any of itsigpe
penetration against Damage Resistance). It dess se
odd that a culture with access to vibroblade
technology would still be using scythes, but thgaia
this implement is probably intended for reapingeo
rather than wheat.

Vibroblade Sickle

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 90 Units

Tentative Purchase DC:9

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: +1

Magazine: 30 if using a standard power cell, 50 if
using the optional wrist-mounted power-pack

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+2 Slashing (18-20 x2) , ignores 9 points
of Hardness or Damage Resistance.

Weight: 4 pounds

Armor Class: 9

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength

Roll: 14

AccessoriesEnergy Cell (1/2 pound, costs 10 units),
Wrist-Mounted Power Pack (2 pounds, costs 30 units)
Description: The blade of this sickle vibrates with a
dull and painful hum, at just the right harmonicta
through most materials like a chainsaw.Not
particularly effective as an agricultural harvegtiool
(its batteries won't hold out for a whole day ciping

in the fields), this item is more for the customéro

gets really excited by the idea of slashing peaple
with a sickle. The power cell is contained in the
handle. It takes a Standard Action to replaceaand
the DM's discretion is compatible with most weapons
of the same period. Anyone using this weapon while
it is switched off or out of power will suffer a —4
penalty (and of course the weapon won’t have any of
its special penetration against Damage Resistance).
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Vibronic Glaive

Size: Huge (Impossible to conceal)

Cost: 120 Units

Tentative Purchase DC:10

Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment:Has 10 feet of Reach

“To Hit” Bonus: +1

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d10+2 Slashing (18-20 x3), ignores 9
points of Hardness or Damage Resistance.
Weight: 16 pounds

Armor Class: 5

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 17

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A large, wide vibroblade mounted at the
end of a ten-foot metal pole. When switched on it
makes a dull, deep angry hum and the blade seems to
blur around the edges. It runs off the same type o
power cell as most energy weapons of the same
period. The power cell fits into a housing jushibel
the front hand-grip. It takes a Standard Action to
reload. There is a —4 penalty to attack with this
weapon while it is switched off or out of power,ing
to its clumsy balance. Nor will have any of itesjal
penetration against Hardness or Damage Resistance.

Vibronic Spear

Sizelarge (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 80 Units

Tentative Purchase DC:9

Required Proficiency: Simple

Handed: Requires 2 hands to use

Range Increment:Has 10 feet of Reach

“To Hit” Bonus: +1

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8+2 Piercing (18-20 x3), ignores 9 points
of Hardness or Damage Resistance.

Weight: 10 pounds

Armor Class: 5

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength
Roll: 17

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A spear, tipped with a vibronic head.
Ideal for certain types of hunting, particularlyaégst
animals with armored carapaces. The power-csll fit
in just behind the spearhead and takes a fullrattio
change. You cannot set this spear against an ingom
charge and change its batteries in the same round.
There is a —2 penalty to use the weapon if it is
switched off or out of power.

Vibroblade Double-Sided Sword

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 380 Units

Tentative Purchase DC:15

Required Proficiency: Exotic Weapons-Melee
Handed: Requires 2 hands to use

Range Increment:--

“To Hit” Bonus: +1

Magazine: 30

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8+2/1d8+2 Slashing (18-20 x2), ignores 9
points of Hardness or Damage Resistance.

Weight: 17 pounds

Armor Class: 5

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 17

Special: If you use both ends to make separate attacks
in a single round, you suffer the penalties for mgk
two weapon attacks, as though you were using a One
Handed Weapon and a Light Weapon (see the Player's
Handbook, page 124).

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A superb weapon for anyone who feels
absolutely confident that they won't accidentalty h
themselves with it. This double-bladed sword is
actually better balanced than most vibronic weapons
since it has a blade at either end. There is@nrlg
penalty to use this weapon if it isn’t switched on,
(although of course its attack bonus and penetratio
against damage resistance won't apply). You can us
this sword as two weapons at once, but you williinc
all the usual penalties for double-weapon attacks
(unless of course you have the appropriate Feat). |
takes a standard action to open a compartmenteon th
pommel and change power cells.

Vibroblade Double-Sided Axe

Size: Huge (Impossible to conceal)

Cost: 360 Units

Tentative Purchase DC:15

Required Proficiency: Exotic Weapons-Melee
Handed: Requires 2 hands to use

Range Increment:--

“To Hit” Bonus: +1

Magazine: 30

Rate of Fire: As many times as the wielder has
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attacks

Damage:1d10+2/1d10+2 Slashing (18-20 x3),

ignores 9 points of Hardness or Damage Resistance.
Weight: 26 pounds

Armor Class: 5

Hardness: 10

Hit Points: 10

DC required to break this item with a Strength

Roll: 17

Special: If you use both ends to make separate attacks
in a single round, you suffer the penalties for mgk

two weapon attacks, as though you were using a One
Handed Weapon and a Light Weapon (see the Player's
Handbook, page 124).

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A metal shaft with a vibronic axe-blade

at either end. Both axe-blades are unusually thick
heavy and dull. When the weapon is switched on, it
gives off a low, evil-sounding hum and each of its
blades suddenly has the cleaving power of a chainsa
You can use this sword as two weapons at once, but
you will incur the penalties for double-weapon eltta
(unless you have the appropriate Feat). It takes a
standard action to open a compartment on the pommel
and change power cells. There is a —2 penaltg¢o u
this weapon if it isn’t switched on, and of couit®

attack bonus and penetration against damage
resistance won'’t apply.

Vibronic Whip

Size:Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 300 Units

Tentative Purchase DC:14 (often illegal)

Required Proficiency: Exotic Weapon--Melee
Handed: Requires 1 hand to use

Range Increment Has 10 feet of Reach

“To Hit” Bonus: +2

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+2 Slashing (17-20/x2), Ignores 5 points
of Hardness or Damage Resistance.

Weight: 3 pounds

Armor Class: 9

Hardness:5

Hit Points: 2

DC required to break this item with a Strength

Roll: 18

Special: A whip can be used to make trip attacks and
if the attacker accidentally trips themselves tbay
avoid the effects by dropping the weapon. A whip
grants a +2 on any attempt to Disarm a foe with an
opposed Attack Roll. This whip can still be used t
make Trip and Disarm attacks after its power aeibr
out of energy.

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A metal whip that vibrates at incredible
speed, cutting through flesh and bone like a buzzsa
This is not a nice weapon and it does not tenéhtb f
its way into the hands of nice people. It runghan

same type of power cells as most energy weapons.
The power cell fits into the whip's handle. Iteala
Standard Action to reload once you're ready foramor
sadistic hijinx.

Slashmatic Kobra Blade

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 300 Units

Tentative Purchase DC:14 (usually illegal)
Required Proficiency: Martial-Melee

Handed: Requires 1 hand to use

“To Hit" Bonus: +3

Magazine: 40

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8+2 Slashing (16-20/x3) Ignores 6 points
of Hardness or Damage Resistance.

Weight: 7 pounds

Armor Class: 14

Hardness: 2

Hit Points: 1

DC required to break this item with a Strength

Roll: 12

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: There have been many attempts to
merge vibroblade technology with hypersharp
weapons, creating blades with single-molecule
hypersharp edges and vibronic penetration. Alhsuc
attempts have failed, and this example shows why.

A short, wide vibroblade about the size of a
machete, it oscillates at tremendous speed, giving
the penetrating power of a motorized saw. An ultra
thin, ultra-sharp mono-molecular wire runs arousd i
edge, making the blade thousands of times sharper
than the most superb Japanese katana.

Unfortunately, the vibration makes the
monofilament wire dig into the material of the t#ad
sawing and cutting at it, undermining its strudtura
integrity. Combine this with the repeated shock of
impact and it will be only a matter of time befohe
blade undergoes some kind of catastrophic failure.
Every time you hit something with this blade, thisre
a 2% chance that it breaks apart. The odds go up to
5% if you hit an object that has any Damage
Resistance or Hardness, or a target that is wearing
armor.

When the blade finally breaks the hyperwiiesfi
in all directions, doing 1d6 slashing damage to
anything in a 5 foot radius (a Reflexes Saving Whro
vs. DC 18 halves the damage).

It's amazing that this weapon's sleazy
manufacturers can find anyone willing to sellét, |
alone buy it. It's usually illegal and usually asn
with some sort of cheap, gaudy "tough-guy" design o
the hilt. Dragons, flaming skulls, etc. are alpplar.

The unit runs on a standard power cell which
screws into its handle. Like the rest of the weajits
hilt is badly designed and it takes a full round to
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replace a spent power cell.

Textronix Model Ultra

Size:Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 250,000 Units to have made. Only one
prototype currently exists and it is not for sale.
Tentative Purchase DC:37

Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

“To Hit" Bonus: +3

Magazine: 75

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8+3 Slashing (16-20/x3)gnores 9 points
of Hardness or Damage Resistance

Weight: 9 pounds

Armor Class: 12

Hardness: 10

Hit Points: 10

DC required to break this item with a Strength
Roll: 20

Special: Ignores 10 points of Hardness or Damage
Resistance

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: Another attempt to meld vibroblade
technology with hypersharp weapons. This one
actually works, but it's far too expensive to eyer
into general production. It looks a little likesenall
glaive, with a large rectangular blade mountedhat t
end of a short metal pole.

The blade is made from complex many-layered
synthetic materials, designed for exactly the right
combination of strength and flexibility to resiket
stress caused by the vibrating hyperwire. The wire
itself is set on a pair of internal spools andjteens
and contracts with the vibration of the blade.

A lone prototype, this weapon was produced by
design team that wanted to prove that it coulddresd
They weren't concerned with making it practical or

easy to produce. A wealthy adventurer who knows th

right people might be able to get a blade like this
custom-made, but it would take a top-flight
engineering team at least a year to produce and
probably isn't worth the time and expense. The
prototype runs off an ordinary power cell, clipped
the side of the haft. It takes a Standard Act@on t

replace.

SmartSword

Size:Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 5,000 Units

Tentative Purchase DC:23 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 0 or 1 hand to use

Range Increment:--

“To Hit" Bonus: +1

Magazine: 30

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+2 Slashing (18-20 x2)

Weight: 1 pound

Armor Class: 9 (18 in the air)

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength
Roll: 14 (13 to break the antigravity motor)
Special:Ignores 9 points of Hardness or Damage
Resistance

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A semi-intelligent computerized
vibroblade with a built-in antigravity motor. lan
leave the user's hand, or for that matter jusfiyout
of its scabbard (it knows the Quick Draw feat) and
fight on its own, hovering in mid air as it cutsdan
parries. It attacks at a +3 bonus on its own (this
includes the Vibroblade bonus) The blade cannot
move more than ten feet from its user, and can only
fight on its own for thirty rounds in total befaite
power cell runs dry and it falls harmlessly to tloer.

If the blade is attacking by itself, then tiger must
spend the first round designating appropriate targe
After that the blade fights completely independantl
and they can take whatever actions they like.

The weapon can follow simple instructions like
"come here" or "drop to the floor" but it will nbe
able to manipulate objects or pick things up faemth
It can't even figure out how to turn on a light-slvior
ring a doorbell.

Chainsaws and Buzzsaws

A cheap alternative to vibronic weapons, chainséwszsaws and the weapons that evolve from therk yorapidly
moving the blade, eroding the target as much d@mgut. Bulky, heavy, ugly and great, no bloodgiked cyberpunk

game would be the same without them.

The weapons listed here are assumed to run onasthadergy cells, but for all you chainsaw conreiss out there
we have given most of them the option of insteaddydriven by a smoky internal combustion engihet ‘er rip!
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Chainsaw

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 75 Units

Tentative Purchase DC:9

Required Proficiency: Simple

Handed: Requires 2 hands to use

Range Increment:--

“To Hit” Bonus: +2

Magazine: 40

Rate of Fire: As many times as the wielder has
attacks

Damage:2d6 Slashing (18-20 x3), ignores 5 points of
Hardness or Damage Resistance

Weight: 10 pounds

Armor Class: 7

Hardness:5

Hit Points: 3

DC required to break this item with a Strength
Roll: 14

AccessoriesEnergy Cell (1/2 pound, costs 10 units),
or 1 gallon of liquid fuel (2 pounds, costs 3 Upits
Description: A generic template for a futuristic
chainsaw. It has a more powerful and efficientonot
than 21st century models, and a chain that is
considerably tougher. It takes a Standard Action t
reload its power cell. The DM should feel freevémy
the stats a little to come up with separate moafels
chainsaw, if need be. There are also versiongtinat
on liquid fossil fuel, but they have the same sttisy
just take a full round to reload instead of a Stmdd
Action.

Chainsword

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 200 Units

Tentative Purchase DC:12

Required Proficiency: Martial-Melee

Handed: Requires 1 or 2 hands to use

Range Increment:--

“To Hit” Bonus: +2

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:2d8 Slashing (18-20 x3), ignores 5 points of
Hardness or Damage Resistance

Weight: 8 pounds

Armor Class: 7

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 14
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AccessoriesEnergy Cell (1/2 pound, costs 10 units),
or 1 gallon of liquid fuel (2 pounds, costs 3 Upits
Description: The favored hand-weapon among
violently disturbed cultures, this is a long, narro
chainsaw designed specifically to hurt peopledoks
this job admirably. A noisy weapon, it is impossibb
kill anyone silently with a Chainsword. There is a
variant version which uses liquid fuel instead of a
battery. It lasts a little longer, and can dealtu
attacks before it runs out of gas.

Chainsword, Double Ended

Size: Huge (Impossible to conceal)

Cost: 250 Units

Tentative Purchase DC:13

Required Proficiency: Exotic Weapons-Melee
Handed: Requires 2 hands to use

Range Increment:--

“To Hit” Bonus: +2

Magazine: 40

Rate of Fire: As many times as the wielder has
attacks

Damage:2d8/2d8 Slashing (18-20 x3), ignores 5
points of Hardness or Damage Resistance

Weight: 18 pounds

Armor Class: 5

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 14

Special: If you use both ends to make separate attacks
in a single round, you suffer the penalties for mgk
two weapon attacks, as though you were using a One
Handed Weapon and a Light Weapon (see the Player's
Handbook, page 124).

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
or 1 gallon of liquid fuel (2 pounds, costs 3 Upits
Description: Favored by gladiators and the criminally
insane, this weapon is the ultimate in excess. With
roaring chainsaw blades at either end of a stigk, i
only slightly less dangerous to the wielder thathtsr
opponent.

Buzz-Saw Blade

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 50 Units

Tentative Purchase DC:7

Required Proficiency: Simple

Handed: Requires 1 or 2 hands to use

Range Increment:--

“To Hit” Bonus: +2

Magazine: 40

Rate of Fire: As many times as the wielder has
attacks

Damage:2d6 Slashing (18-20 x3), ignores 5 points of
Hardness or Damage Resistance

Weight: 2 pounds

Armor Class: 9

Hardness:9



Hit Points: 2

DC required to break this item with a Strength
Roll: 14

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: For some reason, evil cyborgs like to
mount these on their bionic limbs. There are also
hand-held military models for the terminally twidte
enjoy. It's not a quiet weapon, nor does it hale af
reach, but there's still so much about it to |GvEs
basic template could look like a traditional powaw,
or like some kind of razor-sharp spinning fan.

Buzz-Saw Blade on a Stick

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 100 Units

Tentative Purchase DC:10

Required Proficiency: Exotic Weapons-Melee
Handed: Requires 2 hands to use

Range Increment:Has 10 feet of Reach

“To Hit" Bonus: +2

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:2d6 Slashing (18-20 x3), ignores 5 points of

Hardness or Damage Resistance

Weight: 5 pounds

Armor Class: 5

Hardness:9

Hit Points: 4

DC required to break this item with a Strength
Roll: 14

Special: Polearm. Has ten feet of reach and can be set

against a charge.
AccessoriesEnergy Cell (1/2 pound, costs 10 units)

Description: A spinning toothed blade mounted at the

end of a short metal pole. It's a sort of poor 'man
Vibronic Glaive This is the kind of weapon you imig

find in the hands of a gladiator or a space picate
someone who thinks both of the above are cool. The
power cell is either kept inside the handle orpedigh to
the side. It takes a standard action to changgither
case.

Electro-Demolisher

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 500 Units

Tentative Purchase DC:15

Required Proficiency: Exotic Weapons-Melee
Handed: Requires 2 hands to use

Range Increment:Has 10 feet of Reach

“To Hit” Bonus: +2

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:2d6 Slashing (18-20 x3), 1d8 Electricity
Weight: 6 pounds

Armor Class: 5

Hardness:9

Hit Points: 4

DC required to break this item with a Strength
Roll: 14 (13 to ruin its capacity to give electric
shocks)

Special: Slashing damage ignores 5 points of
Hardness or Damage Resistance
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: Space-Barbarians and heavy metal
bassists are the preferred market for this weaptién.
a kind of huge electrified buzz-saw on the end t&fra
foot pole. Anything but a ordinary weapon, itlstil
runs on ordinary power cells, interchangeable with
most other weapons and appliances. It takes a
standard action to replace a spent cell.

Hot, Cold and Electrified Weapons

Once a society has invented the kind of small, piuwkenergy cells required to power laser pistitls,only a matter of
time before someone thinks of hooking one up te@@d or a truncheon, so that it will give off a reiae electric
shock. From there it is only a short step to haadpons with built in heating elements that glod/let when in use,
and eventually to super-refrigerated clubs andddadhich freeze and shatter the target on imgBome may call
these weapons absurd or at least unethically cyeethere is always a market for them, nonetheless

Hot Blade

Size:Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 100 Units

Tentative Purchase DC:10

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 10 feet (if thrown)

“To Hit" Bonus: +1

Magazine: 75

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Slashing (19-20 x2), 2d6 heat
Weight: 1 pound

Armor Class: 9

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength
Roll: 15 (14 to ruin its heating element)
AccessoriesEnergy Cell (1/2 pound, costs 10 units),
Scabbard (costs 20 Units, weighs 1/2 pound)
Description: A large blade, about the size of a
bayonet. It contains a heating element that mtiess
blade glow red hot. It takes a full action to he@the
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blade, which sizzles when it strikes home.

Hot Sword

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 300 Units

Tentative Purchase DC:14

Required Proficiency: Martial-Melee

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: +1

Magazine: 75

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8 Slashing (19-20 x2), 2d6 heat

Weight: 5 pounds

Armor Class: 7

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 17 (14 to ruin its heating element)
AccessoriesEnergy Cell (1/2 pound, costs 10 units),
Scabbard (costs 30 Units, weighs 1 pound)
Description: A sword, made from some super-strong,
ultra-sharp alloy, which has been further enharged
an intergral heating element that makes the blémie g
red hot. This does some additional damage, but is
even better at scaring the wits out of your oponint
one wants to get anywhere near that thing whde it'
glowing. It takes a full action to heat up thedela

Hot Axe

Size:Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 200 Units

Tentative Purchase DC:12

Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment:--

“To Hit” Bonus: +1

Magazine: 75

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8 Slashing, (20 x3) 2d6 Heat

Weight: 7 pounds

Armor Class: 7

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 17 (14 to ruin its heating element)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: An axe, made from some super-strong,
ultra-sharp alloy, which has been further enharged
an intergral heating element that makes the blémle g
red hot. It takes a full action to heat up thelblalt's
worth the wait to see the look on your opponent’s
face.

Hot Mace

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 250 Units

Tentative Purchase DC:13

Required Proficiency: Simple

Handed: Requires 1 or 2 hands to use

Range Increment:--

“To Hit” Bonus: --

Magazine: 75

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Bludgeoning (20 x2), 2d6 heat
Weight: 13 pounds

Armor Class: 7

Hardness: 10

Hit Points: 10

DC required to break this item with a Strength

Roll: 20 (14 to ruin its heating element)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A heavy, one-handed metal truncheon
made from some incredibly hard yet olddly flexible
metal, ideal for savage beatings. An intergratihga
element makes the business end glow red hot.dstak
a full action to heat up the blade.

Hot Gauntlet

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 495 Units

Tentative Purchase DC:15

Required Proficiency: Simple

Handed: Requires 1 hand to use, but that hand can
still perform certain tasks with the glove on. See
description.

Range Increment:--

“To Hit” Bonus: --

Magazine: 75

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Bludgeoning (20 x2), 2d6 Heat
Weight: 2 pounds

Armor Class: 9

Hardness: 8

Hit Points: 5

DC required to break this item with a Strength

Roll: 15 (14 to ruin its heating element)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A metal gauntlet that glows red hot
when activated (but only on the outside, we hatsien
add. The user's hand remains cool and comfortable).
A nasty, nasty weapon for close personal combat, it
has a huge psychological impact on most opponents.
After some disastrous early attempts, the makers ha
learned not to put the "off" switch on the outside
the gauntlet. It takes a full action to heat ug, Jwu
would be ill advised to leave it running, as trasic
lead to all sorts of unpleasant mishaps (don’tdary
answer your cell phone or scratch an itch on yasen
while wearing the gauntlet).
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Red Hot Claws

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 190 Units

Tentative Purchase DC:12

Required Proficiency: Martial-Melee

Handed: Requires 1 or 2 hands to use (one set of
claws per hand)

Range Increment:--

“To Hit" Bonus: +1

Magazine: 75

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Slashing (20 x2) 2d6 Heat

Weight: 1 pound

Armor Class: 9

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength

Roll: 15 (14 to ruin its heating element)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A set of hand-held claws, made from
some super-strong, super-sharp futurisic alloghrmr
enhanced by an intergral heating element that makes
the blades glow red hot. It takes a full actioméat
up the claws. Word of advice--don't fall asleeghwi
the claws on. Also a poor weapon to use while kirun

Hot Katar

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 40 Units

Tentative Purchase DC:6

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: +1

Magazine: 75

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Piercing (20 x3), 2d6 Heat
Weight: 2 pounds

Armor Class: 9

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength
Roll: 16 (14 to ruin its heating element)

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A punch-dagger made from some super-
strong futurisic alloy, it has been further enhahce
with an intergral heating element that makes thdéol
glow red hot. The weapon tends to smell of
overcooked meat after it's been used a few times, a
it makes a sizzling sound as it strikes homeakes a
full action to heat up the blade.

Red Hot Pick

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 160 Units

Tentative Purchase DC:12

Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment:--

“To Hit" Bonus: +1

Magazine: 75

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x4), 2d6 Heat

Weight: 7 pounds

Armor Class: 5

Hardness: 10

Hit Points: 23

DC required to break this item with a Strength

Roll: 17 (14 to ruin its heating element)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A futuristic military pick, which has
been further enhanced by an intergral heating elgme
which makes the head glow red hot. This does some
additional damage, but is chiefly important for the
psychological effect that it has on the foe. etk

full action to heat the pick to a dull, angry rét. not
advisable to leave the heating element on when you
aren't using it.

Red-Hot Scythe

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 360 Units

Tentative Purchase DC:15

Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment:--

“To Hit" Bonus: +1

Magazine: 40

Rate of Fire: As many times as the wielder has
attacks

Damage:2d4 Slashing (20 x4) or Piercing (20 x3)
plus 2d6 Heat

Weight: 13 pounds

Armor Class: 5

Hardness: 10

Hit Points: 8

DC required to break this item with a Strength
Roll: 17 (14 to ruin its heating element)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A scythe, made from some super-strong,
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ultra-sharp alloy. The blade contains a heating
element that makes the blade glow red hot. lidake
full action to heat the blade up until it glows ofye

red. Itisn’t much good for actual reaping, asitds

to set the wheat on fire. Quite frankly, if youdithis
weapon hanging on someone's wall, you're probably
dealing with a villain.

Motorized Hook and Chain, Superheated

Model

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 360 Units

Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Exotic Weapons-Ranged (also
works with any other Hook and Chain Weapon)
Handed: Requires 2 hands to use

Range Increment:Has 15 feet of Reach

“To Hit” Bonus: +1

Magazine: 75

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x2), 2d6 Heat

Weight: 15 pounds

Armor Class: 7

Hardness:5

Hit Points: 5

DC required to break this item with a Strength

Roll: 17 (14 to ruin its heating element)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: Resembles a small grappling hook on a
chain. It has a reach of 15 feet, but unlike meath
weapons it can also attack targets that are dyrectl
adjacent to it.

The user sinks the hook into an opponent aad t
yanks on it with an electric winch. The user casgds
hooked victim toward them at a rate of 5 feet per
round. The target can resist if they like. ltuiegs a
Strength roll vs. DC 18 to keep from being draghgd
the winch. It does an additional 1d4 damage t@hav
the winch tug at your injury, whether or not you
succeed in resisting the pull. Worse, a heatingnete
buried in the blade can render it red hot in jus 0
round, doing 2d6 extra damage (it won't do extra
damage on subsequent rounds—once that particular
area of the target’s flesh has already been coliked
a steak there isn’t much more you can do to it).

The chain-end can also be used to make tapkat
and if the attacker accidentally trips themselveyt
can avoid the effects by dropping the weapon.alt's
good weapon for entangling things and grants ant+2 o
any attempt to Disarm a foe with an opposed Attack
Roll. The feat "Weapon Finesse" will allow you to
use your Dexterity Bonus instead of your Strength
Bonus with this weapon.

The heating element and the winch both ruthen
same power source. Each use of either one drams o
charge from the power cell. The cell itself is Haene
type used in most energy weapons and takes a full
round to replace.

Superchilled Blade

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 125 Units

Tentative Purchase DC:11

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: --

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Slashing (19-20 x2), 2d6 Cold
Weight: 1 pound

Armor Class: 9

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength
Roll: 15 (14 to ruin its Cold Attack)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A large wide blade, with some kind of
supercooling liquid in a shielded reservoir in the
handle. When the sword is unsheathed, the liquid
flows through the blade, cooling it down to near
absolute zero. An energy cell in the weapon’s
pommel keeps the liquid refrigerated. It takes a
Standard Action to replace a spent cell. If the
weapon’s power source is replaced soon then the
liquid remains supercold and the superchilled blade
continues to function normally. If on the othenta
the weapon is left without power for an hour or ejor
it will take five minutes for a fresh energy callchill
the coolant back down.

Superchilled Sword

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 325 Units

Tentative Purchase DC:14

Required Proficiency: Martial-Melee

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: --

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8 Slashing (19-20 x2), 2d6 Cold
Weight: 5 pounds

Armor Class: 7

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 17 (14 to ruin its Cold Attack)
AccessoriesEnergy Cell (1/2 pound, costs 10 units),
Scabbard (costs 30 Units, weighs 1 pound)
Description: A longsword, with a built in reservoir of
supercooled liquid in a shielded reservoir in the
handle. When the sword is unsheathed, the liquid
flows through the blade, cooling it down to near
absolute zero. This not only does cold damage, but

65



increases the sword's penetration as well, byifigez
the material it is chopping through.

An energy cell in the weapon’s pommel keeps th
liquid refrigerated. It takes a Standard Action to
replace a spent cell. If the weapon’s power soisrce
quickly replaced then the liquid stays supercold an
the sword continues to function. If however the
weapon is left without power for an hour or mote, i
will take five minutes for a new energy cell to gst
coolant chilled.

Superchilled Gauntlet

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 510 Units

Tentative Purchase DC:16

Required Proficiency: Simple

Handed: Requires 1 hand to use, but that hand can
still perform certain tasks with the gauntlet &ee
description.

Range Increment:--

“To Hit” Bonus: --

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Bludgeoning (19-20 x2), 2d6 Cold
Weight: 3 pounds

Armor Class: 9

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 15 (14 to ruin its Cold Attack)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A bulky steel glove, which can lower its
external temperature to near absolute zero. dstak
full action to chill the gauntlet down.

It would be ill-advised to wear this item vehifour
mind is wandering. The temptation to twiddle your
thumbs or thoughtlessly rest your head in your kand
could have awkward consequences.

An energy cell clipped to the back of the ghain
keeps the liquid refrigerated. It takes a Standard
Action to replace a spent cell.

If the weapon’s power source is replaced withi
reasonable length of time, the liquid will remain
supercold and the gauntlet will keep functionirig.
however the gauntlet is left without power for auh
or more, it will take five minutes for a new enexgpfl
to get the coolant chilled.

Supercold Pick

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 175 Units

Tentative Purchase DC:12

Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment:--

“To Hit" Bonus: +1

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x4), 2d6 Cold

Weight: 7 pounds

Armor Class: 5

Hardness: 10

Hit Points: 23

DC required to break this item with a Strength
Roll: 18 (14 to ruin its Cold Attack)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A military pick, with some kind of
supercooling liquid in a shielded reservoir in the
handle. Perhaps it's something like liquid helium o
perhaps it's some pseudo-scientific super-cold
substance.

When the pick is in use, the liquid is pumped
through the head, cooling it down to near absolute
zero. This does cold damage to the target ariglat a
improves the pick's penetration by making whatever
substance it is plunging through more brittle.

An energy cell in the base of the weapon’s haf
keeps the liquid refrigerated. It takes a Standard
Action to replace a spent cell.

If the weapon’s power source is immediately
replaced then the liquid stays cold and the pigpke
working. If the weapon is left without power fan a
hour or more, it will take five minutes for a new
energy cell to chill the coolant.

Superchilled Scythe

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 385 Units

Tentative Purchase DC:15

Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment:--

“To Hit” Bonus: --

Magazine: 60

Rate of Fire: As many times as the wielder has
attacks

Damage:2d4 Slashing (20 x4) or Piercing (20 x3),
plus 2d6 Cold

Weight: 13 pounds

Armor Class: 5

Hardness: 10

Hit Points: 8

DC required to break this item with a Strength

Roll: 17 (14 to ruin its Cold Attack)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A futuristic (but still recognizable)
scythe with some kind of supercooling liquid in a
shielded reservoir in the handle. When the a buiton
the handle is pressed, the liquid flows through the
blade, cooling it down near absolute zero. This no
only does cold damage, but actually helps the stg/th
penetration, by making the target brittle.

An energy cell in the weapon'’s haft keeps the
liquid refrigerated. It takes a Standard Action to
replace a spent cell. If the weapon is left withou
power for an hour or more, it will take five minattor
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a new energy cell to get the liquid cooled back miow
Unlike many high-tech scythe designs, this one
really does have some good applications as a fgrmin
implement. The superchilled blade does cut through
wheat more efficiently than a conventional scythe.
still tends to find it's way into the hands of pkeopho

identify a little too much with Death.

Shock Gauntlet

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 500 Units

Tentative Purchase DC:15

Required Proficiency: Simple

Handed: Requires 1 hand to use, but that hand can
still perform certain tasks with the glove on.

Range Increment:--

“To Hit” Bonus: +2 (only vs. metal armor)
Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:3d6 Electrical

Weight: 3 pounds

Armor Class: 9

Hardness:9

Hit Points: 5

DC required to break this item with a Strength

Roll: 15

AccessoriesEnergy Cell (1/2 pound, costs 10 units,
takes a Standard Action to replace)

Description: The ultimate joy-buzzer. An articulated
metal glove with an inconspicous power-pack on the
back, when activated by the user's mental pulse it
gives out a thousand volts of pure fun! Your fden
will scream for help when you show them this swell
new gag.

Shockstick

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 50 Units

Tentative Purchase DC:7

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: +2 (only vs. metal armor)
Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:2d6 Nonlethal, 1d2 Electrical

Weight: 3 pounds

Armor Class: 7

Hardness:5

Hit Points: 3

DC required to break this item with a Strength

Roll: 15

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: Primarily a riot-control device, you may
also see shocksticks in the hands of sadistic il
or the dedicated enthusiasts of pursuits best left

undescribed. A long wand, about the length of a
man's arm, it delivers 2d6 nonlethal damage
(electrical) and 1-2 points of normal damage on a
successful hit. Metallic armor offers no protectio
against a shockstick, but plastic or ceramic armor
works just fine. It isn't solidly constructed egbuto

use your melee damage bonus with. Over-enthusiasti
users who try will actually do their melee bonustivo

of damage to the shockstick itself, rather thair the
opponent.

Shockstick Nunchaku

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 60 Units

Tentative Purchase DC:8

Required Proficiency: Exotic Weapons-Melee
Handed: Requires 1 or 2 hands to use

Range Increment:--

“To Hit” Bonus: +2 (only vs. metal armor)
Magazine: 50

Rate of Fire: As many times as the wielder has
attacks, (and as many times as a Monk has Unarmed
attacks)

Damage:1d6 Bludgeoning (20 x2), 1d6 Electricity
Weight: 2 pounds

Armor Class: 7

Hardness:9

Hit Points: 3

DC required to break this item with a Strength

Roll: 15

Special: Can be used with a Monk's multiple attacks,
just as though it were an unarmed attack.
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: Futuristic societies that have never
outgrown their Kung-Fu Theatre phase may produce
shock-stick nunchaku. They work exactly like
ordinary, garden variety nunchucks, but do an extra
2d6 nonlethal damage. Very popular with space-
ninjas, yet mostly sold to juvenile delinquents.
Accidentally hitting yourself with them is even reor
embarrasing than it is with regular nunchuks.

Shockstick Staff

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 240 Units

Tentative Purchase DC:13

Required Proficiency: Simple

Handed: Requires 2 hands to use

Range Increment:--
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“To Hit” Bonus: +2 (only vs. metal armor)
Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Bludgeoning (20 x2), 2d6 Electricity
Weight: 4 pounds

Armor Class: 5

Hardness:9

Hit Points: 4

DC required to break this item with a Strength

Roll: 15

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A double-ended shockstick, long enough
to be used as a quarterstaff. Generally used by
gladiators, or sometimes as a weapons-trainingool
martially-inclined/crazy-mean cultures. This weapo
is more durable than a riot control prod, and aan b
used with any of the feats that pertain to stafpply
your melee damage bonus normally.

Robot Disrupter Wand

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 500 Units

Tentative Purchase DC:15

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: +2 (only vs. metal armor)
Magazine: 30

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Electricity vs. most targets, 5d12 (17-20
x4) Electricity vs. Robots

Weight: 3 pounds

Armor Class: 7

Hardness:5

Hit Points: 3

DC required to break this item with a Strength

Roll: 15

Special: Does only 1d6 damage to living targets, but
5d12 to sentient robots

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A short, chunky wand with two flat
metal prongs protruding from one end. This device
was designed specifically to disrupt a robot's
positronic brain (or whatever special gizmo makes
robots sentient in your campaign world). It dodk st
pack enough juice to injure a human being, although
with nothing like the catastrophic effect it has on
cybernetic entities. It may or may not do equal
amounts of damage to non-sentient hardware--it's
strictly the DM's call.

Electroshock Claws

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 185 Units

Tentative Purchase DC:12

Required Proficiency: Martial-Melee

Handed: Requires 1 or 2 hands to use (one set of
claws per hand)

Range Increment: --

“To Hit” Bonus: +2 (only vs. metal armor)
Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Slashing (19-20 x2) plus 2d6 Electricity
Weight: 1 pound

Armor Class: 9

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength

Roll: 14 (13 to ruin it as an electrical weapon)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A set of metal claws, with specially
insulated handles. On impact, they deliver a maassi
electric shock. The wielder can easily toggle the
electroshock option on and off without using their
other hand, so it's simple to decide whether oyoot
want to use up a charge on a particular opponért. T
power cell fits into the handle. It's the samealkiised
to power energy weapons and countless small
household appliances. It takes a standard action to
change power cells, and for this you'll have toehaty
least one hand free.

Electrified Sword

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 300 Units

Tentative Purchase DC:14 (often unavailable)
Required Proficiency: Martial-Melee

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: +2 (only vs. metal armor)
Magazine: 50

Rate of Fire: As many times as the wielder has
attacks, (and as many times as a Monk has Unarmed
attacks)

Damage:1d8 Slashing (19-20 x2) +1d6 Electricity or
2d6 Nonlethal Electrical damage

Weight: 5 pounds

Armor Class: 7

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 17 (13 to ruin it as an electrical weapon)
AccessoriesEnergy Cell (1/2 pound, costs 10 units),
Scabbard (costs 20 Units, weighs 1/2 pound)
Description: Few cultures regularly produce
electrified swords, but decadent aristocrats aedng
arch-villains may have them specially made. On a
successful attack, the weapon delivers an addltiona
2d6 nonlethal damage or an extra 1d6 normal
electrical damage. The user can also elect nmea
charge, or to do only electrical damage to theetaloy
striking them with the flat of the sword. Subtileger
pressures on the haft control the level and type of
electrical discharge. Changing settings takes
effectively no time. If a character has multiple
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attacks, they could do nonlethal damage with tise fi
one, normal damage with the second, no electrical
damage with the third or for that matter any othsh
combination in a single round.

Electrified Rapier

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 400 Units

Tentative Purchase DC:15

Required Proficiency: Martial-Melee

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: +2 (only vs. metal armor)
Magazine: 50

Rate of Fire: As many times as the wielder has
attacks, (and as many times as a Monk has Unarmed
attacks)

Damage:1d6 Piercing (18-20 x2) +1d6 Electrical or
2d6 Nonlethal

Weight: 4 pounds

Armor Class: 7

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 16 (13 to ruin it as an electrical weapon)
AccessoriesEnergy Cell (1/2 pound, costs 10 units),
Scabbard (costs 20 Units, weighs 1/2 pound)
Description: Great for sneering, moustache-twirling
villains with names like "Baron Blitzkrieg" or "Cati
Elektro" this fencing foil can deliver a 1d6 elécat
charge when it strikes home, or 2d6 worth of ndralet
damage. You can opt to hit the target with thedfa
the sword and do only the electrical or nonlethal
damage (this is a great way to show contempt for an
unworthy foe).

Electrified Whip

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 100 Units

Tentative Purchase DC:10

Required Proficiency: Exotic Weapons-Ranged (also
works with any other Whip)

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: +2 (only vs. metal armor)

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks, (and as many times as a Monk has Unarmed
attacks)

Damage:1d3 nonlethal damage +1d6 Normal
Electrical Damage or 2d6 Nonlethal Electrical daenag

Weight: 4 pounds

Armor Class: 9

Hardness:5

Hit Points: 2

DC required to break this item with a Strength

Roll: 14 (13 to ruin it as an electrical weapon)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: Popular with kinky arch-villainesses and
sweaty bare-chested guys in hoods, this whip can
deliver an electric charge when the button on the
handle is pressed. The whip itself does only 1d3
Nonlethal damage, but the electric shock can btoset
do either 2d6 nonlethal or 1d6 normal damage,
depending on the Amperage. Like all whips, it ban
used to make trip attacks and if the attacker
accidentally trips themselves they can avoid the
effects by dropping the weapon. A whip grants a +2
on any attempt to Disarm a foe with an opposed
Attack Roll.

Motorized Hook and Chain, Electroshock

Model

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 350 Units

Tentative Purchase DC:14 (Often Unavailable)
Required Proficiency: Exotic Weapons-Ranged (also
works with any other Hook and Chain Weapon)
Handed: Requires 2 hands to use

Range Increment:Has 15 feet of Reach

“To Hit" Bonus: +2 (only vs. metal armor)
Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x2) +1d6 normal
Electricity or 2d6 Nonlethal Electricity damage
Weight: 15 pounds

Armor Class: 7

Hardness:5

Hit Points: 5

DC required to break this item with a Strength

Roll: 17 (13 to ruin it as an electrical weapon)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: Resembles a small grappling hook with
a strange high-tech looking module attached to the
base of the grapnel. It has a reach of 15 feet,ibiike
most reach weapons it can also attack targetsitbat
directly adjacent to it.

It works by sinking the hook into an opponant
then yanking on it with an electric winch. The usan
drag a hooked victim toward them at a rate of § fee
per round if the target fails a Strength contesD@
18. It does an additional 1d4 damage when thetwinc
starts pulling on the target’s wound, whether drthe
target wins the Strength contest. If that isn'fisiait
to take the fight out of the target, the hook ciso a
give out a jolt of electricity for an additional @d
normal or 2d6 Nonlethal damage.

This weapon can also be used to make tripleta
and if the attacker accidentally trips themselveyt
can avoid the effects by dropping the hook andrchai
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It grants a +2 on any attempt to Disarm a foe with
opposed Attack Roll. The feat "Weapon Finessd'" wil
allow you to use your Dexterity Bonus instead afiryo
Strength Bonus with this weapon.

The electroshock module and the winch both run
on the same power source. Each use of either one

drains one charge from the power cell. The cedllit
is the same type used in most energy weapons and
takes a full round to replace.

Force-Projection Weapons

Force-field technology makes a whole new generaifanelee weapons available. Bladed weapons et ldave
any physical cutting surface at all, they insteaajqut a blade-shaped force-field when switched Biney have
considerably more penetrating power than any blagsspon made out of conventional matter--even Isyzep
weapons and vibroblades can't match a force-figldpon in terms of pure cutting power.

An advanced weapons technology, force-field blaeied to appear at around the same time as thgdastation of

blaster weapons (unless of course the DM decideswise).

The same technology can also be made to enhantefhet of a bludgeoning weapon, delivering agblextra
impact when it strikes home. Both sorts of powsnaced weapons are listed below.

Force-Katar

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 60 Units

Tentative Purchase DC:8

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: +4

Magazine: 30

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4+3 Piercing (18-20 x3)

Weight: 2 pounds

Armor Class: 9

Hardness:5 (This applies only to the haft--the blade
is not a physical object and cannot be physically
attacked)

Hit Points: 2

DC required to break this item with a Strength

Roll: 14

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A short, squat-looking handgrip with
two prongs sticking up past the line of your fist.
When switched on, it projects a solid blade ofdorc
over the end of your knuckles and can be used as a
punching dagger. Some experts note that punch-
daggers derive their extra penetration by transimitt
the whole force of the wielder's arm into the taeged
there isn't really any need to increase the peti@ira
of a weapon that already slices through fleshitike
isn't even there. Nonetheless there is a markéehi®
weapon, mostly among cultures that have used punch-
daggers for centuries and built up whole schools of
combat techniques around them. The power cel slot
into the base, behind the handgrip. It takes adatal
Action to reload.

Force-Gauntlet

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 515 Units

Tentative Purchase DC:16

Required Proficiency: Simple

Handed: Requires 1 hand to use, but the hand can still
be used to perform normal tasks (at a —2 penalty)
when it isn't making an attack.

Range Increment:--

“To Hit” Bonus: +1

Magazine: 30

Rate of Fire: As many times as the wielder has
attacks

Damage:Variable, see description

Weight: 4 pounds

Armor Class: 9

Hardness: 8

Hit Points: 4

DC required to break this item with a Strength

Roll: 16

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A large, clumsy looking metal glove,
much bigger than the hand inside it. When switched
on it crackles with energy and is surrounded bind k
of bluish-white aura. The glove uses force-praject
technology to drastically magnify the impact of a
blow. With practice, the user can learn how tado
little as 1d4 (19-20 x2) or as much as 4d4 (19-20 x
damage with each punch. You can use your strength
bonus with this weapon, both to hit and to do daenag
The gauntlet carries its power cell clamped to the
outside of the wrist. It takes a standard action t
replace a spent cell.
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Power Rod

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 225 Units

Tentative Purchase DC:13

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: +3

Magazine: 40

Rate of Fire: As many times as the wielder has
attacks

Damage:1d10+2 Bludgeoning (19-20 x2)

Weight: 2 pounds

Armor Class: 7

Hardness: 10

Hit Points: 10

DC required to break this item with a Strength

Roll: 18

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A power rod releases a bolt of force
when it strikes its target, magnifying the impaltt.
operates on roughly the same principle as a blagtér
although it is technically an energy weapon, anyone
can use it without any special weapon proficiency.
You can use your strength bonus with this weapon,
both to hit and for damage. It runs on the samd ki
of power cell as most energy weapons. It takes a
Standard Action to replace a used-up cell.

Force Lance

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 550 Units

Tentative Purchase DC:16

Required Proficiency: Simple

Handed: Requires 2 hands to use

Range Increment:Has 10 feet of Reach

“To Hit" Bonus: +3

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d10+2 Bludgeoning (19-20 x2)
Weight: 14 pounds

Armor Class: 5

Hardness: 10

Hit Points: 10

DC required to break this item with a Strength

Roll: 19

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A power rod as long as a polearm. The
Force Lance has a range of about ten feet and can't
effectively strike anything inside its own readihile

it is an energy weapon, it only requires a Martial
Melee Weapon proficiency to use and the user can
apply their Strength Bonus to the attack. It takkes
Standard Action to replace its energy cell.

Force Staff

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 350 Units

Tentative Purchase DC:14

Required Proficiency: Simple

Handed: Requires 2 hands to use

Range Increment:--

“To Hit" Bonus: +3

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d10+2 Bludgeoning (19-20 x2)

Weight: 4 pounds

Armor Class: 5

Hardness: 10

Hit Points: 10

DC required to break this item with a Strength
Roll: 19

Special: If you use both ends to make separate attacks
in a single round, you suffer the penalties foagking
with two weapons in one round, as though you were

using a One Handed Weapon and a Light Weapon (see

the Player's Handbook, page 124).
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A long, double-ended power rod. It can
be used like a quarterstaff, with all the usual
restrictions regarding double attacks. It takes a
Standard Action to replace its energy cell.

Force Field Sword

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 450 Units

Tentative Purchase DC:15

Required Proficiency: Martial-Melee

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: +4

Magazine: 30

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8+3 Slashing (18-20 x2)

Weight: 2 pounds

Armor Class: 13

Hardness:5 (This applies only to the haft--the blade
is not a physical object and cannot be physically
attacked)

Hit Points: 3
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DC required to break this item with a Strength

Roll: 15

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A big, bulky sword haft made from
metal and plastic, with a focusing ring where ttezle
should be. When switched on, it projects a tragar
greenish plane of force in the shape of a bladés T
pseudo-solid blade is both sharper and stronger tha
any sword made out of real matter. It is alsotégh
and because of its strange balance it requiresatpec
training to use. A force-sword feels all wrong to
someone who is used to wielding conventional blades
It takes a Standard Action to replace its powelr cel

Force Field Halberd

Size: Huge (Impossible to conceal)

Cost: 475 Units

Tentative Purchase DC:15

Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment:Has 10 feet of Reach

“To Hit” Bonus: +4

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d10+3 Slashing (18-20 x3)

Weight: 14 pounds

Armor Class: 5

Hardness:5 (This applies only to the haft--the blade
is not a physical object and cannot be physically
attacked)

Hit Points: 5

DC required to break this item with a Strength

Roll: 17

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A long metal pole, tipped with a force-
field projector nozzle. When activated, the weapon
projects a large blade-like forcefield from its éipd
can be used as a polearm. The force-field blade is
great deal sharper and more durable than any athysic
cutting surface, including monofilament wire.

It is unclear why anyone would need a forcedbl
polearm on a battlefield dominated by ranged wespon
(if your enemy is out of your reach, why not jusbst
him?) but perhaps they are used by gladiators or
ceremonial palace guards or in weird futuristic
jousting matches.

The weapon's energy cell is located under the
second hand-grip, near the middle of the shaft. It
takes a Standard Action to reload.

Force Field Axe

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 300 Units

Tentative Purchase DC:14

Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment:--

“To Hit” Bonus: +4

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8+3 Slashing (18-20 x3)

Weight: 6 pounds

Armor Class: 5

Hardness:5 (This applies only to the haft--the blade
is not a physical object and cannot be physically
attacked)

Hit Points: 5

DC required to break this item with a Strength

Roll: 18

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A long metal rod, which when switched
on projects a solid blade of force from one sitig.
energy cell fits into the pommel and takes a stahda
action to reload.

The weapon looks and functions like an axejtbu
isn't especially useful as one. If you are cutting
firewood and chopping down trees with a force-bjade
you don't need the leverage of an axe behind you.
Any old force-blade will cut through wood like bertt
and mounting it on an axe-handle just makes it
needlessly large.

Clearly this isn't really intended as a taté-a
weapon, made to be used by someone who is already
familiar with axes, and doesn't want to learn aleho
new weapon system. That generally means that
they've invested a lot of time in learning howitght
with an axe, so if you see someone carrying this
weapon, treat them with caution (even though they
might also be carrying it because they think ikko
tough).

Double-Bladed Force Field Sword
Size: Huge (Impossible to conceal)

Cost: 550 Units

Tentative Purchase DC:16

Required Proficiency: Exotic Weapons-Melee
Handed: Requires 2 hands to use
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Range Increment:--

“To Hit” Bonus: +4

Magazine: 25

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8+3/ 1d8+3 Slashing (18-20 x2)

Weight: 14 pounds

Armor Class: 9

Hardness:5 (This applies only to the haft--the blades
are not physical objects and cannot be physically
attacked)

Hit Points: 3

DC required to break this item with a Strength

Roll: 15

Special: If you use both ends to make separate attacks
in a single round, you suffer the penalties for mgk
two weapon attacks, as though you were using a One
Handed Weapon and a Light Weapon (see the Player's
Handbook, page 124).

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: When one force-field sword just isn't
enough, accept no substitutes (unless of course you
can somehow lay hands on a double-bladed fusion
sword). Ideal for cutting people you don't likéain
funny shapes. It runs on a standard energy bell, t
same type used to power blaster pistols and so. fort

It takes a standard action to pop an expended energ
cell out the side and slip a new one in.

Remote Control Power Staff

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 6,500 Units

Tentative Purchase DC:24 (Often Unavailable)

Required Proficiency: Simple

Handed: Requires 0 or 1 hand to use

Range Increment:--

“To Hit" Bonus: +3

Magazine: 30

Rate of Fire: As many times as the wielder has
attacks

Damage:1d10+2/1d10+2 Bludgeoning (18-20 x3)
Weight: 5 pounds

Armor Class: 5 (15 in the air)

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 17 (13 to break the antigravity motor)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A semi-intelligent computerized power
staff with an integral antigravity motor. It cazale
the user's hand and fight on its own, hoveringiich m
air as it strikes and parries. It attacks at &et3us on
its own The weapon cannot move more than ten feet
away from its user, and can only fight on its oan f
thirty rounds in total before its power cell rung end
it falls out of the air.

If the staff is attacking on its own, then treer
must designate its targets on the first round (dkies
a standard action). After that the staff fights
completely independantly. It does not require
concentration or take up any of the wielder’s angio
once the targets have been designated.

The weapon can follow simple instructions like
"come here" or "drop to the floor" but it will nbe
able to manipulate objects or pick things up.

Superheavy Weapons

An irresponsible use of some very advanced teclgpBuperheavy weapons have a core made of ulirsede
collapsed matter, and should be impossible todift,each one is equipped with a small antigraaitgine that allows
it to be picked up. The weapon may be light endoghiield, but it has lost none of its gigantic syeand hits with the

force of a speeding truck.

Most cultures advanced enough to produce somelikimthis have better things to use their supeetsm on than
bashing one another over the head, so you caly mail buy Superheavy weapons from hyper-advanceigtses that
have grown extremely bored and/or malignant. Urmdous emissaries from Uber-civilizations may ge#im to louts
in horned helmets whose cultures are still at thgeswhere bashing one another over the head escapot of their
time, or just hand them out to guys who look likeyt would use them in amusingly destructive ways.

There are two whopping drawbacks to using Supesheaapons. The first is that the antigravity ganar eventually
runs out of power, and the weapon will sit theesless and unmovable until its energy cell is ggla

The second is that while a superheavy weapon sttileetarget with tremendous force, all that c@bssomentum has
to go somewhere if it misses. If a character failsit the target with a superheavy melee weapen thust make a
Reflexes Saving Throw vs. DC 15. If they fail, theapon spins them around helplessly and theynataritly facing
in a random direction. They must then make andiedlexes Saving Throw vs. DC 12 to keep from figjldown,

unless there is no feasible way for this to happen.

In zero gravity, they won't fall down, but will hato make a Strength Roll vs. DC 20 to stop spmniret them roll
once per round until they succeed, let go of thepwea or starve to death. There may be specighegat (powerful
magnetic boots, for example) that will allow a @ajo escape the unwanted side effects of usingrsapvy weapons,
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but this we leave in the hands of the DM.

Quantum Mass Sword

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 700 Units

Tentative Purchase DC:17 (Often Unavailable)
Required Proficiency: Martial-Melee

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: +3

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8+2 Slashing (17-20 x3), Ignores 5 points
of Hardness or Damage Resistance

Weight: 6 pounds (3 tons if the antigravity motor
fails)

Armor Class: 7

Hardness: 10

Hit Points: 50

DC required to break this item with a Strength

Roll: 35 (15 to smash the antigravity unit and render
the weapon permanently inert and too heavy to lift)
Special: Can only be lifted because of its onboard
anti-gravity generator. When the power cell ruas o
the weapon becomes impossible for anyone with a
Strength of less than 50 to move.
AccessoriesEnergy Cell (1/2 pound, costs 10 units),
Scabbard (1/2 pound, costs 35 Units)

Description: Do you want to hurt people? Sure, we
all do! And with the amazing new Quantum Mass
Sword from Slamco, it's never been easier. Built
around a core of Hyperdense Matter, it would be way
too heavy to lift without its handy built-in antayrity
projector. Easy to pick up, it loses none of dgkssal
mass, which you can put to work on your enemies in
the form of Awesome, Unstoppable Cleavage! It hits
as hard as a truck and it's as sharp as a razor.
Available for a limited time, not sold in storesf a

now and put the power of Hyperdense matter to work
on folks you don't like today!

Superheavy Truncheon
Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 300 Units

Tentative Purchase DC:14 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: +1

Magazine: 60

Rate of Fire: Once per round

Damage:1d6+2 Bludgeoning (17-20 x2), Ignores 5
points of Hardness or Damage Resistance

Weight: 4 pounds (3 tons if the antigravity motor
fails)

Armor Class: 9

Hardness: 15

Hit Points: 50

DC required to break this item with a Strength

Roll: 35 (15 to smash the antigravity unit and render
the weapon permanently inert and too heavy to lift)
Special: Can only be lifted because of its onboard
anti-gravity generator. When the power cell ruas o
the weapon becomes impossible for anyone with a
Strength of less than 50 to move.
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A solid bar of hyperdense matter. You'd
never be able to lift it, but the onboard anti-giyav
generator makes it light as a feather, withoutirogitt
down its bone-crushing mass. This club has enough
momentum to knock even the largest of your enemies
through something big and hard. It's the truncHeon
crunchin’! The baton with the womp on! Change the
antigravity engine's batteries every six weeksgetd
ready to bring on the thump!

Superheavy Nunchaku

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 600 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Exotic Weapons-Melee
Handed: Requires 1 or 2 hands to use

Range Increment:--

“To Hit” Bonus: +1

Magazine: 80

Rate of Fire: Once per round

Damage:1d6+2 Bludgeoning (17-20 x2), Ignores 5
points of Hardness or Damage Resistance
Weight: 3 pounds (3 tons if the antigravity motor
fails)

Armor Class: 9

Hardness: 15

Hit Points: 50

DC required to break this item with a Strength

Roll: 35 (15 to smash the antigravity unit and render
the weapon permanently inert and too heavy to lift)
Special: Can only be lifted because of its onboard
anti-gravity generator. When the power cell ruas o
the weapon becomes impossible for anyone with a
Strength of less than 50 to move.
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AccessoriesEnergy Cell (1/2 pound, costs 10 units),
Cool pseudo-silk carrying case with glow-in-theldar
dragons on it (1/4 pound, costs 5 units).
Description: It's the amazing new Tuff-Chuks from
Slamco! Ideal for the space-ninja on your Chrisgma
gift list, these nunchucks are wrapped around &ldou
core of hyperdense matter. They'd be way too heavy
to lift, let alone flail around like proper nunctaylbut
each one has a tiny built-in antigravity generatéou
can swing them around like Bruce Lee, even though
they have the mass of a full-sized car. Just tivgiou
see the look on your enemy’s face when they get a
clobber full of these chuks! Don't be fooled by
imitators! Cheapo chuks are a ninja disaster-{ihey’
break when the beating is only half done, evergtim
For flailing on stuff, for wailing on stuff, accepb
substitute!

Superheavy Hammer

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 360 Units

Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment:--

“To Hit” Bonus: +1

Magazine: 80

Rate of Fire: Once per round

Damage:1d10+2 Bludgeoning (17-20 x2), ignores 5
points of Hardness or Damage Resistance

Weight: 20 pounds (3 tons if the antigravity motor
fails)

Armor Class: 5

Hardness: 15

Hit Points: 60

DC required to break this item with a Strength

Roll: 35 (15 to smash the antigravity unit and render
the weapon permanently inert and too heavy to lift)
Special: Can only be lifted because of its onboard
anti-gravity generator. When the power cell ruas o
the weapon becomes impossible for anyone with a
Strength of less than 50 to move.
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: It's the amazing new "Tuff-Hammur"
from SlamCo! It bashes! It smashes! It puts the
whammy on! Based around a core of super-dense
collapsed matter, the hammer is far too heavytigr a
sentient being to lift, so it comes equipped wigh i
own anti-gravity engine. Light enough to usetilt s
loses none of its colossal mass, which you can @ass
to the opponent of your choice in the form of

agonizing, bone-crushing impact! Change the
antigravity engine's batteries every six weeks and
you'll have the clobber of the gods in your sweaty,
eager hands!.

Superheavy Axe

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 900 Units

Tentative Purchase DC:17 (Often Unavailable)
Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment:--

“To Hit” Bonus: +1

Magazine: 70

Rate of Fire: Once per round

Damage:2d6+2 Slashing (17-20 x3), ignores 5 points
of Hardness or Damage Resistance

Weight: 14 pounds (3 tons if the antigravity motor
fails)

Armor Class: 7

Hardness: 15

Hit Points: 55

DC required to break this item with a Strength

Roll: 35 (15 to smash the antigravity unit and render
the weapon permanently inert and too heavy to lift)
Special: Can only be lifted because of its onboard
anti-gravity generator. When the power cell ruas o
the weapon becomes impossible for anyone with a
Strength of less than 50 to move. Allows the waeld
to use the "Great Cleave" feat without actuallyihgv
learned it.

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: It's the amazing new Tuff-Axe from
SlamCo! It gives you the chop that just won't top
Based around a core of super-dense collapsed matter
the blade of this axe should be far too heavy for
anyone to lift, so we've equipped it with its owrtia
gravity engine. Light enough to swing, it stilsks
none of its colossal mass, which you can pass tireto
opponent of your choice in the form of Vicious
Cleaving Power! Change the antigravity engine's
batteries every six weeks and get ready to do some
brutal things!
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Superheavy Flail

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 625 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment:--

“To Hit” Bonus: +1

Magazine: 80

Rate of Fire: Once per round

Damage:1d10+2 Bludgeoning (17-20 x2), ignores 5
points of Hardness or Damage Resistance

Weight: 18 pounds (3 tons if the antigravity motor
fails)

Armor Class: 5

Hardness: 15

Hit Points: 60

DC required to break this item with a Strength

Roll: 35 (15 to smash the antigravity unit and render
the weapon permanently inert and too heavy to lift)
Special: Can only be lifted because of its onboard
anti-gravity generator. When the power cell ruas o
the weapon becomes impossible for anyone with a
Strength of less than 50 to move.
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A giant steel ball at the end of a chain,
ready to satisfy all your needs for bashing and. hur
The ball is built around a core of hyperdense matte
and weighs as much as a truck, but thanks to the
onboard antigravity motor you can swing it likeead
rat You'll be a one-man wrecking crew of violence
with this baby swinging from your fist! Get ready t
bring down the walls and bring on the savage
beatings!

Superheavy Pick

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 850 Units

Tentative Purchase DC:17 (Often Unavailable)
Required Proficiency: Martial-Melee

Handed: Requires 2 hands to use

Range Increment:--

“To Hit" Bonus: +2

Magazine: 55

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+2 Piercing (17-20 x4), ignores 5 points
of Hardness or Damage Resistance

Weight: 7 pounds (3 tons if the antigravity motor
fails)

Armor Class: 5

Hardness: 15

Hit Points: 50

DC required to break this item with a Strength

Roll: 35 (15 to smash the antigravity unit and render
the weapon permanently inert and too heavy to lift)

Special: Can only be lifted because of its onboard
anti-gravity generator. When the power cell ruas o
the weapon becomes impossible for anyone with a
Strength of less than 50 to move.
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: Are you tired of getting your pick stuck
inside some poor mook while you're stealing hi§3tu
Do you hate those revolting messes when you have to
work it out by hand? Do your space-pirate friecals
you "sticky-pick"? Then it's time to get the anmagi
new "Tuff-Pick" from SlamCo. It's the pick that mib
stick and that makes ‘em say "ick!" Yes, through t
miraculous penetrating power of Hyperdense matter,
we've created the ultimate in swing-actuated anti-
personnel poking implements. You can punch holes
through a starship hull with it and still smash a
tomato! The antigravity engine in the handle makes
possible to lift, so remember to change the batseri
every six weeks to prevent embarrassing mishaps.

Small Superheavy Pick

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 500 Units

Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: +2

Magazine: 25

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4+2 Piercing (17-20 x3), ignores 5 points
of Hardness or Damage Resistance

Weight: 4 pounds (3 tons if the antigravity motor
fails)

Armor Class: 5

Hardness: 15

Hit Points: 45

DC required to break this item with a Strength

Roll: 30 (15 to smash the antigravity unit and render
the weapon permanently inert and too heavy to lift)
Special: Can only be lifted because of its onboard
anti-gravity generator. When the power cell ruas o
the weapon becomes impossible for anyone with a
Strength of less than 50 to move.
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: If you thought the amazing new Tuff-
Pick was just for space-barbarians and brain-eating
star-vermin, think again! This handy new one-hande
model can fit under your jacket and yet still pack
enough impact to solve all your interpersonal
squabbles. The Hyperdense matter core gives it the
mass of an elephant, while the antigravity modnle i
the handle makes it as easy to swing as a donuastic
It's the most fun you can have with just one hand!
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Fusion Blades

In most campaigns, fusion blades are rare--thenliayy weapons of some mystical order of star ksightother.
They will tend not to be found on the shelf of yéagal army surplus store or pawn shop, and argepisted here for

one is strictly tentative.

They work by projecting a blade shaped plasma flaméot that it is actually undergoing nucleaidosat its core.
How an energy discharge of this intensity is keqtar control is a tightly guarded secret, but tlser@ms to be some
kind of force field containing the flame. There arnumber of different types of fusion blade-t#e@hnology can be
used to mimic virtually any kind of bladed slashimgapon. Some of the most common variations aexlliseneath.

Fusion Sword

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 1,500 Units

Tentative Purchase DC:19 (Often Unavailable)
Required Proficiency: Exotic Weapons-Melee (also
works with any other Fusion melee weapon)
Handed: Requires 1 or 2 hands to use

Range Increment:--

“To Hit" Bonus: +5

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8+5 Fusion (17-20 x3)

Weight: 1 pound

Armor Class: 13

Hardness: 7 (This applies only to the haft--the blade
is not a physical object and cannot be physically
attacked)

Hit Points: 3

DC required to break this item with a Strength

Roll: 15

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: The favorite weapon of mysterious
space-knights everywhere. It looks like a shortaine
rod, with a plasma containment nozzle at one end.
When switched on it emits a long, thin, vaguely

sword-shaped plasma flame which makes a distinctive

deep humming sound when swung. This is an
amazingly potent hand-to-hand weapon--one you
won't find one hanging in a rack at a sporting good
store. For some reason it is actually capable of

parrying energy weapons (don't ask me how) and adds

+3 to the wielder's AC while it is switched on.the
sword is left on without hitting anything, it burap
one charge per half hour.
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Energy Claws

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 1,200 Units

Tentative Purchase DC:18 (Often Unavailable)
Required Proficiency: Martial-Melee

Handed: Requires 1 or 2 hands to use (one set of
claws per hand)

Range Increment:--

“To Hit" Bonus: +5

Magazine: 30

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+3 Fusion (18-20 x2)

Weight: 1 pound

Armor Class: 9

Hardness: 10 (This applies only to the handle--the
blades are not physical objects and cannot be
physically attacked)

Hit Points: 2

DC required to break this item with a Strength

Roll: 15

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A metal framework which fits over your
hand. When it is switched on, five blade-shaped
plasma flames flare out of it like claws. The claas
be used to parry both projectile and energy weapon
attacks. In game terms, this gives you a +3 t@ you
Armor Class vs. all ranged attacks, unless you are
surprised or attacked from behind. Wearing claws o
both hands gives you the ability to strike twicethe
usual penalties for double-attacks. It does noeimse
your armor class any further.

\,

Double-Bladed Fusion Sword
Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)



Cost: 3,000 Units

Tentative Purchase DC:22 (Often Unavailable)
Required Proficiency: Exotic Weapons-Melee (also
works with any other Fusion melee weapon)
Handed: Requires 2 hands to use

Range Increment:--

“To Hit" Bonus: +5

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d10+5 Fusion (17-20 x3)

Weight: 2 pounds

Armor Class: 9

Hardness: 7 (This applies only to the haft--the blades
are not physical objects and cannot be physically
attacked)

Hit Points: 3

DC required to break this item with a Strength

Roll: 15

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: When a fusion sword just isn't cool
enough, you need the double-bladed model. It can
parry energy attacks and adds +3 to the wielde®'s A
while it is switched on. If the sword is left ontout
hitting anything, it burns up two charges per haidr.
You can use it as two weapons at once, but willfinc
all the usual penalties for double-weapon attacks
(unless of course you have the appropriate Feat).
Might be worth it to look this cool, though.

Fusion Glaive

Size: Huge (can'’t be concealed)

Cost: 900 Units

Tentative Purchase DC:17 (Often Unavailable)
Required Proficiency: Exotic Weapons-Melee (also
works with any other Fusion melee weapon)
Handed: Requires 2 hands to use

Range Increment:Has 10 feet of Reach

“To Hit" Bonus: +5

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8+5 Fusion (17-20 x3)

Weight: 12 pounds

Armor Class: 5

Hardness: 7 (This applies only to the haft--the blade
is not a physical object and cannot be physically
attacked)

Hit Points: 6

DC required to break this item with a Strength

Roll: 17

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A short metal pole, tipped with a blazing
fusion "blade". Like all of these exotic fusion lian
weapons, it has the ability to parry blasts frorergg
weapons (don't ask me, ask George Lucas) and adds
+3 to the user's armor class. The AC bonus only
works against attacks the wielder expects. If
surprised, they gain no bonus. It runs on a standa
power cell, interchangeable with a great many gnerg
weapons, but the technology required to build the

glaive itself is (in most campaign words) exoticlie
extreme. You are unlikely to find a fusion glaive o
the shelf at Astro-Bob's Lethal Weapons Emporium.
The cell fits into a compartment near the centehef
pole, just behind one of the hand-grips. It tekes
Standard Action to reload.

Plasma-Blade Flingering

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 2,000 Units

Tentative Purchase DC:20

Required Proficiency: Exotic Weapons--Ranged
Handed: Requires 1 hand to use

Range Increment 40 Feet

“To Hit" Bonus: +5

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4+5 Fusion (17-20/x3)

Weight: 1 pound

Armor Class: 15

Hardness: 7 (This applies only to the central unit--the
blades are not physical objects and cannot be
physically attacked)

Hit Points: 3

DC required to break this item with a Strength

Roll: 15

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A flying four-bladed fusion weapon that
returns to the caster's hand after striking thgetar
Equipped with a tiny antigravity motor, it is sonogh
keyed to its owner's unique energy signature and
knows how to return to them even if they have moved
while itis in flight. It also knows to shut dowtsi
quadruple plasma flames just before it reaches your
hand, to prevent embarrassing and painful accidents

For game purposes it isn't really possiblattack
the device while it's in flight--it's a ranged akanot
an independent construct. If it were somehow
prevented from returning to its owner (if for exdenp
they teleported away) the device would settle geotl
the floor and switch itself off.

Despite the incredibly advanced technologyluse
produce this weapon, it runs on an ordinary power
cell, compatible with most other energy weapons. |
takes a Standard Action to replace an empty cell

Remote Control Double-Bladed Fusion

Sword

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: Artifact, DM sets price based on situation,
usually not for sale.

Tentative Purchase DC: N/A

Required Proficiency: Exotic Weapons-Ranged (also
works with any other thought-actuated Remote-
Control melee weapon)

Handed: Requires 0 or 1 hand to use
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Range Increment:--

“To Hit" Bonus: +5

Magazine: 30

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8+5/1d8+5 Fusion (17-20 x2)
Weight: 3 pounds

Armor Class: 9 (18 in the air)

Hardness: 10 (This applies only to the haft--the
blades are not physical objects and cannot be
physically attacked)

Hit Points: 4

DC required to break this item with a Strength
Roll: 16 (13 to break the antigravity motor)
Special: This weapon has the capacity to fight
independently of its wielder. If the wielder usess a

hand weapon they suffer the penalties for makirgy tw

weapon attacks, as though they were using a One

Handed Weapon and a Light Weapon (see the Player's

Handbook, page 124).

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A short black cylinder with glowing,
sword-shaped plasma flame blazing out of either end
It has a built-in antigravity motor and an onboard
targeting computer, which allows it to leave theriss
hand and fight on its own, hovering in mid airt@as i
cuts and parries. It attacks at a +5 bonus cmwits

(this includes the Fusion Weapon bonus) The weapon
cannot move more than ten feet from its user, and c
only fight on its own for thirty rounds in total foee

its power cell is exhausted and it falls. The blad
fights completely independantly and doesn't nedskto
directed by the user. It has the required featteck
twice at no penalty.

Miscellaneous Futuristic Melee Weapons

There are other futuristic melee weapons that dibirito any of the categories above. Here's wedhigrab-bag, a
jumbled toybox of violence for you, in no particutader. Play nice!

Carnifex

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 200 Units

Tentative Purchase DC:12 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit"” Bonus: --

Magazine: 1 (spring-loaded, never runs out of shots
but takes a full action to reset for another blow)
Rate of Fire: As many times as the wielder has
attacks, but takes a full action to reset
Damage:2d6 Piercing (18-20 x3)

Weight: 1 pound

Armor Class: 9

Hardness:5

Hit Points: 3

DC required to break this item with a Strength
Roll: 15

Description: This unpleasant device functions
according to the same principle as a slaughterhouse
bolt-gun. It is a kind of short stabbing speatveit
powerful coiled spring inside. When activated, the
carnifex suddenly doubles in length, plunging itfte
victim's flesh with far more power than human
muscles could provide. It takes a standard a¢tion
pull the spring back into place. The carnifexssd
by the medics of fascistic Star Empires to eutleniz
wounded men on the battlefield, by crazed genetic
engineers to get rid of their mistakes and wousd al
be handy for administering the coup-de-grace to
anyone you might care to hunt for sport.

Thump-Club

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 300 Units

Tentative Purchase DC:14

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: --

Magazine: 1 (spring-loaded, never runs out, but takes
a full action to reset for another blow)

Rate of Fire: Once per round

Damage:3d6 Bludgeoning (19-20 x2)

Weight: 4 pounds

Armor Class: 9

Hardness: 10

Hit Points: 4

DC required to break this item with a Strength

Roll: 16

Description: A short, rounded truncheon with a
button on the handle. When the button is pressed,
powerful set of springs extends the truncheon togw
its normal length. It's impossible to close the
truncheon up by hand, so a small electric winclspul
it back into place instead.. It takes a StandartibA
for the truncheon to reload itself. The batteryahhi
runs the winch holds enough power for 20 reloads
before it has to be replaced. There are otherorexs
of this weapon that use a blank pistol cartridgfréo
the truncheon instead of a spring. They takela ful
round to reload, but of course they also have no
battery to replace. Apart from this, the two weapo
are identical. You can also use the truncheomas a
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ordinary club, although this somehow isn't as
satisfying.

Spring-Loaded Wrist Blade

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 50 Units

Tentative Purchase DC:7

Required Proficiency: Martial-Melee

Handed: Requires 0 hands to use (Wrist-mounted)
Range Increment:--

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing, (2d6 when first launched)
Makes critical hits with a 17-20 x3 on the firstna

of combat, 19-20 x2 after that.

Weight: 2 pounds

Armor Class: 13

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength

Roll: 17

Special: Does an extra 1d6 of damage on first round
of combat, does not need to be readied or drawn.
Description: A spring-loaded concealed blade, worn
around the user's forearm. A simple flick of theéstv
and it pops out at tremendous force, doing an elgra
damage. Extending the blade is a free actiorakits
effectively no time to ready this weapon. This elod
is made from advanced materials unavailable in our
epoch, and is both stronger and lighter than such a
weapon would be if it were constructed today. Idba
holds an edge better and has more powerful springs.
Indeed, the spring is so powerful that it takeshales
round to gently push the blade back into its hiding
place, so most users will only do the extra danwege
the first round of combat.

Concealed Rapier

Size: Medium (-4 penalty to conceal the cane with a
“sleight of hand” roll. The blade itself is
automatically hidden)

Cost: 300 Units

Tentative Purchase DC:14

Required Proficiency: Martial-Melee

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (18-20 x2) or 1d6 Bludgeoning
if sheathed (20 x2)

Weight: 3 pounds

Armor Class: 9

Hardness: 10

Hit Points: 3

DC required to break this item with a Strength
Roll: 16

Special: User can apply their Dex Bonus instead of

their Str Bonus when using this weapon

Description: A futuristic sword-cane. It does not take
a standard action to ready this weapon, providad th
you already have the object which conceals it imha
Player Characters will usually have to have these
specially made, but a few sleazy shops in unsavory
corners of the world might carry them. If a player
character wants to have one made, the DM should
decide what kind of object could reasonably coneeal
blade of this length. A rapier could be reasonably
hidden in an umbrella or a walking stick, and with
futuristic metals technology one might telescope ou
from an object the length of a flashlight. Withrye
advanced technology, who knows?

"King Kobra" Telescoping Metal

Truncheon

Size: Small when extended (No bonus or penalty to
conceal with a “sleight of hand” roll), Tiny when
folded up (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 50 Units

Tentative Purchase DC:10

Required Proficiency: Simple

Handed: Requires 1 hand to use

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Bludgeoning (20/x2)

Weight: 2 pounds

Armor Class: 8

Hardness:5

Hit Points: 3

DC required to break this item with a Strength

Roll: 15

Description: A jointed spring-steel truncheon that can
be closed up like a telescope. It folds down atod
no longer than your hand and takes effectivelyime t
to unfold to its full length. Folding it back ugkes a
Standard Action. It is extremely flexible and
functions almost like a short metal whip in combat.
The chief advantage to this weapon is that it &y ¢a
conceal. Any rolls made to spot it or detect ittwad
Search while it's folded up suffer a -4 penalty. |
doesn't even leave much of a bulge under your. shirt

Ceramic Blade

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 250 Units

Tentative Purchase DC:13 (usually illegal)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit"” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Slashing (19-20 x2)

Weight: 1 pound
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Armor Class: 9

Hardness: 8

Hit Points: 2

DC required to break this item with a Strength
Roll: 16

AccessoriesScabbard (costs 20 Units, weighs 1
pound)

Description: A knife made entirely from ceramic
materials, it holds an edge almost as well as alliwet
blade. It is invisible to metal detectors. It isca
illegal almost everywhere, since its one real aderi
assassinations.

Ceramic Stiletto

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 250 Units

Tentative Purchase DC:13 (usually illegal)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 10 feet (if thrown)

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Piercing (19-20 x2)

Weight: 1 pound

Armor Class: 13

Hardness: 8

Hit Points: 1

DC required to break this item with a Strength
Roll: 14

Description: A slender ceramic dagger made for
stabbing rather than slashing. It comes in a gprin
loaded handle. Invisible to metal detectors, #uire
to arouse instant suspicion in any law-enforcement
officer who sees it and recognizes it for whas it For
this is the unmistakable calling card of an asgsassi

Ceramic Shortsword

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 500 Units

Tentative Purchase DC:15 (usually illegal)
Required Proficiency: Martial-Melee

Handed: Requires 1 hand to use

Range Increment:--

“To Hit"” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8 Slashing (19-20 x2)

Weight: 3 pounds

Armor Class: 9

Hardness: 8

Hit Points: 5

DC required to break this item with a Strength
Roll: 16

AccessoriesScabbard (costs 30 Units, weighs 1
pound)

Description: Extremely determined or thorough
assassins may require the use of this large alhuer

bayonet. It is invisible to metal detectors antscu
deeper holes in its victims than shorter ceranadés
(good for those hard-to reach places!) It alsoesak
law-enforcement personnel get very excited if they
find you in possession of it.

Low-End Plastic Sword

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 50 Units

Tentative Purchase DC:6 (often unavailable or
illegal)

Required Proficiency: Martial

Handed: Requires 1 hand to use

“To Hit” Bonus: --

Rate of Fire: --

Damage:1d6 Slashing (20/x2)

Weight: 3 pounds

Armor Class: 7

Hardness: 3

Hit Points: 4

DC required to break this item with a Strength

Roll: 14

AccessoriesScabbard (Costs 15 Units, weighs 1
pound)

Description: A cheap, crummy, low-quality plastic
sword. Made from some sort of futuristic polymier,
holds an edge well enough to cut, won't show upron
x-ray and leaves no traceable metal residue in the
wound. Yetitisn't so much an assassin's weapdn a
is the kind of thing you'd see a post-apocalyptic
mutant wielding. It's also popular with prisonarsl
with guys who live like rats in the walls of more
advanced civilizations. A desperately inferior
weapon, it will become uselessly blunt after 2dévs
and can't be re-sharpened.

Razor Fan

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 500 Units

Tentative Purchase DC:15

Required Proficiency: Exotic Weapons-Melee
Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: +1

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Slashing (18-20 x3)

Weight: 1 pound

Armor Class: 9

Hardness:9

Hit Points: 2

DC required to break this item with a Strength
Roll: 14

Description: An incredibly sharp folded metal fan.
Suitably cruel and decadent for any futuristic Yaku
assassins on your Christmas gift list.
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Injection Device

Size: Diminutive (+8 bonus to conceal with a “sleight
of hand” roll)

Cost: 50 Units

Tentative Purchase DC:7

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: --

Magazine: 5

Rate of Fire: Once per round

Damage:Varies, according to what kind of substance
it is loaded with. See description

Weight: 1 pound

Armor Class: 9

Hardness: 3

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

AccessoriesGas Cartridge (weighs 1/10 pound, costs
5 units), poisons, caustic chemicals, lethal pagheg
etc. (cost and weight determined by type, at thésDM
discretion)

Description: A gas-powered injection module, about
the size and shape of a pistol, which fires drugs o
poison through the victim's skin at close rangkis T
model is designed specifically for use on unwilling
targets and is much tougher and more solidly
constructed than the kind you might see in a disctor
office. It injects any of a wide variety of unpsaat
substances--equip it with five doses of the poizon
drug of your choice.

Micro-Injection Device

Size:Fine (+12 bonus to conceal with a “sleight of
hand” roll)

Cost: 30 Units

Tentative Purchase DC:5 (usually illegal)

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:Varies, according to what kind of substance
it is loaded with.

Weight: 1/10 pound

Armor Class: 13

Hardness: 2

Hit Points: 1

DC required to break this item with a Strength

Roll: 9

AccessoriesGas Cartridge (weighs 1/10 pound, costs
5 units), Poisons, caustic chemicals, pathogeiddp
etc. (cost and weight determined by type, at thésDM
discretion)

Description: A tiny, one-shot injection device that can
easily be concealed in someone's palm. It fires a
soundless gas cartridge that will send a load>ahso

or drugs through the victim's skin without leaving
mark. Load it with whatever foul, noxious subs&nc
your twisted heart desires.

Sonic Disrupter Wand

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 500 Units

Tentative Purchase DC:15

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: --

Magazine: 30

Rate of Fire: As many times as the wielder has
attacks

Damage:3d6 Sonic (18-20 x3) to living targets, 1d6
(20 x2) to non-living materials or targets with/a@
higher than 19

Weight: 3 pounds

Armor Class: 7

Hardness: 3

Hit Points: 3

DC required to break this item with a Strength
Roll: 13

Special: Does not work in vacuum
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A short-range version of the sonic
disrupter gun. With a successful touch attackpite
a vibratory pulse that rips the flesh right off the
target's bones. It runs on an ordinary powerthaliis
compatible with most energy weapons. The wand
takes a Standard Action to reload.

Bang Stick

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 10 Units

Tentative Purchase DC:3

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: --

Rate of Fire: Once per round

Damage:4d6 Bludgeoning (17-20 x3)

Weight: 3 pounds

Armor Class: 7

Hardness: 4

Hit Points: 2

DC required to break this item with a Strength

Roll: 12

Description: The poor man's power rod. A bang stick
consists of a small shaped-charge explosive arte
of a stick. It goes off when you poke things viith

and hopefully does more damage to them than to
yourself. This is a one-use weapon, and is gdgeral
made from some disposable material. Primitive
models are made with shotgun shells and are largely
used to fend off big underwater carnivores (No joke
As insane as it sounds to try to fight off a hungmark
with a shotgun shell on a stick, that's really what
divers use). More advanced versions become
available in some societies, but they are also lpopu
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with low-tech cultures that lack the capacity to
manufacture firearms and have to make do with
improvised weapons.

Multi-Use Bang Stick

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 300 Units

Tentative Purchase DC:14

Required Proficiency: Simple

Handed: Requires 1 or 2 hands to use

Range Increment:--

“To Hit" Bonus: --

Magazine: 3

Rate of Fire: As many times as the wielder has
attacks

Damage:3d6 Bludgeoning (17-20 x3)

Weight: 3 pounds

Armor Class: 7

Hardness: 4

Hit Points: 2

DC required to break this item with a Strength

Roll: 12

Description: If for some reason an advanced society
were to try to develop bang-stick technology furthe
they might come up with something like this. Adon
molded wand with a streamlined-looking pod at the
end, it holds three stacked shape-charges which
detonate one at a time. You can even snap anatker p
onto the end once you're finished with it. Relwadi
takes a standard action.

Bang Stick With Flechette

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 30 Units

Tentative Purchase DC:5 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:4d6 Piercing (17-20 x3)

Weight: 3 pounds

Armor Class: 7

Hardness: 4

Hit Points: 2

DC required to break this item with a Strength
Roll: 12

Description: A more advanced bang-stick, packed
with needle-sharp flechettes instead of shotguietsel
This one holds only a single charge but it is gmedio
build them with up to four.

Bang Stick With Toxic Flechettes

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 50 Units

Tentative Purchase DC:7 (usually illegal)

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit"” Bonus: --

Rate of Fire: Once per round

Damage:4d6 Piercing (17-20 x3) +3d8 poison (DC
20 to resist)

Weight: 3 pounds

Armor Class: 7

Hardness: 4

Hit Points: 2

DC required to break this item with a Strength
Roll: 12

Description: A yet more vicious variation on bang-
stick technology. This one has a neurotoxin padked
with the flechette load.

Bang Stick With Boreworm Head

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 150 Units

Tentative Purchase DC:11 (usually illegal)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: +2 vs. Armor Only

Rate of Fire: Once per round

Damage:Special, see description

Weight: 3 pounds

Armor Class: 7

Hardness: 4

Hit Points: 2

DC required to break this item with a Strength
Roll: 12

Description: A bang-stick tipped with a horrible little
drill-bit rocket, which actually burrows into the
target's flesh, doing 1d6 Piercing damage for 1-6
rounds until it runs out of fuel or comes to regiast
something too solid for it to dig through. A stiyc
one-shot weapon, used for thrill-hunting or
particularly sick murders.

Motorized Hook and Chain,

Envenomation Model

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 330 Units

Tentative Purchase DC:14 (Often Unavailable)
Required Proficiency: Exotic Weapons-Ranged (also
works with any other Hook and Chain Weapon)
Handed: Requires 2 hands to use

Range Increment:Has 15 feet of Reach

“To Hit” Bonus: --

Magazine: Energy cell can power the device for 30
rounds. Poison Reservoir holds 10 doses of venom
Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x2), 3d8 poison (DC 18 to
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resist)

Weight: 13 pounds

Armor Class: 7

Hardness:5

Hit Points: 5

DC required to break this item with a Strength
Roll: 17

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: This weapon resembles a small
grappling hook on a chain (it is also availabl@in
wide variety of stylized decorative forms, from a
dragon’'s head to a bird's foot to a clutching steel
hand). It has a reach of 15 feet but unlike mcsthe
weapons it can also attack targets that are dyrectl
adjacent to it.

You sink the hook into an opponent and therkya
on it with an electric winch. You can drag a habke
victim toward you at a rate of 5 feet per rounth#
winch beats the victim at a Strength contest vs.1BC
Being dragged does an additional 1d4 damage. The
hook can also release a dose of venom which rexjurie
a Saving Throw vs. DC 18 and will do 3d8 damage to
the target if they fail their roll.

This weapon can be used to make trip attacitsfa
you accidentally trip yourself you can avoid thieefs
by dropping the weapon. It grants a +2 on anygite
to Disarm a foe with an opposed Attack Roll. Téatf
"Weapon Finesse" will allow you to use your
Dexterity Bonus instead of your Strength Bonus with
this weapon.

The winch runs on the same type of power cell
used in most energy weapons and takes a full round
replace. The poison reservoir takes two minutes to
carefully refill.

Killer Waldo

Cost: 250 Units

Tentative Purchase DC:13

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: --

Magazine: 55

Rate of Fire: As many times as the wielder has
attacks

Damage:2d6 Bludgeoning (20 x2)

Weight: 3 pounds (control gauntlet) 15 pounds
(Waldo Unit)

Armor Class: 3 at rest, 15 when in use

Hardness: 10

Hit Points: 30

DC required to break this item with a Strength
Roll: 22 (15 to disable the control unit)
AccessoriesCybernetic Control Glove (weighs 1/2
pound, costs 300 Units to replace, but comes \ih t
waldo for no extra cost, AC 15, Hardness 2, 3 HP),
Miniature Energy Cell (1/20 pound, costs 30 urfits,
into the Control Glove), Energy Cell (1/2 poundstso
10 units, fits into the main Mobile Waldo Unit)
Description: A large metal gauntlet, equipped with an
antigravity module that allows it to float in mid-a

You control it through a cybernetic glove which you
wear over your hand. The floating gauntlet, or
"Waldo", will do exactly what your hand does, atisl i
a great deal stronger. Count it as a Strength 25
construct, which can move through the air at 30 fee
per round. It has “perfect” manueverability in tie
and can stop on a dime, reverse direction, hover or
even move backwards if need be. Like most
constructs, it is immune to pain, fear, mind cointro
illusions, etc.

You can feel through the waldo, so if for some
reason you lost sight of it you could continue se it,
with all the usual penalties for being blind.

It can ram targets like a fist for 2d6 Bludgem
Damage. It can also Grapple opponents with its ful
25 points of Strength. If it succeeds, on the mexhd
it can begin to crush them for 1d6 damage per round
You rarely sees waldoes used as military weapohs bu
they have plenty of applications for crime.

Heavy Construction Waldo
Size:Waldo itself is Huge (Impossible to conceal), the
Control Unit is Small (No bonus or penalty to coalce
with a “sleight of hand” roll)
Cost: 1,000 Units
Tentative Purchase DC:18
Required Proficiency: Simple
Handed: Requires 1 hand to use
Range Increment:--
“To Hit” Bonus: --
Magazine: 45
Rate of Fire: As many times as the wielder has
attacks
Damage:Multiple Types, see description
Weight: 3 pounds (control gauntlet) 50 pounds
(Waldo Unit)
Armor Class: 3 at rest, 15 when in use
Hardness: 10
Hit Points: 60
DC required to break this item with a Strength
Roll: 25 (15 to disable the control unit)
AccessoriesCybernetic Control Glove (weighs 1/2
pound, costs 300 units to replace, but comes Wwéh t
waldo for no extra cost, AC 15, Hardness 2, 3 HP),
Miniature Energy Cell (1/20 pound, costs 30 urfits,
into the Control Glove), Energy Cell (1/2 poundstso
10 units, fits into the main Mobile Waldo Unit), élu
Canister for welding torch (weighs 1 pound, co$ts 1
Units to replace, although the unit is sold wittulh
canister in place)
Description: A heavy-construction waldo. It's a large
construct which you control through a cybernetic
glove. lts effective Strength is 25 and it can enov
through the air at 30 feet per round. It has ‘petif
manueverability in the air, and can reverse dioacti
hover, move straight up, move backwards, etcs It i
immune to pain, fear, mind control, illusions, amy
other mind-affecting technique. Unlike many waldoes
this one doesn't look much like a hand.

It comes equipped with a number of tools tzet
be used as weapons. It has a cutting torch wiaebk d
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2d6 flame damage at Close range, a drill which does
1d6 Piercing Damage (19-20 x3) and ignores up to 10
points of Hardness and a rotary blade which do8&s 1d
Slashing damage (20 x2) and ignores up to 3 points
Hardness. It can also Grapple opponents with afset
Strength 25 steel pincers, and does 1d4 damage per
round to the target while they are grappled. It aiso
ram targets for 2d4 Bludgeoning Damage.

Grabber Arm

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 350 Units

Tentative Purchase DC:14

Required Proficiency: Exotic Weapons-Melee
Handed: Requires 1 hand to use

Range Increment:Has 15 feet of Reach

“To Hit” Bonus: --

Magazine: 60

Rate of Fire: As many times as the wielder has
attacks

Damage:Multiple types, see description

Weight: 5 pounds

Armor Class: 5

Hardness: 15

Hit Points: 10

DC required to break this item with a Strength

Roll: 18 (15 to disable the control unit)

Special: This weapon has fifteen feet of reach, but
unlike most weapons with reach, it can also hgets
at close range.

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A modified construction tool, used for
collecting and handling dangerous animals. A metal
bracelet covers the user's entire forearm and sewve
the housing for a jointed metal tentacle with @éhr
pronged gripping mechanism at the end. It responds
to the wearer's thought-commands through the nerve
impulses in their wrist. The tentacle can strike t
opponent for 1d6+3 damage or make a grappling
attack at up to a ten-foot range, without exposiieg
wielder to Attacks of Opportunity Once the tarpes
been grappled, the tentacle can constrict therhddr
damage per round, or unleash an electrical attack f
3d6 Nonlethal Damage. It takes a standard aabion t
switch out the unit's power cell, if it runs out of
electricity during a fight.

Repair Kit Waldo

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 150 Units

Tentative Purchase DC:11

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:Has 15 feet of Reach

“To Hit” Bonus: --

Magazine: 65

Rate of Fire: As many times as the wielder has
attacks

Damage:Multiple types, see description

Weight: 6 pounds

Armor Class: 5

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 17 (15 to disable the control unit)

Special: This weapon has ten feet of reach, but unlike
most weapons with reach, it can also hit targetstwh
are closer.

AccessoriesEnergy Cell (1/2 pound, costs 10 units,
fits into the main Mobile Waldo Unit), Fuel Caniste
for welding torch (weighs 1/2 pound, costs 5 Ututs
replace, although the unit is sold with a full cd@r in
place)

Description: A construction and repair tool, designed
for welding and electrical work in hard-to reach
places. You frequently see devices like this on
starships or submarines--anywhere with a lot of
confined spaces and tightly packed conduits.

The device fits over your hand. It has a long
jointed metallic tentacle which can reach around
corners and fit into any space wider than three
centimeters in diameter. The tentacle has a wegldin
torch (2d6 flame damage) a gripping tool and arogitt
tool (1d6 slashing damage, 20 x2) mounted on the
end, as well as a tiny camera which you can used¢o
into tight spaces.

The tentacle has a Strength of 20 for the quef
Grappling Attacks but won't let you lift or carrgdvy
objects (it's connected to your arm, which wouilll st
have to bear the actual weight). If you have getar
grappled, you can use the cutting tool or the vngldi
torch on them without having to roll to hit. Yourca
use the tentacle to make Trip Attacks, but if yeti g
tripped yourself you won't be able to drop it imdi to
avoid falling down. It takes a standard actiopuid
the device on or take it off.

For simplicity's sake we will assume that each
attack you make with the device, of whatever type,
takes one charge per round, as does using thengeldi
torch to weld something. The device runs on timesa
kind of power cell as most energy weapons from its
period. It takes a Standard Action to load a nellv ¢
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Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 600 Units

Tentative Purchase DC:16 (often illegal)

Required Proficiency: Exotic Weapons-Melee
Handed: Requires 1 hand to use

Range Increment:Has 10 feet of Reach

“To Hit” Bonus: +1

Magazine: 60

Rate of Fire: As many times as the wielder has
attacks

Damage:4d4 Slashing (17-20 x2)

Weight: 4 pounds

Armor Class: 7

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 18 (15 to disable the control unit)

Special: This weapon has ten feet of reach but unlike
most weapons with reach it can also hit targetshvhi
are closer.

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A modified surgical tool, used for work
on huge creatures whose internal organs are difficu
to reach.

A metal bracelet covers the user's forearm and
serves as the housing for six metal tentacles, each
tipped with a different type of razor-sharp scalpel
When activated, the tentacles come snaking outeof t
wrist housing and begin to cut and carve the target
The tentacles are controlled by delicate hand gestu
so the user can't do anything else with that hatmitew
the device is attacking. Nor can they attack ntloge
one target at the same time.

This weapon runs on a standard energy cell,
attached to the outside of the bracelet with a dlip
takes a Standard Action to replace.

Workman's Helper

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 490 Units

Tentative Purchase DC:15

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: --

Magazine: 75

Rate of Fire: As many times as the wielder has
attacks

Damage:Multiple Types, See description

Weight: 4 pounds

Armor Class: 9

Hardness: 8

Hit Points: 6

DC required to break this item with a Strength

Roll: 15

AccessoriesEnergy Cell (1/2 pound, costs 10 units),
Fuel Canister for welding torch (weighs 1/2 pound,
costs 5 Units to replace, although the unit is saott

a full canister of fuel)

Description: Technically an all-purpose repair tool,
this device is easy to use as a weapon. A largal me
gauntlet with a number of built-in retractable &ot
has a set of jeweler's picks (+3 to any fine
manipulation skills, including Lockpicking), a wahd
torch (2d6 heat damage, no range, melee combat
only), a small vibroblade cutting tool (1d4+2 Slagh
damage, makes critical hits on an 18-20 for x2 dgma
and ignores up to 6 points of Hardness) and a
drill/screwdriver/socket wrench (the drill does 1d6
Piercing damage, makes critical hits on a 19-23or
damage and ignores up to 8 points of Hardness).

It also has a snakelike camera probe which can
wind its way up to eight feet inside a space asomar
as four millimeters, with a tiny camera mountedfos
end (the display pops up on the back of the glowk a
can also be fed to a detachable eyepiece).

For simplicity's sake, assume that each use of
weapon function costs one charge and that non-
weapon functions cost nothing.

The gauntlet itself has a Strength of 19,itcan’t
be used to lift heavy objects or to add bonusesio
skill that can't be performed with one hand. Replg
the power cell is an involved process and takesl a f
round.

Crusher Gauntlet

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 495 Units

Tentative Purchase DC:15

Required Proficiency: Simple

Handed: Requires 1 hand to use (but the wielder can
still use the occupied hand normally when they’aren
making attacks)

Range Increment:--

“To Hit" Bonus: --

Magazine: 25

Rate of Fire: As many times as the wielder has
attacks

Damage:2d6+3 Bludgeoning (20 x2)

Weight: 5 pounds

Armor Class: 9
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Hardness: 10
Hit Points: 5
DC required to break this item with a Strength
Roll: 19
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: An oversized metal gauntlet, equipped
with powerful servo-motors which greatly enhance th
strength of the wearer's grip. It has an effective
Strength of 25 for the purposes of crushing or g
onto objects, but otherwise gives the wearer noiape
strength bonuses. It will not help them lift oligeor
swing weapons harder. It can however be used to
strike an opponent with an open-handed, crushing,
raking blow, squeezing and ripping at them for 216+
Bludgeoning damage. This does not require a
successful Grapple—it's just a particularly messy
melee attack.

The gauntlet's power cell is attached to thstuy
a clip. It takes a Standard Action to replace.

Pincer Gauntlet

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 480 Units

Tentative Purchase DC:15

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: --

Magazine: 55

Rate of Fire: Once per round

Damage:See description

Weight: 6 pounds

Armor Class: 7

Hardness: 10

Hit Points: 7

DC required to break this item with a Strength

Roll: 17

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A large pair of mechanical pincers
which fit over your hand and forearm like a glove.
looks a little like a big steel lobster claw. An
industrial tool used for precision cutting and for
handling dangerous materials, it has a Streng#b of
but can't be used to lift heavy objects or swindeme
weapons. It only enhances the strength of youd han
not your arm or back, so it will only give you anus
on tasks like grappling, breaking an object withryo
hand, hanging on to things, etc.

This is not a subtle tool. You cannot use the
pincers to perform any task or skill that requiiee
manipulation (DM's call as to which skills do and
don't qualify).

The pincers themselves do 2d6 Bludgeoning
damage (20 x2). Once you have hit the target thigh
pincers, you can keep squeezing them for an
additional 2d6 damage per round without having to
roll to hit them again. If you scored a criticat, fit
only applies to the first round—don’t keep rolling
double damage. Escaping the pincers requires a
Strength roll vs. DC 25.

Pincer Pike

Size: Huge (Impossible to conceal)

Cost: 520 Units

Tentative Purchase DC:16

Required Proficiency: Exotic Weapons-Melee
Handed: Requires 2 hands to use

Range Increment:Has 10 feet of Reach

“To Hit” Bonus: --

Magazine: 40

Rate of Fire: As many times as the wielder has
attacks

Damage:See description

Weight: 17 pounds

Armor Class: 5

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 16

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Special: Can't attack anything that is less than 10 feet
away.

Description: A long cruel set of pincers at the end of
a pole. They allow you to make Grapple Attacke(Se
the Players' Handbook, page 137) at range without
exposing yourself to Attacks of Opportunity. Once
the target has been grappled, you can play a nuofiber
ugly tricks on them. You can make a "Trip" attack
against them without having to roll to hit thenrisk
being tripped yourself. You can unleash a low-
amperage electrical charge, doing 3d6 nonlethal
damage, or if you're really feeling mischievousy yo
can extend the needle sharp spring-loaded spike
hidden between the pincers and spear them for 2d4
piercing damage, without having to roll to hit. €Th
device is controlled by a set of buttons on thedlen
They are marked with pictograms, and virtually
anyone can figure out how to use them at a glance.

Blood Hook

Size: Huge (Impossible to conceal)

Cost: 650 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Exotic Weapons-Melee
Handed: Requires 2 hands to use

Range Increment:Has 15 feet of Reach

“To Hit” Bonus: --

Magazine: 80

Rate of Fire: As many times as the wielder has
attacks

Damage:See description

Weight: 13 pounds

Armor Class: 5

Hardness: 8

Hit Points: 3

DC required to break this item with a Strength

Roll: 13

AccessoriesEnergy Cell (1/2 pound, costs 10 units),
Jug (weighs 1/10 pound empty, costs 5 units, cbald
replaced in a pinch with an improvised jug for even
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less money)

Description: A fiendish metal hook mounted at the
end of a pole. A tube emerges from the pole about
halfway down its length, and connects to a large
empty plastic jug at the weapon's base. The fomcti
of the tube and the jug remain mercifully uncleentil
you see the weapon in use.

The hooked staff allows its wielder to make a
grapple attack at range (See the Players' Handbook,
page 137), without being subject to Attacks of
Opportunity. One the target has the hook arouei th
neck or torso, a horrible little hollow drill comest
of the pole, bores a small but painful hole intliieish
and begin to suck out their juices (1d8 damage per
round). The blood and fluids go (you guessed it!)
down the tube and into the plastic jug. It takes a
standard action to kink off the valve and repldee t
jug with a new one. This also allows the victimatid
a +3 bonus to fight their way free of the hook loatt
round.

There could be revolting alien invaders whe us
this weapon, but alas, it's even more likely to tup
in the hands of cellar-dwelling deviants.

Portable Heavy Drill

Size: Huge (Impossible to conceal)

Cost: 700 Units

Tentative Purchase DC:17

Required Proficiency: Exotic Weapons-Melee
Handed: Requires 2 hands to use

Range Increment:--

“To Hit” Bonus: +1

Magazine: 70

Rate of Fire: Once per round

Damage:2d10+3 Piercing (18-20 x3), Ignores up to
10 points of Hardness or Damage Resistance
Weight: 15 pounds

Armor Class: 5

Hardness: 10

Hit Points: 10

DC required to break this item with a Strength

Roll: 16

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A large, powerful but surprisingly
lightweight tungsten-carbide drill. It has muchajer
torque and yet weighs considerably less than dn ear
21st century model. No longer just for freaks in
hockey masks, this is light and maneuverable enough
for anyone to use as a weapon. You usually seethe
mounted on killer robots in gladiatorial arenashey
also turn up at the occasional slumber party massac
Some battlesuits may have them built in as wélthd
drill has been designed as a weapon, then it aki t
only a standard action to load a new power céiit'sl
just a construction tool gone bad, then it takégla
round to reload.

Freeze Wand
Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 550 Units

Tentative Purchase DC:16

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: --

Magazine: 45

Rate of Fire: As many times as the wielder has
attacks

Damage:2d8 Cold

Weight: 2 pounds

Armor Class: 7

Hardness: 3

Hit Points: 3

DC required to break this item with a Strength

Roll: 14

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A metal rod, about at thick as a
flashlight, a little over two feet long. Thereais
ominous looking hole at one end, rimed with frost.
This peculiar weapon uses an induced moleculaisstas
field to suck all the warmth right out of the targéf it
is held against a non-living object it temporarily
reduces the object's hardness by one point pedroun
This effect lasts for 2d10 rounds.

Coagulator

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 600 Units

Tentative Purchase DC:16 (Often Unavailable,
often illegal)

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: --

Magazine: 30

Rate of Fire: As many times as the wielder has
attacks

Damage:2d10 Special (18-20 x3) Does not work on
non-living targets

Weight: 2 pounds

Armor Class: 7

Hardness:5

Hit Points: 2

DC required to break this item with a Strength

Roll: 15

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A narrow, transparent plastic wand,
about the length of a man's arm, filled with elieedr
components. It uses ion-bonding induction to
scramble the target's innards, reducing their @gan
a substance resembling bloody cottage cheese.
Coagulators are feared and despised by most eidiliz
cultures because of the hideous cruelty of the dama
they inflict. They are completely ineffective agst
robots, or indeed any non-living target. Silicaséd
life may also be immune to the effects of a
Coagulator, at the DM’s discretion.
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Brain-Scrambler Rod

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 700 Units

Tentative Purchase DC:17 (usually illegal)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: --

Magazine: 30

Rate of Fire: As many times as the wielder has
attacks

Damage:Special, see description

Weight: 2 pounds

Armor Class: 7

Hardness: 3

Hit Points: 2

DC required to break this item with a Strength
Roll: 12

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A squat, rounded metal rod, about the
length of a heavy flashlight. A wicked looking pop
sticks out of one end. Anyone struck by the prong
receives a jolt of microwaves, patterned so as to
disrupt higher cerebral functions. If the victinigaa
Fortitude Saving Throw vs. DC 20, they lose 3d6
Intelligence. A character with animal-like intglince
(3 or lower) can still recognize their friends amid
still follow them around to keep from feeling arxo
and alone. They cannot speak or use tools in this
condition. The effects of the Brain-Scrambler aod
permanent. Only sophisticated medical treatment wil
help the afflicted character and then only at th&$D
discretion.

Protoplasmic Disruptor Wand

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 900 Units

Tentative Purchase DC:17

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:--

“To Hit" Bonus: --

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:3d12 (18-20 x3) Weird Energy, only affects
living tissue

Weight: 3 pounds

Armor Class: 7

Hardness: 3

Hit Points: 2

DC required to break this item with a Strength

Roll: 14

Special: Affects only living tissue.
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: This weapon vaporizes flesh into a
greasy, evil-smelling mist, but leaves non-living
material undamaged. It can be set to only affezt th
tissue of a particular species, and for this reésan
popular weapon with the guards of alien prison camp
It can recognize hundreds of different tissue types
can only be set to recognize species that its rmaker
were familiar with. The rod itself isn't durableaaigh
to damage anything if it's used as a club.

Poison Glove

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 525 Units

Tentative Purchase DC:16 (usually illegal)

Required Proficiency: Simple

Handed: Requires 1 hand to use, but the hand can still
perform certain tasks while wearing the glove.
Range Increment:--

“To Hit" Bonus: --

Magazine: 10

Rate of Fire: As many times as the wielder has
attacks

Damage: Special--see description

Weight: 1 pound

Armor Class: 9

Hardness: 0

Hit Points: 2

DC required to break this item with a Strength

Roll: 13

Special: Make a Fortitude Save vs. DC 20 or take 3d8
Damage.

Description: A thin black glove which exudes tiny
droplets of a potent nerve-toxin through hundredds o
microscopic pores. It doesn't look wet when it's
coated with venom, although it does feel stickshi®
touch (or at least we assume it does--no one who ha
touched it is available for comment). The glove can
also produce a dose of an agent that neutraliees th
toxin, rendering it safe to handle. If for somasen

you were to leave the glove in its toxic mode witho
using the counteragent, the poison would last adout
day in the shade, or about six hours in brightigtnl
Extruding the poison counts as a free action, as do
neutralizing it. The neutralizing agent will dothimg

at all to help someone who has already been paisone
The toxin is stored in a small polymer bag jusbthel
the wrist. It takes a full round of very carefubnk to
replace. It goes without saying that this device i
illegal just about everywhere.
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Poison Glove, Undetectable

Size: Effectively Fine, with an extra concealment
bonus (total +14 bonus to conceal with a “sleight o
hand” roll)

Cost: 560 Units

Tentative Purchase DC:16 (usually illegal)
Required Proficiency: Simple

Handed: Requires 1 hand to use, but the hand can still
perform most tasks while wearing the glove.

Range Increment:--

“To Hit” Bonus: --

Magazine: 5

Rate of Fire: As many times as the wielder has
attacks

Damage: Target must make a Fortitude Save vs. DC
20 or take 5d6 Damage from poison

Weight: Negligible

Armor Class: 9

Hardness:0

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Description: If your friends think a joy buzzer is a
mean prank then just wait til they get a load @ th
one! A skintight, transparent glove--it looks ligkin,

it feels like skin but it's acually a superfine yuokr
that's too thin to see with the naked eye. Theidet
is coated with a microscopic layer of a poisoncsact
that it's illegal to even publish its name! Id&xal
those moments when you need a little extra disereti
this baby won't show up on most scanners, and after
you're done using it, you can wad it up and thriow i
away. Just be careful not to put it on insidelgut
mistake!

Water Blade

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 500 Units

Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Martial-Melee

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: --

Magazine: 45

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Slashing (19-20 x2)

Weight: 2 pounds

Armor Class: 9

Hardness: 7

Hit Points: 2

DC required to break this item with a Strength
Roll: 12

AccessoriesEnergy Cell (1/2 pound, costs 10 units),
Spare Fluid Reservoir (1/2 pound, costs 25 units),
Scabbard (has to be specially made, weighs 1/2dyoun
costs 150 units)

Description: An odd variation on motorized cutting
blade technology, it uses a thin jet of ultra-high
pressure water to cut through material with great

precision. A craftsman's tool, it is used for antver
of media that are difficult to cut with conventidna
blades.

This is the portable model, which can alsosed
as a weapon. It looks like a short wand, withuantb
plate at one end. When it is switched on, a thin
transparent stream of water runs through the aongp
side of the wand, and vanishes into the wide caipeat
end. The blade doesn't have a point, for obvious
reasons, but it is exceptionally good at cuttirrgtigh
soft elastic materials like flesh.

It produces very little spray, even when ines
directly in contact with the target and wastesglitf
the water from its reservoir. The fluid reservaityo
needs to be refilled every 100 rounds of combiat. |
has to be refilled with distilled water of excepiid
purity. Anything less pure and there is a 15% ckan
every time the device is switched on that it wil d
itself one hit point of damage from debris flying
through its delicate mechanism at high speed.

The water blade runs on the same kind of power
cell as most energy weapons from the same petisd (i
the DM's call as to which other devices the povedir c
will or won't work with) It takes a standard actitm
reload a spent energy cell. Refilling the fluide®rvoir
is a much more involved task, and takes a full doofn
uninterrupted effort.

Liquid Sword

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 750 Units

Tentative Purchase DC:17 (Often Unavailable)
Required Proficiency: Martial-Melee

Handed: Requires 1 hand to use

Range Increment:--

“To Hit” Bonus: --

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8 Slashing (19-20 x2)

Weight: 4 pounds

Armor Class: 7

Hardness: 7

Hit Points: 3

DC required to break this item with a Strength

Roll: 12

AccessoriesEnergy Cell (1/2 pound, costs 10 units),
Spare Fluid Reservoir (1/2 pound, costs 25 units),
Scabbard (has to be specially made, weighs 1/2dyoun
costs 200 units)

Description: A few cultures have discovered how
effective water blades are as hand weapons, ara hav
adapted the design to make full-length swords.

This one is about the length of a longswdtdas
no point, does only slashing damage and cannot be
used with the feat "Cleave."

The blade runs on the same kind of powerazell
most energy weapons from the same period (it's the
DM's call as to which devices are compatible)akets
a standard action to reload.
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The fluid reservoir needs to be refilled orvery
100 rounds of combat. Refilling the reservoir take
full round. It requires distilled water of exceptal
purity, or it will begin to malfunction. If the swd is
filled with impure water, there is a 15% chancergve
time it is switched on that it will take one hitippof
damage as tiny bits of debris score its nozzlegand
its gaskets.

Rod of the Lawgiver

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 2,000 Units

Tentative Purchase DC:20 (Often Unavailable)
Required Proficiency: Exotic Weapons-Melee
Handed: Requires 2 hands to use

Range Increment:--

“To Hit" Bonus: +2

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:Varies. See below for details.

Weight: 15 pounds

Armor Class: 7

Hardness: 15

Hit Points: 30

DC required to break this item with a Strength

Roll: 20

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Special: This device has a number of built-in weapons
systems. One end of the rod acts as a Power Lence.
this mode it drains 1 charge per use and does 2d6
Bludgeoning damage (20 x2). The Power Lance can
also be set to act as a short-range blaster.abtésl
mode it drains 2 charges per shot and does 3d10
Piercing damage (20 x2) with a range incremenof 1
feet. The other end of the rod is tipped with éarg
strangely shaped vibronic blade. The blade coamits
a +1 weapon. It does 1d10+2 Slashing Damage,
ignores up to five points of Hardness, and draits t
charges with each blow. If the wielder touches the
target with the flat of the blade, it functionsaas
Agonizer, draining 1 charge and doing 3d8 nonlethal
damage. The pain it causes is so intense th#athet
must make a Willpower Saving Throw vs. DC 20 or
be Stunned for one round.

Description: No cruel Galactic Empire's ultimate
judicial authority would be complete without this
handy item. Ideal for dispensing on-the-spot field
justice, it's cruel and unusual enough for any
connoisseur. Despite its exalted nature, the weapo
runs on standard power cells, like any lowly prele’
blaster pistol. It takes a standard action toaela
spent cell (although we wouldn’t really know--this
function is generally performed by the servants).

Futuristic Throwing Weapons

Perhaps the oldest human combat technique isaw thiuff at the opponent. This seems to predataciual
humanity by at least a few million years. So ibute to all those countless glorious millennighwbwing stuff at
things, | provide you here with a wide assortmént@apons meant to be hucked, chucked, flung ariddat your
enemies. Let us hope the next few million year$lvélas fruitful for throwing stuff at things astlast few were. So

far the signs look good!

A Note About Grenades: You won't find them here. What list of stufftiarow at things would be complete without
grenades, you ask? | know, | know—my apologi¢sndde sense to list them together with grenadeclaars, so
they're actually down in the chapter on projectkeapons. If you hanker for grenades, just heachdovgection **.

They have what you need.

Throwing Disks and Shuriken

Advanced Materials Throwing Disk

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 10 Units

Tentative Purchase DC:3

Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 20 feet

“To Hit” Bonus: +1

Rate of Fire: Each weapon can only be thrown once,
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but you can launch as many of them as you have
attacks

Damage:1d6 Slashing (20 x2)

Weight: 1 pound

Armor Class: 9

Hardness: 10

Hit Points: 3

DC required to break this item with a Strength

Roll: 19

Description: A sharp round throwing disk, sometimes
called a "chakram", about the size of a dinnereplat
This one is made from an advanced alloy that is
lighter, less air resistant and easier to throw tha
anything available in our own epoch. It also halds
edge better and is usually kept as sharp as aekcalp

Blunt Advanced Materials Throwing Disk
Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 10 Units

Tentative Purchase DC:3

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 20 feet

“To Hit" Bonus: +1

Rate of Fire: Each weapon can only be thrown once,
but you can launch as many of them as you have
attacks

Damage:1d6 Bludgeoning (20 x2)

Weight: 1 pound

Armor Class: 9

Hardness: 10

Hit Points: 3

DC required to break this item with a Strength
Roll: 19

Description: A blunt throwing disk made from
strange new synthetic materials which have drdktica
improved its performance. It is more aerodynamic
than the best 21st century frisbee, depite its much
greater weight. This is not an edged weapon. It
clobbers the target rather than cutting them.

Hypersharp Throwing Disk

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 15 Units

Tentative Purchase DC:4

Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 20 feet

“To Hit” Bonus: +2

Rate of Fire: Each weapon can only be thrown once,
but you can launch as many of them as you have
attacks

Damage:1d6+2 Slashing (17-20 x3)

Weight: 1 pound

Armor Class: 9

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength

Roll: 16

Special: Vorpal. On a critical hit, this weapon will
sever the target's head from their body. This dogs
work on creatures that do not have heads, anckat th
DM's discretion there may be targets who suffer no
particular ill effect from having their heads ciit o
(robots, for example, or zombies).

Description: A round "chakram" throwing disk,
edged with monofilament wire no thicker than a Eng
molecule. It is much sharper than any previous suc
weapons. It's also much easier to accidentallyyout
fingers off with while throwing it. Frisbee, anysh

Vibro-Disk

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 15 Units

Tentative Purchase DC:4

Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 20 feet

“To Hit” Bonus: +1

Magazine: 20

Rate of Fire: Each weapon can only be thrown once,
but you can launch as many of them as you have
attacks

Damage:1d461 Slashing (18-20 x2)

Weight: 1 pound

Armor Class: 9

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength
Roll: 15

Special: Ignores 9 points of Hardness or Damage
Resistance

AccessoriesMiniature Energy Cell (1/20 pound,
costs 30 units, oddly shaped, not compatible with
anything but powered throwing disk weapons)
Description: A perfectly round vibroblade, which can
be flung at a target like a frisbee. It is consitidy
safer to use than a hypersharp disk, since the
vibroblade is set to switch on after the disk leayaur
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hand. It switches off once the disk stops moviing, s
that it doesn't lie on the floor wasting power. Time
real drawback to this weapon is that it's awfully
expensive to waste on throwing at people. It uses a
special flat, round power cell which isn't compégab
with any other weapon and takes a Standard Aation t
replace.

Exploding Throwing Disk

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 50 Units

Tentative Purchase DC:7

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 20 feet

“To Hit” Bonus: --

Rate of Fire: Each weapon can only be thrown once,
but you can launch as many of them as you have
attacks

Damage:3d6 Slashing (20 x2) to everything in a 5
foot radius (the target takes an additional 1décpig
damage)

Weight: 1 pound

Armor Class: 9

Hardness:5

Hit Points: 2

DC required to break this item with a Strength
Roll: 14

Description: A kind of long-range hand-grenade,
shaped like a discus or a frisbee. It can fly adgdeal
further than an ordinary grenade. The disk is made
entirely of lightweight synthetic materials, with a
shaped-explosive charge curled up in the center,
carefully placed so as not to throw the disk ofabae
while it's in flight.

Advanced Materials Shuriken

Size: Tiny (+4 bonus to conceal with a “sleight-of-
hand” roll)

Cost: 10 Units

Tentative Purchase DC:3

Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 25 feet

“To Hit” Bonus: +1

Rate of Fire: Each weapon can only be thrown once,
but you can launch as many of them as you have
attacks

Damage:1d4 Piercing (20 x3)

Weight: 1/10 pound

Armor Class: 13

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength
Roll: 15

Description: A throwing blade made from either
metal alloys or plastics which have drastically
improved its performance. It is lighter, sharped a
more aerodynamic than the best steel shuriken, and

has a correspondingly greater range.These are imade
a number of shapes, from traditional "stars" to the
kinds of knives you might see a circus knife-throwe
use.

Hypersharp Shuriken

Size: Tiny (+4 bonus to conceal with a “sleight-of-
hand” roll)

Cost: 15 Units

Tentative Purchase DC:4

Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 25 feet

“To Hit" Bonus: +2

Rate of Fire: Each weapon can only be thrown once,
but you can launch as many of them as you have
attacks

Damage:1d4+1 Piercing (17-20 x3)

Weight: 1/10 pound

Armor Class: 13

Hardness:5

Hit Points: 1

DC required to break this item with a Strength
Roll: 12

Description: This throwing blade has been edged with
a one-molecule thick wire, making it far sharperth
any conventional blade. Don't reach into youraginj
bag for this one without looking!

Force Projection Shuriken

Size: Tiny (+4 bonus to conceal with a “sleight-of-
hand” roll)

Cost: 45 Units

Tentative Purchase DC:7

Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 25 feet

“To Hit" Bonus: +4

Magazine: 15

Rate of Fire: Each weapon can only be thrown once,
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but you can launch as many of them as you have
attacks

Damage:1d4+2 Piercing (18-20 x2)

Weight: 1/10 pound

Armor Class: 13

Hardness:5

Hit Points: 1

DC required to break this item with a Strength
Roll: 12

AccessoriesMiniature Energy Cell (1/20pound, costs
30 units)

Description: A tiny round metal disk. When you
throw it at the target, six force-field blades kit to
life all around the weapon. Please note that kheds
only switch on after the shuriken has left yourdhan
which spares you the trouble of having to pick your
fingers up off the ground after you've thrown ith{eh
would of course be particularly difficult if you tdano
fingers left to pick them up with). The device sumn
a small circular power-cell which takes a full rduo
replace and isn't compatible with any other energy
weapons. It can be used for a total of fifty thsow
before the power cell runs out of energy.

Variable Metal Shuriken

Size: Tiny (+4 bonus to conceal with a “sleight-of-
hand” roll)

Cost: 1,500 Units (if you can even find one--in most
places, this is at least the equivalent of a minor
Artifact)

Tentative Purchase DC:N/A (not usually possible to
buy)

Required Proficiency: Exotic Weapons-Ranged (also
works with any other Variable Metal weapon)
Handed: Requires 1 hand to use

Range Increment: 20 feet

“To Hit" Bonus: +3

Rate of Fire: Each weapon can only be thrown once,
but you can launch as many of them as you have
attacks

Damage:1d4+3 Piercing (17-20 x3) or 2d10
Nonlethal Damage

Weight: 1/10 pound

Armor Class: 13

Hardness: 15

Hit Points: 1

DC required to break this item with a Strength

Roll: 30

Special:Ignores armor, ignores Hardness.
Description: A shuriken made from some weird alien
metal which glitters and shimmers with hundreds of
nameless colors. You can adjust its atomic density
that it will pass harmlessly through solid mattér.

can partially or completely materialize inside eyéd,
just as you require. This allows it to strike @lgeon
the far sides of walls, and to ignore armor. ft da
either normal or nonlethal damage, depending on how
fully it materializes while passing through thegeir
This is a thought-sensitive device. You don't need
press any buttons or verbally instruct it on how to
attack the target--it will follow your mental cues.

Shuriken With Poison Delivery System
Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 20 Units

Tentative Purchase DC:4 (usually illegal)

Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 25 feet

“To Hit” Bonus: --

Magazine: 5

Rate of Fire: Each weapon can only be thrown once,
but you can launch as many of them as you have
attacks

Damage:1d4 Piercing (20 x2), 2d8 Poison (Save vs.
DC 20)

Weight: 1/10 pound

Armor Class: 13

Hardness: 4

Hit Points: 1

DC required to break this item with a Strength

Roll: 12

Description: A shuriken with a tiny built in poison-
injection system. It can be reused, but takes two
rounds to painstakingly reload with poison. Thdrto
listed here is really just meant as an examplaple
have filled these things with every noxious substan
you can imagine--and some you wouldn't care to.

Shuriken, Exploding

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 55 Units

Tentative Purchase DC:7

Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 25 feet

“To Hit” Bonus: --

Rate of Fire: Each weapon can only be thrown once,
but you can launch as many of them as you have
attacks

Damage:3d4 Piercing to everything in a 5 foot radius
(the target takes an additional 1d4 piercing damage
Weight: 1/10 pound

Armor Class: 13

Hardness: 4

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Special: Anyone who is injured only by the explosion
can make a Reflexes Saving Throw vs. DC 15 to take
half damage (this does not help the actual tarfgeteo
attack)

Description: When this shuriken strikes home it
explodes, doing damage to both the target and anyon
in a five-foot radius. This is not entirely corteist

with the idea of a shuriken being a silent, stgalth
weapon--frankly if you're going to make this much
noise, why not just use a gun? Yet nonetheless, th
market for these items continues to flourish.
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Exploding Shuriken With Fragmentation
Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 55 Units

Tentative Purchase DC:7

Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 25 feet

“To Hit” Bonus: --

Rate of Fire: Each weapon can only be thrown once,
but you can launch as many of them as you have
attacks

Damage:3d6 Piercing to everything in a 5 foot radius
(the target takes an additional 1d4 piercing damage
Weight: 1/10 pound

Armor Class: 13

Hardness: 4

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Special: Anyone who is injured only by the shrapnel
can make a Reflexes Saving Throw vs. DC 15 to take
half damage (this does not help the actual tarfgeteo
attack)

Description: An exploding shuriken which has been
carefully pre-stressed so as to break apart irzero
of deadly sharp fragments when it goes off. Rather
louder than a silent asassin's weapon should be, it
nonetheless remains quite popular with afficianaifos
violence.

Polarizing Anti-Robot Shuriken

Size: Tiny (+4 bonus to conceal with a “sleight-of-
hand” roll)

Cost: 30 Units

Tentative Purchase DC:5

Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 25 feet

“To Hit" Bonus: +2 vs. Robots

Rate of Fire: Each weapon can only be thrown once,
but you can launch as many of them as you have
attacks

Damage:1d4 piercing (20 x2) +1d4 Electrical
damage to living targets. 1d4 Piercing (17-20 x3)
+5d8 Electrical Damage to robots

Weight: 1/10 pound

Armor Class: 13

Hardness: 4

Hit Points: 1

DC required to break this item with a Strength
Roll: 12

Special: Does an additional 5d8 to robots and other
sentient machines.

AccessoriesMiniature Energy Cell (1/20 pound,
costs 30 units)

Description: This shuriken contains an
electromagnetic pulse device designed specifitally
disrupt a robot's positronic brain (or whatevercggle

gizmo makes robots sentient in your campaign world)
It does normal shuriken damage to living targets an
may or may not have some kind of catastrophic effec
on non-sentient machines at the DM's discretion.

Ceramic Throwing Blade

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 50 Units

Tentative Purchase DC:7 (usually illegal)
Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 10 feet (if thrown)

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Slashing (20 x2)

Weight: 1 pound

Armor Class: 13

Hardness: 8

Hit Points: 2

DC required to break this item with a Strength
Roll: 14

AccessoriesScabbard (costs 30 Units, weighs 1
pound)

Description: A ceramic throwing blade, designed to
pass invisibly through metal detectors. Thereadna
many variations on this basic design--shuriken,
chakrams, whatever kind of throwing blade a
particular assassin favors.

Ceramic Throwing Hatchet

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 45 Units

Tentative Purchase DC:7 (often illegal)

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment 20 feet if thrown

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Slashing (20/x2)

Weight: 2 pounds

Armor Class: 9

Hardness:5

Hit Points: 2

DC required to break this item with a Strength

Roll: 17

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A hypersharp tomahawk, edged with a
monofilament wire no thicker than a single molegcule
hundreds of times sharper than a scalpel. The main
body of the weapon is made of plastic with a cecami
composite head. It is almost impossible to detadt
won't show up on x-ray photos. Weighted for
throwing, it can be used just as effectively in eeel
combat. This weapon is the sure mark of a
professional killer-and a highly specialized onénat.
If you see someone carrying this item, leave the
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vicinity or ready a weapon of your own.

Futuristic Bolas

An entangling/bludgeoning weapon from South Ameitxxdas are great for capturing and subduing tarigein
horseback. Amazingly effective at bringing doweefhg bipeds, they may actually have been invefotealse on
large flightless birds. They also work just daodypeople you dislike.

We have included all kinds of strange high-techatens for herding bizarre alien livestock (or akeng havoc on
your enemies). No space-gaucho should leave hatheuva set.

Advanced Materials Bolas

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 50 Units

Tentative Purchase DC:7

Required Proficiency: Exotic Weapons-Ranged (also
works with any other Bolas)

Handed: Requires 1 hand to use

Range Increment: 50 feet

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:Special, see description

Weight: 2 pounds

Armor Class: 9 (Can't be attacked in flight by most
weapons)

Hardness: 1

Hit Points: 2

DC required to break this item with a Strength

Roll: 30 (18 if you aren't entangled in them)

Special: Make a ranged touch attack, ignoring armor.
With a successful hit the target is entangled é th
bolas. If this attack would have hit them anyway,
even with their armor and/or natural toughnesg; the
also take 1d8 Bludgeoning damage from the weighted
ends.

The entangled character must make a Reflexes
Saving Throw or be flung to the ground. Whether or
not they make their saving throw an entangled
character suffers a -2 penalty on all attacks tleis
Dexterity effectively reduced by 4, and moves dt ha
speed. To free themselves, they must take a futirac
and make either an Escape Artist roll vs. DC 2fpor
their way loose by making a Strength check vs. DC
30. If they tear their way loose, it ruins the tsola
Description: Invented in South America, this weapon
both entangles and does Bludgeoning damage. Two
heavy metal balls are swung around and around on a
cord, and then flung at the target. On impactctre
wraps itself around the target and the weightghlein.

An ideal weapon for catching large bipedsegms
to have been developed for use against big flightle
birds. This is what a bola might look like if someo
used advanced materials technology to revive the
weapon.

The balls are made of a lightweight shockstesit
plastic, and filled with mercury to enhance their
momentum and impact. The cord is made from a

synthetic material that's stronger than a stedecaid
has the lowest possible air resistance. It fégther
and hits harder than any bolas before it.

Exploding Bolas

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 150 Units

Tentative Purchase DC:11

Required Proficiency: Exotic Weapons-Ranged (also
works with any other Bolas)

Handed: Requires 1 hand to use

Range Increment: 50 feet

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:Special, see description

Weight: 2 pounds

Armor Class: 9 (Can't be attacked in flight by most
weapons)

Hardness: 1

Hit Points: 2

DC required to break this item with a Strength

Roll: 30 (18 if you aren't entangled in them)

Special: Make a ranged touch attack, ignoring armor.
With a successful hit the target is entangled é th
bolas. If this attack would have hit them anyway,
even with their armor and/or natural toughnesg; the
also take 1d8 Bludgeoning damage from the weighted
ends. The entangled character must make a Reflexes
Saving Throw or be flung to the ground. And thes th
bolas explode, doing 5d6 bludgeoning damage to
everyone in a five-foot radius. Anyone but the ¢arg
can make a Reflexes Saving Throw vs. DC 15 to take
half damage.

Description: Usually, if you're hit by a pair of of
bolas, you can take comfort in the thought thageadt
they don't explode. But no more. Not nearly afuls
for capturing livestock as they are for murdering's
enemies, exploding bolas are difficult to find be t
open market and will probably have to be specially
made. Still, there may be some societies out there
with livestock so huge and terrifying that they dee
exploding bolas to herd them. Or for that mattere
could be societies so callous that they use exmpipdi
bolas to hunt homeless people.
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Electroshock Bolas

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 300 Units

Tentative Purchase DC:14

Required Proficiency: Exotic Weapons-Ranged (also
works with any other Bolas)

Handed: Requires 1 hand to use

Range Increment: 50 feet

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:Special, see description

Weight: 3 pounds

Armor Class: 9 (Can't be attacked in flight by most
weapons)

Hardness: 1

Hit Points: 2

DC required to break this item with a Strength

Roll: 30 (18 if you aren't entangled in them)

Special: Make a ranged touch attack, ignoring armor.
With a successful hit the target is entangled é th
bolas. If this attack would have hit them anyway,
even with their armor and/or natural toughnesg; the
also take 1d8 Bludgeoning damage from the weighted

ends. The entangled character must make a Reflexes

Saving Throw or be flung to the ground. And thiea t
bolas give them a huge electric shock (3d6 eledtric
damage).

An entangled character suffers a -2 penaltglbn
attacks, has their Dexterity effectively reducediby
and moves at half speed. To free themselves, they
must take a full action and make either an Escape
Artist roll vs. DC 20 or rip their way loose by niag
a Strength check vs. DC 30. If they tear their way
loose, it ruins the bolas.

AccessoriesMiniature Energy Cell (Unit requires
two of them, each weighs 1/10pound, costs 30 uits,
oddly shaped and incompatible with most other
weapons, except for bolas and spherical throwing
weapons like the "Hyperspeed Ball", it's the DM ¢
as to which other weapons they will or will not \wor
with)

Description: Ideal for catching especially huge and
mean flightless birds, these bolas deliver a massiv
electric shock to the entangled target. Also fum f
gladiatorial combat, or for disciplining unruly
schoolchildren. Note to the DM: Do not actually
construct a pair of electric bolas and use them on
unruly schoolchildren. Trust me, | know these gsin

Sonic Disruptor Bolas

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 450 Units

Tentative Purchase DC:15

Required Proficiency: Exotic Weapons-Ranged (also
works with any other Bolas)

Handed: Requires 1 hand to use

Range Increment: 50 feet

“To Hit” Bonus: --

Rate of Fire: Once per round
Damage:Special, see description
Weight: 3 pounds
Armor Class: 9 (Can't be attacked in flight by most
weapons)
Hardness: 1
Hit Points: 2
DC required to break this item with a Strength
Roll: 30 (18 if you aren't entangled in them)
Special: Make a ranged touch attack, ignoring armor.
With a successful hit the target is entangled é th
bolas. If this attack would have hit them anyway,
even with their armor and/or natural toughnesg; the
also take 1d8 Bludgeoning damage from the weighted
ends. The entangled character must make a Reflexes
Saving Throw or be flung to the ground. Then the
Sonic Disrupter modules in the weighted balls start
liquify the character's flesh. The disruptors dé 2
sonic damage per round, for 3 rounds, unless the
character somehow fights their way free of the fola
An entangled character suffers a -2 penaltglbn
attacks, has their Dexterity effectively reducediby
and moves at half speed. To free themselves, they
must take a full action and make either an Escape
Artist roll vs. DC 20 or rip their way loose by niag
a Strength check vs. DC 30. If they tear their way
loose, it ruins the bolas.
AccessoriesMiniature Energy Cell (Unit requires
two of them, each weighs 1/10pound, costs 30 uaits,
oddly shaped and incompatible with most other
weapons, except for bolas and spherical throwing
weapons like the "Hyperspeed Ball", it's the DM ¢
as to which other weapons they will or will not \wor
with)
Description: Bolas with a little something extra. A
miniature sonic disrupter is built into each of the
round weights, set to the precise frequency requoe
shake human bones to powder and rip flesh intg jell
It has just enough charge for a single burst, lineit t
bolas can be retrieved and reused with a new power
cell. It is difficult to produce perfectly spheaicsonic
disrupter modules, and their odd shape and weight
throws off the weapon's balance, limiting its range
Certain to kill all but the largest livestock, tbemre
more of a hunting tool, or a gladiator's weapon.

Sonic Screamer Bolas

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 400 Units

Tentative Purchase DC:15

Required Proficiency: Exotic Weapons-Ranged (also
works with any other Bolas)

Handed: Requires 1 hand to use

Range Increment: 50 feet

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:Special, see description

Weight: 3 pounds

Armor Class: 9 (Can't be attacked in flight by most
weapons)
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Hardness: 1

Hit Points: 2

DC required to break this item with a Strength

Roll: 30 (18 if you aren't entangled in them)

Special: Make a ranged touch attack, ignoring armor.
With a successful hit the target is entangled é th
bolas. If this attack would have hit them anyway,

even with their armor and/or natural toughnesg; the
also take 1d8 Bludgeoning damage from the weighted
ends. The entangled character must make a Reflexes
Saving Throw or be flung to the ground. Then the
Sonic Screamer modules in the weighted balls go off
doing 2d6 Nonlethal Damage per round, for 3 rounds,
unless the character somehow fights their waydfee
the bolas. Anyone who takes more than a point of
Nonlethal Damage must make a Fortitude Saving
Throw vs. DC 20 or be Deafened by the weapon for 2-
12 minutes.

An entangled character suffers a -2 penaltglbn
attacks, has their Dexterity effectively reducediby
and moves at half speed. To free themselves, they
must take a full action and make either an Escape
Artist roll vs. DC 20 or rip their way loose by niag
a Strength check vs. DC 30. If they tear their way
loose, it ruins the bolas.

AccessoriesMiniature Energy Cell (Unit requires
two of them, each weighs 1/10pound, costs 30 uaits,
oddly shaped and incompatible with most other
weapons, except for bolas and spherical throwing
weapons like the "Hyperspeed Ball", it's the DM ¢
as to which other weapons they will or will not \wor
with)

Description: A high-tech entangling and nonlethal
weapon, this one is actually useful for capturing
animals and might really find its way into the hauod
some futuristic gaucho.

Razorwire Bolas

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 500 Units

Tentative Purchase DC:15 (usually illegal)

Required Proficiency: Exotic Weapons-Ranged (also
works with any other Bolas)

Handed: Requires 1 hand to use

Range Increment: 50 feet

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:Special, see description

Weight: 2 pounds

Armor Class: 9 (Can't be attacked in flight by most
weapons)

Hardness: 3

Hit Points: 2

DC required to break this item with a Strength

Roll: 40 (18 if you aren't entangled in them)

Special: Make a ranged touch attack, ignoring armor.
With a successful hit the target is entangled é th
bolas, and must make a Reflexes Saving Throw vs.
DC15 or be flung to the ground. They take 1d8
Bludgeoning damage from the weighted ends and 2d6

slashing damage from the wire. On each round
thereafter, there is a 20% chance that they wké ta
another d4 slashing damage. Any attempt to move or
take any action will automatically cause another dé
damage. An entangled character suffers a -4 genalt
on all attacks and skill rolls, has their Dexterity
effectively reduced by 6, and moves at one quarter
normal speed. To free themselves, they must make an
Escape Artist roll vs. DC 25.

Description: A especially cruel use of modern
materials technology, these bolas have a cord made
from an incredibly strong, incredibly thin polymer
wire. This is not quite monofilament-it is
considerably thicker than one molecule, but itls st
strong and thin enough to be sharper than a razor o
scalpel.

Like all bolas, they entangle the target, bimh
their movement and reducing their roll. But thdee
something worse, as well. When the target is
entangled, they take 2d6 slashing damage as tke wir
slices into their flesh. On each round thereaftere
is a 20% chance that they will take another d4 dgma
as the wire works its way in deeper. Any atteropt t
make an Escape Artist roll, whether successfubtr n
causes a further 1d6 damage. So does trying te mov
or for that matter to take any physical actionlat a
The sheer pain and terror of being caught in this
device has a much more drastic effect on the target
skills and movement abilities than an ordinarydafet
bolas.

A target with an AC of 19 or higher is complgt
immune to these gruesome effects, and is entaagled
though these were a normal set of bolas (coumt onl
AC from actual armor --being small and nimble
doesn't protect you once you've already been
entangled).

Constriction Bolas

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 560 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Exotic Weapons-Ranged (also
works with any other Bolas)

Handed: Requires 1 hand to use

Range Increment: 50 feet

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:Special, see description

Weight: 3 pounds

Armor Class: 9 (Can't be attacked in flight by most
weapons)

Hardness: 2

Hit Points: 2

DC required to break this item with a Strength

Roll: 30 (18 if you aren't entangled in them)

Special: Make a ranged touch attack, ignoring armor.
With a successful hit the target is entangled é th
bolas. If this attack would have hit them anyway,
even with their armor and/or natural toughnesg; the
also take 1d8 Bludgeoning damage from the weighted
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ends.

The entangled character must make a Reflexes
Saving Throw or be flung to the ground. Then the
cables start to contract, cutting and crushindnag t
constrict.. The bolas do 1d6 slashing damage per
round for 6 rounds unless the character somehow
fights their way free. Anyone killed by the devise
Ccut into sections.

An entangled character suffers a -2 penaltglbn
attacks, has their Dexterity effectively reducediby
and moves at half speed. To free themselves, they
must take a full action and make either an Escape
Artist roll vs. DC 20 or rip their way loose by niag
a Strength check vs. DC 30. If they tear their way
loose, it ruins the bolas.

AccessoriesMiniature Energy Cell (Unit requires

two of them, each weighs 1/10pound, costs 30 uaits,

oddly shaped and incompatible with most other

weapons, except for bolas and spherical throwing
weapons like the "Hyperspeed Ball", it's the DM ¢
as to which other weapons they will or will not \wor
with)

Description: A particularly sadistic and unsavory
variation on bolas, there is a winch inside eacthef
two round weights that begins to reel in the callee
it has wrapped itself around something, crushing
whatever is caught in its grip. The winches ardydd
balanced and heavy, reducing the weapon's effective
range.

The power cells have only enough energy fer on
attack (six rounds worth of squeezing) but the $ola
can be retrieved and reused with new power cells.
You might want to wash them first, though--it's a
messy way to die.

Guided and Self-Returning Throwing Weapons

Throwing weapons with built in anti-gravity motaad computerized guidance systems. Whether dhisogualifies
as cheating we leave to you. Some of these weapertso expensive to waste on flinging at peaphe, so have been

designed to return to your hand after use.

Guided Throwing Blade

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 150 Units

Tentative Purchase DC:11 (Often Unavailable)
Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment:30 feet

“To Hit” Bonus: Always hits the target, unless you
rollal

Rate of Fire: Each weapon can only be thrown once,
but you can launch as many of them as you have
attacks

Damage:1d4 Slashing (20 x2)

Weight: 1 pound

Armor Class: 3

Hardness: 4

Hit Points: 10

DC required to break this item with a Strength

Roll: 15 (13 to break the antigravity motor and wreck
the guidance system)

AccessoriesMiniature Energy Cell (1/20 pound,

costs 30 units, oddly shaped, not compatible with
anything but powered throwing disk weapons)
Description: A shuriken with a built-in targeting
computer. You designate the target before throwting
The on-board computer then makes course corrections
and steers the knife to its target.

These come in many shapes, from simple thigpwin
knives to star-shaped shuriken. The blade itself i
made from superb materials vastly superior to
anything found in our own eopch. It is lighterrdex
and holds an edge better than the best 21st century
steel. It also has less air resistance, and tréasler.

It is hard to say who would manufacture suth a
elaborate throwing weapon, particularly since dllse
just substitutes a targeting computer for skillefih
again there are plenty of space-ninjas who enjoy
fighting dirty for its own sake.

Guided Javelin

Size: Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 150 Units

Tentative Purchase DC:11 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment:60 feet

“To Hit” Bonus: Always hits the target, unless you
rollal

Rate of Fire: Each weapon can only be thrown once,
but you can launch as many of them as you have

99



attacks

Damage:1d6 Piercing (20 x2)

Weight: 2 pounds

Armor Class: 5

Hardness:5

Hit Points: 2

DC required to break this item with a Strength

Roll: 14

AccessoriesMiniature Energy Cell (1/20 pound,
costs 30 units, oddly shaped, not compatible with
anything else)

Description: An amazingly unsporting weapon, this is
a sort of a cross between a throwing spear andisecr
missile. It has an onboard targeting computeraand
tiny antigravity motor, which steer it unerringly
toward the target. It can change speed, makéghtfi
course corrections, turn corners and generally do
whatever it has to do in order to hit the targéou
designate the target before you throw it, withng ti
eyepiece which pops out of the shaft and thenatstra
for the launch. It is possible to retrieve thesjavand
use it again. It's power cell contains enoughgner
for twenty throws. The power cell’'s housing isn't
made for easy access. It takes two rounds, a set of
tools and a skill roll vs. DC 15 to successfulylaep a
spent cell. The DM decides which futuristic skill
applies.

Self-Returning Flying Disk

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 300 Units

Tentative Purchase DC:14

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 20 feet

“To Hit” Bonus: --

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Slashing (20 x2)

Weight: 1 pound

Armor Class: 9 (21 in the air)

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength

Roll: 15 (13 to break the antigravity motor)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A kind of steel frisbee, equipped with an
antigravity motor and an onboard guidance system
which allows the disk to return to your hand aiter
has struck the target. If you move while the dssik
flight, it homes in on your new location. If fooree
reason it can't reach you, it falls to the grourite
device runs off a small round power cell, whichtisn
compatible with any other weapon and takes a full
round to replace.

Flying Shield

Size:Large (-8 penalty to conceal with a “sleight of

hand” roll)

Cost: 350 Units

Tentative Purchase DC:14

Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 30 feet

“To Hit” Bonus: --

Magazine: 60

Rate of Fire: Once per round

Damage:2d4 Bludgeoning (20 x2)

Weight: 6 pounds

Armor Class: 5 (13 in the air)

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength

Roll: 17 (13 to break the antigravity motor)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A large metal disk which can be used as
a shield, for a +3 to your AC (but only from therit).

It can also be flung at your opponent, and itst il
antigravity motar and internal guidance computé¥ wi
return it safely to your hand. If you move after
throwing it, it homes in on your new location and
returns to you normally. If for some reason yono'tca
be found, it drops to the floor. The device rufisso
special set of flat power cells, which aren't cotiipa
with any other weapon and take a full round to
replace.

Self-Returning Flying Disk, Hypersharp
Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 375 Units

Tentative Purchase DC:15

Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 20 feet

“To Hit" Bonus: +2

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+1 Slashing (17-20 x3)

Weight: 1 pound

Armor Class: 9 (21 in the air)

Hardness: 10

Hit Points: 2

DC required to break this item with a Strength

Roll: 15 (13 to break the antigravity motor)
Special: Vorpal. On a critical hit, this weapon will
sever the target's head from their body. This dogs
work on creatures that do not have heads, ancat th
DM's discretion there may be targets who suffer no
particular ill effect from having their heads ciit o
(robots, for example, or zombies).
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A throwing disk edged with ultra-sharp
monofilament wire. It has a built in guidance syste
which returns it to your hand after it attacks. Of
course, a hypersharp disk might actually be thg ver
last thing you'd want flying into your hand. Itas
great deal sharper than a razor-its cutting suitace
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only one molecule wide. Handle this weapon with
extreme caution. Real enthusiasts always have
missing fingers and worse.

Self-Returning Vibro Disk

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 380 Units

Tentative Purchase DC:15

Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 20 feet

“To Hit” Bonus: +1

Magazine: 30

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+2 Slashing (18-20 x2)

Weight: 1 pound

Armor Class: 9 (21 in the air)

Hardness:9

Hit Points: 2

DC required to break this item with a Strength

Roll: 15 (13 to break the antigravity motor)
Special:Ignores 9 points of Hardness or Damage
Resistance

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A perfectly round vibronic throwing
blade, equipped with a guidance system which brings
it back to your hand once you throw it. The
vibroblade doesn’t become active until after ivies
your hand. It cuts through solid materials attieas
well as a hypersharp disk, and is considerably less
dangerous to handle. The disk runs on a smalidroun
power-cell, which isn't compatible with any other
weapons.

Automatic Boomerang

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 360 Units

Tentative Purchase DC:15

Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 30 feet

“To Hit” Bonus: --

Magazine: 75

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Bludgeoning (20 x2)

Weight: 1 pound

Armor Class: 9 (21 in the air)

Hardness: 10

Hit Points: 1

DC required to break this item with a Strength
Roll: 16 (13 to break the antigravity motor)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A curved plastic stick, shaped like an
airfoil in cross-section. It's a sort of high-tech
boomerang, made from advanced materials that have
far better aerodynamic properties and far less air

resistance than any plastics made today. It @sah
tiny built-in anti-gravity generator, and a guidanc
system which allows it to return to your hand aiter
hits the target. The whole unit is powered by alsm
strangely-shaped power cell that isn't compatibta w
any other weapons. It takes a round to open the un
up and replace the power cell.

Self-Returning Shuriken

Size: Tiny (+4 bonus to conceal with a “sleight-of-
hand” roll)

Cost: 250 Units

Tentative Purchase DC:13

Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 10 feet

“To Hit” Bonus: --

Magazine: 30

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Piercing (20 x2)

Weight: 1/2 pound

Armor Class: 13 (21 in the air)

Hardness:9

Hit Points: 1

DC required to break this item with a Strength
Roll: 14 (13 to break the antigravity motor)
AccessoriesMiniature Energy Cell (1/20 pound,
costs 30 units)

Description: A tiny antigravity motor and an on-
board targeting system make this weapon possible.
When you fling at a target, it makes minor course
corrections, steers itself in just close enougsidsh
the target without getting stuck and then retuons t
your hand. Ideal for budget concious space-ninjas.
You'll never have to buy new shuriken again.

Self-Returning Shuriken With Venom
Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 275 Units

Tentative Purchase DC:13 (usually illegal)
Required Proficiency: Martial-Ranged
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Handed: Requires 1 hand to use

Range Increment: 10 feet

“To Hit” Bonus: --

Magazine: 30

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4 Piercing (20 x2) The target must make a
Fortitude Save vs. DC 20 or take an additional 3d8
Damage from poison.

Weight: 1/2 pound

Armor Class: 13 (21 in the air)

Hardness: 8

Hit Points: 1

DC required to break this item with a Strength

Roll: 15 (13 to break the antigravity motor)

Special: Returns to your hand after you throw it,
whether you hit the target or not.
AccessoriesMiniature Energy Cell (1/20pound, costs
30 units)

Description: A version of the self-returning shuriken
that injects the target with poison. It only holds
enough poison for one dose but it won't injechiess
it actually hits flesh. The miniature power celhdbe
replaced in one round but it takes a minute orfso o
intensive work with a set of jewler's tools to e
the empty poison reservoir.

Self-Returning Throwing Knife,

Hypersharp

Size: Tiny (+4 bonus to conceal with a “sleight of

hand” roll)

Cost: 315 Units

Tentative Purchase DC:14

Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 10 feet

“To Hit" Bonus: +2

Magazine: 30

Rate of Fire: As many times as the wielder has

attacks

Damage:1d4 Slashing (17-20 x3)

Weight: 1 pound

Armor Class: 13 (21 in the air)

Hardness: 10

Hit Points: 1

DC required to break this item with a Strength

Roll: 14 (13 to break the antigravity motor)

Special: Vorpal Weapon. On a critical hit, this

weapon will sever the target's head from their body

AccessoriesMiniature Energy Cell (1/20pound, costs

30 units)

Description: A throwing blade edged with ultra-sharp

monofilament wire, no thicker than a single molecul

It parts flesh far better than a hot knife throdbgitter.

An tiny built in antigravity module and a miniature

navigational computer can return it safely to yband

(although "safe" might be a relative term when you

have a hypersharp blade flying toward your fingers)
This is a generic template for any hypersharp

throwing knife with points, as opposed to a hypargh

disk or flying razor, which do slashing rather than

piercing damage. It could be shaped like a trarwkit
Japanese "throwing star" or a two-ended knife enev
the kind of blade circus knife-throwers use. Whigre
variety you prefer, be extra careful when reacliiang

it in the dark!

Self-Returning Force-Blade

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 350 Units

Tentative Purchase DC:14

Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 30 feet

“To Hit" Bonus: +4

Magazine: 20

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4+3 Slashing (18-20 x2)

Weight: 1 pound

Armor Class: 13 (21 in the air)

Hardness:5

Hit Points: 2

DC required to break this item with a Strength

Roll: 14 (13 to break the antigravity motor)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A small black plastic sphere. When you
fling it at the target, a force-field sharper ttzanry
physical blade appears in a shimmering deadly ring
around its middle. The device looks a little lke
model of the planet Saturn when it's in kill-mode.
built-in antigravity motor and computerized guidanc
system will carry it back to your hand once it Hase
its bloody work. The blade switches off before it
reaches you. If you are moving while you attatk, i
will track on your new position and return to you
there. Changng the power cell is an involved psce
and takes a full round.

Razerang

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 400 Units

Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 50 feet

“To Hit" Bonus: +3

Magazine: 30

Rate of Fire: Three Attacks Per Round
Damage:1d6+2 Slashing (17-20 x3)

Weight: 1 pound

Armor Class: 13 (23 in the air)

Hardness:5

Hit Points: 3

DC required to break this item with a Strength
Roll: 15 (13 to break the antigravity motor)
Special: Vorpal. On a critical hit, this weapon will
sever the target's head from their body. This dogs
work on creatures that do not have heads, ancat th
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DM's discretion there may be targets who suffer no
particular ill effect from having their heads ciit o
(robots, for example, or zombies).
AccessoriesEnergy Cell (1/2 pound, costs 10 units),
Target Designation Goggles (1/2 pound, cost 250
units)

Description: It looks like a sort of flattened plastic
oval, but when flung at a target, two shiny curved
blades slip out of either side. These bladesdgeda
with monofilament wire, one molecule thick and are
far sharper than any conventional knife. It fliesip
the target, slashing them with its blades and then
returns to the user's hand. The small antigramigor
and on-board targeting systems are run by a tiny
power cell, which takes a full round to replaceyou
are wearing the Target Designation Goggles, you can
instruct the Razerang to attack up to three oppsnen
in a single round and to continue attacking tagets
the next round, rather than returning to your haBet
three or four razerangs going at once, and you've
really got a party!

Self-Returning Hammer

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 325 Units

Tentative Purchase DC:14

Required Proficiency: Martial-Ranged

Handed: Requires 1 hand to use

Range Increment: 20 feet

“To Hit” Bonus: --

Magazine: 25

Rate of Fire: As many times as the wielder has
attacks

Damage:1d8 Bludgeoning (20 x2)

Weight: 5 pounds

Armor Class: 9 (18 in the air)

Hardness: 10

Hit Points: 7

DC required to break this item with a Strength

Roll: 18 (13 to break the antigravity motor)
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A short, heavy hammer with an almost
absurdly heavy head. This is a weapon, ratherdahan
tool, meant to pound in faces rather than pound in
nails. It would be too heavy and too unbalancedbto
either, if it weren't for the antigravity engineilbinto
the handle. It also has a computerized guidance
system that can return it to your hand after yduito
at the target. You can use it to bash peoplelthe o
fashioned way, at close range, or fling it at geaup
to forty feet away.

It is hard to be sure who would produce a waap
like this. it's expensive, complex and highly
advanced, yet barbaric and more than a little.silly
Perhaps there are wealthy oddballs out there wha ar
little too hung up on Norse mythology, or perhaps
there are advanced civilizations that have always
loved chucking hammers at people.

Self-Returning Hyperdense Ball

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 355 Units

Tentative Purchase DC:15

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 20 feet

“To Hit” Bonus: +2

Magazine: 25

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+2 Bludgeoning (18-20 x2)

Weight: 5 pounds (3 tons if the antigravity motor
fails)

Armor Class: 9 (18 in the air)

Hardness: 15

Hit Points: 60

DC required to break this item with a Strength

Roll: 35 (13 to break the antigravity motor)
Special: Can only be lifted because of its onboard
anti-gravity generator. When the power cell ruas o
the weapon becomes impossible for anyone with a
Strength of less than 50 to move.
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: A black plastic sphere, a little smaller
than a soccer ball. This is a high-tech variatiorthe
oldest human weapon. You hurl it at the target &k
big rock. It has a core of hyperdense matter and
would be far too heavy to lift if it didn't have anti-
gravity generator built in. It also has a smaHbmard
targeting computer that guides it to the targed, thien
back to the person who threw it. The ball has a
gigantic mass, even though it effectively weighs
nothing. It strikes the target with a huge amount o
momentum and has to be carefully decelerated on its
way back to the user.

The antigravity generator can run almost
indefinitely when the ball is just being carriedand,
but in combat it has only enough power for about 25
uses (the deceleration process drains it badiyunk
on a special, oddly-shaped power cell which isn't
compatible with any other weapons. Changing the
battery is an involved process, which requiresoikio
and takes three rounds of continuous concentration.

If the antigravity engine runs out of powee thall
will settle gently to the ground and sit there,
immovable, until somebody replaces its power cell.

Flying Guillotine

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 325 Units
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Tentative Purchase DC:14 (usually illegal)
Required Proficiency: Exotic Weapons-Ranged
(Also works with any other flying Hyperwire weapon)
Handed: Requires 1 hand to use

Range Increment: 20 feet

“To Hit” Bonus: +2

Magazine: 25

Rate of Fire: Once per round

Damage:2d6 Slashing (16-20 x4)

Weight: 1 pound

Armor Class: 9 (18 in the air)

Hardness:5

Hit Points: 5

DC required to break this item with a Strength

Roll: 25 (13 to break the antigravity motor)

Special: Vorpal. On a critical hit, this weapon will
sever the target's head from their body. This do¢s
work on creatures that do not have heads, anckat th
DM's discretion there may be targets who suffer no
particular ill effect from having their heads ciit o
(robots, for example, or zombies).
AccessoriesEnergy Cell (1/2 pound, costs 30 units,
oddly shaped, not compatible with most other
weapons and equipment)

Description: A smooth ceramic pod with a line down
the middle. Fling it, and its antigravity motor ds it
smoothly through the air toward target. Halfwagreh
it seperates into two halves, about three-feetapar
with a monofilament wire between them. Once & hit
the target, reaches the end of its range, or samses
object in front of it which it can't cut througling unit
shaps back together and returns to the wieldend.ha
It takes some practice to use without hurting yelirs
It is possible to attack the unit in the air, datAC is
high enough to make this discouragingly difficult.
Our best advice is to spare the effort and dudkerd@
is only a limited market for this item, but it reims
popular with those keen on collecting heads.

Hyperwire Web-Pod

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 360 Units

Tentative Purchase DC:15 (usually illegal)
Required Proficiency: Exotic Weapons-Ranged
(Also works with any other flying Hyperwire weapon)
Handed: Requires 1 hand to use

Range Increment: 20 feet

“To Hit” Bonus: +2

Magazine: 30

Rate of Fire: Once per round

Damage:4d6+4 Slashing (16-20 x4)

Weight: 2 pounds

Armor Class: 13 (18 in the air)

Hardness:5

Hit Points: 5

DC required to break this item with a Strength
Roll: 25 (13 to break the antigravity motor)
Special:Improved Vorpal Weapon. On a critical hit,
this weapon will sever the target's head from their
body. If the target does not have a head, or fuffer

particular ill effect from having their head cuf,dhe
monofilament has instead cut them into two or more
pieces. There may still be a few creatures (irmegl
beings, for example) who can survive this, at th&D
discretion.

AccessoriesMiniature Energy Cell (1/2 Opound,
costs 30 units)

Description: A smooth metallic oval. When flung at
the target it separates into six floating antigsavi
modules, connected by a web of ultra-strong, ultra-
sharp monofilament wire, no thicker than a single
molecule. A direct hit from this device will redujcest
about any medium-sized opponent to neat little
chunks. Any target wearing armor made from a
material with a hardness greater then 20 will edte
break the wire and ruin the device. Whether ortimet
device hits the target, it will snap back togetiued
return to the user's hand. If the device is brpken
may damage the user. Roll a ranged touch attaek at
+2 bonus. If it hits, the user catches themselves o
stray piece of wire and loses 1d6 hp. The Web-$od’
guidance system is confused by targets that agebig
than "Large" in size and it can't be persuadedtszia
them.

Self-Returning Hyperspeed Balll

Size: Tiny (+4 bonus to conceal with a “sleight of
hand” roll)

Cost: 350 Units

Tentative Purchase DC:14

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 40 feet

“To Hit” Bonus: --

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:1d4+2 Bludgeoning (18-20 x2) or 1d4+2
Nonlethal

Weight: 1 pound

Armor Class: 13 (23 in the air)

Hardness: 6

Hit Points: 5

DC required to break this item with a Strength
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Roll: 15 (13 to break the antigravity motor)

Special: Returns to your hand after making an attack
and can be used again on the next round.
AccessoriesMiniature Energy Cell (Weighs 1/10
pound, costs 30 units, is oddly shaped and
incompatible with most other weapons, except
possibly for certain types of bolas and other spher
throwing weapons, at the DM's discretion)
Description: A little round plastic ball, about the size
of a jawbreaker. It contains a small antigraviiyton
and a very simple guidance system, which returas th
device to your hand after it hits something. The
antigravity motor makes it go very fast once you
launch it at the target and it hits with tremendous
force. It can break ribs, rupture organs and punch
holes in walls. By taking a Standard Action you can
reset the ball to do only Nonlethal Damage. Reéptac
its battery is much more involved. The ball wilush
down and refuse to perform before it's antigravity
module wears out, which will prevent you from
getting into any embarrasing mishaps when the
hyperdense matter assumes its real weight. To open
the ball and switch out its used power cell forea/n
one takes three full rounds.

CUEe®

Flying Buzzsaw Blade

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 285 Units

Tentative Purchase DC:14 (usually illegal)
Required Proficiency: Martial-Ranged

Handed: Requires 0 or 1 hand to use

Range Increment: 30 feet

“To Hit” Bonus: --

Magazine: 50

Rate of Fire: Once per round

Damage:2d4+3 Slashing (18-20 x3) Ignores up to 3
points of Hardness or Damage Resistance

Weight: 2 pounds

Armor Class: 9 (18 in the air)

Hardness:5

Hit Points: 3

DC required to break this item with a Strength

Roll: 14 (13 to break the antigravity motor)

Special: Returns to your hand after making an attack
and can be used again on the next round.
AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: The flying Buzzsaw Blade is popular

with psychopaths, mad scientists and the occasional
race of depraved invaders. It has little markesiolat
these venues.

Flying Three-Bladed Chainsaw

Size:Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 300 Units

Tentative Purchase DC:14 (usually illegal)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 20 feet

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:3d12 Slashing (18-20 x4) Ignores up to 3
points of Hardness or Damage Resistance

Weight: 15 pounds

Armor Class: 7

Hardness:9

Hit Points: 5

DC required to break this item with a Strength

Roll: 13

Special:-2 to any attempt to find this weapon with a
"Search" roll.

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: Antigravity technology meets antisocial
personality disorder. This rude weapon looks diket
three chainsaws pointing out from each other in
different directions. You hurl it at your enemies (
your hapless victims, as the case may be) aniest fl
spinning through the air toward them. The look of
stunned disbelief on their faces as they see itlivwhi
toward them is almost as satisfying as the souritd of
chewing through their bones.

The Triparite Blade

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: Not usually for sale, might fetch up to 25,000
Units if sold on the black market.

Tentative Purchase DC:N/A (not usually possible to
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buy)
Required Proficiency: Exotic Weapons, Missile

Handed: Requires 1 hand to use

Range Increment:40 feet

“To Hit" Bonus: +2

Rate of Fire: Each weapon can only be thrown once,
but you can launch as many of them as you have
attacks

Damage:1d12 Slashing (18-20 x2)

Weight: 3 pounds

Armor Class: 7

Hardness: 20

Hit Points: 60

DC required to break this item with a Strength

Roll: 45

Description: A three-bladed crystalline weapon,
unnaturally hard and sharp. It can be used asdzdl
melee weapon or flung like a missile weapon with th
same weapon proficiency. It does not conduct
electricity, is not subject to rust or corrosiotaaks

and is much more durable than any metal bladi. If
is thrown at a target and misses, it will returryaar
hand like a boomerang (but only if you have the
Weapon Proficiency). If an unskilled user tries to
throw this weapon, they must make a Reflexes Saving
Throw vs. DC 13 to keep from wounding themselves
for 1d4 damage.

Whirligig

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 800 Units

Tentative Purchase DC:17 (Often Unavailable)
Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 30 feet

“To Hit” Bonus: +2

Magazine: 10

Rate of Fire: Once per round

Damage:2d6 Slashing (15-20 x4)

Weight: 2 pounds

Armor Class: 9

Hardness:5

Hit Points: 3

DC required to break this item with a Strength
Roll: 40

Special:Improved Vorpal Weapon. On a critical hit,
this weapon will sever the target's head from their
body. If the target does not have a head, or fuffer
particular ill effect from having their head cuf,dhe

whirligig has instead cut them into slices. Thery
still be a few creatures (totally amorphous beiffigs,
example) who can survive this, at the DM's disoreti
Description: This diabolical little weapon consists of
a small central globe, with three disks whirlinguard
it at a distance of about three feet. The whirtiraks
are connected to the central sphere with monofifeme
wire, hundreds of times sharper than the sharpest
razor. The whirligig floats across the battlefiatda
rate of 60 feet per round and responds to the wisld
commands (it comes with a tiny remote control that
can be easily operated with one hand).

Whomp-Disk

Size: Small (no bonus or penalty to conceal with a
“sleight-of-hand” roll)

Cost: 750 Units

Tentative Purchase DC:17

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 50 feet

“To Hit” Bonus: --

Magazine: 45

Rate of Fire: Three attacks per round

Damage:1d8 Bludgeoning (20 x2)

Weight: 1 pound

Armor Class: 9 at rest, 23 when in flight.
Hardness:5

Hit Points: 5

DC required to break this item with a Strength

Roll: 17

Description: A lightweight plastic disk a little bigger
than a saucer. You can carry it or leave it flugjust
above your right wrist, spinning in place (it camttiis
indefinitely). On command, the disk will fly out,
smack up to four opponents and return to your hind.
is possible to attack the disk in mid-flight, bdit o
course its Armor Class is pretty high. The Whomp-
Disk can also be set to protect you in your sleep,
although it can't really tell friend from foe andlw
simply attack anyone who comes within range. It
takes a few seconds of concentration to set thetalis
sleep-protection mode, so you can't do it while ol
being knocked unconcious. When it attacks byfitsel
the disk has a Ranged Attack Bonus of +3.

Whomp-Ball

Size: Diminutive (+8 bonus to conceal with a “sleight
of hand” roll)

Cost: 650 Units

Tentative Purchase DC:16

Required Proficiency: Simple

Handed: Requires 1 hand to use

Range Increment: 60 feet

“To Hit” Bonus: --

Magazine: 60

Rate of Fire: Four attacks per round
Damage:1d6 Bludgeoning (19-20 x2)
Weight: 1 pound

Armor Class: 13 at rest, 24 when in flight.
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Hardness: 4

Hit Points: 1

DC required to break this item with a Strength

Roll: 14

Description: A small plastic ball, soft and rubbery to
the touch. It contains an antigravity engine miacd
some kind of soft and flexible synthetic material,
which only needs to have its battery replaced once
every ten years or so.

The ball responds to thought-commands and can
attack any four targets within forty feet in a $eng
round. At the end of every round in which it akisdt
returns to the user's hand. If it were somehow
intercepted in mid-flight, whoever took it would be
able to use it themselves on the next round.

The Whomp-ball can be instructed to protect it
user in their sleep, attacking anyone (friend,doe
hotel maid) who comes within 60 feet. You canrait s
it to sleep mode while you are in the act of falin
unconcious, but you could instruct ahead of timgao
into sleep mode if it senses that you have lost
conciousness (this could be either a very wise noove
a very foolish one—it will attack paramedics, too).

When it attacks by itself, the ball has araglt
Bonus of +4.

Hoberman's Deadly Sphere

Size: Small when collapsed (No bonus or penalty to
conceal with a “sleight of hand” roll), Large when
fully expanded (-8 penalty to conceal with a “sheig
of hand” roll)

Cost: 500 Units

Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Exotic Weapons-Ranged
Handed: Requires 1 hand to use

Range Increment: 10 feet

“To Hit" Bonus: Ignores Armor

Rate of Fire: Once per round

Damage:From 1 to 7d6 Slashing-- see description
Weight: 1 pound

Armor Class: 9

Hardness: 15

Hit Points: 10

DC required to break this item with a Strength
Roll: 25

AccessoriesNone Known

Description: A folded-up spherical armature, about
the size of a baseball. When flung at a a taitget,
unfolds itself, opening up into a round metal
framework that is big enough to fit a man's torso
inside.

The ball drops over the target, engulfingrtheiad
or their upper body. Then it folds back in onlitsét
can fold up a little and do just a die of damagé or
can fold up all the way and do its full seven dice
anywhere in between.

Once the ball has someone trapped insidanit ¢
automatically do up to its full number of dice b,
spaced out over as many rounds as the wielder likes
So, for example, it could do one die of damagé¢o t
victim on the first round and then six dice on the
second. Or it could do two dice of damage on the
first, second and thrird rounds and then just an¢he
next. The only way to keep from taking the damage
to escape the device's clutches, which requires a
Strength Roll vs DC 25 or an Escape Artist rollDE
27.

The sphere's ability to dole out painful damag
slowly, over a period of time, makes it an ideal to
for interrogations, if you're some kind of a sadist
freak.

Futuristic Muscle-Powered Ranged Weapons

Bows, arrows, slings and their variants have semadkind well for the past 25,000 years. They hawied out yet,
nor have we stopped trying to improve them. Pesltlais technology will continue to advance into digtant future,
and muscle powered weapons will be seen alongaseéed and gaussguns in the arsenals of tomorrow.

Slingshots

An often overlooked variation on the bow, a slirgstan be a serious weapon if it's made from tgetnnaterials.
Even now, in the early 21st century, surgical tghian be used to make slingshots that carry enfough to be
dangerous at close range and in the future herenatye plastics with more elastic strength thay present-day

material.

Small, cheap, easy to conceal and quick to aidingshot can also have a surprising amount of stgppower,
particularly when you use it to launch a hand gden&lingshots can also be used to fire any ofi#ines listed in the

section on dart guns, at no penalty.
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Heavy Slingshot

Size: Small (No bonus or penalty to conceal with a
“sleight of hand” roll)

Cost: 30 Units

Tentative Purchase DC:5

Required Proficiency: Simple

Handed: Requires 2 hands to use

Range Increment: 80 feet

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+1 Bludgeoning (20 x2) or per special
load.

Weight: 2 pounds

Armor Class: 9

Hardness: 1

Hit Points: 1

DC required to break this item with a Strength
Roll: 12

Description: An even more powerful futuristic
slingshot. It uses super-elastic, super-strongnpet
tubing to launch its projectiles. This model is tog
to fit conveniently in a street-urchin's back-pdckk
is worn on a kind of metal brace which fits around
your wrist. It's a dangerous weapon when launching
rocks or steel ball bearings but it can also bel tise

Advanced Materials Slingshot launch any of the darts or hand grenades listéisn

Size: Small (No bonus or penalty to conceal with a book. Use the slingshot's range rather than titeoda
“sleight of hand” roll) the grenade's range when you launch one.

Cost: 15 Units

Tentative Purchase DC:4

Required Proficiency: Simple

Handed: Requires 2 hands to use

Range Increment: 60 feet

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Bludgeoning (20 x2) or per special
load.

Weight: 1 pound

Armor Class: 9

Hardness: 1

Hit Points: 1

DC required to break this item with a Strength

Roll: 12

Description: The future of the slingshot, it launches
its missiles with an elastic tubing material thas tfer
more strength and resilience than anything in use
today. It can do real damage to a target at asingy
good range, and can also be used to launch amgof t
darts or any of the grenades listed in these riiles.
stats listed above assume that the weapon is firing
steel ball bearing, but there are of course nooénd
things you might use. A rock does slightly less
damage (1d4) while a glass bottle acts as a Splash-

effect weapon, doing 1d4 Slashing damage to the Improvised Slingshot
target and one point to anyone within a five feutius Size: Tiny (+4 bonus to conceal with a “sleight of
who fails a Reflexes Save vs. DC 15. hand” roll)

Cost: 5 Units to make yourself
Tentative Purchase DC:2 (for the materials required
to make one)

108



Required Proficiency: Simple while its frame could be made from any sort ofdigi

Handed: Requires 2 hands to use plastic or metal.

Range Increment 40 Feet We have assumed that most of the futuristic
“To Hit” Bonus: -- slingshots listed here are made from materials
Magazine: 1 specially crafted to be ideal for the job (laminate
Rate of Fire: As many times as the wielder has composite resins with just the right amount ofregtl
attacks and give, superelastic polymers, etc.) This omedde
Damage:1d4 Bludgeoning (20 x2) Or per special from whatever its builder could scavenge, so itstide
load. have anything like the same range and stopping
Weight: 1 pound power.

Armor Class: 9 Most commonly seen in the hands of post-
Hardness: 1 apocalyptic survivors, street gangs might alsoycarr
Hit Points: 1 slingshots like this, if no better weapons are latde.
DC required to break this item with a Strength If a PC would like to make one, let them gathe
Roll: 10 some appropriate materials together and make a
Accessories:- "Repair"” skill roll vs. DC 15.

Description: A crude slingshot, made from whatever
materials are available. Surgical tubing or oliober
tires are the likeliest materials it might usedtastic,

Bows and Arrows

Decadent or tradition-bound societies might applyaaced technology to bows and arrows. And they naae
broader uses in a futuristic setting than for gltatial combat and ceremonial hunts. Bows andwareaxtually have
some surprising advantages on the post-modermefigtfl They are quiet and leave no chemical ergnsignature
for sensors to pick up. They have excellent patietr against body armor and in the hands of acserfitly skilled
marksman their range is comparable to firearmsneSarmies might use bows and arrows as a kindwtéach,
stealthy grenade launcher and design arrows tipdoas; or carry gas weapons or electroshock dewical sorts of
other odd effects (especially if these culturesbégeon comic books).

We have listed four sample futuristic bows for ymre, along with a wide selection of strange teglows. You want
a Sonic Screamer Arrow? We've got it. A Boxing\@l Arrow? I'm afraid we've got that too

Damage:Usually 1d6 (20 x3) Piercing (but see
individual arrows)

Weight: 3 pounds

Armor Class: 9

Hardness:5

Hit Points: 10

DC required to break this item with a Strength

Roll: 18

AccessoriesArrow (Weighs 3 pounds per 20 arrows,
costs 10 for a set of 20)

Description: A composite bow, made out of synthetic
materials that give it greater force and flexibtitgan
any bow from our own epoch. This is how an
advanced civilization that really cares about arghe

Advanced Materials Composite Bow would craft a bow.

Size:Large (-8 penalty to conceal with a “sleight of

hand” roll)

Cost: 1,000 Units Advanced Materials Shortbow

Tentative Purchase DC:18 Size: Medium (-4 penalty to conceal with a “sleight of
Required Proficiency: Martial-Ranged hand” roll)

Handed: Requires 2 hands to use Cost: 300 Units

Range Increment:120 Feet (but can be less with Tentative Purchase DC:14

certain arrows) Required Proficiency: Martial-Ranged

“To Hit” Bonus: - ) _ Handed: Requires 2 hands to use

Rate of Fire: As many times as the wielder has Range Increment: 75 Feet (but can be less with
attacks certain arrows)

10¢



“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:Usually 1d6 (20 x3) Piercing (but see
individual arrows)

Weight: 3 pounds

Armor Class: 9

Hardness:5

Hit Points: 10

DC required to break this item with a Strength

Roll: 18

AccessoriesArrow (Weighs 3 pounds per 20 arrows,
costs 10 for a set of 20)

Description: A shorter, cheaper bow, made for casual
enthusiasts rather than professional bowhunters. It
doesn't have the same pull and is far easier toltise
also doesn't have anything like the range of dyreal
high-end weapon, but then again it's not intended t

Advanced Materials Bow, Lightweight
Size:Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 500 Units

Tentative Purchase DC:15

Required Proficiency: Martial-Ranged

Handed: Requires 2 hands to use

Range Increment: 100 Feet (but can be less with
certain arrows)

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:Varies, according to what kind of arrow it
fires. Usually 1d6 Piercing (20 x3)

Weight: 2 pounds

Armor Class: 9

Hardness:5

Hit Points: 10

DC required to break this item with a Strength

Roll: 18

AccessoriesArrow (Weighs 3 pounds per 20 arrows,
costs 10 for a set of 20, other arrows have their o
individual costs and weights, see individual ligih
Description: A lighter bow, intended for lengthy
excursions, where weight is at a premium. It
sacrifices some range to be easy to carry, bsitiuilt
from the same advanced materials technology as the
"Advanced Composite Bow" and like it is intended fo
serious hunters and outdoorsmen, rather than casual
hobbyists.

Advanced Materials Bow, Ultraheavy
Size:Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 1,200 Units

Tentative Purchase DC:18

Required Proficiency: Martial-Ranged

Handed: Requires 2 hands to use

Range Increment: 150 Feet (but can be less with
certain arrows)

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:Usually 1d6+1 (20 x3) Piercing (but see
individual arrows)

Weight: 6 pounds

Armor Class: 8

Hardness: 6

Hit Points: 12

DC required to break this item with a Strength

Roll: 25

Special: Does an extra +2 points of piercing damage,
whatever arrow it is firing.

AccessoriesArrow (Weighs 3 pounds per 20 arrows,
costs 10 for a set of 20)

Description: A monster bow, intended for creatures
with greater than human strength to use. Anyortle wi
a Strength of less than 16 will use this weapam-4t
penalty. Anyone with a Strength of less than IPtca
even attempt to use it (they can't draw the bong}ri

It isn't built to the same standard as some obther
bows listed here, so it doesn't get quite as mfieh o
range bonus as it otherwise might.

Advanced Materials Bow, Masterpiece
Size:Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 5,000 Units (if you can find one at all)
Tentative Purchase DC:23 (Often Unavailable)
Required Proficiency: Martial-Ranged

Handed: Requires 2 hands to use

Range Increment:170 Feet (but can be less with
certain arrows)

“To Hit” Bonus: +2

Rate of Fire: As many times as the wielder has
attacks

Damage:Damage:Usually 1d6+1 (20 x3) Piercing
(but see individual arrows)

Weight: 3 pounds

Armor Class: 9

Hardness: 6

Hit Points: 11

DC required to break this item with a Strength

Roll: 19

AccessoriesArrow (Weighs 3 pounds per 20 arrows,
costs 10 for a set of 20)

Description: A truly superb weapon, built with the
very best materials available, no time constraints
no concern for expense. This is the kind of weapon
very wealthy expert bowhunter from a technologicall
advanced civilization might have specially madexby
hand-picked team of design experts, or that the mos
exalted heroes of a culture that reveres the baytmi
wield. If there are space-elves in your campaigul (a
they aren' all using silly "energy bows") thighe
weapon that their king uses.

Advanced Materials Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 10 Units (set of 20)
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Tentative Purchase DC:3

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment: Same as the bow it is being fired
from

“To Hit" Bonus: +1

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+1 Piercing (20 x3)

Weight: 20 arrows per 3 pounds

Armor Class: 9

Hardness:5

Hit Points: 1

DC required to break this item with a Strength

Roll: 13

Description: An arrow made from futuristic plastics,
far lighter, far stronger and with far less airisemnce
than any arrow from our own epoch. This is how a
starfaring civilization might construct them.

Spent Uranium Arrowhead

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 20 Units (set of 20)

Tentative Purchase DC:4

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment: Same as the bow it is being fired
from, minus ten feet

“To Hit" Bonus: +2 vs. AC from armor. Does not
apply to Dex-based AC.

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+2 Piercing (18-20 x3), Ignores 10
points of Hardness or Damage Resistance.
Weight: 5 arrows per 3 pounds

Armor Class: 9

Hardness:5

Hit Points: 1

DC required to break this item with a Strength

Roll: 14 (Arrow itself is DC 12)

Description: An arrow with an armor-piercing head, it
is especially good for use against vehicles.

- ==
Arrow With Hypersharp Head

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 30 Units (set of 20)

Tentative Purchase DC:5

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment: Same as the bow it is fired from
“To Hit" Bonus: +2 vs. AC from armor. Does not
apply to Dex-based AC.

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+3 Piercing (17-20 x4)

Weight: 20 arrows per 3 pounds

Armor Class: 9

Hardness:5

Hit Points: 1

DC required to break this item with a Strength
Roll: 15 Arrow itself is DC 12)

Description: An arrow with a head edged in
monofilment wire. This gives it a cutting surface
which is one one molecule thick--far sharper than t
sharpest possible arrowheads made with conventional
materials. But be careful when fishing this oneaiu
your quiver!

Exploding Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 450 Units

Tentative Purchase DC:15

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:Half that of the bow it is fired

from

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x3), plus 5d6 Bludgeoning
to anything in a 5-foot radius

Weight: 10 arrows per 3 pounds

Armor Class: 9

Hardness: 1

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Description: For all those of you who feel that they
never should have canceled the Dukes of Hazard, we
present this handy item. An exploding arrowhead,
packed with a lightweight plastic explosive substan
that takes up far less weight and volume than
dynamite or TNT. This allows the arrow to be only
slightly heavier than and to have nearly as munlgea
as a normal shaft. It does 5d6 damage to anythiag
five-foot radius. A Reflexes Saving Throw vs. DC 20
halves the damage. If the arrow has hit its tafget
the target isn't allowed to make a Saving Throw—the
arrow is already stuck in them so they can’t getabu
its way.

Exploding Arrow, Fragmentary

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 460 Units

Tentative Purchase DC:15

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:Half that of the bow it is fired
from

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x3) to the target plus an
extra 5d6 Piercing to anything in a 5-foot radius
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Weight: 10 arrows per 3 pounds

Armor Class: 9

Hardness: 1

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Description: A crueler version of the exploding
arrow. This one is filled with lightweight metal
shrapnel and does damage to anything in the target’
vicinity. A Reflexes Saving Throw vs. DC 20 halves
the damage (although the arrow’s specific target is
allowed to roll).

Exploding Arrow, Flechette

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 475 Units

Tentative Purchase DC:15

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:Half that of the bow it is fired
from

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:See description

Weight: 10 arrows per 3 pounds

Armor Class: 9

Hardness: 1

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Description: An exploding arrow packed with razor-
sharp darts, it's heavier and slower than a stendar
arrow and doesn't have nearly as much range. On
impact, it does 6d6 Piercing damage to anything
within a 5-foot radius. A Reflexes Saving Throw vs
DC 20 halves the damage (the arrow’s specific targe
isn't allowed to make a saving throw). There reall
isn't much use for this item apart from murder and
some extremely unsportsmanlike kinds of hunting, so
they're usually illegal and hard to find. Thereyrbe

a few odd cultures that use them in a military cétpa
or others where mutilating wildlife is regardedsas
jolly laugh.

Exploding Arrow, Shaped Charge

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 465 Units

Tentative Purchase DC:15

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:Same as the bow it is being fired
from, minus ten feet

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (17-20 x3), plus 5d6
Bludgeoning in a 25 foot cone. The Bludgeoning
damage ignores up to 10 points of Hardness or
Damage Resistance.

Weight: 10 arrows per 3 pounds

Armor Class: 9

Hardness: 1

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Description: An exploding arrow designed especially
to penetrate armor. It does its area-effect darimage
short cone, instead of a sphere. A Reflexes Saving
Throw vs. DC 20 halves the damage from the
explosion. If the arrow was shot into a specifigéa,
the target isn't allowed to make a saving throw.

Acid-Filled Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 600 Units

Tentative Purchase DC:16

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:1/3 the range of the bow it is fired
from

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x3), plus 2d6 Caustic
damage per round for 1d6 rounds (or until the &cid
somehow cleaned off or neutralized).

Weight: 20 arrows per 3 pounds

Armor Class: 9

Hardness: 0

Hit Points: 1

DC required to break this item with a Strength

Roll: 8

Description: This truly mean-spirited arrow is
designed to shatter on impact and spray the tavitjet
acid. Heavy and poorly balanced, it sacrifices a
certain amount of range and accuracy to carry its
caustic load. The acid is stored in the shaftctvig
carefully scored so as to shatter on impact wirex fi
from a bow, but not break apart when hastily grabbe
out of a quiver. A splash attack weapon, it dtes i
full load of damage to the target and 1 point of
damage to anyone else within a five foot radius. A
Reflexes Saving Throw vs. DC 20 negates the splash
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damage.

Variable Metal Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 1,000 Units (if one can even be found--in most
places, this is at least the equivalent of a minor
Artifact)

Tentative Purchase DC:18 (Often Unavailable)
Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:Same as the bow it is fired from
“To Hit" Bonus: +3

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (18-20 x3) or 2d6 Nonlethal,
ignores armor, ignores Hardness and Damage
Resistance, makes a Ranged Touch Attack.
Weight: 5 arrows per 3 pounds

Armor Class: 9

Hardness: 10

Hit Points: 5

DC required to break this item with a Strength
Roll: 30

Description: An arrow made from super-advanced
variable metal. It can adjust its own moleculansity
and pass harmlessly through solid objects. Itatsm
materialize inside them. It can hit objects ondtieer
side of walls or pass though a target's armor &nd h
them from the inside. It can also partially
rematerialize and do nonlethal damage, disruptiag t
target's system without actually piercing theisfie
This is one of the few attacks that might do ndraet
damage to robots (at the DM's discretion).

Force-Projection Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 100 Units

Tentative Purchase DC:10

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:Same as the bow it is fired from
“To Hit" Bonus: +3

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+2 Piercing (18-20 x3)

Weight: 20 arrows per 3 pounds

Armor Class: 9

Hardness: 1

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Special:Ignores up to 10 points of Hardness or
Damage Resistance

AccessoriesMiniature Energy Cell (1/20 pound,
costs 30 units)

Description: An strangely balanced metal arrow with
a force-field projection nozzle where the arrowhead
should be. When launched from a bow it creates an

arrrowhead-shaped force field, tougher and sharper
than any blade made from ordinary matter. The
arrow's excessive weight and awkward balance limit
its range, but its stopping power is unequalleduns
on a long narrow power cell which fills up its ghalt

is possible to collect and reuse the arrow once you
have fired it, but the power cell will have to be
replaced. This takes a full round and requiresilh sk
roll vs. DC 13 (probably Repair, but of course Did
can decide what skill would be appropriate to the
campaign).

Robot Disrupter Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 110 Units

Tentative Purchase DC:10

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:1/3 the range of the bow it is fired
from

“To Hit" Bonus: +2 vs. Robots

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 piercing (18-20 x3) +1d6 Electrical vs.
most targets. Does an additional 5d8 Electrical
damage to robots and other sentient machines.
Weight: 5 arrows per 3 pounds

Armor Class: 9

Hardness: 1

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

AccessoriesMiniature Energy Cell (1/20 pound,
costs 30 units)

Description: A heavy, stubby, poorly balanced arrow
that contains a Robot Disrupter module, powered by
special long, thin battery. This weapon reallyyonl
lends itself to a few unlikely battlefield scenatigso

it's likely to be rare and difficult to find, unlegou
make them yourself.

Electroshock Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 455 Units

Tentative Purchase DC:15

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:1/3 the range of the bow it is fired
from

“To Hit" Bonus: +2 vs. Metal Armor Only

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 piercing (20 x3) +2d6 electricity
Weight: 20 arrows per 3 pounds
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Armor Class: 9

Hardness: 1

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

AccessoriesMiniature Energy Cell (1/20 pound,
costs 30 units)

Description: A stubby, oddly balanced arrow with a
power-cell built into the shaft. It delivers a gt
electric shock to the target, in addition to doitsg
regular damage. A character who has the ability to
deflect arrows with their bare hands (a D&D Monk,
for example) will still take the electrical damage.
Won't they look silly grabbing this one out of el

™

-

Boxing Glove Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 10 Units

Tentative Purchase DC:3

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment: Same as the bow it is being fired
from, minus twenty feet

“To Hit" Bonus: -1

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 nonlethal (20 x2)

Weight: 5 arrows per 3 pounds

Armor Class: 9

Hardness:5

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Description: A weird short-range arrow with a large,
soft bulb at one end instead of a standard arrodvhea
Even when made from the lightest, strongest arsl lea
air-resistant materials that futuristic technology
dream up, this is still a clumsy object to launanf a
bow. It is just about the only non-lethal arrowsre
devised.

Poison Gas Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 510 Units

Tentative Purchase DC:

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:Half that of the bow it is fired
from

“To Hit” Bonus: -1

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x3) plus a gas attack that
does 1d10 damage to living creatures in a 5 foot

radius. A Fortitude Saving throw vs. DC 18 reduces
the damage from the gas attack by half .Wearingegsom
kind of breathing apparatus negates it entirely.
Weight: 20 arrows per 3 pounds

Armor Class: 9

Hardness:0

Hit Points: 1

DC required to break this item with a Strength

Roll: 8

AccessoriesAntidote Vial (1/20th Ib, costs 150
Units, holds 2 doses, negates effect of gas iuddp
Description: It is difficult to find room on an arrow to
load a gas-weapon delivery system. Yet that doesn’
stop designers from trying. This one stores tige ga
and a propellant in two separate chambers in taft sh
and mixes them on impact. It's bulky, slow, deica
and expensive.

Arrow With Sleep Drug

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 25 Units (set of 20)

Tentative Purchase DC:

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment: Same as the bow it is fired from
“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x3) plus sleep drug. See
description for more details

Weight: 20 arrows per 3 pounds

Armor Class: 9

Hardness:5

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

AccessoriesAntidote Vial (1/20th Ib, costs 100
Units, holds 2 doses, negates effect of the drig4n
rounds)

Description: This arrow has been loaded with a
powerful anesthetic. In addition to taking 1d6ma¥
damage from the arrow itself, the target must nzake
Fortitude save vs. DC 20 or fall unconscious for 19
Con hours (so a character with a Con of 15 would be
unconscious for 4 hours, a character with Con 10
would be unconscious for 9 hours and so forth)e Th
arrow itself is made from synthetic materials far
superior to fiberglass or wood and has outstanding
range and accuracy.

Arrow With Pain Drug

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 30 Units (set of 20)

Tentative Purchase DC:

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment: Same as the bow it is fired from
“To Hit” Bonus: --
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Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x3), also does 1d6
nonlethal damage per round to live targets (a
Willpower Saving Throw vs. DC 21 halves the
damage, but the target must roll each round) The
target will continue to take nonlethal damage until
they make two Saving Throws in a row (on
subsequent rounds) or else fall unconscious. Targe
suffers a —4 to their attack and skill rolls on aoynd

in which they fail their Willpower Saving Throw.
Weight: 20 arrows per 3 pounds

Armor Class: 9

Hardness:5

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Special: Once struck, the target must make a Fortitude
Saving Throw vs. DC 20 or be Stunned (as per the
Monk special attack), and unable to take any adton
one round.

AccessoriesAntidote Vial (1/20th Ib, costs 150
Units, holds 2 doses, negates effect of the drug in
round)

Description: This arrow has been coated with a drug
that causes the target horrendous pain. Like most
poisoned or drugged arrows, the pain-inducing agent
has been painted around the shaft, rather thalmeon t
arrowhead. This helps to prevent awkward moments
when you reach hastily into your quiver and nick
yourself on an arrowhead.

Arrow With Blinding Drug

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 25 Units (set of 20)

Tentative Purchase DC:

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment: Same as the bow it is fired from
“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x3). Also doses the target
with a neural agent that causes temporary blindfiess
they fail a Fortitude Saving Throw vs. DC 15. See
below for details.

Weight: 20 arrows per 3 pounds

Armor Class: 9

Hardness:5

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Special: The target must make a Fortitude Saving
Throw vs. DC 15 or become Blind for 2d12 hours.
Blind characters suffer a 50% chance of missing in
combat (all their targets effectively have full
concealment), lose any Dexterity Bonus they might
have had to their Armor Class, move at half speed,
suffer a -4 penalty on Search checks and both @tren
and Dexterity based skill rolls. All attackers bav+2

bonus to hit the blind character.

AccessoriesAntidote Vial (1/20th Ib, costs 150

Units, holds 2 doses, negates effect of drugin 1-6
rounds)

Description: This arrow has been partly coated with a
drug that affect's the target's optic nerves, causi
temporary Blindness, as per the spell. At the DM's
discretion, it might not work on creatures withyer
different body chemistry from ours. The drug diss
no effect on creatues that don't have eyes.

Arrow With Psychedelic Drug

Size: Medium (-4 penalty to conceal with a “sleight of

hand” roll)

Cost: 20 Units (set of 20)

Tentative Purchase DC:

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment: Same as the bow it is fired from

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has

attacks

Damage:1d6 Piercing (20 x3). Also doses the target

with a potent psychedelic drug. See description fo

details.

Weight: 20 arrows per 3 pounds

Armor Class: 9

Hardness:5

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

AccessoriesAntidote Vial (1/20th Ib, costs 125

Units, holds 3 doses, negates effect of drugin 1-3

rounds)

Description: In addition to taking damage from the

arrow, the target must make Fortitude Saving Throw

vs. DC 20 or suffer the effects of a powerful

hallucinogenic agent. The drug's effects lasBfit2

rounds. Anyone who fails the initial Fortitude $way

Throw must now make a Willpower Saving throw

(DC 18) every round or roll on the following chart.
1Shout insulting and inarticulate threats at no one

for a round, drawing all kinds of negative attentio

from anyone in earshot.

2-4 Do nothing at all for 1 round. Stare passively
off into space, look at the ground or close yowgsey

5-6Mutter random insane gibberish, clap hands,
twitch and engage in other harmless but distracting
crazy behavior for a round, without moving from the
spot where you are standing.

7-9 Throw yourself to ground and take 1 point of
damage. If you roll this result twice in a row you
begin to batter yourself against the ground, takitg
damage per round.

10 Act normally for 1 round. You are not aware
that you have been acting crazy. If attacked while
insane, the victim can defend themselves normally,
but unless they roll a 10 and "act normally”, they
incapable of articulate communication.
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Poison Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 20 Units (set of 20)

Tentative Purchase DC:

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment: Same as the bow it is fired from
“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 piercing (20 x3). Make a Fortitude Save
vs. DC 20 or take 3d8 additional Poison damage.
Weight: 20 arrows per 3 pounds

Armor Class: 9

Hardness:5

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Special:

Description: A high-tech version of one of mankind's
oldest weapons. This arrow is made of special
lightweight flexible polymers with the lowest pdsisi
air resistance. It has superb range and accuvstgr

a few embarrassing accidents, the designers fdwatd t
it was actually far safer to paint a ring of poison
around the shaft, rather than put an injectionesysn
the arrowhead.

Poison Arrow, Extra-Lethal

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 25 Units (set of 20)

Tentative Purchase DC:5 (usually illegal)

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment: Same as the bow it is fired from
“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x3Make a Fortitude Save
vs. DC 20 or take 5d8 damage from poison.
Weight: 20 arrows per 3 pounds

Armor Class: 9

Hardness:5

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Description: A more advanced poison arrow loaded
with a yet more lethal toxin. New advances in
aerodynamics and polymer technology have given it a
lighter, stronger shaft and a smoother airflow than
ever, increasing its range.

Poison Arrow, Superlethal

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 30 Units (set of 20)

Tentative Purchase DC:5 (usually illegal)

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment: Same as the bow it is fired from
“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x3), any living target must
make a Fortitude Save vs. DC 20 or die instantly.
Weight: 20 arrows per 3 pounds

Armor Class: 9

Hardness:5

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Description: An extremely lethal poison arrow,
loaded with a fiendish omnitoxin called Thanataline
Although the chemical engineering required to
produce Thanatoline is pretty sophisticated, thevar
itself is quite simple and the poison delivery eyst
goes back to the stone age. Thanatoline isnhicb
poison and has to be injected directly into théivis
bloodstream. The arrow is therefore painted with a
small ring of the stuff at the end of the shafhisTis
both far simpler and far safer than building sorimel k
of delivery system into the arrowhead. It alsosidte
interfere with the arrow's balance.

Plague Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 15 Units (set of 20)

Tentative Purchase DC:4 (usually illegal)

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:Same as the bow it is fired from
“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x3). Also infects the target
with disease. See description for details.

Weight: 20 arrows per 3 pounds

Armor Class: 9

Hardness:5

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

AccessoriesAntidote Vial (1/20th Ib, costs 150
Units, holds 2 doses, halts the progress of treadis
in 1 hour)

Description: An arrow with a small, plague-filled
capsule in the head, which breaks apart on impatt a
infects the target with a horrendous wasting diseas
The target must make a Fortitude Saving Throw vs.
DC 20 or contract the illness. The infection rezhic
the victim's Constitution by one point every hour,
unless they either make the saving throw (roll once
every two hours), get medical treatment or hit 0
Constitution and die. Within 1d6 minutes of
contracting the illness the target's attack aniirstis
are all reduced by -2.
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Arrow With Flesh-Eating Virus

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 20 Units

Tentative Purchase DC:4 (usually illegal)

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment: Same as the bow it is being fired
from

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 piercing (20 x3), also transmits a flesh-
eating virus that does 1d6 damage per round unatil t
victim either dies or makes a Fortitude Save vs. DC
20.

Weight: 20 arrows per 3 pounds

Armor Class: 9

Hardness:5

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

AccessoriesAntidote Vial (1/20th Ib, costs 275
Units, holds 2 doses, neutralizes virus in 1-3 dsjn
Description: A sealed capsule in the head of this
arrow bursts on impact, releasing a flesh-eatingsvi
that will strip the meat off a man's bones withifew
rounds. The virus has to get into the victim's
bloodstream to be effective. Smearing the fluid on
their skin won't do them any harm.

Incendiary Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 485 Units

Tentative Purchase DC:15

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment: Same as the bow it is being fired
from, minus ten feet

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x3). Also does 1d6 Heat
damage per round for 3 rounds.

Weight: 20 arrows per 3 pounds

Armor Class: 9

Hardness: 4

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Description: An arrowhead packed with a lightweight
plastic thermite compound, it is only marginallyder
and heavier than an ordinary arrowhead and only
reduces the arrow’s range by a relatively small
amount. It ignites on impact, doing an extra déthe
damage per round to the target for three rounds, or
until it is extracted.

Napalm Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 250 Units

Tentative Purchase DC:13

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:Half that of the bow it is fired
from

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 piercing (20 x3). Also does Heat
damage--see description for details.

Weight: 20 arrows per 3 pounds

Armor Class: 9

Hardness: 0

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Description: A thick, heavy arrow filled with a sticky,
flammable substance, not unlike a more advanced
version of white phosphorus. The arrow shatteds an
ignites on impact, covering the target and anydse e
nearby in burning glop. This does an extra 1d6
damage to the target and 1 point of damage to
anything within a five foot radius. A Reflexes say
throw vs. DC 20 negates the Splash Damage, provided
that you use your next movement to leave the fbae-f
radius of effect. The load continues to burn foeé
rounds, doing a d6 of damage to the target and one
point to everything else each round. It cannot be
extinguished with water, sand, or any other method
that relies on taking oxygen away from a flame.

Meltaway Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 40 Units

Tentative Purchase DC:6

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:Same as the bow it is being fired
from, minus ten feet

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6+2 Piercing (20 x3)
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Weight: 30 arrows per 3 pounds

Armor Class: 9

Hardness:0

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Description: An arrow that melts away into nothing a
few seconds after striking the target. This atyual
does worse damage (from hemorrhaging) than an
ordinary arrow and of course leaves no trace of the
murder weapon behind. The materials aren't gsite a
lightweight, strong or as drag-resistant as witimeo
high-tech arrows, so its range isn't quite as far.
Venomous or plague-filled versions may also be
available.

Sonic Screamer Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 500 Units

Tentative Purchase DC:15

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:Half that of the bow it is fired

from

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 piercing (20 x3), plus 3d6 nonlethal
damage to anyone in a 5 foot radius (a Reflexes
Saving Throw vs. DC 20 halves this damage). Also
Deafens anyone in a 10 foot radius if they fail a
Fortitude Saving Throw vs. DC 20. Continues to
scream, causing Deafness and nonlethal damage, for
three rounds.

Weight: 5 arrows per 3 pounds

Armor Class: 9

Hardness:0

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

AccessoriesMiniature Energy Cell (1/20pound, costs
30 units)

Description: A relatively short, stubby arrow with a
tiny sonic screamer grenade built into the shatft.

The screamer goes off on impact, doing 3d6
Nonlethal damage to anyone in a five foot radius an
causing Deafness to anyone within a ten foot raiflius
they fail a Fortitude Saving Throw (DC 20). A
reflexes saving throw allows them to take only fvdlf
the nonlethal damage, but this only works if they
spend an action to move out of the arrow’s radiias t
round.

The screamer continues to shriek and do ritvadle
damage for three rounds, so if you've been hit with
one, it's a good idea to extract it from your flash
quickly as possible.

The designers have done everything in theirgpo
to make this arrow as light and as aerodynamic as
possible, but it's a losing battle with a weapée li
this. The arrow is heavy and awkwardly balanced,

limiting its range.

Psi-Scream Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 650 Units

Tentative Purchase DC:16 (Often Unavailable)
Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:Same as the bow it is fired from
“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x3), plus 4d6 Nonlethal
Damage to every living creature in a 15 foot radaus
Willpower Saving Throw vs. DC 20 negates this
damage)

Weight: 5 arrows per 3 pounds

Armor Class: 9

Hardness:0

Hit Points: 1

DC required to break this item with a Strength
Roll: 10

Description: An oddly-shaped, asymmetrical arrow
made out of what appears to be either some tramnipare
organic matter or half-melted crystal. You camictu
it from a conventional bow with no difficulty. Dgise
its strange shape it still manages to be perfectly
balanced. It's even the right weight. Once it thies
target it gives off a terrible psychic shriek, dpin
nonlethal damage to anyone in the vicinity. Every
living target in a 15 foot radius must make a
Willpower Saving Throw vs. DC 20 or take 4d6
Nonlethal Damage.

Life-Drain Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 750 Units

Tentative Purchase DC:17 (Often Unavailable)
Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:Same as the bow it is being fired
from, minus ten feet

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x3). Living targets also
receive 1-4 negative levels

Weight: 5 arrows per 3 pounds

Armor Class: 9

Hardness: 3

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Description: A strangely shaped black arrow, made
from some unknown metal. It feels cold to the touch
and weirdly light. The product of some bizarreali
psi-technology, it actually drains the target's lif
energy, giving them 1-4 Negative Experience leifels
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it hits them and they fail a Willpower Saving Throw
vs. DC 18. For each negative level, the victinfessf
a -1 Competence penalty on all skill checks, attack
rolls, ablility checks, saving throws and effective
levels. If the character is hit by more than omeva,
the Negative Levels stack. Negative Energy Levels
fade away at a rate of one per eighteen hours. If
target reaches level -1, they die.

Arrow With Brain-Scrambler Toxin

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 25 Units (set of 20)

Tentative Purchase DC:5

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:Same as the bow it is fired from
“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x3), 3d6 Intelligence loss
(a Fortitude Saving Throw vs. DC 20 negates the Sta
loss)

Weight: 20 arrows per 3 pounds

Armor Class: 9

Hardness:5

Hit Points: 1

DC required to break this item with a Strength
Roll: 10

AccessoriesAntidote Vial (1/20th Ib, costs 150
Units, holds 3 doses, negates effect of the drigd0
rounds)

Description: This arrow has been painted with a
neural agent that disrupts higher cerebral funstitin
the victim fails a Fortitude Saving Throw vs. DC 20
they lose 3d6 Intelligence. A character with aima
like intelligence (3 or lower) can still recognittesir
friends and will still follow them around. They ceot
speak or use tools in this condition. Lost ingetice
points return slowly. If the victim doesn't getre®
kind of advanced medical help they will regain just
one point of Intelligence per week.

Frost Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 465 Units

Tentative Purchase DC:15

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:Half that of the bow it is fired
from

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x3) plus 1d6 Cold. See
description.

Weight: 5 arrows per 3 pounds

Armor Class: 9

Hardness:0

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Description: An arrow packed with a quick-freezing
agent, which pops apart and showers the target on
impact. It does normal piercing damage plus an
additional 1d6 Cold damage to the target. It dises
one point of Cold damage to anyone caught inves-fi
foot splash radius (a reflexes saving throw vs.20C
negates the Splash Damage). It then continues to d
1d3 Cold Damage to the target for another three
rounds. It is difficult to fill an arrow with aduid
without distorting its flight performance, and tloise
certainly pays the price for it. It is best usedlzort
range, for it looses accuracy fairly quick.

Glue Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 450 Units

Tentative Purchase DC:15

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment: 1/3 the range of the bow it is fired
from

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x3). Also douses the target
in glue. See description for details of this effec
Weight: 5 arrows per 3 pounds

Armor Class: 9

Hardness: 0

Hit Points: 1

DC required to break this item with a Strength

Roll: 8

Description: An arrow full of a powerful, sticky resin.
It bursts apart on impact, covering the target gltie

In addition to taking damage from the arrow, thgea
suffers a -2 penalty on all attacks and has their
Dexterity effectively reduced by 4. They must
immediately make another Reflexes Saving Throw
(DC 15) to avoid being stuck to the floor. If a
character is is fact glued to the floor, they anehle

to move. Even if they make the second saving throw,
they still only move at half their normal rate. ffee
themselves, they must make a Strength check vs. DC
27, or do at least fifteen points of damage togibe.
Hitting the glue is automatically successful.

Tangleweb Arrow

Size:Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 460 Units

Tentative Purchase DC:15

Required Proficiency: Martial-Ranged
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Handed: N/A

Range Increment:1/3 the range of the bow it is fired
from

“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:Special, see description

Weight: 5 arrows per 3 pounds

Armor Class: 9

Hardness:0

Hit Points: 1

DC required to break this item with a Strength
Roll: 8

Description: A squat, short-range arrow with a

tangleweb load crammed inside. Make a ranged touch

attack, ignoring armor. If the arrow hits the &trgt
bursts open and releases an elastic net, snagng th
with doing any actual damage. The trapped character
suffers a -2 penalty on all attacks, has their Bxtyt
effectively reduced by 4 and moves at half speed. T
free themselves, they must take a full action anklem
either an Escape Artist roll vs. DC 20 or rip theay
loose by making a Strength check vs. DC 25.

Arrow With Paralysis Drug

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 20 Units (set of 20)

Tentative Purchase DC: 4

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:Same as the bow it is fired from
“To Hit” Bonus: --

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x3). Any living target may
also be paralyzed. See description for more detail
Weight: 20 arrows per 3 pounds

Armor Class: 9

Hardness:5

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

Special: The victim must make a Fortitude Save vs.
DC 20 or be paralyzed and helpless, unable to rapve
take any physical actions, (a few weird psionic ey
may still function, at the DM's discretion) for 19-
Constitution hours (so a character with a Con of 15
would be paralyzed for 4 hours, a character with Co
10 would be paralyzed for 9 hours and so forth)
AccessoriesAntidote Vial (1/20th Ib, costs 150
Units, holds 2 doses, negates the effect of thg idrd
round)

Description: An arrow dipped in a potent neural
agent, which produces paralysis in seconds. As wit
most poison arrows, the toxin is actually smeaneal i
ring around the arrow's shatft, just behind the head
rather than on the tip. This helps prevent urgalat
accidents when you drop one on your foot. In it
to taking damage from the arrow, the target must
make a Fortitude Saving Throw vs. DC 20 or be

rendered completely helpless and incapable of gakin
any physical action . Paralyzed characters ate stil
completely aware of their surroundings. And yksyt
can still feel pain.
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Guided Arrowhead

Size: Medium (-4 penalty to conceal with a “sleight of
hand” roll)

Cost: 50 Units

Tentative Purchase DC:7

Required Proficiency: Martial-Ranged

Handed: N/A

Range Increment:Same as the bow it is fired from
“To Hit" Bonus: +3

Rate of Fire: As many times as the wielder has
attacks

Damage:1d6 Piercing (20 x3)

Weight: 20 arrows per 3 pounds

Armor Class: 9

Hardness: 2

Hit Points: 1

DC required to break this item with a Strength

Roll: 10

AccessoriesMiniature Energy Cell (1/20pound, costs
30 units)

Description: A very high-tech variation on bow and
arrow technology, this arrow has a tiny antigravity
engine in its shaft and a flight computer in ita.theA
small laser in the arrowhead marks the target befor
the shaft is launched and the arrow actually hames
on the target as it flies, making course correstias it
goes. The targeting mechanism is completely
contained in the arrow itself-- it can be used vaitly
bow, even a primitive one. The user sights down the
length of the arrow and selects the target withya t
switch near the fletchings.

Energy Bow

Cost: 1,300 Units

Tentative Purchase DC:19 (Often Unavailable)
Required Proficiency: Martial-Ranged

Handed: Requires 2 hands to use

Range Increment: 100 feet

“To Hit” Bonus: --

Magazine: 50

Rate of Fire: As many times as the wielder has
attacks

Damage:2d10 Piercing (19-20 x2)

Weight: 6 pounds

Armor Class: 7

Hardness:5

Hit Points: 5

DC required to break this item with a Strength
Roll: 18

AccessoriesEnergy Cell (1/2 pound, costs 10 units)
Description: Very nostalgic or very tradition-bound
societies may manufacture this curious item. alt's
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energy-weapon in the shape of a bow. The device is
made of some superlight metal, covered in circuitry
and odd blinking lights. It is shaped like a read

bow, but has no string. To fire it, you hold thenbin

the usual manner, and then move your hand as though

plucking an invisible bowstring. A bolt of

tractor/pressor beam energy then shoots out of the
bow. It has somehow been shaped to look a lotike
glowing arrow, but of course it moves so fast ttisit
difficult to make out.

Crossbows and Crossbow Bolts

Crossbows, like muscle-powered bows, might renraimse for centuries as specialized sniper and comiona
weapons. They're quiet and leave no energy sigh&usensors to detect. Nor can a ballistics éxpatch a

particular quarrel to a particular crossbow.

It takes more time and effort to train a crossbapeet than a rifleman, but it may be worth it, aidmce.

I have listed here a number of futuristic crossband a wide variety of special "trick loads". THek bolts are a lot
like the trick arrows listed above, so I'm not gpto count any of them against the total 1,001 wagjin this book.

Advanced Materials Crossbow

Size:Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 350 Units

Tentative Purchase DC:14

Required Proficiency: Martial-Ranged

Handed: Requires 2 hands to use

Range Increment: 130 feet

“To Hit” Bonus: --

Rate of Fire: Once per round

Damage:1d10 Piercing (19-20 x2), unless firing one
of the special loads listed below.

Weight: 8 pounds

Armor Class: 7

Hardness:5

Hit Points: 3

DC required to break this item with a Strength

Roll: 17

AccessoriesCrossbow Bolts (Weigh 3 pounds per 20
bolts, cost 10 Units, for a set of 20), Scope (/2
costs 150 units, reduces Range Increment by one)
Description: New advances in materials technology
make it possible to build crossbows that are lighte
stronger and more accurate than the weapon's
medieval inventors could ever have imagined. This
model is mostly constructed of plastic, with a bow
made from a metal alloy of exceptional strength and
flexibility. .The bow has too much resistance to be
cocked by hand, and is operated with a small ébectr
winch. It takes a Standard Action to reload a aelarr

and pull the string back into place. The powel foel
the winch lasts for two or three weeks worth ofutag

use. A lot of societies have long forgotten about
crossbows by the time they're this advanced, but if
they still make them, this is a good generic tetepla
for what one would look like.

Repeating Crossbow

Size:Large (-8 penalty to conceal with a “sleight of
hand” roll)

Cost: 400 Units

Tentative Purchase DC:15 (Often Unavailable)
Required Proficiency: Martial-Ranged

Handed: Requires 2 hands to use

Range Increment: 100 feet

“To Hit” Bonus: --

Magazine: 10

Rate of Fire: As many times as the wielder has
attacks

Damage:1d10 Piercing (19-20 x2), unless firing one
of the special loads listed below.

Weight: 14 pounds

Armor Class: 7

Hardness:5

Hit Points: 2

DC required to break this item with a Strength

Roll: 15

Special: This weapon is capable of Autofire. It can
target a 10-foot-by-10-foot area. The targeted besa
an effective Defense of 10. If the attack succeeds
every target within the affected area must make a
Reflex save (DC 15) or take the weapon’s damage.
Autofire shoots 10 bolts, and can only be usehf t
weapon has at least 10 quarrels left in the magazin
AccessoriesCrossbow Bolts (Weigh 2 pounds per 20
bolts, cost 10 Units, for a set of 20), Magazine
(Weighs 1 pound, costs 20 units), Scope (1/2 Istsco
150 units, reduces Range Inc