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Zebulon Sunset Rules

Section XI: Comprehensive Star Frontiers Weapons Charts
The Alpha Dawn game provides a succinct, easy to reference set of charts for many of the standard weapons found in the Star Frontiers universe.
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This document is not intended to replace that convenient system but rather to supplement it.

What follows is a compilation of various weapons that were published in Alpha Dawn(AD) , the Zebulon’s Guide (Zeb) plus the Star Frontiersman (SFM) and Frontier Explorer (FE) magazines with a few of my own weapons thrown in. A few weapons, such as the ancient lasers, were developed by Chris Donovan and posted on the Star Frontiers Wiki site. 

The Zebulon weapons listed here have been converted to the Alpha Dawn system. Although the original Zebulon rules offered a chart of universal weapons’ ranges, it was incompatible with AD weapons. For example, the point blank and extreme ranges were eliminated in Zebs. Plus, there were several Zeb weapons, such as the helmet rafflurs, that even violated these universal ranges.

When it came to fan-created weapons from the magazines, I did alter some of the prices where I saw fit. Also, I provided a weight category for items such as powerclips, P.G.S. clips and grenades that previously had no weight in response to discussions on the starfrontiers.us website. 
--Joseph P. Cabadas

Feb. 19, 2017
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Weapons Charts
	Chart 5: 

Laser  Weapons
	Damage
	Ammo
	SEU
	ROF
	Defense
	Range
PB/S/M/L/E

	Ke-1000 Laser Pistol
	1d10 per SEU
	20 SEU clip
	1-10
	2
	Albedo
	5/20/50/100/200

	Ke-1500 Laser Long Pistol  
	1d10+2 per SEU
	20 SEU clip
	1-10
	2
	Albedo
	5/30/60/150/300

	Ke-1800 Laser Rifle
	1d10 per SEU
	20 SEU clip
	1-20
	2
	Albedo
	10/40/100/200/400

	Ke-2000 Laser Rifle
	1d10+6 per SEU
	20 SEU clip
	1-20
	2
	Albedo
	10/50/150/250/450

	Ke-5000 Heavy Laser
	1d10 per SEU
	100 SEU pack
	5-20
	1
	Albedo
	--/100/500/1km/2km

	Ke-6000 Heavy Laser
	1d10+10 per SEU
	100 SEU pack
	5-20
	1
	Albedo
	--/100/500/1km/2km

	Archaic Laser Pistol
	2d10
	20 SEU clip
	2
	1
	Albedo
	3/10/25/50/100

	Archaic Laser Rifle
	2d10/4d10
	20 SEU clip
	2/4
	1
	Albedo
	5/20/50/100/200

	Blast (laser) Pistol
	4d10
	20 SEU Clip
	2
	1
	Albedo
	5/15/--/--/--

	Blaster Model 250
	1d10 per SEU
	10 SEU clip
	1-10
	1
	Albedo
	5/20/40/80/160

	Evran Laser Pistol
	1d10-1 per SEU
	20 SEU clip
	1-10
	2
	Albedo
	5/20/50/100/200

	K’raktan Laser Pistol
	1d10 per SEU
	20 SEU clip
	1-10
	2
	Albedo
	5/20/50/100/200

	Laser Auto Rifle
	1d10 per SEU/

5d10 per burst
	20 SEU clip
	1-20 / 10/burst
	3(1)
	Albedo
	5/15/30/60/150

	Laser Sniper Rifle
	1d10 per SEU

	20 SEU clip
	1-20
	1
	Albedo
	20/100/500/1km/2km

	LE-1000 Laser Derringer
	1d10-2 per SEU
	10 SEU clip
	1-10
	2
	Albedo
	5/20/50/100/200

	LE-1500 Laser Pistol
	1d10+2 per SEU
	20 SEU clip
	1-10
	2
	Albedo
	5/20/50/100/200

	Magstar F8 Laser Pistol
	1d10 per SEU
	20 SEU clip
	1-4
	2
	Albedo
	5/20/50/100/200

	Magstar Laser Pistol
	1d10 per SEU
	20 SEU clip
	1-10
	2
	Albedo
	5/20/50/100/200

	SD-CLCr Laser Pistol
	1d10 per SEU
	20 SEU clip
	1-10
	2
	Albedo
	5/20/50/100/200

	Tizzle Laser Derringer
	1d10 per SEU
	20 SEU clip
	1 or 5
	2
	Albedo
	3/8/15/--/--

	WarTech KTX-40 Pistol
	1d10 per SEU
	Two 20 SEU clips
	1-5
	3
	Albedo
	5/15/40/75/150

	WarTech SE-9 LWS Pistol
	1d10 per SEU
	20 SEU clip
	1-10
	2
	Albedo
	5/20/50/100/200

	WarTech SE-9 LWS Rifle
	1d10 per SEU
	3x20 SEU clip
	1-20
	2
	Albedo
	10/50/100/200/400
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Weapons Charts
	Chart 6: Rafflur, Maser & Bolt Weapons
	Damage
	Ammo
	SEU
	ROF
	Defense
	Range
PB/S/M/L/E

	Rafflur Helmet
	4d10+5
	microdisc x 2
	All
	1
	Synth
	1/6/12/--/--

	Rafflur M-1 Derringer
	4d10+5
	microdisc x 2
	All
	1
	Synth
	1/6/10/--/--

	Rafflur M-2 Pistol
	2d10 per SEU
	10 SEU clip
	1-5
	2
	Synth
	5/15/35/70/150

	Rafflur M-3 Pistol
	2d10 per SEU
	10 SEU clip
	1-5
	2
	Synth
	6/20/40/80/160

	Rafflur M-4 Combat Rifle

	Special, 4d10+5
	10 SEU clip
	10
	1
	Synth
	6/25/40/60/80

	Rafflur M-6 Rifle
	4d10 per SEU
	10 SEU clip
	1-10
	1
	Synth
	9/35/75/180/375

	Rafflur M-8 Sharpshooter Rifle
	4d10 per SEU
	10 SEU clip
	1-10
	1
	Synth
	15/50/200/400/500

	Rafflur M-10 Heavy Weapon
	5d10 per SEU  
	Parabattery
	5-25
	2
	Synth
	--/120/550/1100/2.2km

	Maser Penetrator Pistol
	3d10+2
	10 SEU clip
	2
	1
	MasMesh
	5/20/60/125/250

	Maser Raser Rifle
	4d10
	10 SEU clip
	2
	1
	MasMesh
	10/30/80/200/400

	WarTech Alpha Bolt
	1d10 per SEU
	10 SEU clip
	1-10
	1
	Gridsuit
	10/30/80/200/400

	WarTech Omega Bolt
	1d100
	20 SEU clip
	5
	1
	Gridsuit
	10/30/80/200/400

	WarTech Gamma Bolt II
	1d10+5 per SEU
	20 SEU clip
	2-10
	1
	Gridsuit
	10/30/80/200/400

	WarTech K-Pulse Pistol
	3d10
	20 SEU clip
	2
	3
	Inertia
	5/10/20/40/80

	WarTech Mark V Blaster
	4d10
	20 SEU clip
	4
	1
	Synth
	5/15/35/75/150

	WarTech Mark VII Rifle
	5d10
	20 SEU clip
	5
	1
	Synth
	10/40/120/225/450

	WarTech Mark XII Cannon
	10d10
	Parabattery
	10
	1
	Synth
	--/325/750/1500/3km

	WarTech PGMP-12
	6d10
	240 SEU pack
	6
	½
	Gridsuit
	--/100/200/375/750

	WarTech PGMP-13
	8d10
	800 SEU pack
	8
	1
	Gridsuit
	--/125/500/1000

	WarTech SE-9 LWS Rifle
	4d10+5
	microdisc x 2
	All
	1
	Synth
	1/6/12/--/--


	Chart 7: Stunner & Sonic  Weapons
	Damage
	Ammo
	SEU
	ROF
	Defense
	Range
PB/S/M/L/E

	Electrostunner
	4d10/Stun
	20 SEU clip
	2
	1
	Gauss/A-S
	5/15/--/--/--

	Light Stunner
	Stun
	20 SEU clip
	4
	1
	Gauss/A-S
	5/10/--/--/--

	Sonic Stunner Pistol
	Stun
	20 SEU clip
	2
	1
	Sonic/A-S
	3/10/20/30/50

	Sonic Disruptor Rifle
	6d10/4d10/2d10/1d10/--
	20 SEU clip
	4
	1
	Sonic
	2/10/20/40/--

	Sonic Devastator
	20d10/15d10/10d10/5d10/--
	100 SEU pack
	10
	1
	Sonic
	5/25/50/100/--


Weapons Charts
	Chart 8: Unusual 

Beam  Weapons
	Damage
	Ammo
	SEU
	ROF
	Defense
	Range
PB/S/M/L/E

	Sonic Prod

	Setting A: 1 point

Setting B: Stun

Setting C: 1d10+5 + Stun
	20 SEU clip
	1

“

2
	1

“

“
	Sonic

Sonic/A-S

“
	5/8/10/12/15

“

“

	Cardice Pistol

	2d10; 1d10 the following turn(s)/ entrapment
	10-20 SEU clip
	10
	1
	Chill suit, space suit
	5/10/15/--/--

	D.S. Pistol

	5d10
	6 shot cell
	--
	2
	AS / Skeinsuit
	5/10/25/--/--

	D.S. Long Pistol
	5d10
	10 shot cell
	--
	2
	AS / Skeinsuit
	5/10/25/40/60

	D.S. Rifle

	5d10/10d10
	12 shot cell
	--
	3(1)
	AS / Skeinsuit
	10/30/80/150/200

	Electro-Mag. Signal Stunner

	Special
	4 shells
	--
	1
	Shielding
	--/5/50/100/150

	Fusion Rifle

	Special
	20 SEU clip
	2
	1
	Inssuit
	10/45/176/350/700

	Gauss Assault Rifle
	3d10/10d10
	20 SEU clip/ 

100 shots

	1
	3(1)
	Inertia
	10/40/100/300/600

	Gauss Traveller Rifle

	3d10/8d10 burst
	20 SEU clip/  

40 rounds
	½
	2(1)
	Inertial
	10/65/200/600/120

	Gauss Sniper Rifle
	4d10

	20 SEU clip/  

10 shots

	2
	1
	Inertia
	--/70/200/500/1km

	WarTech M1-A44

	Auto Rifle: 1d10/5d10

Laser Rifle: 

1d10 per SEU
	20 rounds

20 SEU clip
	1-20
	3 (1)


2
	Inertia

Albedo
	
10/40/100/150/300

10/40/100/200/400


Energy Weapons Ammunition Price List 

	Chart 9: Beam  Ammo Type:
	Cost (Cr)
	Wgt (kg)
	Energy
	Recharge

	Micro Powerdiscs
	10
	0.1
	2 SEU
	No

	Mini Powerclip
	50
	0.25
	10 SEU
	No

	Standard Powerclip
	100
	0.5
	20 SEU
	No

	Rechargeable Powerclip
	200
	1
	20 SEU
	0.5 Cr/SEU

	Power Beltpack
	250
	4
	50 SEU
	0.5 Cr/SEU

	Advanced Power Beltpack
	300
	3
	50 SEU
	0.5 Cr/SEU

	Power Backpack
	500
	10
	100 SEU
	0.5 Cr/SEU

	Advanced Power Backpack

	700
	6
	100 SEU
	0.5 Cr/SEU

	Power Econopack
	1,250
	10
	250 SEU
	0.5 Cr/SEU

	PGM-13 Powerpack
	50,000
	7
	800 SEU
	0.5 Cr/SEU

	Energy Bracer with coil clips

	500
	1
	Two 20 SEU clips
	0.5 Cr/SEU

	KH Power Backpack
	1,500
	20
	300 SEU
	0.5 Cr/SEU

	1,000 SEU Drum
 
	5,000
	20
	1,0000 SEU
	0.5 Cr/SEU

	Parabattery Type 0
	300
	12.5
	250 SEU
	0.25 Cr/SEU

	Parabattery Type 1
	600
	25
	500 SEU
	0.25 Cr/SEU

	Parabattery Type 2
	1,200
	50
	1,000 SEU
	0.25 Cr/SEU

	Parabattery Type 3
	2,000
	100
	2,000 SEU
	0.25 Cr/SEU

	Parabattery Type 4
	4,000
	200
	4,000 SEU
	0.25 Cr/SEU

	Parabattery Type 5
	8,000
	400
	8,000 SEU?
	0.25 Cr/SEU

	D.S. Fuel Cell
	75
	0.5
	6 shot cell
	No

	D.S. Extended Fuel Cell
	100
	0.75
	10 shot cell
	No

	D.S. Rifle Fuel Cell
	150
	1
	12 shot cell
	No

	D.S. Rifle Ext. Fuel Cell
	200
	1.5
	18 shot cell
	No

	Electro-Mag. Signal Stunner Cell 
	250
	1
	4 shell cell
	No

	Gauss Assault Rifle Clip
	50
	1
	100 shots
	No

	Gauss Sniper Rifle Clip
	5
	--
	10 shots
	No

	Gauss Traveller Rifle Clip
	25
	0.5
	40 shots
	No

	D.S. Fuel Cell
	75
	0.5
	6 shot cell
	No
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Weapons Charts
	Chart 11: Projectile Weapons Ranges
	Damage
	Ammo
	ROF
	Defense
	Range

PB/S/M/L/E

	.22 cal./5.56mm Lt Revolver
	1d10
	6 rounds
	1
	Inertia
	5/15/30/50/100

	.38 cal./9mm Hvy Autopistol
	2d10/4d10+5
	20 rounds
	3 (1)
	Inertia
	5/15/40/75/200

	.44 cal./11 mm Hvy Revolver 
	3d10
	6 rounds
	1
	Inertia
	5/15/30/50/100

	5.56 cal. Auto Pistol

	1d10/5d10
	20 rounds
	3 (1)
	Inertia
	5/15/30/60/150

	Gunnam Auto Pistol
	1d10/5d10
	20 rounds
	3(1)
	Inertia
	5/15/30/60/150

	Ropes Semiautomatic Pistol
	1d10 per bullet
	20 rounds
	3
	Inertia
	5/15/30/60/150

	Semiautomatic Pistol
	1d10 per bullet
	20 rounds
	3
	Inertia
	5/15/30/60/150

	.303cal/7.62mm Heavy Autorifle
	3d10/6d10+5
	20 rounds
	3 (1)
	Inertia
	10/50/125/175/400

	.50cal/12.5mm Sniper Rifle

	4d10
	10 rounds
	1
	Inertia
	--/100/300/700/1.5km

	5.56 cal. Auto Rifle

	1d10/5d10
	20 rounds
	3 (1)
	Inertia
	10/40/100/150/300

	CKA Hi-LER Hunting Rifle

	2d10 per bullet
	20 rounds
	1
	Inertia
	10/70/200/500/1km

	MR-17 Heavy Assault Rifle
	1d10+1 per bullet/      burst 5d10+5
	20 rounds
	3(1)
	Inertia
	10/40/100/150/300

	Semi-auto Sniper Rifle
	1d10*
	20 bullets
	3/1*
	Inertia
	20/100/250/500/1km

	Pulse Rifle

  Semi-auto firing

  Burst:

  Full auto:

Grenade Launcher

	1d10+1/bullet

3d10+3

5d10+5/spray

8d10/  3m blast
	99 bullets 

4 grenades
	Semi: 3

Burst: 2

Auto: 1

1
	Inertia

“

“

“

“
	10/40/100/150/300

“

“

“

--/25/50/100/200

	12 gauge Automatic Shotgun/Scattergun

	4d0/8d10 burst
	10 rounds
	3/1
	Inertia
	10/15/25/40/100

	Assault Scattergun

	2d10/5d10
	10 shots
	2
	Inertia
	5/15/40/75/150

	Autoloading Scattergun
	2d10
	10 shots
	3
	Inertia
	5/15/40/75/150

	Pump Action Scattergun
	2d10
	5 shots
	3(1)
	Inertia
	5/15/40/75/150

	Machine Gun
	10d10
	10 bursts
	1
	Inertia
	--/70/200/500/1km

	Recoilless Rifle
	12d10 / blast: 2m
	1 shell
	½
	Inertia
	--/150/1km/2km/3km

	Needler I Pistol
	
	
	
	
	

	Needler II Short Rifle
	2d10/1d10+sleep
	10/15 shots
	3
	Inertia
	5/10/20/40/100

	Needler III Rifle
	2d10/1d10+sleep
	10/15 shots
	3
	Inertia
	10/15/30/60/120

	Razor Gun Carbine
	3d10/1d10+sleep
	10 shots
	3
	Inertia
	10/20/40/75/150

	Whoomp Needler L1 Pistol

	Varies
	10/20 rounds
	3 bursts
	Inertia
	5/10/20/40/100

	Whoomp Needler L2 Rifle
	2d10/1d10+sleep
	12 shots
	3
	Inertia
	5/10/20/40/100

	Whoomp Needler L3c Pistol
	3d10/2d10+sleep
	12 shots
	3
	Inertia
	10/20/40/75/150

	Whoomp Needler L4c Rifle
	2d10/1d10+sleep
	12 shots
	3
	Inertia
	5/10/20/40/100
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Weapons Charts
	Chart 13: Gyrojet Weapons Ranges
	Damage
	Ammo
	ROF
	Defense
	Range

PB/S/M/L/E

	Gyrojet Wrist Rockets

	2d10 per bullet
	3 rounds each
	3
	Inertia
	--/5/25/50/100

	Gyrojet Pistol
	2d10
	10 rounds
	3
	Inertia
	--/5/50/100/150

	Gyrojet Rifle
	3d10
	10 rounds
	3
	Inertia
	--/5/75/150/300

	Heavy Gyrojet Rifle
	8d10 impact/ 

6d10 area burst shot
	10 shots
	2
	Inertia
	--/5/75/150/500 (700)


	WarTech GC-6 Gyrojet Carbine

	2d10
	Pistol jetclip: 5
	3
	Inertia
	--/5/50/75/125

	WarTech GAR-10 Gyrojet Assault Rifle

	3d10/8d10
	20 rounds
	3(1)
	Inertia
	--/5/75/150/300

	WarTech HGR-9 Heavy Gyrojet Rifle
	10d10
	5 rounds
	1
	Inertia
	--/5/60/125/200

	WarTech GJMG-12 Gyrojet Machine Gun
	15d10
	5 bursts
	1
	Inertia
	--/5/75/150/300

	WarTech PGR-2 Precision Marksman Gyrojet Rifle
	3d10

	5 rounds
	1
	Inertia
	--/70/200/500/1km

	Yazarian Triple Barrel Gyrojet Rifle

	Single: 3d10; 

Burst: 9d10
	30 (3 clips of 10)
	1 or 3
	Inertia
	--/5/75/150/300

	Grenade Launcher, rifle under mount

	As per grenade
	1 grenade
	½
	Varies/   

RS check
	--/25/50/100/200

	Grenade Rifle
	As grenade
	1 grenade
	½
	RS check
	--/25/50/100/200

	Grenade Mortar
	As grenade
	1 shell
	½
	RS check
	--/200/500/1km/2km

	LAW (Light Anti-tank Weapon)

	8d10 / blast 2m
	1 rocket
	1
	Inertia
	10/50/100/150/300

	Rocket Launcher

	15d10 / blast: 2m
	1 rocket
	½
	Inertia
	--/70/200/500/1km
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Specialized Gyrojet Ammunition Price List
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Weapons Charts
	Chart 23: Unusual P.G.S. Weapons
	Damage
	Ammo
	ROF
	Defense
	Range

PB/S/M/L/E

	Acid Sprayer

	1d4/Acid Str.

Str. ratings 1-20
	10 squirt tank
	1
	Salgel
	5/15/30/60/100

	Flame Thrower

	4d10+4/special
	20 shot tank
	½
	Asbestos
	5/15/30/60/100

	Flamethrower Gauntlets
	3d10 single gauntlet; 4d10 in burst
	10 bursts each gauntlet
	1
	Asbestos
	5/10/20/30/50

	Gel Airgun

· Acid

· Practigel

· Dozegel

· Toxin  
	Varies

3d10

Stain

Sleep 1d10t

S5/T10 poison
	10 gel bullets

1000 psi tank

--

--

--

--
	2

--50psi/use

--

--

--
	Varies

?

N/A

STA check

STA check
	100m max.

-5m/shot 

--

--

--

--

	NL4 Net Gun

· Web capsule

· Det-Net

· Mag-Net

· Tase-Net
	Special

1d10/entrapment 1d5t

4d10 + 2d10 fire

Entrapment

3d10+Stun 2d5t
	1

--

--

--

--
	½

--

--

--

--
	Varies

RS check

RS check

RS check

Gauss/A-S
	--/4-14/24/34/40

“

“

“

“

	Sector 6 Small Arm

	4d10
	1 bullet
	1
	Inertia
	5/10/20/30/40

	SP-4507 Balor Gyro-Mag

	Bullet: 1d10+3

Gyrojet: 3d10
	7 bullets

1 gyro round 
	3 or

1
	Inertia

“
	5/15/35/65/160

--/5/60/120/200

	Tangler Gun

	Entanglement
	10 shot tangle/

20 SEU clip
	3/1

1 SEU/shot
	RS check
	5/10/20/40/80

	Taser Rifle

	1+ Stun
	20 SEU clip/

4 disks
	1
	A-S
	2/5/10/20/--


[image: image22.png]



[image: image23.jpg]


Weapons Charts



Weapons Charts

	Chart 25: Grenade Types
	Damage
	Blast Radius
	ROF
	Defense
	Range

PB/S/M/L/E

	Albedo Grenade
	-10 to hit, ½ laser damage
	6
	1
	Wind
	5/10/15/20/25

	Flash Grenade
	Surprise
	3
	1
	Special
	5/10/15/20/25

	Acid
	1d10+6/turn
	3
	1
	Basegel
	5/10/15/20/25

	Chemical Defoliant
	Defoliates *
	3
	1
	RS check
	5/10/15/20/25

	Dye
	Marking
	3
	1
	RS check
	5/10/15/20/25

	Extinguish
	Smother Flame
	3
	1
	--
	5/10/15/20/25

	Irritant
	1-8/turn
	3
	1
	Special
	5/10/15/20/25

	Slick
	Slick surface
	3
	1
	Slow movement
	5/10/15/20/25

	Solid
	Entrapment
	3
	1
	RS check
	5/10/15/20/25

	Rad-Blast
	Blocks radiation
	3
	1
	--
	5/10/15/20/25

	Fragmentation Grenade
	8d10
	3
	1
	RS check
	5/10/15/20/25

	Doze
	Sleep
	3
	1
	STA check
	5/10/15/20/25

	Dusk
	Dim light
	3
	1
	IR, scanners
	5/10/15/20/25

	Nightfall
	Darkness
	3
	1
	IR, scanners
	5/10/15/20/25

	Poison
	S5/T10
	3
	1
	STA check
	5/10/15/20/25

	Smoke
	-10% to hit
	3
	1
	IR
	5/10/15/20/25

	Incendiary Grenade
	4d10+(1d10x3turns)
	3
	1
	Asbestos
	5/10/15/20/25

	Infra Grenade
	Sensor damage
	3
	1
	--
	5/10/15/20/25

	5 SEU Laser Grenade
	5d10
	20
	1
	Albedo
	5/10/15/20/25

	10 SEU Laser Grenade
	10d10
	20
	1
	Albedo
	5/10/15/20/25

	Polyhedron (Sonic)
	5d10+6
	3
	1
	Sonic
	5/10/15/20/25

	Boomer (Sonic)
	7d10+10
	5
	1
	Sonic
	5/10/15/20/25

	Marble (Sonic)
	1d10+6
	1
	3 at once
	Sonic
	5/10/15/20/25

	Stun Grenade
	Stun
	5
	1
	Inertia
	5/10/15/20/25

	Tangler Grenade
	Entanglement
	3
	1
	Tangler vest
	5/10/15/20/25

	Yazarian Disc Grenades
	As per grenade
	Per grenade
	1
	As per grenade
	8/16/24/30/36
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	Chart 29: Advanced Melee Weapons
	Melee Mod.
	Damage
	Ammo
	SEU
	Defense
	Notes

	Blast Axe

	0
	Melee: 3d10

Beam: 4d10
	--

20 SEU clip
	--

2/shot
	Inertia

Albedo
	PB/S/M/L/E

5/15/--/--/--

	Blasthammer

	+5

Thrown: 0
	2d10+PS Inertia

Laser: 4d10
	20 SEU clip
	4/hit
	Inertia

Albedo
	PB/S/M/L/E

5/10/15/20/25

	Defense Rod

	0
	Stun: 1d100t

Flame: t1 3d10, t2 2d10,  t3 1d10 
	20 SEU Clip

3 fuel charges
	2/hit
	STA check/Gauss/A-S

Asbestos
	

	Electric Sword
	+10
	4d10/Stun
	20 SEU Clip
	2/hit
	Gauss/A-S
	

	Force Axe
	+15
	4d10+8
	20 SEU Clip
	2/hit
	Inertia
	

	Shock Gloves
	0
	2d10
	20 SEU Clip
	2/hit
	Gauss/A-S
	

	Sonic Hammer

	0

Thrown

 -10
	Blunt: 2d10+PS+ 4d10

Sonic; Spike: 3d10+PS
	--

Twin 20 SEU Clips
	--

2/hit
	Blunt/Spike: Inertia

Sonic: Sonic
	PB/S/M/L/E

5/10/15/-/- 

	Sonic Knife
	+10
	3d10
	20 SEU Clip
	1/hit
	Sonic
	

	Sonic Sword
	+15
	5d10
	20 SEU Clip
	2/hit
	Sonic
	

	Spray Hypo
	-20
	Special
	--
	--
	STA check
	

	Stunstick
	+5
	3d10/Stun
	20 SEU Clip
	2/hit
	Gauss/A-S
	

	Variable Sword

	+15
	6d10/6d10+1d10 per target w/in 10m
	20 SEU Clip
	2/hit
	Inertia
	

	Vibroknife
	+5
	2d10
	20 SEU Clip
	1/hit
	Inertia
	

	Electric Whip
	+5
	1d10
	20 SEU Clip
	1/hit
	Gauss/A-S
	

	Electric Stun Whip
	+5
	1d10 + Stun
	20 SEU Clip
	2/hit
	Gauss/A-S STA check
	

	Electric Whip, modified
	+5
	5d10
	20 SEU Clip
	5/hit
	Gauss/A-S
	

	Sonic Whip

	0
	1d10 per charge
	1-10 charges
	2/hit
	Sonic
	


	Chart 30 : Non-powered & Primitive Melee Weapons
	Cost (Cr)
	Wgt (kg)
	Melee Mod.
	Damage
	Defense

	Axe
	15
	1
	+5
	2d10
	Inertia

	Bottle/Mug
	--
	1
	0
	1d5
	Inertia

	Brass Knuckles
	10
	--
	0
	1d10
	Inertia

	Chain/Whip
	20
	1
	-5
	1d10
	Inertia

	Chair
	--
	2-10
	-10 to -15
	1d10 to 2d10
	Inertia

	Club, small
	10
	--
	0
	1d10
	Inertia

	Entrenching Tool
	15-30
	0.5-1
	0
	1d10 blunt/2d10 sharpened
	Inertia

	Javelin
	20
	2
	+10
	1d10+4
	Inertia

	Knife

	10
	--
	+5
	1d10
	Inertia

	Mono Tanto
	50
	--
	+5
	2d10
	Inertia

	Mono Wakizashi
	100
	1
	+10
	3d10
	Inertia

	Mono Katana
	200
	1
	+10
	4d10
	Inertia

	Nightstick
	20
	1
	+5
	2d10
	Inertia

	Pistol Butt
	--
	--
	0
	1d10
	Inertia

	Polearm
	40
	4
	-10
	4d10
	Inertia

	Rifle Butt
	--
	--
	-5
	2d10
	Inertia

	Spear
	20
	2
	+15
	2d10
	Inertia

	Sword, small
	25
	1
	+10
	1d10+5
	Inertia

	Sword, medium
	30
	2
	+10
	3d10
	Inertia

	Sword, large
	45
	3
	+15
	3d10+5
	Inertia

	Whip, high quality
	100
	0.5
	+5
	1d10
	Inertia
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	Chart 31: Thrown, Archaic  and Odd Ranged Weapons
	Melee Mod.
	Damage
	Ammo
	ROF
	Defense
	Range

PB/S/M/L/E

	Axe
	+5
	2d10
	--
	1
	Inertia
	5/10/15/20/25

	Blow Gun

	
	1/special
	1 dart
	1
	Inertia
	3/10/15/20/-

	Bow
	
	1d10
	1 arrow
	½
	Inertia
	5/10/30/75/150/300

	Long Bow
	
	1d10+5
	1 arrow
	½
	Inertia
	5/15/40/80/200/400

	Compound Bow, Hunting
	
	2d10
	1 arrow
	½
	Inertia
	5/15/40/80/200/400

	Crossbow
	
	2d10
	1 arrow/bolt
	1/3
	Inertia
	5/10/30/75/150/300

	Crossbow, Hunting
	
	3d10
	1 arrow
	1/3
	Inertia
	5/15/40/80/200/400

	Grapple Link Gun

	
	2d10
	1
	1/3
	Inertia
	5/10/30/--/--/--

	Knife
	+5
	1d10
	--
	1
	Inertia
	5/10/15/20/25

	Flintlock Pistol 
	
	1d10
	1 shot
	1/3
	Inertia
	5/15/30/40/50

	Musket
	
	1d10+2
	1 shot
	1/3
	Inertia
	5/15/40/70/100

	Spear
	+15
	2d10
	--
	1
	Inertia
	5/10/20/30/40

	Javelin
	+10
	1d10+4
	--
	1
	Inertia
	5/20/40/60/125

	Slingshot
	
	1d10
	1 rock
	1
	Inertia
	5/15/30/40/50

	Zamira

	-10
	Nonlethal: 1d10

Lethal: 2d10
	--
	1
	Inertia
	5/10/20/30/40
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	Chart 32: Vehicular Beam Weapons
	Cost (Cr)
	Wgt (kg)
	HP
	
	Vehicular Beam Weapons
	Cost (Cr)
	Wgt (kg)
	HP

	Small Laser Cannon        (Ke-5000 Heavy Laser)
	6,000
	15
	1
	
	Small Sonic Cannon (Devastator Mk. I)
	5,000
	15
	1

	Advanced Small Laser Cannon (Ke-6000)
	8,000
	18
	1
	
	Medium Sonic Cannon

(Devastator Mk. II)
	8,000
	28
	2

	Medium Laser Cannon
	9,000
	28
	2
	
	Large Sonic Cannon

(Devastator Mk. III)
	12,000
	65
	4

	Large Laser Cannon
	12,000
	75
	4
	
	Long Range Acoustical Device (LRAD)
	4,500
	15
	1

	Autolaser (small)
	3,000
	15
	1
	
	Small Maser Cannon 
	5,000
	15
	1

	Rafflur M-10 Heavy Weapon
	5,000
	20
	1
	
	WarTech Delta Bolt Cannon
	9,000
	15
	1


	Chart 31: Vehicular Beam Weapons
	Damage
	Ammo
	SEU
	ROF
	Defense
	Range
PB/S/M/L/E

	Small Laser Cannon        (Ke-5000 Hvy Laser)
	1d10 per SEU
	100 SEU pack
	5-20
	1
	Albedo
	--/100/500/1km/2km

	Advanced Small Laser Cannon (Ke-6000)
	1d10+10 per SEU
	100 SEU pack
	5-20
	1
	Albedo
	--/100/500/1km/2km

	Medium Laser Cannon
	2d10+10 per SEU
	1000 drum
	10-40
	1
	Albedo
	--/150/600/1.2 km/2.5km

	Large Laser Cannon
	4d10+10 per SEU
	1000 drum
	10-60
	1
	Albedo
	--/300/1km/2km/4km

	Autolaser (small)
	10d10
	1000 drum
	50
	Burst
	Albedo
	10/50/150/250/450

	Rafflur M-10 Heavy Weapon
	5d10 per SEU
	1000 drum
	5-25
	2
	Synth
	--/120/550/1.1km/2.2km

	Small Sonic Cannon (Devastator Mk. I)
	20d10/15d10/10d10/5d10/--
	100 SEU pack
	10
	1
	Sonic
	5/25/50/100/--

	Medium Sonic Cannon

(Devastator Mk. II)
	20d10+20/ 15d10+15/ 10d10+10/5d10+5/1d10
	1000 drum
	20
	1
	Sonic
	10/100/200/300/400

	Large Sonic Cannon

(Devastator Mk. III)
	30d10+20/25d10+15/ 20d10+10/15d10+5/10d10
	1000 drum
	30
	1
	Sonic
	20/120/250/450/650

	Long Range Acoustical Device (LRAD)

Setting 1: Irritation
	Skill & ability check penalty

-20/-20/-15/-10/-5


	100 SEU pack
	2/min.
	1
	Sonic
	50/100/200/300/500

	Setting 2: Irritation/Stun
	Skill & ability check penalties plus Stun
	“
	4
	Burst
	Sonic/A-S
	“

	Setting 3: Dmg/Stun
	2d10+stun/2d10+stun/ 1d10+stun/1d5+stun/stun
	“
	10
	Burst
	Sonic/A-S
	“

	Setting 4: Dmg/Stun
	4d10+stun/3d10+stun/ 2d10+stun/1d10+stun/ 1d5+stun
	“
	15
	Burst
	Sonic/A-S
	“

	Small Maser Cannon 
	10d10
	100 SEU pack
	10
	1
	MasMesh
	15/40/100/200/500

	WarTech Delta Bolt Cannon
	2d10+10 per SEU
	100 SEU pack
	5-20
	1
	Gridsuit
	20/60/200/500/800


See Energy Weapons Ammunition Price List on page __. 
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	Chart 33: Vehicular P.G.S. Weapons
	Damage
	Ammo
	ROF
	Defense
	Range

PB/S/M/L/E

	Small Machine Gun
	10d10
	10 bursts
	1
	Inertia
	--/70/200/500/1km

	Medium 12.7mm MG
	15d10
	20 bursts
	Burst
	Inertia
	--/150/300/750/1.5km

	Large Machine Gun
	2d10x10
	30 bursts
	Burst
	Inertia
	--/200/500/1km/2km

	Recoilless Rifle
	12d10 /

Blast radius: 2m
	1 shell
	½
	Inertia
	--/150/1km/2km/3km

	Vehicle Recoilless Rifle
	18d10 /

Blast radius: 3m
	15 shells
	½
	Inertia
	--/200/1,200/3km/5km

	Grenade Mortar
	As grenade
	1 shell
	½
	RS check
	--/200/500/1km/2km

	Personal Flame Thrower

	4d10+4/special
	20 shot tank
	½
	Asbestos
	5/15/30/60/100

	Small Flame Thrower

	4d10+4/special
	20 shot tank
	1
	Asbestos
	--/0-20/40/60/100

	Medium Flame Thrower

	6d10+10/special
	10 shot tank
	1
	Asbestos
	--/0-30/60/90/120
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	Chart 38: Missile Weapons
	Damage
	Ammo
	ROF
	Defense
	Range: PB/S/M/L/E

	Micromissile
	5d10+2
	--
	1
	Inertia
	--/19-100/101-300/301-500/501-1km

	Popper
	5d10+2/missile hit
	6 micromissiles
	2
	Inertia
	--/19-100/101-300/301-500/501-1km

	Rocket Launcher
	15d10 / 

Blast radius: 2m
	1 rocket
	½
	Inertia
	--/70/200/500/1km

	Medium Vehicle Rocket Launcher
	20d10 /

Blast radius: 3m
	1 rocket
	½
	Inertia
	--/200/500/1km/2km

	Large Vehicle Rocket Launcher
	10d10 x 3

Blast radius: 5m
	1 rocket
	½
	Inertia
	--/200/500/1km/2km

	Rocket Cluster, Small
	15d10/rocket
	12 rockets
	1-12
	Inertia
	--/70/200/500/1km

	Rocket Cluster, Medium
	3d10x10
	6 rockets
	1-6
	Inertia
	--/200/500/1km/2km

	Rocket Cluster, Large
	4d10x10
	3 rockets
	1-3
	Inertia
	--/200/500/1km/2km

	Missile I
	1 Warhead
	--
	varies
	Varies
	--/20-250/250-1km/1km-3km/3km-5km

	Missile II
	2 Warheads
	--
	½
	Varies
	--/40-500/501-2km/2km-6km/6km-10km

	Missile III
	3 Warheads
	--
	½
	Varies
	--/60-750/751-3km/3km-9km/9km-15km

	Multi-Launch Tube Clusters (MLTC)
	Varies
	1 missile/tube
	1-all
	Varies
	Varies

	MLTC Type I-2
	Varies
	2 Missile I
	1-2
	Varies
	--/250/1km/3km/5km

	MLTC Type I-4
	Varies
	4 Missile I
	1-4
	Varies
	--/250/1km/3km/5km

	MLTC Type I-6
	Varies
	6 Missile I
	1-6
	Varies
	--/250/1km/3km/5km

	MLTC Type I-10
	Varies
	10 Missile I
	1-10
	Varies
	--/250/1km/3km/5km

	MLTC Type II-3
	Varies
	Missile II
	1-3 every  2 turns
	Varies
	--/500/2km/6km/10km

	MLTC Type II-6
	Varies
	Missile II
	1-6 every  2 turns
	Varies
	--/500/2km/6km/10km

	MLTC Type II-8
	Varies
	Missile II
	1-8 every  2 turns
	Varies
	--/500/2km/6km/10km

	MLTC Type III-3
	Varies
	Missile III
	1-3

every  3 turns
	Varies
	--/750/3km/9km/15km

	MLTC Type III-6
	Varies
	Missile III
	1-6 every  3 turns
	Varies
	--/750/3km/9km/15km
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	Chart 39: Missile Warheads
	Cost (Cr)
	Wgt (kg)
	Damage/Effect
	Blast Radius
	Defense

	Sensor Warhead (IR, etc.)

	50xMsl#
	2xMsl#
	+30% to hit
	None
	Varies

	Antimissile

	30xMsl#
	2xMsl#
	3d10/destroys incoming missile
	3xMsl#
	--

	Electrical Discharge Warhead
	55xMsl#
	3xMsl#
	Elect. Short
	5xMsl#
	Insulation

	Field Crusher Warhead

	35xMsl#
	2xMsl#
	6d10+6xMsl# (only vs. fields)
	Target
	--

	Standard Explosive Warhead
	40xMsl#
	1xMsl#
	6d10+5xMsl#
	5xMsl#
	Inertia

	High Explosive Warhead
	50xMsl#
	1xMsl#
	7d10+8xMsl#
	7xMsl#
	Inertia

	Foam: Acid
	30xMsl#
	2xMsl#
	1d10+6/turn x Msl#
	6xMsl#
	Basegel

	Foam: Chemical Defoliant
	30xMsl#
	2xMsl#
	Defoliates
	6xMsl#
	RS check

	Foam: Dye
	30xMsl#
	2xMsl#
	Marking
	6xMsl#
	RS check

	Foam: Extinguish
	30xMsl#
	2xMsl#
	Smother Flame
	6xMsl#
	--

	Foam: Irritant
	30xMsl#
	2xMsl#
	1-8/turn x Msl#
	6xMsl#
	Special

	Foam: Slick
	30xMsl#
	2xMsl#
	Slick surface
	6xMsl#
	Slow movement

	Foam: Solid
	30xMsl#
	2xMsl#
	Entrapment
	6xMsl#
	RS check

	Foam: Rad-Blast
	30xMsl#
	2xMsl#
	Blocks radiation
	6xMsl#
	--

	Gas: Doze
	30xMsl#
	2xMsl#
	Sleep
	10xMsl#
	STA check

	Gas: Dusk
	30xMsl#
	2xMsl#
	Dim light
	10xMsl#
	IR, scanners

	Gas: Nightfall
	30xMsl#
	2xMsl#
	Darkness
	10xMsl#
	IR, scanners

	Gas: Poison
	30xMsl#
	2xMsl#
	S5/T10
	10xMsl#
	STA check

	Gas: Smoke
	30xMsl#
	2xMsl#
	-10% to hit
	10xMsl#
	IR

	Incendiary Warhead
	50xMsl#
	2xMsl#
	4d10+(1d10x3turns) x Msl#
	10xMsl#
	Asbestos

	Sonic Stunner Warhead
	35xMsl#
	2xMsl#
	Stun
	5xMsl#
	Sonic, STA check

	Tangler Warhead
	30xMsl#
	2xMsl#
	Entanglement
	5xMsl#
	RS check

	This chart is based on the one from Zebulon’s Guide to the Frontier.
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	Chart 40: Type I Missile Warheads
	Cost (Cr)
	Wgt (kg)
	Damage/Effect
	Blast Radius

	Defense

	Electrical Discharge
	55
	3
	Elect. Short
	5/8
	Insulation

	Field Crusher 

	35
	2
	6d10+6 (only vs. fields)
	Target
	--

	Standard Explosive
	40
	1
	6d10+5
	5/8
	Inertia

	High Explosive
	50
	1
	7d10+8
	7/11
	Inertia

	Foam: Acid
	30
	2
	1d10+6
	6/9
	Basegel

	Foam: Chemical Defoliant
	30
	2
	Defoliates
	6/9
	RS check

	Foam: Dye
	30
	2
	Marking
	6/9
	RS check

	Foam: Extinguish
	30
	2
	Smother Flame
	6/9
	--

	Foam: Irritant
	30
	2
	1-8
	6/9
	Special

	Foam: Slick
	30
	2
	Slick surface
	6/9
	Slow movement

	Foam: Solid
	30
	2
	Entrapment
	6/9
	RS check

	Foam: Rad-Blast
	30
	2
	Blocks radiation
	6/9
	--

	Gas: Doze
	30
	2
	Sleep
	10/15
	STA check

	Gas: Dusk
	30
	2
	Dim light
	10/15
	IR, scanners

	Gas: Nightfall
	30
	2
	Darkness
	10/15
	IR, scanners

	Gas: Poison
	30
	2
	S5/T10
	10/15
	STA check

	Gas: Smoke
	30
	2
	-10% to hit
	10/15
	IR

	Incendiary
	50
	2
	4d10+(1d10x3turns)
	10/15
	Asbestos

	Sonic Stunner
	35
	2
	Stun
	5/8
	Sonic, STA check

	Tangler
	30
	2
	Entanglement
	5/8
	RS check


	Chart 41: Bantam Type I Missiles

	Warhead
	Total Cost
	
	Warhead
	Total Cost

	Electrical Discharge
	105
	
	Foam: Solid
	80

	Field Crusher
	85
	
	Foam: Rad-Blast
	80

	Standard Explosive
	90
	
	Gas: Doze
	80

	High Explosive
	100
	
	Gas: Dusk
	80

	Foam: Acid
	80
	
	Gas: Nightfall
	80

	Foam: Chemical Defoliant
	80
	
	Gas: Poison
	80

	Foam: Dye
	80
	
	Gas: Smoke
	80

	Foam: Extinguish
	80
	
	Incendiary
	100

	Foam: Irritant
	80
	
	Sonic Stunner
	85

	Foam: Slick
	80
	
	Tangler
	80


Type I Missiles – also known as the Bantam – have only one warhead.
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	Chart 42:  Type II Missile Warheads
	Cost (Cr)
	Wgt (kg)
	Damage/Effect
	Blast Radius
	Defense

	Sensor (IR, etc.)

	100
	4
	+30% to hit
	None
	Varies

	Antimissile

	60
	4
	3d10/destroys incoming missile
	6/--
	--

	Electrical Discharge 
	110
	6
	Elect. Short
	10/15
	Insulation

	Field Crusher

	75
	4
	6d10+12 (vs. fields)
	Target
	--

	Standard Explosive
	80
	2
	6d10+10
	10/15
	Inertia

	High Explosive
	100
	2
	7d10+16
	14/21
	Inertia

	Foam: Acid
	60
	4
	1d10+6/turn x 2
	12/18
	Basegel

	Foam: Chemical Defoliant
	60
	4
	Defoliates
	12/18
	RS check

	Foam: Dye
	60
	4
	Marking
	12/18
	RS check

	Foam: Extinguish
	60
	4
	Smother Flame
	12/18
	--

	Foam: Irritant
	60
	4
	1-8/turn x 2
	12/18
	Special

	Foam: Slick
	60
	4
	Slick surface
	12/18
	Slow movement

	Foam: Solid
	60
	4
	Entrapment
	12/18
	RS check

	Foam: Rad-Blast
	60
	4
	Blocks radiation
	12/18
	--

	Gas: Doze
	60
	4
	Sleep
	20/30
	STA check

	Gas: Dusk
	60
	4
	Dim light
	20/30
	IR, scanners

	Gas: Nightfall
	60
	4
	Darkness
	20/30
	IR, scanners

	Gas: Poison
	60
	4
	S5/T10
	20/30
	STA check

	Gas: Smoke
	60
	4
	-10% to hit
	20/30
	IR

	Incendiary
	100
	4
	4d10 + (1d10x6turns)
	20/30
	Asbestos

	Sonic Stunner
	75
	4
	Stun
	10/15
	Sonic, STA check

	Tangler
	60
	4
	Entanglement
	10/15
	RS check


	Chart 43: Vigilant Type II Missiles with 1 Warhead *

	Warhead
	Total Cost
	
	Warhead
	Total Cost

	Electrical Discharge
	210
	
	Foam: Solid
	160

	Field Crusher
	175
	
	Foam: Rad-Blast
	160

	Standard Explosive
	180
	
	Gas: Doze
	160

	High Explosive
	200
	
	Gas: Dusk
	160

	Foam: Acid
	160
	
	Gas: Nightfall
	160

	Foam: Chemical Defoliant
	160
	
	Gas: Poison
	160

	Foam: Dye
	160
	
	Gas: Smoke
	160

	Foam: Extinguish
	160
	
	Incendiary
	200

	Foam: Irritant
	160
	
	Sonic Stunner
	175

	Foam: Slick
	160
	
	Tangler
	160

	Type II Missiles equipped with only one warhead are known as the Vigilant.
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	Chart 44: Astra Type II Missiles with Warhead  & Sensor

	Warhead
	Total Cost
	
	Warhead
	Total Cost

	Antimissile
	260
	
	
	

	Electrical Discharge
	310
	
	Foam: Solid
	260

	Field Crusher
	275
	
	Foam: Rad-Blast
	260

	Standard Explosive
	280
	
	Gas: Doze
	260

	High Explosive
	300
	
	Gas: Dusk
	260

	Foam: Acid
	260
	
	Gas: Nightfall
	260

	Foam: Chemical Defoliant
	260
	
	Gas: Poison
	260

	Foam: Dye
	260
	
	Gas: Smoke
	260

	Foam: Extinguish
	260
	
	Incendiary
	300

	Foam: Irritant
	260
	
	Sonic Stunner
	275

	Foam: Slick
	260
	
	Tangler
	260


Type II Missiles equipped with a Sensor and a warhead are known as the Astra.

	


	Chart 45: Prahar Type II Missiles with Double Warheads

	Warhead
	Base Cost
	
	Warhead
	Base Cost

	Electrical Discharge
	210 + second warhead
	
	Foam: Solid
	160 + second warhead

	Field Crusher
	175 + second warhead
	
	Foam: Rad-Blast
	160 + second warhead

	Standard Explosive
	180 + second warhead
	
	Gas: Doze
	160 + second warhead

	High Explosive
	200 + second warhead
	
	Gas: Dusk
	160 + second warhead

	Foam: Acid
	160 + second warhead
	
	Gas: Nightfall
	160 + second warhead

	Foam: Chemical Defoliant
	160 + second warhead
	
	Gas: Poison
	160 + second warhead

	Foam: Dye
	160 + second warhead
	
	Gas: Smoke
	160 + second warhead

	Foam: Extinguish
	160 + second warhead
	
	Incendiary
	200 + second warhead

	Foam: Irritant
	160 + second warhead
	
	Sonic Stunner
	175 + second warhead

	Foam: Slick
	160 + second warhead
	
	Tangler
	160 + second warhead


Type II Missiles without a sensor that are equipped with two warheads of the same or different type are known as the Prahar. Before reaching its target, the warheads can separate and hit the same or adjacent targets (with-in 20 meters). When firing at two different targets, apply a -20 percent modifier when rolling to hit the second opponent.
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	Chart 46: Type III Missile Warheads
	Cost (Cr)
	Wgt (kg)
	Damage/Effect
	Blast Radius
	Defense

	Sensor Warhead (IR, etc.)

	150
	6
	+30% to hit
	None
	Varies

	Antimissile

	90
	6
	3d10/destroys incoming missile
	9/--
	--

	Electrical Discharge 
	165
	9
	Elect. Short
	15/23
	Insulation

	Field Crusher Warhead

	105
	6
	6d10+18 (only vs. fields)
	Target
	--

	Standard Explosive 
	120
	3
	6d10+15
	15/23
	Inertia

	High Explosive 
	150
	3
	7d10+24
	21/32
	Inertia

	Foam: Acid
	90
	6
	1d10+6/turn x 3
	18/27
	Basegel

	Foam: Chemical Defoliant
	90
	6
	Defoliates
	18/27
	RS check

	Foam: Dye
	90
	6
	Marking
	18/27
	RS check

	Foam: Extinguish
	90
	6
	Smother Flame
	18/27
	--

	Foam: Irritant
	90
	6
	1-8/turn x 3
	18/27
	Special

	Foam: Slick
	90
	6
	Slick surface
	18/27
	Slow movement

	Foam: Solid
	90
	6
	Entrapment
	18/27
	RS check

	Foam: Rad-Blast
	90
	6
	Blocks radiation
	18/27
	--

	Gas: Doze
	90
	6
	Sleep
	30/45
	STA check

	Gas: Dusk
	90
	6
	Dim light
	30/45
	IR, scanners

	Gas: Nightfall
	90
	6
	Darkness
	30/45
	IR, scanners

	Gas: Poison
	90
	6
	S5/T10
	30/45
	STA check

	Gas: Smoke
	90
	6
	-10% to hit
	30/45
	IR

	Incendiary 
	150
	6
	4d10 + (1d10x9turns)
	30/45
	Asbestos

	Sonic Stunner 
	105
	6
	Stun
	15/23
	Sonic, STA check

	Tangler 
	90
	6
	Entanglement
	15/23
	RS check


	Chart 47: Examples of Vympl Type III Missiles with Triple Warheads

	Warheads
	Cost
	
	Warhead
	Cost

	Sensor, 2x Antimissile
	480
	
	3x Incendiary
	600

	Sensor, Field Crusher, Standard Explosive
	525
	
	Sensor, Field Crusher, High Explosive
	555

	Sensor, 2x Standard Explosive
	540
	
	Sensor, Field Crusher, Electrical Discharge
	570

	Sensor, 2x High Explosive
	600
	
	3x Sonic
	465

	3x Standard Explosive
	510
	
	Sensor, 2x Incendiary
	600

	3x High Explosive
	600
	
	3x Dose
	420


Type III Missiles are also known as the Vympl and can be equipped with 1-3 warheads. Before reaching its target, missiles with 2-3 warheads can separate and hit the same or adjacent targets (with-in 20 meters). When firing at two or three targets, apply a -20 percent modifier when rolling to hit the second and third opponent.

	 A type III equipped with two antimissile warheads can knockout two incoming missiles that were fired from the same opponent without any penalty.
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	Chart 53: Mines
	Damage
	Blast Radius
	ROF
	Defense
	Effect

	EMP Field Grenades

	Elect. Short
	10
	1
	Insulation
	--

	Grasshopper Mine
	As per grenade
	As per grenade
	1
	Varies
	Leaps 3 meters up

	Leap Frog Mine

	As per grenade
	As per grenade
	1
	Varies
	Leaps 5 meters

	Small Mine Kit
	As per grenade
	As per grenade
	1
	Varies
	Anti-personnel

	Large Mine Kit Type I 
	As per missile I warhead
	As per missile I warhead
	1
	Varies
	Anti-vehicle

	Large Mine Kit Type II
	As per missile II warhead
	As per missile II warhead
	1
	Varies
	Anti-vehicle

	Large Mine Kit Type III
	As per missile III warhead
	As per missile III warhead
	1
	Varies
	Anti-vehicle


	Chart 54: Artillery  Weapons
	Cost (Cr)
	Wgt (kg)
	HP

	Small Cannon 
	4,000
	 40
	2

	Med. Cannon 
	6,000
	 80
	4

	Large 30mm Cannon
	10,000
	160 
	5

	Howitzer
	25,000
	350
	8

	Railgun
	35,000
	300
	12


	Chart 55: Artillery  Projectile Weapons
	Damage
	Blast Radius
	Ammo
	ROF
	Defense
	Range

PB/S/M/L/E

	Small Cannon
	8d10
	4/6
	20 shells
	½
	Inertia
	150/300/600/1km/2km

	Med. Cannon
	12d10
	6/9
	15 shells
	½
	Inertia
	300/600/1.2km/2km/3km

	Large 30mm Cannon
	3d10x10
	10/15
	10 shells
	½
	Inertia
	600/1.2km/2.4km/5km/10km

	Howitzer
	5d10x10
	15/23
	10 shells
	¼
	Inertia
	--/--/200-3km/7km/15km


	Chart 56: Artillery Energy Weapons
	Damage
	Blast Radius
	Ammo
	SEU
	ROF
	Defense
	Range
PB/S/M/L/E

	Railgun

 
	8d10 x 10
	20/30
	1000 SEU drum

50 rounds
	20
	1
	Inertia
	--/1km/10 km/150km/350km
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	Chart 57: Artillery Ordinance
	Cost (Cr)
	Rounds
	Wgt (kg)
	Damage
	Blast Radius
	Defense

	Small Cannon 
	
	
	
	
	
	

	Standard Explosive
	40
	1
	5
	8d10
	4/6
	Inertia

	High Explosive 
	50
	1
	5
	12d10
	6/9
	Inertia

	Electrical Discharge
	55
	1
	5
	Elect. Short
	6/9
	Insulation

	Field Crusher
	40
	1
	5
	6d10 vs. fields
	6/9
	--

	Foam: Chemical Defoliant
	30
	1
	5
	Defoliates
	10/15
	--

	Gas: Doze
	30
	1
	5
	Sleep
	10/15
	STA check

	Gas: Dusk
	30
	1
	5
	Dim Light
	10/15
	IR, scanners

	Gas: Nightfall
	30
	1
	5
	Darkness
	10/15
	IR, scanners

	Gas: Poison
	30
	1
	5
	S5/T10
	10/15
	STA check

	Gas: Smoke
	30
	1
	5
	-10% to hit
	10/15
	IR

	Incendiary
	40
	1
	5
	4d10 + (1d10x3turns)
	10/15
	Asbestos

	Sonic Stunner
	35
	1
	5
	Stun
	10/15
	Sonic, STA check

	Tangler
	30
	1
	5
	Entanglement 10 turns
	10/15
	RS check

	Medium Cannon
	
	
	
	
	
	

	Standard Explosive
	50
	1
	7
	12d10
	6/9
	Inertia

	High Explosive 
	75
	1
	7
	2d10x10
	10/15
	Inertia

	Electrical Discharge
	90
	1
	7
	Elect. Short
	10/15
	Insulation

	Field Crusher
	60
	1
	7
	10d10 vs. fields
	10/15
	--

	Foam: Chemical Defoliant
	40
	1
	7
	Defoliates
	15/23
	--

	Gas: Doze
	40
	1
	7
	Sleep
	15/23
	STA check

	Gas: Dusk
	40
	1
	7
	Dim Light
	15/23
	IR, scanners

	Gas: Nightfall
	40
	1
	7
	Darkness
	15/23
	IR, scanners

	Gas: Poison
	40
	1
	7
	S5/T10
	15/23
	STA check

	Gas: Smoke
	40
	1
	7
	-10% to hit
	15/23
	IR

	Incendiary
	50
	1
	7
	6d10 + (1d10x4turns)
	15/23
	Asbestos

	Sonic Stunner
	50
	1
	7
	Stun
	15/23
	Sonic, STA check

	Tangler
	50
	1
	7
	Entanglement 10 turns
	15/23
	RS check

	Large Cannon 
	
	
	
	
	
	

	Standard Explosive
	75
	1
	10
	3d10x10
	10/15
	

	High Explosive 
	100
	1
	10
	4d10x10
	15/23
	Inertia

	Electrical Discharge
	80
	1
	10
	Elect. Short
	15/23
	Insulation

	Field Crusher
	70
	1
	10
	12d10 vs. fields
	15/23
	--

	Foam: Chemical Defoliant
	50
	1
	10
	Defoliates
	20/30
	--

	Gas: Doze
	50
	1
	10
	Sleep
	20/30
	STA check

	Gas: Dusk
	50
	1
	10
	Dim Light
	20/30
	IR, scanners

	Gas: Nightfall
	50
	1
	10
	Darkness
	20/30
	IR, scanners

	Gas: Poison
	50
	1
	10
	S5/T10
	20/30
	STA check

	Gas: Smoke
	50
	1
	10
	-10% to hit
	20/30
	IR

	Incendiary
	70
	1
	10
	8d10 + (1d10x5turns)
	20/30
	Asbestos

	Sonic Stunner
	50
	1
	10
	Stun
	20/30
	Sonic, STA check

	Tangler
	50
	1
	10
	Entanglement 10 turns
	20/30
	RS check


Weapons Charts
	Chart 58: Howitzer Artillery Ordinance
	Cost (Cr)
	Rounds
	Wgt (kg)
	Damage
	Blast Radius
	Defense

	Howitzer
	
	
	
	
	
	

	Standard Explosive
	150
	1
	15
	5d10x10
	15/23
	Inertia

	High Explosive 
	200
	1
	15
	50 + (7d10x10)
	18/27
	Inertia

	Electrical Discharge
	100
	1
	15
	Elect. Short
	18/27
	Insulation

	Field Crusher
	100
	1
	15
	15d10 vs. fields
	18/27
	--

	Foam: Chemical Defoliant
	70
	1
	15
	Defoliates
	30/45
	--

	Gas: Doze
	75
	1
	15
	Sleep
	30/45
	STA check

	Gas: Dusk
	75
	1
	15
	Dim Light
	30/45
	IR, scanners

	Gas: Nightfall
	75
	1
	15
	Darkness
	30/45
	IR, scanners

	Gas: Poison
	75
	1
	15
	S5/T10
	30/45
	STA check

	Gas: Smoke
	75
	1
	15
	-10% to hit
	30/45
	IR

	Incendiary
	100
	1
	15
	12d10 + (1d10x5turns)
	30/45
	Asbestos

	Sonic Stunner
	100
	1
	15
	Stun
	30/45
	Sonic, STA check

	Tangler
	75
	1
	15
	Entanglement 10 turns
	30/45
	RS check
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	Chart 59: Bomb Racks
	Cost (Cr)
	Wgt (kg)
	HP

	Small Bomb Mount 
	50
	10
	1

	Medium Bomb Mount 
	50
	12
	2
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	Chart 61: Dropped Weapons
	Damage


	Blast Radius
	Ammo
	ROF
	Defense
	Range

PB/S/M/L/E

	Small Bomb

	
	
	
	
	
	

	Standard Explosive
	10d10 +100
	20/30
	1
	1/all
	Inertia
	10/30/60/120/121+

	High Explosive 
	15d10 +100
	30/45
	1
	1/all
	Inertia
	10/30/60/120/121+

	Electrical Discharge
	Elect. Short
	20/30
	1
	1/all
	Insulation
	10/30/60/120/121+

	Field Crusher
	10d10+50 vs. fields
	20/30
	1
	1/all
	--
	10/30/60/120/121+

	Foam: Chemical Defoliant
	Defoliates
	30/45
	1
	1/all
	--
	10/30/60/120/121+

	Gas: Doze
	Sleep
	30/45
	1
	1/all
	STA check
	10/30/60/120/121+

	Gas: Dusk
	Dim Light
	30/45
	1
	1/all
	IR, scanners
	10/30/60/120/121+

	Gas: Nightfall
	Darkness
	30/45
	1
	1/all
	IR, scanners
	10/30/60/120/121+

	Gas: Poison
	S10/T10
	30/45
	1
	1/all
	STA check
	10/30/60/120/121+

	Gas: Smoke
	-15% to hit
	30/45
	1
	1/all
	IR
	10/30/60/120/121+

	Incendiary
	8d10 + (1d10x6turns)
	30/45
	1
	1/all
	Asbestos
	10/30/60/120/121+

	Sonic Stunner
	Stun
	20/30
	1
	1/all
	Sonic, STA check
	10/30/60/120/121+

	Tangler
	Entanglement 

2d10 + 10 turns
	20/30
	1
	1/all
	RS check
	10/30/60/120/121+

	Medium Bomb
	
	
	
	
	
	

	Standard Explosive
	20d10 + 200
	30/45
	1
	1/all
	Inertia
	10/30/60/120/121+

	High Explosive 
	30d10 + 200
	40/60
	1
	1/all
	Inertia
	10/30/60/120/121+

	Electrical Discharge
	Elect. Short
	30/45
	1
	1/all
	Insulation
	10/30/60/120/121+

	Field Crusher
	10d10 + 200  vs. fields
	30/45
	1
	1/all
	--
	10/30/60/120/121+

	Foam: Chemical Defoliant
	Defoliates
	40/60
	1
	1/all
	--
	10/30/60/120/121+

	Gas: Doze
	Sleep
	40/60
	1
	1/all
	STA check
	10/30/60/120/121+

	Gas: Dusk
	Dim Light
	40/60
	1
	1/all
	IR, scanners
	10/30/60/120/121+

	Gas: Nightfall
	Darkness
	40/60
	1
	1/all
	IR, scanners
	10/30/60/120/121+

	Gas: Poison
	S10/T10
	40/60
	1
	1/all
	STA check
	10/30/60/120/121+

	Gas: Smoke
	-15% to hit
	40/60
	1
	1/all
	IR
	10/30/60/120/121+

	Incendiary
	15d10 + (1d10x10urns)
	40/60
	1
	1/all
	Asbestos
	10/30/60/120/121+

	Sonic Stunner
	Stun
	30/45
	1
	1/all
	Sonic, STA check
	10/30/60/120/121+

	Tangler
	Entanglement 

3d10 + 10 turns
	30/45
	1
	1/all
	RS check
	10/30/60/120/121+

	Airdrop Pod, Small
	20kg of supplies
	N/A
	1
	1
	N/A
	10/30/60/120/121+

	Airdrop Pod, Medium
	50kg of supplies
	N/A
	1
	1
	N/A
	10/30/60/120/121+


Illustration from Dragon Magazine #120





Chart 2: Rafflur, Maser & Bolt Weapons�
Cost�
Wgt (kg)�
�
Rafflur Helmet�
625�
0.5�
�
Rafflur M-1 Derringer�
300�
0.5�
�
Rafflur M-2 Pistol�
650�
1�
�
Rafflur M-3 Pistol�
825�
2�
�
Rafflur M-4 Combat Rifle�
1,000�
3�
�
Rafflur M-6 Rifle�
900�
4�
�
Rafflur M-8 Sharpshooter Rifle�
1,200�
5�
�
Rafflur M-10 Heavy Weapon�
5,000�
20�
�
Maser Penetrator Pistol�
675�
1�
�
Maser Raser Rifle�
850�
2�
�
WarTech Alpha Bolt�
3,000�
2�
�
WarTech Omega Bolt�
4,000�
3�
�
WarTech Gamma Bolt II�
5,000�
2.5�
�
WarTech K-Pulse Pistol�
250�
2�
�
WarTech Mark V Blaster�
700�
2.5�
�
WarTech Mark VII Rifle�
850�
4.5�
�
WarTech Mark XII Cannon�
5,000�
25�
�
WarTech PGMP-12�
10,000�
6�
�
WarTech PGMP-13�
65,000�
9�
�






Chart 1: Laser Weapons�
Cost (Cr)�
Wgt (kg)�
�
Ke-1000 Laser Pistol�
600�
1�
�
Ke-1500 Laser Long Pistol  �
750�
2�
�
Ke-1800 Laser Rifle�
800�
3�
�
Ke-2000 Laser Rifle�
1,200�
4�
�
Ke-5000 Heavy Laser�
6,000�
15�
�
Ke-6000 Heavy Laser�
8,000�
18�
�
Archaic Laser Pistol�
400�
2�
�
Archaic Laser Rifle�
450�
6�
�
Blast (laser) Pistol�
200�
1.5�
�
Blaster Model 250�
500�
1�
�
Evran Laser Pistol�
580�
1�
�
K’raktan Laser Pistol�
580�
1�
�
Laser Auto Rifle�
750�
3�
�
Laser Sniper Rifle�
1,500�
5�
�
LE-1000 Laser Derringer�
500�
0.5�
�
LE-1500 Laser Pistol�
700�
1.25�
�
Magstar F8 Laser Pistol�
400�
1.5�
�
Magstar Laser Pistol�
580�
1�
�
SD-CLCr Laser Pistol�
580�
1�
�
Tizzle Laser Derringer�
300-3,000�
0.1�
�
WarTech KTX-40 Pistol�
700�
1�
�
WarTech SE-9 LWS Pistol�
700�
2�
�
WarTech SE-9 LWS Rifle�
+650�
+3�
�






Chart 3: Stunner & Sonic  Weapons�
Cost (Cr)�
Wgt (kg)�
�
Electrostunner�
500�
1�
�
Light Stunner�
150�
0.5�
�
Sonic Stunner Pistol�
500�
1�
�
Sonic Disruptor Rifle�
700�
4�
�
Sonic Devastator�
5,000�
15�
�






Chart 4: Unusual Beam Weapons�
Cost (Cr)�
Wgt (kg)�
�
Sonic Prod�
400�
1�
�
Cardice Pistol�
800�
1�
�
D.S. Pistol�
800�
1�
�
D.S. Long Pistol�
900�
1.5�
�
D.S. Rifle�
1,050�
3.5�
�
Electro-Mag. Signal Stunner�
500�
2�
�
Fusion Rifle�
N/A�
10�
�
Gauss Assault Rifle�
1,500�
4�
�
Gauss Traveller Rifle�
1,800�
3.5�
�
Gauss Sniper Rifle�
2,000�
5�
�
WarTech M1-A44�
1,500�
6.5�
�
Gauss Assault Rifle�
1,500�
4�
�






Adapters


Reusable adapters were developed to permit a weapon to use a smaller powerclips.


Mini powerclip to Power Clip Adapter - can hold a single Mini powerclip. Cost: 2 Cr 


Microdisc to Mini powerclip Adapter - can hold one or two Microdiscs. Cost: 2 Cr per disc 


Microdisc to Power Clip Adapter - can hold up to 4 Microdiscs, depending on model. Cost: 2 Cr per disc 








A size comparison of a standard 20 SEU powerclip versus a 10 SEU mini powerclip.





Chart 10: Projectile Weapons�
Weapon Cost (Cr)�
Wgt (kg)�
Ammo Cost (Cr)�
Rounds (Rnd)�
Ammo Wgt (kg)�
�
.22 cal./5.56mm Lt Revolver�
100�
1�
10�
Box of 20�
0.1�
�
.38 cal./9mm Heavy Autopistol�
300�
2.5�
10/25�
20/30 clip�
0.1/0.2�
�
.44 cal./11 mm Heavy Revolver �
250�
1�
10�
Box of 20�
0.1�
�
5.56 cal. Auto Pistol�
200�
2�
2�
20 rnd�
0.1�
�
Gunnam Auto Pistol�
299�
2�
2�
20 rnd�
0.1�
�
Ropes Semiautomatic Pistol�
150�
1.5�
2�
20 rnd�
0.1�
�
Semiautomatic Pistol�
150�
1.5�
2�
20 rnd�
0.1�
�
.303cal/7.62mm Hvy Autorifle�
500�
4.5�
20/50�
20/30 rnd�
0.2/0.3�
�
.50cal/12.5mm Sniper Rifle�
900�
4.5�
20/50�
20/30 rnd�
0.2/0.3�
�
5.56 cal. Auto Rifle�
300�
4�
5�
20 rnd�
0.2�
�
CKA Hi-LER Hunting Rifle�
700�
4�
20�
20 rnd�
0.2�
�
MR-17 Heavy Assault Rifle�
480�
5�
10�
20 rnd�
0.2�
�
Semi-auto Sniper Rifle�
1,200�
5�
5�
20 rnd�
0.2�
�
Pulse Rifle�
1,800�
5�
10�
10 shots�
0.1�
�
12 gauge Automatic Shotgun/Scattergun�
400�
3�
10�
10 shots�
0.1�
�
Assault Scattergun�
600�
5�
10�
10 shots�
0.1�
�
Autoloading Scattergun�
400�
4�
10�
10 shots�
0.1�
�
Pump Action Scattergun�
200�
3�
50�
200 rnd�
10�
�
Machine Gun�
2,000�
20�
10�
1 rnd�
1�
�
Recoilless Rifle�
4,000�
20�
50�
99 rnd�
1�
�
Needler I Pistol�
200�
1�
10/15�
10/15 rnd�
0.1/0.15�
�
Needler II Short Rifle�
300�
2�
10/15�
10/15 rnd�
0.1/0.15�
�
Needler III Rifle�
400�
3�
20/30�
10/15 rounds�
0.2/0.3�
�
Razor Gun Carbine�
950�
1.5�
Varies�
Varies�
Varies�
�
Whoomp Needler L1 Pistol�
400�
1�
15�
12 rnd�
0.1�
�
Whoomp Needler L2 Rifle�
700�
3�
25�
12 rnd�
0.2�
�
Whoomp Needler L3c Pistol�
500�
1.25�
15�
12 rnd�
0.1�
�
Whoomp Needler L4c Rifle�
900�
3.5�
25�
12 rnd�
0.2�
�






Illustrations from Star Frontiersman magazine, issue 2.





Chart 12: Gyrojet Weapons�
Weapon Cost (Cr)�
Wgt (kg)�
Ammo Cost (Cr)�
Rounds (Rnd)�
Ammo Wgt (kg)�
�
Gyrojet Wrist Rockets�
125�
1.5�
3�
3�
--�
�
Gyrojet Pistol�
200�
1�
10�
10�
0.5�
�
Gyrojet Rifle�
300�
4�
20�
10�
0.75�
�
Heavy Gyrojet Rifle�
2,000�
5.5�
50�
10�
1.75�
�
WarTech GC-6 Gyrojet Carbine�
250�
3.5�
5�
5�
0.25�
�
WarTech GAR-10 Gyrojet Assault Rifle�
400�
5.5�
40�
20�
1.5�
�
WarTech HGR-9 Hvy Gyrojet Rifle�
2,000�
12�
50�
5�
0.75�
�
WarTech GJMG-12 Gyrojet M.G.�
7,000�
25�
100�
5 bursts�
4.5�
�
WarTech PGR-2 Precision Marksman Gyrojet Rifle�
1,500�
5.5�
40�
5�
1�
�
Yazarian Triple Barrel Gyrojet Rifle�
800�
11�
20 ea.�
10 ea.�
0.75 ea�
�
Grenade Launcher, rifle under mount�
600�
2.5�
3 + g. type�
1 gren. bullet�
0.5�
�
Grenade Rifle�
700�
4�
3 + g. type�
1 gren. bullet�
0.5�
�
Grenade Mortar�
2,000�
15�
8 + g. type�
1 gren. shell�
0.5�
�
LAW (Light Anti-tank Weapon)�
200�
2�
N/A�
N/A�
N/A�
�
Rocket Launcher�
5,000�
15�
15�
1 rocket�
4�
�






Illustration from Star Frontiersman magazine issue 2.





A gyrojet pistol and an illustration of a gyrojet rocket.





�
Chart 14: Specialized Gyrojet Pistol Jetclips (10 rounds)�
Wgt (kg)�
Cost (Cr)�
�
Standard, as per AD rules, 2d10�
0.5�
10�
�
Doze: STA check or sleep d100 turns�
0.5�
20�
�
FAST: Range: 2/5/50/100/150�
0.5�
50�
�
Fragmentation: 3d10 damage�
0.5�
50�
�
Incendiary: 2d10 + 1d10 following turn�
0.5�
20�
�
Linked: for Target Link, +10 to hit�
0.5�
100�
�
Poison: S5/T10�
0.5�
50�
�
Tangler: RS check or tangled for 30 minutes�
0.5�
30�
�






Chart 15:  Specialized Gyrojet Rifle Jetclips (10 rounds)�
Wgt (kg)�
Cost (Cr)�
�
Standard, as per AD rules, 3d10�
0.75�
20�
�
Doze: STA check or sleep d100 turns�
0.75�
30�
�
FAST: Range: 2/5/75/15/300�
0.75�
100�
�
Fragmentation: 4d10 damage�
0.75�
100�
�
Incendiary: 3d10 + 1d10 following turn�
0.75�
40�
�
Linked: for Target Link, +10 to hit�
0.75�
200�
�
Poison: S5/T10�
0.75�
100�
�
Tangler: RS check or tangled for 30 minutes�
0.75�
30�
�






Chart 16:  Extended Pistol Jetclips                 (15 rounds, -1 IM)�
Wgt (kg)�
Cost (Cr)�
�
Pistol Extended Clip (15 round capacity)�
--�
80�
�
Standard, as per AD rules, 2d10�
0.75�
15�
�
Doze: STA check or sleep d100 turns�
0.75�
30�
�
FAST: Range: 2/5/50/100/150�
0.75�
75�
�
Fragmentation: 3d10 damage�
0.75�
75�
�
Incendiary: 2d10 + 1d10 following turn�
0.75�
30�
�
Linked: for Target Link, +10 to hit�
0.75�
150�
�
Poison: S5/T10�
0.75�
75�
�
Tangler: RS check or tangled for 30 minutes�
0.75�
45�
�






Chart 17:  Extended Rifle Jetclips                  (15 rounds, -1 IM)�
Wgt (kg)�
Cost (Cr)�
�
Rifle Extended Clip (15 round capacity)�
--�
100�
�
Standard, as per AD rules, 3d10�
1.0�
25�
�
Doze: STA check or sleep d100 turns�
1.0�
45�
�
FAST: Range: 2/5/75/15/300�
1.0�
150�
�
Fragmentation: 4d10 damage�
1.0�
150�
�
Incendiary: 3d10 + 1d10 following turn�
1.0�
60�
�
Linked: for Target Link, +10 to hit�
1.0�
300�
�
Poison: S5/T10�
1.0�
150�
�
Tangler: RS check or tangled for 30 minutes�
1.0�
45�
�






Chart 18:  Specialized Gyrojet Pistol Ammo�
Wgt (kg)�
Cost (Cr)�
�
Hollow Point: extra 1d10 to unarmored opponents; ¼ damage to Inertia�
0.5�
twice normal�
�
Incendiary: additional 1d10 damage, 2nd turn�
0.5�
twice normal�
�






Chart 19:  Specialized Gyrojet Rifle Ammo�
Wgt (kg)�
Cost (Cr)�
�
Hollow Point: extra 1d10 to unarmored opponents; ¼ damage to Inertia�
0.75�
twice normal�
�
Incendiary: additional 1d10 damage, 2nd turn�
0.75�
twice normal�
�






Chart 20:  Grenade Rifle, Mortar & Rocket Ammo�
Wgt (kg)�
Cost (Cr)�
�
Grenade Rifle; 1 grenade bullet�
0.5�
3 + grenade�
�
Grenade Mortar, 1 gren. shell�
0.5�
8 + grenade�
�
Rocket Launcher, 1 rocket�
4�
15�
�






Chart 19:  Heavy Gyrojet Ammo�
Wgt (kg)�
Cost (Cr)�
�
Prox. fuse air burst/armor piercing: 10 Rounds�
1.75�
50�
�
Specialized ammo�
1.75�
Triple cost�
�






�
Chart 22: Unusual P.G.S. Weapons�
Cost (Cr)�
Wgt (kg)�
Ammo Cost (Cr)�
Rounds (Rnd)�
Ammo Wgt (kg)�
�
Acid Sprayer�
1,300�
5�
10/Lvl�
10 squirts�
1�
�
Flame Thrower�
1,500�
5�
50�
20 shots�
2�
�
Flamethrower Gauntlets�
700�
2�
50/


gauntlet�
10/gauntlet�
1/tank�
�
Gel Airgun �
250�
1�
Varies


Acid: 20


Prac.: 10


Doz.: 20


Tox.: 30�
Varies


10


50


10


10�
0.2


“


“


“


“�
�
NL4 Net Gun�
450�
5.75�
Special


50


200


100


200�



1


“


“


“�



0.25 


“


“


“�
�
Sector 6 Small Arm�
400�
1�
25�
1 round�
--�
�
SP-4507 Balor Gyro-Mag�
600�
2�
�
�
�
�
Tangler Gun�
250�
2�
25�
10-shot tangle clip�
0.2�
�
Taser Rifle�
900�
5�
50�
1 disk and wire assy.�
--�
�






A Yazarian female with a sonic stunner.





A diagram of a Frontier flamethrower.





A close up picture of a needler pistol.





Chart 24: 


Grenade Types�
Cost (Cr)�
Wgt (kg)�
�
Grenade Types�
Cost (Cr)�
Wgt (kg)�
�
Albedo Grenade�
50�
0.5�
�
Nightfall�
25�
0.5�
�
Flash Grenade�
10�
0.5�
�
Poison�
30�
0.5�
�
Acid�
45�
0.5�
�
Smoke�
10�
0.5�
�
Chemical Defoliant�
40�
0.5�
�
Incendiary Grenade�
20�
0.5�
�
Dye�
10�
0.5�
�
Infra Grenade�
20�
0.5�
�
Extinguish�
10�
0.5�
�
5 SEU Laser Grenade�
35�
0.5�
�
Irritant�
25�
0.5�
�
10 SEU Laser Grenade�
55�
0.5�
�
Slick�
20�
0.5�
�
Polyhedron (Sonic)�
25�
0.5�
�
Solid�
100�
0.5�
�
Boomer (Sonic)�
75�
0.5�
�
Rad-Blast�
30�
0.5�
�
Marble (Sonic)�
8�
0.1�
�
Fragmentation Grenade�
20�
0.5�
�
Stun Grenade�
75�
0.5�
�
Doze�
10�
0.5�
�
Tangler Grenade�
25�
0.5�
�
Dusk�
20�
0.5�
�
 Yazarian Disc Grenades�
+25%�
0.6�
�






Gyrojet rifle, illustration from Star Frontiersman magazine, issue 3.





Gyrojet ammunition. Illustration from Star Frontiersman magazine, issue 3.





Illustration from Star Frontiersman magazine, issue 2.





�
Chart 27: Non-powered and Primitive Melee Weapons�
Cost (Cr)�
Wgt (kg)�
�
Axe�
15�
1�
�
Bottle/Mug�
--�
1�
�
Brass Knuckles�
10�
--�
�
Chain/Whip�
20�
1�
�
Chair�
--�
2-10�
�
Club, small�
10�
--�
�
Entrenching Tool�
15-30�
0.5-1�
�
Javelin�
20�
2�
�
Knife	�
10�
--�
�
Mono Tanto�
50�
--�
�
Mono Wakizashi�
100�
1�
�
Mono Katana�
200�
1�
�
Nightstick�
20�
1�
�
Pistol Butt�
--�
--�
�
Polearm�
40�
4�
�
Rifle Butt�
--�
--�
�
Spear�
20�
2�
�
Sword, small�
25�
1�
�
Sword, medium�
30�
2�
�
Sword, large�
45�
3�
�
Whip, high quality�
100�
0.5�
�






Chart 26: Advanced Melee Weapons�
Cost (Cr)�
Wgt (kg)�
�
Blast Axe�
300�
2�
�
Blasthammer�
300�
2�
�
Defense Rod�
500�
2�
�
Electric Sword�
150�
1�
�
Force Axe�
450�
2�
�
Shock Gloves�
50�
1�
�
Sonic Hammer�
325�
5�
�
Sonic Knife�
50�
1�
�
Sonic Sword�
300�
1�
�
Spray Hypo�
10�
0.1�
�
Stunstick�
75�
1�
�
Variable Sword�
800�
0.4�
�
Vibroknife�
25�
1�
�
Electric Whip�
225�
1�
�
Electric Stun Whip�
240�
1�
�
Electric Whip, modified�
300�
1�
�






Chart 28: Thrown and Archaic Ranged Weapons�
Cost (Cr)�
Wgt (kg)�
�
Axe�
15�
1�
�
Blow Gun��
30/15�
1�
�
Bow�
50�
1�
�
Long Bow�
60�
1.5�
�
Compound Bow, Hunting�
120�
0.5�
�
Crossbow�
60�
2�
�
Crossbow, Hunting�
180�
1.5�
�
Grapple Link Gun��
	300�
4�
�
Knife�
10�
--�
�
Flintlock Pistol �
80�
1.5�
�
Musket�
100�
3�
�
Spear�
20�
2�
�
Javelin�
20�
2�
�
Slingshot�
10�
--�
�
Zamira��
Special�
0.4�
�






Illustration of a Sesheyan crossbow from Star Frontiersman magazine, issue 7.





�





Illustration from Star Frontiersman magazine issue 5.





Chart 34: Vehicular P.G.S. Weapons�
Cost (Cr)�
Wgt (kg)�
HP�
Ammo Cost (Cr)�
Rounds


(Rnd)�
Ammo Wgt (kg)�
�
Small Machine Gun�
2,000�
20�
1�
50�
100 rounds�
10�
�
Medium 12.7mm MG�
3,000�
40�
2�
150�
200 rounds�
25�
�
Large Machine Gun�
4,000�
70�
4�
225�
300 rounds�
40�
�
Recoilless Rifle�
4,000�
20�
1�
10�
1 round�
1�
�
Vehicle Recoilless Rifle�
5,500�
30�
2�
15�
1 round�
2�
�
Grenade Mortar�
2,000�
15�
1�
8 + g. type�
1 gren. shell�
0.5�
�
Personal Flame Thrower�
1,500�
5�
1�
50�
20 shots�
2�
�
Small Flame Thrower�
1,800�
15�
1�
150�
20 shots�
10�
�
Medium Flame Thrower�
3,000�
40�
2�
300�
10 shots�
20�
�






Micromissile illustration from Zebulon’s Guide to the Frontier.





Chart 36: 


Rocket &�
 Missile Launchers�
Cost (Cr)�
Wgt (kg)�
HP�
�
�
Rocket & Missile Launchers�
Cost (Cr)�
Wgt (kg)�
HP�
�
Rocket Launcher�
5,000�
15�
1�
�
Multi-Launch Tube Clusters (MLTC)�
1,000


+250xMsl#�
3+2xMsl#�
Varies�
�
Medium Vehicle Rocket Launcher�
6,000�
17�
1�
�
MTLC Type I-2�
2,500�
10�
1�
�
Large Vehicle Rocket Launcher�
8,000�
20�
2�
�
MLTC Type I-4�
5,000�
20�
1�
�
Popper�
5,000�
15�
1�
�
MLTC Type I-6�
7,500�
30�
2�
�
Rocket Cluster, Small�
8,000�
20�
1�
�
MLTC Type I-10�
12,500�
50�
2�
�
Rocket Cluster, Medium�
10,000�
30�
2�
�
MLTC Type II-3�
4,500�
21�
2�
�
Rocket Cluster, Large�
12,000�
30�
2�
�
MLTC Type II-6�
9,000�
42�
3�
�
�
�
�
�
�
MLTC Type II-8�
12,000�
56�
4�
�
�
�
�
�
�
MLTC Type III-3�
5,250�
27�
3�
�
�
�
�
�
�
MLTC Type III-6�
14,500�
54�
4�
�






Chart 37: Rockets and Missiles �
Cost (Cr)�
Rounds


(Rnd)�
Wgt (kg)�
�
Micromissile�
25�
1 missile�
1�
�
Rocket�
15�
1 rocket�
4�
�
Medium Rocket�
25�
1 rocket�
6�
�
Large Rocket�
100�
1 rocket�
10�
�
Missile I (no warhead)�
50�
1 missile�
10�
�
Missile II 


(no warheads)�
100�
1 missile�
20�
�
Missile III 


(no warheads)�
150�
1 missile�
30�
�
Note: The missile costs here are slightly higher and the weights are significantly heavier than what was found in Zebulon’s Guide. In Zebs, a Type I missile cost 30 Cr and weighed 2 kg; Type II was 50 Cr, 4 kg; and a Type III was 75 Cr. and 5 kg. This seemed very unbalanced when compared with rockets and other heavy weapons.





Figure � SEQ Figure \* ARABIC �1�A jetcopter equipped with a rocket cluster and missiles. Picture from: www.airbase.ru/hangar/russia/weapon/as/nar/indexe-t.htm





An anti-tank missile carrier. Source: http://aermech.in/namica-nag-missile-carrieradvanced-nag-variantanti-tank-weapon/





Sprayer weapons and mine droppers do not require a weapon skill. Add 5 percent per level of the driver’s skill to half of his Dexterity (DEX) score for an attack roll against a pursuer.


The ammunition for the paint sprayer and oil sprayer are not interchangeable.











Chart 48: Special Vehicular Weapons�
Cost (Cr)�
Wgt (kg)�
HP�
�
Smokescreen Generator (Sprayer)�
1,000�
10�
2�
�
Paint Sprayer�
1,000�
10�
2�
�
Oil Sprayer�
1,000�
10�
2�
�
Mine Dropper�
750�
10�
2 �
�






Chart 50: Smokescreen Charges�
Cost (Cr)�
Rounds (Rnd)�
Wgt (kg)�
Damage�
Blast Radius�
Defense�
�
Smoke�
75�
10�
10�
Blocks vision


-10 to hit�
50-diameter cloud�
Wind/IR�
�
Gas: Doze�
75�
10�
10�
Sleep�
50-diameter cloud�
STA check�
�
Gas: Dusk�
75�
10�
10�
Dim light�
50-diameter cloud�
IR, scanners�
�
Gas: Nightfall�
75�
10�
10�
Darkness�
50-diameter cloud�
IR, scanners�
�
Gas: Poison�
75�
10�
10�
S5/T10�
50-diameter cloud�
STA check�
�






* These weapons normally face rearward. The range listed assumes the vehicle is operating at turn speed. Vehicle speed, wind and other environmental conditions may alter the effectiveness of the paint and oil sprayers.





Chart 51: Mines�
Cost (Cr)�
Wgt (kg)�
�
EMP Field Mine Kit�
750�
1�
�
Grasshopper Mine�
80�
5�
�
Leap Frog Mine�
80�
5�
�
Small Mine Kit�
20�
1�
�
Large Mine Kit Type I �
40�
2�
�
Large Mine Kit Type II�
50�
3�
�
Large Mine Kit Type III�
60�
4�
�






Chart 52: Mine Kit Equipment�
�
Sensor Cluster�
Cost (Cr)�
Wgt (kg)�
Turns to Set�
�
Motion�
40�
1�
2�
�
Pressure�
35�
1�
5�
�
Proximity�
45�
1�
2�
�
Time Delay�
25�
1�
1�
�
Voice�
150�
1�
1�
�
Photon�
20�
1�
1�
�






Chart 49: Special Vehicular Weapons*�
Damage�
Ammo�
ROF�
Defense�
Range


PB/S/M/L/E�
HP�
�
Smokescreen Generator�
Blocks vision


-10 to hit�
10 bursts�
1�
Wind�
50-diameter cloud�
2�
�
Paint Sprayer�
May block vision�
20 bursts�
1�
N/A�
10m x 3 m area�
2�
�
Oil Sprayer�
Loss of vehicle control�
30 bursts�
Burst�
Hover/ 


RS check�
20m x 2m slick�
2�
�
Mine Dropper�
4d10 (3m blast)�
10 mines�
1�
Inertia�
N.A.�
2 �
�






Frontier "battlewagons" from "Here Comes the Cavalry!," Dragon Magazine, April 1987.





Left, a tracked artillery unit under fire. Right, Merco attack aircars. From Dragon Magazine, April 1987.





Chart 60: Dropped Weapons�
Cost (Cr)�
Wgt (kg)�
HP�
�
Dropped Weapons�
Cost (Cr)�
Wgt (kg)�
HP�
�
Small Bombs�
�
�
 �
�
Medium Bombs�
�
 �
 �
�
Standard Explosive�
100�
15�
1�
�
Standard Explosive�
250�
30�
2�
�
High Explosive �
150�
15�
1�
�
High Explosive �
400�
30�
2�
�
Electrical Discharge�
150�
15�
1�
�
Electrical Discharge�
400�
30�
2�
�
Field Crusher�
140�
15�
1�
�
Field Crusher�
350�
30�
2�
�
Foam: Acid�
130�
�
�
�
Foam: Acid�
250�
�
�
�
Foam: Chemical Defoliant�
130�
15�
1�
�
Foam: Chemical Defoliant�
250�
30�
2�
�
Foam: Extinguish�
130�
15�
1�
�
Foam: Extinguish�
250�
30�
2�
�
Foam: Irritant�
130�
15�
1�
�
Foam: Irritant�
250�
30�
2�
�
Foam: Slick�
130�
15�
1�
�
Foam: Slick�
250�
30�
2�
�
Foam: Solid�
130�
15�
1�
�
Foam: Solid�
250�
30�
2�
�
Foam: Rad-Blast�
130�
15�
1�
�
Foam: Rad-Blast�
250�
30�
2�
�
Gas: Doze�
130�
15�
1�
�
Gas: Doze�
250�
30�
2�
�
Gas: Dusk�
130�
15�
1�
�
Gas: Dusk�
250�
30�
2�
�
Gas: Nightfall�
130�
15�
1�
�
Gas: Nightfall�
300�
30�
2�
�
Gas: Poison�
130�
15�
1�
�
Gas: Poison�
250�
30�
2�
�
Gas: Smoke�
130�
15�
1�
�
Gas: Smoke�
250�
30�
2�
�
Incendiary�
140�
15�
1�
�
Incendiary�
350�
30�
2�
�
Sonic Stunner�
135�
15�
1�
�
Sonic Stunner�
300�
30�
2�
�
Tangler�
130�
15�
1�
�
Tangler�
250�
30�
2�
�
Airdrop Pod, Small�
50�
5 empty�
1�
�
Airdrop Pod, Medium�
90�
10 empty�
2�
�









� An Enforcer can multiply his Weapons: Beam skill level times the damage rolled, but only if he takes two turns doing nothing but aiming.


�  Rafflur weapons are uncommon before 50 FY and the M-4 combat rifle is unavailable until the Second Sathar War.


� The sonic prod is actually mentioned in the SF Basic Game as a device used by the handler of the hydra to coax it to move to a larger pen. This is more of an animal handling device than a weapon. It has three settings, using different amounts of power per setting but its range remains the same.


� The Cardice (Carbon Dioxide Ice) pistol causes the CO2 in the atmosphere around a human-size target to rapidly freeze; see pistol description.   


� Known as the “Deep Sleep” Pistol, is a beam weapon that fires a short-range plasma bolt; an Albedo Screen (not suit) provides protection as does a Skeinsuit but not the Inertia Screen.


� The DS Rifle is capable of firing a burst of plasma bolts which uses 4 charges from the fuel cell. 


� The Electro-Magnetic Signal (EMS) Stunner is designed to stop vehicles, machinery and robots with an electro-magnetic pulse within a 5 meter radius.


� The Fusion Rifle is an advanced alien design (Tetrarch) and is extremely rare to find a working model. It may sell for 5,000+ Credits on the open market. It fires dual beams of radiation causing the equivalent of S10/T5 damage to a target with each hit. They are extremely dangerous. An unshielded rifleman will take S5/T5 worth of damage each time he fires it.


� The gauss assault rifle is normally used with an SEU belt pack or backpack.


� Modified from the Traveller game. This gauss rifle can fire a burst. Typically when it is out of ammo, it has also drained its SEU clip.


� An Enforcer can multiply his Weapons: Beam skill level times the damage rolled, but only if he takes two turns doing nothing but aiming.


� The gauss sniper rifle does not have an outlet for an SEU pack; it has an integral scope system, hence the longer ranges, so no additional bonus is provided. 	


� This hybrid weapon from WarTech combines the power of a standard automatic rifle and the Ke-1800 laser rifle into one package. It uses Auto Rifle ammo (5 Credits for 20 rounds). The rifleman can only fire one of the weapons at a time and a character would need to know both Weapons: Beam and Weapons: PGS to use it to its full effectiveness. 


� The advanced power beltpack and backpack are house rules. These units are made of extra light materials.


� The energy bracer comes from an article by Bill Logan is Star Frontiersman magazine, Issue 19m pg. 41.


� The high cost of the SEU Drum reflects the fact that it stores a large amount of energy at a relatively light weight.


� Auto Pistol ammunition is compatible with the Gunnam, Ropes and Semiautomatic pistol models. 


� With a scope, an Enforcer can multiply his Weapons: PGS skill level times the damage rolled, if he takes two turns doing nothing but aiming.


� The Auto Rifle’s ammunition is compatible with the Semi-auto Sniper Rifle, the Wartech M1-A44 assault rifle and other rifles.


� When this weapon is set on a solid surface, the rifleman receives a +10 modifier to hit. Use range category one step better.


� This is a pump-action grenade launcher that is an integral part of the Pulse Rifle. 


� Auto shotguns can affect area targets in both single shot and burst mode. See optional rules.


� The ammunition for the Assault Scattergun, the Autoloading Scattergun and the Pump Action Scattergun are compatible. 


� The Whoomp models fire special skeinsuit piercing needles, so their only defense is an inertia screen. The L1 and L2 models only use Whoomp manufactured ammo while the L3c and L4c models can also use normal needler ammo.


� Uses specialized gyrojet ammo that is smaller than that used by the gyrojet pistol.


� Maximum range is 500 meters for an impact hit; 700 meters for an area burst – 6 meter radius. 


� Uses normal gyrojet pistol ammo.


� Uses normal gyrojet rifle ammo in an extended magazine.


� This is a long-range gyrojet for sniper work. An Enforcer can multiply his Weapons: PGS skill level times the damage rolled, but only if he takes two turns doing nothing but aiming.


� This weapon is unavailable until the Second Sathar War and was initially deployed with Yazarian space commandos from Yast.


� This is a grenade launcher that can be mounted under the barrel of any rifle. It fires grenade bullets.


� The LAW is a one-shot, disposable, shoulder-fired rocket.


� The rocket launcher can also be used by a character with weapons: missiles. It is basically an unguided short range missile.


� This is an agricultural and industrial tool that was introduced in Zebulon’s Guide. Acids for this tool are rated 1-20. It causes 1d4 points of damage per level of acid strength.


� This is another agricultural tool from Zebulon’s Guide rather than a military-grade flamethrower. Once a target is hit, it will take an additional 1d5 points of damage per turn until the flames are extinguished or burn out. The fuel tank is liable to explode if damaged.


� This highly concealable weapon is only available around the year 90 FY; source: a Star Frontiersman magazine article on Sector 6.


� This is a large framed, magnum revolver with a bolt-action gyrojet barrel on top. It can fire three rounds per turn – 3 bullets or 2 bullets and the gyrojet rifle round. 


� A weapon often used by bounty hunters and law enforcement, the tangler gun fires a tangler gelpack that acts as a tangler grenade when it strikes a target. It is pneumatically fired. The 20 SEU clip powers the rapid air compression delivery system. 1 SEU is used per firing. The weapon can also be manually pumped, but it lowers the rate of fire to 1 shot per turn.


� Uses 1 SEU and 1 disk per shot. House rule: needles cause 1 point of damage. Other than a STA check, an anti-shock implant is the only real defense against a Taser. Source: SFM issue 20.


� The Blast Axe is a combination polearm and light electro-laser. It has a maximum range of 15 meters.


� The Blasthammer delivers a focused beam of laser energy when it hits a solid object. It can also be thrown – see thrown weapons.


� The defense rod can be used like a stunstick, but it also has flamer capabilities. If using only one charge, the target will take 3d10 of burn damage the first turn, 2d10 the second turn and 1d10 for the third turn before the fire goes out. However, if two cells are used at once, the damage would be 5d10/3d10/1d10. If all three cells are used at once, the damage is 7d10/4d10/1d10.


� The Sonic Hammer has a blunt side that causes impact and sonic damage plus a pronged side for battering objects. When thrown, roll a 1d10 to see which end strikes the target. On a roll of 8+, the desired end strikes the target. On a 1-7, the opposite end does. Characters with a thrown weapons skill can add their skill level to the die roll.


� If a single target takes 30 or more points of damage in one turn, a random limb is severed. It has a 2-30 meter range.


� This weapon uses rare sonic crystals that cause a sonic disruption along the whip’s trajectory (use grenade bounce rules.


�  The blow gun is an ancient weapon that would require a character to learn a separate weapons skill (Blow Gun) to use beyond a base “to hit” score of ½ DEX/RS. Any creature immune to needler weapons is immune to a blow gun. Because it only causes 1 point of damage per dart, natives often dip the darts in a poison. The Kurabanda of Volturnus, for example, carry 1-5 needle darts plus a pot of mordax poison (S5/T5). On the retail market an authentic indigenous blow gun is about 30 Credits while a fake is only 10 Credits and has an additional -10% to hit modifier due to poor quality.


� This is not intended to be a weapon. If used as one, impose a -1 Initiative Modifier (IM) and -10% chance to hit. It can also be used to try to trip an opponent.


� The Zamira is a traditional Yazarian weapon. So-called “nonlethal” zamiras cost 30 Credits; lethal zamiras are 40 Credits, while the consecrated “dark red” version, to use on one’s life enemy is 100 Credits.


� Fire from a flamethrower will do 1d10 damage/turn to a target for the next three turns after the turn in which it was fired


� Fire from a small vehicle-mounted flamethrower will do 1d10 damage/turn to a target for the next five turns after the turn in which it was fired.  


� Fire from a medium vehicle-mounted flamethrower will do 1d10 damage/turn to a target for the next eight turns after the turn in which it was fired.


� Sensor warheads can only be used on Type II and Type III missiles.


� Anti-missile warheads can only be used on Type II and Type III missiles. It must be pared with a sensor warhead.


� Field crusher warheads only cause damage defensive screens including inertia, albedo, gauss, light shift, sonic, etc.


� The first number is the primary blast radius. Every character, robot, vehicle, structure or other item within that area will take damage. Roll individually and then determine what effect armor, defensive shields and other cover may alter the result. The second number is the secondary blast radius. Anyone (including robots) in this area must pass a Reaction Speed check. Characters who fail the check must roll on the Secondary Blast Radius: Effects Resolution Table.


� Field crusher warheads only damage defensive screens including inertia, albedo, gauss, light shift, sonic, etc.


� Sensor warheads can only be used on Type II and Type III missiles.


� Anti-missile warheads can only be used on Type II and Type III missiles. It must be pared with a sensor warhead.


� Field crusher warheads only damage defensive screens including inertia, albedo, gauss, light shift, sonic, etc.


� Sensor warheads can only be used on Type II and Type III missiles.


� Anti-missile warheads can only be used on Type II and Type III missiles. It must be pared with a sensor warhead.


� Field crusher warheads only damage defensive screens including inertia, albedo, gauss, light shift, sonic, etc.


� More of a mine than a grenade, the EMP field grenade comes in a set of three generators that must be placed 5 to 15 meters apart. It can be set of by voice command or remotely. All electronic items within the blast radius would be rendered inert, disabled and in need of repair. 


� The Leap Frog mine, as the name implies, leaps towards its target.


� Railguns can also be used against aircraft and spacecraft. For Knight Hawks, it will cause 1-2 points of damage.


� These are “dumb” bombs and not current military grade. To successfully use this weapon, one should purchase Weapons: Dropped. This skill is applicable to anything dropped from a moving air vehicle.
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