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The Ancients are a 
race of mysterious 

humans that once 

revelled in the glories 

of technology. 

Suddenly, inexplicably, 

they were wiped out. 

Their tools, their 

vehicles, their 

weapons, and other 

devices of interest 

can be found in the 

ruins of their former 

cities, buried in 

radioactive slag, or 

submerged under 

rerouted rivers and 

lakes. Treasures of 

the Ancients, a 

supplement for the 

GAMMA WORLD ® 

game, details a 

plethora of these 

complex and valuable 

items. 
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When the GAMMA WORLD® game was first thru st 
onto an unsuspect ing pu blic in 1978, it was perce ived 
as a complete ly fanta tic, wahoo , science fantasy role
playing game with ab o lutely no bea ring on the rea l 
wo rld. At leas t un til 1987, when the nuclea r reacto r at 
Chernobyl melted dow n. 

We lea rned many important things that day . On e of 
these wa the birth of global consciousness; what we 
and other co untr ies do to the environm ent affec ts us 
all. Th e other thin g we lea rn ed is that crea tur es do 
mu tate when ex pose d to radiatio n. Cows with eight 
legs , pi gs wi th two heads, peo pl e w ith e nl a rge d 
limbs , and chickens w ith no fea ther are only a few of 
the lamentable mutations that sprouted as a result of 
this trage dy. udde nly, the GAMMA WORLD game no 
longe r loo ked so fantastic. 

Wo uld ter res trial life survive the unthink able and 
un w inn ab le war? Probab ly n o t , co ns id e rin g th e 
des tru ctive powe r of the wea pons ex isting today , let 
alone what might exist two ce nturi es from now. But 
for the sake of the game, we did. 

Would any fragment of gove rnment survive to rule 
the shatte red remains? Poss ibly, but by the time the 
game sta rts none remain on a large sca le . If any did 
survive , they were un ab le to piece enough toge ther 
for lo ng eno ugl' to make a d iffere nce and q uickly 
died off. Afte r seve ra l hun d red yea rs of ba rba rism, 
sma ll b ut stro ng dictato rship s like th e Ove rlo rd o f 
Bonpar r, for exa mple, are eking out their ow n meage r 
kingdoms , constantly combat ing the forces of entropy 
for e ithe r th e ir ow n pro fit or fo r th e be tte rm ent of 
soc iety as a whole. 

This savage land sca pe is contro lled by w homeve r 
has the grea tes t mut ation , th e bes t pr o tec tion , the 
handiest too l, or the large t wea pon. The e devices
mos t of w hich we re made by the ancie nts, ce nturi es 
ago-a re the too ls of urviva l. With o ut these items, 
the character living in this sad istic wo rld cannot hope 
to endure . 

2 Gamma World 

The eq uipm ent the characte r ca rries is not always 
th e mos t advance d , th e most e fficient , or eve n th e 
mos t hea lthy to use. Everyo ne has so me "too l" co n
ce ived and wielded by the ancients, and ofte n that's 
all that matters . Th e Treasu res of the Ancien ts boo k 
you now hold is littered with items like these to make 
th e characte rs fee l sec ure , co nfid ent , bo ld , or foo l
hardy. 

Many of the items listed are nothing different than 
what they app ea r to be; their function is the role they 
we re des igned to fill. Oth ers, howeve r, fill a niche 
they we re never des igned to furni sh . For exa mpl e, 
w hat a 26th-Centu ry mutated GAMMA WORLD char
acter views as a grea t flailing melee wea pon may be 
an excellent kitchen appli ance for making toas t. 

The items here are arranged in ix catego ries . The 
Offense chapter fea tures wea pons; the Defense chap
ter foc uses on armor, helmets, and other prot ec tive 
devices; the Convalesce nces chapter highlights med
ica l produ cts; the Vehicles chapter emph as izes ves
se ls, cars, boa ts, tanks, and aircraft of the ancients; the 
Ro bo ts ch apt e r spo tlight s live meta l; th e Ge nera l 
Equipm ent chapter represe nts all useful other items. 

Litera lly millions of items we re not entered in this 
boo klet, bo th items ava ilable today and items not yet 
co nce ived . Howeve r, many can be found by mere ly 
glancing aro und the house , the stree ts, or the nea rby 
mall. Eve1yt hin g from gumb all machines , cas h reg is
ters , ga rde n hoes, and staple guns can make either a 
devas tating wea pon or a ve ry va luable too l that ca n 
save th e life of a charac te r. The GAMMA WORLD 
game is one of uniqu eness , and fantastic and tremen
do us possib ilities. Th e sco pe of th e ga me is trul y 
roo ted in th e im ag ina tions o f th e pl aye rs and th e 
Game Referee. The fantastic beco me the norm and 
the mun dane beco mes the fanta tic 

May your blaste r neve r fail, and the parking mete r 
always give up its coins. 
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Tabl e 1-1: Wea pons 

Artifact Base THAC Short Rate Shots/ Avg. Weight Tech Level, 
Wea pon s Damage Bonu s Range of Fire Reload Cost in Kg Complexity 

Arquebus ldlO 0 20 1/ 4 1 25 10 III 
Axe, Battle ld8 0 1 1 12 4 II 
Axe, Hand ld6 0 1 1 4 3 II 
Axe, Throwing ld6 0 3 1 4 3 II 
Bayonet ld6 0 1 1 35 2 II 
Bite, eura l Stun +5 1 1 8 1,200 0.5 VI, 10 
Blades, Flying ld8 +10 1 1 750 2 V, 9 
Blaster , Mark V 5d8 +2 25 1 6 9,000 5 V, 15 
Bia ter , Mark VII 5d10 +2 40 1 8 6 VI, 14 
Blaster, Mark XII 8d10 +3 60 1 7 6 VI, 15 
Blowgun 1 or ld4 0 6 1 1 2 1 I 
Blowgun , Aluminum 1 0 10 1 1 15 1 I, 4 
Blirnderbuss , Cannon 4d8 +6 100 1 10 60 IV, 20 
Blunderbuss , Mount 8d8 +8 150 1 10 120 IV, 25 
Bola ld3 0 4 1 1 2 4 I 
Bow , long ld8 0 10 1 1 35 2 II 
Bow , short ld6 0 8 1 1 20 2 I 
Cannon, Fission 3d8 +3 150 1 NIA 75 VI, 25 
Club ld6 0 1 1 2 0 
Coagulator, Stokes lld6 +3 3 1 30 1,250 7 IV, 6 
Conversion Beamer 6d10 +3 80 1 6 7 VI, 17 
Crossbow , Heavy 2d8 0 15 1/ 3 1 55 9 II 
Crossbow , Light 2d6 0 12 1/ 2 1 40 7 II 
Cyclorator 2d6+ +10 120 1/ 2 5 1,200 16 IV, 20 
Dagger ld4 0 1 1 5 1 II 
Dagger , Throwing ld 4 0 3 1 1 6 1 II 
Dart, Smart 3d6 Varies 12 1 1 Varies 1 V, 8 
Dart , Smart 3d6 Varies 12 1 1 Varies 1 VI, 8 
Disk, Lamprey pecial 0 7,500 1 V, 12 
Drone Weaver ound 10 5,000 0.5 V, 20 
EMP Generator pecial +4 2m 1 4 650 65 IV, 23 
Flail ld6+1 0 1 1 5 7 II 
Flame Thrower 3d6 +2 30 1 5 600 10 IV, 15 
Gren ade , Homing Varies +12 100 1 1 1,000 0.5 VI, 20 
Grenade Launcher Varies +2 40 1 4,500 4 IV, 10 
Gun , Flak 5 1/ 2 1 50 2 or 3 III, 10 
Gun, Flare pecial -2 20 1 1 200 2 III, 10 
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Artifact Hase THA Short Rate Shots / Avg. We ight Tec h Leve l, 
Weapons Damage Bo nu s Range of Fire Reload Cos t in Kg Comp lex ity 

Gun . Ga tling 2cl10 +4 100 l •• 50 3,200 70 IV, 16 
Gu n, Gravity lcl6+1 +5 20 3 3,500 16 VI, 18 
Gun . Machin e 3cl8 +8/ +12 100 1 •• 100 7,500 10 IV, 15 
Gun , e rve Impu lse Variab le +1 10 1 15 1,000 3 v , 18 
Gun . Plasma 5cl10 +2 30 l 8 6 Vl , 19 
Halbe rd lcll0 0 1 1 15 7 II 
Hamm e r, \X-'a r ld 4+1 0 1 1 6 4 11 
Harm o nic Disrupt e r Spec ial +12 10m 1 10 100 V, 35 
Jave lin ld 6 0 4 1 2 1 J 
Knife 1d3 0 1 l 1 0.5 II 
Lanc e ld6+1 0 1 1 10 5 II 
Mace ld 6+ '1 0 ] ] 6 5 II 
Mace. Energy ld6+ 4cl10 +5 1 l 4 1,800 1 V, 10 
Micromissil e Varies Varies 50 1 1 Varies 5 V/Vl 
Morning Star 2cl4 0 1 1 7 6 II 

lortar Laun cher Variab le +5 Special 1 or 2 1 120 20 III, 10 
Musket ld 6 0 60 1/ 4 1 50 5 III 
Nee d le r 1 0 7 2 20 900 1 v, 12 
Pisto l, Black Ray lnt.1 2 0 30 1 6 3 VI, 13 
Pisto l, Flint lock 2cl8 0 5 1/ 2 1 40 2 III 
Pisto l, Grase r Radiati o n +8 30 1/ 2 10 800 2 IV, 22 
Pisto l, Lase r, IR 3cl6 +3 20 1 8 -,ooo 2 V/Vl , 11 
Pisto l, Lase r, 3cl8 +3 30 1 6 6,000 1 VI, 10 
Pisto l, Machin e 2cl8 +2/ +4 10 2 30 3.900 3 IV, 13 
Pistol , Mase r 3cl10 +3 40 2 8 7,000 l 1, 10 
Pisto l. Slice r 4cl6 +6 20 1 6 4,0 0 4 Vl. 22 
Pisto l. Stun Ray IA 0 20 6 3,200 3 V. 14 
Popp er Pe lle t Spec ial 1 l 550 0.10 Vl. 30 
Quart e rstaff lcl6 0 1 1 2 I 
Rap ie r ld 6 0 1 l 9 1 II 
Revo k er 2d8 0 15 2 6 800 2 I , 9 
Rifle, Assault 3cl6 +2/ +4/ +6 40 2 20 or 30 4,700 4 JV. 13 
Rifle , Blac k Ray Int.18 0 20 l 4 3 Vl, 13 
Rifle, Bo lt Action 3d8 +2 60 2 4 1,800 5 TV. 7 
Rifle, Chame leo n Varied +4 250 Varied 40 200 2 Ill , 16 
Rifl<.:, Flintloc k 3d8 0 10 1/ 2 l 75 6 111 
Rifle , Fus ion 8d6 +6 40 l 7 22 VI, 18 
Rifle . Graser Radia tion +12 60 1/ 3 5 1,600 10 IV, 22 
Rifle , Infrared 5cl6 +8 30 1 8 250 3 IV, 16 
Rifle, Laser FIR 2d6 +6 160 1 10 50 5 I , 12 
Rifle, Laser, IR 4cl6 +5 60 1 8 7,500 4 V l , 11 
Rifle , Lase r, UV d8 +5 75 1 6 8,000 3 V, 10 
Rifle, Laser, VL 4d6 +3 25 1 4 3,500 5 V, 12 
Rifle , 1Jaser 4cll0 +5 100 2 8 3 I, 10 
Rifle , Plasma l0cllO +15 30 1 8 7 v r, 30 
Rifle , Rove r Sp cial +12 50 1/ 3 5 8 VI, 14 
Rifle, Slice r 8cl6 +10 30 1 10 7,000 9 VI, 22 
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Artifact Base THAC Sho rt Rate Shots/ Avg. , . e ight Tec h Leve l. 
Weapons Dama ge Bo nus Range of Fire Re load Cost in Kg o mp lex it:y 

Rifle . Sniper 3d8 +4 150 1 10 2.700 5 I . 12 
Rifle, Stun Ray IA +2 35 J 9 5.500 5 , 14 
Roe.I. Paraly sis Stun 0 l l 8 J .500 1 I. 10 
Rifle . 1usket 2d12 0 45 l Lf l 40 12 III 
•77.u1 Rifled l111ske1 causes Jd6 poi11ls ofda 111age heyo11d 111ed i11111 ra11ge. 
Screamer 4dl0 0 5 l 7 .500 9 V. 13 
Sho tgun , Buckshot 4d6 0 10 2 '-I 1.600 2 I ,8 
, ling , Stone lc.14 0 l l l 0.5 I 
Slug Throw er. 3d6 +2 6 l 20 500 2 Ill , 5 
Slug Throw e r, B 2d6 +1 1 30 400 1 Ill. 6 
Slug Throw e r, C lc.16 +0 2 50 300 1 Ill. 6 
Spear Jc.16 0 4 3 J 
Swore.I, Long ld 8 0 l l 10 3 IT 
Sword. Short ld 6 0 l l 8 2 II 
Sword, Tw o- hand ed Jdl 0 0 l ] 15 7 II 
Tangi e r 2d6+3 0 8 l 5 J ,200 ' 1-
Tase r ld3 0 3 1 1/ - J 2 I ' l 
Vibroblad e 3d6 +10 1 l 5 7.000 0.5 I 11 

ibrodagger 8d6 +6 l 1 5 4.000 o.- I, 11 
Vhip ld 2 0 l l 2 1 I 
Whip. Stun ld2+Stun +5 3 l 30 Min 250 o.- I ,8 
, rapp er Spec +8 2 1/5 2 650 1 I. 20 

Tabl e ]- 2: \1' arh ads fo r Grenades and Missiles 

Warheads Gr nad e Missile 
for Grenad es Gr nad e 13last A,·g. Missile Blast vg. Tec h 
and Missiles Dama ge Radius OSI Dama ge Radius Cost Leve l 

hem x 3d6 10 600 3d8 20 1,500 
E M 20 1.500 35 4.000 
Energy 12d6 30 12d8 45 I 
Fire Foam 4d8 30 3,000 Ill 
Fission 2d4 40 2.500 2d6 75 5.000 VI 
Flare . Para chut e 2d6 6 400 2c.16 100 500 
Fragm entati o n 3c.16 15 500 3d8 30 l. 200 
Gas. Po iso n Int 15 10 50 Int 20 r -') 2,50 IV 

as, Tea r Int 15 .IO 400 Int 20 r - ') 1,000 JV 
Gravity Jc.16+ 1 30 800 2<.16 40 1.200 I 
High Exp los ive d8 40 l. 000 4d l 0 50 2,500 I 
Photo n 3d8 r _ ) 50 3dl0 40 2.000 VI 
Smoke 10 100 20 150 
Surface 30d10 100 
Stun Int 15 20 600 Int 20 50 1,50 V 
Tangi e r 4d6 15 00 4c.18 25 1.000 V 
Tore 6d6 15 3.000 6cll 0 200 6.000 
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Table 1-3: 13ombs 

Bas Blast Avg. 
Bomb Damag e Radius Cost 
CDP•. A l0d6 30 600 
CDP•, B 12cl6 60 700 
CDP•, C 16cl6 75 900 
Cobalt 60cl10 600/ 6K 
Conc uss ion Stun 50 
Fission 40cll0 600/ 6K 
fusion 15cl10 600/ 6K 
Matter. Alpha 15cl6 15 
JVlatrer, Beta 30cl6 30 
Matter, Ga mma 60cl6 60 

lutati on Spec ial 30 
Nega tion Special 30 

eu tron Special 30 
SDP• lcl6-6cl6 3-18 
Trek Special 60 
• Concen trated Dama ge Pack or Small Damage Pack . 

Weapon Descriptions 

Ammunition 
Avg. Cost: 1 Weight: l kg per 30 shells 

Many of the weapons in the artifact ran ged 
~·ea po ns table fire bu lle ts o r shells. For gam pur 
poses , th e bull e ts fo r th ese weapons a ll weigh the 
sa me and cos t the same amount of money. Howeve r, 
bullets are made in a wid e ,·ariery o f ca libers (s izes) : 
bull e ts designed to ,vork in one gun do not work in 
another. The bullets a chara cte r bu ys for his assault 
rifle " ·ill not fit into his bolt-action rifle. 

There are some guns that fire standardi zed ammu
nition (9mm, .63mm , etc.) . How eve r, these are the 
excep ti o ns rath e r than the rul e in th e A IMA 
, ' RLI) game. The Garn Master ah ays ha s th e 
option to de ·Iar ~ that a particular type o f ammunit ion 
ca n fit into more than one gun. 

There are alternative ammunitions for many guns. 
For exam ple, a shotgun ca n fire buckshot o r a so lid 
pellet. Th e re are armor -pie rcing shells , ho llm, ·-po int 
bullets , incendia ry bu llets. tracer rounds , and ma ny 
more. The effec ts o f these ryp s of shells are different 
from ordinary bull ets and double the cos t of the shell. 
All Tech IV (o r above) guns have alternative types of 
ammunition. 

Tec h 
Lev 1 
IV, 6 
IV, 6 
rv, 7 
VI, 15 
IV, 10 
IV, 8 
V, 10 
V, 14 
v. 14 

, 14 
V, 23 
V, 13 
V, 14 
I , 7 
VJ, 18 

As a historica l note , the Rank s of the Fit prefer to 
use proj ec tile weapons. Weapons that fire multiple 
bullets every round (s uch as ga tling guns , aut o mati c 
pist o ls , and ma chin e guns) a re th e ir favorite. Many 
long- tim me mb e rs often be ·o me hard of hea ring 
after yea rs of laying waste to sta nd-up targets with 
pictur es a nd drawings of humans , P, Hs , and act ual 
memb e rs of the Peace 13rigacle and Zoopremists; the 
so und of the bullets · repo rts ring s in thei r ea rs lo ng 
after the bull ets hav e stoppe d . 

Armo r-Pie rcing she lls prov ide a +4 THAC against 
armor , but do one die less damage. If the armor worn 
by th e tar ge t provides less than +4 protect i n , the 
shell negates the armor and gives no further bonuses. 

Ho llow-Po int she lls a re des igned to ca us e more 
damage ( + 1 die) , but do not pe netrat e armor as well 
(-3 THAC pena lty). 

Incendia ry rounds are no rmal bullets that do one 
die less damage, but cause 1d4 po ints of fire dama ge 
each round for six rounds . They ca n ca use flam mab le 
materia ls to ignit . 

Tracer ro und s give a +2 THA bonus to the shot 
immed iate ly following th tracer round. as long as the 
shots are fired at night o r in dark loca les. Essentia lly, 
the gunn r is able to red irect his fire clue to the tracer 
round. n fort unat e ly , tracer bull ets also I ~t othe rs 
kn ow wh re the gunn er is located , g iving them a +2 
THAC as well. 
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Bite , e ural (GAMMA W RLD Rules, pg . 103) 

Blades, Flying (GAMMA W RLI) Rules , pg. 99) 

l:3laste r, Mark V (GAMMA WORLD Rules, pg . 97) 

Blast r, Mark VU (GAMMA WORLD Rules, pg . 97) 

Blaster, Mark XII 
Base Damage: 8d 10 THAC Bonus : +3 
Tech Level: VI Complexity: 15 
Short Range: 60 Duration: 1 shot 
Rate of Fire: 1 Shots / Reload : 7 
Avg. Cost: - Weight : 6 Kg 

This unu sua l wea po n·s ray weakens the nucl ea r 
force binding th nu lei of atoms. All thing s touch ed 
by the beam disintegrate clean ly without du st or odor. 
This crea tes light. inte nse heat very little no ise (co m
pared to the ot her bla ster va rie ties) , and an impr es
sive hole in the targe t. Even the air is affected , making 
the beam v is ibl e as a w hit e , nea r- insta ntan eo us 
streak. 

B Chapter 1 : Weapons 

The Mark XII Blaste r is the favored weapon among 
th e Knight s of Genetic Pur ity . Th e trad ition a lis t 
Knight s use this ul tra-p owe rful beamed weapon to 
ann ihilate any vis ibly mutat ed human on sight. Th e 
refo rmed Knights use the weapon to keep their slaves 
in Jin . 

It was once believe d the Knight of Genetic Purity 
modified ex isting Mark VII blaster to crea te the Mark 
XII, but up on close r inspe ction this was prov en false. 

Blow Gun 
Base Damage: 1 
Tech Level: I 
Short Range: 10 
Rate of Fire: 1 
Avg. Cost: 15 

THAC Bonus: +O 
Complexity: 4 
Duration: One hot 
Shots / Reload : 1 
Weight: 1 Kg 

Th e Blow Gun is a 20th -C ntury version of an 
anc ient weapon used in man y primitive jung le based 
cultur es. Macie o f high ly refined and ex tr mely light 
aircraft aluminum , the blow gun come in thr ee ·hart 
sec tio ns that sc rew togeth r, making th e co mp lete 
w apon two met rs long . It is equipp ed with a rubb er 



mo uthpi ece o n o ne encl and an adj ustable sight o n 
the ot her. 

Thi s ultra -light, refined b lo w g un ha s maximum 
range o f 100 meters. It uses a stee l dart (o ften coa ted 
in teflo n fo r farther and faster fli ght. and deeper pen e
trati on) fo und in packages o f 24. The dart itself causes 
o nl y one po int o f clann ge, hut it is usuall y used in 
co njun ctio n with some po iso n o r drug. Please refer to 
the Po iso n c hapt er in the GAMMA WORLD ga m 
rul es for in formation o n poison . 

Spec ial dart s we re mad e that co nt ai ned o ne dose 
o f va ri ous ty pes o f m ed ic inal dru gs. Th ese medica l 
da rt s have th e sam e eff ec ts as rh e usual je r spra y 
inj ector and are availabl e in the same variety of med
icati o n s: c ur - in . acce lera, etc. (see th e M edi c inal 
Chapt er f'o r mo re informati o n). A successful hit o n an 
unarm o red chara cter m ean s the m edi ca l dart has 
stru ck and in jects its close. Th ese darts w ere used 
agains t creatur es o r mad human s w ho co uld no t be 
easil y hand led . 

More prim iti ve ve rsion of th e bl ow gun ex ist. These 
are usuall y mad e fr o m th e ho ll owe d sta lk s o f yo un g 
bamboo plants . Th ese cause th e same dama ge as th e 
refin ed bl ow gun . but th ey br ak easil y , have a maxi 
mum range of 60, and cos t nex t to nothin g. 

Th is , and ot he r no np owe red wea p o ns ar e th e 
fa\ ·o rit e weapo ns of suc h c ry pti c allian ces as th e 
Archivists. Since th e Ar ch iv ists rarely understand th e 
tech no logy they find and wo rship , th ey are fo rced to 
use the weapo ns and art ifac ts that do nor requir e bat
te ri es. b roa dcast pow er. o r so lar energy to fun cti o n . 
See page 127 of th e GA IMA WORLD Rules Boo kl et 
for informati o n o n thi s gro up of am icabl e, techn ol gy 
reve rin g senLients. 

Blunderbuss 
Cann o n Vehicl e Mount 

Base Damage: 4d8 8d8 
TRAC Bonus: +6 +8 
Tech Level: I IV 

Complexity: 20 25 
Short Range: 100 150 
Duration: One Use One Use 
Rate of Fire: ] 1 
Shots/Reload : 10 10 
Avg . Cost: 
Weight: 60 Kg 120 Kg 

Th e blund erbu ss (na med aft er the ancient smoot h
bo re weapons used durin g th e 15th Ce ntur y), also 
known as th e Millennia l Blaster, is too large for hand
held firin g . It is usuall y towed on a traile r. 

Th e b lund erbu ss co mes in three pans: th e "blun 
der,·' the hose , and th e acce leratio n gu n. It requ ires a 
crew of tvvo: a gunn er and a hose (b lund er) handler. 
Th e gun wi ll nor\ a rk w ithout th e crew of two. 

Th e hlund r is a blender blade / drill auached to th e 
hose that mulch es any non -duralloy shi eld ed surfa ces 
( planL s. gro und , li v in g creatu res, etc.). The rotating 
blad es of the b lund er fo r ·e th e mulched material up 
through th e hose. The hose moves the parti ·Jes into 
the acce lera tor . which fo rces th em thr o ugh a series of 
tightl y woven e lec troma g neti c discs and fires th em 
throu gh the gu n·s mu zzle (w hi ch is also li ned wit h a 
seri es o f e lec tro magn eti c discs to furth er speed th e 
material up ). Th e blund erbus s can fir e up to tw o kilo
gram s of mulch ed mat erial in a single round. 

Th e blund erb uss is PO\ ered hy a mini alllr e co ld 
fus io n reactor that drip -cha rges th e gun ·s 20 capaci
tor s. After th e blund rhu ss has f ired fo r 10 co nsecu
tive ro und s. th e capacito rs are d rain ed . The reactor 
req uir es 20 ro und s to recha rge th e capacito rs from 
full di scha rge to full charge. For every two consecu
ti ve ro und s the gun is no t fi red, the reac to r can 
char ge th e capac itor s with one ad diti o nal shot , to a 
max imu m of ten shots . 

Bomb, Cobalt 
Base Damage: 60d 10 
Tech Level: IV 
Short Range: -
Rate of Fire: l 
Avg. Cost : -

TRAC Bonus: + 
Complexity: 8 
Duration: O ne se 
Shots/Reload: l 
Weight: 50 Kg 

Th e coba lt bo mb ( th e d itt y ve rsion of the fiss ion 
bomb ) is th · weapon respo nsible fo r the many rad ia
tion " ho t spo ts" throughou t the desolate GAM IA 
WO RLD game land scape. When these 150-c ntime
ter diam eter black steel discs detonate. th ey cause an 
in stant fl ash fi re that ravages flammable objects 
\\ ' it hin a 600 meter radius, caus in g 15dl0 points of 
damage lo all li v in g creatur es and inanimat e obj ects. 
If a chara cter or objec t is protected by a fo rce field 
a nd th e fie ld drops fr om excessi e damage. th e 
obj ec t o r character contained with in rakes fuJl dam
age ( l 5d6) from th e bl ast. A force fie ld that drops 
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fr om a fu sio n o r fission bl ast does no t pro id e any 
prot ect ion . 

All objects within 6,000 meters must mak e a radia
t ion check ve r u Int ensit y 30 radiati on. Th ereaf ter , 
the radiation dr op on Int nsity point fo r eve ry 100 
meters; thi s er ates a 606,000 meter (606 km ) radius 
radiati o n zo n . Th e radiation int ensity drop s o n 
po int ev ry 50 yea rs, so in 1, 800 y ars th ere is only 
bac kgro und radiation in th e area. See th Fiss io n 
Bomb listing for the clean version of thi s weapon. 

The Cobalt Bo rn! , as , ell as any o th er bomb o r 
g renade Ii ·ted here, is th e preferred weapon of the 
Zoopremist c ry pti c allian c . ee pag e 139 o f th e 
GAMM WORLD Rules Boo k let for information on 
thi s mil itant o rgani zati on . Th e Zoop remi sts love the 
use o f excess i e v io lence and view the use of highly 
pyro techni c weaponry as the ultimat e demonstrati on 
of coe rc i ve p owe r. Bo mbs and h ig hl y p owe rful 
grenades are generall y u eel by the left ist Zoop remists 
o rgani zat io ns against targ ts that eith er house large 
numb ers o f hum ans o r sites important to th e hat ed 
hum ans. 

Bomb, Concussion 
Base Damage: tun 
Tech Level: I 
Blast Radius: -o 
Rate of Fire: l 
Avg. Cost: -

THAC Bonus: +6 
Complexity: 10 
Duration: 2d6 min 
Shots / Reload: 1 
Weight: 14 Kg 

Each character in the - o-me ter radius gas cloud that 
erupts from a deto nated co ncussion bomb must make 
a po iso n sa e aga in st In tensity 15 paral yti c po iso n . 
'\ hil e stunn ed. o nl y a v ict im "s in vo luntar y muscl es 
and mutations wo rk. 

Bomb, Fission 
Base Damage: 40cl10 THAC Bonus: +6 
Tech Level: I Complexity: 8 
Blast Radius: 60 
Rate of Fire: 1 
Avg. Cost: -

Duration: One use 
Shots/Reload: l 
Weight: 50 Kg 

The fi ssion bomb is th e \ eapo n respo nsible for 
the many radiation ·'hot spot ... throughout the deso 
late G MMA \1 RLD game land scape. Wh en these 
l 50-centimet r diameter black stee l di s ·s deto nat e, 
th ey cause an instant fl ash fire that ravages flamma -
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bl e objects within a 600 mete r radiu s, causing l 5d10 
points of damag e to all li ving creatur es and inanimat e 
o bj e ·rs. If a cha racter o r ob jec t i protected by a 
fo rce fi eld and th e field dr o ps fr om excess ive dam
age , th e ob ject o r characte r co nta in ed within takes 
full dam age (15d6) from th e blast. fo rce fi eld that 
drop s from a fusion or fission blast does not pro vide 
any prot ect ion. 

All objects within 6.000 meters mu st make a rad ia
ti on check ve rsus Int ensit y 20 radi ation. Th ereafter. 
th e radiati on drops o ne Int ensit y p int for eve ry 10 
meters; this creates a 6, 200 meter radius radiation hot 
spo t. The radiation int ensit y drops one point eve ry 
ten yea rs, so in 200 yea rs there is o nl y ba ·kgr o und 
radiati on in the area. See the Cobalt 13omb listing fo r 
the dirty ersion of chi weapon . 

Bomb, Fusion 
Base Damage: 1 - cl 10 
Tech Level: 
Blast Radius: 60/ 600 
Rate of Fire: 1 
Avg. Cost: -

THAC Bonus: +12 
Complexity : 10 
Duration: ne use 
Shots/Reload: 1 
Weight: 30 Kg 

Th e fu sio n bomb is a i- o ce ntim ete r diameter 
black steel disc. When the bomb is s t o ff , it causes 
an imm ed iate 30d1 0 points o f damag e to all targ ts 
w i thin a 600 mete r b last radius. Th ose w ithin six 
ki lo meters (6,000 meters) take 1-d 6 po ints of dam 
age. Living targ ets , ho sur v ive th e deadly b last do 
no t mak e a radiation check: the fusion reaction (and 
th e f issio n trigg er) fr o m th ese bo mb s is ex tr emely 
clean. 

If a character o r object is prot ected by a force field 
and th e fi e ld drops from excess i ve dama ge. the 
object o r chara cter co ntain ed within tak es full dam 
age (15cl6) fr o m the blast. A fo rce fie ld that drop s 
from a fu sio n o r f issio n b last does not pro v id e any 
pr otect ion. 

Th e limit ed nucl ear fusion , ithin the bomb causes 
a sub seq uent fir e sto rm th at burn s all flamm ab le 
o bj ects and melts most o rh er it ems w ithin a 6,000 
meter (six ki lometers) rad ius. The flammabi lity factor 
o f thi s weapon makes it und esi rabl e in most circum 
stances, but it do s make a fantastic terrorist weapon: 
a ·weapon fit fo r the Zoop remi sts. 



Bomb, Matter 
Alpha Beta Delt a 

Base Damage: 15d6 30cl6 60d6 
THACBonus: +6 +8 +10 
Tech Level: \ V \ 

Comp lexity: 1 1 14 
Blast Radius: 15 30 60 
Duration: -O ne use items-
Rate of Fire: l l 
Shot / Reload: l l 
Avg. Cost: 
Weight: 4 Kg 20 Kg 5 Kg 

Th e matt er bomb is a b lack di sc similar in appear
ance to th e fu sio n bomb . Th e matt er bomb co mes in 
thr ee sizes: Alpha. Beta . and Delta . Th e Alr,h a is th e 
small est o f th e matt er bombs. weighing just un (k r fi,·e 
kilograms , whi le th e Delta is the larg est. weighing 
over 50 kil ogra ms. 

Ian r bo mb s are kn o wn for their uniqu e bla st. 
\ hen they are detonat ed . matt er bo mbs do not create 
a waH '. of heat and fire, and they do not create a flash 
o f li g ht. Th ey ge nerat e a \\ ·ave of co ncussi\ ·e fo rce 

that ca uses an in credibl am o un t o f damag e. Thi s 
bomb is ,·ery useful fo r destro y ing an ob ject without 
causing a firestorm , as is of ten th e cas w ith fi ssio n 
and fusion bombs. Matt er bombs were o rig inall y used 
in mining and demolit io n assignments. 

Bomb I Mutation 
Base Damage: Spec. 
Tech Level: 
Bia t Radius: 30m 
RateofFire: 1 
Avg. Cost: -

THAC Bonu s : +'; 

Comp lexity: 23 
Duration: nc use 
Shots / Reload: l 

Weight: 10 Kg 

Th e mutat io n bo mb is believed to be a creation o f 
an ev il o rganiz atio n sin ce the ho lo ·aust! Surpris ing ly. 
th e gro up believed respo nsible is n o t t he Radi o
acti, ·ists. hut the Iron Sociery! '\ hen thi s bomb is det 
on: I t ed. e , ·e ryo ne within th e blast radius o f thi s 
pear-shaped bo mb rece i, ·es a b last of Int ensit y 12 
rad iati o n. If the mutat ed hum an. plant , o r animal 
within th e bla st radius fa i ls a Radiati o n hec k and is 
du e a rand o m mutati o n , th er is an aut o mat ic 60% 
cha nce that th e mut at ion is a rand o m defec t. Please 
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note that Pur e train Hum ans (PSHs) cann ot rece ive 
mu rations . 

Bomb, Negation 
Base Damage: 
Tech Level: V 
Blast Radius: 30m 
Rate of Fire: 1 
Avg. Cost: -

THAC Bonus: +5 
Complexity: 13 
Duration: One use 
Shots/Reload: 1 
Weight: 10 Kg 

Th e neg ation bomb is a 10-cm aluminum sph ere. 
When detonated , all energy so urces within a 30 meter 
blast radiu s not protec ted by a force field are drain ed 
of all e ne rgy. Fo rce fie lds a re redu ce d to ha lf th e ir 
current alue. Robo ts opera ting on broa dcas t power 
a re froze n fo r 6d4 minut es (unl es s prot ec ted by a 
force field). Organic matter is unaffected. 

Bomb, Neutron 
Base Damage: Spec. THAC Bonus: +6 
Tech Level: Complexity: 14 
Blast Radius: 30m Duration: On e use 
Rate of Fire: 1 Shots / Reload: 1 
Avg. Cost: - Weight: 200 Kg 

The neut ro n bomb is a durall oy sph e re 60 cm in 
diameter. When it is detonated, eve 1y thing within a 30 
merer radiu s not protec ted by a force field (o r whose 
force fi Id does not abso rb all dama ge caused by the 
neut ro n bo mb ) is instan tly kill ed . Th e bo mb does 
20d10 po ints of dam age to force fields. The neutro n 
bomb does not otherwise harm equipm ent , vehicles, 
or buildin gs (e xce pt fo r th e o ne that co ntain ed the 
detonated bomb ; this object is obliterated). 

neutron bomb does not crea te the stand ard fis
s io n bo mb flas h fir . In stea d. it crea tes ex treme ly 
po te nt but sho rt-live d radi at io n. Eve ry livin g thin g 
within 2,000 met rs must make a heck versus Inten
sity 22 radi atio n . Th e radi ation intensity drop s o ne 
po int eve ry seve n days, so only background radiation 
remains after 22 wee ks. 

Bomb, Trek 
Base Damage: , pee. 
Tech Level: VI 
Blast Radius: 60m 
Rate of Fire: l 
Avg. Cot: -

THAC Bonus: +8 
Complexity: 18 
Duration: One us 
Shots / Reload: 1 
Weight: 25 Kg 
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The trek bomb is a 25 centimeter squ are black plas
tic box that weighs 2- kilog rams. When detonat cl, it 
di s int eg rat es eve rythin g w ithin 60 mete rs not pro
tected by a force field. It causes 30 point of damage 
to force fields: excess dama ge affects thing s inside the 
force field. After detonation , the ground surroundin g 
th e trek bomb 's form er loc at io n is di sint egrat ed as 
well , leav ing a perf ec tly symmetrica l hol e 60 met rs 
in radiu s. 

Cann on , Fission (GAMM WORLD Rules, pg. 99) 

Coagulator, Stokes 
Base Damage: • THAC Bonus: +3 
Tech Level: rv Complexity: 6 
Short Range: 3m Duration: 1 Shot 
Rate of Fire: 1 Shots/Reload: 30 
Avg. Cost: 1,250 Weight: 7 Kg 
• 5d6 damage the first round and ld 6 damage in ea h 
of the next fi, e round s. 

Th is powe rful wea pon shoo ts a strea m of grayish 
foam that see ps through a targe t's skin and enters the 
bl oo dstr ea m up o n co nt ac t . Th e foa m co ns is ts o f 
ge ne ticall y engin ee red bac te ria and e nzymes th at 
co ngea ls the b loo d of any living creatur e. The foam 
remains indefinitely active with in the wea pon's sea led 
canister. 

The Stokes oag ulator co nsists o f a wid e- nozz lecl 
rifle co nnected to a two liter plastimetal canister by a 
one meter flex ible hollow co il. The powe rful air co m
presso r in the canni ste r is activated when the trigge r 
is pu lled . The wea pon ha an infrar cl sight or night
time use . Wind current senso rs mount ed in the rifle, 
and the veloc ity of the ejec ted foam , grants the use r a 
+3 TI-IAC bonu s. Onl y one targe t can be affec ted by 
the Stokes Coagulator p r melee round . 

Th e fo am ca n o nl y p e netrat e ex p ose d fles h 
(wh ether insec t, fish, mammal, or bird), causing half
dama ge to heav ily-furred crea tures . When a targe t is 
struck, it ta kes o ne full ro und for the foam to see p 
into the po urs. n the seco nd round , the gray coag u
lant affec ts its victim by ca using 5d6 po ints of dam
age. At th beg innin g o f th e nex t five round s, th e 
foam inflicts another ld 6 po ints of dam age . 

If the victim is still alive after the last round of inter
nally inflicted damage . the re is a 10% chance durin g 
the next four hours that any excess ive exe rtion (i.e., 



fighting, runnin g, heavy lifting, etc.) on the part of the 
victim results in dea th . 

Concentrated Damage Pack 
Type A Type B Type C 

Base Damage: 10d6 12d6 16d6• 
THACBonus : +4 +6 +8 
Tech Leve l: IV IV IV 
Complexity: 6 6 7 
Short Range: 
Duration: 1 Rnd 1 Rnd 3 Rnds 
Blast Radiu s : 30 60 75 
Rate of Fire: 1 1 1 
Shot s/ Reload: 1 1 1 
Avg. Cost: 600 700 900 
We ight: 20 Kg 40 Kg 4 5 Kg 
• The Type C Conce ntrat ed Damage Pack causes 8d6 
poin ts o f damag e th e first round and 4d6 po ints of 
incendia1y damage in e·1ch of the next t,No rounds. 

The co nce ntrat ed damage pa ck is a ca nvas back
pack full of plastic ex plos ives. Desig ned to be placed 
by the bearer aga inst a so lid structure to be dest royed , 

the COP comes with a numb er of trigge ring devices 
inc ludin g fuses , radi o tra nsm itt rs , and proximity 
fuses. to nam e but a few. 

The Type C Concentrat ed Dama ge Pack was used 
primarily in und e rwate r demo liti o ns before the 
Shadow yea rs . They cause 8d6 points of damage the 
first round in a 75m radius , and 4d6 po ints of incendi 
ary damage in eac h of the nex t two round . If used 
und e1water , anything within 150111 of the ex plos ion is 
knocked un co nsc io us for 2d l 0 minut es and is re n
dered deaf for 2d4 hours. 

Small Damage Pa cks ex ist, but these are sma ll , 
hand -s ized ve rs ions of the Co nce ntr ated Damage 
pack. They range in s ize from ld 6 dam age w ith a 3 
meter blast rad ius to ove r 6d6 po ints of damage with 
an 18 meter blast Rad ius . Damage and radiu s of effect 
are always a thr ee-to-o n ratio with , DPs. Co ne n
trat ed Damage Packs ca n be easily opene d an d the 
co nte nts removed and molded in any desired shape 
to -reate Small Damage Packs. 

onversion Beame r (GA!\I IM ~ ORLD Rule ·, pg. 98) 
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Cyclorator 
Ba e Damage: 2d6+ 
Tech Level: I 
Short Range: 120 
Rate of Fire: l 2 
Avg. Co t: l.200 

THAC Bonus: +10 
Complexity: 20 
Duration: ne se 
Shots / Reload: 5 
Weight: 16 Kg 

The cyclo rato r is the third most le thal hand weap on 
en ::r created-the graser and the fus io n rifle be ing 
first and second. The cyclora tor's reacto r crea tes a 
temporary magneti - bott le, fu ·es heavy tritium pellets 
int o he lium, gene rat in g eno rm o us q ua ntiti es o f 
ene rgy . It then drops the magnet ic bo ttle , forcing the 
hel ium pa rticles into an acce lera to r that spee ds them 
to nea rly 15% the speed of light befo re shoo ting the 
particles (and the hea t) out the muzz le . 

A target ,vearing any armo r takes ha lf d amage 
(round up) . as one-half the wea pon·s e ne rgy is used 
to d rill a hole right through the armo r (th is weapo n 
even works aga ins t dura lloy). nee pu nc tur cl, th e 
armor's rmor lass bonus is permane ntl y red uced 
by - I. Force fields are no t penetra ted by this wea pon. 
bu t they are damaged. A charac te r h it by th e 
cyclora tor takes the listed damage and mu st ro ll a 
rad iation check against Radiat io n Strength 10. Rad ia
tion exposure can be counte red by a rad iation dose. 
The radiation damage from a yclo rato r. unlik e th e 
grascr. can cause muta tional damage to mutant s. 

Dart. Smart ( A 1 I \XI RU) Rules . pg . 104) 

Disk. Lamprey (GA I IA '\ RU) Rules . pg. 101) 

Drone '\ ' eave r (GAM '\ RW Rules, pg . 98) 

EMP Generator 
Base Damag e : Spec ial 
Tech Level: I 
Short Rang e: 2m 
Rate of Fire: I 

Avg. Co t: 650 

THAC Bonus: +4 
Complexity : 23 
Duration : , pec ial 
Shots/Reload: 4 
Weight : 65 Kg 

The EMP gene rato r is a weapo n de bilit a tin g fo r 
both the victim and the user. The EMP ge nerator com
p letely d isables all powered eq uipme nt within its area 
of effect. If the attack ing characte r was w aring pow
erc::d armor. the suit's QP s shut do wn which in turn s 
pmYers down e, ·erything else on the suit. The charac-
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ter can beg in powe ring up starting the next round . 
The EMP ge n rato r do · on of two th ings to eve 1y 

mec hani ca l item within 20 mete rs. If an item is pro
tec ted by a force fie ld o f an y kind o r stre ngth , th e 
fore fie ld is burn ed o ut unt il it ca n recycle itse lf, 
wh e th e r th e fie ld is a t full s tr e ng th o r nea rl y 
ex hau sted. If an item does no t have a force fie ld , it 
powe rs dow n in th e sa me mann e r as the ge ne rato r 
u ·er's eq uipm e nt. It tak es a full ro und t r ac tiva te 
any powe red eq uipm ent shut down by the E IP ge n
e rato r. If use d aga inst an android o r robot, th live 
metal co nstru ct rece ives th e 6d6 po int o f damage 
instea d of shutt ing dow n. Its spec ial protective circuits 
protec t it from sup erfluous powe r ·urg s. 

Flam Throwe r (GAMM '\ ORLD Ru! s, pg. 99) 

Graser 
Pi. t I Rifle 

Base Damage: Radiation Radiation 
THACBonus: +8 +12 
Tech Level: I I 
Complexity : 22 22 
Short Range: 30 60 
Duration : On se On e e 
Rate of Fire : 1/ 2 1/ 3 
Shots / Reload: · 10 
Avg. Cost : 800 1600 
Weight: 2 Kg 10 Kg 

The grase r is a nasty lase r wea p n that produ ces a 
co nc<.:ntrat e d s tr ea m o f d ea dl y gamm a rays. Th e 
wea pon co nsists of a I ackp ac k, a pi to l o r rifle . and a 
we ll-insulated cable onnec ting the two . 

n a success ful a tt ac k th tar ge t mu st ma ke a 
Radiation chec k aga inst Radi ation tre ngth 1 ~. Thi s 
radi atio n , ho w eve r, w ill no t ca use mutati o ns. All 
mut atio na l res ult s should be move d up to th e nex t 
stage . 

Although it's hea ily shielded , th ha kpac k ca nnot 
w ho lly p ro tec t th use r fro m the ga mm a radi atio n 
produ ce d by its mini atur e fusion reac to r. Eve ry time 
the use r ro lls a one on the attack die, he or she must 
make a radi ation chec k aga inst radiati on trength 12. 

II mutational re ults hould be ignored. 
The grase r has no other use than the des truction f 

livi ng ti ss ue. It is o fte n use d b y militan t c rypti c 
alli ances to clea r vege tati o n fro m areas supp ose dl y 



inhabit ed by snip ers and unwant ed infiltra nts. The 
use of this weapo n is considered an aero ity by all o f 
the '"civ ili zed '' and p acefu l cryp ti c alli ances. 

Grenade (G IMA WORLD Rules. pg . 101) 

Grenade 1 Energy 
Base Damage: l 2d6 THAC Bonus: + -
Tech Level: JV Comp lexity : 14 
Blast Radius: 30m 
Rate of Fire: 1 
Avg. Cost: -

Duration: One use 
Shots / Reload: 1 
Weight: . 2 Kg 

The n rgy g renade was used again st the fo rm er 
elit e armies of the holocaust. These Gamma Kn ights 
wore the powe red armors and rode th e might y war 
mach in es that pared the life from Earch·s land scape. 
The energy grenade help ed imm obilize these rampag
in g ho rdes and mak e them vuln erabl e to mor e co n
ventional warfare. 

When detonated. th e energy grenade releases a 
blast of energy within the 30 meter burst radi us, c 1us
ing 12d6 to all targets. Th ose who ar no t wearing or 
carr y ing metallic substances, and th ose who are not 
co nstru cted of metal o r o th er co ndu cti ve fi bers and 
materials, re · ive one-half dam age from the blast. 

Grenade 1 Homing Option 
Base Damage: Varies THAC Bonus: +12 
Tech Level: VI Complexity: 20 
Short Range: 100 
Rate of Fire: 1 
Avg. Cost: 1.000 

Duration: One use 
Shots / Reload: 1 
Weight: 0. 5 Kg 

The Gr nade Homing ption can be p laced o n 
grenades that weig h one kil og ram or less. To attach 
th e Homi ng Option , the user pos it ions the grena de 
with in the opt io n ·s clamps and ti ght ens th e f inge r 
screws. Once in place , th e user loo ks through th 
homing opti on·s sight at a target for on ful l round to 
gain a "lo ·k ... 

Once th e homi ng op tion has '"loc ked" o nto its tar
ge t , th e ho min g op ti on lev it ates th e g renade and 
moves at a Rate of 24 toward the target. When the tar
get is reach d , the ho min g 0 1 ti on ac t i vates th e 
grenade 

I f th e target loc k is lost ( if the target goes und er
ground , for instan ce), th e hom ing o ption locks onto 

the nearest moving ob ject. 

renad e Laun cher ( AM IA WO RLD l~ules, pg. 101) 

Gun 1 Flak 
Base Damage: -
Tech Level: III 
Short Range: 5 
Rate of Fire: 1/2 
Avg. Cost: 50 

THAC Bonus: -
Complexity : 10 
Duration: 10+ ld 4 Rnds 
Shots/Reload: 1 
Weight: 2 o r 3 Kg 

The flak gun is a one-man portab le chaff projector. 
When loaded. it is bulky and heavy . Unl oaded , it is 
lightw eig ht and easy to transport. The bulk of the gu n 
(86 % of it s ma ss) is in it s lar ge drum - l ike load of 
chaff. A chaff shot is fill ed with small , light particles of 
shiny m talli c flak es that cove r a 25 meter rad ius. Any 
chara cte r o r c reatu re wit hi n 10 meters of the she ll 
when it goes off receives ld 4 points o f damage from 
the detonation. They are b l ind ed for Ld4 rounds 
unl ess protected by goggles o r a helm et with a face 
plate . 

Chaff conf uses s ·nsors for 11 to 15 rounds. Against 
sensor-using weapons lik e heat-seek ing missil es and 
homin g grenades, chaff g ives fu ll 100% pro tectio n
any exp los ive ro und detonates on con tact w ith the 
f ie ld , dest roy in g the fie ld ( ,. hi ch , I resumably , is 
nowhere near the original target). Radar guidan ce sys
tems lock in on the fie ld instead of the int ended target 
if t he c haff f ie ld i s put up between th homing 
,,·capon and the target. 

Ir takes a fu ll round to reload the ,veapon . 

Gun 1 Flare 
Base Damage: Spec 
Tech Level : III 
Short Range: 20 
Rate of Fire: 1 
Avg. Cost: 200 

TRAC Bonus: -2 
Comp lexity: 10 
Duration: 3 min . 
Shots/Reload: J 
Weight: 2 Kg 

The flar e gun is a spe ·iali zed weapon with a very 
w i le barr el. From first g lance the ba rrel looks wide 
eno ugh to be a hand-h eld g renade launcher , but is 
unabl e to fire those distinctive projectiles. The on ly 
mi ssiles this pisto l-lik e w eapon can fire is fla re shells. 
When the she ll is dropped int o the top of the barr I 
( firin g p in first) , the tr igger on rhe gun can be pull d. 
sending the shell high into the air w ith a loud ·'puff.·· 
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O nce th e she ll is a few seco nd s int o th e a ir, th e 
o ute r c ru st burn aw ay . ex p os in g th e che m ica ls 
within. These ch mica ls ignite up on contact with o ·y
ge n , turnin g the she ll into a bright flare o f diffe rent 
co lors. The she ll burn s for three full minut es , arcing 
thro ugh the sky. Most often, the she ll loses its spark 
shortly befo re it hits the gro und , dimini shing its flash
fire or burn haza rds. 

The flare gun light up a 200 meter radiu s sph ere. 
a llow in g a ll cha rac te r w ithin th e a rea to see as 
th o ug h in bri g ht moo nli g h t. It ca n b e use d as a 
\veapo n . The impact cau ses 4d6 po ints o f concussive 
damage. t the beg innin g of the nex t round and the 
folio, ing lei +2 r und s, the ta rge t rece ives an addi 
tional ld 6 po ints from fire da mage and smoke inhala
tion . ombustible materials ignite from the heat. 

un , Gat ling (G I IA WORLD Rules , pg. 100) 

Gun , Gravity (GAM 1A WORLD Rules , pg. 100) 

un , Lase r (GAMMA\! ORLD Rules , pg. 101) 
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Gun, Lightning 
Base Damage: 6cll0 THAC Bonus: +5 
Tech Level: IV Complexity: 12 
Short Range: 350 Duration: On e Use 
Rate of Fire: 1/ 3 Shots/Reload: 3 
Avg. Cost: 600 Weight: Kg 

The lightnin g gun was first us cl in the ea rly 22nd 
C ntu ry by Earth 's seafa rin g ba ttl es hip s to s hoot 
clown enemy aircraft. sing th e sa me prin ciples as 
natural lightnin g, the Ii 1 htnin g gun crea tes an ioniza
tio n pa th to th e ta rge t . Thi s io ni zati o n p ath ma y 
cause a victim's hair or fur to stand on encl, clothes to 
clin g to th e skin , o r may cau se me ta llic o bjec ts to 
sudd e nl y beco me ma g ne ti call y attra c ted to o n e 
anoth er. Once the path is co mpl ete, the gun shoots 
an enormous charge that passes from ion to ion until 
it strikes the targe t. The targe t, rega rdless of what it is 
mad e of and wh at it is wea ring , uffers 6dl0 p ints 
o f dam age. If the victim is wea ring r using anythin g 
111 tallic, tho ·e it ms and de i es take 2dl 0 po ints o f 
damage. If this damage xcee ds the am ount of dam
age th e items ca n take (see th e GAMMA WO RLD 



rules book let, page 61), they brea k. 
Th e light ning gun is pm e red by a se ries of pr e

c harg e d ca pa c itor s . Expended capa c ito rs ca n be 
re placed in one round. and take 12 hours to recharge 
using any ge nerato r o r batt ery charge r. 

un , lachine (GAM IA WORLD Rules , pg. 102) 

Gun, Nerve Impulse 
Base Damage : Spec. THAC Bonus: + 2 
Tech Level: V Complexity: 18 
Short Range: 10m Duration : Variable 
Rate of Fire: 1 Shots / Reload: 15 
Avg. Cost: 1,000 Weight : 3 Kg 

Th e ne rve impul s gun ,vas a limited-issue dev ice 
used by the ational Park Service ro aid in the control 
of park a nimal ·. Du e to th e p oss ib le e ffec ts o n 
human s. rhe de ice 's use was soo n seve rely res tricted. 

Th e gun is 20cm long and 5cm in diameter ~ ith a 
hand grip and trigger. The gun e nd s in a 10 ·m wide 
cone-sha ped d ish. A single dia l nea r the grip can be set 
to one of six pos itions. A small red light will flash with 
a numb er indicating the numb er of shots remaining in 
the H clroge n Power Cell. The sett ings are consec uti, ·e 
(1---6) and the results of eac h sett ing is listed be low . 

1 The target feels friend ly tO\varc.l the user. The effec t 
lasts for 15 minut es. Subs eq ue nt shots ha ve no 
effec t for 24 hours . 

2 The target falls asleep for 14 minut es. 
3 The target flees. if possib le, for ld 6 round s. Subse

quent shots have no effec t for 24 hours. 
4 The target b co mes enra ge d and attacks the nea r

est ind ividual. The effect lasts l cl8 rounds. 
5 Th e ta rge t exper ie nces ex tr e me pa in fo r lcl 4 

rounds rece iving one point of dama ge per round. 
o orher actions, exce pt flee ing , are possible. 

6 The tar get is s tunn ed fo r 3d 6 rounds . Whil e 
stunn ed, un co nscious mutat ions do not work. 

un , Plasma (GAM 1A WORLD Rules, pg. 103) 

Harmonic D isrupter 
Base Damage : Spec THAC Bonus : +12 
Tech Level: V Complexity: 35 
Short Range: 10m Duration : Constant 
Rate of Fire: 1 Shots / Reload: l 0 
Avg. Cost: - Weight : 100 Kg 

The harmonic disrupter is a hi g hl y fragil and 
ancient artifact. Less than 20 are known to ex ist , and 
many a skirm ish has been wrought for its ow nership . 

nfortun ate ly, these battles often encl in the des tru c
tion of this rare and pov e rful re lic. 

The disrupt er loo ks like a 5-mete r-tall cluster of io
let crysta ls held in a plastist e l case with many glass
cove red dial s and finge r co ntrol s of va rying co lors. 
\Xlhen act ivate d , it :e nc.ls o ut waves of harmonious 
so n ic vibrati o ns that ca us e damag e to eve ryt hin g 
within its 100 mete r range. 

All tar ge ts wit hin the damage radi us rece ive 4d6 
po ints o f damage until e ither the harm onic d isrupt er 
is di ·ab l cl. d acti aced, turn ed off, or until the victim 
leaves th e 100 meter radiu s . II items of glass , hard 
meta l, po tte ry, hare.I plast ic , and plaster w ithin the 
radiu s rake one po int o f structural damage per round 
(refe r to the stru ctur al damage rul es in the GAMM 
WORLD rules book in hapt er Fou r). Once the item 
loses a ll its hit point ·, it shatte rs from the harmonic 
stresses, beco ming perman enrly useless. 

Laser, FIR 
Pisto l Rifle 

Base Damage: ld8 2d6 
THACBonus: +5 +6 
Tech Leve l: I IV 
Compl exity: 12 12 
Short Rang e : 80 ]60 
Duration: ne se One se 
Rate of Fire : 3/ 2 l 
Shot s/ Reload: 5 10 
Avg. Cost: r _ ) 50 
Weight: l Kg 5 Kg 

Human s and mutants ca nn ot see th e FIR (Far
Infr are d spect rum ) lase r's I earn. In fact , eve n w ith 
laye rs up on laye rs of mutations. not a single crea ture 
can see this high in the spect rum . The re are no instru
ments that a llow char ac ters to de tec t the FIR laser 's 
beam. either. This wea 1 on is a favo rite amo ng cryp tic 
alliances like the Rec.I Dearh who like to snip e without 
being spotted. 

lace . Ene rgy (G IMA , . RLI) Rules, pg. 98) 

Micromissile (GAMMA \XI RU) Rules, pg. 102) 
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Micromissile, 
Base Damage: d8 
Tech Level : 3 
Short Range: 100 
Rate of Fire: 1 
Avg. Cost: 3,00 

Fire Foam 
THAC Bonus: +O 
Complexity: 6 
Duration: 3 round s 
Shots / Reload: 1 
We ight: Kg 

Th e fir e fo am m inimi ssil e is a prote cti e and dan 
gerous devic used by the ancients to combat intense 
fires ( from high-rise buildin gs to forest fi res) . n lik e 
th eir w eapo n co unt erp arts. th ese mi cro mi ssil es are 
paint ed a brighr red-o range. pcm impa ct, the device 
ex pl odes int o a spheric- ti clo ud of fire -ex tinguishing 
foam. 30 meters in radiu s. Th cl o ud of gree n ish
brown fo am la sts for thr ee ro und s. dep leting th e 
area·s availab le oxyg n, coa tin g the area w ith name 
retardant part icles. and I w ering the area temp eratu re 
by 3 °F. In highl y humid areas. th is temp erature 
de -rease causes isolated rainfa ll. 

F.ach round a livin g being (plants ex ·lud ed) remains 
in rhe clou I of foam. they receive d8 points in hala
tion damage. haracters and int elli gent creatur es may 
ho ld their br "ath one round per po int of onstitu tion. 
Anyone caught in the cloud becomes partiall y blind ed 
fo r fi ve round s, f ightin g with a Tl-IA penalt y for 
] d6 rounds. Any ot her act io ns o r spec ial pow ers 
requirin g sight are lik e" ·ise hamp ered by the temp o
rary blindness. 

Fly ing creatures caught in th e foam are fo rced to 
the ground. reatur es fo rced to the grou nd. cann ot ny 
fo r 30 minut es and the foam must be remo eel befor e 
night is possibl e. I f th e nyin g creatur e is carryi ng a 
rider, thi s ind iv idu al suff ers normal falling damage. 

Missile ( A ·I \! O RLD Rules. pg . 102) 

Missile, Surface 
Bae Damage: 30d10 THAC Bonus: +20 
Tech Level: I Complexity: 28 
Short Rang e: 8 Km 
Rate of Fire: l 6 
Avg. Cost: -

Duration: nee 
Shots / Reload: 1 
Weight: 12 Kg 

Th e sur face missi le is a dange rous art ifacr that \ as 
used to create much of the dest ruction in the w orld. 
sle nder thr ee meter long ·ylin ler, the mi ssile is usu
all y fixed and comp letely co ntr o ll ed by a m i l itar y 
installati on o r vehicl e. making it nearly imp ossib le to 
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co ntro l (see the , eapon· s co mpl ex ity ). 
In ord er to lau nch the surfa ce m issil e · co ntro ll ed 

by a milita1y installati on, th hara ter must be in full 
co nt ro l of th milit ary install ation- an im possib le ta ·k 
at b st. Laun chin g the mi ssile co ntroll ed by a rogu e 
veh icle is much easier since co mput ers in the ehicles 
are less compl ex than the cybe rn etic in . tallati ons and 
think tanks within th e milit ary in sta llati o ns. ee the 
vehicle secti o n fo r t\ o su ·h vesse ls: th e LML Mark 
XV-A Miss il e Lau ncher and the large subm arin e. If 
th ere is a function ing J or think tank w ithin 20 km , 
th e ve hicl e wi ll nor fir e it · m issil es without rad ioed 
permi ssion from the co mput er. 

A ll mi ssiles must be co ntro lled comp lete ly from the 
laun ch site un i ss th m issil e 's min iatur e co mputer 
and g uidan ce sys tems w ere pr og ramm ed befor e 
launch. If the missil is not c ntr oll ecl o r programmed , 
it fli es in a stra ight path in what ve r dire ct io n and 
ascent (o r des ent ) ang le it was fired. On ce its maxi
mum rang e is reached , th e ro k t gen tl y arcs to th e 
ground and ex plodes. 

Mortar/Grappling Hook 
Launcher 
Base Damage: ariable THAC Bonus: +5 
Tech Level: 111 Complexity: 10 
Short Range: Specia l 
Rate of Fire: l or 2 
Avg. Cost: 120 

Duration: n se 
Shots / Reload: 1 
Weight: 20 Kg 

Thi s weapon is the M29 Mortar used by the nit ecl 
Ame ricas' Army in th e la ·t decades befo re the ho lo
caust. It co nsists o f a metal tub e, an atta ·hab le ci rcu
lar metal base, and a bipod stabili zer near the muzzle . 
Th e M29's o rail length is about . 130 entim eters and 
it w eighrs 20 kil og rams empt y. Tt an fi r th ree cliffer 
en t t. p es of 8 1 millim ete r mo rt ar ro und s ( li ste d 
below) o r the grapp lin g ho k as · mbl y. 

Th e mortar can be assemb led in fiv e ro und s if the 
user is profi ·ient : thr ee tim es as lo ng if the charact r 
is no l. ~ hil ' thr ee charac ters can wo rk rog eth er to 
fir e tw o ro und s per round , a single character can use 
th e set-up mo rtar alo ne to fir e once per round. Th e 
grapplin g hoo k assemb ly tak es fi e round s to set up 
befo re firing . 

The grapp ling hoo k , rhe shell used to laun ·h it , and 
the rope attached to th hoo k are usuall y packed as 
one k it. '\ ' hen using rhe grapplin g hoo k , the mortar 



ca n fire the hoo k and ro pe up cliffs. across chas ms or 
rive rs . etc. I lopef ully . th e hoo k catc hes on a ridg e. 
branch. or bou ld e r, and is d ra\\'n tight . p rm ·icling 
instant access. 

Th ere arc three diffe rent types of mortar rounds for 
differ ent s izes of mo rtars . Th ere are the 8 1 millimete rs 
mortar rou nd s for use in the M29 lo rtar listed ahrn ·e. 
All rounds a re packed thr ee to a case. Each round is 
m·er 52 centimeters long an d weighs four to fo ur and 
o ne-half kilograms . 

High Ex plo ive Round: Thi s ro un d cm ·ers a 30 
meter rad ius wh en it exp lodes. causing 8d6 po ints of 
damage to al l \\ ·ithin th e blast radiu s. Th e High 
ExplosiYe round ca nn ot he fired at a target less than 
50 meters away, and it has a maximum range o f 4, 

500 met e rs . lt can he set to exp lo d e o n contact o r 
after a fe '-'· seconds· delay. so it ca n penetra te a .. sof t .. 
target. 

Parachut e Flar e Round: This round explodes in 
th e a ir. re leas ing a parachut e tied to a magnesium 
flare . The fuse can he delayed fro m one to I 00 sec
onds . The flare th ·n floats down. lightin g up rhe sky 
and the land scap for - 5 seco nds \\'i th near -cbylight 
int e nsity . This rou n d has a range or 90 to 2.000 
mete rs. 

Whit e Pho s phorou s Round: This round cre:lles 
smoke co ve r. It has a range of 50 to ·t.000 met e rs and 
burns fo r t\\ 'O minutes a t 2. 00° Ce ntigrade . It can 
send out smoke as a sig nal. to mark a target for ot h ·r 
attacks. or to pr ov ide cove r fo r an a ttack hy smoke 
scree nin g the target area. 

·eed le r ( ·I~IA ,;-0 1 LI) Rules . pg. 103) 

Pistol. lachine (GAMl\1A WI RLI) Rules. pg. 102) 

Pistol. l\laser ( A~l IA WO HLD Rules. pg. 102) 

Pistol. Stun Ray ( AM 1 '( O HL!) Rules. pg. 10">) 

Popper Pellet 
Ba e Damag e : Spec TRAC Bonu s : -
Tech Level: I Compl ex ity: 30 
Short Rang e : • Duration: Two hours 
Rate of Fire : I hot s/ Reload: -
Avg. Co st: 5">0 We ight: 0. LO Kg 
• The range of the popper p e lle t is th · distance its 
use r can throw the item . 

The po pper pe lle t is an oc her kern e l about the size 
of a lar ge marble. To act iva te th e ite m , th e u ·e r 
thrmYs it into an ac tivated force fie ld. nc it mak es 
co nta c t with a fo re fie ld o f a n y kind (exc ludin g 
mutations) , the popper pellet in stant ly ga in s the 
pmv er it requi r s to p rform its duti es fro m the fie ld. 

nee attach ed. the popper pe llet !oa ks itse lf fro m 
infrared . ultraviolet , and visual spe 'trum light , making 
itself in isib le from most individual s and se nso rs. It 
tra\·e ls to the highes t po int o f th e force fie ld (a bove 
the head for most body armor , and above th tu rre t 
for most tanks) . 

\Xlhile attached . the popper pe llet lesse ns the effec
ti\' e ness of th e fo rce fie ld by five po int s (th ese five 
poin ts be ing the pm e r us ed for th e popp r pel l r's 
ope rations). If fi\ e points of force fie ld are no t ava il
able to s upp or t th e popper p e lle t , it is un a b l to 
attac h itself. fa llin g to the gro und dea ctiv a ted. Th e 
popper pelle t a lso deactivates a nd falls if th e force 
field drops for any reaso n. 

" ' he n th e popp e r p lie r is thrown at a force fie ld , 
the indi \·idual sees th po pp e r pelle t sudd enly disa p
pear as it co mes in co nta ct with the fie ld. In res po nse, 
the force fie ld ge nera to r bee ps and blinks a warning 
stat ing the field strength has b en redu ce d . 

Rifle. Assau lt ( AM IA \; RLD Rules pg . 97) 

Hille. Black Ray ( AM IA W RU) Rules , pg. 97) 

Rifle, Chameleon 
Base Datnage: TRAC Bonus: +4 
Tec h Leve l: Ill Complexity: 16 
Short Range: 250 Duration: 1 ho t 
Rate of Fire: aried Shots / Reload: 0 
Avg. Cost: _ 0 Weight: 2.5 Kg 

Th e chame leo n rifle was the las t rifle manufa ctur ed 
in the Un ited Americas in a ny qu ·1ntit y befo re th e 
ho locaus t. It is so ca lled because it ha s int e r hang e
ahle barr e ls th at a llow it to fire as a rifle ( ROF 1/ 1, 
Dmg 5d 6) , a sem i-a u to ma tic r ifl e (R F 2/ 1, Dmg 
4d6) . or a subm ac hin e rifle (multip le shots p r round , 
treat as o ne shot fo r eve ryo ne in a thr ee me te r wid e 
area. 0mg 3d6). 

This s lug-th rm e r rifle- type wea po n was des igned 
o n the popular .. bul l pup .. s tyle , that is, th e cl ip and 
fee d mec hanism are located in the stoc k be h ind th e 
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firing mec hani ·m . There i a grip in front of the firing 
hand! for ea sier co ntro l; th barre l, whil maintain 
ing its length , is se t farth er bac k in th wea pon. mak
in g it app ar h o rt a nd squ a t. It h as a h a ndl e / 
te lesco pe o n to p th at a llow the use r to fire a t ful l 
range \ ithout nega tive mod ifi rs. Tt we ighs aro und 
2. - kilog ram and i 80 ce ntim ter long . 

This rifle ' range i e ffec tive up to 400 meters , but 
ca n fir e up to 2 -oo me te rs a t la rge tar g ts. The 
c ham !eo n rifl e is prim a ril y co ns tru cte d o f hig h
impa ct , tr a n sp a re nt pl as ti c a nd lightw e ig ht me ta l 
alloy ·. The magaz ine holds 40 indi vidual round s. 

Th cham I on rifle an also fire 22 millim eter tail 
grenad s. Trea t ta il gr nades as no rmal grenades, but 
with an maximum rang e of 300 meters. They can only 
be used with this rifle . 

Rifle, Fusion 
Base Damage: 8d6 
Tech Level: I 
Short Range: 0 
Rate of Fire: 1 
Avg. Cost: -

THAC Bonus: +6 
Complexity: 18 
Duration: 1 hot 
Shots / Reload: 7 
Weight: 22 Kg 

The fu ·io n rifle is the te rror of the Gamma Knight 
as w e ll a e e ry th r e nti e nt crea tur e in Me riga . 
Energy and kinetic fo rce fields do not lesse n the dam
age ca use d by the fu sion rifle . Magnet ic force fie lds , 
the we ak es t of th e thr e type · o f fo r e fie lds . g ives 
the chara cler the standard Armor Class bonus aga inst 
the enemies' to-hit ro ll. 

Anyth ing hit by th e fus ion rifl 's b last mu sl ro ll a 
Radiation hec k as though hil by Radiatio n Strength 
19 and tak an immediate 8d6 po ints of damag . The 
weapo n·s use r must ro ll a Radiation chec k as though 
hit by Radiation , trength 10 ev ty time the wea pon is 
use d o r suff e r 2d6 p o int s of d ·:11nag ; mo dif y th e 
chec k with the rmor lass bo nu grant ed the chara c
ler from his Mag nelic Fo rce Fie lds (if one is used). 

Th e Fus ion Rifle is th e pr efe rred wea po n o f th e 
Rad ioact ivists . Both the Tradilional and the Refo rmed 
fac tio ns o f th is c rypti a lli a n e use t he wea po n , 
tho ugh it is mo re frequ ent ly use d by th e refo rm ed 
w ho w ish to increase lhe radi atio n le e l thr o ugho ul 
th e pl anet. ince the Radioac tivists a tle mp l lo kee p 
the ir ide ntity sec ret , it is a co mm on ass umpti o n that 
an yo ne ca rrying thi s la rge , eap o n is a me mb e r o f 
this e lusi e crypti alliance . 
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Rifle, Infrared 
Base Damage: - d6 
Tech Level: I 
Short Range: 30 
Rate of Fire: 1 
Avg. Cost: 250 

THAC Bonus: +8 
Complexity: 16 
Duration: On e use 
Shots / Reload: 8 
Weight: 3 Kg 

Th e infr ared rifle i. co mm o n! call ed th e Bli te r 
Bl as te r b eca us th e re ultin g d a ma ge fr m th 
weap on usually p rodu ces grea l hea t burn s and blis
ters on hum ans, roboto icls, and andr o ids . The infrared 
rifle crea tes a five ce nt imeter diamete r b am of co her
ent infrared rad iation \ ith an equi val nt t mp eratur 
o f 500° ce nti g rade. ny m ta llic objec l hi t by lhi s 
wea pon , in additi on to susta inin g the damage stated 
ab ove , beco mes so hot it g lows. ny crea lure in ph ys
ical co nt·tct with this objec t tak s 2d6 po ims of burn 
ing dam age from lhe hea ted metal. 

The infrared rays from this rifle ar invisil le to the 
naked hum an (o r mut ant) eye. rea tures and mutant s 
possess ing the ability to s e in the infrared r gio n of 
lhe spect rum or those wea ring infrar cl se nsiti e gea r 
can see the bea m. Any er alur e wh o an see infrared 
radi atio n (includin g anyo ne wea rin g m gogg les and 
the like) who loo ks direc tly at the rifle wh en it is fired 
. uffers ld 6 po ints of da mag and i blind cl ( in all fre
qu encie ·, not just infrared ) for 30 minut es . 

Rifle . Maser (GA IMA '\ RLD Rules, pg. 102) 

Rifle, Plasma 
Base Damage: 10d 10* THAC Bonus: + 1 5 
Tech Level: T Complexity : 30 
Short Range: 30 Duration: 1 rnd 
Rate of Fire: l Shots/Re load: 8 
Avg. Cost: - Weight: - Kg 
• 20c.110 ve rsus force fie! Is. 

The plas ma rifle is a hand -held , apon ca rried I y 
th e Exte rmin ato r Ro bo ts (see th e robo l sec t io n fo r 
informati on on this dea dly co nstruct). ~ he n used by 
th e Exte rmin ato r robo t, lh e , ea po n is powe red b 
the robot's internal powe r so urce . ~ hen fully charg cl, 
the plasma rifle is good for ighl shols. ll is rec harged 
by att ac hin g lh e rifle·s powe r co nve rter to a hie.Ide n 
access panel loca ted on the right sic.le of the Exlermi
nato r' s wa ist . Rec ha rg ing takes O minul es . at five 
minut es p r bo lt. 



If th e plasma rifle is used by anyone besides the 
Exterminator robots , the rifle ca nn ot be rec harged 
unl ess the ow ne r a lso ow ns a Br oa d cas t Power 
Charger and is in the vicinity of a fun ctioning Broad
cas t Powe r Station (see the ex planation of these two 
items in the Miscellaneous Eq uipm ent sectio n for 
more informati on). 
Due to the natur e of the plasma , the weapo n causes 

do ubl e d amage to a ll force fie ld s ( thi s d oes not 
app ly to mutati o nal force or re pul s io n fie lds) , and 
pene trates many types of ar mor mo re effect ive ly 
(ex plainin g its incred ible THAC bonu s). The plasma 
rifle mak es the eliminati on of prot ec ted targets more 
feasible . 

The Ext rmin ato r robots are a powe rful bran ch of 
the refo rmed reare d (a crypti c al liance). Without 
excep tio n , every fun ct io nal Exte rmin a to r robot in 
ex istence has a Plasma Rifle at its side. The only ,vay 
to get one of these weapons is to destroy the Extermi
nator Robo t that currently holds it, o r to kill what eve r 
kill ed an Ext rmin ato r Robot (w hich may be eve n 
harder 1). 

Rifle, Rover 
Base Damage : Spec ial 
Tech Leve l: VI 

Sho rt Range : 50 
Rate of Fire: 1/ 3 
Avg. Cost : 

THAC Bon us : +12 
Compl exi ty : 14 
Duration: pecia l 
Sho ts/ Reload : 5 
Weight: 8 Kg 

The Rover Rifl e fires m a ll , irid esce nt e n ergy 
spheres capable of tracking a moving target. Befo r it 
can be fired, the operator mu st aim at th e target for 
three co nsec utiv e ro und s, per fo rmin g n o ot he r 
actions, wh ile making a successf ul Dexterity chec k 
eac h round. On the third mel ee round , the Rover 
Rifle 's internal co mputer "recognizes " the target (a lso 
know n as "lay ing a bead " on the target) . 

When the rifle is fired (in the third round) at a "rec
og nized" targ et, it releases an en rgy ball that tracks 
the target. The sphere moves at spee ds eq uivalent to 
100, pur suing the target until it hits or until 12 melee 
rounds exp ire , whicheve r co mes first. 

The Energy pher es can pass through the air, sa il 
along the ground, drift through wate r, man e uv e r 
aro und co rners, move through the vacuum of space, 
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or ,;vherever the targ t goes, ex clud ing int er-dim en
sional hoppin g and t lepo1ting ut of sight. If the ball 
strik es the target , all pm ered devices are shorted out 
for six round s and th Ii ing targe t itself recei es 6d6 
po ints f el tri al damag e. ff used against an android 
or ro bot. th e li ve -m eta l co nstru ct o nl y rece ives th e 
6d6 point s of damage. It s sp cial prot cti ve cir cuit s 
protect it from sup erflu ous power surges. 

Once th rifl is n longe r aim ed at a targ t. th e 
comput r lo its ·'r og niti on·· and the pro c ss musr 
b gin again to fir th w apon. 

The rifl e i · charged b tw o Hydro gen Pow er Cell s 
,. hich pm. er the rifl e fo r fiv e energy balls. 

Rifl e. nip er ( !MA '\. RLD Rules, pg. 104) 

Rifle. tun Ray ( M IA WI RLD Rules, pg. 105) 

Roc ket r nade ystem ( AMM , RLD Rules, pg . 
111) 

Rod, Paralysis ( MA ~ RLI Rules, pg. 103) 

h tgun ( AMM , RU) Ru! , , pg. 104) 

Shrapn eler ( ee the Gamm a Knights suppl eme nt ) 

Slicer 
Pisto l Rifl e 

Base Damage: 4d6 8d6 
TRAC Bonus: +6 +10 
Tech Level : VT I 
Comp lexity: 22 22 
Short Range: 20 30 
Duration: l rnd 1 rnd 
Rate of Fire: 1 1 
Shots / Reload : 6 10 
Avg. Cost: 4. .000 
Weight (kg): 4 9 

Both th slicer rifl e and pist I have a severely ova l
shaped barr el th at loo ks like a cru shed tube. , hen 
th e trigg er is pull d , an ene rgy di sc leaps fro m thi , 
thin ba rr el towa rd · it · un fo rtun ate targe t with an 
alm os t m lod ic hum that an be hea rd 10 meters 
away. 
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The energy di s thi ,; eapon f ires li ce through 
armor lik e ·1 v ibro , eapon. F r ·e fi elds take one-half 
damage from the li cer. If th for e field survives the 
t ryst , ith the en rgy di sc, the di s is deflect cl and 
land s ld 6+6 meter · away. I f th for ce f ield co mes 
down from co ntact with the di sc. the suit of armor. o r 
the character prot ected by the fi eld , rece ives the rest 
of the damage. 

One Hydrog en Powe r cell i u ·ed in the pisto l, giv
in g th e wea pon six shots. Tw o · ll s powe r the rifl e 
for ten shot s. 

Slug Thrower 
Type Type B Type A 

Base Damage: ld 6 2D6 30 6· 
TRAC Bonus: +O +l +2 
Tech Level: III Ill III 
Complexity: 6 6 5 
Short Range: 2m m 6m 
Duration : 1 ho t 1 hot l hot 
Rate of Fire: 1 1 1 
Shots / Reload : 50 30 20 
Avg. Cost: 30 o ~oo 
Weight (Kg) : 1 1- 2 
• Th e Typ lug Thrower, th e larg est o f the thr e , 
Gtus s do ubl e damage to larg r-th an-man-sized tar 
gets. 

Th ese weapons were once used by various po li ce 
fo rces fo r ri ot suppr essi n and crow d co ntrol. Slu g 
Thr owe rs use Hydr oge n Powe r Cells, giv ing the pi s
to ls the potentia l to fir e thr full lip s. , hen the trig 
ger is pu lled, the unu suall y soft slug is forced throu gh 
th e magn etiz ed barr I, co n tantl ac elerated. s the 
slug passes thr o ugh th barr el , th mag neti c co il s 
ene rg izes th e slu g w ith a slight elect ri al char ge. 
, . hen this charge d slug st rik es a target , th e stored 
energy is released , shoc king the target as w ell as dam
aging with the she ' r impa ct. Targets that are immun e 
to electri cal damag . take only half damage-ro und ed 
up. Targets th at are immun e to kin eti · damage tak e 
only half dama e, rounded up . 

Slug thr owers dama ge is tunn ing damage. When 
cumulati ve stunnin g damag e reache , one-half the tar
g e's total hit po int s, the victim fall · un co nscious fo r 
ld 6 minut s. '\. hen the target awakens , any stunnin g 
damage is added back to his hit po int total. 

, lu g thr ow rs co m in thr e calib ers. Th ese sizes 



rang e fro m th e tin y .1 d e rrin ge r to th e hu ge 5 
priso n spec ial. ,-vith the .38 calib er in be twee n. 

Small Dam age Pack (See once nrrat ed Dama ge Pack) 

Tase r ( ,AM IA W RLD Rules . pg . 105) 

Vibro blad e (G M I WO RLD Rules . pg . 106) 

ibrodagge r ( AM IA \X RLI) Rules, pg. 106) 

Whip, Stun 
Base Damage: 1 d2 +Srun THAC Bonus: +5 
Tech Level: I Complexity: 8 
Short Range: 3m* 
Rate of Fire: l 
Avg. Cost: 250 
• Sho rt Ra nge is th 
,, ·eapo n . 

Duration: ariahle 
Shots/Reload: 30 min 
Weight: - Kg 

o nl y ran ge for thi s ha nd-h e ld 

Th e stun wh ip is a thr ee me te r lo ng whip with a 
sma ll sp ur at th e e nd o f its s ing le ta il. A Chem ical 
Pc)\\·e r Ce ll plu gs in to th e ha nd le nex t to th e pc)\\·e r 
s,. itch . Wh en ac tiYated. the stun ,, ·hip crea tes a lcm·
amp e rage. hig h-\, ·attage e lec tric fie ld throu gho ut irs 
thr ee mete r wir whip. Th e Che mica l Po\\'e r Ce ll in 
t hi s it e m is g oo d fo r 30 minut es. Thirt y minut es 
eq u a tes to 180 co m ba t ro und s (s ix ro und s p e r 
minut e). 

If ~-hip ped at a targe t. the atta cker mu st roll a stan 
dard TH roll. Th e targe t tak es lc.12 po ints of dam
age and is stunn ed o n a succ ssful hir. Stunnin g lasts 
fo r 30 minut es minu s o ne minut e fo r e ,·e ry po int of 
Co n s tituti o n ( minimum o f o n e minu te). '\.' hile 
stunn ed . o nl y the ictim·s invo lunt a ry mu scles a nd 
mut a tio ns ( if an y) fun ctio n . If a victim is \Yhip pe d 
add itio na l tim es (o nce p e r ro und ). the c har ac te r is 
stunn e d fo r o n e additi o na l minut e p e r s uccess fu l 
atta ck. as ,, ·e ll as rece iving additi o nal dama ge 

Th e ,, ·hip ca n be use d with o ut po we r, actin g as a 
stanc.larc.l ,, ·hip , ·ausin g ld 2 po ints o f damage . 

Wrapper 
Base Damage: Spec 
Tech Level: VT 
Short Range: 2 
Rate of Fire: 1/ 5 
Avg. Cost: 650 

THAC Bonus: +8 
Comp lexity: 20 
Duration: Spec ial 
Shots / Reload: 2 

Weight: l Kg 

Also call ee.I th e Weave r, th Wrapp e r is a la rge , 
ivo ry spindl e \ ith microsco pi c ho les a ross its sur
face. Encase d within its ce rami c she ll, a numb e r of 
se nso rs a llow th e d ev ice to I care ta rge ts , hil e th e 
antigrav flight unit pe rmits the dev ice to wand er at a 
Movement Rate o f 30. 

'\.' hen activated , the , rapp er spin s into the a ir and 
races towa rd its ta rge t. Wh e n it is within ran ge . an d 
fo r five ro und s th e rea fte r, th e Wrapp e r ex trud es 
strand s of pla stistee l fibe r at an am az ing rate. Th ese 
fibe rs a re bo th ex tr e me ly stro ng as w e ll as hi g hl y 
ac.lhes i\·e. An yo n ~ cau ght in the fibe rs mu st mak e a 
Strength chec k at a prog ress i e - 5 penalty each ro und 
(a - 5 th e first ro und , - 10 th e seco nd . - 15 the third , 
-20 th e fo urth . - 25 the fifth a nd fin a l). n ee thi s 
chec k fa ils . th e c har ac te r is p rm a ne ntl y tr a pp e d 
within the fibers . Th e o nly way to esca pe is w ith th 
a id o f a n a lly wh o own s a sharp blade. All clo th ing 
mu s t b e re pl ace d as re m ov in g th e s ti c ky s tr a nd s 
des troys the ga rments. 

Th e , rapp e r attac ks o ne o p po ne nt fo r fi, ·c con
sec utive ro und s . It cann ot be instru cted to sto p o nce 
thi s f ive ro und a tt a ·k p e ri o d ha s beg un. It h as 
e n o u g h fib e r to make two se p a rat e a tt ac ks. Th e 
,,-r a pp e r can h in stru c ted to a ttac k t,v o se parat e 
indi v idu a ls at o ne tim e . If o rd e re d to do so . the 
\H appe r uses all its fiber in a single us ·. To attac k th e 
, rapp e r, th e cha rac te r mu st ro ll a success ful atta ck 
aga inst C 30. Th e , , rapp er can susta in 20 po ints of 
dam age befo re be ing destroye d . nee des tro yed. the 
, rapp er sto ps ex udin g its filaments and imm ediate ly 
d ro ps to the gro und. 

Th e , ' rapp e r is a co mm o n w ea p o n w ithin th ' 
rank s of th e Bro th e rh oo d o f Th o ug ht c ry p t ic 
a lliance- the traditi o nal va riants , at least. Th e Bro th
erhoo d o f Th ought's favo rite may h ~ rhe Wrapp er. hu t 
th ey w ill us ' a ny o th e r weap o n th a t ca uses no rea l 
dama ge. Stun ray pisto ls and rifles a re a per fect exa m
ple . Defe nsive artifacts s co mm o n use within these 
organi zatio ns. 
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Table 2-1 Pow ere d Armor 

Total Force 
Armor Type AC Slots Powe r MV Field Defen e Senso r Wea pon 
Energized 24 20 1 QPC x3 MV, Jp one one Yes one 
Inertia 24 30 2 QPC x2 MV, Jp ½ dmg one Yes one 
Plastic Armor 20 0 one one one one one one 
Powe red Alloy 24 25 1 QPC x3MV one None Yes Yes 
Powe red Assault 28 120 3 QPC x4 MV, Fl 50 hp Yes Yes Yes 
Powe red Attack 28 85 2 QPC x3 MV, Fl 40 hp Yes Yes Yes 
Powered Battle 24 70 2 QPC x2 MV, Fl 30 hp Yes Yes Yes 
Powe red Plate 20 15 1 QPC x2 MV None one Yes one 
Powe red Protection 30 90 3 QPC x2 MV, Fl 60 hp Yes Yes one 
Pow red Scout 24 65 2 QPC x4 MV, Jp 20 hp Yes Yes Yes 
Shea th Armor 16 6 one one one one None one 
Sheat h Armor , Powered 16 6 ½QPC one one one None one 
Tandem VIII 28 130 3 QPC x4 MV, Fl 50 hp Yes Yes Yes 

Table 2-2: Common Armor 

AC Avg. Wt Tech 
Armor Mod. Cost Kg Leve l 
Force Field Generator 0 1,500 10 VI, 14 
Furs or kins +l 3 10 I 
Helmet, Heavy Plastic +2 10 2 III 
Helmet, Kevlar +3 25 1 III 
Helmet, Lea ther +l 5 1 III 
Helmet, Metal +2 10 3 III 
Helmet , Plast ic +l 5 2 III 
Lea ther +2 20 8 II 
Leather , Studd ed +3 25 12 II 
Mail, Band ed +6 50 17 II 
Mail, Chain +5 40 20 II 
Mail, Plate +7 60 25 II 
Mail, Ring +4 35 15 II 
Mask, Gas 0 500 1 IV 
Plastic Armor +10 6 IV, 12 

hield , Duralloy +3 1,200 4 VI, 0 
hield , Riot +2 300 2 IV, 0 

Shi Id, Steel +2 35 7 II 
Shield , Woode n +l 10 5 I 
Spor ts Gear +4 500 7 IV, 10 
Suit , Fireman 's +2 750 9 IV, 5 
Suit, Hazmut +2 Spec. 12 Spec , 7 

uit , Rad iation +l pee. 5 Spec , 8 
Vest, Bulletproof +3 Spec. 5 IV, 3 
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Energized Arm or ( e Gan1111a K11igbts) 

Force Field n rator (G M W R1D Rul s. pg. 100) 

Helmet, Kevlar 
Tech Level: III Complexity: 5 
Duration: onstant Avg. Cost: -

Weight: 1 

Th e kev lar h !met wa s designed by pr e-ho locaust 
human for es. IL is extr emely durabl e and cove rs all 
of the head exce pt th fa e. Helm ets offer pr otection 
from attacks o n all sides and abov e. K lar helm ets 
add a +3 bonu ·, mo: t heavy I lasti c o r meta l hel
mets o ff er a +2 b nu s. whil e normal pla sti c o r 
lea th r h Im ts only give a + I bonus. 

Inertia · rmor (. ec Ga mma K11ig bts) 

RLD rul es, page 88) 

Plastic rmor ( ee Gamma K11ig hts) 

Powe red lloy rm or (See Ga mma K11ig hts) 

Pm erec.l ssaulr rmor C ee Gamma K11ig bts) 

Pow ered ttack Arm or (See Ga m111a Kni ghts) 

Pc)\\ ·ered Battl e rmor (See Ga 111111a K11ig bts) 

Pm cred Plare Arm or ( ee Gam ma K11ig bts) 

Powered Protection 
rmor lass , h n \vo rn : 30 

Total , lots Ava ilable: 9 
Slots in Helm et: 4 
Slots in pper Left Limb: 8 
, lots in pper Right Limb: 8 
Slots in Front Torso : 12 
, lots in Back Plate: 38 
, lots in Lowe r L ft Lim! : 10 

lors in Lm, er Right Limb : 10 
Tora! , lots Curr ent! sed: 82 
Pm er Sour e: Thr e QP s 
Battery Capacity: 24 
L comoli on Pro ided : 

x2 Movement 
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ntigra, · Flight 
Force Field: Kin tic fi Id abso rb · first 60 po int s dam 
age sustain d ea h round. 
Defenses Includ ed: 

loaking Dev ice 
omputer Scrambl er 

Hot Plate 
( ne on each arm) 
(Thr e on back plate) 

Life Support ystem 
Medikit 
Miniatur e Surgeon 
R pair System 
, uit Sealant 

S nsors [nclu led : 
Radiati on 
Tw o-wa y Radio 

isual Spectrum 
Weapons ln clud d: 

one 

Powered protection arm or is the ultimat e armor for 
th ose wh o beli e e in prat e ti on w ithout fir epm, ·er. 
Imp ortant dign itaries, presid nts, kings , sultans. sena
to rs. etc .• all w ore this special armo r as they traveled 
from their homeland to o ther I ·ations fo r important 
meet ings and trade talks. 

In Me ri ga . thi s armor is o ften di smantl ed and it s 
pm, ·erful (a nd uniqu e) 60- po int kin ti c force fie ld 
remov d and placed on more powe rful and offensi e 
armor. If not dism antl ed , th po w ered prot ec ti o n 
armor can be up •rad cl Lo pack a health y pun ch-a 
pun ch to riva l eve n th e form id abl e pow ered battl e 
armor. 

Pcl\\ ·ered pr otection armo r suit s in , ·orkin g co ndi 
t io n can be prog ramm d , ith Pro x ima (see th e 
appropriate li sting in thi s boo k). urr ntl y, no other 
suit of powe red arm or has b en cliscov reel w ith thi s 
prot oco l. 

Thi s po\ve r ~c.1 suit of armor is th ap x of all Healer 
pr otec ti o n. Eve ryo ne with in this ·rypti · alliance 
haunts the land s fo r these highly priz ed it ms. lilit ant 
groups lik e th e Ir o n , oc iety, th e Kni ghts of eneti c 
Purit y , th Rank f th I-it , and th e Zoop remi sts 
updat e. upgrad e, part- o ut , and o th en ise mo dif y 
thes suit s int o highl y powe rful , off nsive w eapons of 
mutual assured destru ction. 



System Breakdown: 
Helm et Slo ts: Tw o-way Radi o, Radiati o n d etec to r, 

isual . p ctrum sensor. 
pp er Lef t Limb Slo ts: Hot Plat e hoo k-up , Cloa kin g 

Dev ice 
pp er Right Limb . lots: Hot Plate hoo kup , Miniature 
Surgeo n, Comput er Scramb ler, Lif e Support System, 
. uit Sealant 

Front Torso . lots : K in etic Force Fie ld 
13ack Plate Slo ts: QPCx3 , Repair System , led ikit , nti -

grav Flight 
Lowe r Lef t Limb , lo ts: x2 move ment 
Lowe r Right Limb lo ts: x2 move ment 

Powe red Scout Arm o r (Ga mma Kni ghts) 

Sheath Armor (Ga mma Kni ghts) 

Sheath Armor , Powe red (Ga mma Kni gh ts) 

Shield, Duralloy (GAM 1A WORLD Rules, pg . 98) 

Shie ld . Riot (GAMMA W RLD Rules, pg . 104) 

Sports ear (G AMMA , . ORLD Rules, pg. 105) 

Suit , Fireman· s (G M I , . ORLD Rules. 99) 

Suit. Ha zma t (GAMM A W RLD Rules. 10 I ) 

Suit, Radiati o n (G AMMA \XIORLD Rules. pg. 104) 

Tand em VTIJ , ries ssault rm o r (Ga mma Kni ,e,hts) 

est. Bull etproof ( MMA , RLD Rules. pg . 98) 

Defensive Options 

Th e fo ll owin g def ensive o pti o ns can be add ed to 
th e arm o r su its avai lab le in th e Gamma Kni gh ts 
boxed supp lement. 

Tab le 2-3: D fensi e prions 

O pti on 
A lph a , tealth Package 
Beta Stealth Package 

amm a Stealth Packag 
2 

5 

Alpha Stealth Package 

A 

Bonus 
+0 1 
+02 
+03 

Thi s package makes a Gam ma Kni ght .. invi sibl e·· to 
all infrar ed sca nnin g devices. The alph a package is 
designed to provide powered arm o r \. ith unequa lled 
protection fr om heat seek in g mi ssile s. Th e packag 
also masks heat em issio n · from weapo ns and loco
motive packages o n the arm or. 

Beta Stealth Package 

Th e beta stea lth unit makes a suit o f arm o r •' in v isi
ble .. fro m ultraY io let and rada r, lettin g it run or gl ide 
through enemy lin es \ ith o ut being d etected. This 
pa ckage do s not mask th e infrar ed emi ssio ns fr o m 
\Yeapons , as does the alpha package. 

Gamma Stealth Package 

The Gam ma Package is designed to let amm ·t 
Knights hid e in the op n- it"s a fav rite o f those who 
~\·ant to ambush unwary trave lers. The gamma pack
age makes th e amma Knight and hi s armor '•in v isi
ble .. to radar , ltra v io le t , and Visual Spec trum 
scan nin g devices-including th naked eye . 

Th e gam ma package pr jeers a three-dimensional 
p ictu re o f th surroundin g terrain. harac ters ca n 
detect th e amma Kni gh t with a "nearl y imp oss ibl e .. 
Senses Attribute check (. ee MMA W RLD rul es, 
pg. 69). The package docs not mask infrar d emi s
sio ns. so th e kni ght can still b ~ detected by infr ared 
sensors if h uses any w apons. 

A Ga mma Kni g ht who us ·s hi s weapons , hil 
usin g th e Ga mma Stealth Package g ives up hi s I ca
tio n. and anyone in sight can fir e up o n th e chara cter 
fo r two ro unds without penalt y. Jf th e amm a Kni ght 
mo es whil e this stea lth pac ka ge is act ivat cl, hi s 
moveme nt appears as a shimmer in g and flu ct uatin g 
sect io n of th e horizon and enem y attack ro ll s are 
pena li zed by -8. 
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Includ ed in this chapte r are fluids, pow ders, and 
pastes manufactur ed before the holoca ust. The fluids 
a re ge nera lly sea led in je t spr ay tu bes , w hi le th e 
pas tes, jell s, and pow ders a re sea led in bo ttles o r 
packed with sterilized pads for easy usage . Preholo
caust medicines are usually found in home med icine 
chests, installatio ns first aid kits, o r in th e milit ary 
issue medik its that are a stand ard fea ture on powe red 
armor suits and military vehicles. 

Th ese items a re labe led w ith a uni ve rsa l symb ol 
and includ e instru ctio n that are ind ec iph erable to 
mo st characte rs. Thi s stand ardiz ed labe lling syste m 
allows characters to eas ily recog nize all types of med
icinal produ cts after the first time they encount er that 
material (unless som eo ne tamp ered with the labels) . 

The table below shows 13 types of medicines . The 
sec tion labelled % is the item's percentage change to 
fu nction prop erly, and is use d to de te rmin e if th e 
me di c ine will fun c tio n o n th a t ty p e of GAMMA 
WORLD Game character. PSH stands for Pure Strain 
Hum an s, MH is for Mut a te d Hum a ns , MA is fo r 
Mutated Animals, and P is for Mutated Plants . 

% chance to function 
Cost PSH MH MA p 

Accelera Dose 100 100 40 20 10 
Antiradiation • 100 100 100 100 
Cur-in Dose 200 100 85 25 50 
Fungicide 30 A A A 50 
Genetic Booster • 0 50 50 50 
Herbicide 40 A A A 50 
Insect Repellant 1 A A A A 
Interra Shot • 100 10 10 5 
Mind Boos ter 160 75 50 15 0 
Pain Reducer 60 100 60 60 60 
Stirn Dose 30 100 65 65 25 
Suggestion Change • 75 5 5 0 
Sustenance Dose 1 100 95 80 0 
*The se medicine s are ex tremely rare and are neve r 
sold . 

Accelera Dose 
Tech Level : IV 
Duration: Constant 

Complexity : 10 
Avg. Cost: 100 
Weight: .1 Kg 

Accelera Dose acce lerate s hea ling. It is contained in 
a 10 centimeter long disposab le jet sp ray tub es. Char
acte rs w h o spr ay th e co mp o un d und e r th e kin 
immed iate ly hea l ldl 0 hit points of damage. 

Antiradiation Serum 
Tech Level : IV 
Duration : Constant 

Comp lexity: 10 
Avg. Cost: Rare 
Weight : 0.1 Kg 

Anti radiat ion Serum is a drug that hea ls radiat ion 
damage . Contained in a 10 ce ntim ete r long jet spray 
tub e , the spray must be used within 24 hours of expo
sure. If used within this time period, the character suf
fers no damage (any alloca ted da mage is immed iately 
remove d) , and any mutations incurred from exposure 
are remove d as we ll. 

Autosurgeon 
Tech Level : VI 
Duration: Con tant 

Complexity: 25 
Avg. Cost: Priceless 
Weight : 500 Kg 

The autosurgeo n is a large co ffinlike container with 
a clea r tu bular po lyur eth ane top. It is des igned to 
a llow a hu ma n (o r hum an-s h ape d mut ant ) to lie 
within it. When the auto urgeo n detects the prese nce 
of a body (usually just from the shee r we ight alone) , 
pa rts of the floo r and the wa lls close in and fo rm 
snugly aro und the cha racte r's body. This fit makes the 
characte r comfortab le , yet it also allows the autosur
geo n to pe rform its many tasks without the characte r 
quirmin g or t1y ing to move out of the way . 

The autosurgeo n passively scans the spinal netwo rk 
and capillaries nea r the skin for an increase in bloo d 

2B Chapter 3: Convalescences 



pollutants caused by brok en bones , impalin g ohje ts, 
etc. \Xthen damage is dete ted, th e autosurgeon sends 
a nanoscop ic probe into th e sp inal co lumn near the 
base of rh medulla oh longata to inform th e brain that 
rhere is no pain. 

nee the pain is go ne, the autosu rgeon te ll s the 
muscles near th e wound to co ntra ct and relax in such 
a way that the intruding objec t ( i.e., imbedded bull et 
or arro w ) is forced out o f rhe wound: no mo re than 
10 pounds f materia l can be removed. Th e Autosu r
geon also instructs th e cap ill aries, ve ins. and arte ries 
within th e trauma area to righten in o rd er to halt a 
great deal of th e b lood flm,·. 

If th e autos urgeon detects broken hones, it uses its 
snug fit to grab th cha ra ct r and force the br eak 
ope n in o rder ro set th break. Th e character se s this 
action as a pain less in vo luntar y spasm o n th e part of 
the suit. Once the bone is set. the autosurgeon injects 
the break ~Yith a ch m ica] that tempora ri ly softens the 
hone in th e immed iate hr ak area to we ld the break 
permanen tly. 

Badge , Rad ( AMMA WORLD Rules, pg. 91) 

Cur-in Dase 
Tech Leve l: l 
Duration: Constan t 

Comp lexity: l 0 
Avg. Cost: 200 
Weight: 0. J Kg 

ur -in Dose breaks down most chemica ls fo reign to 
the human body su h as drugs o r poisons. When 
sprayed under th e sk in using the disposable jet spray 
tube , any drug or poison within the user 's bo ly is 
co mpl etely neutralized. 

If th e cu r- in dose is used on a mutated human , 
mutat ed anima l , or mutated plant that has a roison 
attack as a resu lt of a mutation , the mutant cann ot use 
th e ability fo r fo ur hours since the cur -in do se breaks 
down rhese chem icals and po isons as well. 

Detecto r, Life Force ( MMA , . RU) Rules. pg. 89) 

Enviro lyze r (G MMA WORLD Rules, pg. 88) 

Fungicide 
Tech Leve l: I II 
Duration: Constant 

Complexity: 10 
Avg. Cost : 30 
Weight: 0.1 Kg 
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Fungicide kill s fungi and sim il ar creatures. If th e 
pump fungicide pray is us cl again st no rmal o r 
mutat d hum an or anima l , the h rbicid e has no 
effe t but may de troy para iti c fungu in fections lik e 
athl ete' · fo t or tren ch-fo o t. If th e character o r crea
ture is a funguslike er atu re ( i.e., an obb ) . th e crea
tur takes 12d po in t of damage. 

Geig r Count er (GAMMA ORLD Ru! s pg. 88) 

Genetic Booster 
Tech Level: I 
Duration: Constant 

Complexity: 10 
Avg. Cost: Rare 
Weight: 0.1 Kg 

G neti Boost r is a biogen tic agent that alters the 
genet ic cod of li v ing D , causing rampant muta 
ti o n . Pure train Hunnn s are immun e to thi s sub 
stance. ther haracter s using it ha e a chan ce o f 
gai nin g a random mutation. 

Herbicide 
Tech Level: III 
Duration: on cant 

Complexity: 10 
Avg. Cost: 
Weight: 0.1 Kg 

H rbi id e kill s plants and s veral species of sma ll 
anim als and bacter iu m that manufa ctur e chlo roph yl l. 
If th herb icide spray is used against no rmal or 
mutated hun nns r anim als. th e herbi c id e has no 
eff ct. I f th e reature has ph otosensitiv e skin , o r is a 

p lant chara ter or mon ster, th e er atur e tak es 12d6 
points of damag . 

Insect Repellent 
Tech Level: III Complexity: 10 
Duration: Constant Avg. Cost: 1 

Weight: 0.1 Kg 

Ins ctr p ll ant ki ll s an imals with carapa ces and 
arthropods of all kind s. I f th aeros I insect rep ~llant 
S] ray is us d ag'tinst n rmal or mutat ed humans o r 
anim als, th ind iv idua l is po isoned with 2d6 int ensity 
destruct ive po ison. If th character or creatur e ha's 
the arapac e mutat ion o r is ba d on the in s ct o r 
arachnid genotyp , th e mutant take s 12d6 po in ts of 
damag . 

lnterra Shot 
Tech Level: lll Complexity: 10 
Duration: 10 Round s Avg. Cost: Rat 

Weight: 0.1 Kg 

lnt err a sho t is co ntain ed in a 1 -ce ntim ter long 
di sposable jet spray . Int erra shot. also known as truth 
serum. opens the sub ·onscious to dir t int errogati on. 
Th e affected character answ ers all qu estions truthfull y 
(no half -truth s o r riddl es) fo r t n r und s. If o rdered 
not to r memb er the int errog ation, the v i ·tim cann ot 
reca ll th e int errog ati o n unl ess hypn o tiz ed o r 1u s
tioned whil e und er the effects of anoth r int erra shot. 

Life Chamber 
Tech Level: Vl Complexity: 0 
Duration: Perman ent Avg. Cost: -

Weight: 50 Kg 

Th e li fe chamb er w as an ex perim ental devi ce intr -
du ced sho rtl y befo re the ho lo aust. in ce it , as not 
o ffi ciall y appro ved by the Iedi cal R sear h Founda 
ti on of the nit ed merica ·, it existed o nly in limit ed 
quantiti es ar special medi cal an I mil itary installati ons. 
Th e Fo und ati o n want ed int ense ly scrutini zed and 
doc umented proo f that the proj e l w ork ed before the 
de, ·ic \ as intr odu ed for publi c use. nfortunat ely, 
thi s co nfirm ation wa s not fo und I fo re the ho lo ·aust. 

Lif e chamb ers loo k lik e pl exigla ss shm er stall s 
ly ing on their side. '-· hen a dead character is pla ced 
in a w o rkin g Life hamb er , ithin 24 hours o f death , 
th e indi v idual has a - 0% chanc o f be in g b ro ught 
ha ck to li fe . o r, as the Li fe c hamb er stat es . "R e
vitali zed ." 

Th e dead character has onl y one chan e to r cover. 
If th e attempt fa il s, all ho pe is lost for th e lcceased 
chara cter. 'J' hen deli vered from death , th e character 
has a 25% chance o f perman entl y los in g one point 
from each o f th chan ·ter·s ·tatistical s or s ( trength , 
Dex terit y , etc.) . He sur e to roll th e r OA chan ce for 
each statistic. Th e character retain s all mutati ons and 
memory. 

Li fe Chamb ers w o rk o n all chara ·ter types with 
equal e ffi c ien y . Th e chara cte r o perating th e li fe 
chamb er mu st fir st und erstand the use of the item by 
rollin g again st th e rtifa ct se tabl e. Life hamb rs 
run o ff comi c Pow er ells or Broad ast Po,, ·er wh en 
a ailabl . 
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Mask. Gas ( A IMA WORLD Rules, pg. 88) 

ledikit (G MMA \XtO RLD Rules, pg. 89) 

Mind Booster 
Tech Level: IV Complexity: 10 
Duration: O ne Ho ur Avg. Cost: 160 

Weight: 0.1 Kg 

Mind Uoos te r is a dang e rous subs ta n ce that 
enh ances th e user's mental faculti es. Th e user·s MS is 
in cr ased by thr ee full poin ts fo r o ne ho ur aft er tak 
ing th e bo oster. The user mu st rest for four ho urs ( no 
co mb at, no runnin g or joggi ng , etc.) afterwa rd or per
man entl y lose thr ee po ints fro m his I 1 

Pain Reducer 
Tech Level: III Complexity: 10 
Duration: Fo ur Hour s Avg. Cost: 60 

Weight: 0.1 Kg 

Pain Red uce r is held w ithin a 15-ce ntim eter lo ng 
disp osable jet sp ray tub e. Imm ediat ely afte r use, th e 
user feels no pain for the nex t fo ur ho urs and can sus
tain an additi o nal o n point o f damag e per po int of 

o nstit uti on . '\. h n the drug w ears off. th e character's 
ab il ity to sustain this ex tra damag e is lost, ofte n killing 
th e chara ct r if the hit po int loss \ as too great fo r the 
body to \\ 'ith stand. 

Rejuv-Chamber 
Tech Level: 1 Complexity: 20 
Duration: Perm ane nt Avg. Cost: -

Weight: 40 Kg 

Th e Reju v-c hamb er is a spec ial horiz o ntal chamb er 
that loo ks lik e a 20th-c ntur y iron lun g. Th ey \Vere in 
co mm o n use in urban hos pitals Lo hea l inju ries, and 
used in MA H un its o n th e war fronts to rehabilitat e 
injur ed sold iers befo re th e ho loca ust. Reju v- ham
hers o p erate exc lusiv e ly on br o adcast pow er and 
must be fu ll y und erstoo d befo re th ey can be o per
ated in any wa y; users must fir st co nsu lt th e se Arti 
facts Diagram. 

Th e Reju -Chamb er. th o ugh designed to heal th e 
injur ed , get s less profi cient in its ab iliti es if the trauma 
is part icularl y harsh . The greater the injur y , the low er 
th c h ance that the Reju v-C hamb e r can h ea l the 

w ound s. Th tab le below depi cts th is deer 'asc in pro
fi ciency. If the die ro ll for Percentage han ce to 'v o rk 
fai ls. th e character o nl y rega ins o ne-ha lf o f th , lost hit 
poi nts . 

Hit Po int 
Loss 

OJ% - 50% 
51% - 5% 
6% - 99% 

Percentag e 
han ce to , ork 

100% 
5% 

50% 

If a c hara ·t , r uses a Reju - hamb c r m o re th an 
o nce in a fou r \. eek peri od , th P mu st mak e a sys
tem shock check . Fai lur e means death. 

Stasis Chamber 
Tech Level: 
Duration: . pec ial 

Compl exity: 35 
Avg. Cost: -
Weight: 60 kg 

Stasis hamb ers loo k lik e Rej uv-Chamb ers. Stasis 
Chamb e rs ca n o nl y be used b y ro llin g on th e se 
Artifa cts dia gra m. 

Th e Stasis hamb er creates a stas is f ie ld that pr e
serves a chara ct r ind efinit ely, as long as br oa dcast 
(10\\·er o r so lar radiation fo r its Solar Po \ er ell s is 
availabl e. Th ·hara cter co ntain ed w ithin ex ists in a 
state o f sleep- l ik e suspende d an imati o n and is to tall y 
un awa re of all v nts. If the powe r fails, th e cha racter 
in th e chamb er di es in fo ur hours. Th , o nl y way to 
save th e characte r is to route powe r to tlP device. 

Stasis hamb ers are o nl y fou nd in spec ial med ica l 
c nters fo r th e in curab ly ill , in secret m ili ta1y bases. o r 
in th e resid ences of ex tr eme ly ri ch indi v idu als who 
fo resa\\' th e ho locaust. Th ere is a 30% chan ce th at a 
Stasis Chamb er is occ upi ed \\ ·hen fou nd . in ety- nin e 
rt:r cent o f th e t ime, Stasis hamb ·rs are occ upi ed by 
Pure Strai n Human s. Th ·se rart: indi\ ·iduals are also 
knc)\ n as anc i nts ; peop le \ ho ha ve sur v ive d th e 
ho locaus t. 

Stim Cose 
Tech Level: I Compl ex ity: l 0 
Duration: O ne Jiou r Avg. Cost: 30 

Weight: 0. I Kg 

Stirn Dose is a spec ial st imulant that in crcas<:s th e 
us er ·s Dexte rit y by o ne point , doubl 'S til t: use r ·s 
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speed, and in cr ases the user ·s trengt h by thr ee 
point s fo r one full hour . On e th t im Dos wears 
off, the us r mu 't r st for a full eight hours (and not 
perform any str enu ous ph ysical ·tctivit y) . If th e r st 
per iod is ignored, the chara cter perm anentl y loses 
three po int s off hi s on tituti on . Th e character's Hit 
Point total is not affect d by this Constitution lo s. 

Suggestion Change Drug 
Tech Level: Ill Complexity: 10 
Duration: Four Hour Avg. Cost: Rare 

Weight: 0 .1 Kg 

Suggest io n hang Dos is a hypoder mi c d ru g 
sto red in 10 c nti mete r long disp osab le jet ·pray 
tub es. , . h n th d rug is inj red int o the body of a 
v ictim , th charact r fa ll s int o a crane -lik e state of 
un co nsciou ness fo r ten m inut es. Th e user may be 
given instructi ons that h wi ll lit erall y fo llow fo r the 
next fou r hours, including instru ct ions to take co m
mands from anorh r character. Once ut of the clrug·s 
tra nce. the user v i ll on ly subco n cious ly rem mber 

the instru ction s, but i till incl ined to perfo rm them. 
I f more than one dose of the ugg tion Change 

dru g is admini stered to a character w ithin a four-ho ur 
p riod , th e characte r mu t r II a deb i l itat ive Poison 
attack roll as if attacked by Int ensit 12 po ison. 

Sustenance Cose 
Tech Level: N 
Duration: 24 Hour · 

Complexity: 10 
Avg. Cost: Rare 
Weight : 0.1 Kg 

ustenance close can be fou nd as ith er a small 
waf er or as a jet-spray hypocle rmi . ne ustenance 
close provicl s all the nou rishm ent a character needs 
for a full day w ih out hun ger. sing thi s as th e so le 
source of nouri shment fo r m re than 30 days weak
ens the clig esti system , makin g i t imp ossib le to 
deriv e nourishm ent from anyth ing else exce pt sus
tenance dose. It is imp - ·ibl to verdose n suste
nance dos . 

Toxin eutrali zer (GAMMA WORLD Rules, pg. 92) 
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Table 4-1: Vehicles 

0. Cargo Max Man. Hit Avg. Tech Level, 
Ground Vehicle eats (kg) peed Clas Points AC Cost Complexity 
Armored Car 2-6 2,000 120/ 335 D 430 16 IV, 14 
Bicycle 1-2 30 45/ 125 B 15 12 750 IV, 7 
Bus 15-50 1,500 100/ 280 D 75 16 IV+, 15 
Car, Atomic 2-6 300 150/ 420 C 50 15 VI, 11 
Car, Common 2-6 300 120/ 335 C 50 14 IV, 13 
Car, Primitive 2-4 200 60/ 150 C 40 13 8,000 IV, 16 
Carriage 4-8 500 Mount D 60 16 500 III, 5 
Dune Buggy 3 30 80/ 230 C 75 10 1,850 III, 10 
Fancycle 2 10 240/ 670 A 25 11 2,200 IV, 18 
LML Mark XV-A 8 1,000 180/ 450 D 800 14 IV 
Motorcycle 1-2 50 120/ 335 B 30 15 10,000 IV, 15 
Rover 6 1,500 18 C 175 16 IV, 23 
Sled, Antigrav 0 25,000 Tow D 160 11 VI, 18 
Tank 5 3,000 40/ 115 D 850 21 H IV, 22 
Transmat 1 500 pecial 20 25 VI, 60 
Truck 2-4 6,000 100/ 280 D 100 18 IV, 17 
Wagon 3 2,000 Mount D 60 15 150 III, 4 

No. Cargo Max Man. Hit Avg. Tech Level, 
Ground Vehicle Seats (kg) Speed Clas Points AC Cost Complexity 
Aquatron 7 12 1,200 Vary Vary 300 28 IV, 24 
Boat , Sail 2-10 750 70/ 125 D 50 15 2,500 II, 11 
Canoe 2-6 200 9/ 25 D 10 11 75 I, 2 
Hover craft 8-20 4,000 100/ 280 B 75 14 IV, 17 
Hydrofoil 3 250 180/ 450 C 55 15 2,250 III, 10 
Minisub 2-6 200 45/ 125 B 100 25 IV, 30 
Motorboat 4-8 350 75/ 140 C 40 13 3,500 IV, 10 
Raft, Rubber 4-12 200 5/ 15 C 5 10 1,000 IV, 8 
Rover 6 1,500 18 C 175 16 IV, 23 
Submarine 8-80 8,000 80/ 230 C 850 22 IV, 35 

No. Cargo Max Man. Hit Avg. Tech Level, 
Ground Vehicle Seats (kg) Speed Class Points AC Cost Complexity 
Autogyro 1 100 450/ 1,300 A 45 18 5,000 v, 18 
Buoy 20 1,000 30/75 B 80 17 IV, 16 
Car, Bubbl e 2-8 300 400/ 1,200 B 30 17 VI, 18 
Car, E 2-8 8,000 550/ 1,620 A 70 18 VI, 25 
Dirigible 12 4,000 120/ 335 F 150 13 III, 14 
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Flitter 2-6 00 2-01700 
Glider , o n powered 2 20 75/ 140 
Glider . Powered 2 20 120/ 335 
Helico pte r 2-6 200 ro / 420 
Min r Tran s1 a rt 8 -o 000 1,200 
Plan e , mall 2-12 -oo 500/ 1,400 
Plan , Large 40-120 10,000 800/ 2,300 
Pogo Platfo rm l 15 120/ 335 
R novati n and Refue ling 

~ aystat i n 600 80,000 200 
ub o rbita l hunl e 80 .000 2,400/ 6,700 
es t, ntigrav 1 100 

Crashes and Overturns 

~ hen a ve hic le crashes o r ove rturn s during use, 
ev ryo ne " ithin the v hicl e must mak e a success ful 
" trength h ck . Thi · ch ck d t rmin s if th chara c
te rs can protect th e m se lves fr o m dam ag . Thi s 
app lies if th craft is o n the gro und , o n water , o r in 
rh a ir. If a haracte r is properly ·ec ured in the ve hi
cle( , ea ring s at be lt o r s imilar restn ints, o r if the 
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A 60 
A 20 
B 20 
B r 
D 280 
C 40 
D 
C 5-

F 2,000 
B 2,400 
D 20 

15 
11 
11 
12 
27 
16 
13 
10 

34 
28 

VI, 11 
200 IV, 10 
200 I , 12 

I , 3-
, 23 

I 30 
IV, 40 

2,000 , 12 

T, 60 
VT, -o 

9-0 , 14 

veh icle is eq ui1 p e d wit h a functioning a ir bag o r 
Ine rtia Damp ening Field) the trength Chec k is auto
matica lly succe · fol. 

If the tre ngth Check is uccess ful , th e haracter 
rece ive: on -ha lf damage. If the he ck fails, the char
acte r rece ives a d6 in damage for eve 1y ten kilom ters 
pe r hour (o r fractio n th e r f) of speed th ve hi cl 
was trave ling. For exa mp le, a hara ct r smas h s (a t 
63 kph ) a Dun e Bu gy into a ton \J a ll. He rece ives 



cl6 po int s o f clamag . If the ve hicl had been trave l
ing al '40 kph. he \YOulcl o nl y rece iYe 4cl6 po in ts of 
damage. If a vehicle rashes head-o n against another 
Yehicl e, th e ,·eloc ity o f th e o th er ve hicl e is add ed to 
the charac ter's craft to cl tennin th e ove rall damag e. 

If th e veh icl e is a ground vessel, th e dam age gener
all y co m ~s fr o m co ncuss ive co nta ct w ith th e craft's 
wind shi e ld, stee rin g \\ ·hee l , da shb o ard , er ·. ft en . 
this damage can be rece ived from th e character being 
"fl un g clear" and co lliding, ith th e gro und . Eich r 
wa y . th e damage is th e :a me. 

If th e ve hicl e is ' I , at r vesse l , it is assumed most 
o f the dam age ·omes fr o m pa rtial drowning (hav ing 
gallons o f sea '-Yater fo rced into a gaping mouth or 
nos t r il ), be ing buffeted b y roc k-hare.I , av es. being 
caught in the props . or bein g rak ed ove r cor al reef-; o r 
sand I ars. 

Hcm ·eve r. if the veh icl is an air vessel, the damag e 
ca n be mu c h ,, ·o rse. If o ne a ir c raft co ll id es w i th 
an o th er. the ·ha rac ters Lake d amag e as equat ed by 
the gro und ve hicl cras h and co ll isio n ru les. I f th e 
,·esse l ca nn ot ma inrain its co ntr o l o n th e forces o f 
grav it y ( that is, takes mo re damag e than it can sus
ta in). it plummits. nee th e craft str ikes th e ground, 
th e characters rece ive an add itio na l d6 points o f dam 
age fo r eve ry tw o mete rs fa ll en , to a ma x imum o f 
20c.16 (see th e Falling rul es in th e AMMA \YI RLI 
Rules, page 52). 

Aquatron 7 
eats: L 

Max Speed: Varied 
Hit Points: 300 
Avg. Cost: -

Cargo: 1,200 Kg 
Man . Class: varied 
AC: 28 
Tech Level: I . 24 

The Aquatron is an und erw ater exc ursion vehicle 
th at carri es up to l 2 peo p le. It co ntains an ai r repl en
ishm ent system to pro id e its occ upant s with fresh air. 
To determine ho w long this air lasts. d ivide 96 ho urs 
by th e numb e r o f p erso ns aboa rd th e vesse l. Th e 

quatron has so nar equipm ent wit h a on k il o meter 
rang e. It has a series o f fi ve lights that proj ect a pow 
erful beam o f l ight in any direction all o \\ ·ing sight up 
to 10 m ters away. 

Th e qua tron ·s mov ment rate is 25 on the surface 
o r wa ter and 15 und erwater. Th e Aquatr o n can sub 
merge to a depth of 4 meters. For e,· ry meter th e 
craft is fore cl b Im 400 mete rs. th e craft has a cumu -

lati e 1% chan ·e o f being -rushed by the water pr es
sur e. Th e ame laster sho uld have th pla ye rs ro ll 
thi s check o nce th e craft reaches the dep th of ·ho ice. 
Th is gives th m o n ly o n ro ll as o pp osed to severa l. 
Fo r ex amp le. i f th Aquat ro n is tak en to a d ept h of 
425 met ers. th e pla ye rs must ro ll a _6 o r g reate r o n 
percentile di ce to save their vessel. If the Aquatron is 
c ru shed from water pressure , all characters, exce pt 
tho sc , ith g i ll s, ,Yate r br ea thin g capab iliti es, o r 
scuba-gear . clrm n . 

~ ithin the ca b i n , a small stati o n ,. ith two arm 
ho les co nt ro ls th e a ti o ns o f th e craft ·s r, o ex terio r 
pin ·ers. A ny actio n made by th e co ntro llers·s arms are 
c.lupli ·ated by th p incers. Th e srr ·ngth of th e pin ers 
is five t imes the user's and th ~y have fu ll man ipulati ve 
abi l iti es (eq ua l to the manipu lat ive capabil iti s of th e 
us r) . 

Th e quatron is also quipp ed with a ma x i-la ser. 
Thi s gu n fi res a barb ed mi ssile co nn e tee.I by a thin . 
hi g hl y co ndu ct ive bu t e ll - insulat ed , ir e up to 30 
meters. '\ h n th e m issile strik es its target, a series of 
capacito rs w ithin th e ship send s a stunnin g charge of 
electrici ty th ro ugh the wire , shoc k ing the imp aled tar
ge t fo r l 0cl l 0 po in ts of dama ge. Th e damage also 
causes th e creatu re to fall un co nscio us fo r 30 minut es, 
less o ne m inut fo r each hit di e of the er ature. 

Th e entir e craf t and its ace ssories are powe red by 
solar ce ll s. Th ese ce ll s rec h·1rge in 20 ho ur s of fu ll 
sun l ight. full charge all ows th e quat ro n to tra ve l 
and function for a numb er o f ho ur s spec ifi ed in th e 
above tab! . Jim ev r, eac h sho t f th e max i-taser 
lowe rs this duration by o ne ho ur. 

Armored Car 
Seats: 2-6 

Max Speed: 120/ 335 
Hit Points: 30 
Avg. Cost : -

Cargo: 2,0 0 Kg 
Man . Class: D 
AC: 16 
Tech Level: I . 14 

Thi s broad class o f ve hicl es includ e th e mi l itar y ve r
sio ns o f th e je p , tru ck. armored personnel ca rri er, 
and carg o ca rri ers, as well as th c armored ve hicl es 
used by bank s and oth r financial institut io ns to trans
port large sum s o f mo ney. Some of these ve h i les ar 
wh ee led . o th ers tra cked. and many uti l ize a lim it ·cl 
antigra\" device to e ith er keep them ju st abo e th e 
su1fa c of the gro und or to l ighten the load to in crease 
their fuel ffi ciency. 
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few cultur s in Meriga us a rmo red ca rs to trans 
po rt a luab le ca rgo from one place to ano th e r o r to 
co n luct trad e , ith n ea rb y ncla ves . this ca rgo ca n 
includ e food, a rtifa cts, w apons, fue l. wat r, pow r 
ce lls, th e bride o r groo m to sea l a la s tin g pa ct o f 
pea ·e, e tc. 

Autogyro 
Seats: 1 Cargo: 100 Kg 
Max Speed: 50/ 1,3 0 Man. Class: A 
Hit Points: 4 - AC: 18 
Avg. Cost: 5,0 Tech Level: , 18 

The autogyro is a ~ ingle ss a ircraft ca pabl e of cak
in g off and land in g wi th o nl y a -o m ter runwa y. 
\1 ith multipl e prop II rs, the c ra ft ca n turn o n a 
domar in midair. It has th e uniqu e abilit y to move 
stra ight up or clown at its stated Movement Rate (450) 
up to its ce iling of five kilom e te rs above sea leve l. 
Consid reel th e most maneu erab l o f a ll a ircraft , the 
autogyro has o n major flaw: ny hit kn oc ks it co m
pletely out of contro l. 

Buoy 
Seats: 2 
Max Speed: 30 
Hit Points: 80 
Avg. Cot : -

Cargo: l 000 Kg 
Man. Class: B 
A : 1 
Tech Level : I , 16 

The buoy is a s low- mov ing, gracefu l, and light craft 
w ith br ad, thin wings and a 25 mete r diam ete r dual
b laded prope lle r at th stern. Buoys are mad e fro m 
dark titanium a lloy that a ll ow th e c raf t to fl y 
unscathed through th e o nc e- po llut ed at mos ph e re of 
Earth . This dark a lloy al ·o m a k s th raft ha rd to 
spot at night. Th pas ng rs' w ind ows are made of a 
transp·1r ent alloy that is just as r s istant to th e e nvi
ronme nt. They ca n be darkened to allow th e craft to 
fly at night wit hout being not ice d. 

Th buoy' s lines a r sharp , and its des ign re flec ts 
stealth e ngin ee ring. Thi s s l ek craf t re fl cts rada r at 
sof t angles, making it ve 1y difficult to spot and nu llify
ing any radar -gra ntin g attack modifi e rs. Th e Buoy's 
shape also lets it glide v ithout power fo r up to 100 
kilomet e rs. It ca n land o n a lmos t any sur face without 
-rashin g. 

Th e Buoy crui ses a little faste r than a no rma l Pur 
Strain human can run. The propeller b lad e · a re so 
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quiet they ca nn o t be hea rd ove r 100 feet av ay. Thi s 
quiet propulsion sy tem makes the craft idea l for tran ·
po rting dignitaries o r ot her imp ortant p rsonn e l. p to 
20 pass ng rs and the ir luggage ca n trave l in comfo rt 
in a Bu oy . Th e craft ca n trav I fo r 10,000 kilomete rs 
before ex ln usting its fusio n power so urce. Th e raft' s 
life supp ort sys tem mu st b cl anecl o nce a month . 

Th e craft' clelicat des ign mak es it ve 1y dangerous 
to fly during to nn y weath r. Durin g that tim , it is 
prud ent to allow the craft to land and to tie the wings 
clow n. It is not un co mm on fo r heavy sto rm · to lift th 
cra ft and tak it to a loca tion seve ra l dozen kilomete rs 
away, w h re it crashes . 

Car, Atomic (GAMMA W RLD Rules, pg. 115) 

ar, Bubb! ( AMM , ORLD Rules pg . 11 ) 

Car, E 
Seats: 2-8 Cargo: 8 000 Kg 
Max Speed: 5-0; 1 620 Man. Class: 
Hit Points: 70 AC: 1 
Avg. Cost: - Tech Level: VI , 25 

Th e E- a r is a rare go e rnm e nt s rv ice ve hicl e. 
Th ey were ofte n u e el to transp rt di g nit arie , a nd 
o th e r imp o rta nt individuals , es p ec iall y to meet ings 
a nd o th e r s tate fun ctio ns. Th e h ad s o f sta te (a nd 
many chairmen and co rp ora t ow ne rs) had E- a rs to 
w hisk them away fro m th e s light st thr ea t of clanger. 

These fantasti veh icl ca n ca ny two to ight pas
se nge rs a nd 2,000- ,000 kil og ram s of equ ipm e nt . 
Powered by a s m a ll fusion rea to r E-Ca rs ca n be 
ope rated for 00 co ntinu o us h ur s before th e trit ium 
(or deute rium ) fuel II n els to be r pl nishecl. 

E- a rs use th e ir antigrw ity mode v he n o pe rat ing 
o n the g ro und o r in th a ir to a Max pee d o f -so. 

nd e rwat e r, the E-Car ca n only ach i ve a Max Sp eel 
of 200 . but the ve hicl e ca n div to ·m y d ep th . In 
space, the E- ar may tra I to th e moo n and back, 
co nsta ntl y acce l rat in g for ha lf th jo urn ey, a nd 
dece le rat ing fo r th e seco nd half, m aking the round 
trip on ·1 sing ! fuel ce ll. 

Mos t E- ar w re eq uipp e d w ith pr rec eive 
weapons and force fie lds. s many as thr weapo ns 
, e re a ttac h cl to th e E-Ca r and manned by e ith e r a 
co mput r o r a opilo t. Each E-Car 's weapon sys tem 
was insta lled as pe r th o rig inal purchaser's spec ifica -



ti o n , g i in g eac h E-Car a uniqu e bent. Th e fo rce 
fields , howeve r, are mo re standard ized . Th e E-Cars 
so ld to th e ve ry ri ch and th e co rp o rate giants hav e 
fo rce field s that take 40 po ints of damag e befo re co l
lapsing . Th e extreme ly rar e H ead of State mo del 
(kn o'vvn also as the HS cla ·s E-Car) had a Force Field 
that co uld w ith stand 60 po int s of damag e. Mu ch li ke 
th e bubb l car, th ese force fi eld s cann ot regenerate 
themsel ves; once ·oll aps cl, th for ·e field cannot be 
used aga in until repair ed. If th e fo rce fi eld do es not 
go down , leav ing it off for an hour return s it to full 
strength valu e. 

ar, Primiti ve (GAM IA W RLD Rules, pg. 115) 

Dirigible 
Seats: 12 
Max Speed: 120 
Hit Points: 150 
Avg. Cost: -

Cargo: 4,0 0 Kg 
Man. Class: F 
AC: 13 
Tech Level : III, 14 

The diri g ible. also kn own as a zepp elin , is a float
in g ball oo n with a m talli c o r w oo den fram e sur -

round ed by a ve ry stro ng po lyur ethan e or rubb r 
skin. A large ca rri'1g e ho uses p 'tssenge rs and th 
propul sio n unit at th e bo tto m o f the balloon. \ ' hen 
the ball oo n is fi lled w ith an ultrali ght gas lik e heliu m 
or hydroge n , th dir igible be omes ·'li ghter than air " 
and is ab le to fl oa t (eve n though hydro ge n has fou r 
tim es th e liftin g powe r as helium , it is genera ll y not 
used because it is highly x plosive). 

Diri g ibl es can float along w ith the wind curr ents at 
half th e wind 's v loc it y, o r it can u ·c its propulsion 
ystem (generall y a large fan ·imil ar to a propeller) to 

force th e craft fo rward. The dirigibl e is able to go 
faste r than it s Maximum Speed of 150 by tra ve lin g 
with the pr vailin g winds, adding one-half the \. ind's 
speed to its prop II red speed ! Du e to the craft's size 
and lack o f maneuve rabilit y . thi s is th e only wa y th 
craft can escape anti-aircraft fir e. 

Pl ease note th at clirigil les fill ed v ith hydrogen 
ex pl ode imm edi ately when an energy weapo n o r 
heat source breaks int o the balloo n (o nl y 10 hit points 
of damag e), destro y in g eve ryt hin g and eve ryo ne in 
the carria ge at the encl of the next round. 
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Dune Buggy 
Seats: 3 argo : 30 Kg 
Max Speed: 0 Man. Clas s: • 
Hit Po ints: - AC: 10 
Avg. Co t: 1,8- Tech Level: III , 10 
• Dun Bugg ie. can fo rce tighter turn s, but at th risk 
of rollin g ove r. 

Th e dun e buggy is a fun vehicl e possessing only a 
basi fram , sea ts and a da sh boa rd with a f w 
met rs used for recr ation ehi l befor the Shadow 
Y ars. Thi . o p n vehi c le has lar ge , thi ck strap s to 
ho ld its passengers in place, and its large kn obby tir es 
are ideal for tra elin g ove r alm ost any terrain . Th e 
Dun e Bu ggy can cross sand y and snowy areas with 
littl diffi ulry , nly losing one point of Maneuverabil 
ity (from a to a D). 

Th dun e bu ggy has a ro ll bar cage that partiall y 
pr o t ct its passeng rs fr m r 11-o v rs and crashes; 
th ey re ei e half dama ge if th y w ere w ear ing th ir 
seat strap s at th e tim e o f an a cident . If a passenge r 
wa s no t se ur ed by strap s during th e in cid ent , th e 
character can ro ll a trength check ( if his or her limb s 
w ere no t bo und ), to be saf fr om extr eme harm . Jf 
th e chec k fail s th e hara ter rec iv s full damage 
fr m th crash o r roll -ove r. 

If a dun e bu ggy is hit by a blast from the side, the 
dri er mu st make an M B turn attempt in o rc.l r to 
keep th v h id e fr o m ove rturnin g. If th e ve hicl e is 
ramm d from th sid , th dri er must mak e an MC 
turn attempt in o re! r to k ep th e vehicl e from ove r
turnin g . 

Tabl e 4-2 : hanc to Ro ll ver by Terrain 

M o rm al ancly or 
ttempt Terrain Risky Terrain 

F 0%i 0% 
E 00/4 5% 
I) -% 10% 

100/4 25% 
B r % 50% 

50% 85% 

los t dun e bu ggi es use sy nth eti c foss il fu e l s 
(Hyc.lrox, fo r exampl e), g iv ing th Taft a 1, 500 mil e 
range with a 1- ga ll o n fill - up. o m e hav e b ee n 
upgr aded to use tomi c P w r ells, g iv ing the craft 
a 15,000 mil e range with each cell. 
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Fancycle 
e ats: 2 

Max Spee d: 240 
Hit Points: r 
Avg. Cost: 2,200 

Cargo: 10 Kg 
Man. Clas s : 
AC: 11 
Tech Leve l: I , J8 

1uch lik e a hove rcra ft , the Fancy l has six hi gh
pow ered fans th at keep th e craft ab v th gro und 
and pr o pel it fo n arc.!. Tw o o f th e thr ee frontal fans 
are used bo th fo r brakin g and k epin g th e c raft 
righted w hil e the third is used for acce lerat io n. T, o 
of the thr ee back fans are used both f r ac eleratio n 
and ri ghtin g th e craft , , hil e th e third is used fo r 
emergency brakin g. Th craft use a rec hargea bl e 
so lar p owe r ce ll th at ca n p o w r th e c raft for 28 
strai ght hours of op ration. Th e solar cell must charge 
for at least seven h urs-a one hour barge tim e for 
fo ur hours of op ratio n. 

Considered a dangerous craft in its tim e, the fancy
d e had an alm ost cult -fo ll owin g in the late teen and 
earl y 20s generations. Requ irin g all th e ski l l · o f no r
mal motorcy cle ridi ng, it combine · the dang r of fri c
ti o n less acce le rat io n as w 11 as th hazard s o f 
slow-brakin g and mid air ove rturnin g. 

Flitt er ( M I , . RLD Rules, pg . J 1- ) 

Glider 
onp w erecl Powered 

eats : 2 
Cargo (kg): 20 20 
Max Spee d: 5/ 1 120/ 335 
Man . Class : B 
Hit Poin ts : 20 20 

C: 11 11 
Avg . Cost: 200 20 
Tec h Leve l: I . 10 I , 12 

Th e !icier is a large two- person sail -plan e that uses 
irs supe rb aerody nami c cl sig n an l hu ge , in gs to 
fl oat on air curr ent. . Th e tw o passeng rs ar situ ated 
sid e- by-s id e und er th middl e o f th e lar g w in gs , 
safely ti cl to the glid er in a hamm ck-sty led harn ess. 
Th ey mu st w o rk in coo perati o n to turn , bank , o r 
change altitud e. Bot h pas. engers ar ' ex posed to the 
wind, th e weat her, and th e atta ks o f enemi es (wh o 
o ften see the glicl r as a new , clang ro us mutant that 
has captur ed t\ o people in its ·lut hin g talons). 



Th e nonp o'-' ered un its mu st be tow ed (by eith er a 
ground. w ate r. o r air ve hi c le) o r dropp ed fr o m a 
height ( lik a running di ve o ff a cliff o r the sup er
stru ctur e o f ;_in ancient building). In eith er case, th e 
nonp owe rcd glid er's ceilin g is fi e kilomete rs. \Xlhen 
the g lid er is not in use th e ow ners can fo ld and roll 
the craft int o a thin , lo ng bag th at can be easil y car
ri ed h y o ne indi\ ·idual. Th e no np o w ered gl id e r 
req uir es a Dexte rit y check at ten minut e intervals to 
co ntr o l the fli ght. 

Th e powe red unit s must have a runn ing start in 
order to gain enough lift to rise int o the air (t his usu
ally requir es a - o-m ter rum ay o r a short fall sim ilar 
to the nonp owe red ve rsion). Th ese glid ers also have 
a ce ilin g of fi\ ·e ki lomet rs and ca n be fo lded and 
rolled int o a thin , long bag that can be asily carri ed . 

n the oth er hand . the eng in e is co nsid erab ly more 
bulk y, hut if two peo pl e \ o rk toge th er, th e wh o le 
craf t can be carried w ith l ittle d iffi cult y. The powe red 
glid er requi res a Dexte rit y check at 30 minut int er
\'als to contro l the flight. 

Hove rcraft ( AMMA \XIORLI Rules, pg . Ir) 

Hydrofoil 
Seats : 3 
Max Spee d: 180 
Hit Points : 55 
Avg. Cost: 2,ro 

Cargo: ro Kg 
Man. Class : 
AC: 15 
Tech Level: III, 10 

Th e Hydr ofo il is ' I wat r vehi ' le with a fl at , squ are 
bottom, a ben h s at fo r three , a argo bin h hind th 
seat , and a larg e cage d fan at the craft' s tail encl. In 
front o f th e ben ch , tw o rods co ntr o l th e craf t- o ne 
r gu lates th e speed \ hi le the oth er co ntr o ls th e lou
vers behind th e fan. Th ese louvers co ntr o l th di rec
ti o n of the wind c reated by th e fan , which in turn 
co ntrol the vehicl 's maneu erabilit y . 

Th e Hydrofo il's fl at bottom allows the craft to easil y 
fl oa t ove r sand bars and areas o f thi ck vegeta ti o n 
with o ut sl , ing dow n . It is the perfe ct ve hicl e fo r 
swa mp s and nea r-coasta l areas. Th ey ca n eve n be 
used o n ice with litt le diff icu lty . Th e Hydrofo il can 
also be run across dry gro und. but at one -half the 
vehicl ·s no rm al water speed. 

Th e hen h seats thr ee individu als, while the cargo 
bin can ho ld 250 k il ogra ms of baggage. T\ o charac-
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ters of ten sit in thi s area in place of cargo. How eve r, 
th e speed of th raft is red uce d by 50%, and th e 
Maneuverab ili ty lass is penalized by one class ( to 
D). 

LML Mark XV-A 
(Light Missile Launcher) 
Seats: 8 
Max Speed: 180 
Hit Points: 80 
Avg. Co t: Pric I ss 

Cargo: 1,000 Kg 
Man. Class: D 
AC: 14 
Tech Level: T 

Th e LML Mark - is a floating machine o f death 
and \ iclespr e-1cl d stru ction . Twelv e meter long and 
fiv m ters w id e, the raft i not littl e by any means, 
but it is b li ev d to be th smallest of five versions 
that ex isted befo re th ho locaust. Some are belie ved 
so large that dozens of the LML XV-A could fit w ithin 
th she ll f the largest. one of the large r ve rsio ns 
have ev r be n fou nd so all are be li eved destro yed 
in the holocaust (o r in the prevailing o il \ ars). 

The LML Mark X -A uses a p rimit ive fo rm of anti
grav to lev itate th craft inches al ov ch ground , giv
ing it fricti nl e s movement; inerti a, howeve r, is sti l l 
ex ists. Dull grey paint r min iscent of sanclable prim er 
co rs th e LML Mar k XV- from ·tern to stern. Th e 
paint is beli vecl respo nsibl e for t he craft"s radar
absorp tion qua liti es. 

The LML lark - has t" o batt eries of rninirnis -
sile laun chers that look mu ch lik e th e Patriot Mi ssil e 
Laun ch rs used in th e 20th and 21st Centuri es. Th e 
onboa rcl comput r co nt ro ls the tra king and pl ac -
ment of the batt e ri es. nly o n e suc h b att e ry is 
exposed at any o ne time . Th ot her is hidd en with in 
the craft b n ath a sli ding doo r. ';. hen one batte ry 
has fir ed its last rninirnissile , it is lmve recl int o the hull 
of th LML to be r ~loaded w hil e th e seco nd moves 
int o attack positi on. Th e LML Mark XV -A co ntains 96 
missi les, enough for tw o full loads and two compl ete 
reloads. 

Miner Transport 
eats: 8 

Max Speed: J .200 
Hit Point : 280 
Avg. Cost: -

Cargo : 50,000 Kg 
Man. Class: D 
AC: 2 
Tech Level: V 

Primaril y used as a mining vessel and cargo tran s-
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port , the Miner Tran sport 's weapon cap'tbil ities have 
I een drastica lly redu c cl, allow in it to cany far mor 
carg o than o th er cra ft o f it · siz ( it s siz being 35 
m cers in length and 25 met rs in w idth at the w idest 
po int ). Hug e transparent metalli c bay windows l ine 
th e ship 's front , all ow ing almo t 2 O_ sight. Its two 
main thrusters ar s parat cl fro m the main fuselage 
by thick , shi eld cl strut s, makin g th rid a bit more 
comfo rtabl e fo r the pass ng rs. 

The M iner Tran p rt do s not ha e int erpl anetary 
fli ght capabiliti e , but th e craft can tnv el fr om th e 
moo n to Earth . Thi long trip xpend app rox im ately 
lnlf o f th tran port 's fuel reser s. Th craft refu I its 
hydr oge n tanks for its propul sion y tern by dipping 
int o the Earth' s (o r ' tnoth r plan et's) high atmospher . 
Th e fuel cell s fill w ith each clip. 

Th e Miner Tran sport no rmally requ ires fou r crew 
memb ers, but ight p ople can co mfortab ly rid e in 
th e Tran sport. to tal of 30 people can be pl aced in 
the raffs argo bay. 

Minisub (See ubrnarin e. M ini ub ) 

Pogo Platform 
Seats: 1 
Max Speed: 120/ 33-
Hit Points: 55 
Avg. Cost: 2,000 

Cargo: 1- Kg 
Man. Class: C 
AC: 10 
Tech Level: , 12 

Th e pogo p latform is a small board, one-half meter 
wide, fiv e entirn eters thi ck , and thr ee meters long. 
On the top o f th platfo rm , a s t o f foot gua rds and a 
hand grip all ow th rid er co se ur e hims If onto the 
board during us . Al ong the narr ow spin e at the bot 
tom of the pl atform , an antigrav unit ( that uses thr ee 
Hyd roge n Po er Cell s) all ows the platform to lit erall y 
soa r int o the air with li tt l loss f in erti a. t the tail 
encl o f the platform , a small prop II r ( \ ith a circular 
guard to I ss n the chance of serious injur y) catapults 
the small raft at its incr clible and dang rous sp els. 
Th e pogo platform can be viewed as the surf board of 
the air. 

Th pogo platform is ·1cti vated " hen the sw it ·h in 
th e hand g rip is turn ed until th small g re n di ode 
li ghts. n e a tivated , the user co nt ro ls the speed of 
the pro pell er by turnin the hand grip clo ck, ise for 
more speed and co unt ercl oc kwi s to slow down . To 
co ntrol th height , d ive, and climb of the pogo plat-



fo rm. the user must ang le hi s body , ma neuve r hi s 
feet , jerk hi s body , etc. , in o rd er to chan ge the ang le 
of the board relat ive to th e \ ind curr ents. Th e pogo 
platfo rm , ev n th o ugh it had basica ll y entertainment 
va lue o nl y , is capab le of li ft ing its user fi ve kil o meters 
into the ai r. 

Befo re th e ho loca ust , th e pogo platform was th e 
newest fo rm of wi ld . ad renalin e- ru shin g ent ertain 
ment to h it th e mark et: athl etes used the Pogo Plat 
fo rm to p r fo rm aerobic and acrobat ic feats in the 
O ly mpi cs. nfortun ate ly a g reat numb er of deaths 
(and subsequent law suit s) result ed in a ban in man y 
locat io ns thr o ugho ut th e ni ted Americas , maki ng the 
items a rare co mm odi ty today. 

To emul ate th e dan ge r o f th e pogo pl atfo rm , th e 
user must mak e a D xte ri ty check eve ry tim e a new 
man uve r is perfo rm ed. A new man euve r is o ne the 
c harac ter ha s neve r attempted b efo re o r has no t 
accomp li shed th ree t im es without fa ilur e. By def ini 
ti o n, anythi ng th e character does hi s first thr ee tim es 
on the pogo pla tfo rm are new maneuve rs. 

Renovation and Refueling 
Waystation 
Seats: 600 
Max Speed: 200 
Hit Points: 2,000 
Avg. Cost: -

Cargo: 80 ,000 Kg 
Man. Class: F 

AC: 34 
Tech Level : VI , 60 

Flat, archaic- look in g, gauche, and frightfull y ex pen
sive to p rod u ce , renova ti o n waysta ti o ns were the 
cho p shops that repa ired and ref ueled spacec raft , air
craft , reco nditi o n new ly acq uir ed vesse ls to th e ir 
m ,·ner's someti mes exac tin g specif icat io ns, and per
fo rm small er serv ices. These large vessels are appr ox
i mar ly 2,000 meters l o n g and 1,500 mete rs 
wide-large enough fo r nea rly any cra ft to land insid e 
the ways tatio n·s bulk. 

II Renovatio n \1' ays tat io ns still in wo rkin g orde r 
le\"itat e abov the surfa ce of the gro un d (or ocea n ) 
from a height of a few fee t to we ll ove r 100 m il es. 
Th ose that are not working are w rec ked hu lks that 
ha, ·e scatt er d th eir broken part s ove r hundr eds of 
acres. 

A typ ica l Renova ti o n ways tat io n ca n repa ir a hit 
point of dam age to a ve hi cle in eve ry five minur e time 
per iod at the cos t o f 100 domars p er p o int. This 
means a \\"aystatio n can repa ir 12 hi t po int s of dam-

age per hou r fo r 1,200 domars per hour . The on ly 
problem th at faces chara lers with a ehicle is gettin g 
it to the Renova tio n , aystation. or gett ing th e waysra 
tion to the ir vehi cle. 

Re novat io n Waystations u se a co mbin atio n of 
sour ces to ga in the pmve r it req uir es. It has a ser ies of 
fusio n rea tors and a large array of hi gh ly efficient 
so lar pan els. The fusion rea ·to rs use an isotope of 
hyd rogen th at is produ ced from th e hyd rogen fo und 
natu rall y in the atmosphere , g iv in g th e waysta ti o n a 
vi rtu all y unlimit ed suppl y . 

The Renovat io n Waystation is ge nera ll y run by a 
leg io n of A rti fic ial Int elli ge nce compute r programs , 
but hum ans still li ve and work o n a few of the rema in 
ing waystations. fo llmYing the o rd ers g iven by th e Al 

progra ms. However , many stati o ns have lo ng run out 
of supp li es, and the co ntrollin g A I programs are st ill 
waiti ng fo r the ir suppli es to arri ve . 

Rover 
Seats: 6 
Max Speed: 18 
Hit Points: 175 
Avg. Cost: -

Cargo: l ,5 0 Kg 
Man. Class: 
AC: 16 
Tech Level: I , 23 

The r<>Yer. a hover ing ATV (A ll -Ter rain chicle) was 
o riginally a military esse l that has since fa ll en into 
the hand s of mi lit ant Cryp tic lli ances li ke th e Ranks 
of th e Fit. The rove r was designed to float across seas, 
land . and riv rs \\ "ithout movement or speed loss. 

A fibrous. fl ex ibl e meta ll ic ski rt ci rc les the rm ·er. 
Large fans pm ered by a miniature fusion reactor pro 
d uce a pocket of pressu rized air und er the vehicle , 
keep ing it fo ur feet off the gro und. Large dual fans at 
the craft 's rear pu sh the ro ·er across any non -moun 
tai nous terrain \ ith ease. 

The rm·e r cann ot cl imb sudd en increas es in heights 
greater than fou r feet. If it falls mo re than ten feet. the 
craf t tak es ld6 po in ts of damage pe r each ten feet 
dropped ( to a max imum of 1 Oc.16 points) and the crew 
is battered around fo r the same damage . 

A lthough the vesse l comes wi th standa rd weapons 
(th e Mi nimi ssile Laun che r and the yclorator are stan
dard) , indiv idual ow ne rs tend to in sta ll th e ir own 
favo ri te w apon comb in atio ns. 
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Sled, Antigrav 
Seats: 0 
Max Speed: Tm 
Hit Points: 160 
Avg. Cost: -

Cargo : 2- ,000 Kg 
Man. Class : D 
AC: 11 
Tech Level: VI, 18 

Th e anti gra sled is a pl atfo rm appr ox imat ely tw o 
meters w ide and thr e m t rs long. It is powe red by 
an Atomic Pm, er Cell goo d fo r 100 hours of continu
o us o p erati o n. Th e sled ca n supp o rt loa ds up to 
25.000 kil og ram s as it fl oa ts ro ughl y -o c ntim eters 
above th ground . Th e sl d may b pu h cl manually 
, hen supp ortin g light we ights, but in ertia is such a 
prob l m that a ·eparate, powe r cl, towin g or pushin g 
de ice must be used fo r argo s over tw o m tri c tons. 
A team of pack anim als can b used to tow the sled 
lik e th ey , oulcl a no rm al carri age o r cart , but th ey 
can pull fo ur tim es their norm al ,ve ight allowa nce in 
th is fashion. 
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Submarine 
Larg Mini sub 

Seats: 8-80 2-6 
Cargo (kg): 8 000 200 
Max Speed: 80/ 230 4-; 125 
Man . Class : 13 
Hit Points: s-o 100 
AC: 22 25 
Avg. Cost : 
Tech Level: I '3 - I , 30 

Subm arin es are ex p nsi ve and ex tr emely ra re 
items that allo,. their users to tra el safely und rwa
ter. \Xlhil ubm erg cl, they can prm id air and pur e 
w ater fo r the maximum numb er o f passengers fo r an 
ind efinit e period of tim e (80 ere m mbers fo r larg<:: 
subs and six fo r mini subs). If the air r cycl ing system 
o r the w ater purifi cati on systems breaks clow n , th e 
air ·incl , ater, ithin th craft w ill last fo r 48 hour ·. 
Some of the large r sub s pu ll foo d d irectl y fr om th e 
ocea n as comm anded by th chef on board , allow ing 
th e craf t and it s ento mb ed ·re" to be li tera ll y sel f 
suffi c ien t fo r as lo ng as it s large nu c lea r reacto r 



remains o n lin e (whi ch ha s bee n e , ·a luat ed in th e 
cen turi es). I lo\\'en :r, the sma lle r subs are fo rced to 
carr y provis ions. requiring ca refu l plannin g o n the 
part of the <.Te\\·. 

Subs \\·ith cre\\'s greater tha n 10 ind ividuals ca rry 
aquati c and aerial ,vea pons . These ,veapons are inac 
c ssi hl \\'ith ou t th e prope r pass,,·o rd , the correc t 
keys. th e kn o\\' led ge of ,, ·h r they are stored . and 
ho,v to use them. 

Subs ca n di , ·e at th e ir stated speed , or they ca n 
climb at o ne- half the ir speed. The maximum dep ths 
fo r th e la rge s uhm a rim..:s is five kilometers before 
be ing crushed by the intense wate r pressure. hut the 
minisuh s ca n di\ ·~ se ,·en and on -half kilom ete rs. 

Suborbital Shuttle 
Seats: 80 
Max Speed: 2.400 
Hit Points: 400 
Avg. Cost: Price less 

Cargo: 8,000 Kg 
Man. Class: B 
AC: 28 
Tech Level: VI. 50 

The sub orb ita l shuttl e is a ra re ,·esse l gen ra lly 
fou nd along the ·oas ta l regio ns of the ,, ·orkl. Its fuel 
sou rce. Hydrox. is processed from sea wat er. makin g 
the most like ly pla ·e fo r a shuttl e laun ch site nea r a 
hyd rox plant . In fact. many pr ivate ve ntur es \\'h o used 
the sub o rbital sh uttl e a lso m, ·ned the ir O\Yn hydrox 
plants . Th e ra re r shuttl e launch site farther from the 
coas t had to hav e fue l transpor ted by freig hte r. 

This suborb ital shuttl e fo llows p reprog ra mm ed 
ro utes. rocketing into the ionosp he re and then glid
ing back dm, ·n to its des tination . O n occas ion. th e 
Suborbital Shutt le was used to transfe r valuable ca rgo 
and passenge rs to lmY-orl ital sate llites or othe r shut 
tles to h furth r transport e d to lunar s ites . or bit s 
abov e the Van lien belt, o r to d istant co lonies . 

'\ ith a co mplet e und erstanding of subo rbital shuttl e 
operations. a being can use the craft to tran spo rt him
se lf and 9 co mp anio ns anywher e in th e ,vo rlcl (or 
e,·en into lc)\\·-orb it). If the shuttle 's operations are not 
comp lete ly underst oo d. the shuttle ca n only be used 
as tran spo rt to des tinati ons curr ntly programm ed in 
the na vigati o n com put e r (th e ,ame last e r co ntrol s 
the avai lab le loca tions). 

The user must pla ce the charges for using the shu t
tle on his o r he r niversa l a rc.I before the Suborbital 
ShutLle can he used . 

Tank 
Seats: 5 
Max Speed : 40 
Hit Points: 850 
Avg. Cost: -

Cargo : 3.000 Kg 
Man . Class: D 
AC: 21 
Tech Leve l: IV. 22 

Tanks are vehicles that e ither hover on a bed of air 
r use treads. Many of thes vehicles we re co nve rted 

to robo t co nt ro l befo re th e ho loca ust. To thi s day, 
they run ex clus ive ly o n broadcast power w he n a nd 
,, ·he re it is ava ilab le . Tank weaponr y va ries wide ly 
but usually includ es two front-mount 0 d assa ult rifles, 
a mount ed flame thrower , a ca nnon ca pab le o f firing 
th e equ iva len t of minimi ssi les (20 to 30 rounds) , a 
mount ed la rk XII Blaste r. 10 ene rgy g re nad es , and 
six microm iss iles. 

Transmat 
Seats: 1 
Max Speed: Special 
Hit Points: 20 
Avg. Cost: -

Cargo: 500 Kg 
Man. Class: -
AC: 25 
Tech Level: VI, 60 

Transmats are two-me ter ta ll opa qu e boxes w ith a 
slidin g door o n o n s ide . \X/he n so meone e nt e rs, a 
,·iew sc ree n o f des tinati o ns lig ht s up. Thi s sc reen 
allm, ·s the use r to se lect from seve ral hun d red loca
tions wo rld-wid e and throughout the so lar system. 

Tf the Transmat system's ope ration is und erstoo d , a 
be ing can teleport itse lf from one transmat box to any 
other hy se lect ing on ~ of the dest inat ions and placing 
the charges on his o r l_1er ni e rsal a rd , w hich must 
be prese nted at time o f te leport. 

Vest, Antigrav 
Seats: I Cargo: 100 Kg 
Max Speed: - Man. Class : D 
Hit Points: 20 AC: -
Avg. Cost: 950 Tech Level: V, 1 

Powered by fo ur che mica l c · lls fo r 50 ho ur s o f 
ope rat ion. this unit allows the weare r to adju st his r 1-
a ti ve g ravity to a llow bounds o f up to 50 me te rs 
(user's cho ice). A Dexte rity check is necessa ry to land 
o n o ne·s fee t af ter such a lea p . Failur e to land o n 
one·s fee t ca uses o nly e mb arra ssme nt. no t damag e. 
The \'es t allows slow lev itation at a rate o f five mete rs 
a round. up to a ce iling of one kilom ter. 
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Table 5-1: Robots 

Tech 
1ame Pere R.U. AC FF Speed HP THAC #AT P, DX Level sz XP 

Autobot 10 -10 10 0 8 50 +0 0 25, 18 IV, 15 1.5m 270 
Automaton 15 +5 20 0 12 120 +1 2 35, 15 IV, 18 2m 6,000 
Battlebot 25 +10 35 50 45 350 +17/ +ll 3 35, 25 VI 6m 45,000 
Cargo Transport 

Large 10 -10 20 0 15 200 +6 4 400, 15 V, 20 12m 18,000 
Small 10 -10 20 0 18 100 +4 4 90, 15 V, 20 6m 6,000 

Companion Unit 20 +12 17 0 24 30 0 12, 31 V, 22 0.5m 120 
Death Machine 30 +15 40 60 60 400 +20/ +12 4 40, 30 VI 8m 176,000 
Defense Borg 25 +10 25 25 48 200 +6 3 20, 20 VI, 25 3m 54,000 
Devastator 22 +7 33 50 50 300 +15/ +9 2 30, 20 VI 4m 68,000 
Disaster 15 +5 20 5 50 100 +6/ +2 2 25, 15 VI, 30 2m 5,000 
Ecobot 15 +0 15 0 8 60 +4/ 0 2 20, 10 V, 24 2m 1,400 
Engineering Bot 

Heavy 15 -5 25 0 10 350 +8 4 150, 11 IV, 20 18m 35,000 
Light 15 -5 22 0 12 275 +8 4 100, 13 IV, 18 12m 26,000 

Exterminator 35 +25 • 0 21 • +16 2 35, 35 VI 2m 33,0000 
Household 15 +5 15 0 12 40 +2/ +2 2 15, 15 V, 18 2m 270 
Indu strial 10 -5 20 0 10 200 +8/ +2 1 30, 15 V, 20 4m 4,000 
Medibot 15 +0 15 5 75 80 +2/ +4 1 15, 20 VI, 28 2m 975 
Police 20 +10 20 15 75 150 +13/ +7 2 25, 15 VI, 26 2m 8,000 
Repair Bot 25 +5 30 0 48 65 +6 4 75, 30 VI, 28 2m 10,000 
Robot Vehicle 5 -15 20 0 24 50 +0 0 15, 10 IV 8m 650 
ecurity r -) +15 25 0 18 150 +2/ +4 2 15, 20 V, 22 2m 3,000 

Security , Hea vy 30 +10 30 25 21 250 +4/ +8 2 20, 25 V, 28 2.5m 47,000 
Sentiy 30 +35 25 0 30 24 +0 0 5, 40 VI 0.5m 65 
Stalker 25 +30 20 100 24 100 +6 5 35, 50 VI 3m 13,000 

upervisory Borg 20 +12 22 25 32 220 +8 3 20, 12 VI 2m 27,000 
Timbe rer 5 -25 35 0 9 800 +36 3 1.5k, 10 VI, 30 50m 108,000 
Valet 15 +10 18 0 12 75 +2 2 20, 20 V, 18 2m 5,000 
Veterinary 15 0 15 0 15 60 +2 1 15, 20 IV, 28 2m 2,000 
Warbot 20 +5 30 50 50 250 +13/ +7 2 25, 15 VI, 33 3m 15,000 
Weapons Maintenance Drone 

Field Model 15 +5 22 20 24 85 +2 2 20, 20 V, 20 0.5m 4,000 
Install. Model 10 0 18 0 15 60 0 15, 20 V, 20 2.5m 975 
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Autobot 
Percept: 10 
Stealth/R.U.: -10 
AC: 10 
Force Field: 0 
Speed: 8 
Hit Points: 50 
THAC: +O 
Attacks: 0 
PS, DX: 2- , 18 
Tech Level: I , 15 
CPU: Litera l 
Size: (1 .5m) 
XP Value: 270 

Classification: Private Territory: Home 

Mission Statement: The Autob ot is a perso nal se r
vant roboto id des igned to see to the eve 1y whim o f its 
own e r. Fro m val e t duti es to ac tu a l hard labo r, th e 
autobo t was a popu lar but frag ile co mpani on for the 
pre-holoc au st hum ans. 

Description: Th e aut obo t is a one a nd o ne- half 

meter tall rob ot. Its body is co nstructed of a hard plas
tic shell with hydrauli c mu scles and fibrous c ircuitr y. 
They ma y e ither possess three legs o r three w hee led 
strut s that are used for loco motion and ba lance. 

Equipment: Autobots have plu g-in powe r too ls 
pertinent to its progra mm ed task attached to co mp art
ments in the mid sec tion. The ·e tools can be attached 
to and powered by the robots perso nal power uppl y. 
Such too ls includ e vac uum hoses, fla me th ro w e rs, 
drill s, wate r and wax jets, buff e rs, vibrosa ws , infant 
chan ging stations. and so forth . 

Reactions: Due to the ir fragile natur e . fe~ uto-
bots survive d the ha lo aust, and those that did have 
ex ha uste d th e ir ba tt e ries ( u n I ss th ey have bee n 
replace d since then). In spite o f the ir rarity, the Auto
bot in its dea tiva ted and pow ~rless state is th mos t 
co mm o nly reve red ancient a rtifa ct in the t mpl es o f 
the Archivist c1y ptic alliance . 

Automaton 
Percept: 15 
Stealth/R.U.: +
AC: 20 
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Force Field: 0 
Speed: L 
Hit Points: 120 
TRAC: +1 
Attacks: 2 

2 Fi rs ( d6) 
2 Kicks ( d6) 

PS, DX: 35, 1-
Tech Level: l , 18 
CPU: reari e 
Size : I (2m) 
XPValue: 6 0 

Classification: Pers na ii Territory: Schools 

Mission Statement: The utomaton is designed to 
be a compan ion and tut or to humans. II were given 
a stron g unwillingness to harm human s in any \ ay; 
hm vever , an utomaton can ca use minor harm to 
human s. as in Jes ons that need to be learned, if the 
lesson is ultimately beneficial to th hum an. 

Description: utomatons are two-meter-ta ll robots 
made of m tal and plastic. Automato ns were given 
human l ik e features to make stud ent s 'tn d ow ners 
more comfo rtab le. 

Equipment: n utomaton posse ·ses th e equiva
lent of a sma ll l ibrary of information in crysta llin e 
memory hous ed in its leg and ches t unit s. It may be 
questioned fo r information as co mpl ex as Tech V, on 
events up to 1 years before the ho locaust. and any 
thing within its ow n personal history . 

ut oma t ns ca n use any Tech L vel or low r 
\Veapons with full prof icien y. Th y are able to repai r 
themsel es at the rate of fi hit points per day. If the 
robot is at one-ha lf damage or •rearer. the heal rate is 
redu eel to one hit point per day . 

The f llm ing pie s of equip ment are bui lt int o an 
automaton and can be us d if the automation i pow
ered and functioning: sea rch li ght , lo ud speaker, -o 
meters of plastic li ne on an automa tic r I, an electro
magnet capab le of liftin g 2 0 ki log rams, a laser scan
ner / printer that can c reate two-dimensiona l co lo r 
images of anything v ie\ ed by its o pti c systems, an 
ekc troni cs repair kit \J hi ch includ es fiv un ive rsal 
jacks to plug into ot her compute rs and machines , an 
electric li ghte r. fiv doses of aclh sive, and a ha l f
strength med -kit. 

Reactions: Design d to be compa nions and tutors 
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to human s, auto ma tons may also serve a body 
guard s if a securit y robot is not present. n automa
ton is usually prograrnm ~cl \ ith a stro ng moti vati on 
fo r se lf -surv ival , so long a. this survi v·tl does not 
endan ger human s. 

BattleBot 
Percept: 2-
Sneak: 10 
AC: 3-co) 
Hit Points: 350 
Force Fields: 50 
Speed: 45 
THAC: l (ll) 

Attacks: 3 
Damage: See Below 
Weapon TRAC bonus: + 10 
PS: 35; DX: 25 
Tech Level: VI 

CPU: nalyt ical 
Size: 1-1 (6m) 
XP Value: 45,0 0 

Classification: Mi li tary Territory: Base o r mi sion 

Mission Statement: To acco mplish as ign cl mili
ta ry ob jectives, including, but not limit ed to. th e 
destru -rion of men and mate rials of the enemy whi le 
defe ndin g the men and materials of its base. It s sec
ondar y goa l is to avoid harm ing inn o ent noncom 
batants. 

Description: The Batt! bot , lo k ing som \Yhat lik 
an iridescent diamond, co n tant ly changes shap e, 
hu , and brightn ss. ft floats on antigrav pods , chang
ing direction and speed at w ill. It is by fa r the most 
ad :meed f the f ur militar y r bots. cross its su r
face. nary a bump, p ro tru si n r gun turret can be 
seen ; it appea rs perfe ti moorh. 

Equipment: Th Battl ebo t comes with tw o blaster 
cannon · ( ·hort / medium / long rang es and damages: 
-00111, 5 hp / l. 0 m, -o hp/ 2, 00111, r hp); 2 black 
ray cann ons (300m range): batteries of fo ur Mark 

II blasters ( 00m range); 2 batteries of fou r lark X I I 
masterbh sters C00m range)· two trek guns (damage 
as the bomb with a 200m range); ten laser batteri es of 
five guns each (short/ mediu1 long ranges and dam 
ages: 50111, 20d6/ r00m, 15d6/ 3,000m , l0d6) : 5cll0 
fusi on and fiss ion bombs w ith a 3,00 m laun cher: a 



spe cial energy damp ening fie ld that kills robot ic unit s 
and ene rgy- us ing dev ices w ithin a 20m rad ius, a nd 
ca uses 10 po int s o f dam age eve ry round to force 
fie lds. 

Reactions: Th o ug h neve r fou nd d o rm ant o r in 
storage, only the highe t comm and ID card can give it 
instructions. Maintenan ce ID cards work normally but 
are subj ec t to ex tre me sc rut iny fro m the Batt lebo t 
(assumin g both the ca rd and th e Battl ebot are from 
the sa me military bas e) . Programm r's ca rds cann o t 
be use d o n th e ma chine . In th e eve nt o f an atta ck 
up on its bas e or upon itse lf, the bot does what it must 
to drive off o r des troy the attacker. 

Cargo Transport, Large 
(Heavy) 
Percept: 10 
Stealth/R.U.: -10 
AC: 20 
Force Field: 0 
Speed: 15 
Hit Points: 200 
THAC: +6 
Attacks: 4 

4 tentacl s: ld 6/ ea 
Presso r/ tractor bea m: 3d4 

PS, DX: 400 , 15 
Tech Level: V, 20 
CPU: Literal 
Size: 6xl2x 3m 
XP Value: 18,000 

Classification: Corporate Territory: Warehouse 

Mission Statement: The Large Cargo Transp ort is 
des igned to mo e grea t quantiti es of cargo from one 
loca tio n to another. Th e ir stron g se nse of p ro pe rty 
value requir s the robot to use great care during han 
dlin g , and also gi e · the robot an instinct to protec t 
the fre ight from theft wh ile in its possess ion . 

Description: Th e La rge Ca rgo Tran spo rt (a lso 
kn ow n as a Heavy Ca rgo Tran s po rt ) is s ix me te rs 
wid e, 12 meters long, and three meters ta ll. It has a 12 
mete r lo ng te lesco pi c cran e with a thr ee- prong e d 
claw that ca n lift 4,000 kilogra ms. 

Equipment: Th e Large Cargo Transp ort has four , 
six m ter tentacles that can lift -oo kilog rams eac h (o r 
2,000 kilogra ms co llec tively. Its tracto r/ presso r be·1m 

is ca pab le of ca rrying 1 800 kilog ram s at a 30 mete r 
range. 

Reactions: Th e Large Cargo Transpo rt obeys the 
direc t o rders o f any ·up erviso ry borg, o r anyone pos
sess ing a sup e rviso ry T.D. ca rd . Th ey ar a ls p ro
g ramm e d to o b ey c iv il I. D. ca rd s, bu t will n ot 
re linqui sh the ir ca rgo un less also o rdered by a sup er
viso 1y I.D . ca rd . It uses its tentacles and pressor / trac
tor bea ms to remove anyone (v ith little harm ) who is 
attempting to pilfer it - cargo whi le it is in tran spo rt. 

Large Cargo Tran sports can be e le tro nica lly co u
pl ed to o th e r unit s o f the sa me typ es fo r o nvoy 
mov ments . Thi s is hand y whe n the tran spo rts are 
mov ing an extremely large object o r when co nvey ing 
ex treme ly large shipm e nts. 

Cargo Transport, Small 
Percept: 10 
Stealth/R.U.: -10 
AC: 20 
Force Field: 0 
Speed: 18 
Hit Points: 100 
THAC: +4 
Attacks: 

2 tentacles: lei / ea 
Pressor / tracto r bea m: 2cl6 

PS, DX: 90, 15 
Tech Level: , 20 
CPU: Literal 
Size: 3x6x lm 
XP Value: 6,000 

Classification: Corporate Territory: Warehouses 

Mission Statement: Th e Smal l Cargo Transpo rt is 
des igned to mo e small pieces o f more delicate ca rgo 
from on locat ion to anot her. A strong se nse o f prop 
er ty valu req uires the robot to use ex treme ca re dur
ing handling , and also g ives the robo t a n inst in t to 
protect the fre ight from theft whi le in its possess ion . 

Description: The Sma ll argo Tra nsp o rt (a lso 
kn ow n as a Lig ht a rgo Tran spo rt ) is thr ee meters 
wide, six mete rs long, and one mete r tall. It has a six 
me te r lo ng te lesco pi c crane w ith a three -prong ed 
claw that can lift 900 kilog rams . 

Equipment: The Small argo Transport has t\vo six 
mete r te ntacl es that ca n lift 100 kilog rams eac h (o r 
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2 0 kil og rams co ll ecti vely. Its tracto r/ pressor beam is 
ca pabl e of arr y in g 1,000 kil og rams at a 20 meter 
range. If the mall Cargo Tran sport i mov ing a highly 
fragi le item and the item we ighs less than 200 kil o
grams th e robot ·an use its p ressor/ tracto r beam to 
l ift itself slightl y int o the air to mak e the ride smoo ther. 

Re actions: Th e mall argo Tran spo rt obeys th e 
dir ect ore! r of any superv isory borg, or anyo ne pos
sessin g a sup erv iso ry J.D . ard. Th ey are also pro
g ramm ed to obe c i vi l l. O . ca rd s, but wi l l n o t 
relin qui h th ir cargo unl ess also o re! reel by a sup er
,·isor I. D. arc!. It u s its t ntacles and pr essor/ trac
tor beams to remo e anyo n (w ith littl e harm ) ,,.,ho is 
attemptin g to pilf er its argo w hil e in transport. 

mall ar Tran. ports can be electro nically coupl ed 
to o th er unit s of the same types fo r co nv oy move
ment . Thi s i · handy w hen the transpo1ts ar mov ing ·1 

large ob j ct, or , hen onvey ing larger hipm ent . 

Companion Unit 
Percept: 20 
Stealth/R.U.: +12 
AC: 1 
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Force Field: 0 
Speed: 24 
Hit Points: 30 
THAC: 
Attack s : Nil 
PS, DX: 12, 21 
Tech Level: V, 22 
CPU: Dedu ctive 
Size: T (- M) 
XP Value: 120 

Clas s ification: Personal Territory: Laborator ies 

Mission Stat e ment: Th e Compa ni on nit and all 
simil ar syst ms we r created to be helpfu l r bo ti c 
aids to mankind . Th ir pr imary fun ction revo l eel 
ar und do ing simpl e tasks fo r cienti sts in th ir labo
rat o ri es. Th ey fo ll ow in stru ction p rf ect ly and are 
al le to verball y comrnuni cat w ith th ir ow n rs. 

Des cription: Th e omp ani o n unit is a o ne- hal f 
m ter tall blue o al w ith a et of lenses m unt ed on its 
front , a tentacl e proj ecting from the low est p int , and 
two littl e domes (l ights) on ith er sid of the tentacl e. 



Equipment: Tractor pressor beams are ab le to lift 
50 kilograms at a rang of thr ee met ers. Micromanipu 
lator scalpels and a manipulati\'e tentack: ( ,\'ith a tw o 
meter ex tensi o n) perm it the Com panion Unit to per
form tasks o f the most de li cate nature and on th e 
sma ll est of scales. Spec ial anti -g rav dev ices allow th e 
unit to float in pla ce. Th e re are l\\ 'O ro tating li g ht 
sou rces att ac hed near th e tentacle at the bottom of 
the unit. 

Each unit also carri es stanc.larc.l. infrared. ultra, ·iolc t. 
microscopic (x 100) . and teles ·op ic (x IOO) sensor 
sys tems. along with an audi o and radio tran sm itter 
receiver effec tive up to ten ki lometers . 

Reactions: 1o ID card is req uir ed to con tro l this 
simpl e unit. lt is acti vated by the so und of its m ,·ner's 
,·o ice. or by a ne\\ · vo ice if the unit has been lef t idle 
for more than 30 days. !any companion unit s h:1,·e 
been found o utsid e th e laboratory environment sen ·
ing as sim ple ,·ale ts or for\\ ·,uc.I scouts for Pure Strain 
humans. mutated humans. and muta ted animals or 
plan ts alik e. 

Death Machine 
Perc ept: .~O 

neak: 15 
AC: 'l0(1 ) 

Hit Points: 400 
Force Fields: 60 
Speed: 60 
THAC: 20( I 2) 

Attacks: 6 
Datnage: See helm, · 
Weapon THAC bonu : + 12 

PS, DX: ..iO. 30 
Tech Level: \' I 

CPU: Analytica l 
Size: 11 (8m) 

XP Value: 1 6.000 

Classification: Iili tary Territory: Base or m ission 

Mission Statement: To acco mpli sh assignee.I mili 
tary ob jec ti ves . i nc l uding . but not limit ed lo. the 
des tr uction of men and mat erial s of the en Jmy whil ' 
def "ndin g th J 111 Jn and mat erials o f its own and alli ed 
bases. Its seco nda1y goa l is to avo id harming in nocent 
noncomba tants. The seco nd ary goa l is to be ignored 
in the e,·enl of difficulty in acco mplishin g the prim ary 

missio n object ive. 
De cription : The Death Mac hin is a I asic ova l 

shape w it h dozen s of kn bb y pr o tru sio ns and gun 
turr ets across its surface. It floa ts on ant igrav pods. Its 
gun ports co nstantl y mo e, pinp o inting anything that 
mov es and anyt hin g that is , arm er (o r co ld er) th an 
the :1ir aro und it. 

Equipment: Th e Death Mach in co mes w ith two 
blaster can nons (short/ medium / lo ng rang s an I dam
ages: 50m, 100 hp / 1.50 rn, 5 hp/ 3,000 m , 50 hp ); :;ix 
black ray cann o ns (300111 rang e); 16 batt eri es o f fou r 
Mark TI blaster s ( OOm rang e); ten batt eries of fo ur 

lark X II rnasterhlasters (500 111 range) ; fou r trek gun 
(damage as th e bomb w ith a 200111 range); eight laser 
ba tt er ies o f five g un s eac h (s h o rt / m c.lium / lo n g 
ranges and damage s: 10d6/ 50m , 20d6/ 1.- oom , 15d6/ 
3.000m): six minimi ssile launc hers with ldl O mi ssile· 
each : 5d l 0 fusio n bo mb s with a 3,000 111 laun ·her; a 
specia l energy damp enin g f ield that eff ective ly kill s all 
robot ic unit s and energ -usin g dev ices , ithin a -om 
radi us by pre, ·ent in g th e fl ow of elec tri c it y through 
th e ir wir es. ot herwi se ca usin g 30 hit p o int s eve ry 
rou nd to th e energy screens o f o th er unit s. 

Reactions: \l ' hen enco unt ered without an o bj c
li \'e or dormant. a milit ary co mm o n ID ca rd an be 
used to ac ti vate it. nee act iva te 1, o nl y th e high est 
command ID card can give it instru ctio ns (o r a nearb y 
cy bern eti c insta ll ati o n). Ma int enance 10 ca rds w o rk 
normally bu t und r x tr me scru tin y fr o m the Death 

b ch in e. assumin g th ey ar e fr o m th e same militar y 
base. Pr ogramme r 's ca rd s ca nn o t b use d o n th e 
mach ine. 

Defense Borg 
Percept: 25 

Stealth/R.U.: + 10 
AC: 2':i 
Force Field: 25 

peed: 48 
Hit Points: 200 
THAC: +6 
Attacks: :S 
Damage: See Helm 
PS, DX: 20, _Q 

Tech Level : [/2 5 
CP : Anal ytica l 
Size: :Sm 
XP Value: 54,00 
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Classification: Milita1y Territory: Base o r mi ·si n 

Mission Statement: Th e D fens Borg is spec ifi
ca 11 y d es ign e d to prot ec t th e milita ry in s ta lla t io n 
where it is s tati o ned until co mmanded to "Slee p .. o r 
·· tancl I ow n .. by a creat ur e o r co nst ru ct of hig he r 
rank than itse lf. 

"Slee p" return the borg to th repa ir hangar where 
it willingl y turn s it functions off. " ra nd D ow n " 
r mov s it from acti dut y until it is o rde r cl ba ck on . 

Description: Th clef n e bo rg is a thr ee me te r
diamet e r di s us- haped c nst ru ct with a o ne mete r 
turr et mo unt ed o n top . It a l o has two ix rn t r-lo ng 
full y m a nipul a tiv e tentacl e that ca n be re tra c te d 
whenever de ·ired (po ition ed along the bo ttom). 

Equipment: The def e n e borg ha a pow e rful 
fo r e fi Id a nd twin tractor / pre so r beams that ca n 
rnov 500 ki l grams at a 60 meter ra nge. Its m a in 
w ea po ns a re three batteri es of five laser rifles each. 
All thre batterie ca n be fired simultaneous ly, ha e a 
base range of 180 m t rs , and ca u e 20d6 po ints o f 
clanY1ge eac h. 

Other, ea po ns includ e thr e grenade lau nche rs 
with dl 0 g renad ea h of mix ed typ es (a ll launch
e rs ca n be fired s irnult an o usly) , and tw o micro rnis
s ile with 2cl20 mi ss iles ap iece ( th e ·e mu st b fired 
sepa rate ly). renad e laun che rs have a base rang e of 
60 mete r and micro rniss iles have a ba se ran ge o f 600 
meters. 

De fe nse Borgs o nt a in rga n ic br a in s a nd will 
a lmos t always be ass ign ed to defend an in ·tallation 
und e r th e dir ect sup e rvis io n of a cybe rn e tic in ·talla
tio n o r s up e rviso ry b rg . They are nea rly as ra re as 
Dea th Machines. Due to the o rga nic b rains th at g i 
th m ana lyt ica l as w II as crea tive th o ught , de fe ns e 
bergs with a s in g le m e nta l mutat io n ha ve be e n 
repo rted th ough they ar ex tremely rare. 

Reactions : defe nse borg ca n r pa ir o ne po int o f 
dam age p e r round. un les it is at ha lf damag e o r 
wo rse , in whi ch case , it r p a irs o ne hit p o int pe r 
minut e. 

Devastator 
Percept: 22 
Sneak.: 7 
AC: 33(0 ) 
Hit Points: 300 
Force Field: 50 
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Spee d: 50 
THAC: 15(9) 
Attacks : 2 
Damage: ee below 
Weapon THAC bonus: +9 
PS, DX: 30, 20 
Tech Level: VI 
CPU: na lyti al 
Size: H (4 m) 
XP Value: 68,000 

Classification: Milita1y Territory: Base o r miss io n 

Mission Statement : To accomp lish ass igned m ili
ta ry o bj ect iv es , including , but n t limit ed to, th e 
des tru ction o f men and mate ria ls of the enemy wh ile 
defe ndin g the men and mat rial of its ow n base. Its 
·eco ncla1y goa l a co mmonly ignored co m mand , is to 
avo id harmi ng inn oce nt nonco mbatant ·. 

Description: Th e I evas tat o r i · th ultimat e co m
bativ e robot in ex istence , but it a lso is th e rar es t. It 
has a bas ic ov al shap with cl zen of kn obb y protru
s ions and gun turr ets ac ross its urfac e. It floa t · a lo ng 
on anti grav p cl . Its gun port s co nstant ly move pin 
po inting anything that mo es, anyth ing warmer (o r 
co ld r) th an th air 'tro und it , o r anything th at pro 
du ces its o n powe r. 

Equipment: Th e D as tato r co m es , ith t\ o 
blast r ca nnon s (shor rn clium/ long range · and dam 
ag es: 500m, - hp / 1.000m , -o hp / 2,000m , 25 hp ) ; 4 
b atte ries o f four Mark II b las te rs ( 00 rn range); 2 
batteri es of fo ur Mark XII m as te rbl ast rs (500 m 
rang e); fi ve la ·e r b atte ri s o f five un s eac h 
(s ho r mediun lo ng ranges and damages: -d6/ T0 m 
10d 6/ 1. 500 m , 7cl6/ 3,000 m ); 5d fu s io n o r fiss io n 
bo mb s with a 3,000 111 rang e laun ch r. 

Reactions: '\ hen e nco unt e red , ithout an objec 
tive , do rmant. o r in torag , a co mmon milit a ry ID 
ca rd ca n be use d to move it fro m pla ce to p lace and 
have it p rform m nial duti s; in this stat , th e Devas
tator w ill o nly p ro tec t itself with its fore fie ld . nly a 
militar y sup rviso r's ca rd ca n g ive it a milit a1y ob jec
tive o r ven ha ve it arm its weapons. 

Maint nan ce ID ca rd work no rma lly , assuming 
th ey are fro m th e sa me milit a ry ba se. Prog ramm e r's 
ca rds cann o t be use d to mak e it attack the base it is 
-1ssigned to pr o tec t ; howeve r, a se ·urit y a rd will 
w o rk . Devas tat o rs co mp! te ly ign re civi l auth o rity 



cards. In the eve nt of an attack upon its base or upon 
itse lf, the devastator fu lly ac tivates and acts to dri ve 
o ff o r dest roy the attacker. Th is co ntinu es unti l the 
attacker is no long r a threa t, or until someo ne with a 
superv isory card gives the devas tator ount er orders. 

Disa ·ter Robot (GAMMA WORLD Rules , page 122) 

Ecobot (GAMMA WORLD Rules , page 122) 

Engineering Bot, Heavy 
Percept: 1-
Stealth/R.U.: -5 
AC: 25 
Force Field: 0 
Speed: 10 
Hit Points: 350 
THAC: +8 
Attacks: 4 

Tentacles: 2d6+8 
Too ls: Various 

PS, DX: 150, 11 
Tech Level: IV, 20 

CPU: Literal 
Size : H (18111) 

XP Value : 35,000 

Classification: Corpora te Territory: Warehou se 

Mission Statement: The Hea vy Engineering Bot is 
d s igned to rep air, reco ndition , or res tore anything 
mechani cal. It cannot repair computers , living entities , 
or anything small and intricate. 

Description: Thi cigar- hap ed un it is 18 mete rs 
Ion, and six meters in diamet er. Its four retracting 12 
meter-lo ng cra ne can lift 2,000 kilog rams eac h, and 
its heavy-dut y 18 meter-long tentacle s can handl e 800 
kilograms eac h. The Engineeri ng bot generally uses 
its treads to move about, but wh en it mu t rep rt t a 
seco nd leve l of the warehouse for part s o r work it 
use · its antigrav pods to move vertica lly. 

Equipment: The heavy engin ee ring b t ha s four 
six meter tentacles for hand ling various human equ ip
ment. A tractor/ pressor bea m can lift 2,000 kilograms 
at a range of nine meters . pecia l eq uipm ent include s 
b·ttteries of ld 6 so nic torches, lase rs, atomic torches , 
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and pow er to ls. Most unit s al. o have 6dl 0 triangular 
duralloy sh ts and a suppl y of assorted riv ets. plates, 
o r bolts, plu s th spec ial tools need cl to use th em. 
All unit s are s al cl fo r und en ater use. 

Reaction : nyt hin g it fixe - w ill be repa ir ed in 
accordan e to all pertin ent gove rnm ental and private 
restri t i ns and regulati ns. P llutant emi ssions regu
lati o ns pr !aim ed b th e EP , for xample, are 
always fo li o , ed whether the o , ner of th e item 
being fi xe d wants it o r no t. II , a rk is guaranteed 
and warrant ied in acco rdan e to gove rnm ent edi cts
the ow ner merely need to ask for it. nee , a rk is 
compl ete, the Engin rin g Bot must be paid, eith er in 
domars o r in the form of the ni ersal arc.I. Failure 
to pa mean failure to rec ive. 

Engineering Bot, Light 
(standard) 
Percept : 1-
Stealth/R .U.: --
AC: 22 
Force Field : 0 
Speed: 12 
Hit Points: 2 -
THAC : + 
Attacks : 4 

Tentacl s: 2d +8 
Too ls: arious 

PS, DX: 10 , 13 
Tech Level: I , 18 
CPU: Lit ral 
Size: H (L m) 
XP Value: 26,0 0 
Classification: orporate Territory: '\ arehouse 

Mission Statement: Th e li ght eng in er in g bot is 
d signed to repair or re tor anyt hin g mechanical. It' s 
specialt y i co mput r ·rnd small and intri cate items. 
although it can work on anyt hin g as well as the heavy 

ngin erin g bot. 
Description: Thi s bot is L m ' l ~rs long, and has a 

retract in g 12 meter long crane that can lift 1,000 kgs. 
Th e light engineerin g bot generally uses its tr ads to 
mo e about, but, hen it must repo rt to a seco nd 
level o f a warehouse for parts or work. it uses its anti
gra p ds to move erti all y . 

Equipment: Th light engineering bot has four six 
meter tentacl s that can lift 100 kil og rams each. They 
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also are ab le to handl e va ri o us hum an eq uipm ent . 
The bot 's tracto r/ pressor beam can lift 1,000 k ilogra ms 
at a range of 20 meters. Spec ial eq uipm ent in cludes 
ld 6 soni c torches. lasers, atomic torch s. and powe r 
too ls. Most unit s any 2dl0 trian gular dura lloy sheets 
and a suppl y of assorted ri vets, plates. o r bolts , p lus 
the spec ial tools needed to use th em. II unit s are 
sealed for und erw ater use. 

Reactions : nything it fixes is repaired in acco r
dance ro all gove rnm ental and pri vat restri li ons and 
regulati ons. Electromagn tic and radio int erferen es 
from elect r ni quipm ent regular d by the F C, fo r 
'Xampl e, are stri t i folio" ed , wh ether the ow ner of 
th e item wants it o r no t. II , o rk is guaranteed and 
" ·arranti ed in acco rdance to gove rnm ent edi cts- the 
m ner merely need to ask for it. n ·c wo rk is com
pl ete, the Eng in ee rin g Bo t mu st be pa id. eit her in 
doma rs o r in the fo rm of the ni ersal ard. Failu re 
to pay means failur e to rec ive . 

Exterminator 
Percept : 3-
Stealth/R. .: 2-
AC: 35/ 0* 
Force Field: 0 
Speed: 21 
Hit Points: 64/ 150 
THAC: +16 
Attacks: 2 

Plasma Rifl e (10d10) 
'\ eapons (va riable) 
Two Fists ( d6) 
T\\ ·o Kicks (8d6 

PS, DX: 5, 35 
Tech Level: T 

CPU: Creative 
Size: 2m 
XP Value: 33,000 
• is 35 fo r outer skin , 0 fo r inn er durall oy skele
ton. 264 hp fo r skin , 1-0 hp fo r inn r duralloy skele
ton. 

Classification: Milita1y / rp ora te Territory : Mission 

Mi ion Statement: Th Exterminator"s fun ctio n 
appe,u . to be th elimin at ion f a selected target. It 
should b ~ noted that anyone o r anythin g obs tru ctin g 
the Exte rminat o r's mission will be eliminat ed as easily 



as th e int end ed target. Th e Exterminat o r mu st pur sue 
its target until either it o r th e target is ob litera ted . 

Description: n Extermin ato r is an upri ght -wa lk 
ing. two m ete r-t all r h o t. n imp rov c.l stru c tur al 
design and synth eti c-skin cm·e rin g makes it identi cal 
to a Pur e Strain Hum an. Irs int ern al skeleto n is mac.le 
ent irely of reinf o rced and strength nee.I c.lurall oy , and 
a ll v i ta l m ec hani sm s ar e encase d i n st rength ened 
du ralloy shells. mak ing the Exterm in ato r impr egnabl 
to all no n-energy attacks .. tru ct ural limitati o ns make it 
slightl y vuln erabl e to high ex pl osives . 

Du e to lack o f reco rds. littl e is kn own of the Exter
m inator s· or igin al fun 'li on. 1o o ne has yet d isco ered 
wh o creat c.l th em o r wh y . So me beli eve they w ere 
cr ea t c.l to in sur e th e co mplet e d est ru ct io n o f 
mank ind . th ers beli , ·e th ey w ere pla ced by pr e
ho loca ust m il itary and sci ntifi c leade rs to help estab
lish a n ,,,· o rder. Still o th ers f el they w ere created by 
leagues such as the Kni ghts of enetic Purity so lely to 
erad ica te muta t io nal strain s. sin ce mos t o f th e target 
are mu tant s. 

A n Ex termin ato r ha s du a l A r m o r la ss and Hit 
Po int s . Th e fir st se t (AC 35 . HP 6 ) repr ese nt th e 
resili nee o f th e synth tic-skin and clo th in g cove rin g 
th e Exterminat o r. Thi s outer laye r is vu lnerable to all 
fo rms o f ph ysical attack . Th e seco nd set (AC 40, HP 
r o) repr esents th e intern al c.luralloy stru ctur e. Thi s is 
imp e r\'i o u s to all no n-e ne rgy and no n -ex p los iv 
att ack (s,\' or c.ls. bull ets, etc.) , and can o nl y he dam 
aged after th e outer la er is destro yed . 

Equip1nent: Initiall y , Extermin ato rs carry a spec ial 
w eap o n wh en th ey are f ir st see n . Thi s w eapo n. th e 
Plasma Rifl e. is detailed in the \Xleapo ns secti on o f thi s 
boo k let. Th e Extermin ator has a multitud of att ack 
o pti o ns a, ·ai labl e to it in additi o n to thi s pm\' er ful 
w eapo n . Th e Exterm in ato r can also use its tw o fists. 
t\\' O feet. o r it ca n use nearb y o bj ec ts fo r w ea po ns. 
Each of its f ists cause 6d6 po int s o f dama ge. Each fo ot 
can ki ck fo r 8c.16 po int s of c.lamag ". ny target w igh
ing 1 ·ss than 450 ki log rams can he thr m \'n an effort 
less c.110 feet in an y dir ect io n for as man y po int s o f 
dam age. Th ose w eighin g fr o m 51 to 900 kil og rams 
can be thr mvn fo r ha l f th e di sta nce and da ma ge . It 
cannot use mo re th an o ne of th ese attack o pt io ns in a 
sin gle melee ro und . 

Reactions: !th o ugh th e Exterm inato r's sensors are 
li mit ed fo r tra ckin g . its hi gh int ell ig ·nee allo \\' s co m
p lex c.lec.luct ive rc:asonin g and soc ial in sight fo r qui ck 

adapt abili ty in an· env iro nm ent , easil y co mp ensatin g 
fo r any o th er liminti o n . Th e Ex term inato r' s int elli 
ge nce mu st be str essed. I t was o ne o f th e mos t ac.1-
vancec.l robots eve r created . 

Th e Exte rmin ato r an c mmuni cat w ith Cy b er
neti c I nstall ati o ns and Th ink Tank s. but o nl y to fur 
th er its o wn purp oses. It tak es o rd ers fr o m no o ne. 
exce pt poss ib ly its creato rs. Th e F.x termin ato r co m 
muni ca tes with b in gs o nl y wh e n necess ar y ; any 
att empt at und esir ed o mmuni cati o n p rom pt s a sud 
den but co nc ise respo ns that end s all co nve rsati on. 
Th e Ex termina to r neve r ask s fo r he lp and a lways 
w o rks alone. 

An Extermin ato r attacks o nl y at th e m st adva nta
geo us tim e. and neve r att a k s , hen th e o pp os ing 
fo rce is too great. If necessary. it mak s use of an y
thin g around it as a w eapo n. If damaged th e Extermi 
nato r is capabl o f min o r self-repair o f th e sy nth eti c 
skin cove rin g. nee th e sy ntheti c cove rin g is co m 
p letely damaged . it cann o t he repair ed . It can , hm -
ever. be rep laced . 

Househo ld Robo t (G AM IA '\ O RLI) Rules. page ·123) 

Indu str ial Robot ( A IM WI RLI) Rules, page 123) 

Mec.libo t (GA l I \'\ RU) Rules. page 12 ) 

Po lice Robot (G M IA \1' O RLD Rul s. page 12 

Repair Bot 
Percept: 25 
Stealth/R.U.: +5 
AC: 30 
Force Field : 0 
Speed: 48 
Hit Points: 65 
THAC: +6 
Attacks: 3 

O nh oard too ls ( aria h le) 
PS, DX: 75, 
Tech Level: I. 28 
CPU: Ratio nal 
Size: I (2 m ) 
XP Value: 10, 0 

Classification: Corp ora te/ Pri\ ·aI , Territory : nv 
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Mission Statement: This robot , a spec ific all y 
de igned to repa ir small hou · hold dev ices, appli
ance , weapo ns, and an oth r mall item it can grasp 
and hold. 

Description : This pr g ramm ed machin e is tw o 
meters tall re ting on eith er a whee l cl hassis ( if an 
in stallati o n m clel) o r hove r hn unit s ( i f the fi eld 
variety). 

Equipment : The repair bot bristl s with do zens of 
small tool arms. It has four thre -digit cla\Y arms with 
feeling sen or , for h lcling obj cts, and a special sen
sor pod arm that an ncentrate all o f its sensor to 
bear upon a mall object (d urin g an operation such as 
this. the robo t is co mpl ete ly una, ar o f its environ
ment). It has an enh anced Dexter ity. an expanded 
memory bank f informati n on small dev ices and 
weapons repair , and hunclr ecls of too l and miscell a
neous quipm nt used for those r pair . 

Repa ir robots of both var i ti es hav e at least fou r 
too ls that can be used as clgecl or burning weapons, 
eac h that ca use cl6 points of dam age. Th ey ca n 
attack w ith all fo ur\ eap ns in a singl e melee round. 

Reactions: The robo t clo s not care who ow n · the 
item, only that it must be fixed. Th ese unit s are pro
grammed to cl fend th mselves against any assault. 

Robot Vehicle 
Percept: -
Stealth/R .U.: -15 
AC: 20 
Force Field: 0 
Speed: 2 
Hit Points: -0-200 
TRAC: +O 
Attacks: 0 
PS, DX: 15, 1 
Tech Level: l 
CPU: Literal 
Size: L-H (2111-8111 long) 
XP Value : 6-0 
Classification: Corporate Territory: ssignecl route 

Mission Statement: robo t ehicl e is a no rmal , 
pm er cl veh icle with a robotic brain. 

De cription: There i n limit to the appearanc s 
of th is type of robot ic unit. The) can be anythin g 
from a ·mall compact w heeled v hid e to a large jet
liner. lost of the sub orbi tal shuttl es are classified as 
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robotic vehicl s as we ll. 
Equipment: Robo t ehicl e poss ss boo ter jets 

that allow th m to move at x normal sp eds or leap 
fi v meters int o the air for one round increments. It 
takes ten minut to recharge the jets wh en used. 

Robot ic vehicl s pos e · tw o thr e meter long ten
tacles, searchlight s, sound synth e iz rs ( that can pro
duce any sou nd ), and an analyt ical co mput er. Many 
are sea led airtight with a 30 minut e air suppl y to 

avoid poisonous gases and hard radiat ion. They may 
be equipp ed with two fr ont -mount ed and one rear
mount ed weapon of the am Master ' cho ice, but , 
genera lly, robot ic \ hi les are weap nless. 

Reactions: The I ster jets are only us cl to avoid 
co lli sions or ot her inciden es that put the vehicle or 
its passengers in jeopardy. An ne who possesses the 
kn ow ! clge to act ivate th e in-clash co mput er system 
and can speak in the languages kn ow n by the om
put r, is ab! to contro l the vehicle. Kno\J ·ing hm to 
activate the co mput er and co ntrol it i. onl y half the 
batt le. The vehicl needs fuel to fu lfil any orders. 

Security Robot ( MMA , . ORLD Rule ·. pg. 125) 

Security Robot, Heavy 
Percept: 30 
Stealth/R.U.: +10 
AC: 30 
Force Field : 25 
Speed: 21 
Hit Points: ro 
TRAC: +4( +8) 
Attacks: 2 

Hanel (lei + 2) 

eecller (Int 16) 
tun Ray(-) 

~ eapo n ( +4) 
PS, DX: 20, 2-
Tech Leve l: , 28 
CPU: Deductive 
Size: I (2. - m ) 

XP Value: 4 .000 

Classification : Corporate Territory: rounds 

Mission Statement: Th heavy s curit y robot is 
designed to pre\ en t the unl awf ul ntr y of persons 
onto compan y land and buildings. Secondly, they are 



programm d to pr eve nt dam ag to co mpany prop rty 
and to assist mpl oyees wh eneve r necessa1y. 

Des cription: Th ese unit s are ro ughl y human o id in 
shap e. In additi o n to its tw o human o id arms , i t has 
fou r retractabl e th ree meter long tentacle s. 

Equipm e nt: Th hea y security rob ot has a pair o f 
tracto r/ pr essor beams that can lif t 3 -0 kilogr ams at a 
45 m eter rang e. Th e heavy sec urity robot is sea led 
aga in st \\ ·,it er and co rro sives, has enh anced multipl e 
actions . and Robo t umm o nin g and o mmand over 
all o th er secu rit y robots within a two mil e radiu s. It 
also has a co mmuni catio ns send er, a repa ir program , 
and mi scell aneo us equipm ent that deal wit h securing 
captu red opp o nents. 

Th e H eavy S c urit y rob o t ca rri es the follm v in g 
weapons: \ lase r rifl e, mark X II blast er, stun ray 
rifl e. grenad e lau ncher (w ith 12 random g renad es), 
and a min e layer c~ ith four rand om bo mb s). 

Rea ction s : Unlik e the standard issu e secur it y 
robot. heavy securit y robot s are not dir ected to care
fu ll y subdu e peo pl e. Th y often use leth -ll force , hen 
prot ect in g th ir charges, be it an indi v idu al , a build 
ing . or an installati o n. Th ese unit s are artifi cial int elli
gence robots usuall y dir ected to prot ec t an area, an 
install at io n, or a single character. 

Sentry 
Pe rce pt: 30 
Stea lth/R. U.: 35 
AC: 25/ 30 
For ce Fie ld: 0 
Spee d: 30 
Hit Points : 2 
THAC: +O 
Attack s : 0 
PS, DX: 5. 40 
Tec h Leve l: I 

CPU: Anal y tical 
Size : 0.5m 
XPV alu e : 65 

Class ific ation: orporat e Territory: In stallati o n 

Miss ion State m e nt: Th e Sent ry Ro botoid. also 
kn o wn simpl y as a Ro bo ti c Eyeball. is a li gh t-duty , 
audi o- isual mo nitoring dron e unit. 

Desc ription: Th e sentr y robo ts' o uter sh l ls are 
light plasti c sphe res. one-ha lf meter in diam eter and 

w igh in g one and o ne-half kil g rams. Th eir size and 
light weig ht g ives th em a high air resistan ·e so th ey 
move (and fall if th eir antigra unit fail ) quit e slm ly. 

Th e surfa ce o f a Sentry ha s thr ee distinc t zo nes . 
Th e und erside is the ant igrav rad iator zo ne. Th ere is a 
fiv e ce ntim eter wid stab ili z r zo ne around th e mid 
dl e o f th e sent1y. Thi s zone has aud io and visua l sen
sors that scan a cir ·le o n th gro und with a diamete r 
equal to th e sent ry"s altitud e. Th e third zo ne, o n top 
of th e unit , co nt a in s th e -1naly ti ca l co mput er an d 
transm itt ers that all ow the sentr y dr o ne unit to co m
muni cate w ith its host. 

Equipm ent: Sentr ies are quipped , ith co mmuni 
cators (w ith opti o nal signa l s ramblin g circuits ), audi le 
senso rs, and visua l cameras w ith infrar ed and v isual 
spect rum capabiliti es o nly. Th e sent ry can be eq uipp ed 
w id1 UV, but at th loss of one of the o ther o pti ons. 

Rea ction s : . entri es ca n o nl y esca pe damage by 
mov ing o ut o f th e ~ ay. Th ey have no o th er defe nsi ve 
ca pabiliti e : th ey lack th e fo rce fie ld s co mm o n in 
robot ic units . Sentri es are co mpl ete ly co ntroll ed by 
eith r a cy bern eti c in sta ll at io n , a think tank , o r any 
other co mput er wi th at least a ratio nal •'int elli gence .'' 
Th ey form a netw o rk tun ed to a parti cular co ntr o ller. 
and cannot be mm ·ed to a diff erent system w ithout 
fir st deactivating the dr o ne unit. 

If a ,'e ntty dron e unit suff ers -0 % damag e, its anti 
grav unit is damag ed and th e unit fall s. It rece i es an 
additi o nal o ne po int o f damag e for eve ,y ten meters it 
falls. 

Stalker 
Pe rcept: 25 
Stealth/R. U. : 30 
AC: 20 
Forc e Fie ld: 100 
Spee d: 24 
Hit Poin ts : 100 
THAC: +6 
Attacks: 5 

T~ o Las r Rifl es 
Tw o Stun Ray Rifles 
O ne set of jaws 

PS, DX: 35. 50 
Tec h Leve l: 1 
CPU: Creat ive 
Size : 3m 
XP Valu e : 13.000 
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Classification: i ii/ Militar y Territory: lission 

Mission Statement: Robot i stalk ers ar a typ of 
secu rit y r bo t ge neral! used to tra ck d o v n and 
retri e fugitive s. talk ers can be pr progr amm ed to 
track thin gs, to patrol ' tn area, o r they can be used as 
a means of transportation. The are o ft en used in 
place of securit y robot during time s o f shortage. 

De cription: talk rs loo k lik e thr ee meter- lo ng 
mechan i al ants. Th y are one and o ne-half mer rs 
tall. Tw lens s on their heads, their prim a1y sensors, 
glow infrar ed v h n they are a rive . 

Equipm e nt: Th e trackin g capab iliti es are used in 
co mbinati o n for be ·t pur su it. Th e senso rs rang es 
b low are gi n for th prirn a, s nsors located in th 
head. Th ey o p rate in a co ne 5° , id . Th e ranges 
stated belm alr eady take in to acco unt obstru ctions, 
backgro und no ises, t rnp erat ur e. v isibilit y, radia t io n 
levels, etc. ther sens rs spread th roughout th bod y 
all ow 360 ° tr ac kin g apab ilit ove r a nnge o f 25 
meters. 

Th e Stalk er can climb - o slopes: they use their 
antigrav pods to cross teepe r slopes and pla ces too 
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rough for their feet. Tw o la ·er rifl es and t, o run ray 
rifl es are mount d on its head. Ea h gun has an inde
pend ent pO\ve r o ur ce g iv in g it 100 total shots. but 
these gun s can onl y I e us cl by rh ~ stalk er unit , not 
th e rid ~r. Th , a po ns an no t fun ction , hil e th e 
fo rce fi eld is a ti atecl; if used , th e v eap ons hit the 
shield s. 

Th ro bo ti c sta lk er ha s a pa ir of pin cher-ja, , ·s 
attached to its head . The e jaw s can reach out a tota l 
of fo ur meters to grab it ms r indi idu al . bj cts as 
large a· one mete r in di ameter and as mu ch a: 200 
ki log rams can b held secur ely \ ith in its grasp . Th e 
jaws are ofte n used to secur pri soners o r criminals as 
the stalker return s to its bas o f o rigin . Th e pin chers. 
howeve r. are lin ed w ith ex tr me ly sharp and tensi led 
blad s. causing 8cl6 po ints of damag per bite. Th ese 
blades can be retrac ted \. hen req uir ed . 

Primar y Sensor 
Standard Light & 
Infr ared (Heat) 
R siclual Heat 

Range 
ouncl 500 meters 

r Kil om ters 
ne meter 

(w ithin t\ o hours) 



Telescopic l maging 
Voiceprint 
Chemical Trace (Scent ) 

Lin e o f sight 
200 m ters 
800 meters (within .36 hour s) 

Reaction s : Stalk er can be ridd en as long as th ey 
are not o n a curr ent assignm enr. Th ere is a rid er·s sad
d le and he lmet o n th e robot's back. An y attempt to 
stop th e Stalker wh en o n dut y causes the const ruct to 
attack ,, ith its stun w eap o ns. It attacks , ith its dam 
aging weapons when it deems necessary. 

Stalke rs track ju st as , e ll \.\·ith o r ,v ith o ut a rid er. 
hara cters ridin g a sta lker can get tra cking informa 

tion th o ugh th e hel met. A rid r can co nt ro l th e stalk er 
ma nu all y and can use any o f the stalk er's systems o r 
w eap o ns. 

Supervisory Borg 
Percept: 20 
Stealth/R.U.: +12 
AC: 22 
Force Field: 2~ 
Speed: 32 
Hit Point s : 220 
1HAC: +8 
Attacks: 3 
PS, DX: 2 . 12 
Tech Level: I 

CP : Creati\ ·e 
Size: 2m 
XP Value: 2 .000 

Classification: Milita 1y Territory: Bases 

Mission State1nent: Superv iso ry ho rgs arc pro 
gramm ed to ensure that th eir base of ope rations run s 
in an orde rly fashi o n and is we ll maintain ed. 

Description: Th e Supe rv isory bo rg ·s o ne metcr -tall 
human o id trunk rests o n a one nP ter-sq uar e has ~. It 
has tw o humanoid arms ab le to man ipulate any too ls 
or equ ipm ent designed fo r human use. 

Equipm e nt: Sup rv isory bor gs ha e radio circuitr y 
that :tll cl\\ · th em to co ntr o l all o th er robo ts wi thin a 
o ne mile radius . In fact . each super v isory bo rg kn ows 
w hen an andro id o r robo ti c unit is , ithin its rang e. 
By th e same to ken. the robot ic uni ts and androids arc 
awa re of th · bo rg·s pr esence as wel l. 

Supe rviso ry borgs g ·ncrall y do not carr y w eap o ns 
unl ess th ey beli e e they or th eir install ation is in clan-

ger. If arm ed. a sup erviso ry bo rg w ill cany th e dead
li est weapon it can find in the wc ·Ipon s loc ker. 

Reactions: Sup rv iso1y bo rgs ex hib it g reat patien ce 
when dealing w ith hu ma ns and human o id s. E en 
human s disfi gured alm ost beyo nd recog niti on arc tol 
erated. How eve r, mutat ed anima ls. talking plant s, and 
th e lik e are an imm nse curi os ity . and are of ten cap
tur ed on sigh t. Th ese unfortunat e creatur es are often 
ki lled. dissected , and catalog ued. 

Th er are rum ors that , up ' rv iso ry Bo rgs occas io n
ally allmY hum ans to stay br iefly at an install ation if it 
is appar ent they just endured co mbat. 13 fo re, arned . 
ho w eve r. that no t all Sup erv isor y Bo rgs are "sa ne.·· 
They ha e o rgani c bra in s t hat all ow the m cr ~ati ve 
th o ught. fte r long cen turi es of bo redo m and lo neli 
ness. th ese o rganic brains can suff er fr o m num ero us 
psyc hoses . 

Timberer 
Percept: 5 

tealth / R. .: -25 
AC: 3~ 
Force Field: 0 

pe ed: 9 
Hit Points: 800 
THAC: +36 
Attacks: 3 

Sa,,· Arm (12d6) 
rane rm (l0d6) 

Paint un ( ld 6) 
PS, DX: 1500, 10 
Tech Level: T. 3 
CP : Dedu ctive 
Size: G (5 m ) 

XP Value: l 08.000 

Class ifi ca tion: ove rnm ent Territory: , oo d lan Is 

Mission Statement: Th e T imb erer is cl ·sig ned to 
move throu gh fo rest. markin g di seased o r dead tre es 
for futur e c utting w ith it s hug e built - in paint gun 
whi le cutting down th e tr ees that hav e be n pr ev i
o usly mark ~cI. 

Description: This 50 meter tall , 75 meter I ng , 25 
meter , id e quadrup ed programm ed ma chin J is run 
by a pair o f sealed int ern al co mput ers. Th ese co mput 
ers ar • lo ·ated in separat e areas of the bot , so if o ne 
beco mes dama ged. it an rely upo n ti · seco nd unti l 
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repa irs can be p rform ed (pre ferab ly from a Heavy 
Enginee ring Bot). 

Equipment: Th e timb e rer ha s thr ee large arms: 
one is a hug e aw that cut down the trees (ca using 
12d6 points damage wh n us d against a living crea
ture), another is a cra ne for lifting the fallen trees (it 
causes 10d6 points dama ge when u ed against a liv
ing creature) and the other i a large paint gun (rang 
30 meters, causing lcl6 points of clamag ). 

Th inde lible shocking pink ink used to mark trees 
pe rmanently ta ins whate ·er or whomev r it touches . 
There is no know n so l ent for the paint. Any player 
char a ter hit by the ink remain pink for lcll0 yea rs 
unless affect d by om mutation. 

Reactions: n ·e ·ut , th e tr ees are lift cl a nd 
stacked on th e hug e, flat, rea r pl atform jutting o ut 
from th back of the robo t. Once this plat.form is full, 
the Timber r (al o kno n a the Lumb rbot) trundl es 
off to an area where th trees an b picked up and 
carried to a proc sing plant. 

Valet Robot 
Percept: 1-
Stealth/R.U.: + 10 
AC: 18 
Force Field: 0 
Speed: 12 
Hit Points: -
TRAC: + 2( + 2) 
Attacks: 2 

Hand (ld4+2) 
Weapon 

PS, DX: 20 20 
Tech Level: , 18 
CPU: Analytical 
Size: M (2m) 
XP Value: - ,000 

Classification: Private Territory: Home 

Mission Statement: Thi robot was create d to be a 
refined robo rvant , s r ing as valet, coo k, compan
ion, aretaker, "ar ch dog , etc. 

Description: Th valet robot is a I gless , floa ting 
autobo t with two hum anoid arms . It is eq uipp ed with 
an expanded memory that ex ists only to sto re infor
mation abo ut it owner, who is u ·ual ly considered to 
be the charact r that purchas s it or oth 1-wise lega lly 
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tak es possession o f it (a - d term in cl by the Game 
Maste r) . It has the ca pac ity to lea rn up to four lan
guages a nd o n ly takes a week to hav e a working 
vocab ula1y in a new one. On ce a languag e is lea rned , 
the robot can act as an interpreter. 

Equipment: Eac h alet ro l or has misce llaneo us 
eq uipm ent to a sist it in the fulfillment of its duti e , 
includin g a floo dlight , a m di-kit , a fir extinguisher , a 
com muni cator, and a tractor / pres or b am that can lift 
100 kilog ram at a range of ix met rs. To prot ec t its 
ow ner, the val t bot is al o equipp ed with a stun ray 
pisto l and a soni emitter that functions as the so nic 
blast mutation and causes 3cl6+4 points of dama ge. 

Reactions: The a let Robot wa creat d to be a 
se rvant to its own r. It can lea rn to clean a haracter"s 
weapo n coo k food wash clothing , and obs rve man
ners. When po ssion is fir t es tal lish d , the valet 
robot talk to th chara cte r and ob r es him for 
hour , co llec ting detail ed dat a about the chara cte r. 
On ce the robot I elieves it ha · a good und erstandi ng 
of its new ma ter (usually aft r a day or two) , it will 
ignore input from all other being xcept its mast r. 

Veterinary Robot 
Percept! 1-

Stealth/R.U.: 0 
AC: 15 
Force Field: 0 
Speed: 1-
Hit Points: 60 
TRAC: +2 (+4) 
Attacks: 2 

Hand (lcl4+2) 
Darts (Int 20) 

PS, DX: 15, 20 
Tech Level: I , 2 
CPU: Rational 
Size: M (4m) 
XP Value: 2,000 

Classification: Pri are Territory: Ranch 

Mission Statement: The e te rin ary Robot was 
des igned for u e with herd anima ls uch as ca ttle , 
sh p, ranch d d r and moose, and emu. The robot 
assists the animal in birthing , hea ling breaks and abra
sions, and giving preve ntativ med icines. 

Description: Thi s four meter tal l pr og rammed 



machine is strang ly shape d. On th bottom o f a 
thr ee m ter- long co lumn are wide treads designed to 
take it o er most terra in where domestic anima ls are 
herded . Ar the top o f the co lumn is a spid e r- lik e 
assembly with six lo ng arms that can reac h to the 
gro und , three humanoid arms, and th ree specia l limbs 
that have p adde d c la~,·s des ign cl to ho ld animals 
whil e in0i cting little o r no damage on them. 

Equipm ent : The veter ina1y robo t has an expa nded 
memory bank that includes vete rinar y data on all nor
mal, domesti farm animals it would have to treat. To 
assist in capt uring o r turning un o nscious anima ls 
ov r, the vete rinar y robot is also eq uipp ed with two 
tractor / pressor beams that can mov e 500 ki lograms 
eac h at a 12 meter range. The et r ina ry rob ot has 
comp lete vete rinar y operati o ns equipment including 
drugs instruments , analyzing eq uipm ent , and anes
thetizing darts accurate up to 100 meters. Two such 
darts can be fired eve ry round . Each one possesses 
Int ensi ty 20 debi li tat ive poiso n. This part icu lar drug 
does not cause death. 

Re action s : Though these units w re designed only 
for non -mutated animals (and can cure such creatur es 

100% of the time) , there is a -% chance (minus 5% per 
mutation) that the unit can h Ip cure a mutated anima l. 

Warbot (GA IMA ' RLI) Rules, page 125) 

Weapons Maintenance Drone 
Installation Field 
lode ! Mod el 

Perc ept : 10 15 
Stealth/R.U. : 0 +5 
AC: 18 22 
Force Field: 0 20 
Speed: 15 _4 
Hit Points: 60 8-

THAC: +2( +4) 
Attacks: 0 2 

Beam (2d4) 
Weapon ( aries) 

PS, DX: 15, 20 20, 20 
Tech Level: , 20 v, 20 
CPU: Amlytical Dedu ·rive 
Size: 2.5m 0.5m sphere 
XPValu e : 975 4.000 
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Classification: 
Territory: 

Installation Model: 

lil ita1y 
Instal lation 

Mi sion Statement: Th 

Militar y 
ari 'S 

in stallation m ode l 
eapons Maint enan ce Dron e, o r I -\l M l as it was 

call cl. was desig n d to facilitat repairs on w eapons 
of all kind s. 

Description: Th e eap o ns Ma int enan ce Dro ne 
found al in tall at ion I oks lik e an ove rsized pl asti c 
gun case that can f its most w eapon ·. Loo kin g insid e 
r v al all th intri cate c ir cuitr y and de ices o f an 
ad an ·ed pi of quipm nt. nee a w ea po n is 
plac cl in th Weapon s Maint enan e Drone, it scans 
the weapon oil it. mak es any necessary repair s to it. 
and gen rally maintain it. It also reads out how man y 
charg s are left in the pm er cell , battery. or what eve r 
powers it. 

Equipment : Th e \l ap ns Maim enan ce Dr o ne 
com es wi th a variety o f o il s part s, capacitor s. mem
or rystals, wir , ptica l abling and a mu ltitud e of 
mini ature too ls that ar ne ssary to exp edit r pa irs. 
Th e install ati n mod 1, hm eYer, has no weapons and 
must be carri ed sin ce it has no mot i e fo rce of it s 
own . 

Reactions: Th \l eapon s Maint enan ce Dron e can 
be use d b y T ec h III o r Tec h I c hara c te rs eve n 
though th construct i · ' l T ch de ice. It is po,\'C:n:d 
by tw o Hydrog en Pm r ells that allo '> the dev ice to 
cl ean , fix , o r oth rwi ·e maintain s twe lve ,, ·cap o ns 
befor e exp ending its ell s. Th e Gam e Master shou ld 
alwa s con sid r th c nditi on of a w eapon that is not 
m·1intain ed prop erl y . dirt y, ru st in g. o r neg lec ted 
w eapon can ah ays t p fun ctioning . jam . bl ow up , 
etc ., especiall y at the most inopp ortun e tim e. 

Field Model: 
Mission Statement: Th '\ ' ea po ns laint enancc 

Dron was er ated to mak e fast and loos , r ·1x 1irs on 
w a po ns o f all kind s. Th \l ea po ns Maim ' nance 
I rone, or \l MD as it, a ail ed . w as designed fo r use 
by soldi r · and tank perso nn I in th e fi e ld in th e 

ears b f re th ho lo au st that led to th , I ,1 
\l ORLD camp aign. 

De cription: Th e Field model '\.' ea po ns maint c
nan ·e Dr o ne is on e-half meter in diam eter. , eve n.ti 
small tentacl ·s hang from und er th e dr on ·s h ll y as 
w ell as several types of audi o and visual s' nsors and 
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cameras. A set of fo ur roboti c hand s hid e w ithin the 
sphc r ·. com ing out only wh en r ' JXtir w ork is need ·d. 

no th er gro up o f se nso rs r ide o n th e to p of th e 
dro ne. all ow in g il to sur vey th e t >rrain aro un d i t. 
Th ese all O\ the robot ic unil lo du ·k out of the way in 
dangero us situati ons. 

nee a w eapon is pl aced in th \l eapons aint -
nan cc Dro n ·s robo ti c hand s, it s ·an s th e weapon 
with a small co il of sensors, o ils it , mak ,s any neces
sa1y repair s to il (w ithin reason), and generally main
tain s it. It ,, ·ill also read out hO\ many charg ·s are left 
in th e pm ,·er ce ll. batt er . o r , hateve r pm ers it. If 
the wea pon is not badl y damag d , th , dr on can usu
ally fi x the de ice , ithin 1,, 0 minut es. 

Equipment: Th e '\ ea po ns Maint enance Dr o ne 
co mes w ith a variety of o il s, parts, capacito rs. mem
ory crystals. w ire, opti cal cab lin g. and a multitud e o f 
mini atur e too ls that are necessa1y lo ex p ·elite repairs 
and pr eYet1lali v maint enan ce . Th e fi eld model has 
seve ral human - lik e hand s th at all o w rh e d ro ne to 
mo\'e th e wea po n abo ut in it s g rasp as il loo ks fo r 
probl em ar ' as. Th e d ro n has a tra to r/ pressor beam 
that it uses to li ft heav ier ,, eaponr y . As mu ch as I 
kil og rams can be li fted by thi s b •am. 

Th e tracto r pr essor I eam can b used as a min or 
w eapo n \\'h en th e '\ "apo ns 1aint j nan · ' Dron e is 
attacked . Thi s is a uni que abil ity. By shiftin g its frame 
usin g it s anti grav fli ght capabili t . th e '\. M D ca n 
ex pend its pressor ·apabiliti es in a single pul s '. Thi s 
pu lse causes 2d4 po int s o f damage to th e target : all 
fo rce fie lds are ignore I. 

React ion s : Th e '\ eapons laint enan ce I ronc can 
b , used by T ~c h Ill o r Tec h I charac te rs eve n 
though the constru ct is a T ch d ·v i ·e. Th e \l ' capons 
Maint enance Drone has enough pans and lubri cation 
to clean . fi x . o r otherwi se maint ain 24 \ eapons. Th e 

amc Master should al'> ays ·onsider the co nd ition o f 
a ,, ·eapo n th at is no t mainta ined pr o perl y . d irt y . 
rustin g, o r neg lected w eapon can ah ays slo p fun c
tioni ng . jam, blow up , etc. 



Table 6-1: Mi cellaneous Gear 

Tech Level , Avg . Wt 
ame Complex ity Duration Cost (kg) 

Al embi c IV, 5 Const ant 400 0.5 
Antigrav Pod VI, 8 ½ hr 5,000 25 
Anvil TI, 4 Constant 45 5 
Bang Balls III, 10 1 use 15 0.1 
Belt , Drop VI, 7 20 falls 2,000 1 
Binocula rs IV, 6 500 0.5 
Body Build er III, 26 995 35 
Bro adcast Power 

Charger V, 25 5,000 7 
Station VI, 55 

Caltrop II , 1 Const ant 1/ 10 0.01 
CampGuard III, 8 1 yea r 25 0.5 
Charger , Solar V, 10 1,500 1 
Cloak , Energy V, 8 72 hrs 350 1 
Communi cator v, 14 6 hrs 500 0.5 
Com muni cato r VI, 16 6 hrs 500 0.5 
Control exus v, 20 
Cube , Glow V, 6 8 hrs 100 0.5 
Death Field Generator V, 1 1 min 4 
Detector, Life Force VI, 10 1 hr 800 1 
Detector , Motion V, 15 4 hr 800 1 
D1y Showe r IV, 10 25 use 900 45 
Durall oy , Liquid VI, 18 8,000 12 
Envirolyzer V, 20 12 use 750 2 
Ferrofoam IV, 10 175 3 
Ferrofoam , Force Oxygen IV, 10 275 4 
Fire Extinguisher IV, 7 400 6 
Flashli ght IV, 5 32 hrs 50 0.5 
Folding Portacart IV, 8 450 3 
Fuel Cell , ucle ar VI, 6 1,000 8 
Garment Autopress IV, 14 10 min s 850 14 
Generator , EMP III, 15 1 min 300 30 
Generator , MCII IV, 15 200 20 
Generator , Solar III, 15 150 10 
Glasses, Gnome III, 5 25 0.1 
Gloves, Sap III, 5 10 1 
Glue , Super III, 7 10 0.01 
Gravitic Acce lerator v, 21 100 hrs 420 3 
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ame 

Guidance 
I 

La er 
Ordinanc 
Seeking 

Guidance , ire 
Gyroscope 
Hand , Remote 
Hydrox 
I. D. arcl 

Maintenance 
Override Program 
Civil 
, ecurity 
Personal 
Super is r 

nknown 
In formation R trieval ystem 
Lexicon 
Lipod racinator , Per anal 
Listenin g D vice 
M tal, Liquid 
Parking Meter 

apalm II 
eutralizing Pigments 
Black 
Gre n 

rey 
rang 

Reel 
Pack , Lift 
Parachute 
Portent 

II 
tomic 

Chem ical 
Hyclrog n 
olar 

Prox ima , ett ing 
Radiation , uit Repa ir Kit 
Radio, l isten only 
Radio, Ham 
Rec iv rand .. Bugs .. 

Bugs 
Receiver 

Sa, , Power Tree 

T ch Level, 
Compl ex ity 

l , 1 
IV , 12 
IV 8 
IV, 10 
I , r 
III,8 
VI , 13 

, 12 
, 22 

III 8 
VI , +10 
I , 8 
III , -

IV , 10 
IV 10 
I , 10 
IV, 10 
I , 10 
VI , 7 
IV, 1 
VI, 13 

VI , 12 
IV, 5 

III , 10 
III , 18 
III , 12 

Duration 

Constant 
1 hr 

8 hrs 
6 hrs 
4 hrs 
100 hrs 

O ne hr 

24 hrs 
24 hrs 
24 hrs 
24 hrs 
24 hrs 
8 hrs 

12 hrs 

8 hrs 
8 hrs 

200 hrs 
100 hrs 
1 hr 
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Avg. 
Cost 

3,000 
1-00 
Fr e 
750 

1,000 
1-

2,000 

750 
-,ooo 
TOO 

9,000 
200 

1,000 
-o 

3,000 
600 
6-o 
6-o 

x4 
50 
40 

200 
ro 
100 
250 
-oo 
750 
200 

roo 

-,ooo 
100 
-o 

1,000 

-o 
150 
700 

Z- / ea 
200 
90 

Wt 
(kg) 

0 
0 
0 
0 
0 
0.2-
1 
0.5 

0 
0 
0 
0 
0 
0 
0 
o.
o.-

12 
o.

/ A 
7 
1 

o.-
0.5 
o.
o.-
0.5 
5 

10 

r 
0 
0 
0 

I 
2 

3 
0.5 

0.1 

4 



1~un e 

Sensor 
Art ifi cial 
Bio Energy 
Eye-mo ement 

Sight 
Com put er 
IR (Scope) 
JR (. cope) 
IR (-cope) 
Laser 
Laser 
Telescopic 

Slowglass 
Slowm irro r 
Srnoke Generato r 
Sound Filter 
Tentman 
Th erm omete r 
Thought ap 
Thru ster. Pocket 
Too l Set 
Tor ch. Atom ic 
To rch. Laser 
Tor ch , , o ni c 
Trashman 
Tria ngu la tor 

niversal arc! 
niversal Coo ker 

Voltmet r 
, ' eather Pred icto r 
, ' edge . Electri 

Tech Leve l , 
Com pl exi ty 

IV, 10 
IV, 10 
v, 24 

VI, 19 
IV, 10 
I . 10 
V, 10 

,8 
VI , 8 
IV, 4 
V, 5 

.5 
III. 14 
I , 16 
IV, 8 
111, -

V, 22 
Ill. 10 
Variabl e 
IV, 24 
IV. 14 
I , 20 

, 10 
Ill , 16 
IV, 18 
IV. 14 
IV. 12 

, 19 
l V. 16 

Duration 

100 uses 
100 uses 
100 uses 
100 uses 
100 us s 

100 uses 

o nstant 
o nstant 

Variab le 

12 uses 

Variabl 
12 bur sts 

20 hrs 
15 hrs 

50 

100 uses 

8 hrs 

Avg. \ '(/ 1 

Cost (kg) 

200 0.5 
200 0.5 

50 :3 

3, 00 0.5 
500 0.5 

50 0.5 
1,000 .5 
1,500 0.5 
1.500 0.5 

200 0.5 
ar ied ar ied 

Varied aried 
420 l] 

250 l 
250 3 

10 0 
900 ? -__ ) 

300 1.5 
\ ari es 2 

550 4 
r _) l 
150 2 
400 5 
100 ? -__ , 

0 
150 
350 0.5 
100 2 
250 2 

Alembic 
Tech Level: I 
Duration: o nstant 

Complexity: 5 
Avg. Cost: 400 
Weight : . 5 Kg 

it ,Yill co ntinuall y give a (poss ibl y) false, arn ing. This 
dev ic uses no ba u eri es; it is be li , , ·ed the outside 
shd l is a so lar co llector. 

The mbi · is a dev ice that ho lds flu ids, availabl e 
in a variety of shap es. From a simple co ffee cup to a 
fa ncy brand y snifter, th ese clear dev ices warn th e 
dr ink er if the re are an y impu riti es, radiati o n. pesti-
1 nee. o r po iso ns pr es nt in what eve r fluid th e alem
bi c is ho lding. It p rform s thi s simp le task by turnin g 
l lack at the presenc o f th ese substan ces. 

nee the dev ice ,va rns o f th ese clangers. the alem
bic mu st be thoroughly clea ned befo re its nex t us or 

Ant igrav Pod ( AMMA W RLI) Hules, pg. 86) 

Anvil 
Tech Level: rr 
Duration: onstant 

Complexity: 
Avg. Cost: 45 
Weight: 4 5 Kg 

The anvi l is a sim p le de ice made from a hea y 
i ron bl oc k and ofte n pl ated in stee l or some other 
no nco rr os ive and stu rd y m ta!. This is a necessary 
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too l for any meta lw orke r. 
Rumo rs once spo ke of a mania cal you ng and but 

very strong mutant named B. . who one tied a nylon 
rope to an anv il and s, ung it above hi s de ranged 
head in battle. He us cl it lik a flail. causing g reat 
agony and suff er ing up on his enemi es. n anvil used 
in thi s fashion. requ ir s at least a 20 Strength. causing 
8d8 points of damage ,, ith e ery strik e. 

Bang Balls 
Tech Level: m 
Duration: ne se 

Complexity: 10 
Avg. Cost: 15 
Weight: 0.1 Kg 

Th s thr entim et r diam te r, white, hard -
hell ed ball s ,v re cl velop cl to h Ip herd large 

gro up s of anim al . Th ugh th y are u uall y fir ed from 
air rifl , they al. o can I u cl from a lin g or thrown 
if the u -er has P 1 o r greater. 

n e a bang ball str ik s a urfa ce at least as hard as 
\Y O d , it cracks pen, em itting a I ud banging no i ·e. 

!though rhi au s n damag , it i quire loud and 
can b used to stampede catt le o r fri ghten awa y less 
int elli g nt er atur s. The balls usuall y om sixt een to 
a box or tub e. If all 16 ar smashed at the same Lim , 
it acts as a soni · attack that cause.· d6 po ints o f dam 
age to all within a 20 meter radius. 

Belt . Drop ( A IM '\ ' RLI) Rules, pg. 86) 

Bino ·ulars ( 

Body Builder 
Tech Level: I I I 
Duration: nstant 

RLI) Rules, pg. 86) 

Complexity: 26 
Avg. Cost: 995 
Weight: 35 Kg 

The Bod y Builder was an inventi on created at least 
thr ee ce nturi es before th e ho loca ust. In th ose 300 
yea rs. th e mach in e sa, g reat adva nceme nt in both 
cffecti\ ·eness and safety. Tt onsists of a large whee led 
pow ' r unit. supp leme ntal v itamin and min erals. and 
se\'e ral do zen sti cky nodul ·s with thin. tran slu ce nt 
wi n:s that atta ·h to th po,,· er unit. 

'\ hen th e Body Bu ilder is used prop er! . th e user 
take s a dose of the v itamin suppl ement. Th e st icky 
nodules are pla ced ove r th e locat ions o f th e mu scle 
groups to be ,, ·orkec.l. For examp le. a nodul e can be 

pla ced ove r ea h pecto ral , o n o n eac h side o f th e 
trapez ius, th r e on ·1ch f the tri ·eI h ads, four o n 
ach quaclri cep , etc. , ince there ar only 2 nodu les, 

the inc.Ii iclual must chaos wh ich mu scles recei e the 
nod ules. 

O nce in pl ace , th e u er turns th e po , er unit o n 
and li es do , n fo r a normal night"s sleep . Durin g thi s 
rest period. th powe r unit s ncl I ct ri · pul ses into 
th e mu scles to simul ate ntra cti o n and relax ati o n. 
Aft er se, ·eral hours of work , th powe r unit shut o ff 
an'ci sleep, fo r the user, ontinu s unint errupt cl. Th e 
suppl ements that the user takes incr as s the mu · le 
growt h by suppl em min g the b dy with nutri ents and 
safe horm onal nh anc ment . 

Wh n th us r aw -1kens th appr priat e mu s les 
fee l signifi cantl y w rk ecl, th ough th e user cl es not 
f el un co mfo rtab le thr ough o ut the ni ght. Aft er use, 
the user take another uppl em nt that co nt inu es the 
mu scle growth. 

The B dy Build r , as '1 creation for the indi idu al 
,vh o eith er did not have th d clicati on r th tim e to 
,vork long hour in the gy m to a hi , th body he o r 
she desired . 

\Xfhen thi s machin e ,, a · rel a eel th e co nfu sio n 
betw een body bui lders and w eight lift er - was furth er 
clouded . . ince the use of thi s machine in reas cl mus
cl size and not str ngth. th ma hin c's users became 
kn own as body bu il d ·rs. Th o ·e ho li ft ed ~, eights 
and used aerob ic machin s beca me kn own ·o ll e ·
Lively as we ight li fters . whethe r they lift ed for girth o r 
fo r strength . 

Th e Body Build er ,, ·ark s ex lu ·i ely on broadcast 
pow ·r. Tf the ma hin ' is in an area not s~rviced by a 
broadcas t pow r stati o n , th e body build er , ill no t 
f un cti on . s in g th ma chin d o s no t in c r ase 
strength. hut it cl es in crease th e user"s mu scle to ne 
and Chari sma h o ne po int ). Tf th user tak s th e 
suppl emental v iramin ., the user" · hari sma increases 
by o ne po int ery ld 4+ month s. ith out the sup 
pl ·m ·nts, th e on ~ p int harisma in r as happ ~ns 
within lc.16+6 month s. Thi s machin e can only in rease 
Charisma a max imum of l\.\ o po int s. 

Broadcast Power Charger 
Tech Level: Complexity: 25 
Duration: onstant Avg. Cost: 5,000 

Weight: Kg 
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The Broadcast Pow e r Charger is a d ev ice that 
wor ks excl usive ly o n Broadcast Power. When the 
device is in an area not serviced by Broadcast Power, 
it simp ly does not function. If in the range of a Broad 
cast Power Station, the device is in a constant state of 
readiness. 

The Broadcast Power Charger ca n charge the fol
low ing ce lls: Hydrogen Power Cells, Chemical Power 
Cells, and Solar Power Cells. Atomic Power Cells can
not be rec harged by this unit. So lar Power Ce lls, 
though ab le to be cha rged by this unit , are serviced 
more reliably by a So la r Cha rger. The Broadcast 
Power Charge r takes twelve hours to fully charge 
eac h type of battery. 

Broadcast Power Station 
Tech Level: VI Complexity: 55 
Duration: Constant Avg. Cost: Priceless 

Weight: Immeasured 

In the period before the Shadow Yea rs, most of the 
world's power was no longe r transmitted through 
wires, but broadcast through the air like radio or tele
vision signa ls. Most of the devices of the cit ies, 
robotic and not, functioned on this broadcast power. 
ome robotic and most military , security, and emer

ge ncy se rvice robots and vehicles had emerg ency 
power sources, or their base of opera tions had an 
emergency power source in case of a power loss . This 
kept the most important items runnin g at all times . 

A Broadcast Power Stat ion usually consists of a 
nuclear power plant or is part of a network of power 
plants and sate llites that produce the necessary power. 
The statio n has a specia lly designed broadcast tower 
similar to a mi rowave relay tower that broad casts the 
power throughout its spher ica l range. The broad cas t 
range varies with the terrain , but 20 to 100 kilometers 
is ave rage. The few Broadcast Power Stations that gen
erate their own power also dispatch their pow er by 
cab le to high -sec urity locales (i.e., think tanks and 
cybernetic installations) in order to give them a third 
auxiliary power source. In some cases, large installa 
tions or building co mpl exes have their own mini 
Broadcast Power Stations that supplies pow er to units 
within the walls or fences of the comp lex. This type of 
broadcast power never reaches beyond the wa lls 
(apparent ly some sort of e ne rgy dampening field 
keeps the power from projecting any farther). Few of 

these stations surv ived the holo aust as they wer ter
tiary military targ ets. The Game Maste r should plac 
these carefu lly if part of a scenario. 

Artifa cts using Broad cast Pow er use this type of 
pow er in pref e rence to all other. if it is avai lable . If 
such an artifact xits the rang e of a Broad as t Power 
Station and does not immediat e ly e nt e r that of 
another, the dev ice immed iately switches ove r to its 
auxiliary battery pow r if ava ilable. Robots and other 
inte lligent or semi -int Iii •ent dev ices mu st mak e an 
immediate dec is ion to e ithe r sw itch over to battery 
pow er or simp ly go off line. 

Caltrop 
Tech Level: II 
Duration: Constant 

Complexity: 1 
Avg. Cost: 1/ 10 
Weight: 0.01 Kg 

Caltrops are sma ll iron ba lls with four project ing 
points spread equidi stantly across its surfa ce . They 
are thrown o n th e ground in o rd e r to s low the 
progress of pur suers. When they are st pp cl on, they 
cause great pain and one point of damage. Tho s 
stuck by a ca ltrop mu t stop for a round to pu ll eac h 
caltrop out of his or her foot. 

For eac h caltrop thrown on a path, there is a co rre
sponding one perc nt chan ce that ea h pursuer will 
step on ld 4 (until all have caus d damag ). 

CampGuard 
Tech Level: III 
Duration: One Yea r 

Complexity: 8 
Avg. Cost: 25 
Weight: 0.5 Kg 

The CampGuarcl is a 20 centimet r-cliam ter plast ic 
disc with a gr id on one s ide, and is us ed to detect 
intrud ers. Once the unit is act ivated , any e r atu re 
larger than a hous e cat app roaching with in 35 m ters 
of the device sets off its loud beeper. This is perf ect 
for adventurers, esp cia lly when they ar amp cl in a 
cave, ruin s, or oth r area wher an oppo nent has to 
approach th em through a s ingl passage ; unfortu 
nat e ly, the d vice mu st be p laced at least 35 mete rs 
away from the camp sight. It should be not ed that the 
device also goes off when the owner approa ches to 
turn it off for the day , possib ly att racting attenti on in 
the pro cess. Th ese items are usually found (deact i
vated) in ruins or insta llations and are easy for any-
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one with Te h III repair know ledge to und erstand . 
Th ·1m1 Guard can b adapted to run on almos t 

·tny type of powe r ell, and can function for one full 
yea r on a sing! batt e1y. 

Charge r, olar (GAMMA '.: ORLD Rules, pg . 92) 

Cloa k, Energy (GAMMA WORLD Rules , pg. 86) 

Communi ato r ( AMMA ~, RlD Rules, pg. 86) 

Control Nexus Implant 
Tech Level: Complexity: 20 
Duration: onstant Avg. Cost: -

Weight: eg ligibl 

a ntra l nexus imp lants are small elec tronic-o rganic 
dev ices that link living crea tur s to a co mput er unit 
such as a yb rnetic in tallation or think tank. Each 
impl a nt i a mall butt o n e mb e dd ed in th e skin , 
sometim s co ntaining a soc k t for input wires. Tt can 
be disguised a · a cab, mole or any surface mark or 
blemish. 

The impl ant ha s a numb er of fibe rs that co nn ect 
dir ec tly to th e ne r ous ystem. Press ing the co ntrol 
nex us implant into th ·oft fles h of th e nec k, ches t, 
face , back , or arm causes the implant to adh ere and 
force its wires and elec trochemical filaments into the 
body , co nn cting itse lf to the character. 

Artificial beings such as androids and er atur es 
with a Mental Strength o r Int e llig en e of less th an 
seven ca n be fully co ntr o lled through an implant . 
Crea tur es with mental att ribut eq ual to o r high r 
than seve n cann ot be fully ontro lled , but their ph s
ica l, motiona l, and nervo us rates can be influenced 
to ca use fea r, panic, aggression lack of s leep , o r a 
similar reac tion . 

Implant s can directly , ithstand eight hit po int of 
d a mage , both e n e rgy a nd co ncuss ive damage. 
Remova l o r d stru ction of th e impl ant ca uses fully 
·ontrolled rea ture to suff r ld 6+4 hit po int of dam

·1ge and enter a full comato se state for ld 4 chys. rea-
tur es with an Intellige nce or Mental tr ngth grea ter 
than or eq ual t eve n also take ld6+4 hit po ints of 
damage , but they d not fall into a oma. Howe e r, 
they do lose ld 8 po ints of Dex terity (a minimum of 
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one) for ldlO hours . 
Any co mput e r with th e cap aci ty to influ e nce th e 

co ntr o l nex us impl a nts kn ows wh n such a dev ice 
passes w ithin a 25 kilomet r radiu s . Thi s detec tio n 
ab ility is du e to a b aeo n the Cont rol ex us Impl ant 
emits wheneve r it is not in d irect contact with a com
put e r. Th e Co ntr o l ex us Impl ant ga ins its power 
directly from the nervous system via its e lectrochemi
cal filaments. 

As lo ng as a co mput r d tec t th e beaco n , it ca n 
choose to ace ss the character. The character, on the 
other hand , will not realize a co ntrollin g comput er is 
w ithin ra nge until th e co mput e r tr ies to co ntr o l the 
charact r, and by that time it is usually too late (es pe
cially for the poo r unfortunat e character with e ither a 
M ntal Strength or an Intellige nce of seve n o r less). 

Cube , Glow (GAMMA WORLD Rules , pg. 88) 

Death Field Generator 
Tech Level: V 

Duration: One Minut e 
Complexity: 1 
Avg. Cost: -
Weight: 4 Kg 

Thi s dev ice is a blac k box appr ox imat ly 25 ce n
tim e te rs wi de , seve n ce ntim ete rs high , and 15 ce n
timeters long. It has two large dials and a small m ter 
window above each dial. The nee dles in the w indows 
hu g th e le ft s ide o f the ,v ind ow , w hile th e lines o n 
the two dials po int clow n (aw ay from the wind ows). 

Th e Dea th Fie ld Ge ne rat o r is a trap creat ed by a 
radica l sec t of the Ranks o f the Fit. It is used to kill the 
curi ous and th e stupid (wh ich th ey be lieve is all in 
the sam ). The first dial on the Dea th Field enerator 
co nt ro ls th e radiu s o f its effec t. Th e radiu s ca n be 
adjusted from one mete r to 35 meters. As the radiu s is 
adjusted , th meter abov the dial moves as we ll. The 
numb ers within the meter read O (ze ro) to 35. Terrain, 
such as buildin gs, bould ers, and vehicles do not inter
fere with the Death Field's effect. Characters p rotected 
by a force fie ld o f any kind are p rotec ted from th e 
fie ld's ffects. 

The seco nd dial co ntrol s the re lative strength of the 
Dea th Fi e ld . Th e ra diu s ca n be a dju s te d fr o m a 
Strength 1 fie ld to a Str ngth 35 field. As the strength 
is adju ste d , the mete r above the dial moves as we ll. 
The numb ers in this meter rea d from O to 35. 

If th e c ha rac t rs a re lik e ma ny in the GAMMA 

WORLD ca mpai gn , they will adju st o n o r bo th of 
th e me te rs s low ly and run away to see the e ff ct . 
Wh e n th ey see no n , th ey may co me bac k and try 
again. As long as the Death Fie ld's Strength does not 
eq ual or ex ·ee d the characters' , trength, they are fine. 
Once th e fie ld 's Strength is equal to o r g r ate r than 
theirs' , they are dea d . Th e Ga me Maste r shou ld pay 
close a tte nti o n to th e fie ld 's a rea o f e ffec t to make 
sure that all characters outside the effec t are not killed 
by this ho rrible dev ice 's effec ts. 

Detec tor, Life Force (GAMMA WORLD Rule , pg. 89) 

Detector, Motion (GAMMA W RLD Rules , pg . 90) 

Dry Shower 
Tech Level: IV 
Duration: 25 u ·es 

Complexity: 10 
Avg. Cost: 900 
Weight: 45 Kg 

Th e Dr y Sho w e r i · a two me te r ta ll , o ne me te r 
wide , and one meter long item that loo ks mu h like a 
20th-Centur y ph one boo th w ith a hin ge d doo r. Th e 
use r ca n ac tiva te th unit whe n he (a nd his clot he 
and belong ings) a re place d in th e Dry Showe r and 
the doo r close d . 

Whil e ac tivat e d- a p rocess th a t ta kes a ppr ox i
mately three minut es- the Dry how r disinfects and 
clea ns ve rythin g o n th e cha rac te r, in cludin g hi s 
clothin g , gea r, wea pons boo ks, armor, e tc. After the 
thr ee minut e pe riod , th e c hanc te r is o mpl e t ly 
clea ned , and eve ry bacterium and ge rm on his o r h r 
person eradicated. This is by far the clea nes t a charac
ter can eve r hope to beco me. 

Duralloy , Liquid (GAMMA W RLI Rules , pg. 89) 

Envim lyze r (GAMMA WORLI Rules , pg . 88) 

Ferrofoam 
Tech Level: IV 
Duration: Constant 

Comp lexity: 10 
Avg. Cost : 175 
Weight: 3 Kg 

Ferro foam is a polymer so lution co ntaining crys tal
lize d iro n particles. In th e pr ese nce o f fr e oxyge n 
(0 ) , ferro foam's ferrous particles a lign and the mate r
ial beco mes ·trong, grey, and gritty. Ferrofoa m hard-
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ens rapidl y; two seco nd s afte r re lease, on average . 
Ferrofoa m ha , one disadvantage: it is wa ter so luble. 
This disadvantage is also one of its grea test benefits. 

Ferrofoa m co mes in a thr e kilogra m co nta iner, 
similar to a fire extinguisher, that holds 18,000 cubic 
centimeters (roughly 45 squar meters) . Stress tests on 
ferrofoam have show n that 2.~ cubic centim ters eas 
ily supp orts 50 kilograms, while the mass is one-half 
gram per cubi c entimeter. 

Th e nozz le o f th e di spe nse r an be adju sted to 
allow thin or w ide strea ms. A wide , flat strea m hard
ens in one s cond , and is used for buildin g temporary 
walls or as an emerge ncy sea lant for space crah hull 
br eac hes . Ferro foam is neve r use d as a permanent 
buildin g material except in places with zero humidi ty 
(the moo n, pe rhaps) b ause humidi ty slow ly brea ks 
clown the material. 

Ferrofoam forms a strong bond with any material it 
to uches, th o ugh th bo nd is o nly as stro ng as the 
wea kest material: a sandy cliff cannot supp ort a ferro
foam brid g . Ferrofoam ca n also be used to res tra in 
captur ed n mi s , though standard res traints are far 
more reliable. 

It can be sprayed on protective gea r or vehicles for 
ex tra p rotec tion , up to +3. Every inch of fe rrofoa m 
grants a tempora ry + 1 Armor Class bonus. 

Ferrafaam 1 Farced Oxygen 
Tech Level: IV Complexity: 10 
Duration: Constant Avg. Cost: 275 

Weight: Kg 

This version of the ferrofoa m canister actually con
ta ins two canisters instead of one. One canister co n
tains ferrofoa m, while the seco nd co ntains oxyge n for 
the bondin g. This allows ferrofoa m to harden in loca
tio ns w he re there is no free oxyge n . Thi s type o f 
arrange ment was used to crea te temp orary housing 
on the moo n's surface ~ hil permanent housing was 
be ing built. The Forced Air Ferro foam also functions 
in free oxyge n. 

Fire Extinguisher (GAMMA WORLD Rules, pg. 88) 

70 Chapter 6: Miscellaneous Gear 



Folding Portacart 
Tech Level: IV Complexity: 8 
Duration: ons tant Avg. Cost: 50 

Weight: 3 Kg 

The Folding Po rt aca rt is a 60 ce ntim ete r. light 
\\"e ig ht dura ll oy sq uare that ca n unfold and accep t 
at t:1chments to become a fo ur -w hee led rec tan g ular 
cart. one meter \\'id e. t\\' o mete r long, and one -half 
meter deep. Ir comes \ ith a 120 centimeter ( 1.2 meter 
lo ng) telescopic metal pul l-handl e rhat scre\\ 'S to th e 
front of th e cart. Fou r rubb er-coa ted durall oy wheels 
(i nc lu ded) eas il y snap o n and off. makin g the ca rt 
easy to mm·e, while num erous e lasti c " ropes .. cl ip 
int o ho les in the side of the cart to hold large o r bu lky 
cargo in place. The portaca rt can carry up to 200 kilo
g ram s of cargo . from spare comic Po\\ ·er Ce ll s ro 
intoxicated companions. 

Fuel ell. Nuclear (G MMA \ RLD Rules, pg . 90) 

Garment Autopress 
Tech Level: IV Complexity: 14 
Duration: 10 minutes Avg. Cost: 850 

Weight: 14 Kg 

Th e armenr utopress was an inv ent ion of th e 
early 2 1st Centur y. It is a self -con tain ed p lastic and 
metal unit. roug hl y 100 centim eters lo ng , 60 cen time 
ters \\'i de , and 30 cen tim ete rs thi ck. The arm en t 

utopress is powen. :d by a sin g le H ydrogen PO\\ ·er 
ell for LOO uses and must ha\ ·e a lit er of wat er and 

o ne-fo urth cup of salt to opera te effic ien tly . 
T he name "a ut o pr ess .. is sorn \\"hat mis lead i ng 

since th e item cleans. disinfects . and pr esses clothing 
:di in rhe same process. It can handle th e equi \'a lent 
of o ne suit of clOLhes at one tim e. req uiring ten min 
utes to com pl ete one cycle . 

Th e garmenr au topress will not \\ ·ork \\ ·hen emp ty 
o r if the lid is no t sec ur e ly c lose d . Since it uses a 
chem ica l sub stan ce si milar to I Iy dr ox . rh e de\' ice 
loc ks ti g htl y wh en in opera ti o n. If en try is des ir ed 
\\ ·hi le it is in ope ratio n, it must he pried open. requ ir
ing 20 hi t points of damage. nee fo rced o pen. the 
chara cter and all \\ 'ithin tw o meters suffer the effec ts 
of hydrox \'apor damage (see I Iydrox). 

Generator, EMP 
Tech Level: III Complexity: 15 
Duration: O ne Minute Avg . Cost: 300 

Weight: 30 Kg 

The E IP G ·n ·rator is a large, hox. approx im ate ly 
I."> m ters to a side. lt is r ~latively l ight , hut its bulk 
demands that it be transpo rted by veh icle. \ h ·n acti
,·ated . th e F.MP ge nerato r creates thr ee E IP waves 
and a hu ge amount of heat. 

The three EMP waves are t ransmi tt ed in a 100 
meter sphe ri cal area of effect. In this ar ·a . all pow
ered it ems- in ludin g th ose th at use sola r power 
ce lls-a re in stant ly d act i ated. ny fo r ·e fields cur
rent ly act ivated are power~d down. The it ms pro 
tected by the fo rce fie ld are not affec ted by the first 
E IP \Yave. The sec nd wa e reassures that all pow
ered items ar deactivated. while affecting those items 
that once w ere protected b a force field. The third 
E IP wave further deactivates e\·eryth in g. All items 
\\·ithin th e area of effect ca n be powered up f i, ·e 
rounds after th EMP gen rator was activated. Any 
character within ten meters of the EMP generator not 
protected by duralloy must take J c.16 po int s of electr i
ca I damage and are rende red uncons ·io us for ldlO 
minutes. 

Th e Ei\ IP gen ~rator er ·ates a great deal of heat 
\\ ·hen it crea tes its Electromag netic Puls ' . If the dev ice 
is used again w it hin a one hour pe ri od, the heat 
buildup gets so g reat th at the E IP generato r inter
na ll y melts . caus ing the uc lear Fuel el l to melt 
down . Th is m el t down cr ' ates a zone of radiation 
(Streng th 21) with a ten kilometer radius. Th<: radia 
tion zone takes c le\ ·~n hours to Teat · . sp read ing one 
ki lome ter per hour. starting one hour from the begin 
ning of th e melt down. 

Generator, MCII 
Tech Level: I Complexity: I "> 
Duration: ons tant Avg. Cost: 200 

We ight: _Q I<g 

The i\l C II generator was the ultimate in home 
powe r b fo re th · holocaust. It provic.l ·d \ 'irtuall y an 
unlimited amount of pcl\n :r for the average house
hold. The gene rator uses a series of high -powered 
lasers to fuse tritium pelle ts. This fusion process cre 
ates a small amount of subatom ic particle annih ilati on 
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\\"hich in turn creates a great dea l o f energy. Where 
this gen ~rato r makes it's high price wo 11hwh ile is that 
the heat ene rgy is co n rted d ir ct ly int o elec tri ca l 
energy . In o ld er mod Is. the h at \Yas us d to turn 
wat r into steam, and the steam used to turn tu rb ines. 

The E III nerat o r sto res in a series o f high-yield 
capacitors and batteries what ene rgy is not imm ed i
ately used. Thi s all ows the generato r to use o nly the 
ene rgy it needs to f ill the apa ·ito rs and batteri es, 
\\·orking in much th j same way as a ar's alternator. 

The E Il l gene ral r ·an power just abo ut anythin g . 
The li fe of its tritium pellet s strongly co rrelates to the 
use of the genera tor. nerally . mode rate use all ows 
the trit iu m c main d wi thin ro last fo rt\ o years. 

Generator, Solar 
Tech Level: III Complexity: 15 
Duration: onstant Avg. Cost: 150 

Weight: 10 Kg 

The so lar gen rator \ as the ultim ate in cheap 
home power b fo re the ho l caust. It pr vided a virtu 
all y unlimit ed bu t small amo unt o f power fo r the 

househo ld. The generato r uses a serie o f high-y ield 
solar cells to co lle t the sun 's energy , co nvertin g that 
dir ect ly int o electri cal nergy. In o ld er mode ls, th e 
sun· s heat was used to turn water in to steam to turn 
turbin es. 

Th · solar Generato r sto res in a s ries o f high-yi Id 
capac ito rs and bate ri · w hat nergy is not imm edi 
ately us cl. Thi s all ow· the gen rato r to use only the 
energy it n eds to f ill th apa ito rs and batteries. 
working in much th same way as a ar's alternator . 

The solar generator can powe r ju st abo ut anythin g. 
Th e lif e of its solar cells is th ori zed to be a thousand 
years. Moderate use allo'> · the solar cell · to keep up 
w ith pm r clernancls, I ut heav use drain s the capac
it o rs and batteries , result i ng in a sev ~re d rop in 
powe r. ~ hen thi s happ ens, the ·olar g nerator needs 
a full two hours in di rect ·unlight to r charge its bat
teries and capacito rs. 

Glasses, Gnome 
Tech Level: m Complexity: 5 
Duration: Constant Avg. Cost: r 

Weight: . l Kg 
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Gnome Glasses are Tech Le e l III ite ms that ca n be 
,vorn by anyo ne. These sunglasses are design ed to fit a 
hum an face co mfortabl y. They arc reflec tive and pre
vent lase r flash (w he n standi ng too close to a laser). 
The glasses themse lves can take any physi cal dama ge 
up to GO hit points per round without break ing. 

The Gnom e Glasses were originall y used to prot ec t 
eyes from the harmful effec ts of infrared radiation and 
ozo ne de pletion . In leriga , it is unkn ow n if the ozo ne 
ex ists o r if life has adapted to its disapp earan ce. 

Gloves, Sap 
Tech Level: III 
Duration: Consta nt 

Comp lexity: 5 
Avg. Cost : 10 
Weight: 1 Kg 

, ap gloves are leather g loves des igned to fit th e 
a ,·e rag e s ize human hand. Meta l we ights are sewn 
into the glove o n the flat surf ac of the fing e rs and 
ba ck of th e hand . A characte r wea rin g a sa p g love 
does nor have the same deli cacy of hand mo\'ement 
that he no rmally would have , but the damage caus ed 
by his striking with the hand increase s by five po ints. 

Glue, Super 
Tech Level: III 
Duration: Constant 

Comp lexity: 7 
Avg . Cost : 10 
Weight: 0.01 Kg 

This mat e rial co mes in a small. sof t, meta llic tub e 
that is e asily sque eze d. At one end , a sma ll whit e 
plastic ca p sc r ws onto the tub e. If the cap is scre,ved 
o ff, th e user c .111 lightly sque eze th e metal tub e to 
re lease sma ll droplets of the glue. 

\Xlhe n release d , the glue will pe rmane ntly adh eres 
an y t\YO so lid materia ls tog et her. The bonding occ urs 
,Yithin ten seconds (o ne round ) and the bond is con
s ide red Stren gth 24 . If the g lue is used to stick skin 
toge ther (l ike two fing rs, the ,Hi sts and ankles of a 
ca ptiv e). th e capti ve is trapp cl in this mann e r for 
l d-1+4 hours. S\, ·eat from th e po urs o n the skin eat 
awa y at the g lue. re leasing th e chara cter within thi s 
time frame. 

The chara cter must hav e a Strength excee din g 14 to 
pull free from th , g lue. Tn re leas ing him or he rse lf. 
the character rcce i es ld 4 points o f damag e . 

Gogg les. IR (G IM \VORLD Rules, pg. 88) 

Gravitic Accelerator 
Tech Leve l: \ 
Duration: 100 hours 

Complexity: 21 
Avg. Cost: 420 
Weight : 3 Kg 

Gravitic accelerators are devices that use gra,· itic 
energy to shoo t objec ts through a tul e at high spee ds. 
Grn ,·itic acce le rator s prop el an ythin g pla ce d in the ir 
intake tub es. The spee d of th ings shot o ut can be 
adju ste d by turn in g th e acce le ra to r's po \\' e r up or 
do,vn . 

The techno logy of grav itic acce le rators was ne\\' 
befo re the holoca ust and was not widely used before 
the devastat ion. Plans were drawn up to use accelera 
to rs for transcontinenta l tran spo rrs running at top 
spee ds of 4.000 kilo me te rs pe r ho ur. sp ace shutt le 
laun chers, and o f co urse . many militar y dev ices. Typi
c.1lly, the first gravit ic acce lerators r ached the mark et 
fo r e nt e rtainm e nt wh en the sport of pow e rball was 
im·ented . 

The po rtabl e acce le raror s used in pmn ::rball shoo t 
objects at a top speed of 200 mete rs per second. Their 
t\\ ·o che mica l power ce lls po\\'er the pm, ·e rhall suit 
and acce lerato r for 100 hours of co ntinu ous operat ion 
at spee ds of JOO meters pe r second . To find the bat 
te ry life at o ther se ttings. div ide 10,000 by the sp ·eel 
in mete rs per second. For exa mpl e . at 50 meters pe r 
seconds . the batt er ies last for ( 1 . 00/ 50)=200 hours. 

When used as a wea pon , the powcrball suit and its 
portahl gravitic acce lerator causes dama ge according 
to th e spee d of th e proj ec tile it launches. Th e table 
be low de picts the damag es re lati\' e to the spee d of 
the acce lerator. If grenades o r exp los ivl..!s arc used in 
the gra, ·itic acce lera to r. they exp lode in the accelera
tion pro cess . des troyin g the accelerator. The characte r 
take s damag e from the exp los ion as we ll. 

Spee d Dama ge 
IO ld 4 
20 Jd6 
25 ld 6+ 1 
50 2d6+3 
75 3d6+5 
100 5dG 
125 6d6+1 
150 7dG+3 
I 5 8cl6+5 
200 I0d6 
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uidan ce. 

uidan ce. Laser ( 

,uidan ·e. 

uidan ce. Seek ing ( 

RLD Rules, pg. 112) 

RLD Rules, pg. 112) 

RU) Rules, pg. 111) 

RU) Rules. pg. 11 I ) 

Guidance . , ' ire ( A IA , ' RLD Rules, pg. 112) 

Gyroscope 
Tech Level : I ll 
Duration: o nstant 

Complexity: 8 
vg. Cost: 15 

Weight: 0.25 Kg 

Th e gyroscope is a han d y dev ice co nsisting of a 
Lwo ro tating wh ee ls mounted w it hin a third w heel. 
all ow ing th e two inn er \ he ls to sp in free ! . ne of 
the inn er\ heels is co mpa ssed . show in g th e rela ti ve 
positi o n of magnetic no rrh . Th e seco nd inn er wh eel is 
plumbed in order to sho\\ ' the abso lute "dO\\'n ·· pos i
tion. Th e p lumb ed ring also all ows th e co mpas sed 
ring to wo rk pr operly. 

The tw o free-spinning inn r wh eels allow th gyro
scope to show magn eti c no rth and tru e up at a ll 
tim es, regard less of th e p lacement of th e gy ro Tope·s 
base. Thi s makes the gy rosco pe a hand thin g to own 
~\ ·hen caught in an av alan ·he o r o th er cata st roph 
\\'h ere "t rue up " or magn etic nor th is requir ed . 

I land. Remot · ( i\ l 1 , RU) Rules, pg . 91) 

Hydrox 
Tech Level: 
Duration: -

Comp lexity: -
Avg. Cost: -
Weight: 0.5 K~~ l iter 

I l ydro x was th e latest high -po w ered fuel used by 
th e space agenc ies befo re th e ho lu ·aust. Pro cessed 
from sea \\'at er and silt , I l ydrox \ as a seemingl y end 
less ener gy suppl y. and a chea p a lt ern ati ve to all 
o ther rue ! so ur ces. Hydr ox plant s sprang int o ex is
ten ce on e ery co ast in the ~ o rld . 

I ydrox , bein g the sav ing grace fo r space exp lo
rati o n and co loniza ti o n . wa s no t w ith o ut it s sid e 
eff ects . Its ex tr emely hi gh octane and vo lati le rating 
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mac.le it hi ghl y lethal to any li v ing thin g ex posed to it 
(eve n for a sho rl mo ment ) . If any bacterium, pl ant , 
anim al , hum an, insect, mutant , etc . is sphshec.l by , or 
ot h rwise to uch es H y c.lrox , th e li v in g b e in g dies. 
Th ere is no cure for H yc.lrox po isonin g and the effects 
are irr eve rsibl e. 

Th e fumes fr o m Hydro x are also ex tr emely po iso
no us. Those ex pose d to th ese fumes are tr eate d as 
thr o ugh ex pose d to Int ensity 20 d est ru cti ve po iso n. 
Al l w ithin o n e m ete r fo r eve ry ex p ose d lit e r are 
affected by th ese fumes. O ne percent o f th e ex posed 
H y c.lrox eva p o ral es eve ry ho ur , rega rdl ess of th e 
amount spill ed o r ex posed . Thi s hi gh tox icity was of 
co nce rn of th e c itiz e ns b efo re th e Shae.low Years 
b cause large areas of co ntamin ated gro und was ren
dered tota ll y ·teril e. Years o f cleaning and so il strip 
ping o r a centu1y o f apathy can indu ce re ove 1y . 

If prop erly co ntain ed , Hyc.lrox can be used in any 
int ern al co mbustion eng in e with no clange r. I t ·an 
also be used to power any o f th e so lid and liquid 
pr o pulsi o n rockets and sub o rbital shuttl es. A cleri va
li ve of Hyc.lrox was found to ff ec ti ve ly clean stain s 
and odo rs from cloth in g and is used in th e Ga rm ent 
Aut op ress (q.v .). 

Information Retrieval System 
Tech Level: VI Complexity: 20 
Duration: Co nstant Avg . Cost: 3,000 

Weight: 0.5 Kg 

In formation Retri eva l Systems (a lso kn ow n as an 
IRS Unit ), is a small hand held encyclo pedi a, approxi
mately two in ches w id e, thr ee in c hes lo ng , and a 
quarter in ch thi ck , powe red by a self-recharging Solar 
Powe r Ce ll. Th se unit s co me w ith a stra p o r cho re.I 
that allows the user to hang th e light-w eight unil from 
his neck . A sma ll pan el o n the back of d1e unit allow 
the us r to in sta ll additi o nal m em o ry c rys tal s; the 
crysta ls loo k similar to a fin e-c ut o ne carat di amo nd . 
Up to tw elv cry sta ls can be pl aced in th e IRS U nit , 
w ith eac h crys tal ho ldin g the eq ui va lent of a small 
li brary. 

The IRS Unit co nt ain s a small Artifi cial Int elli gence 
pro gra m designed to retri ve any in fo rm ation that its 
user may desire. Even tho ugh the Al pr og ram is small 
( in co mp ariso n to most A l pr og rams), it is still quit e 
int elli ge nt and s If awa re. The IRS nit has no ex te
ri o r spea k ers o r mi cro ph o ne fo r perception of th e 

o utsic.l world , forcing it to us d1e only meth od open 
to it : telepathic co uplin g lo its user. 

Telepathi' ommuni cati on can be very di sco ncert
ing w hen the IRS Uni t fir st speaks. The te lepat hi c link 
is maint ain ed as lo ng as th chara ter maint ain s skin 
co nt ac t with the IRS U nit (w heth er thr o ug h th e box 
itself o r through its strap). Whil e thi s link is pr eserved , 
the IRS Unit ca n see th e world, sm ell th e air , taste 
food , feel emotion s, etc. 

This symbi otic link is the o nl y way th e Inform ati on 
Ret rieva l System can ex perience the world and "feel" 
a li ve. With o ut hum an co nla ct , th e d ev ice " fe ls ' 
lonely and iso lated . Therefore , it will giv e its user any 
in fo rm ati o n it thinks he or she requir s in o rd er to 
maintain thi s telepathi c link . 

Th e IR S nit s find s th e v io lent and pa ssio n ate 
em ot io ns hi g hly int e res tin, because it , too, fee ls 
th em. Therefore , the dev ice wi ll of ten g ive th e char
acte r inform ati o n that may get him o r her int o minor 
in cur sio ns o r in to troubl with th e co nsta bulary , 
loca l fr ont , or sec urit y robot. The character can ask 
t h e IR S U nit h ow to ge t o ut of a c urr ent scra p e , 
w hi ch may o nly lead him deeper int o th e adv entur e 
or int o a whole new ave nu e of troubl e and danger. 
Th e dev ice still g ives ext remely va lu ab le in fo rmation 
that mak es ow nin g th e Inform at io n Ret ri eva l System 
wo rth w hil e. 

Lexicon , Comp uter (GAMMA WORLD Rules, pg. 88) 

Lipoderacinator, Personal 
Tec h Leve l: V Complexity: 22 
Duration: 4 hou rs Avg. Cost: 650 

Weight: 12 Kg 

The Personal Lipocleracinator is a rar persona l toi
letr y item that is used by perso ns unhapp y with th e 
app eara nce of their bodies . Th e device painl ess ly, 
effo rdessly, and passively breaks dow n lip o phili c sub
sta nces near th e skin , all owin g the bo dy to rem ove 
th em through normal bod il y fun ctio ns. 

For eve ry four ho ur sessio n (a nd the sub sequ ent 
use of a sin g le o lar Powe r e ll ) , the use r loses 
exac tl y o ne kilogram of fatty mat erial. Th e body is 
un abl e to lose m o re than o ne kil ogra m o f fat in a 
clay's tim e. Additi o nal uses in a 24 hour peri od pr o
v ide no result s. 
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Listening Device 
Tech Level: III Complexity: 8 
Duration: 100 Hours Avg. Cost: 6~0 

Weight: 0.5 Kg 

Th e Liste nin g D vice co ns ists of thr ee se parat e 
pieces. First, a unit , generally clipp ed to the belt or a 
backpack trap , is powered by a Chemica l Pow er ce ll. 
eco ndl a pair of headph ones plug into the belt unit 

and eas ily slip o er any n rmal human heads to ove r 
the ea rs. Lastly a 15 ce ntim ete r long cylinder with a 
parabolic dish on one end and a ca ble on the other 
plugs asily into the b It unit a · we ll. 

Wh e n as e mbl e d a nd powered , the Liste nin g 
Device allows the u er to h a r normal co nversa tions 
a t a ra nge of two kil o mete rs o r a whisper at 30 
meters . The device has an auto matic ga te seq uence 
that "clip ., the vo lum in o rd e r to prot ec t the lis
tener 's ea rs from ex tr e me ly lo ud no i ·es. For th e 
device to b ff ct ive , ther mu st be no obstacles 
between th list ne r and the so und (includin g oth r 
conversat ions or noisy ob je ts). The Chemi al Powe r 
Cell powers the device for 100 hours of onst'lnt use. 

Metal, Liquid 
Tech Level: VI 
Duration: Constant 

Comple x ity: +10 
Avg. Cost: x4 
Weight: / A 

Liquid metal was a rare and new techn ology before 
the holo aust. An ob jec t crea ted fro m Liquid Metal 
alway s ha two di tinct hape depending upon the 
amount of heat or electricity applied to the device. 

For instance, a doo r lock and do or kn ob crea ted 
o ut o f liquid metal ca n app a r to be a meta l pl ate 
when it is warm , but reshapes it5elf into ' l doo r knob 
and lock when it is chilled , allow ing the ow ner to use 
his key to unlock d1e doo r, and u ·e d1 door knob to 
get into his house. Omer u ·es for Liquid Metal includ e 
keys that alte r the ir shape into !n il bearings when 
coo led, comput ers that loo k like a metal dinner plate 
when not in use, et . 

If o n e device uses hea t to a lt e r its sha p e, th e 
amount of e lec tricity appli ed to it will not alte r its 
shape ; on the other hand , the amount of heat appli ed 
to an e lec trica lly-a lte ring pi ece o f Liquid Metal will 
not alter its shap idler. 
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Napalm II 
Tech Level: Ill 
Duration: One Hour 

Complexity: 5 
Avg. Cost: 40 
Weight: 1 Kg 

Napa lm II comes in metal cans similar to paint tins . 
Wh en it s tin is ope ned , Napalm TI bursts into fl ame 
after 1- minute s. During that time , it can be loaded 
into flame th rowe rs, doused on enem ies, saturated on 
building s or oth r flammable materials , etc . It can be 
pr ematur ely detonated by anythi ng with a temp eratu re 
greater than 1-0 _ fahrenheit. On ce it beg ins to burn , 

apalm II burns fo r one full hour. It gains the oxyge n 
it requi res from air, water , skin , even it '> conta iner. 

During its burn tim e, apa lm II causes ld 6 po int s 
of damag e per round to anything it tou ches. Sin ce 
napalm is not wa ter so lubl e, imm ersing one 's self in 
wate r w il l not ease the burn . Oi l , of a grade heav ier 
th an IO-w eight , di so lves apalm II and stop s th e 
chemi cal from burning. 

Neutralizing 
Tech Level: l 

Duration: 24 Hours 

Pigments 
Complexity: 10 
Avg. Cost: 1so--oo 
Weight: 0.5 Kg 

eutralizin g pi gments are opaque fluids that co me 
in unb reakabl e 10 centim et r tub es w ith a removabl e 
rubb er stopp er at one end. When app lied to any sur
face, these water-solubl e solutions negate one typ e o f 
special attack . Th e tab! below dep icts the fiv e types 
of eutrali zing Pigment s and their eff ects. Each ial 
ho ld s eno ugh pigm ent to cove r two hum an- sized 
recipi nt s. Th e negation effects li sted below last for 
24 hour s o r until the pigm ents ar expo sed to water. 

Colo r Tech Cost Effect egated 
Black I , 10 200 Laser fire 
Gre n r J 10 ro Electr icity 
Grey rv, 10 100 Corros ion 
Orange IV , 10 Z-0 Soni c damag e 
Red l , 10 500 Radiation (Int. 10) 

Pa k , Lift (G AMMA WORLD Rules, pg . 89) 

Parachut e (G MMA WORLD Rules, pg . 90) 

Parking Meter 
Tech Level: IV 
Duration: -

Complexity: 8 
Avg. Cot: -o 
Weight: 7 Kg 

Th e Parking Meter was a dev ice used in th e pr e
ho loca ust world to charg e peo pl e v ith ve hicl e · for 
parking on the treet or in designated parking lots or 
build ing s. The perso n would put a domar into the 
meter and the meter w uld read the co in 's d nom ina
ti o n and pla ce an appropriat e t im e limit ati on on th e 
parking space. If the us r did not move his veh icle or 
pla ce m o re m o ney in th e m ete r befor tim e was 
ex pir ed , th e met r would detect th e ve hi cle·s pr es
ence and radi o for a po li ·e robot o r security robot to 
ticket the vehicl e. 

In today's GAMM W RLD cam paign, the parkin g 
meter only serves tw o purposes. Th e fir st use includ es 
vandali sm in o rder to remove the impri soned clomars. 
Do in g thi s alert · al l sec urit y and po li c in g robots 
w ithin a thre e mil e radius who generally ru sh to th e 
area to arrest the vandal. Th e seco nd use is o ne o f 
prot ec t io n- usin g th e mete r as a club. sec! in this 
mann er, th e parking meter causes ld 6+ 1 (o ne po int 
more than the club). 

Portent (GAM MA WORLD Rules, pg . 90) 

Pow er Cell , Atomi c (G AMMA '-· RLD Rules, pg. 91) 

Power Cell , Chem ical (GAMMA W RU) Rules, pg. 91) 

Power ell , Hydro gen ( AMMA WORLD Rules, pg. 91) 

Powe r Cel l, o lar (G A IMA WORLD Rules, pg. 91) 

Proxima Setting 
Tech Level: V Complexity: 20 
Duration: Constant Avg. Cost: -

Weight: / A 

Powe red Prat e ·tion Arm o r suit s in perfec t co ncli 
ti on can be pro gramm ~d with Proxima . Proxima is ·t 

setting tl1'lt clet cts th e acti at io n of any weapons o r 
weapon-like de ices within a 100 meter radiu s. I f an 
active (pow ered) weapon enters the clete tion radius , 
the Proxima s ttin g is trigge red. The ow ner o f the suit 
can instru ct Prox ima to a tivatc o r deacti vate any one 
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system on th su it when the condition o curs. Often , 
suit ow ners have Proxima ac ti ate the Kinet ic Fore 
Fie ld en rator to pr otect th ms Ives fro m rogue 
blaste r shots and las r strafes. Examiners are ab le to 
transfe r the Proxima sett ing to any oth er powe red 
armor or hid e with a a rty Impos ·ible (15) Repair 
Roll. 

Radio (List n- nl a nd Ha m) (GAM MA WORLD 
Rules, pg. 91) 

Receiver and "Bugeu 
Receive r Bugs 

Tech Level: III III 
Complexity: 18 10 
Duration: 100 Hrs 200 Hrs 
Avg. Cost: 200 25/ ea 
Weight: 4 Kg 0.1 Kg 

Rece ivers and bugs are high ly so phi sticated co m
municat io ns equipment des igned for covert opera
tions and bugging. The bug u ually come in a set of 
two, are the size of small , rea l insec ts, are se lf-pow
ered by a miniat ure mer ·ur battery) , and hav both 
magnet ic and sticky backing s that allov them to be 
attached almost anywh r . They can pick up conver
satio ns or sounds with in a t n meter range. The bug 
is sound-ac tivated and transmits when a noise occ urs 
with in its range. Th is so und -a ti ation gives the bug ' 
battery a lo ng r life, a w II as prot ct ing th e bug 
from acc idental discove ry see Triangu lator for mor 
information on bug detection ). 

Th e re e i ing unit co m s quipped w ith head
ph ones and is p we red by a sing! chemica l Power 

e ll (fo r 100 h urs of u e). Th use r ca n choose to 
plug the r ~cei er into an operat ional electrical circuit 
to save the batte ri s. The rec iver can pick up a bug 's 
tran smiss ions if w ithin o n kilomet r, eve n from 
inside a bu ilding. The rece iving unit is eas ily portable. 
It has tw Iv channel s that an rece ive rad io signals 
from twel e diff r nt bug s. The operator monitors 
th s ~ tw Iv different stations by merely flicking the 
d ial. Th r ceivi n unit an b ithe r set to stay o n 
o ne stati o n and auto mat ica lly sta rt rece iving w hen 
activat d , or it can be se t to indicate when any of the 
bugs ar acti ated (there are twe lve lights on the unit , 
on for ea h bug). The r ce i ing unit can neve r trans
mit, nor an a bug act as a speaker. 

Repair Kit, Radiation Suit 
Tech Level: III Complexity: 8 
Duration: Constant Avg. Cost: 50 

Weight: 2 Kg 

This simpl e kit of hig h-bo nding , insta nt -dryin g 
glue, anti-rad iation fabric, form press, and other items 
was issued to workers who wore radiation suits dur 
ing their normal work day. The kit can sea l up to 100 
points of damage to a radiation suit. There are te n 
repa ir patches in eac h kit , with eac h parch repa iring 
ten points of damage . 

It takes one minute to appl y a patch . Therefore, if 
a suit has susta ined 40 points of dama ge, it will take 
four patches and four minut es to repair. Patches can
not be cut to repair areas that rece ived less than ten 
points of damage, but a single pat ch can be used to 
repai r less than ten points of dama ge . During th e 
time a suit is being repaired , the wearer suffers from 
any rad iati o n aro und him , but at h a lf it · no rm a l 
Inten icy. 

Saw, Power Tree 
Tech Level: III Complexity: 12 
Duration: One Hour Avg. Cost: 90 

Weight: 4 Kg 

This 30 ce ntim ete r, cub e-s hap ed unit ha s a dia
mond carbid e, thr ea d-sized band. This band , which 
can encompa ss a tree up to 60 centimeters in diame
ter , e ncircles the tree and clip s tog eth er throu gh a 
feed mec hanism into the unit. Once the unit is acti
vated , the band whips through the motor and around 
the tree as a razor-sharp lasso of tree -cutting wonder . 
It can fell a tree in five rounds. 

If this device is used as a weapon (mo t effective in 
a trap), it causes 10d6 points of damage every round 
until the targe t is dea d . Th e la so can with stand 20 
point s of damage before it nap s from slicing , blud
geo ning, and beamed weapons . The Powe r Tree aw 
uses a single Chemical Power Cell that has a one hour 
duration . 

Sensor, Artificial Energy 
Tech Level: IV Complexity: 10 
Duration: Constant Avg. Cost: 200 

Weight: 0.5 Kg 
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Th e art ifi cial Energy Sensor is a ten centim eter long . 
rectangu lar, bla ck , hand held unit requiring no powe r 
source. It is an ex tremely deli cate sensing dev ice able 
to d iff erent iate bee, een th energy reading of a livin g 
creatur e and that o f a co n tru ce such as an android o r 
robot at a ten meter rang e. It can also give the co n
struct's relati ve loca ti o n and ele at io n . Only duralloy 
blocks th e sensor's scannin g. 

Thi s se n so r does n o t requir e a p o w e r so ur ce 
because it is ab l to ga in energy fro m the electromag 
neti c radiation emitting fro m po w ered o bjects " ·ithin 
its ten meter detec tio n radiu s. Fo r in stan ce. wh en an 
android comes with in range, th e sensor automatical ly 
turn s o n because th e power sour ces fro m the android 
are close no ugh for the sensor to leec h pow er. Du e 
to thi s leec hin g effec t , th e senso r can also determin e 
th e loca ti o n o f batt eri es, w o rking po " ·e r d armor, 
ex isti ng and fun ·ti o nin g cy bern eti c un its , operali \ ·e 
fo rce fi Id s, and th e lik e . Pl ease no te th e se nso r"s 
··I echin g .. abilities do no t ad ersely aff ect th e fun c
tionality of any powe red it ems \ ithin it s ten mete r 
radiu s. 

Some ty pes of Artif ic ial Ene rgy Sensors ·an cl ~ter
min e th e type o f artificial co nstru ct. its fun ctio ns, and 
th e de \·ices it co ntains. Thi s type o f sensor , how eve r. 
is quit rare. 

Sensor, BioEnergy 
Tech Level: IV Complexity: 10 
Duration: Constant Avg. Cost: 200 

Weight: 0.5 Kg 

Th e Bi oE nergy Sensor is a 12 centim ete r lo ng. rec
tangular. hand -held unit. It req uir es no pcm ·er sour ce. 
It is a deli cate sensing cl v ice that detects bi o log ical 
energy with in a 50 m et r radius. An y li vi ng body 
large r than o ne millim eter can be detected . Th e sen
sor also sho w s th e creatur e·s relative po siti o n. Dural 
lo and p lastee l blo ck the senso r's scannin g abiliti es. 

Sensor, Eye-movement 
Tech Level: Complexity: 24 
Duration: Co nstant Avg . Cost: 50 

Weight: 3 Kg 

This se nso r, when used with a he lm et. bounces 
extreme ly 10\ -energy ultra v io let or infr ared las ~rs o ff 
th e retin a of th e use r"s ey s to dete rmin e th e ex act 

pl ace ment of th e eyes and th e fo us distance . Th is 
allow s a weapon (o ne that is curr entl y attached to thi s 
sensor) to be dir ecte d to attack \\ ith alm ost unerring 
accuracy ( +8 to hit bonus) . Th e sensor can take 2 hit 
points of damage before it is destroyed. 
Sight. omp uter ( MM , RU) Rules. pg. 106) 

Sight. TR (Scope) ( AMM \' RU) l~ules. pg. 106) 

Sight. Laser (G IMA\' ORLD Rules. pg. 106) 

Sight. Telescop ic (Scope) (GAM 
pg. 106) 

, RLI) Rul es. 

Slowglass 
Tech Level: \ 
Duration: Constant 

Complexity: 5 
Avg. Cost: aried 
Weight: aried 

As light passes through a medium. its direction and 
speed ch ange as th e light is refracted. The thicker the 
refract ing med ium . the mor it bends and slows light. 
O rd inary \\"ind O\ g lass refracts light o nl y ve ry slig htl y . 
and , o nce throu gh th e glass, the light resumes its o rig
inal dir ectio n and speed. 

Slmvglass is designed ro tak e full adva nta ge of 
refra cti o n . It is sp 'Cia ll y designe d to slo w any light 
that hits it by a sp cifi c amount of tim . nl ess it is 
curr ent ly em ittin g light. slm g lass app ear · opaq ue. 

Slcm·gbss is a rare and \YOnd erful treasu re. It gene r
all y costs 100 domars per s Iuare foo t per 14 minute 
delay rim e. For exa mpl e. a t\\ "O squ are f o t piece of 
slmvg lass that slows li gh t fo r two hou rs \, ·ou ld cost 
1,600 domars. Lik e\\"ise, a qua rter-foo t square piece of 
slo \\"gla ss th at slows li g ht for 12 hou rs ·os ts 300 
c.lomars. 

. lowg lass has a numb er of uses. The 12-hour delay 
slmvg lass \\" :.IS ofte n us~d as a skylight. sh inin g th e 
day light int o a room during th e night. sav ing money 
on l ightin g . . pies o ften used 36-hour o r slm er hand 
size d pi eces of slo \, ·g lass to ··record·· documents. 
movies. peopte·s acti ons , o r data scro llin g on a com 
pu P r scr en-a n ideal use. since meta l detec to rs can
no t d rect g lass . Howe \·e r, sin ce li g ht still passes 
thr oug h slcl\\ ·g lass. th e user must be ready to sec the 
··reco rded·· in forma tion at the app rop riat e time or it is 
all losr. 
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Slowmirror 
Tech Leve l: 
Duration: on ram 

Comple x ity: 5 
Avg. Cost: aried 
We ight: aried 

Slo\\'glass can b coa ted \ ith a reflective mate rial 
on one.: side to create a slO\ mi rro r. Slow mirrors costs 
hal f as much as much as a slowg lass pi ece of eq ual 
tim delay because hal f as mu ch g lass is n eclecl to 
cons tru t th ~111. A six-hour pi e e of slo, glass mak es a 
L-hour slm mirro r: the ligh t spend s six hours trave l
ing through th e slowg lass, is reflected. and tra ve ls 
anothe r six hours until it finally exits. 

Since slowmirrors absorb and refl ect l ight fr om 
th e same side, unlike slo\\'g lass, th ey can b per
manent ly mount cl on a wa ll o r ce ilin g whereve r 
desired . 

Smoke Generator 
Tech Level: III Complexity: 14 
Duration: l dlO Rnds Avg. Cost: 420 

Weight: 11 Kg 

The make Generato r looks eIy much like a small 
bazoo ka , ith an elongated nozz le attach cl to a back 
pack. \;' hen fired onto the ground o r int o the side o f 
a rock or bui lding , the resultin g smoke grants the user 
and all w ithin 10 meters a +12 to their Armor Class fo r 
ldl O rounds. This co unt rs isual pectrum and 

ltra io let sen. o rs, and remo e on -half the normal 
bonus fr o m infrar cl s nso rs. II ot h r sen ·ors are 
un-tf fectecl by the smo ke generato r. The smoke g ner
a tor holds five ro und s. n ex pans io n ·lip an be 
insta ll ed next to the smoke ge nerato r th at holds an 
additional six round s of smoke. 

Sound Filter 
Tech Level: IV 

Duration: onstant 
Complexity: 16 
Avg. Cost: Z-0 
Weight: 1 Kg 

The Sound Filter is a very handy it em . It can per 
fo rm thr ee differ nt clutie depending up on it setting . 
Firstl y , the o und Filter can red u ·e the decibel leve l 
of ex treme ly loud noises . This pr te ts the ·hara ter 
fro m the eff ·ts of loud no ises lik e son ic attacks o r 
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th e deafe ning noi ses of xp los io ns and bomb, shell , 
and m ine deto nati o ns. The Sound Fi lter is ge nerall y 
useful \\'h e n in sta ll ed o n to a h e lm et ,vith a loud 
speak er and rece iYer system . ft can also be p laced on 
the o utput transm itter o f a radi o as we ll. 

The Sound filter can h e attuned to p ick up th e 
so fter sou nds . Uy amp lif y ing th e bac kgro und nois es 
in th e en\'ironment , th e filter user can hear a cr icket 
1110\'ing thr ough th e brush at fiv e meters , or hear th e 
hu shed whi spe rs of assai lant s o r bandit s fr o m 100 
mete rs. 

Las tl y , th e Sou nd Filt er ca n b e used for a very 
uni que pu rp os : so und Mmask in g. To perform this 
task . th e filt er reads th e so und s that th e user and all 
hi s o r he r belong in gs are m ak in g and sets up an 
oppos ing fie ld o f v ib rati o ns to perf ect ly co unt eract 
th e produced no ises. This all ows th user to ,valk 
withou t mak ing a sou nd . Th is dev ice works so ,ve il , it 
" ·as finall y banned in many loca tio ns in the pr e-ho lo
caus t l nit ec.l rnericas beca use peo pl e we re using it 
to hun t deer and elk . Th ese hunt ers co uld run through 
the fo rest and shoo t their rifl es wi th out th e pr ey eve r 
reali zi ng th e,· w ere there. 

Tentman 
Tech Level: I 
Duration: 12 uses 

Complexity: 8 
Avg. Cost: 250 
Weight: 3 Kg 

Th e tentman is a camp er's and adventurer·s dr eam . 
It is a li g ht\\' e ight, th ree kil og ram , bri e fcase-s ized 
objec t \\ ·ith a hand le. Tw o loc ks, o ne on eith er sic.le o f 
the hand le keep the b riefcase fro m being acc identall y 
ope ned at in oppo rtun e times. Th e locks can either be 
keyed . comb inat io n. or thumb p rint acti vated . 

When unlo cked , th e bri efcase ope ns automati cally . 
A comb in atio n o f Liquid Metal and m ec hanism s 
wit hin beg in working , stret c hing , unfolding. and 
reshaping until th e bri efcase o p ns up int o a squa re, 
fo ur man meta lli c tent. The t nt has a screened and 
shutt ered \\ ·in c.low o n thr ee side s and a metalli c , zip 
pered tent flap o n th e fo urth side. Within. four bunk s 
spro ut up fr o m th e fl oo r as w ell as a sin g le tabl e in 
th e middl e o f the tent. A small \\ ·oo d-hurnin g stov e 
o n th e ha ck \\' all all ows the users to warm th e te nt 
du rin g co ld e,·ening s-be sur e to clea n th e stove 
befo re closur e. 

Thermometer 
Tech Level: lff 
Duration: Constant 

Complexity: 5 
Avg. Cost: 10 
Weight: 1eglig ih le 

Thi s dev ice is a g lass tub e wit h a pl astic reado ut at 
o ne enc.I. , hen a charac ter to uc hes the ti p of th e 
g lass tub e, th e reado ut chang es co lor. nfortunat ely, 
th ese de ices are so o ld th ey no lo nger have numb ers 
alo ng the co lo r read o ut. s the tempera tur of the 
object touc hin g the g lass tip gets warmer. the co lo rs 
become mor e rec.I; coo ler o bj ec ts turn the reado ut 
b lu e. Th e th erm o meter ca n tak e th e temp eratur e o f 
ob jects from -70° to 200° celsiu s. 

Thought Cap 
Tech Level: V 

Duration: Variable 
Complexity: 22 
Avg. Cost: 900 
Weight: 2.5 Kg 

At the twi light o f the ancien t's civili zation . it became 
necessary for peo p le to learn and retai n in fo rma ti o n 
mu ch faster th an was no rmall y poss ibl e. Th ey deve l
oped a cl v ice call c.l a Though t ap , a subco nscio us
int erfa ce teac hing dev ice rough ly th e size and shap e 
of a bic y le he lmet. A five ce ntim eter ta ll Lea rning 
C1ys tal co ntainin g in fo rmati o n that co uld fill num <.:ro us 
print ed vo lum es was inserted int o the top of thi s cap. 
Th e Th o ught ap was so ffe ctive it soo n hecam 
alm ost impo ssib le to compe te w ith o ut o ne. 

A Learnin g Crystal can conta in what eve r in fo rm a
tion th e Game M·1ster w ishes: a new tal ent , skill. lan 
guage . in creased k nowled ge o f a techni cal leve l, and 
so forth ; the An cients eve ntuall y put the dail y news on 
such c1ysta ls and man y o f these can still be fou nd. The 
en<.:rgy and tim e req uir ed to use a Lea rnin g rysta l 
depends up on wha t is be in g learned and its difficu lty . 
Thi s is all up to th e Game Master to c.let<::rrninc, but a 
minimum o f two clays learnin g t ime and the expe ndi 
tu re of an entir e Chemi cal Powe r Cd ! is suggested. 

Thruster, Pocket 
Tech Level: llI Complexity: I 0 
Duration: J 2 bur sts Avg. Cost: 3 

Weight: l . 5 Kg 

Hand y in an emergencr . th e pockel thru ste r \\' as 
carri ed by spacecra ft crews \\'h <.:n '·wa lking" in space . 
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Th e poc ket thru ster slm d y pro pels the user by eject
ing bur sts of co mpr css~d air. 
Thi s prevent<; a space-, alker wh o 's drif ted aw ay from 
a spacecra ft. stati on. or astero id from needing rescue. 

Each gas cartrid ge co ntains eno ugh air fo r tw elve 
bur sts. eac h bur st a ll o win g th e use r to drift at 25 
meters per m inut e . dditi o nal bur sts in c rease th e 
body's veloc it y ( fr o m 25, to 5 . to 5, to 100 , ere.). 
The only way lo stop- short o f o lli lin g with a larg r 
object and reboundin g al near the same speed unl ess 
a hand ho ld is fo und - is to fir · an equa l numb er o f 
bursts in the opp osite dir e t ion. 

If thi s dev ice is used outside o f a zero-g ravity envi
ro nm ent , it simpl bl ow s a small amo unt o f air out 
th e nozz le . It is said th at an c ients wh o w o rk ed o n 
co mput ers o ften us ~d these de,·ices to bl m• du st off 
com put er boa rds and periph era l eq uipm ent. 

Too l Set ( , MM ':' RLJ Rules. pg . 92) 

Torch, Atomic 
Tech Level: l 
Duration: 

Complexity: 24 
Avg. Cost: --o 
Weight: 4 Kg 

Th e Atomi c Torch is pow ered b a sealed radi oac
ti ve iso to pe. Thi s powe r sour ·e allm s th e to rch to 
cut throu gh irtu all y any mat eri al. Th e tabl e be low 
depi cts the numb er of ro und s that is requir d to cut a 
o ne meter lo ng , one millim ter wid e. and one c n
tim eter deep sli ·e in a specifi ed urfa ce . Th e Game 

laster mu st modi fy th e t ime requir d. based up o n 
the size of the area to be ut. 

Th e cuttin g leave. no residual radi ation on any sur 
faces exce pt durall oy . Hm, ·e er, it is necessa1y lo treat 
dur all oy after th cuttin g is co mp lete o r Int ensity 1 
radiati on emil.5 fr m its sur face ~ r one fu ll w eek. Th e 
radiati on int ensit y d er a es o n po int eve ry w eek 
until l \.veeks have pass d . 

A n at o mi c to r h use d as a hand h Id w ea p o n 
causes 3d6 po int · of damag ~ r the tim e requir ed to 
cul th ro ugh th e mat eri al. nc thi s cuttin g tim e is 
passed , damage increas~s to d po int s. 
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For exa mpl e , an atomic to rch causes 6d6 po ints of 
dama ge to fles h start ing th e first round it is used. It 
causes 3d6 points of damage to furred creat ures for 
one round, causing 6d6 points every round thereafter. 
It ca uses 3d6 po int s of damag to chara cters pro
tecte d in p lastic armor for five round s and causes 6d6 
po ints every rou nd thereafter. 

Material 
Flesh 
Thick Hide , or Fur 

Time to Cut 
or Damage° 

0 
1 

Heavy , Treated Hides 
Loose Earth, Grav I, Sand 
Packed Earth, Gravel, Sand 
Wood or Vegetation 

2 

3 
4 
4 

Plastic 
Trea ted plastics 
Glass , Ceramic, Ice 
Glass/ Cera mic Alloys 
tone 

Marble 
Concrete 
Soft Metals 
Normal Metals 
Hard ened Metals 
Meta l Alloys 
Plastee l 
Duralloy 
• Any material co nsid 
ble the norma l time. 

Torch, Laser 
Tech Level: IV 
Duration: 20 Hours 

5 
5-8 
6 
7 
8 

9 
10 
12 
13 
16 
18 
20 
30 

r cl "R inforced " req uires dou-

Complexity: 14 
Avg. Cost: 250 
Weight: 1 Kg 

The laser torch is a low-pow reel lase r used to melt 
or weld two pieces of meta l. It is powered by a single 
Hydroge n Powe r Cell good for 20 hours of continu ous 
op ration. Its welding capa l ilities are effective on all 
so lid meta ls , v n cluralloy. M tals suc h as mer ury 
cannot be we lded with this torch unless the meta l is 
co ld enou gh or a sufficient amount of pressure is used 
to bring it to so lid form. Objects m-1de of Liquid Metal 
(q.v.) cannot be welded with thi · o r any other torch. 

The time requ ired to weld a 30 ce ntim ete r lo ng 
seam of metal is listed below. If welding together two 

different types of metal , always rememb er the wea k
est metal melts first. This ofter metal creates the we ld 
necessary to fuse the two pieces together. The Laser 
Torch cannot be used to weld plastic s. 

A lase r torch used as a hand he ld weapon causes 
2d6 points of damage each round. If the target is pro
tected by me tal armor, the us e r must successfully 
strike the target a number of time s equa l to the cut
ting time before causing any damage . Once that time 
period is achieved (fo ur rounds for normal metal 
armo r), the lase r torch causes 2d6 points per round. 

Metal Type 
Soft Metals 
Norma l Metals 
Harde ned Metals 
Metal Alloys 
Plasteel 
Duralloy 

Torch, Sonic 
Tech Level: IV 
Duration: 15 hour s 

Welding Time 
(In Rounds ) 

2 
4 
6 

10 
12 
16 

Complexity: 20 
Avg. Cost: 150 
Weight: 2 Kg 

The so nic torch ca n run for 15 co ntinuous hours 
with the use of one Hydrogen Power Cell. It breaks 
down the co h sive urfa ces of joined metal objects 
(we ld points , meta l objects m lted against each other, 
nuts and bolts, e tc.) Th e device can not affect solid 
meta l ob jects, o nly the ir jun ctures. The process is a 
fast metal-aging pro cedur e that takes ld20 minutes to 
com pl ete . It has a rang e of 20 centimeters a nd 
requires pro tec tive hea ring equipment for safe use; 
this eq uipm ent is usually includ ed in the so nic torch 
kit. The Sonic Torch ca n be use d as a hand held 
weapon that causes 2d6 points of sonic damag e eve ry 
round to all targets within a 45_ forward arc and ten 
meters range. 

Trashman 
Tech Level: V 

Duration: Constant 
Complexity: 10 
Avg. Cost: 400 
Weight: 5 Kg 

This device loo ks lik e a thi ck, steel-grey disc , 
approximately one-half meter in diamet er and 15 cen
timeters tall. Two dials mo unt ed across the sloping 
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sides c ntro l the dev ice' op ration . The first dial is 
the on/ off me hani m. The se ond dial co ntro ls the 
Trashman· s spee d. The d ice has a Hydro gen Powe r 
C 11 entr y doo r on th e back as well as two plug- in 
po ints. Th e first plu g- in point is u ed to g i e th e 
d ev ice ex te ri o r p owe r. Thi s was used when the 
device was in ·called in the home or o ffice. The sec
ond plug-in point is the remote o off witch. 

Wh n operating , th Tra hm an di ·int egra tes any
thin g that co m s in co ntact with its top sur face. By 
"slicing" off a flat plane app rox imately a microme ter 
thi ck , th e ob ject p la ed on it surfa ce app ears to 
slo, ly fa ll in to th e d evice , o r to te le po rt s low ly 
away. If a haract r places a fing r on the surfa ce , 
he o r she fe Is not hing a the dev ic b g ins r mc)V
ing the finge r startin g fr m the tip. If th characte r 
co ntinu es p la ·ing hi or h r fing r on the d vice , the 
Trashman w ill also di int eg rate th e re ult ing blood, 
makin g th fing r a pp ear to be go in g in to th e 
device. When the finger is remo ed, the part that the 
dev ice disintegrated does not co me back and th e 
b loo d an be see n flowing quite n ice ly. The finger 

o r appe nd age mu t b bo und s ince b lood ca nn o t 
coag ul ate ac ross a pe rfe t edge ( in thi s case th e 
missing fie h). 

The Tra hm an was a ne" inve ntio n that ca used a 
great deal f hys te ria befo r th Ho ! ca ust. It was 
thought that hundr eds , maybe th usancls of murders 
were co mmitt ed by usin g thi s de i e. By merely 
knock ing out a pou e or hated enemy the murd rer 
co uld place the un co nsc iou b cly on th Trashman 
and watch it slow ly di app ea r without a trace . 

Triangulator 
Tech Level: III 
Duration: -o 

Complexity: 16 
vg. Co t: 100 

Weight: 2.- Kg 

The triang ulator i · an ant i-cove rt action device that 
is used to detect um ant d radio wave s igna ls. Most 
bug a nd ot he r spy equ ipm ent use rad io \ av s to 
transm it their snoop cl informatio n; th Triangulato r is 
designed to locat loca lized so ur es of radio waves. If 
th e tri angu lato r ge ts w ithin -o m te rs of a bug o r 

B4 Chapter B: Miscellaneous Gear 



other radio source , the readout face points in the gen 
era l d irect ion. 

s th e Triangulato r gets closer to the so urce, the 
readout beco mes brighter and mor e coherent. Once it 
is ,;.vithin an inch of the so urce, the triangulator I eeps 
rapidly. Many co mpani es, gove rnm ents . and suspi
ciow; private ventures use d triangu lato rs before all 
imp o rtant meeting s . Th e tri angulat or u e a s ingle 
Chemica l Powe r Cell to powe r its circuit . 

Universal Card 
Tech Level: IV 
Duration: -

Complexity: 18 
Avg. Cost: Priceless 
Weight: Negligible 

The niversal Card, a thin plastic card similar to th 
cred it cards of th e late 20th Centur y, wa the fine t 
credit / debit ca rd in ex istence befo re th e ho loca ust. 
This card too k the place of cas h , credit ca rds, loa ns, 
retirement acco unt s, check I oo ks--eve ry thing. 

A perso n who ow ned this ca rd had a line of credit 
ba sed up on his o r her annu al inco me, and anything 
co uld be pur chased against this credit. When the per
so n was paid , thi s money imm ediat e ly went to pa y 
any pendin g bills, entering sp cifi d p rcentag s into 
IRA ·, Ds, and oth r such acco un ts, etc. Anything left 
ove r wa k pt in a "sa ings acco unt " that was accessi 
ble 24 hours a day from anywhere in the world (and 

v n a few places off-world). 
The ow ner neve r had to worry ab out making sure 

a chec k was in th e ma il fo r th e power co mpan y, 
whether th e chec k for th e c re dit ca rd co mpan y 
wo uld reac h the billin g departm ent befo re th e due 
date, e tc . If o ne mo nth 's spe ndin g surpa sse d th e 
use r's ea rnin gs , the line of credit with dai ly accrued 
finance charge · wou ld not kick in until the next pay 
pe riod. Th use r neve r had to write ano th e r chec k 
aga in. 

Everyth ing co uld be pur chase d using thi s ca rd , 
from fast food to movie shows ; from a car to a subor
bita I tran s p o rt junk e t. Th e Uni ve rsa l Ca rd was 
accep ted eve ryw here , thus its nam e. Anyo ne co uld 
qualif y for the Unive rsa l Card , since all payro ll ea rn
ing s would imm e di a t ly be add e d to th e use r 's 
acco unt and the co mpan y who ow ned the niversa l 
Card rights neve r had to wo rry ahout he ing emb ez
zled . Th e use r wo uld see the paycheck stub , neve r 
the check. 

Some histo rian s believe the hol ocaust was caused 
in part by the niversal Card Corporation . With credi t 
so easy to ol tain (o ften , use rs almost neve r rea lized 
th ey we r in de bt ) , bi lli o ns qu ickly found UCC's 
greedy fingers aro und their finances : the daily finance 
charges that were so minim al soo n add ed up into per
petua l-nea r bankruptcy. Even corpo ratio ns and small 
third-w orld countri es could obtain the Universal Card , 
and they too , got caught. Many governments and pri
vate agencies accused the UCC of own ing most of the 
wo rld 's assets when several countri es fe ll und e r the 
Universal Card's excessive interest rates. 

Each ca rd , when u se d , was plac e d in a small 
rea der, and e ither a even digit numb er was entered 
o n a key pad or a thumb was pla ced on an op tica l 
sca nn e r, d pend ing up on the va lue of the purchase . 
Th e ca rd use r is given thr ee opport uni ties to enter 
the s ven-d igit code, but the thumbprint reader on ly 
g iv es o n e chan ce. Th e thumbprint is reco rd ed, 
tra ce d , and th e illega l use r found and ar rested. In 
today 's GAMMA WORLD Campa ign se tting , how
eve r, po lice robots find it extre mely difficult to locate 
and appr ehend the culprits who try to use the ca rds 
illega lly. 

Universal Cooker 
Tech Level: IV 
Duration: 100 use 

Complexity: 14 
Avg. Cost: 150 
Weight: 2 Kg 

The niversal Cooker is a ce ramic cylinder 15 cen 
timeters tall and 20 centimeters in diameter. It has an 
attached , locking cove r, an intensity dial, and a slot 
nea r th e bo ttom of the dev ice that accepts a Solar 
Powe r Cell to pow er it. The Solar Power Cell powers 
the niversal Coo ker for 100 use . 

The coo ker hold s up to two liters of food or liquid . 
Once activated , the Unive rsal Cooke r microwaves its 
co nt ents in seco nds , providing a germ and ba cter ia 
free hot mea l when a fire cannot be mad e or it is nec
essa ry to "cold camp ." 

No hea t esca pes the Cooker while it is cooki ng and 
the only wa y an infrar ed sca nn er can dete ct its pres
ence is from the hea t of the food when remov ed from 
the coo ker. The niversal Cooker co mes with its own 
removable lining for fast and easy clea ning. 

Voltmeter (GAMMA WORLD Rules, pg. 92) 
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Weather Predictor 
Tech Level: 
Duration: on 'tant 

Compl exity: 19 
Avg. Cost: 100 
Weight: 2 Kg 

The Brotherhood of Thought, a rypti c lli ance, are 
the only group kn ow n to ha e these rare art ifacts. The 
w ather pred i to r does exa Lly what its name sugg 'sts: 
it ac urately predi -rs the w ather. A liquid c1ysta l dis 
play or simil ar r adout shows the typ e of weather the 
user can expe t within the next 12 hour , at on hour 
int e1 als. In oth r words , if I ar w ·tther is xp creel 
fo r L11e next two hour s, but rain is supp osed to fall for 
three hours th reafter, with on hour of louclin ss and 
an additional six hours of clear ski s, the Weather pre
di ·tor will display this v ho le pattern. 

The eather Pr di to r gains its informati on from a 
still -o rbitin g sate llit e syst m that surr o und s amma 
Firma. Th d ice is 15 entim eters long, shaped lik e 
a disk v ith an indi cato r window and an a ti vat io n 
button. minip lug onn tio n fo r a miniature speaker 
provid s the user v ith all th wea ther informati on in 
spo ken langu age. nfortun at ly, no kn ow n mod Is of 
th ather Pred ictor ar known to have thi s opti on 
install cl but the indi cator windows still fun ction. 

Wedge, Electric 
Tech Level: r Compl exi ty: 16 
Duration : 8 Hours Avg. Cost: 250 

Weight: 2 Kg 

The Electri Wi dg is a sma ll prism-shaped item of 
cluralloy 13 entimet rs Ion •, ight entim eters wid , and 
eight centim ters high at the high t po int. compart
ment n th hypo tenuse of the edge contains a small 
door that opens to a chaml er fo r a Hydro g n Powe r 

ell. Thi s singl e pow er ell i es th Electric Wedge 
nough pow r to function for ight straight hours. 
Th W dg can be hamm er cl int o a slot , a rack in 

ro k o r wood ~ r examp le, and act i at d. nee act i
vat d th Ele tri ~ edg, b g in s xpanding , slowly 
craw ling its way int o the era k o r rev i e, ex panding 
the ho le. Th e edge an in crease its height to nin e 
inch s. 

The ~ edge will co ntinu e to move int o th e crack 
until it eith er run · out of power or it fini shes passing 
th ro ugh the mat ri al being sep ·1rated and no lo nger 
"feels" resistan e. 
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Table 1-1: Weapons 

Artifact Base THAC Short Rate Shots / Avg. Weight Tech Level , 
Weapons Damage Bonus Range of Fire Reload Cost in Kg Complexity 

Arquebus ldlO 0 20 1/ 4 1 25 10 III 
Axe, Battle ld8 0 1 1 12 4 II 
A:xe, Hand ld 6 0 1 1 4 3 II 
A:xe, Throwing ld 6 0 3 1 4 3 II 
Bayo net ld 6 0 1 1 35 2 II 
Bite, eural Stun +5 1 1 8 1,200 0.5 VI, 10 
Blades , Flying ld8 +10 1 1 750 2 V, 9 
Blast r, Mark V 5d8 +2 r -) 1 6 9,000 5 V, 15 
Blaste r, Mark VII 5d10 +2 40 1 8 6 VI, 14 
Blast r, Mark XlI 8d10 +3 60 1 7 6 VI, 15 
Blowg un 1 or ld4 0 6 1 1 2 1 I 
Blowg un , Aluminum 1 0 10 1 1 15 1 I, 4 
Blunderbuss, Cannon 4d8 +6 100 1 10 60 IV, 20 
Blunderbuss , Mount 8d8 +8 150 1 10 120 IV, 25 
Bola ld 3 0 4 1 1 2 4 I 
Bow , long ld 8 0 10 1 1 35 2 II 
Bow , short ld6 0 8 1 1 20 2 I 
Cannon , Fission 3d8 +3 150 1 IA 75 VI, 25 
Club ld 6 0 1 1 2 0 
Coagulator , Stokes lld6 +3 3 1 30 1,250 7 IV, 6 
Convers ion Beamer 6d10 +3 80 1 6 7 VI, 17 
Crossbow , Heavy 2d8 0 15 1/ 3 1 55 9 II 
Crossbow , Light 2d6 0 12 1/ 2 1 40 7 II 

yclora tor 2d6+ +10 120 1/ 2 5 1,200 16 IV, 20 
Dagge r ld 4 0 1 1 5 1 II 
Dagg r, Throw ing ld4 0 3 1 1 6 1 II 
Dart, Smart 3d6 Varies 12 1 1 Varies 1 V, 8 
Dart, mart 3d6 Varie 12 1 1 Varies 1 VI, 8 
Disk, Lamprey pecia l 0 7,500 1 V, 12 
Drone Weaver Sound 10 5,000 0.5 V, 20 
EMP Generator pecial +4 2m 1 4 650 6~ IV, 23 
Flail ld 6+1 0 1 1 5 7 II 
Flame Thrower 3d6 +2 30 1 5 600 10 IV, 15 
Grenade , Homing Varies +12 100 1 1 1,000 0.5 VI, 20 
Grenade Launche r Varies +2 40 1 4,500 4 IV, 10 
Gun , Flak 5 1/ 2 1 50 2 or 3 III, 10 
Gun, Flare pec ial -2 20 1 1 200 2 III, 10 

un , Gatling 2d10 +4 100 1 .. 50 3,200 70 IV, 16 
Gun , Gravity ld 6+1 +5 20 1 3 3,500 16 VI, 18 
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Artifact Base THAC Short Rate Shots / Avg. Weight Tech Level , 
Weapon Damage Bonus Range of Fire Reload Cost in Kg Complexity 

Gun . l\lac hin e 3d8 +8/ +12 100 1 •• 100 ,500 10 
Gun , e rve Impul se ariab le +l 10 1 15 l 000 3 

un. Plas ma 5dl 0 +2 30 1 8 6 
Halbe rd Id lO 0 1 j r 
Hamm er, 't a r ld 4+l 0 1 l 6 4 II 
Harmo ni , Disrupt e r peci al +12 10m l 10 100 ' 3-
Jave lin ld 6 0 4 l 2 1 I 
Knife ld 3 0 l l II 
Lance ld 6+l 0 l l 10 II 

lace ld 6+1 0 1 1 6 5 II 
Mace. Energy Jd6+4dl 0 +5 l l 1,800 1 , 10 

licro miss ile aries a ries 50 1 1 aries 5 I 
lornin g Sta r 2d4 0 1 1 6 II 

!\,lo rtar Laun cher aria! le + Spec ial l o r 2 l 120 20 III, 10 
luske t l d6 0 60 1/ 4 1 50 Ill 
1ee dle r l 0 7 2 20 900 1 , 12 

Pisto l. Bia ·k Ray I nt.12 0 30 l 6 o.- 3 l , 13 
Pisto l, Flintloc k 2d8 0 5 l/2 1 0 2 m 
Pisto l. Grase r Radiati o n +8 30 l/2 JO 800 2 I , 22 
Pisto l, Lase r. IR 3d6 +3 20 1 8 -. ooo 2 I, 11 
Pisto l, Laser. 3d8 +3 30 l 6 ,00 1 I, 10 
Pisto l. Machin e 2d8 +2/ +4 10 2 30 3,900 3 l . 13 
Pisto l. Mase r 3dl0 +3 0 2 8 ,000 1 VI, 10 
Pisto l. Slice r d6 +6 20 l 6 , 0 4 I, 22 
Pisto l, , tun Ray IA 0 20 l 6 3,200 3 V, 14 
Popp er Pel let Sp cial 1 l -- o 0 .1 I, 30 
Quarte rstaff Jd 6 0 l l 2 I 
Rap ie r ld 6 0 l l 9 1 ll 
Reni lve r 2d8 0 15 2 6 8 0 2 r , 9 
Rifle. ssa ull 3cl6 +2/ +4/ +6 40 2 20 or 30 .700 IV, 13 
Rifle. Black Ra Int.1 8 0 20 1 3 I, 13 
Rifle. Bo ll tio n 3d8 +2 60 2 4 1,800 I 

' Rifle. Cham el o n ar ied +4 250 ar ied 0 200 2 III, 16 
Rifle, Flintloc k 3cl8 0 10 1/ 2 1 5 6 III 
Rifle . Fusio n 8d6 +6 40 l 22 VI, 18 
Rifle . rase r Radiation +12 60 1/ 3 5 1,600 10 I , 22 
Rifle. Infra red 5cl6 +8 30 l 8 Z-0 3 I , 16 
Rifle. Lase r. FIR 2cl6 +6 160 1 10 50 5 I , 12 
Rillc. Lase r. IR cl6 +5 60 l 8 ,- o / Vl , Jl 
Rifle, Lase r, d8 +5 5 l 6 8,0 0 3 . 10 
Rifle . Lase r, L 4d6 +3 25 1 3,-oo 5 V, 12 
Rille. las •r c.110 +5 100 2 8 3 T. 10 
Rifle. Plasma l cll0 +15 30 l 8 1, 30 
Rifle . Ro e r p cial +12 50 1/ 3 5 8 I, 1 
Rille. , lice r 8d6 +10 30 1 10 9 I. 22 
Rifle , Snip er 3cl8 +4 150 1 10 5 I , 12 
Rifle, ' LU il Ray I +2 35 1 9 , 14 
Rod , Para lysis tun 0 1 1 8 l I, 10 
Rifl luske t 2cll 2 0 45 1/ 4 1 ]2 III 
* "/7.w Rifled \/11sket ca uses Jc/6 p oi11ts q/d c1111age beyo nd medium ra nge. 
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Artifact Base THAC Short Rate Shots / Avg. Weight Tech Level , 
Weapons Damage Bonus Range of Fire Reload Cot in Kg Complexity 

Screame r 4cll0 0 5 l 4 .- 0 9 \. 13 
Sho tgun , Bucksh o t 4cl6 0 10 2 1,600 2 I . 8 
Sling. Sto ne lei 0 l l 1 1 0.5 
Slug Thro,Y e r. A 3cl6 +2 6 l 20 500 2 Ill , 5 
Slug Throw e r. 13 2cl6 +l 4 l 30 00 l Ill , 6 
Slug Throw er, C lcl6 +O 2 l 50 300 l 111. 6 
Spea r lcl6 0 4 l 4 3 I 
. word, Lo ng lcl8 0 l j 10 3 II 

,Yore!, Sho rt lcl6 0 1 ] 8 2 II 
Sword. T\\' o- hancl ecl LcllO 0 I 1 15 II 
Tangier 2cl6+3 0 8 1 5 l. 200 4 v. 15 
Taser lcl3 0 3 l 1/ - l 2 IV. 17 
Vibroblacle 3cl6 +10 l l 5 . 00 0.5 I. 11 
\ ibroclagg e r 8cl6 +6 l 1 5 4.000 0.5 Vl , 11 
Whip 1cl2 0 1 1 2 l I 
Whip. Stun lcl2+ , tun +5 3 1 30 Min 250 0.5 I , 8 
, · rappe r Sp c +8 2 1/ 5 2 650 l VI. 20 

Table 1-2: Warheads for Grenades and Missiles 

Warheads Grenade Missile 
for Grenades Grenade Blast Avg. Missile Bla t Avg. Tech 
and Missiles Damage Radius Cost Damage Radius Cost Level 

hemex 3cl6 10 600 3cl8 20 1,500 
E r--1 _Q l. 500 35 ,000 
F.nc rgy 12cl6 30 12cl8 45 
Fire Foam 4cl8 30 3.000 Ill 
Fiss io n 2cl4 40 2, 500 2cl6 5 5.000 I 
Flare . Pa rachut e 2cl6 60 400 _cl6 l 0 5 0 I 
Fragmentati on 3cl6 15 500 3cl8 30 1.200 I . 

as , Po iso n Int 15 10 750 Int 20 r -., 2,500 
Gas . Tea r Int 15 10 400 Int 20 25 l. 000 
Gravity lcl6+ 1 30 800 2cl6 LIO 1,200 
High Exp los ive 4cl8 40 l. 000 c.110 50 2.500 
Photo n 3cl8 r _ ) 50 :3c.l10 40 -. 000 
Smo ke 10 JO 20 150 IV 
Surface 3 c.110 100 IV 
Stun Int 15 20 600 Int 20 50 1.500 \ 

Tang ie r 4cl6 .l 5 400 Llc.18 r _., 1,000 
Tore 6c.16 15 3. 00 6cll 0 200 6.000 
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Table 1-3: Bombs 

Base Blast Avg. Tech 
Bomb Damage Radius Cost Level 

CDP* A l0d6 30 600 I 
DP•, 8 12cl6 60 00 r 
DP•. 16d6 5 900 r 

Cobalt 6 cllO 600/ 6K Vl , , -

Concussion 50 I , 10 
Fission 600/ 6K I ,8 
Fusion 600/ 6K ' 10 
Matter. Alpha 15 , 1 

latter. 13eta 30 V, 1 
fatter, amma 60 , 14 

Mutation 30 , 23 
egati n 30 , 13 

1eutr n 30 . 1 
DP* 3-18 IV 

Trek p cial 0 VI 1 

• Concentrat cl Damag Pa k or mall Damag Pack . 

Table 2-1 Powered Armor 

Total Force 
Armor Type AC Slots Power MV Field Defense Sensor Weapon 

Energized 24 20 l QP .Jp 1 one one Yes one 
Inertia 24 30 2 QPC , Jp _ dmg one Yes 1onc 
Plastic Armor 2 0 one l ne one 
Powered Allo 24 r y: s Yes 
Powe red ssault 28 J20 Yes Yes Yes 
Pm r I na ·k - 8 85 Yes Yes es 
Powe r d Barrie 24 Yes Yes Yes 
Powered Plat 20 15 one on Yes one 
Powe red Prot crion 30 90 . Fl 60 hp Yes y: s one 
Pcm·ered . out 24 6- , Jp 20 hp Yes Yes Yes 
Sheath rmor 16 6 one one on one one 
Sheath rmor. Pm ered L6 6 ½QP one on one one 
Tandem \ Il l 28 130 3 QP x4 IV. Fl Yes Yes Yes 
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Table 2-2: Common Armor 

AC Avg. Wt Tech 
Armor Mod Cost Kg Level 

Fo rce Fie ld Gene rato r 0 1,500 10 VI, 14 
Furs o r Skin s +l 3 10 I 
He lmet, Hea vy Plas tic +2 10 2 lll 
Helmet, Kevla r +3 25 1 III 
He lmet, L athe r +l 5 1 III 
He lmet M ta! +2 10 3 Ill 
He lmet, Plas tic +1 5 2 Ill 
Lea th e r +2 20 8 I I 
Leathe r, tudd ed +3 2- 12 II 
Mail, Band ed +6 50 17 II 
Mail, Cha in +5 40 20 II 
M·1il, Plate +7 60 25 II 
Mail, Ring +4 35 15 II 
Mas k, Gas 0 500 ] IV 
Plastic Armo r +10 6 IV, 12 

hi Id , Dur alloy +3 1,200 4 VI, 0 
Shie ld , Rio t +2 300 2 IV, 0 
Shie ld , tee l +2 35 7 II 
Shie ld , Woo de n +1 10 5 I 
Sports Gea r +4 500 7 I , 10 
Suit, Fireman's +2 750 9 IV, 5 
Suit, Haz mut +2 Sp c. 12 Spe , 7 
Suit, Radiati on +l Spec. 5 Spec, 8 
Ve t, Bulletp roo f +3 Spec. 5 IV, 3 

Table 4-1: Vehicles 

No. Cargo Max Man. Hit Avg. Tech Level, 
Ground Vehicles Seats (kg) Speed Class Points AC Cost Complexity 
Armo red Car 2-6 2,000 120/ 335 I) 30 16 IV, 14 
Bicycl 1-2 30 45/ 125 B 15 12 750 I , 7 
Bus 15-50 1,500 100/ 280 D 75 16 IV+, 15 
C·1r, Ato mic 2-6 300 150/ 420 C -o 15 VT, 11 
Car, Comm o n 2-6 300 120/ 335 C 50 14 I , 13 
Car, Primi ti 2-4 200 60/ 150 C 0 13 8,000 I , 16 

arriage 4-8 500 Mo unt D 60 16 500 111, 5 
Dun e Buggy 3 30 80/ 230 75 10 1,850 III, 10 
Fancycle 2 10 240/ 670 A 25 11 2,200 I , 18 
LML Mark XV-A 8 1,000 180/450 D 800 14 IV 
Motorcycle 1-2 50 120/ 335 B 30 15 10,000 I , 15 
Rover 6 1,500 18 175 16 IV, 23 
SI d , Antig rav 0 Z-,000 Tow D 160 11 l , 18 
Tank 5 3,000 0/ 115 D 3-0 21 H rv, 22 
Tra nsmat 1 500 Spec ial 20 25 V I, 60 
Tru k 2-4 6,000 100/ 28 D 100 18 I , 17 
Wago n 3 2,000 Mount D 60 15 150 lll , 4 
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No . Cargo Max Man . Hit Avg. Tech Level, 
Water Vehicles Seats (kg) Speed Class Points AC Cost Complexity 
Aquatron 7 12 1,200 Vary Vaty 300 28 I 2 
Boa t, Sail 2-10 750 70/ 125 D -o 1- 2,500 II 11 
Canoe 2-6 200 9/ 25 D 10 11 75 I, 2 
Hove rcraft 8-20 4,000 100/ 280 B 75 14 I , 1 
Hydrofoil 3 ro 18014-0 C -5 1- 2,ro IJI, 10 
Minisub 2-6 200 45/ 125 B 100 25 I , 30 
Motorboat 4-8 350 75/ 140 C 40 13 3,500 [ 10 
Raft, Rubb er 4-12 200 5/ 15 C 10 1,000 IV, 8 
Rove r 6 1,500 18 175 16 I , 23 
ubm arine 8- 0 8,000 80/ 230 C 850 22 I , 3-

No . Cargo Max Man. Hit Avg . Tech Level, 
Air Vehicles Seats (kg) Speed Class Points AC Cost Complexity 
Autogyro 1 100 450/ 1,300 A 45 18 - ,ooo , 18 
Buoy 20 1,000 30/ 75 B 80 1 I , 16 
Car, Bubbl e 2-8 300 400/ 1,200 B 30 1 1, 18 
Car, E 2-8 8,000 -- 011,620 A 70 18 I 25 
Dirigible 12 4,000 120/ 335 F ro 13 III 14 
Flitter 2-6 400 ron oo A 60 15 VT, 11 
Glider , on powered 2 20 75/ 140 A 20 11 200 IV, 10 
Glider, Powered 2 20 120; 33- B 20 11 200 IV, 12 
Helicopter 2-6 200 150/ 420 B 25 12 I , 35 
Miner Transport 8 50,000 1,200 D 280 27 , 23 
Plane , Small 2-12 -oo 500/ 1,400 C 40 16 I , 30 
Plane, Large 40-120 10,000 800/ 2,300 D 5 13 I 40 
Pogo Platform 1 15 120/ 335 C 5- 10 2,000 , 12 
Renova tion and Refueling 

Waystation 600 80,000 200 F 2,000 34 I, 60 
Suborbital Shuttl e 80 8,000 2,400/ 6,700 B 2,400 2 [, -o 
Vest Antigrav 1 100 D 20 950 V 14 

Table 5-1 : Robots 

Tech 
Name Pere R.U. AC FF Speed HP THAC #AT PS,DX Level sz XP 

Autobot 10 - 10 10 0 8 50 +0 0 25, 1 IV, r 1.-111 270 
Automaton 15 +5 20 0 12 120 +1 2 3- , 15 r , 18 2m 6,000 
Battlebo t 25 +10 35 -o 45 350 +1 / +11 3 3- , 2- VI 6m 45,000 
Cargo Transpo rt 

Large 10 - 10 20 0 15 200 +6 4 00, 15 , 20 12111 18,000 
Small 10 -10 20 0 18 100 + 90, r 20 6m 6,000 

Dea th Machine 30 +1- 40 60 60 400 +20/ +12 4 40, 30 1 8111 176,000 
Defense Borg r +10 25 25 48 200 +6 3 20, 20 VI, r 3m -4,000 
Devas tator 22 +7 33 - o 50 300 +15/ +9 2 30, 20 VI 4111 68,000 
Disaster 15 +5 20 -o 100 +6/ +2 2 r , 1- I, 30 2111 5,000 
Ecobot 15 +0 15 0 60 + / 0 2 20, 10 , 2 2m 1,400 
Engineering B t 

Heavy r 25 0 10 350 +8 4 150, 11 I , 20 18111 35,000 
Light 15 22 0 12 275 +8 4 100, 13 IV, 18 12111 26,000 

Exterminator 35 +25 • 0 21 • +16 2 35, 35 VI 2m 33,000 
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Tech 
ame Pere R.U. AC FF Speed HP TRAC #AT PS, DX Level sz XP 

House ho ld 15 +5 L5 0 12 40 +2/ +2 15, 15 V, J8 2m 270 
Indu stria l 10 -5 20 0 10 200 +8/ +2 1 30, J5 , 20 m 4,000 
Mediho t 15 +0 15 5 75 80 +2/ +4 J 15. _o I, 28 2m 975 
Po lice 20 +10 20 15 75 150 + L3/ +7 2 25, 15 J, 26 2m 8,000 
Repa ir Bot r _ ) +5 30 0 48 65 +6 3 T , 30 1, 28 2m 10,000 
Robot e hicle 5 - 15 20 0 24 50 +0 0 15, 10 I 8m 6- o 
Security 25 +J5 25 0 18 J50 +2/ +4 2 15, 20 2m 3,000 
Sent1y 30 +35 25 0 30 24 +0 0 5, 40 ½m 65 
Stalke r r _ ) +30 20 100 24 100 +6 5 35, 50 3m 13,000 
Superviso ry Borg 20 +12 22 25 32 220 +8 3 20, J2 2m 27,000 
Timhe rer 5 -25 35 0 9 800 +36 3 L.5k, 10 50m 108, 00 
Valet 15 +10 18 0 12 75 +2 2 20. 20 _m 5,000 

eterina ry i- 0 15 0 15 60 +2 L 15, 20 2m 2,0 0 
Warhot 20 +5 30 -o 50 250 + 13/ + 2 25, 1- 3m 1- ,000 
Weapo ns 1Vlaint enance Drone 

Fie ld Mode l 15 +5 22 20 24 85 +2 2 20, 20 . 20 ½m , 00 
Insta ll. fo del 10 0 18 0 15 60 0 15, 20 , 20 2½m 975 

Table 6 -1: Miscellaneous Gear 

Tech Level , Avg. Wt 
a1ne Complexity Duration Cot (kg) 

- lemh ic I . 5 onstant 00 0.5 
ntig ra Pod VT, 8 hr 5,000 25 
nvil IT, 4 Constant 45 45 

l3ang Balls m, 10 J use 15 0. J 
Belt, Drop VT, 7 20 falls 2,000 l 
Binoc ulars rv, 6 500 0.5 
13ody Build e r IJT, 26 995 35 
l3roa dcast Powe r 

Charge r V, 25 5,000 
Station VI, 55 

Caltrop II, 1 onsrant 1/JO 0.01 
Camp Guard III , 8 I year 25 0.5 
Charge r, Solar . 10 1,500 l 
Cloak, Ene rgy , 8 72 hrs 350 l 

ommuni ca to r V. 14 6 hrs 500 0.5 
ommuni cato r VT. 16 6 hrs 50 0.5 

Contro l ex us , 20 0 
Cube, Glow ,6 8 hrs 100 0.5 
Death Fie ld Ge nerato r V. l 1 min 4 
Detec to r, Life Force VI, 10 1 hr 800 1 
Detec to r. Motion 4 hrs 800 l 
D1y hower 25 us~s 900 45 
Duralloy. Liq uid 8,000 12 
Envirolyze r 12 uses 750 2 
Ferrofoa m 175 3 
Ferrofo am , Force xyge n 275 
Fire Extinguisher 400 6 
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Tec h Level, Avg. Wt 
Name Complexity Duration Cost (kg) 

Flashlight IV, 5 32 hrs 50 0.5 
Folding Portaca rt IV, 8 -o 3 
Fuel Cell, Nuclea r VI, 6 1,000 8 
Garment Autopres. IV, 14 10 mins s-o 14 
Genera tor, EMP III, 15 1 min 300 30 
Generato r, MCII IV, 15 200 20 
Ge nerator, Solar III, 15 150 10 
Glasses, Gnome III, 5 25 0.1 
Gloves , ap III, 5 10 1 
Glue, Supe r III, 7 10 0.01 
Gravitic Acce lera tor V, 21 100 hrs 20 3 
Guidance 

AI IV, 17 3,0 0 0 
Laser IV, 12 1500 0 
Ordinance IV, 8 Fr e 0 
Seeking IV, 10 750 0 

Guida nce, Wire IV, 15 1,000 0 
Gyroscope III, 8 Constant 15 0.25 
Hand , Remote VI, 13 1 hr 2,000 1 
Hydrox V,- 0.5 
I.D. Card 

Maintenance VIVI, 3 750 0 
Override Progra m VIVI, 3 5,000 0 
Civil V I, 3 TOO 0 
Security VIVI, 3 9,000 0 
Personal VIVI, 3 200 0 
Sup erviso r VIVI, 3 1,000 0 
Unkn ow n VIVI, 3 50 0 

Information Retrieval System VI, 20 8 hrs 3,000 0.5 
Lexicon V, 12 6 hrs 600 0.5 
Lipoderaci nato r, Personal v, 22 4 hrs 650 12 
Listening Device III, 8 100 hrs 65 0.5 
Metal, Liquid VI, +10 X IA 
Parking Meter IV, 8 50 7 
Napalm II III, 5 One hr 40 1 
Neutralizing Pigments 

Black IV, 10 2 hrs 200 0.5 
Gr en IV, 10 24 hrs 150 0.5 
Grey IV, 10 24 hrs 100 0.5 
Orange IV, 10 2 hr · 250 0.5 
Red I , 10 2 hrs 500 o.-

Pack, Lift VI, 7 8 hrs 750 5 
Parachut e IV, 14 200 10 
Portent VI, 13 12 hr 1500 5 
Powe r Cell 

Atomic VI, 12 5,000 15 
Ch mica! TV, 5 100 0 
Hydroge n , 5 750 0 
Solar V, 5 1,0 0 0 

Prox ima Setting V, 20 / A 
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Tech Level , Avg. Wt 
Name Complexity Duration Cost (kg) 

Radiation Suit Repair Kit Ill , 8 50 2 
Radio . liste n only T . 13 8 hrs ro 3 
Rad io, Ham I , 23 8 hrs 0 0.5 
Rece ive r and "Bugs" 

Bugs rrr. 10 200 hrs 25/ ea 0.1 
Rece i er nr, 18 LOO hrs 200 4 

Saw, Po\, ·cr Tree m, 12 1 hr 90 4 
. enso r 

Artifi ial I , 10 200 0.5 
BioEnergy f\ , 10 200 0.5 
Eye-movem nt V, 24 50 3 

ight 
Comput r VI, 19 100 uses 3 000 0.5 
IR ( co pe) I , 10 100 use -oo 0.5 
IR ( co pe) r , 10 100 uses 50 0.5 
IR (Sco pe) V, 10 100 u es 1,000 o.-
Lase r V, 8 100 us s 1 -oo o.-
Las r VI, 8 100 uses 1.-00 o.-
T lescop ic IV, 4 200 0. -

Slmvg lass nstant ari cl Vari cl 
lowmirr or , Constant aried ariecl 

Smoke Generato r III, 14 Variab le 420 ] 1 
ouncl Filt r I , 16 2-0 l 

Thermomete r III, 5 l 0 
Thought ap v. 22 Variable 900 ? -_,) 

Thru ste r, Poc ket III, 10 12 bur sts 300 .1.5 
Too l ~t a riable aries 
Torc h. Atomic r ? . 550 4 , -
Torch, Lase r I , 14 20 hrs 250 I 
Torch , , onic I . 20 15 hrs 150 2 
Trashman , 10 400 5 
Trian gulato r Ill 16 50 100 ? -_ ,) 

nive rsa l Carel J . 18 0 
nive rsa l oo ker I , 14 .LOO uses 150 2 
oltmeter I , 12 350 0.5 

\X ea the r Pr clictor \ . 19 .LO 2 
Wedge, Elec tric I , 16 8 hrs ?-_ ) 
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