Melee Weapons:

Katana:

  Type:  P

  Load:  3

  Damage:  1D6

  Base Price: 120

  Description:  Straight Long Sword.  Sheath can be worn on belt or on back.

Dagger:

  Type:  P

  Load:  1

  Damage:  1D2

  Base Price: 20

  Description:  Basic Knife used for very close combat.

Staff:

  Type:  P

  Load:  3

  Damage:  1D4 Wooden, 1D6 Metallic

  Base Price: 20 Wooden, 100 Metallic, 250 Metallic Collapsible

  Description:  Pole about 6’ in length.  Metallic Collapsible uses a push button to collapse to 1’ is length.

Stun Baton:

  Type:  P

  Load:  2

  Damage:  1D4 

  Base Price: 80

  Description:  Collapsible metal Baton.  Easily conceals in shoe or pocket. 

Club:

  Type:  P

  Load:  7

  Damage:  1D8

  Base Price: 40

  Description: Giant wooden Club.  Can easily turn the tide in a hand to hand fight.

Hand Razors:

  Type:  P

  Load:  1

  Damage:  1D4

  Base Price: 80

  Description:  Three long razors attached to a glove.  These can be worn even while holding another 

  weapon.

Archery Bow:

  Type:  P

  Load:  6

  Damage:  nil

  Base Price: 120

  Description:  5’ Archery Bow for shooting Arrows.

Arrows:

  Type:  P

  Load:  nil

  Damage:  1D4 Normal, 1d10+4 Explosive

  Base Price: 20 (for 5) Normal, 100 (apiece) Explosive

  Description:  Standard Arrows for Archery Bow.  Explosive Arrows do damage to anything within 6’ of 

  it’s impact point.

Crossbow:

  Type:  P

  Load:  3

  Damage:  nil

  Base Price: 150

  Description:  Pistol type Archery Bow.

Bolts:

  Type:  P

  Load:  nil

  Damage:  1D4 Normal, 1D10+2 Explosive

  Base Price: 20 (for 5) Normal, 100 (apiece) Explosive

  Description: Standard Bolts for Cross Bow.  Explosive Bolts do damage to anything within 6’ of 

  it’s impact point.

Shuriken:

  Type:  P

  Load:  2

  Damage:  1D2

  Base Price: 50 (for 10)

  Description: Small throwing Stars.

Throwing Knife:

  Type:  P

  Load:  2

  Damage:  1D4

  Base Price: 30

  Description: Knife with metal handle that’s equally balanced for throwing. 

Dart:

  Type:  P

  Load:  1

  Damage:  nil

  Base Price: 20 (for 5)

  Description: Small throwing Darts.  Tips can be dipped in any liquid to meet certain needs.

Non Lethal Weapons:

Taser:

  Type:  P

  Load:  1

  Damage:  Stun Damage, Knocks opponent out for (1D20 – Strength) Rounds.  

  Base Price: 200

  Description: Small gun that fires 2 electrodes connected by thin wires to the gun.  A roll of 1 for damage 

  means that the Taser misfired.  If damage equaled out to less than 1 then opponent was just disoriented for 

  that round and cannot fight back until the next round.  Tasers are now reusable, it takes 4 rounds for the 

  gun to reel it’s wires back in.  A Taser is good for 4 uses before needing to be recharged. Range is 40’.

Stun Gun:

  Type:  P

  Load:  1

  Damage:  Stun Damage, Knocks opponent out for (1D20 – Strength) Rounds.

  Base Price: 99

  Description: Small handheld device with 2 electrodes on the tip.  A roll of 1 for damage means that the 

  Stun Gun didn’t activate.  If damage equaled out to less than 1 then opponent was just disoriented for 

  that round and cannot fight back until the next round. A Stun Gun is good for 4 uses before needing to be 

  recharged.

Tazor Whip:

  Type:  P

  Load:  6

  Damage:  1D4 + Stun Damage, Knocks opponent out for (1D20 – Strength) Hours.

  Base Price: 1,000

  Description: This special Whip comes with a rather large backpack to power it.  When turned on the 

  Whip is electrified and discharges on whatever it touches.  The effect also carries over to any electrical 

  equipment it touches.  Easily destroying computers, shorting out vehicle engines…  It has also been 

  known to subdue Organoids the same way as Humans.  A roll of 1 for damage means that the 

  hit the user by accident, the user must then roll for damage.  If damage equaled out to less than 1 then 

  opponent was just disoriented for that round and cannot fight back until the next round.

Net Gun:

  Type:  P

  Load:  2

  Damage: No damage Normal, Stun Damage, Knocks opponent out for (1D20 – Strength) Hours Electric

  Base Price: 200 Normal, 1,000 Electric

  Description: This net gun comes in two types: Normal and Electric, both types are about the size of a standard assault rifle.  The normal type simply shoots out a 15’x15’ black net to incapacitate a normal sized victim.  The electric type does the same but also energizes the same as a stun whip.  Both types have a range of 50’. 

Pistols:

Palm Pistol:

  Type:  P

  Load:  1

  Damage:  1D4

  Base Price: 100 (illegal on open market)

  Description: This Pistol is the size of a normal Human’s palm and only carries a single bullet. 

  Range is 150’

Colt:

  Type:  P

  Load:  1

  Damage:  1D4

  Base Price: 200

  Description: The smallest pistol you can buy on the open market.  9 bullets per clip. Range is 150’

Beretta:

  Type:  P

  Load:  2

  Damage:  1D6

  Base Price: 400

  Description: Slightly bigger than the Colt.  12 bullets per clip. Range is 300’

Revolver .38:

  Type:  P

  Load:  2

  Damage:  1D6 + 1

  Base Price: 500

  Description: For the classic look and feel.  This gun holds less bullets per round but packs more of a 

  punch than any hand held gun.  6 bullets round. Range is 360’

Rifles:
Remington:

  Type:  P

  Load:  3

  Damage:  1D4

  Base Price: 300

  Description: A small rifle.  Bullets are loaded individually, 5 shots per load. Range is 400’

Sniper:

  Type:  P

  Load:  4

  Damage:  1D8

  Base Price: 1,200

  Description: A long-range rifle, great for assassinations. Bullets are loaded individually, 3 shots per load. 

  Range is 2,000’

Shotgun:

  Type:  P

  Load:  3

  Damage:  1D10

  Base Price: 200

  Description: A short-range rifle, does a lot of damage at point blank. Shells are loaded individually, 

  2 shots per load. Range is 100’

Semi-Automatics:

UZI:

  Type:  P

  Load:  5

  Damage:  1D6 per bullet (3 bullets per round)

  Base Price: 900

  Description: SMG about the size of a large handgun.  Character can choose wither to fire 1, 2, or 3 shots 

  per round, each shot is rolled for separately.  30 bullets per clip. Range is 360’

M-16 Assault Rifle:

  Type:  P

  Load:  6

  Damage:  1D6 per bullet (3 bullets per round)

  Base Price: 1,100

  Description: SMG about the size of a Sniper Rifle.  Character can choose wither to fire 1, 2, or 3 shots 

  per round, each shot is rolled for separately.  90 bullets per clip. Range is 420’

Pulse Weapons:
Pulse Pistol:

  Type:  P

  Load:  2

  Damage:  1D10 + 4 or Stun Damage, Knocks opponent out for (1D20 – Strength) Hours.

  Base Price: 1,500

  Description: Pistol sized gun that uses experimental electric pulse technology. Gun recharges fully in 4 

  hours from a normal outlet, 6 shots per charge. Range is 360’

Pulse Rifle:

  Type:  P

  Load:  2

  Damage:  2D10 or Stun Damage, Knocks opponent out for (1D20 – Strength) Hours.

  Base Price: 2,200

  Description: Assault Rifle sized gun that uses experimental electric pulse technology. Gun recharges 

  fully in 8 hours from a normal outlet, 20 shots per charge. Range is 420’

Anti-Vehicle Weapons: 

AVM:

  Type:  P, I

  Load:  6

  Damage:  3D20 Personal / 1D4 Zoid

  Base Price: 1,200

  Description: A small Anti-Vehicle Missile.  Launcher is disposable and fired from a shoulder mounted 

  position. Range is 1,000’

AZM:

  Type:  P, I

  Load:  6

  Damage:  3D20 Personal / 1D8 Zoid

  Base Price: 2,000

  Description: A small Anti-Zoid Missile.  Launcher is disposable and fired from a shoulder mounted 

  position. Range is 1,000’

Pulse Cannon:

  Type:  P, I

  Load:  7

  Damage:  3D20 + 6 Personal / 1D8 + 8 Zoid

  Base Price: 6,000

  Description: Assault Cannon sized gun that uses experimental electric pulse technology, Cannon is fired  

  from a shoulder mounted position and has a 1’x1’x1’ rechargeable battery that sits next to the character. 

  Gun recharges fully in 8 hours from a normal outlet, 2 shots per charge. Range is 1,000’

