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Melee Weapons 
 

Blunt 
Blunt weapons are the simplest and most straight-forward weapons 

available to characters. One character might bludgeon another with a wooden 
board, a crowbar, a combat mace, a nightstick or a walking stick. The 
functions of the blunt weapon are to cause bruises, break bones and crack 
heads. 

 
Type Damage Size Durability Cost 

Brass Knuckles 1B N/A - • 

Club, wood  2B 2 - N/A 

Escrima Sticks 1B 2/S 2 • 

Iron Fan 0B 1/S 3 •• 

Mace (Metal)  3B 2 - •• 

Maul 4B 3/N 3 •• 

Morningstar 3L 3/N 3 •• 

Nightstick (TMFA)  2B 2/J 2 • 

Nunchaku 1B 1/S 3 • 

Quarterstaff 2B 4/N 1 • 

Sap 1B 1 - • 

Shakuhachi Flute 0B 1/S 2 • 

Sledgehammer 2B (9 again) 3/N 2 • 

Telescopic Baton 3B 2/J 3 • 

War Hammer 5B/4L 4/N 3 •• 

 

Brass Knuckles 
Metal knuckles (brass or chrome) are an old 

favorite of mob toughs, bouncers and back-alley 
pugilists. Brass knuckles are of minimal construction, 
being nothing more than metal curled around each 
finger allowing someone to deliver a mean-ass, jaw-
breaking blow. 

A more modern version of brass knuckles is sap gloves. These tough 
leather gloves - used by numerous law enforcement agencies (and criminal 
organizations) globally - have steel shot or plates sewn into the fingers. 
These gloves serve the same function as brass knuckles (powerful, bone-
crunching punches), having the same game Traits. The gloves are not as 
obvious as brass knuckles, appearing to be nothing more than thick black 
gloves. However, the wearer’s manual dexterity suffers while wearing sap 
gloves, and any actions performed that require such manual dexterity 
(operating a gun, using a hand tool, climbing) are done with a -1 penalty. 

If the sap gloves are a modern update to brass knuckles, the weapon 
known as dragon knuckles are more brutal. Dragon knuckles are brass 
knuckles with sharp, bristly steel nodules raised up from the metal. These 
metal burrs wreak havoc across exposed flesh. Dragon knuckles receive zero 
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attack modifiers, but do lethal damage instead of bashing. Dragon knuckles 
are also illegal in the United States and most Western countries. 

For the purposes of fighting in enclosed spaces, brass knuckles (and their 
variations) are Size 0. 

 

Club, wood 
Seen throughout folklore and popular culture as the 

favored weapons of cavemen and giants, the club is 
truly one of the oldest and most straight-forward 
weapons available. The wooden club is not only easy 
to improvise, but has a number of real-world analogs, 
as well. Modern clubs include baseball bats, walking 
sticks, Irish shillelagh, African knobkerries and wooden batons. All of these 
are weighted appropriately and can be used to bash a foe upside the head 
without penalty. 

Improvised clubs might include chair or table legs, two-by-fours or broom 
handles. (These weapons suffer the -1 penalty associated with most 
improvised weapons, however.) 

Non-wooden clubs have the same Traits, except for their Durability, which 
is that of the material they’re made of. 

 

Escrima Sticks 
Filipino fighting sticks (generally called Escrima sticks) 

are small batons, about 17 to 20 inches, generally made 
of rattan or wood. They can be used for ornamental 
combat, or can instead be used to break hands, noses 
and elbows, or to smash teeth, pop eyes and collapse 
throats. Many practitioners use two sticks (one in each 
hand) in concordance. One stick is meant for offensive 
strikes, while another is meant for defensive maneuvers. 

The material of the baton determines its functionality in combat. Rattan 
sticks are purely for sparring, and have Durability 1 and a Damage trait of -
1(B). Wooden sticks (hickory, usually) have Durability 1 and Damage 0(B). 
Metal batons or sticks made of polycarbonate plastics have Durability 2 and 
Damage 1(B). 

The Fighting Style: Filipino Martial Arts Merit grants bonuses to using this 
and other weapons. 

 

Iron Fan 
The iron fan (or gunsen) is a folding fan with metal 

ribs. Samurai were never without a fan tucked into 
their obi (sash); etiquette demanded it. Sometimes, 
however, the warriors were required to relinquish 
their swords on formal occasions, which left them 
defenseless. The iron fan allowed a samurai to 
retain a concealed weapon. 

If the user has the Weaponry Dodge Merit, he may add +1 to his total 
Defense when dodging if he is using an iron fan to parry incoming close 
quarter attacks. 

Japanese myth suggests that the very idea for the war fan came from the 
crow-spirits, the Tengu. They taught the fan’s construction to those warriors 
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who appeased them with gifts and tricks. The Tengu reportedly carried their 
own gunsen: fans made of oily crow wings, barbed at the ends. 

 

Mace (Metal) 
A mace is little more than a metal club, usually consisting 

of a reinforced shaft with a metal head (sometimes studded). 
Although the mace has a history that goes back all the way 
to 12,000 BC, this weapon didn’t see prominent use until the 
Middle Ages. Armor was designed then to help a knight 
withstand attacks from bladed weapons. The damage from 
blades, axes and arrows was more easily nullified with chain 
or plate mail. Although a mace certainly could not pierce 
armor, the mace did crush the chain mail enough to allow for blunt trauma to 
a knight’s body. Where an arrow would simply bounce off, the mace could 
still, on an off-chance, break bones or crush heads. 

Another curious piece of history about the mace is its occasional use by 
medieval clergy. Canon rule forbade priests from drawing blood. A mace, on 
the other hand, doesn’t precisely spill blood - damage can theoretically be 
delivered to an enemy without ever spilling a drop. Apocryphal stories 
(sometimes in tales from the Battle of Hastings or in poems like the "Song of 
Roland") from this time period tell of priests wading into a battle, maces at the 
ready. 

 

Maul 
A maul is a two-handed mace. The maul is longer by a 

foot or more, and heavier, as well. Some are shaped like 
hammers, but most have pear- or bell-shaped heads. 
They were originally used to sweep riders from atop their 
horses. 

 

Morningstar 
The morning star is a heavy mace. Topping the weapon is 

a ball adorned with a series of sharp metal spikes or 
needles. When the morning star hits open flesh, the weapon 
doesn’t just break bones, it also scores flesh from the bones. 
The morning star has gained two curious nicknames over 
time. The first (goedendag) is a Dutch word meaning "nice 
day." The second (holy water sprinkler) is because most 
morning stars look similar to the aspergillum, a Catholic 
device used in the dispersion of holy water. 

The Kindred of the Lancea Sanctum make use of aspergillum morning 
stars. The pious vampires use the device during ritual ceremonies to 
dispense sacred Vitae (dipping the aspergillum in an urn of blood, then 
shaking the morning star over the congregation), and also use the weapon to 
battle their enemies. 
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Nightstick (TMFA) 
The Okinawan tonfa did not begin as a weapon. 

Once, the tonfa was nothing more than a handle used to 
turn a millstone. But peasants, unable to afford or keep 
weapons, were able to adopt these makeshift handles 
for defense. Over time, martial arts developed around 
the handles, and they became excellent handled batons 
for defense. Tonfa are the prototype for the modern police baton, the 
nightstick. 

Most tonfa are made of wood or hard plastic. They’re not only functional as 
powerful clubs, but also provide strong and simple defense. Anyone using a 
tonfa in close combat gains a +1 modifier to her Defense. This Defense 
modifier is applied against Firearms attacks provided the shooter is within 
close range, as normal. 

 

Nunchaku 
Nunchaku (or "nunchucks") are little more than two 

blunt grips connected by a short chain. Like the katana, 
nunchaku have attained a kind of mythic stature from pop 
culture exposure. Images persist of martial artists using 
this weapon in a whirling flurry of attacks, unstoppable in 
their alacrity and fury. It rarely works that way. Like most 
chained weapons, the nunchaku is awkward in the hands 
of the untrained. A character is as likely to break his own nose as he is to 
shatter the jaw of an adversary. 

Characters without a Dexterity of 3 or higher suffer a -1 to attack. 
Nunchaku cannot be used in any of the fighting moves provided by the 
Fighting Style: Chain Weapons Merit. 

 

Quarterstaff 
The quarterstaff (also known as the bo staff or 

longstaff) is a shaft made of heavy wood. Each one is 
five to six feet in length and makes for an uncomplicated 
weapon. The staff has seen use all around the world, 
from the samurai in feudal Japan to Little John in the 
story of Robin Hood. A number of martial arts still 
include training with staves. The staff can be used as a 
long club, or can be thrust forward to keep opponents at 
bay. 

True weapons-level staves are made of particularly thick and strong wood 
(ash or hawthorn, for instance) and may have a Durability of 2, though such 
items also cost •• to match. One can also improvise a staff by breaking off the 
end of a brook or rake, but these are Damage 1(B) due to the improvised 
weapon penalty. 
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Sap 
The sap is usually a palm-sized flat "bag" of leather filled with 

lead shot or powder. For a small weapon, though, it packs a big 
wallop. 

The sap used to be part of every cop’s arsenal about 20 
years ago. After a quick hit from the sap, a criminal would think 
twice about acting violent. When used, the bag of shot - often 
targeted at elbows, knees, collarbones or even noses - did 
such sudden trauma to the target that it would leave him or her 
stunned, howling in pain. 

Using a sap can cause a Stun effect. Unlike other Stun weapons, if the 
damage caused by the attack meets or exceeds the target’s Stamina (not 
Size), the target loses his next action. 

 

Shakuhachi Flute 
Perhaps one of the unlikelier weapons of the ancient samurai 

was the bamboo flute known as the shakuhachi. In 1876, the 
Sword Abolishment Act forced samurai to relinquish their titles 
and arms. Still desiring weapons, the fallen samurai redesigned 
these traditional flutes to be heavier, with harder hollow cores 
and greater balance. 

Shakuhachi can still be purchased from appropriate Asian-
themed vendors. Not only can a character play the flute (Wits + Expression 
with a +1 bonus), but she can use it as a wooden baton against foes. The 
item is balanced for this, and as such takes no penalty for being improvised. 

 

Sledgehammer 
The average 8 to 10 pound sledgehammer is a 

cumbersome tool, generally meant for pounding stakes or 
pegs into the ground. The sledgehammer is even more so 
as a weapon. The sledgehammer’s weight is almost 
entirely located at the one end, making this weapon poorly 
balanced for personal combat. Still, if one manages 
success with the sledgehammer, its weight can deliver 
crushing blows, whether thrust forward or downward. Bones crack, splinter 
and disintegrate beneath a strong-enough blow from one of these monster-
sized hammers. Therefore, sledgehammers benefit from the 9 again rule. 

 

Telescopic Baton 
The telescopic baton isn’t altogether different from any 

other metal club or mace. The baton is made of solid 
steel, and can be used to shatter skulls, break arms or 
split kneecaps just like any other baton. The difference 
here is that the baton is spring-loaded or, instead, is 
opened with a quick kinetic snap. A character can conceal 
the steel baton inside the grip, which is of a significantly 
smaller size (Size 1/S) than the average club. With a flick of the wrist, the grip 
expends the telescopic club, which springs to approximately 26 inches in 
length (or Size 2/J). 
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War Hammer 
Sometimes called a "war pick" or "horseman pick," 

the war hammer is essentially a gigantic claw hammer. 
This two-handed juggernaut has a blunt end that can 
crush bones, and a pick end that can punch through 
most armor. Warriors often wielded war hammers 
against those on horseback, against whom these weapons could break the 
legs of oncoming steeds, thus sending the riders to the ground where they 
were vulnerable to further attack. The blunt end has Damage 5(B), while the 
pick end has Damage 4(L) and Armor Piercing 1, and, of course, the weapon 
has monstrous damage potential due to its sheer weight. Unfortunately, that 
also makes the weapon incredibly slow and unwieldy. After a turn using the 
war hammer, the attacker must wait a full turn to use the weapon again or 
suffer a -3 to the attack. (In fact, all turns after the first suffer this -3 penalty 
until the wielder takes a turn wherein he takes no other actions other than to 
re-balance himself.) 

The most famous war hammer was the mythical hammer of Norse legend, 
Mjolnir. Literally translated as "That Which Smashes," Mjolnir was the prized 
weapon of the thunder god Thor. Every time he swung it, Mjolnir’s power 
issued forth a booming thunderclap that would deafen those nearby. 

 

Knives 
Knives have been used in combat for thousands of years. Ancient 

Egyptians fought with stone blades. Aztecs sacrificed the willing with knives 
made of obsidian. Archeologists refer to the period of 1,800–500 BC in 
Scandinavia as the Dolktid, or Dagger Period. Far older as well as still seeing 
use in modern combat, knives and daggers have seen greater use than 
swords in combat. Below is a representative catalog of knives and daggers 
that could see use in a World of Darkness game. 

 
Type Damage Size Durability Cost 

Bayonet 2L 1/S 3 • 

Bowie Knife 2L 1/J 4 • 

Combat Knife 1L 1/S 3 • 

Katar Punch Dagger 2L 1/S 3 •• 

Keris 2L 2/J 3 •• 

Khukri 2L 2/J 3 •• 

Knife 1L 1 - • 

Main Gauche 1L 1/S 3 • 

Pocketknife -1L 1/P 2 • 

Rondel Dagger 1L 1/S 3 •• 

Switchblade 0L 1/P 3 • 

Trench Knife (WW1) 1L/B 1/S 3 • 
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Bayonet 
The bayonet is a dagger attached to the end of a long 

firearm, meaning a long rifle or assault rifle. Used 
predominantly in World War II but still used today by a 
number of rebel forces throughout the world, the 
bayonet is used to stab forward, almost like a spear. 
The above Traits are for a bayonet mounted on a Size 3 rifle. If mounted on a 
bullpup (Size 2) rifle or detached and used as a combat knife, a bayonet is 
Damage 1(L). 

 

Bowie Knife 
If the stories are true, the Bowie knife, that 

quintessential American blade, has spilled buckets of 
blood since its invention in 1830. In various fights, 
famous pioneer Jim Bowie reportedly decapitated, 
disemboweled and dismembered his opponents with it. 
The knife is said to be of Bowie’s own design. He took 
a wooden model of the weapon to Arkansas 
blacksmith James Black, who later put the knife into production. Some have 
suggested that James Black sold his soul to the Devil and in return was given 
the secrets of making this knife. Others say that Black knew the true magic 
behind authentic Damascus steel. Whatever the case, Black’s secrets remain 
occulted; he did all his work behind a leather curtain and left behind no 
documented information. 

A Bowie knife, with its sharp edge and heavy blade, is equally at home 
splitting skulls and chopping wood. True Bowie knives continue to have a 
reputation for being some of the toughest around. A Bowie knife’s Durability 
is always at a +1 from the reinforced layers of steel. Also, in appropriate 
situations, the knife adds +1 to Crafts rolls (when chopping or whittling wood, 
for instance). 

 

Combat Knife 
This basic set of Traits covers everything from 

archaic daggers to modern commando knives. Almost 
every simple knife designed and balanced primarily for 
injuring or killing people falls under these auspices. 

 

Katar Punch Dagger 
Katars are notable because their horizontal grips 

allow the user to punch with them, like brass 
knuckles with a blade jutting forward. The katar 
blades are wide and taper to a quick point, and 
cause severe damage when thrust against an 
unarmored body. Attacks with a punch-dagger are 
done with Strength + Brawl rolls, eschewing use of 
the Weaponry Skill. Some characters choose to wield two punch-daggers at 
one time; in this case, off-hand penalties still apply. 

A more modern version of the katar is the "push dagger," an American-
made knife whose blade sticks out from between the knuckles. (Its ratings are 
equal to that of the katar.) Rare versions of the katar exist (Cost •••), however, 
that have one blade that actually splits into two butterfly-like blades upon 
squeezing the grip tightly. Assailants use this in a brutal manner: once the 
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blade is buried in another’s flesh, pulling the grip expands the blades 
insidethe victim. If one of these katars is used in this way, the blade does 
continuous damage (provided the victim does not pull away first with a 
Strength + Brawl roll). This damage is done in the form of 2 lethal regardless 
of Defense or armor. This damage is done once while inside and a second 
time when the blade is removed from the body (doing considerable harm as 
the blade exits). 

 

Keris 
Also sometimes called a kris or kriss, this 

unconventional blade has a curved, nearly pistol-like 
grip that rests in the hand and allows the forefinger 
to guide the weapon. Its blade may be wavy or straight, and the hilt is likely to 
be sculpted in sumptuous abstractions of Hindu or Islamic iconology. Using 
the weapon is meant to be natural, acting nearly as an extension of the arm. 
The keris isn’t meant for slashing. The blade is thrust forward in close 
quarters, the goal being for the blade to slip between the ribs and perforate a 
lung. Unfortunately, although the dagger is meant to be easy to wield, it’s 
awkward for untrained users. A user without an appropriate Keris Specialty 
suffers a –1 modifier to her attack roll. (Note that the Specialty still grants the 
bonus die.) 

Few daggers are as replete with legends as the Malay keris. The idea 
behind every keris is that it is a mystical weapon, forged out of Tosan Aji 
("magical metal") and given a mind of its own, and many keris blades are 
engraved with images of the Naga, the legendary snake creatures from Hindu 
myth. Straight blades are considered sarpa tapa, or "snake in meditation," 
while wavy blades are sarpa lumuka, or "snake in motion." Stories persist 
about keris daggers that leap from their sheaths to behead hidden enemies 
or daggers that murder their users to expose the corruption in their hearts. 
Some owners don’t use the keris as normal daggers, and instead hang them 
from their rafters or doorways because the blades will (according to myth) 
attack evil spirits invading the home. 

The wavy-bladed keris has entered pop culture’s consciousness as the 
traditional weapon of robed cultists, though these props often lack the 
unusual pistol-like grip. Keris daggers without these grips have a Damage 
trait of 1(L), but don’t require a Specialty to wield effectively. 

 

Khukri 
The Gurkha fighters of Nepal reportedly have a 

saying about these favored fighting knives: if a 
Gurkha unsheathes his khukri, the blade must spill 
blood. If history is any indicator, the saying holds some truth. The Gurkha, 
operating as foreign complements to the British Army, were said to be fierce 
opponents on the field of battle, chopping off limbs and heads, the blood 
running down the notched grooves often found on a khukri’s handle. 

The khukri itself is a wide knife, almost like a machete, except that the 
blade is curved sharply inward, looking nearly like a boomerang. Most of the 
weight is located at the top of the blade. This gives the weapon a fierce arc. 
The weight drives the blade forward with astonishing force. This force is why 
the knife is considered particularly useful when chopping off body parts on 
the battlefield, and why the Gurkhas would aim for the exposed necks of their 
adversaries. A character wielding a khukri normally is certainly fierce enough. 
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A character using a khukri to try to decapitate or dismember an opponent is 
all the more worrisome. When using a khukri to target a specific body part, 
the normal penalties apply. However, the khukri allows the 9 again rule on 
targeted attacks, as the weapon’s unique blade contributes mightily to such 
direct attacks. 

The khukri, with a blade approximately a foot long, is very nearly a sword. 
Sword versions of the khukri do exist, however (with blades over 20 inches in 
length). A sword khukri has Damage 3(L), Cost ••••, and Size 3. 

 

Knife 
A knife is a cutting tool with an exposed cutting edge 

or blade, hand-held or otherwise, with or without a 
handle. Knife-like tools were used at least two-and-a-
half million years ago, as evidenced by the Oldowan 
tools. Originally made of rock, bone, flint, and obsidian, 
knives have evolved in construction as technology has, 
with blades being made from bronze, copper, iron, 
steel, ceramics, and titanium. Many cultures have their unique version of the 
knife. Due to its role as humankind's first tool, certain cultures have attached 
spiritual and religious significance to the knife. 

Most modern-day knives follow either a fixed-blade or a folding 
construction style, with blade patterns and styles as varied as their makers 
and countries of origin. 

 

Main Gauche 
The main gauche (French; literally "left hand") isn’t 

really a weapon in itself. It certainly can be, as it’s a 
dual-edged blade that can be used like any normal knife 
in combat. That belies the tool’s original use, however, 
which is to serve as a parrying tool in fencing. Duelists 
hold the weapon in the left hand (per the name) while 
wielding a rapier or épée in the right. The main gauche 
has a knuckle-guard that allows the fighter to deflect 
incoming close-combat attacks. 

If a character wishes to use the main gauche to help him parry incoming 
close-combat melee attacks, it grants him a +1 modifier to his Defense. 
However, this dagger doesn’t offset the –2 penalty from off-hand attacks 
unless the character has the Ambidextrous Merit. 

 

Pocketknife 
A pocketknife is not at all meant for use in 

combat. Pocketknives (or penknives) are small, 
awkward and rarely sharp enough to cause 
anything beyond superficial injury. Still, sometimes 
a penknife is all a character has when her back is against the wall and 
something is slavering and snapping at her, trying to rip out her trachea. 

A pocketknife’s problems are manifold. Beyond allowing for minimal 
damage, a pocketknife is also relatively fragile. If used in combat, the blade 
will break away from the base after doing 3 damage in a single attack. Worse, 
should the user suffer a dramatic failure when attacking with a penknife, the 
blade will close upon the wielder’s fingers, doing one point of lethal damage 
as the penknife cuts across his digits. That said, a penknife can come in 
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handy outside of combat, and may add +1 to appropriate Crafts rolls 
(especially if the knife is of a multi-tool variety like the Swiss Army models). 

 

Rondel Dagger 
The rondel ("Eared") dagger originated in the 

14th century in southern Europe. End to end, the 
rondel dagger is nearly 20 inches long (with the 
blade comprising about 12 of those inches). The 
blade is thin, tapering to a point; most of the blades were double-sided, 
though a variation exists in which the blade is actually four-sided (cruciform). 
More curious is the grip and pommel. The bottom of many of these daggers is 
split in two, splayed out in two metal pieces that looked like ears. The function 
of this was so that the wielder would have a place to hook his thumb or place 
the heel of his hand. Why? Because it provides greater power to a stabbing 
blow. 

The rondel is not meant for slashing attacks. It remains only truly effective 
when used to stab. In fact, it’s so effective that its point can puncture chain 
mail armor. While the blade won’t generally pierce plate armor, savvy users 
can still kill a plated opponent by driving the weapon between the joints of the 
suit. Historically, this dagger was seen by some as a last-resort weapon on 
the field of battle. Others realized that it was a nearly perfect weapon for 
assassination. 

The eared dagger comes with a number of bonuses. First, its precise 
tapered point grants the knife Armor Piercing 1. Second, if the weapon is 
used in a surprise flank or rear attack, and the target fails to notice the 
assailant (i.e., he fails his Wits + Composure roll), not only does the attacker 
get to ignore the target’s Defense, but he can make his attack with a +2 
bonus. 

Collectors might be able to find a peculiar Turkish variation of this knife, 
with a small door in the handle (either in the side of the grip or at the base of 
the pommel), the perfect size for a smaller phial. History suggests that 
assassins used to fill these phials up with potent poisons, smearing the 
blades with the toxins moments before plunging them into the unaware 
victims’ flesh. This variation is generally expensive (Cost ••••). 

 

Switchblade 
A switchblade is a thin, small-bladed knife that is 

concealed in the weapon’s handle and is only sprung 
when the wielder hits a switch on the grip. Popular with 
gangs once, switchblades are now mostly passé in the 
criminal community. Other versions of the switchblade are 
the butterfly knife and spring knife. Note that this blade is 
illegal to possess and/or carry in many countries, 
including much of the United States. 

 

Trench Knife (WW1) 
In the muddy trenches of war-torn Europe, men were 

forced at times to rely upon their hand-to-hand weapons 
for survival. Pistols jammed and weren’t reliable in close 
combat. In the darkness, some soldiers relied upon their 
trench knives to dispatch enemies. 
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A trench knife is the precursor to the more modern commando knife. It is 
double-edged and balanced for fighting. The World War I trench knife has a 
modification, however, that many modern combat knives do not feature. The 
trench knife’s knuckle-grip doubles as a set of brass knuckles. The damage is 
lethal if used as a normal knife (requiring a Strength + Weaponry roll) and 
bashing if the character chooses to utilize the knuckled grip (requiring 
Strength + Brawl). 

 

Swords 
Originally, swords were little more than long knives with blades of copper 

and bronze. With the technological advances of iron smelting, however, 
swords became more powerful and practically ubiquitous. By 500 BC, swords 
were the primary hand-to-hand weapon of most warriors, be they Roman 
soldiers or barbarian berserkers. History and legend are replete with a 
number of famous and magical swords - Arthur’s Excalibur, Siegfried’s 
Balmung and Caesar’s Crocea Mors. For nearly a millennium, swords 
remained the dominant weapon of the warrior class and the wealthy. 
However, the advent of gunpowder would change all that, and by the 16th 
century, swords began a slow fade. They’re still produced in this modern age, 
but mostly as items of vanity or ceremony. 

 
Type Damage Size Durability Cost 

Bastard Sword 3/4L 3/N 3 •• 

Curved Sword 3L 2/L 3 •• 

Fencing Sword 1L 2/L 3 • 

Fish-Spine Sword 1L (9 again) 2/L 1 N/A 

Gladius 2L 2/S 3 •• 

Greatsword 4L 3 - ••• 

Halberd 4L 4/N 3 ••• 

Katana 3L 2 - ••• 

Longsword 3L 2/L 3 •• 

Machete 2L 2/J 3 • 

Rapier 2L 2 - •• 

Sword 3L 2 - •• 

Swordcane 2L/B 2/L 3 •• 

Wakizashi 2L 2/S 4 ••• 

Zweihander 4L (9 again) 4/N 3 ••• 

 

Bastard Sword 
Called a "bastard" sword because it is said to be the 

bastard child of the long sword and the great sword 
(and also called the "hand-and-a-half"), this sword can 
be wielded with a single hand or held in two for 
greater damage. Wielding it one-handed requires a 
Strength of 4, and provides a Damage of 3(L). Wielding it two-handed 
demands a Strength of 3, and allows a Damage of 4(L). 

Popular about 500 years ago, bastard swords are now generally weapons 
of antiquity and show up at auctions and in museums. However, one group of 
werewolves sometimes leaves them behind as a kind of calling card. Some of 
the Pure known as the Ivory Claws plunge them into the murdered bodies of 
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their Forsaken prey, presumably because the Uratha werewolves are 
considered bastards by the Pure. 

 

Curved Sword 
The curved sword (or "backsword") is not a single sword 

but an entire category. The blade features a mild-to-deep 
curve, and is generally only sharp on the outer edge. The 
original curved design was meant to be used by riders upon 
horseback. Warriors found the curved weapons to be better 
weighted than straight blades toward uneven, roughshod 
fighting. Atop a horse, any iota of imbalance could send a 
knight or soldier toppling off his steed and to the ground, 
which was tantamount to a death sentence. 

Ancient versions of the curved sword include the Indian talwar, the Persian 
shamshir and the Greek makhaira. More modern versions include the cavalry 
saber, used prominently in conflicts such as the Napoleonic Wars and used 
ornamentally in the American Civil War. 

The curved sword is a poor thrusting weapon, but excels when slashing or 
chopping. The weapon provides a +1 bonus when chopping downward from a 
position of height, as if upon horseback. Although modern characters might 
not frequently swing the sword while upon a charging steed, other situations 
may grant the bonus. A character attacking from an open truck door or a 
stairway may find that the weapon is suitably balanced for such a vantage 
point. 

 

Fencing Sword 
The sport of modern fencing is a match of strategy, a 

constant give-and-take of whip-thin blades and 
anticipatory maneuvers. Masked combatants clash 
swords in what is called the right-of-way convention, in 
which one opponent parries while the other presses an 
attack. When the attacker reaches the end of his 
potential assault, the tables turn and he becomes the 
one to parry as the match goes back and forth until 
someone scores a hit. Some rules demand that only the torso is game; others 
allow the whole body to be targeted. 

The swords used in fencing aren’t blades, precisely. They’re long and thin 
but not edged, similar to an automobile’s antenna, featuring a curved basket 
hilt as the grip. The foil is a small, light version, while the épée is a slightly 
heavier, rapier-like blade. These swords are useless at the cut and slash. 
While such attacks might do minor damage, it’s like being whipped by a 
heavy willow branch. No, these weapons are only useful on the thrust. 

Fencing weapons are light enough that a user may ignore the normal 
Strength requirement. Also, similar to the rapier, a fencing sword has Armor 
Piercing 1. For information on fencing, see the Fighting Style: Fencing Merit 
in the Appendix. 
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Fish-Spine Sword 
Fish-spine swords are predominantly found in 

India and New Guinea, though versions exist 
throughout the islands of the South Pacific. 
Fishermen looking to protect themselves take the 
snout of certain fish (usually that of the sawfish 
shark) and bisect it. They then wrap the base of 
the snout in cloth or leather or give the snout an all-new handle. The weapon 
features a blade of barbed, uneven teeth: a blow with this sword can cause 
ragged wounds across exposed flesh. Survivors of attacks made with these 
swords suffer terrible scarring. The weapons, for this reason, excel at causing 
lasting damage. Users can apply the 9 again rule to their attacks. However, 
while the bone is strong, the nature of its tiny spine-like teeth gives the 
weapon a short lifespan. Fish-spine swords have only a Durability 1 because 
of this. 

Metal versions of this weapon exist, generally in India. They’re heavier than 
their bone-made cousins (Size 3), but have Damage traits of 2(L) and Cost 
•••. 

 

Gladius 
The gladius was the weapon of the Roman legionaries. 

This short sword, measuring no more than 26 inches, was 
meant for quick thrusting and chopping in mass combat 
formations, where soldiers stood close together and 
longer blades would have been impractical. 

No Roman gladii survive today that could be used in 
battle. They’re relics aged over two millennia. Using one 
in a fight is not only a foolish move (the weapons are so brittle they will take 
more damage than they give), but one that destroys a priceless artifact. Any 
gladius used in battle today is a replica or re-creation, most of which suffer 
from the "Decorative Weapons" rule listed earlier in this chapter. 

The Holy Damned of the Lancea Sanctum sometimes use the gladius both 
as adornment and in combat. The gladius was, after all, the weapon that their 
prophet carried at his hip when he thrust his spear into the side of Christ. In 
many cases, elder Sanctified actually craft their gladii from genuine relics, 
borrowing perhaps still-sturdy hilts or instead using antiquated scabbards. 
The blades, however, are almost always new, carefully forged and 
obsessively sharpened. Some Sanctified value elaborate ornamentation, to 
reveal the glory of the Dark Prophet and God the Father, whereas others 
prefer a humble weapon, unadorned with such intricate embellishment. 

 

Greatsword 
The generic term "great sword" likely derives from the 

Scottish two-handed long sword known as the claymore. 
And even that term is an Anglicized pronunciation of the 
weapon’s true name: the claidheamh mór, which, sure 
enough, is Gaelic for "great sword." It’s a heavy weapon 
(about seven pounds) and long (blade of four feet, hilt just 
over a foot). The great sword is meant to be held with two 
hands. Using it one-handed is particularly difficult, and requires a Strength of 
4 to manage. 



 

17 

 

This blade was used for a timeframe of about 300 years, starting in the 
13th century, though the great sword didn’t see prominent use until the latter 
end of that period. Warriors wielded the claymore and used the brutishly long 
sword to upend knights from horses, smash shields and take off heads at 
their unprotected necks. True claymores from the late medieval period are 
rare and highly prized. They exist mostly among old, aristocratic collections 
seldom seen by the public. 

 

Halberd 
The halberd, a polearm with an ax, hook 

and pike at the business end, saw heavy use 
in the 14th and 15th centuries. In battle, a 
warrior could use the hook to unseat riders 
from their mounts or yank a foe’s leg out from under him and knock him to the 
ground. Swinging the ax-blade with great momentum allowed the user to 
chop and hack his opponents while keeping them at a relative distance. The 
pike served to stab at those opponents or kill their horses. 

A character using a halberd can make a trip attack as if he possessed the 
Fighting Style: Staff Fighting Merit. A character using a halberd who does 
possess the Merit receives a +1 bonus to the roll. 

A number of polearms mirror the halberd’s general construction with slight 
variances in the design of the weapon’s head. Particular variations include 
the ox tongue, bardiche and voulge. These polearms function as the halberd, 
with equal stats. 

The halberd remains a ceremonial weapon of the Vatican’s Swiss Guard, 
and some say the weapons aren’t purely ceremonial, but that the guards are 
quite versed in using them to dispatch opponents. 

 

Katana 
The katana was once the symbol of the military class 

and of the prestigious lords of feudal Japan. The katana 
was more than just a sword; it was a statement that 
spoke to an individual samurai’s style and spirit. The 
character of the smith was said to be burned into the 
folded steel, and the wielder could purportedly sense the 
spark of life hidden within each blade. The blades were 
versatile in both offense and defense, providing the 
warrior with a dynamic ebb-and-flow in battle. The blade could block an 
attack from on-high or down-low. If the blade penetrated the defense, the 
edge could split an opponent’s skull in two. The katana was an instrument of 
deadly alacrity and precision. 

And now, you can buy katanas in shopping malls and on the Internet. 
The katana has attained an almost fetishistic resonance in modern pop 

culture, showing up in movies like Highlander, The Matrix Reloaded and Kill 
Bill as well as in comic books, anime and television shows. As such, these 
swords are now prominently sold (along with a number of martial arts 
weapons) to collectors and pop culture aficionados. These swords might be 
beautiful, but they’re not meant to be used as weapons. They are, instead, 
meant to hang on walls or rest in display cases, nothing more. As such, the 
majority of katanas sold suffer from the Decorative Weapons rules mentioned 
above, with Damage 2(L) and Durability 2. These swords can be used in 



 

18 
 

combat, but they certainly shouldn’t. They are of lower cost, however (Cost 
••). 

Some actual smiths still produce genuine katanas. The weapon chart Traits 
apply to these swords in particular, and not to the kind of katana one might 
purchase at a flea market. Weapons-grade katanas are well-balanced and 
sharp, and have the folded steel technique that helps to make these swords 
particularly special and tough (Durability 4). Ultimately, the sword’s Durability 
is really its only key advantage over European-style swords. 

 

Longsword 
The longsword, or broadsword, was the most common 

weapon on the battlefield in the mid-to-late Middle Ages, 
up until the inclusion of artillery and the arquebus. The 
long sword is perhaps the most basic of swords: a 
single-handed, double-edged blade approximately three 
feet in length. This sword could be used to slash or chop 
(design elements left over from early sword-making), but 
the point allowed for wielders to thrust with it, as well. 
Thrusting allowed a warrior to make his attacks more effective against armor 
that could absorb slashing or hacking blows. 

 

Machete 
The machete is probably the most common "sword-

style" weapon found in the hands of assailants 
worldwide. Machetes are carried by Columbian guerillas, 
Afghan warlords, Burmese poppy farmers and 
Sudanese rebels. Machetes were some of the primary 
weapons used for murder in the Rwandan genocide and 
by the Haitian Tontons Macoutes. They can be found in the hands of North 
Americans all across the rural landscape, too. Whether used for chopping 
vegetation or cutting up bodies, this tool and weapon is a popular one 
because it serves the dual function of being useful on the farm and on the 
battlefield. 

While a machete is a tool, it is a well-balanced one. It does not suffer from 
the improvised weapon penalty. 

 

Rapier 
A rapier’s dual-edged blade, easily three feet in length, 

is poorly balanced for slashing. The weapon instead 
makes small cuts - little slices, really, more demeaning 
than damaging - in an opponent. When the time comes 
for the kill, the swordsman thrusts forward and runs his 
adversary through with the point. 

It was for this reason that the rapier saw little battlefield 
experience. Historically, the rapier was the weapon of the wealthy, a sword of 
distinction marking one’s own influence and affluence. Some called this 
sword the espada ropera, the Spanish dress sword, as it mostly hung by a 
man’s side as ornamentation. A man only unsheathed the sword during 
fencing matches or duels, and rarely were such duels to the death. Those 
contests were all about that first degrading cut, whether it was a sliver of flesh 
taken from the back of a hand or a slash through the adversary’s cheek. The 
rapier has fallen out of usage, even in modern fencing (see "Fencing 
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Swords"). Still, some elder or traditionalist vampires carry their rapiers with 
them during events of pomp and circumstance, just in case they need to 
embarrass some upstart with a quick whisper of the flashing blade. 

Two more battlefield-savvy versions of the rapier are the estoc and the 
Panzerstecher (or "Armor-Stinger"). All rapiers have a point sharp enough 
and a blade thin enough to pierce armor, and thus have Armor Piercing 1. 

 

Sword 
A sword is a bladed weapon used primarily for cutting 

or thrusting. The precise definition of the term varies with 
the historical epoch or the geographical region under 
consideration. 

According to some experts, a sword in the most narrow 
sense consists of a straight blade with two edges and a 
hilt. However, in nearly every case, the term may also 
refer to weapons with a single edge (backsword). 

The word sword comes from the Old English sweord, cognate to swert, Old 
Norse sverð, from a Proto-Indo-European root *swer- "to wound, to cut". Non-
European weapons called "sword" include single-edged weapons such as the 
Middle Eastern saif, the Chinese dao and the related Japanese katana. The 
Chinese jian is an example of a non-European double-edged sword, like the 
European models derived from the double-edged Iron Age sword. 

Historically, the sword developed in the Bronze Age, evolving from the 
dagger; the earliest specimens date to ca. 1600 BC. The Iron Age sword 
remained fairly short and without a crossguard. The spatha as it developed in 
the Late Roman army became the predecessor of the European sword of the 
Middle Ages, at first adopted as the Migration period sword, and only in the 
High Middle Ages developed into the classical arming sword with crossguard. 

 

Swordcane 
The gentleman’s cane is often made of elegant wood 

and comes topped with a metal ornament, such as an 
eagle’s head, a reared cobra or a simple umbrella 
hook. The sword cane appears to be nothing more than 
a tool meant to aid one in walking, until a gentleman 
pulls a sword from it. 

Sword canes seem like silly collector’s items straight from spy films, except 
these canes actually do serve as functional weapons. The cane can be used 
as a blunt object, and the sword within allows for slashing lethal damage. 
Much like a weapon drawn from a scabbard, the sword takes a turn to 
remove from its cane sheath. 

Another version of this exists, one that comes from India. This device, 
called a "fakir’s crutch," isn’t a sword contained within a cane, but a blade 
hidden inside a cripple’s crutch. This weapon can be used in the same 
manner as its more stylish cousin. 

 

Wakizashi 
The wakizashi is a samurai’s sidearm, acting as a short 

version of the more popular katana. An attacker can use 
the wakizashi one-handed, as opposed to the katana, 
which is generally held in a two-handed grip. 
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Of particular note is the weapon’s history in ritual suicide. Dishonored 
samurai used these short swords in the act of seppuku. This requires the 
samurai to withdraw the sword from its sheath (saya) and thrust the blade 
deep into his belly. From there he would make a number of cuts across the 
original cut, opening his abdomen and literally spilling his guts. From that 
point, a friend or master would decapitate the shameful samurai with his own 
wakizashi’s companion katana. Some women were allowed to kill themselves 
with the wakizashi as well, but they were expected not to disembowel 
themselves, only to slit their throats. 

These short swords tend to feature the same folded-steel technique as the 
katana. As such, the wakizashis are Durability 4. 

 

Zweihander 
This is a monstrous weapon, longer and larger than 

even the great sword, with a hilt of over a foot, and a 
blade that measures nearly five feet in length. The 
zweihander is taller than some people. It also weighs 
nearly 14 pounds, requiring a Herculean effort just to 
swing the weapon, regardless of accuracy. The blade 
itself might be flamberge (wavy curves like a snake) or 
have parrying hooks about 10 inches up from the hilt. 

If one can wield this beast and connect with it, the massive weapon can 
wreak hideous damage. Attacks made with this sword apply the 9 again rule 
to the roll. 

 

Axes 
Axes were tools before they were weapons, but over time, their value in 

battle became clear. While generally unwieldy, axes could bring tremendous 
damage in the hands of the strong; they could cleave through the vulnerable 
joints in mail suits, thus lopping off arms, legs, even heads. Axes may not 
have required the finesse of a proper swordsman, but these brutal devices 
did not demand that level of grace to draw blood. 

 
Type Damage Size Durability Cost 

Axe, small 2L 1 - • 

Axe, large  3L 3 - •• 

Battle-Axe 3L 3/N 3 •• 

Crash Axe 2L 2/L 4 • 

Fire-Axe 3L 3/N 2 • 

Greataxe 5L 4 - ••• 

Hatchet 1L 1/S 2 • 

Ice Axe 2L 2/J 1 • 

War Axe 5L (9 again) 4/N 3 ••• 

 

Axe 
The axe, or ax, is an implement that has been 

used for millennia to shape, split and cut wood; to 
harvest timber; as a weapon; and as a ceremonial 
or heraldic symbol. The axe has many forms and 
specialized uses but generally consists of an axe 

head with a handle, or helve. Axe, small 



 

21 

 

The earliest examples of axes have heads of stone with some form of 
wooden handle attached (hafted) in a method to suit the available materials 
and use. Axes made of copper, bronze, iron, steel appeared as these 
technologies developed. 

The axe is an example of a simple machine, as it is a 
type of wedge, or dual inclined plane. This reduces the 
effort needed by the wood chopper. It splits the wood into 
two parts by the pressure concentration at the blade. The 
handle of the axe also acts as a lever allowing the user to 
increase the force at the cutting edge—not using the full 
length of the handle is known as choking the axe. For fine 
chopping using a side axe this sometimes is a positive 

effect, but for felling with a double bitted axe it reduces efficiency. 
Generally, cutting axes have a shallow wedge angle, whereas 

splitting axes have a deeper angle. Most axes are double bevelled, i.e. 
symmetrical about the axis of the blade, but some specialist broadaxes have 
a single bevel blade, and usually an offset handle that allows them to be used 
for finishing work without putting the user's knuckles at risk of injury. Less 
common today, they were once an integral part of a joiner and carpenter's 
tool kit, not just a tool for use in forestry. A tool of similar origin is the billhook. 
However in France and Holland the billhook often replaced the axe as a 
joiner's bench tool. 

 

Battle-Axe 
The earliest stone axes were produced nearly 8,000 years ago, and since 

then, axes have been a common tool throughout the 
growth of civilization. Axes were (and are) used to fell 
trees and split wood, chop roots and vegetables and 
even to break stone. It’s hard to know at exactly what 
point someone recognized that an ax would be an 
excellent tool to fell and chop humans, but it might’ve 
been around the time when someone realized the axe’s 
potential in beheading livestock or other animals. 

Regardless, the battle-axe was born. Smiths modified the felling axes for 
better balance in combat. Smiths no longer lashed the ax-head to the handle, 
but socketed it instead for greater sturdiness. Barbarian tribes used axes to 
attack the horses bearing down upon them, whereas riders used the axes’ 
momentum to swing hard and fast from the greater vantage point. The axe 
became a vicious tool in combat, certainly not as light as the sword or 
dagger, but with far greater power once it connected. 

Curiously, the battle-axe has a place in religion and superstition, as well, 
starting all the way back in the Neolithic period. Axes were often "gifts" to the 
gods, and were left upon altars or buried so that the gods could use them as 
exalted weapons. Axes were also icons of protection: men placed them upon 
rooftops to thwart lightning strikes and hailstorms, left them in the middle of 
fields to ensure good crops and buried axes under houses or under beds to 
ward off witches and other monsters. 

Battle-axes may be single or double-headed, and are generally light 
enough to be carried in one hand. 

 

  

Axe, large 
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Crash Axe 
A crash axe is a small survival axe made for use in 

emergencies. Several small airplanes have at least one crash 
axe on board, and fire fighters often carry them, as well. The 
axe can be used to break glass, chop open metal doors, dig, 
even clear debris. These axes are particularly tough. Not only 
are they made of drop-forged, reinforced steel (+1 Durability), 
but they also have rubber handles insulated to withstand up to 
20,000 volts of electricity. 

 

Fire-Axe 
Fire axes are common among fire and police 

personnel, but can be purchased for home use, as well. 
These axes can be used in forcible entry, crash 
extractions and impromptu ventilation in heavy smoke 
areas. Fire axes can also be used to chop trees, 
behead animals or lop off an adversary’s limbs with a 
hard swing. While a fire ax isn’t meant for combat, its sole purpose is to 
cause damage. As such, the fire axis balanced for powerful strikes and 
doesn’t suffer any penalty for being an improvised weapon. 

More advanced fire axes cost ••, and may have fiber-glass handles (total 
Durability 3) as well as a pick on the end of the ax, which has a Damage 
rating of 2(L) but which may bypass armor (Armor Piercing 1). 

 

Greataxe 
A greataxe is an axe specifically designed for combat. 

Greataxes were specialized versions of utility axes that 
were deployed two-handed. 

Through the course of human history, commonplace 
objects have been pressed into service as weapons. 
Greataxes, by virtue of their ubiquity, are no exception. 
Besides greataxes designed for combat, there were many 
axes that doubled as tools and weapons. Axes could be modified into deadly 
projectiles as well (see the francisca for an example). Axes were always 
cheaper than swords and considerably more available. 

Battle axes generally weigh far less than modern splitting axes, especially 
mauls, because they were designed to cut legs and arms rather than wood; 
consequently, narrowish slicing blades are the norm. This facilitates deep, 
grievous wounds. Moreover, a lighter weapon is much quicker to bring to 
bear in combat and manipulate for repeated strikes against an adversary. 

 

Hatchet 
A hatchet, mostly meant for campfire chopping or 

other small tasks, can be used as a weapon in a pinch. 
Hatchets sometimes come in camping or survival kits, 
and many hatchets actually have hollow handles that 
can be filled with waterproof matches, a penknife or a 
sharpening stone. A hatchet does not count as an 
improvised weapon. 
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Ice Axe 
The ice ax isn’t really an axe at all, but a pick used in 

mountain climbing. The pick on top and spike on the bottom 
are used to anchor oneself, gain balance and stability and dig 
carabiner holes.  

Like fire axes, ice axes are balanced enough that they 
doesn’t suffer the normal -1 penalty associated with 
improvised weapons, even though they weren’t designed to 
cause harm to the human body. Also, the pick and spike of an 
ice axe can both be used to pierce armor (Armor Piercing 1).Leon Trotsky, 
Marxist thinker and one of the scions of communism, was murdered in 
Mexico with an ice axe. 

 

War Axe 
The war axe is a giant, two-handed version of the battle-

axe. Most war axes are double-headed, featuring iron or steel 
crescent blades heavy enough to bisect a horse’s skull with 
one swing. They didn’t see a lot of practical battlefield use - 
they were too heavy, ultimately - but some barbarian tribes 
counted them among their most vicious and effective 
weapons. Characters wielding war axes find them so deadly, 
in fact, that attacks made with these weapons may apply the 9 
again rule to the roll. 

Before the mechanical efficiency of the guillotine, the war 
axe doubled as the decapitating weapon of many 
executioners, and there are tales of stained axes that refuse to come clean, 
with faces faintly visible in the blood. Whether they’re the faces of the 
executioners themselves, or their victims, isn’t apparent. 

 

Polearms 
A polearm is, simply, a weapon mounted upon a long pole. Spears are 

daggers atop a pole, and halberds are axes. Polearms - specifically the spear 
and quarterstaff - have been used as hunting and fishing weapons for 
thousands of years. Over time, however, the advantage a polearm provides 
in combat became clear. With a polearm, a warrior may keep his opponents 
at a greater distance while still doing harm to them. The foe cannot close in to 
make an attack, but the warrior with the spear or the staff can still stab, slash 
or pummel the foe from afar. It is for this reason that, unless otherwise noted, 
all polearms grant the bearer a +1 Defense. 

 
Type Damage Size Durability Cost 

Naginata 3L 4/N 2 ••• 

Scythe 2L 4/N 2 • 

Spear 3L 4/N 2 • 

Trident 4L 4/N 3 •• 
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Naginata 
At the end of this polearm is a two-foot curved blade. 

This weapon, favored by samurai and several other warrior 
classes of old Japan, is a relatively light and well-balanced 
item. The lower weight and higher balance of the naginata 
allows it to be used with a greater grace than other 
polearms. In this case, the Strength requirement is one 
less than is suggested by the item’s Size. Two-handed, the 
weapon requires a Strength of 3, and a Strength of 4 is necessary to use the 
naginata in a single hand. 

Other versions of the naginata include the glaive, guisarme, bill and 
fauchard. 

 

Scythe 
When Alaric stood outside of Rome with the Visigoth 

army, Roman envoys told him it would be a fruitless 
attack. Rome’s nigh-infinite soldiers would easily 
overpower the barbarians, the envoys threatened. Alaric 
replied, "The thicker the grass, the more easily scythed." 
The barbarians then sacked the city. 

The Visigoth king wasn’t speaking of scythes, 
specifically, but the comment applies to the device regardless. A scythe 
features a tall, crooked wooden handle (close to six feet long), at the top of 
which is a thin blade measuring around 30 inches in length. Some people 
employ the scythe to cut grass, others might use it to cut corn or other crops. 
They do so with wide sweeping motions - the blade swoops down and severs 
the green stalks in twain. 

Of course, the scythe is also the mythical tool of Death himself. Father 
Death (that wretched figure in the black cloak, holding the ever-dwindling 
hourglass) reaps the souls of the dead with his black scythe blade. The 
scythe, for this reason, is certainly a weapon of legendary proportions. As 
with polearms, a character using a scythe gains a +1 bonus to Defense. 

 

Spear 
This polearm is topped with a sharp point made of 

bone, stone, wood or metal. The spear can be held in the 
hands and used as a long thrusting weapon, or may 
instead be thrown. The spear is a fundamental weapon, 
counted as one of the earliest hunting tools, and similarly 
believed to be one of the first true weapons of war. 

This history is perhaps why the spear appears in a 
number of significant myths. The Irish hero Cuchulainn had a magical spear 
(the Gae Bulge), said to be a notched bone from a primeval sea monster. 
Odin’s spear was Gungnir, a spear crafted from the World Tree of Yggdrasil, 
and the stories suggest that the spear never missed its target and always 
returned to the hand of Odin when thrown. Perhaps the most popular "mythic" 
spear is the Spear of Destiny, the lance supposedly used to stab Christ’s 
side. This particular spear is said to burn with the power of God or the Devil, 
and has popped up in countless apocryphal tales for the last two millennia. 
The Spear of Destiny has been attributed to pagan kings, corrupt popes and 
even Adolf Hitler. One recent tale tells that General Patton managed to wrest 
the spear from the Germans, finding it in a hidden bunker with a cache of 
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other forgotten occult treasures. With the magical weapon, the American 
forces became unstoppable, and the tide of war truly turned. It’s assumed 
that, if this is true, the United States lost possession of the spear sometime 
before the Vietnam conflict. 

 

Trident 
The trident is a three-pronged spear meant to catch 

fish, but, like many tools, can be also used as a deadly 
weapon. Like a spear, the trident can be used in close 
quarters combat or thrown at enemies. The three 
pointed tips give the weapon a slightly greater potential 
for damage than its lesser cousin, the spear. 

The trident is often associated with Poseidon, the 
Greek King of the Seas. It’s also associated with the 
medieval concept of the Christian Devil, who sits upon his Hell-born throne, 
the trident in his hand acting as an infernal scepter. In modern terms, the 
trident is a ballistic missile used by Western nations. 

Other versions of the trident include the spetum and ranseur. 
 

Chain 
Generally speaking, chain weapons consist of a blunt end or blade at one 

end of a long chain. The chain itself can function in a number of ways. It can 
bind an opponent, choke him or act as a long-distance delivery of the bladed 
or blunt end. 

Anybody can pick up a chain weapon, but using it effectively is a whole 
other matter. Without proper movement (learned through training), a chain 
weapon is an unpredictable tool. Swinging it wildly around provides only 
chaos, and an unskilled wielder is as likely to bind or cut himself as he is to 
harm his adversary. 

Unless otherwise noted, chain weapons require at least one point in the 
Fighting Style: Chain Weapons Merit. If a character does not meet this 
requirement, she takes a -2 penalty to use the chain weapon in combat. 

 
Type Damage Size Durability Cost 

Chain (Basic)  1B 1/S 3 N/A 

Flail 3B/L 3/N 3 •• 

Kusari Gama 2B/L 3/N 3 •• 

Kyoketso Shogi 1B/L 3/N 2 •• 

Manriki Gusari 2B 2/L 3 • 

Poi 0B 1/S 3 N/A 
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Chain (Basic) 
The average metal chain, favored by certain thugs 

and gang members, does a mean job of causing 
bruises and breaking bones. A character can use 
anything from a bike chain to thicker gauge chain (like 
those used to lock up fences or gates). Most chains 
are too unwieldy for a character (too big to fit in a 
hand or a little too long to use properly) and ultimately aren’t meant to be 
used as weapons. In this case, the Storyteller may invoke the -1 improvised 
weapons penalty. Unlike the other chain weapons, however, this basic chain 
does not require the prerequisite Fighting Style: Chain Weapons Merit to use. 

 

Flail 
Consisting of only a heavy ball attached to a 

wooden or metal handle with a length of chain or rope, 
flails have been used by peasants throughout history 
to thresh wheat. However, when the time came to 
defend themselves (as in the French or American 
Revolutions), farmers were able to wield their grain-
threshing flails with some effectiveness against the 
enemy. 

The medieval flail grew out of this idea, and became a weapon that helped 
thwart the knighted class. With the combat version of the flail, the ball is 
heavier (no more wooden handles, for instance), and is sometimes peppered 
with spikes. The historical advantage is that the flail could reach over and 
around a knight’s shield because of its chain. A sword’s blade did not bend, 
but the flail was flexible. Because of this, it wasn’t considered an honorable 
weapon, and did not match the proliferation of swords and daggers upon the 
battlefield. Regardless of history, even now shields do not offer any Defense 
bonus against flails. 

If the flail is just a heavy weight atop a chain, the flail does bashing 
damage. If that weight is spiked, it does lethal damage. The flail requires a 
Dexterity 3 in addition to Strength 3 to use effectively. Without the Dexterity 
requirement, the wielder suffers a -1 penalty to attack. 

 

Kusari Gama 
The kusari gama is three weapons in one. This weapon 

is a heavy weight, a chain and a farmer’s straight-blade 
sickle. This weapon (used first by farmers and later by 
martial artists) is all but useless in the hands of the 
untrained. Contrary to popular belief, the sickle is not 
"thrown." A user holds the sickle in his right hand while his 
left hand manipulates the chain and weight. 

 

Kyoketso Shogi 
Like the kusari gama, this weapon is three weapons - 

in this case, it’s a hooked knife, a rope and a weighted 
ring. A character can use the rope to grapple, the ring to 
cause bashing damage and the hooked knife to cut an 
entangled foe. 

However, this weapon can also serve as a grappling 
hook or climbing device. It adds a +2 modifier to any 
Climbing rolls. 
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Manriki Gusari 
The manriki gusari is two blunt weights linked by a 

length of chain. The weapon tends to be shorter than its 
two cousins (mentioned above), and for that reason can 
be more easily concealed. However, it is longer than 
nunchaku, and is meant primarily for grappling. The 
weights strengthen any fettered entanglement from the 
chains; an enemy trying to escape such a grapple suffers 
a -1 penalty to his escape roll. A character can also use the weapon’s 
weighted ends to bash opponents. 

 

Poi 
The Maori of New Zealand practice a spinning, dancing 

art that uses a device called poi (translation: "ball"). Poi is 
generally a set of two spheres attached by a rope or chain. 
The Maori dance with the poi, whirling it about in a furious 
spinning juggle. These days, the poi is meant as an art 
form (both for tourists and traditionalists), but its original 
purpose was to train a tribesman in manual dexterity. The 
poi can also be used as a weapon itself. It doesn’t cause massive damage, 
but the weighted ends of the poi can be spun forward and used to hit an 
opponent. The rope or chain, as well, can be used to grapple. 

One variation worthy of note is the fire poi. Fire poi have ends soaked in 
flammable liquid (lamp oil, usually). A user lights the ends on fire and then 
spins them wildly around. Characters can use a fire poi as a weapon, but the 
attacks are made at a -1 penalty. However, while the damage is still bashing, 
a successful attack will burn the target with lethal wounds. Assume that the 
burning ends of a fire poi have a Size of Fire 1 with Heat Modifier of +1, thus 
inflicting two lethal damage per turn of contact. If the fire poi is used 
successfully to inflict this damage for two consecutive turns, any combustible 
items on the target (hair, clothing) catches fire. (For this reason, a dramatic 
failure while wielding the fire poi is not recommended, as the wielder will 
catch fire herself.) 

 

Improvised 
 

Type Damage Size Durability Cost 

Belt Sander -2L 2/N 3 •• 

Blowtorch -1L (fire) 2/S 2 ••• 

Board With a Nail in It 1B and L 2/L 1 N/A 

Bottle 0B/L 1/P 1 N.A 

Chainsaw -2L (8 again) 3/N 3 • 

Chainsaw (High End)  -1L (8 again) 3/N 3 •••• 

Claw Hammer 1B/0L 1/S 3 • 

Fishing Gaff -1L 3/N 2 • 

Flare -2L (fire) 1/S 1 • 

Homemade Sap 0B Varies 1 N/A 

Keys -1L/1B 0 1 • 

Nail Gun 0L 2/J 3 • 

Post-Hole Digger 1L 4/N 2 • 

Power Cord 1B 1/P 1 N/A 
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Power Drill 0L 2/J 3 • 

Razor Blade -2L 1/P 2 N/A 

Rock 0B 1/P 2 N/A 

Screwdriver 0L 1/S 3 • 

Shard of Glass -1L 1/J 1 N/A 

Shiv 0L 1/P 1 N/A 

Shovel 1B 3/N 2 • 

Stake 1L 1 1 N/A 

Straight Razor 0L 0 1 • 

Straightened Wire Hanger -1B 2/J 1 N/A 

 

Belt Sander 
A portable belt sander is good for removing the 

rough edges from wood, some metals, even hard 
plastic. Of course, particularly inventive or 
desperate users might instead decide to use a belt 
sander to burn skin and muscle away from bone. 
Brandishing a belt sander as a weapon is not 
without complications, however. It’s likely that the sander must be plugged 
into an outlet to operate - without power, the belt sander becomes nothing 
more than a rough metal bludgeon whose damage is bashing, not lethal. 
Hence, the weapon’s use is limited by the length of the power cord, which will 
be around 10 feet. Still, if one manages to connect with the device and can 
press it against bare flesh, the belt sander will scour and burn that flesh with 
the whirring ribbon of sandpaper. Therefore, attacks by a belt sander are 
subject to the 9 again rule. 

Characters reduced to zero Health by a belt sander will suffer severe and 
disfiguring scars. At the Storyteller’s discretion, the character will experience 
a permanent -1 penalty to all Presence rolls (excluding Intimidation rolls). 
Dramatic plastic surgery may offset this penalty. 

 

Blowtorch 
Any kind of hand torch (propane, acetylene, butane) can 

be a weapon. A torch is fire, after all, and a blue flame 
spitting from a metal tip is going to burn whomever the 
flame touches. Note that any blowtorch must be connected 
to the appropriate gas source. Most tanks are portable, 
though some sit beneath cabinets or attached to walls and 
cannot be moved. 

The flame emitted from a blowtorch is of Torch size 
(Damage 1) and burns with the intensity of a Bunsen burner (+2 Damage 
bonus). Thus, an attack with a blowtorch will never inflict more than three 
points of damage. On an exceptional success, combustible items on the 
victim (hair or clothing, for instance) will catch fire, and, the following turn, 
he’ll begin taking one point of lethal damage per turn until extinguished. 
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Board With a Nail in It 
The board with a nail in it is the archetypal 

improvised weapon. Boards with nails are widely 
available on construction sites and can easily be 
pried from the rotting walls of a ruined building or 
quickly improvised using a board, a long nail and 
something to drive the latter through the former. (See 
below for more information on rigging weapons.) Half 
the damage a character using a board with a nail in it inflicts is lethal (round 
down, minimum 1). Characters can choose to attack with the blunt side of a 
board with a nail in it, in which case the weapon simply does bashing 
damage. 

 

 
 

Bottle 
Every bar fight has someone getting hit by a bottle. 

They’re everywhere in such a situation, and they’re 
free. Of course, they’re also slippery, and run the risk of 
breaking in a character’s hand and slicing up her palm, 
but in an insane or desperate situation, the closest 
object makes the fastest weapon. 

The advantage of a bottle is, if at any point the bottle 
does two or more points of bashing damage in a single attack, the bottle 
breaks. A broken bottle is far deadlier, as it is a jagged ring of glass spikes as 

Rigging Weapons 
 

Dice Pool: Wits + Crafts + equipment 
Action: Extended (4–10 successes; one roll equals 15 minutes of work) 
 

Sometimes, a character has enough time to jury-rig a weapon of his own, cobbling together 
various parts to make a weapon slightly more powerful than what’s already lying around. 
Perhaps he wants to wind electrical tape around the bottom of a lawnmower blade and craft a 
makeshift machete, or maybe he wants to duct-tape a diving knife to the end of a sawed-off 
broomstick to make a spear. Or it could just be time for the old standby, a board with a nail in it. 

Rigging a new or modified weapon is an extended action, requiring a pre-established number 
of successes depending on the complexity of the weapon. Simple weapons (a shard of glass 
tied to a trowel handle to make a knife or a rock taped into the bell of a plunger to make a club) 
might require only four successes. More complicated items (rigging anything electric or with 
more than one moving part) might require upward of 10 successes. A basic rule of thumb is that 
the successes needed are equal to twice the damage rating of the weapon (before the 
improvised weapon penalty is figured in). Blunt objects confer bashing damage, edged weapons 
cause lethal damage. 

Many makeshift weapons require specific tools to craft. If the character is missing some of 
these tools (or must deal with sub-par facilities), a –1 penalty applies to the roll. If the character 
has none of the appropriate tools or facilities, the Storyteller may declare the task to be 
impossible. 

 

Roll Results 
 

Dramatic Failure: Your character not only fails to make the weapon desired but also breaks 
one of her tools. Further crafting rolls are made at a –1 penalty. 

Failure: Your character fails to rig the weapon. 
Success: Your character finishes the weapon.  
Exceptional Success: Your character not only finishes the weapon but can also ignore the –

1 improvised weapon penalty. 
Suggested Equipment: High-grade tools (+1), high-quality materials (+1), lathe (+2), 

reference instructions (+2) 
Possible Penalties: Poor-quality or broken tools (–1), poor-quality materials (–1), undue 

stress (–1) 
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opposed to a fragile bludgeoning device. A broken bottle has the same 
Damage trait, but does lethal instead of bashing damage. A similar rule 
applies, however. If the attacker does more than two points of damage in an 
attack with the jagged bottle, the glass breaks again and the bottle becomes 
useless - unless someone wants to pick up the glass shards and fight with 
those, in which case see "Shard of Glass," below. 

The Traits listed above are for a small bottle. Larger, more solid bottles, like 
those used to hold wine, are Damage 1(B/L) and Size 2/J, and break if they 
do more than three points of damage in a turn. 

A dramatic failure at any point using a bottle as a weapon means it breaks 
in the hand and the wielder takes a single point of lethal damage as it cuts his 
palm. 

 

Chainsaw 
Loud, awkward, and heavy, chainsaws are not 

meant to be melee weapons. That said, the whirring 
metal teeth of a chainsaw will chew through a body 
as if it were a rotten stump. Regardless of the tool’s 
size, a chainsaw does quite a number on flesh and 

bone. If an attack with a chainsaw is successful, the 
bodily destruction it causes is unparalleled. 
Chainsaws benefit from the 8 again rule, meaning all 
successes are re-rolled. However, dramatic failures made while wielding a 
chainsaw are likely to cause horrendous damage to the user. (Roll 3 dice, 
applying the 8 again rule; this is the damage the user takes as a result.) 

Using a chainsaw in combat adds +1 to the 
wielder’s Defense score. A character attempting to 
make close-combat attacks against the chainsaw’s 
wielder have to first get past the spinning teeth. 

High end chainsaws exist, with diamond teeth can 
cut through concrete.  These chainsaws are 
mechanically the same as standard chainsaws, but 
with the following changes; Damage -1(L), Size 4, Cost ••••. 

 

Claw Hammer 
Not much to be said about a trusty hammer. The 

handle likely consists of hardwood or fiberglass, and 
the hammer’s head is likely composed of drop-forged 
steel. The claw hammer is a friend to every carpenter 
(and many serial killers). The twist on the traditional 
claw hammer is that it can cause different types of 
damage depending on how it’s wielded. The blunt end of the head causes 
bashing damage, whereas the claw will deliver lethal damage, as noted 
above. 

 

Fishing Gaff 
A fishing gaff is a large barbed hook on the end of a 

telescoping pole. Fisherman use the hook to haul fish of 
varying sizes up onto shore, the dock or into a boat. 
Fighting with a gaff is a whole other matter. 

The hook doesn’t leave a wound and then withdraw, like 
a sword or knife. If the hook does any damage at all, the barbed end catches 

Chainsaw, standard 

Chainsaw, high end 
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through an opponent’s flesh and hooks her as one might hook a sailfish. 
During the time the victim is "on the hook," her Defense against any incoming 
attacks is halved (round down). Extracting herself from the hook requires a 
Strength + Brawl roll, and if successful, she takes one additional point of 
lethal damage as a result of the barb coming free of her body.  

Most gaffs are of relatively cheap construction and have a Durability of 1. 
Collapsed, a gaff is about four feet in length (Size 3), but is light enough to 
only require a Strength 2 to wield properly. A gaff can be extended to about 
11 feet in length (or Size 6), and using it at this length requires a Strength of 3 
to wield. Some gaffs are for deep-sea fishing and are made of heavy 
stainless steel. Such items cost ••, and have Damage 0(L), Durability 3 and 
require +1 Strength to use. 

 

Flare 
Road flares are readily available safety tools, generally 

placed on the ground or used as a torches, which can be 
turned into weapons just by wielding them at an 
opponent. 

A flare will illuminate a 5x5 yard area and functions 
similar to a flashlight. The flame emitted from a flare is of 
Torch size (Damage 1) and burns with the intensity of a 
chemical fire (+3 Damage modifier). No matter how many successes the 
attacker rolls, an attack with a flare will never inflict more than four points of 
damage. On an exceptional success, combustible items on the victim will 
catch fire, and, the following turn, he’ll begin taking one point of lethal 
damage per turn until extinguished. 

 

Homemade Sap 
Making a homemade sap involves taking some kind 

of sack (like a sock, a pouch or a leather bag) and 
filling it with something heavy (marbles, coins, BBs, 
doorknobs). Usually, all of the individual components 
can be found with quick scrutiny, and putting a 
homemade sap together requires minimal effort (and 
no roll).The homemade sap acts just like a 
manufactured sap, and can cause the Stun effect on 
targets. Similar to genuine saps, if the subject takes 
enough damage in a single attack equal to or exceeding her Stamina, she 
loses her next action. 

At the Storyteller’s discretion, a check might be made to see if the sap 
breaks, as most homemade saps don’t last very long. A sock filled with 
stones will break after a few attacks, for example. A good rule of thumb is that 
once the sap has caused 3 levels of damage, it’ll come apart. Stitching tears, 
fabric rips and the item becomes useless. 

 

Keys 
A common house key or car key can be used as 

a makeshift stabbing weapon. While ill-suited to 
hand-to-hand combat, getting the drop on 
someone with a key is significantly easier, since it 
is such an innocuous and ubiquitous item. When 
you make a surprise attack with a key, your victim 
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suffers a -1 penalty on her roll to react to surprise. 
A large ring of keys, such as might be carried by the custodian of a large 

office building, can be used as a bludgeon rather than a stabbing weapon. 
There must be at least 50 keys on a ring to make an effective weapon. A key 
ring inflicts one point of bashing damage, and has the same surprise benefit 
as a single key. 

Similar Items: Ballpoint pen, salad fork, small screwdriver (stabbing key), 
nail; box of coins, small, one-handed barbell, large hardcover textbook (key 
ring) 

 

Nail Gun 
A nail gun shoots nails into hard surfaces without 

the use of a hammer. Most nail guns are electric. Nails 
are fed into the device from a glued strip, and do not 
eject from the tool until the end is pressed firmly 
against a surface. Pull the trigger, and a nail buries 
fast and deep into the material. 

That material could be wood, aluminum, soft tissue 
or bone. A nail punctures any surface with alarming speed, and will even 
punch through the thickest part of the human skull.  

Technically, a nail gun must be pressed against a target before fired. Doing 
so demands success on a Strength + Firearms roll. An opponent’s Defense is 
applied normally. A nail does one automatic point of lethal damage in addition 
to any damage caused by successes on the attack roll. 

Should an opponent’s appendage, such as a hand or foot, be nailed to 
something, removing it without tools requires a Strength + Stamina roll with a 
-3 modifier. If successful, one point of lethal damage is taken as the limb rips 
away from the metal nail. If done surgically or with tools (such as the claw 
end of a hammer), a Strength + Crafts roll is required with the -3 penalty, but 
no additional damage is conferred upon success. 

A nail gun can be modified so that the contact guard is always depressed, 
meaning that the nails can be fired without pressing the nail gun up against 
the target. In this way, the tool is fired like a gun. Modifying the nail gun 
requires a Wits + Crafts roll. The device fires nails with more force than some 
handguns fire bullets, over 1,400 feet per second. In this case, the nail gun 
should be considered to have stats equal to a Generic .22 Revolver. 

 

Post-Hole Digger 
Whether planting crops or planting fence-posts, the 

post-hole digger does the trick, extracting dirt from the 
ground with its two scoop blades. The post-hole 
digger works almost like a pair of scissors: thrust 
down into the earth, remove soil and make a hole. 
Those seeking to use the post-hole digger as a 
weapon, however, are in for a harder time. 
Essentially, the post-hole digger functions as an ungainly spear. Thrust 
forward, the blades can cause deep cuts and other abrasions. And, like a 
spear, the "weapon" puts about six feet of distance between the wielder and 
his target, and provides the same +1 Defense bonus. However, if the wielder 
manages an exceptional success with the digger, the blades thrust far inside 
the victim, and the user has little choice but to scoop out part of the target, 
much as one would do with garden soil. Removal of this weapon (and any of 
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the insides of the target) requires another attack roll made at +2 dice. The 
target’s Defense can be ignored in this roll. This damage is lethal. 

 

Power Cord 
Most appliances require power from a wall socket, 

and everything from printers to vegetable steamers use 
an everyday power cable. These cords can be used to 
grapple and strangle a victim. A character looking to 
choke a target into unconsciousness or death can wind 
the cable around the subject’s throat and tighten. 

Attempting to strangle someone with a power cord 
first requires the combatant to succeed on a grappling roll. Once a grapple is 
successful, the attacker can apply the wire to the subject’s neck with a 
successful Strength + Weaponry roll (-3 for a targeted attack, but the victim’s 
Defense is not subtracted from the attacker’s roll). The victim may attempt to 
break the hold every subsequent turn. Every turn after the first, the victim 
takes a cumulative -1 penalty to the escape roll, as the blood flowing to her 
brain diminishes (maximum -5 penalty). Once the victim takes damage equal 
to her Size, she passes out. She can fight unconsciousness by succeeding 
on a reflexive Stamina roll. One success allows her to stay conscious until the 
following turn, when she must succeed again on another Stamina roll. 

This works only on living creatures. Vampires suffer the damage, but have 
no concerns about strangulation. Werewolves or other living supernatural 
entities cannot heal any of the damage caused by strangulation until they 
manage to take more air into their lungs. 

Note that a power cord isn’t the only household object that can do this. Any 
kind of cord or rope that can be gripped with two hands can be used to choke 
a subject, including extension cords, speaker wire, bungee cables, even the 
cable connecting an Xbox controller to the console. 

A power or extension cord can be used as a makeshift whip. To use such 
an item, refer to the Whip stats and apply the -1 improvised weapon penalty. 

 

Power Drill 
The spinning bit of a power drill is meant to go 

through wood, ceramic and even steel. Flesh is 
certainly softer and more pliable, and as such a drill bit 
will pierce it with ease. A little extra push and the 
power drill will even bore through bone. 

Using a power drill to cause damage in combat is 
tricky. The pistol-grip (or T-grip) makes it awkward to 
use as a melee weapon, and therefore, it must be thrust instead of slashed. 
Still, if an attack is successful, it not only does lethal damage but is also 
Armor Piercing 1. Worse, if three or more successes are made on the attack 
roll, the drill bit can remain in the skin and muscle, still whirring against flesh. 
The following turn, the drill does an automatic one lethal point of damage 
against the victim regardless of Defense or Armor. This damage is done even 
if the victim pulls away from the drill with a successful Dexterity + Brawl roll. If 
this roll to pull away is not successful, the drill continues to do 1 lethal 
damage per turn until the bit is somehow removed from the victim’s body, as 
long as the wielder maintains her grip on the drill. 

 

Razor Blade 
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These small blades are honed to incredible 
sharpness, usually for shaving purposes, but 
sometimes they see other uses. Razor blades are 
clumsy in open combat, and a failed attack roll results 
in the wielder dropping the weapon. They’re more 
useful against opponents who have already been 
restrained. In a grapple, a razor blade has Damage 
0(L). For the purposes of grappling in enclosed space, razor blades are Size 
0. 

Straight razors and utility knives have the same Traits as razor blades, 
being essentially razor blades set into handles, but are not automatically 
dropped on a failed attack roll. Instead, straight razors and utility knives break 
if they ever inflict three or more points of damage in a single attack (outside of 
a grapple). 

 

Rock 
A fist-sized rock is a time-honored bludgeoning tool. 

A character who grabs any rock lying around (whether 
a found stone, hunk of brick or piece of broken 
sidewalk) can use it to beat an opponent, but doing so 
is difficult. Rocks are not exactly made for one’s hand, 
and because of that, even a normal failure on an 
attack roll causes the attacker to drop the rock. 

In areas where rocks are commonplace, players may make an extended 
Wits + Weaponry (or Survival) roll to find a well-shaped rock that doesn’t 
suffer from the improvised weapon penalty (and that characters won’t drop on 
a failed attack roll). Each roll represents a turn of searching, and five 
successes are required. 

Characters can also throw rocks. As a thrown weapon, a rock has a 
Damage trait equal to its Size and is not aerodynamic. Rocks have the 
Knockout special feature. 

 

Screwdriver 
A screwdriver is a simple tool, and an equally simple 

weapon. Phillips or flathead doesn’t matter, a 
screwdriver makes a reasonable stabbing implement. It 
pierces armor easily enough, as well. Screwdrivers 
have Armor Piercing 1. 

 

Shard of Glass 
Things break when people fight. Windows shatter, coffee 

tables collapse and doors are wrenched from their hinges. 
Sometimes, the result of this chaos is glass littering the floor, 
which combatants may use to cut one another. A piece of glass 
is far from the most practical weapon, but if it’s the only thing that 
might save a character’s life, so be it. 

Using glass in a fight requires that the shard be approximately 
knife-sized (at least six or seven inches in length). Like a knife, a 
glass shard does lethal damage to a target. Unlike a knife, a 
glass shard also does lethal damage to the wielder. Every time the shard is 
used as a weapon, the user suffers one automatic point of lethal damage, 
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regardless of the success of the attack roll. Also, if the glass ever does two or 
more damage in a single attack, the shard breaks and becomes useless. 

 

Shiv 
A shiv is a makeshift, improvised knife common in prisons 

(though one doesn’t need to be imprisoned to craft a shiv). Shivs 
take various forms: sharpened spoons, razors taped to 
toothbrushes, tin cups or scraps of metal with duct tape or bars of 
soap as the handle. Prisoners sharpen the metal against concrete 
floors, or, if the inmates are lucky, they have access to the prison 
machine shop. Two styles of shiv are common: "slashing" style and 
"ice pick" style. Slashing shivs are essentially flat, sharpened pieces 
of metal that inmates use to cut throats, slice wrists or slash faces. 
Ice pick shivs are stabbing weapons - driven into stomachs, between ribs or 
through necks. Mechanically, shivs have identical Traits. 

Shivs are also known as shanks, splinters, tools, pig-stickers, silencers, 
picks, thorns. Making a shiv can be done with a "Rigging Weapons" roll (see 
below). In prison, where supplies are limited, five successes are required. 

 

Shovel 
A shovel makes a good, handy weapon on the fly. A shovel is 

usually a little better weighted than most tools, and despite its 
size, the item is actually pretty light and easy to wield in 
comparison. The shovel is an exception to the rule regarding 
Size and Strength requirements. While the tool’s Size is 3, the 
Strength score required to brandish a shovel in combat is only 
2. 

The shovel has another advantage. Its curved metal blade is 
rarely sharp enough to do anything more than bashing damage. 
However, if the assailant makes an exceptional success on his 
attack roll, the shovel’s damage ceases to be bashing and becomes lethal. 
That extra force means the metal doesn’t just thud against someone’s body, 
but instead slices right into it. 

 

Stake 
The classic vampire-hunting weapon. In order to 

stake a vampire, the stake wielder must make a 
targeted attack against the vampire’s heart (-3 dice to 
the attack roll) and score an exceptional success. 
Otherwise, the stake does damage, but doesn’t 
penetrate far enough to impale the heart fully. 
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Straight Razor 
Seen as archaic in this day of disposable, safety, and 

electric razors, the straight razor is still popular as a 
grooming tool in some circles, and as a murder weapon in 
others. Though sharper than many standard knives, its 
design makes it ill-suited for combat. As a tool for a cold-
blooded killing, though, the finely-honed edge is ideal for 
slicing through major arteries, tendons, and the like. 
When a character inflicts a killing blow with a straight razor, the wound bleeds 
copiously, inflicting one additional lethal wound per minute as though the 
victim’s last Health box were marked with an X. Should the victim’s last 
Health box be filled with a lethal wound (whether from this bleeding or from 
the initial attack’s damage), two wounds per minute are upgraded from lethal 
to aggravated. Assuming the victim is still conscious after the attack, he may 
attempt first-aid on himself to stop the bleeding. 

Similar Items: Scalpel, hobby knife, razor blade with damage rating -1(L). 
 

Straightened Wire Hanger 
Plastic hangers don’t make very good weapons. 

Wire hangers don’t make very good weapons, either, 
but if a wire hanger is the only thing handy, at least it 
won’t be completely useless. Wire hangers can be 
whipped against an opponent’s skin; the metal 
certainly stings. If a straightened wire hanger strikes 
exposed flesh, the victim suffers a -1 penalty to his next action due to the 
pain. On an exceptional success, one of the levels of damage taken is lethal, 
as the wire bites deep. 

 

Miscellaneous 
Some weapons fail to find a home in larger categories. Often, strange 

archaic weapons or the modern weapons of self-defense fall into this hodge-
podge category. Below are some of these variant weapons. 

 
Type Damage Size Durability Cost 

Bagh-Nakh 1L 1/P 3 • 

Catch Pole 0B 3/N 2 • 

Fakir's Horns -1L 3/N 3 • 

Jittei 3B 2/J 3 • 

Makeshift Stakes 
 

Intrepid vampire-hunters make their stakes beforehand. Stakes in this manner are weighted 
carefully and sharpened to as fine a point as the wood allows. However, such preparation is 
not always possible. Perhaps the vampire-hunter is caught unawares, or maybe the victim isn’t 
a vampire-hunter at all. Whatever the case, sometimes, one has to make a stake on the spot. 

Creating a stake involves little actual crafting, and instead requires simply breaking off a 
piece of wood from an existing object. A character might snap a table leg, a chair back or even 
a broomstick in half and use the sharp part as the stake. She might kick at it or try to break it in 
her hands. To do this, roll Strength + Stamina. Assume that the item’s Durability is 1 and has a 
Structure of 5. She must eliminate three of the item’s Structure points to break an effective 
stake. This requires a full turn (or more, if she was not successful the first try). The resultant 
makeshift stake is Damage 0(L) and Size 1; targeting the heart requires an exceptional 
success. 
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Ring Blade -1L 1/P 3 • 

Strangle Wire 2L 1/P 2 N/A 

Sjambok 1B 2/J 2 • 

Stun Gun 0 1P 3 • 

Whip 1B/0L 2/J 1 • 

 

Bagh-Nakh 
The bagh-nakh (or "Tiger Claw") fits over the knuckles 

or under and against the palm. The device is usually all 
metal, with two or four steel claws protruding out, meant 
to slash through skin and muscle. Many bagh-nakhs are 
designed to create wounds that appear to mimic those 
created by a wild animal, like a slash from a tiger or bear 
claw. (The Storyteller may allow an Intelligence + Survival roll to determine if 
any characters are fooled by these injuries. Success indicates a character 
knows they are man-made.) Using the bagh-nakh is the province of hand-to-
hand fighting, not normal melee combat. As such, an attack using the bagh-
nakh requires a Strength + Brawl roll. 

Similar to the bagh-nakh are the supposed ninja weapons known as shuko. 
Shuko are worn around the wrist, with a metal (and barbed) protrusion resting 
in the palm of one’s hand. A shuko does the same damage as the bagh-nakh, 
but the shuko’s claws are smaller and the wounds it leaves do not mimic an 
animal’s. Also, shuko aid in climbing, and provide a +1 bonus to any climbing 
rolls made by a player whose character is wearing them. 

 

Catch Pole 
Catch poles are used to restrain animals. The device 

consists of a three- to five-foot aluminum pole with a 
plastic-covered metal cable noose at the one end. An 
animal handler loops the noose over an animal’s head 
and once the noose is around the beast’s neck, the 
handle features a mechanism that allows the trainer to 
tighten and lock the cable. This keeps the animal at a 
reasonably safe distance, and allows the trainer to direct the animal’s 
movements. She can release the creature by turning a knob on the handle, 
thus opening the noose. Generally, this is used on dogs, though certainly it 
can be used on cougars, alligators or other creatures. 

"Other creatures" might very well include people. There’s no reason why a 
character couldn’t loop the noose around a person’s neck and keep him at 
bay with the length of the pole. Looping the device around a subject’s neck 
requires a grapple roll, except the attacker must use Strength + Weaponry 
(minus target’s Defense) instead of Brawl. Escaping the catch pole can be a 
little more difficult for the subject, as well. The target may try to escape on his 
next action by making the requisite Strength + Brawl roll (minus the attacker’s 
Strength), but the target also suffers an additional -2 penalty (maximum -5) 
because of the durable wire cable around his neck. Alternately, the subject 
may try to break or damage the aluminum pole. Assume the catch pole to 
have Durability 2 and Structure 5 for purposes of taking damage. 

If so desired, a character can use the catch pole as a simple blunt object, 
but it’s light and picks up little momentum when swung, and has a Damage 
trait of 0(B). 
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Fakir's Horns 
Fakirs, the mystical recluses and beggars of 

India and Islam, are often troublesome miracle-
makers. Rarely content to remain in reclusion, 
fakirs often come to the streets of India to put on 
"shows" for passersby. These events sometimes have the fakirs yelling out 
magical names and chants at people, sometimes screaming the mantras and 
epithets in their faces. Other fakirs dance across hot coals, attempt levitation, 
starve themselves publicly and charm various animals such as snakes. While 
not all fakirs are so intolerable (some are quiet Sufi ascetics), they tend to 
draw the ire of those around them and are illegal in a number of cities 
because of this. 

Fakirs, knowing that they may be attacked, often bring a set of "fakir’s 
horns" with them for protection. The device, essentially a round, metal buckler 
shield with two long antelope horns winding from either side of it, grants the 
wielder a modicum of offensive and defensive capability. A fakir grips the 
shield, or madu, in the middle and uses the antelope horns (generally tipped 
with metal or otherwise sharpened) to parry attacks aimed at disrupting the 
fakir’s "magic." While predominantly used to ward off attacks, the wielder can 
also use the horns as thrusting implements. 

Using the horns as a weapon is difficult, and is reflected in the -1 modifier 
toward the attack roll. However, brandishing the madu shield also grants the 
user a +1 bonus to Defense. If the wielder possesses the Weaponry Dodge 
(•) Merit, it grants him an additional+1 Defense. 

 

Jittei 
Jittei are iron clubs once used by the police forces of 

Japan. While these iron bars can be used as metal 
clubs, they also come fitted with "sword-catcher" hooks 
extending up from the weapon, just above the grip. 
Skilled users of the jittei can actually target a melee 
weapon used in an incoming attack and block it. 
Particularly talented (or lucky) wielders can even use the 
"sword-catcher" to break a blade. 

General use of the jittei grants the user a +1 to Defense. However, the 
combatant can specifically target an opponent’s weapon in an effort to break 
it. Such an attack is made at a -3 modifier (for a targeted attack penalty). 
However, the jittei takes no damage itself if it fails to do damage in excess of 
the targeted weapon’s Durability. 

The sai is another version of the jittei, except the sai appears as a metal 
knife with no edge and two "sword-catchers" instead of one. A sai’s Damage 
is 2(B). 

 

Ring Blade 
A ring blade is exactly as it sounds. Such a weapon 

consists of a metal ring with some manner of blade 
sticking out. The ring blade fits over one finger, usually the 
index or middle, and can be used to slash opponents. 
Some ring blades aren’t bladed at all, and instead feature 
spikes or needles to deliver lethal damage. 

Attacking with a ring blade requires a successful 
Strength + Brawl roll. The small size of the weapon 
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confers a -1 modifier to the user. Ring blades can be crudely hand-crafted 
with the right tools (steel grinder, soldering iron) with an extended Dexterity + 
Crafts roll. Five successes are needed, and each roll equals 15 minutes of 
time. 

For the purposes of fighting in enclosed spaces, ring blades are Size 0. 
 

Strangle Wire 
The term "strangle wire" isn’t entirely appropriate, 

because this weapon (generally consisting of a thin metal 
wire connected by two handles or ball-grips) isn’t used to 
strangle but to damage the critical parts of a victim’s neck 
and throat. The wire bites deep into the neck and can 
damage the trachea or sever the carotid or jugular 
arteries. Some call it a "garrote," though that’s not precisely accurate, either, 
as garrotes were Spanish execution tools that involved a spiked metal collar, 
placed around a victim’s neck and then tightened until it crushed the 
vertebrae or esophagus. Whatever one wants to call a strangle wire, it’s a 
particularly brutal tool used by assassins, serial killers and murderous cultists 
all around the world. Moreover, the strangle wire is an almost silent weapon, 
as the only sound tends to be some panicked thrashing followed by the soggy 
gurgling of the target’s final breaths. 

Attacking with a strangle wire first requires the wielder to succeed on a 
grappling roll. The following round, the attacker can apply the wire to the 
subject’s neck with a successful Strength + Weaponry roll (-3 for a targeted 
attack, but the victim’s Defense is not subtracted from the attacker’s roll). 
However, if the attacker makes a successful surprise attack from behind, and 
the opponent fails her Wits + Composure roll to notice the ambush, the 
attacker can grapple directly with the Strength + Weaponry roll. The 
opponent’s Defense is not applied. 

The victim may attempt to break the hold every subsequent turn. Every turn 
after the first, the victim takes a cumulative -1 penalty to the escape roll, as 
the blood flowing to her brain diminishes (maximum -5 penalty). Once the 
victim takes damage equal to her Stamina, she passes out. She can fight 
unconsciousness by succeeding on a reflexive Stamina roll. A single success 
allows her to stay conscious until the following turn, when she must succeed 
again on another Stamina roll.  

This works only on living creatures. Vampires suffer the damage, but do 
not require oxygen to remain conscious. Werewolves or other living 
supernatural entities cannot preternaturally heal any of the damage caused 
by strangulation until they manage to once again take air into their lungs. 

 

Sjambok 
The sjambok is a cross between a whip and a 

baton. About three feet in length, the sjambok is 
generally made of stiff-yet-flexible leather, though 
other versions are made of whalebone, animal 
penises or plastic. Used almost like a riding crop, it’s 
meant to sting exposed flesh and cause little damage but lots of pain. South 
African police continue to use the sjambok on criminals and rioters, despite 
the purported cruelty of the weapon. It is also a device favored in certain S&M 
circles. If the weapons strikes open flesh, the victim’s next action is 



 

40 
 

performed at a -1 penalty due to the overwhelming pain. This modifier is in 
addition to any damage modifiers that may already exist. 

 

Stun Gun 
The stun gun is a widely available, handheld self-

protection tool. It consists of little more than a black grip 
with two metal contact probes sticking out of the top. 
Thrust the probes into an assailant, pull the trigger on the 
grip and approximately 300,000 volts of electricity go 
coruscating through the target’s nervous system. 

Stun guns do not cause actual damage. The voltage 
that courses through a subject plays havoc with their body, causing intense 
pain and severe muscle contraction. The longer one holds the stun gun to the 
target’s body, the worse the "stun" effect becomes. 

Attacks with a stun gun require a Dexterity + Weaponry roll (with the 
subject’s Defense subtracted, though armor is ineffective). Even a single 
success allows for contact and sends electricity into the subject’s body. 
Successes gained on the roll count as penalties against the target’s next roll. 
If these successes cumulatively exceed the target’s Size, even over a 
number of consecutive turns, the victim enters unconsciousness for a number 
of turns equal to the successes rolled. 

The wielder can continue to attack with the stun gun while keeping the 
contact probes connected to the target’s body. Doing so requires a 
subsequent Dexterity + Weaponry roll, but these rolls can ignore the target’s 
Defense score. Note, however, that the target can attempt to pull away from 
the stun gun with a Strength + Brawl roll. One success allows him to escape 
the contact probes. If a target is knocked unconscious, the stun gun ceases 
to have any mechanical effect. (The stun gun continues to cause pain and 
contraction, but does not prolong the duration of the victim’s 
unconsciousness.) Again, be aware that the stun gun causes no actual 
damage to the body, though a Storyteller may want to consider falling 
damage if the stun gun causes the victim to drop to the ground. 

A baton version of this weapon exists. The baton can be used as a club to 
cause damage (+1 modifier to attack, does bashing damage only) or it can be 
used to deliver a charge from its tip. The baton cannot be used to do both. 

Stun guns and stun batons are legal in most, but not all, states. 
 

Whip 
Most whips are about six feet long (some are closer to 

10) and crafted from braided or corded leather. In a skilled 
hand, a whip can be a very precise weapon. The leather 
strikes out, snapping the air and leaving a welt upon the 
target. Occasionally the leather does draw blood, but such 
damage is peripheral. 

To handle a whip requires a certain deftness. Therefore, 
the weapon has no Strength requirement, and attacking 
with the whip demands a Dexterity + Weaponry roll as opposed to the 
standard Strength + Weaponry. 

A character wielding a whip can also attempt to strike at an opponent’s 
weapon. Targeting the weapon inflicts a -3 modifier to the attack roll, but if 
even one success is gained, the opponent must make a Strength + Stamina 
(minus the attacker’s Dexterity) to retain his grip on the weapon. No damage 
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is done to the opponent, however, as the whip simply snaps the weapon out 
of his hand. 

Some cruel (or perhaps pragmatic) users tie objects to the end of the whip 
to promote further injury. Such objects are usually metal, and might include 
nails, needles, coins or metal studs. If a whip is fitted with such 
accoutrements, its Damage becomes 0(L). 
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Ranged Weapons 
 

Revolvers 
A revolver is a handgun that eschews a single fixed chamber in favor of a 

rotating cylinder, which contains multiple chambers that align with the end of 
the barrel one at a time. A revolver was the first reliable repeating handgun to 
use a single barrel and firing mechanism. In the modern era, revolvers have 
largely fallen out of favor for combat applications due to the revolver’s 
relatively low ammunition capacity, greater size and slower reloading when 
compared to autoloaders. However, revolvers are more durable and less 
sensitive to dirt and grime because of their simpler construction. They also 
don’t jam, and most firing problems short of an actual broken gun will resolve 
themselves when the shooter pulls the trigger again. 

 

Type Dmg. Ranges Capac. Str. Size 
Cos
t 

Colt Single Action 
Army 

3 20/40/80 6 2 1/J •• 

Freedom Arms 
Model 83 

4 50/100/200 5 4 2/L •••• 

NAA Black Widow 1 2/5/10 5 1 0/P • 

P&R Medusa 
Model 47 

* 20/40/80 6 * 1/J •• 

Revolver, light 2 20/40/80 6 2 1 •• 

Revolver, heavy 3 35/70/140 6 3 1 •• 

S&W Model 36 
Ladysmith 

2 20/40/80 5 1 1/S •• 

S&W Model 500 4 (9 again) 50/100/200 5 4 2/L ••• 

Taurus Model 22H 2* 40/80/160 8 1 2/L •• 

Thunder-5 
2 (9 
again)* 

15/30/60* 5 2 1/J •• 

.22 LR 1 5/10/20 6 0 1/P • 

.38 Special 2 20/40/80 6 0 1/S •• 

.357 Magnum 3 30/60/120 6 2 1/S •• 

.44 Magnum 3 (9 again) 35/70/140 6 3 2/J ••• 

* - See Description of weapon for more information. 

 

Colt Single Action Army 
Ammo: .45 Long Colt or .44-40 
The most famous revolver in the world is better 

known by its nickname: Peacemaker. This gun, the 
original Colt .45, has been in continuous production 
since 1873, except for an eight-year hiatus after the 
end of World War II. The cost given is for modern 
reproductions; museum-condition originals may have Costs as high as ••••. 
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Freedom Arms Model 83 
Ammo: .454 Casull 
Apocryphally, the .454 Casull round originated with 

a wealthy big-game enthusiast who wanted a revolver 
that could kill a Cape buffalo. This monster single-
action revolver is sold almost exclusively as a hunting 
handgun - at three pounds and over a foot long, it’s 
too unwieldy for combat applications. The Taurus Raging Bull (Capacity 6) 
and the Ruger Super Redhawk are competing designs in the same caliber 
with identical Traits. 

 

North American Arms (NAA) Black Widow 
Ammo: .22 Magnum 
With an overall length under six inches, the Black 

Widow can be concealed in the palm of a shooter’s 
hand. This weapon and its companions in NAA’s 
Mini-Revolver line are marketed as last-ditch self-
defense weapons. An optional folding grip that 
rotates forward over the trigger guard enables the 
owner to clip the gun inside a pocket or waistband like a lock-back knife. 

 

P&R Medusa Model 47 
Ammo: multiple calibers 
This unique multi-caliber revolver was marketed 

as a post-apocalyptic survival gun in the pre-Y2K 
hysteria. The revolver is capable of accepting 
virtually any .38, .357 or 9mm ammunition in the 
world, from .380 ACP to 9mm Winchester Magnum, 
without modification. The Medusa Model 47’s 
Damage trait depends on the ammunition with 
which the gun is loaded: 2 for most .38 or 9mm 
ammunition, 3 for .357 Magnum or similarly "hot" loads. This revolver’s 
Strength is likewise ammo-dependent, always 1 lower than its Damage. 

 

Revolver 
A revolver or six-shooter (as most revolvers 

have a maximum capacity of six rounds) is a 
repeating firearm that has a cylinder containing 
multiple chambers and at least one barrel for firing. 
The first true revolver—a flintlock—was made by 
Elisha Collier in 1814. The percussion cap revolver 

was invented by Samuel Colt in 1836. This 
weapon became known as the Colt Paterson. The 
first cartridge revolvers were produced around 1856 by Smith & Wesson. 
Though the original name was "revolving gun", the short-form "revolver" is 
universally used. 

As the user cocks the hammer, the cylinder revolves to align the next 
chamber and round with the hammer and barrel, which gives this type of 
firearm its name. The hammer-cocking happens either directly (via the 
shooter pulling it back) or indirectly (via the first portion of the trigger pull in 
double-action revolvers.) In modern revolvers, the revolving cylinder typically 

Revolver, light 
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chambers five or six rounds, but some models hold ten rounds or more. 
Revolvers are most often handguns, but other weapons may also have a 
revolving chamber. These include some models of grenade launchers, 
shotguns, and some rifles. 

Revolvers have been largely replaced by semi-
automatic pistols in military and law enforcement 
applications. Their lower ammunition capacities and 
relatively longer reload times compared to 
autoloading pistols are the main reasons for the 
switchover, which occurred over the first half of the 

20th century for military applications, and in the 
1980s and 1990s for police forces. Additionally, the 
flat profile of semi-automatics make them more suitable for concealed carry. 
Revolvers still remain popular in the role of back-up and off-duty guns among 
American law enforcement officers and security guards. Also, revolvers are 
still common in the American private sector as defensive and sporting/hunting 
firearms. Famous police and military revolvers include the Webley, the Colt 
Single Action Army, the Smith & Wesson Model 29, the Smith & Wesson 
Model 10, the Smith & Wesson 1917 and the Nagant M1895. 

 

S&W Model 36 Ladysmith 
Ammo: .38 Special 
Smith & Wesson’s Ladysmith brand originated in 

1902 as a small revolver intended for ladies to 
defend themselves while bicycling or enjoying other 
outdoor activities. The Ladysmith was discontinued 
after company mogul Joseph Wesson learned that 
ladies involved in less-savory recreation favored it. 
In the 1980s, Smith & Wesson resurrected the 
imprint for a series of compact mid-caliber revolvers with carved rosewood 
grips sized for smaller hands, once again marketed to female shooters. The 
heavier Model 60 Ladysmith is chambered for .357 Magnum (Damage 3, 
Strength 2), and the original .22 LR Ladysmith is now a collector’s item 
(Damage 1, Capacity 7, Cost •••). 

 

S&W Model 500 
Ammo: .500 S&W Magnum 
As of mid-2005, the king of the hunting revolver 

world is the Model 500. This handgun’s 
proprietary ammunition makes .44 Magnum loads 
look underpowered in comparison. The Model 500 
is an immense weapon: five pounds and 15 inches, completely unsuitable for 
concealment under anything less than a muumuu. 

 

Taurus Model 22H 
Ammo: .22 Hornet 
The "Raging Hornet" is built on the frame of 

the immense Raging Bull. Making a revolver this 
large for such small ammunition, even the ultra-
high-velocity .22 Hornet cartridge, appears odd 
at best, but the result is a remarkably stable 
weapon with unique ballistics. This revolver’s 

Revolver, heavy 
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ammunition has Armor Piercing 1. 
 

Thunder-5 
Ammo: .410 gauge/.45 Long Colt 
This revolver features an oddly elongated cylinder, 

making it look almost like a revolver flare gun. In 
actuality, the Thunder-5 is chambered for .410 gauge 
shotgun shells, and marketed as the ultimate home-
defense handgun. The Damage and Range figures 
provided are for the recommended ammunition, but the Thunder-5 also 
accepts .45 Long Colt: Damage becomes 3 and Range becomes 20/40/80. 

 

.22 LR 
The .22 LR round is not one that many 

professionals would choose for a gunfight, but this 
weapon is useful against small game, and this 
revolver’s low price per round makes this gun ideal 
for training. Thus, many manufacturers make high-
quality single- or double-action revolvers chambered 
for .22 LR. Such revolvers appear in many shooters’ 
arsenals as practice weapons, squirrel guns or "plinking" pieces. Capacity 
may range from five to 10 rounds depending on the design, with six as the 
average.  

Examples: Freedom Arms Model 83 Varmint Class (Capacity 5), Kora 
Detective (Capacity 8), Ruger Bearcat, Smith & Wesson Model 617, Taurus 
Model 94 (Capacity 9) 

 

.38 Special 
From the 1920s to the 1960s, the six-shot revolver 

in .38 Special was the single most common police 
weapon in America. Patrol officers used weapons 
with relatively long barrels (increase Size to 1/J and 
Range to 25/50/100), while undercover personnel 
carried pistols with short barrels and rounded-off 
hammers that were more easily concealed. In the 
modern era, these revolvers are still exceptionally common. Many self-
defense advocates consider the .38 Special round to be the lightest viable 
ammunition for combat use, and the round’s relatively light recoil makes the 
.38 Special ideal for use in small guns or in guns carried by small shooters. 
Capacity may range from five to eight rounds depending on the design, with 
six as the average.  

Examples: Cimarron Model P Jr., Colt Detective Special, Colt Police 
Positive, Rossi .38 Special (Capacity 5), Smith & Wesson Chief’s Special 
(Capacity 5) 

 

.357 Magnum 
The .357 Magnum revolver gradually (but never 

completely) replaced the .38 Special as the "default" 
American police weapon from the 1960s to the late 
1980s. A few departments, as well as some private 
security companies, still use these revolvers out of 
tradition or for lack of funding for replacements. Many 
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experts believe that the .357 Magnum round strikes the perfect balance 
between size, muzzle energy and recoil. Long-barreled .357 Magnums are 
available with similar Trait adjustments to .38 Specials: Size becomes 1/J, 
Range becomes 35/70/140.  

Examples: Colt Python, Manurhin MR-73, Ruger GP100, Ruger Security-
Six, Smith & Wesson Bodyguard, Taurus Model 608 (Capacity 8) 

 

.44 Magnum 
Whereas .357 Magnum revolvers saw 

widespread use as police sidearms, the larger .44 
Magnum cousins have always been primarily 
hunting and sporting weapons. The .44 Magnum 
round is considerably stronger than the .357, which 
makes the .44 unsuitable for use by weak shooters. The firing pressures this 
round generates are also much higher, which means that a revolver that uses 
.44 Magnum ammunition has to be a big, sturdy gun to survive. Any .44 
Magnum revolver is a large, intimidating weapon, and most designers try to 
subtly accentuate this fact.  

Examples: Colt Anaconda, Ruger Redhawk, Smith & Wesson Model 29 
("the most powerful handgun in the world"), Taurus Model 44 

 

Autoloaders 
The term automatic pistol is technically a misnomer, as "automatic" is 

shorthand for "fully automatic." To minimize confusion between semi-
automatic handguns and fully automatic firearms, the term autoloader is 
commonly used for the former.  

All autoloaders are semi-automatic and feed from detachable magazines 
held within the grips. An autoloader’s action visibly cycles between shots: the 
slide, the top part of the gun, slams back and then forward. When the gun’s 
magazine is empty, the slide locks in its rearmost position. After the shooter 
inserts a fresh magazine, he presses on the slide release to allow the slide to 
run forward again, chambering the first round from the magazine. If the gun is 
empty and the slide is forward, the wielder must pull the slide back manually 
and let it run forward (the familiar "cha-click" motion seen just before 
innumerable cinematic action sequences). 

 
Type Dmg. Ranges Capac. Str. Size Cost 

American Derringer 
COP 

3 2/5/10 4 4 1/P •• 

Beretta Model 92 2 20/40/80 15+1 2 1/S •• 

Colt M1911A1 3 30/60/120 7+1 2 1/S •• 

FN Five-seveN 2* 30/60/120 20+1 2 1/J ••• 

Generic Derringer 1 2/5/10 2 1 1/P • 

Generic Pen Gun 1 1/2/5 1 2 1/P •• 

Generic Silhouette 
Pistol 

4 100/200/400 1 3 1/L ••• 

Generic Zip Gun * 1/2/5 1 1 1/P N/A 

Glock 17 2 20/40/80 17+1 2 1/S •• 

Glock 26 2 10/20/40 10+1 2 1/P •• 

H&K Mk. 23 3 30/60/120 12+1 2 1*/J •••• 

Luger Parabellum 
P08 

2 15/30/60 8+1 2 1/S • 
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Magnum Research 
Desert Eagle 

4 50/100/200 7+1 3 1/L •••• 

Pistol, light 2 20/40/80 17+1 2 1 ••• 

Pistol, heavy 3 30/60/120 7+1 3 1 ••• 

Pistol, holdout 1 5/10/20 6+1 1 1/P • 

Rodda .577 
Howdah Pistol 

4 5/10/20 2 5 1/J ••• 

RSA Makarov PM 2 15/30/60 8+1 1 1/P • 

Ruger Mark II 1 15/30/60 10+1 1 1/S • 

Sharps Model 1A 1 2/5/10 4 2 0/P • 

Walther PPK 1 10/20/40 7+1 1 1/P • 

9mm Luger 2 20/40/80 15+1 2 1/S •• 

.40 S&W 
2 (9 
again) 

25/50/100 12+1 2 1/S •• 

.45 ACP 3 30/60/120 8+1 2 1/S •• 

* - See Description of weapon for more information. 

 

American Derringer COP 
Ammo: .357 Magnum 
The Compact Off-duty Police pistol was produced in 

the early 1980s and marketed, unsurprisingly, as a 
police backup weapon. The COP is unusual among 
pocket guns for its heavy caliber. It’s a "pepperbox," a 
four-barreled break-action handgun. 

 

Beretta Model 92 
Ammo: 9mm Luger 
The archetypal high-capacity 9mm autoloader 

debuted in 1976. In 1985, the United States military 
adopted it as its standard sidearm, an event that pundits 
widely regarded as the beginning of the 9mm Luger’s 
market dominance. Beretta’s Model 96 variant is 
chambered for .40 S&W (Damage 2 [9 again], Capacity 
11+1); the Helwan Model 92, Taurus PT92 and Vector Z88 are all direct 
copies of the original Model 92 design. 

 

Colt M1911A1 
Ammo: .45 ACP 
The iconic .45 ACP autoloader has been copied by 

hundreds of manufacturers since its 1911 introduction, 
and is the most produced firearm design in the world. 
This gun was the standard American military sidearm for 
most of the 20th century. Virtually any modification or 
refinement possible has been applied to an M1911A1 or a copy at some 
point, but many firearm enthusiasts regard the basic design as timeless 
perfection. Any shooting enthusiast will recognize the term "1911" as referring 
to a handgun built on this basic design, and 1911s are effectively a 
subcategory of the generic .45 ACP autoloader (above).  

Examples of 1911 clones: AMT Government Model, Auto-Ordnance Pit 
Bull, Kimber Ultra Carry (Size 1/P), Para-Ordnance 14•45 LDA (Capacity 
14+1) 
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FN Five-seveN 
Ammo: 5.7mm FN 
The companion to Fabrique Nationale’s P90 

submachine gun is the only other gun in the world 
chambered for the 5.7mm FN cartridge. This handgun 
and its ammo are both rare and expensive, but well 
regarded by those few shooters fortunate enough to own 
or to be issued one. Normal 5.7mm FN ammo has Armor Piercing 2, making 
this cartridge illegal for civilian sale, though 5.7mm hollowpoints are available 
in limited quantities. 

 

Generic Derringer 
The term "derringer" (a misspelling of the name of 

firearm designer Henry Deringer) describes any of a 
variety of styles of handgun designed to be as small as 
possible while still usable. These handguns were 
originally sold to gamblers, ladies of questionable morals 
and anyone else who might have need of a very small, short-range firearm for 
use as a last-ditch defensive weapon. In the modern era, derringers serve 
much the same purpose, though they are as much of collector’s items and 
conversation pieces as serious firearms. Modern derringers are typically 
double-barreled break-action guns in small calibers. Traits given are for low-
caliber designs (.22 LR, .22 Magnum, .25 ACP); mid-caliber guns (.32 ACP, 
.38 Special) have Damage 2 and Strength 3.  

Low-caliber examples: American Derringer Model 1, Davis Derringer D-25  
Mid-caliber examples: American Derringer M-6, Bond Arms Texas 

Defender, IAR Maverick 
 

Generic Pen Gun 
Spies have ostensibly been building single-

shot low-caliber guns into pens for over a 
century. Pen guns are just what they sound like: a gun inside a thick-barreled 
writing utensil (which may or may not actually have an ink reservoir in 
addition to its single bullet). The wielder must spend a full turn readying a pen 
gun prior to firing it. Reloading takes five turns, which is time better spent 
grabbing the weapon of the enemy that the first shot hopefully killed. Pen 
guns are restricted or illegal in most nations because of their concealed 
nature. 

Examples: American Derringer Model 2, MAC Stinger, Quicksilver Pen Gun 
 

Generic Silhouette Pistol 
Single-shot break-action handguns chambered for 

rifle calibers see use in both competitions and small-
game hunting. Their collective name comes from the 
former application due to the type of targets used: 
metal silhouettes of animals. Some fiction also 
popularizes the silhouette pistol as valuable to an assassin because of the 
gun’s combination of long range and relative concealability, but the silhouette 
pistol’s rarity and limitation to one shot at a time offsets these factors.  

Examples: Magnum Research Lone Eagle, Thompson/Center Contender, 
Wichita Silhouette 

 



 

49 

 

Generic Zip Gun 
Ammo: Any handgun-caliber ammunition 
"Zip gun" is slang for a homemade pistol, almost 

always single-shot. Zip guns are commonly 
manufactured from whatever metal scraps are 
available: a tube of some sort for a barrel, a spring or 
elastic band to drive the firing pin and so forth. 
Constructing a zip gun requires an extended 
Intelligence + Crafts roll (eight successes needed; each roll equals one hour 
of work). A zip gun typically accepts any handgun-caliber ammunition from 
.22 LR to .38 Special, with a Damage trait one lower than the normal for that 
caliber (see sidebar, p. 85). Reloading a zip gun takes two turns, as the 
shooter must manually remove the empty casing. A zip gun is wholly 
unreliable: do not re-roll 10s, and subtract 1s from successes. A dramatic 
failure with a zip gun usually results in the shooter losing fingers. 

 

Glock 17 
Ammo: Varies 
The Glock family of handguns debuted in 1982 with 

the Glock 17, the first pistol with a polymer frame to 
achieve widespread commercial success. Initial furor 
over a "plastic" gun that was thought to be "invisible to 
metal detectors" was quickly dispelled when tests 
proved that the 17’s metal barrel, slide and internal 
workings still tripped sensors. Stress tests showing the 17 being frozen in a 
bucket of ice, broken out with a sledgehammer, dropped in another bucket of 
mud, washed off with a fire hose, run over by a truck and still firing 10,000 
rounds without a mechanical failure established the 17’s reputation as an 
incredibly durable gun. Today, Glocks are, collectively, the most common 
police sidearms in the world, led by America’s favorite Glock 22 (Damage 2 [9 
again], Capacity 15+1).  

Examples: .357 SiG Glock 31 (as Glock 22), 10mm ACP Glock 20 
(Damage 3, Capacity 15+1, Strength 3), .45 ACP Glock 21 (Damage 3, 
Capacity 13+1, Strength 3) 

 

Glock 26 
Ammo: Varies 
Once Glock GmbH had established its competence 

with full-sized designs, the company turned toward 
smaller weapons. Built on a scaled-down frame with a 
shortened barrel and grip, the "mini-Glocks" are ideal 
for concealed carry. The Glock 26, 27 (.40 S&W: 
Damage 2 [9 again], Capacity 11+1, Strength 3), 33 
(.357 SiG: Damage 2 [9 again], Capacity 11+1, Strength 3), 29 (10mm ACP: 
Damage 3, Capacity 10+1, Strength 3) and 30 (.45 ACP: Damage 3, Capacity 
10+1, Strength 4) are compact versions of the Glock 17, 22, 31, 20 and 21, 
respectively. Each design has its own smaller magazines that fit into its 
shortened three-finger grip, but can also accept the full-sized magazines from 
its parent design (though the reverse is not the case). This makes the 
compact Glocks ideal second weapons for individuals who carry both primary 
and backup sidearms. 
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H&K Mk. 23 
Ammo: .45 ACP 
In 1991, the U.S. military’s SOCOM (Special 

Operations COMmand) issued a request for a sidearm 
to replace all autoloaders currently in use with 
SOCOM’s various special operations units. Heckler & 
Koch won the contract competition with the immense 
Mk. 23. This gun is designed from the ground up as an offensive, rather than 
defensive, handgun. The end of its barrel is threaded to accept a screw-on 
suppressor, and the shooter can lock the weapon’s slide for silent single-shot 
operation. The Mk. 23 is available on the civilian market, but neither the Mk. 
23’s silencer nor the military model’s laser-aim module, which includes a 
tactical flashlight/laser combo with two lasers (one in visible red and one in 
infrared that is only visible through night vision gear) is available on the 
civilian market. If the Mk. 23 has a drawback, it’s too much gun: at almost 
two-and-a-half pounds and 10 inches plus ammunition and accessories, few 
soldiers want to carry the Mk. 23 any longer than necessary. Adding the 
suppressor increases the gun’s size to 2/L. 

 

Luger Parabellum P08 
Ammo: 9mm Luger 
The first handgun chambered for the 9mm Luger 

cartridge derived its name from a Latin aphorism: Si vis 
pacem, para bellum ("If you want peace, prepare for 
war."). Designed in 1898, the Parabellum was adopted 
by German forces in the 1900s in the gun’s best-known 
P08 variation. The Parabellum is balky and inaccurate by modern standards, 
but was popular at its inception and served German and other forces through 
the first half of the 20th century. Some Parabellums were also manufactured 
in .32 ACP (Damage 1). 

 

Magnum Research Desert Eagle 
Ammo: .50 AE 
The ultimate handgun monument to overcompensation 

is as notorious as the handgun is deadly. Originally 
designed by Israeli Military Industries, the Desert Eagle is 
produced under license by Magnum Research. While 
accurate and powerful, the Desert Eagle is also a very 
high-maintenance design, prone to jamming at inopportune moments if not 
constantly babied. No militaries or police departments have adopted this gun 
due to its excessive size and cost: the gun’s grip is too large for small 
shooters to get their hands around, and the gun’s four-and-a-half-pound 
mass makes carrying it an adventure in masochism and concealing the gun 
an exercise in futility. In addition to the .50 AE for which the Desert Eagle is 
most famed, the Desert Eagle is also available in .44 Magnum, (Damage 3 [9 
again], Capacity 8+1), .41 Magnum (as .44 Magnum) and .357 Magnum 
(Damage 3, Capacity 9+1). 
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Pistol 
When distinguished as a subset of handguns, a pistol 

is a handgun with a chamber that is integral with the 
barrel, such as a pepperbox revolver - as opposed to a 
standard (single-barrel) revolver, wherein the chamber 
is separate from the barrel as a revolving cylinder. 

The pistol originates in the 16th century, when early 

handguns were produced in Europe. The English word 
was introduced in ca. 1570 from the Middle French 
pistolet (ca. 1550). 

The etymology of the French word pistolet is unclear. It may be from a 
Czech word for early hand cannons, píštala "flute", or alternatively from Italian 
pistolese, after Pistoia, a city renowned for 
Renaissance-era gunsmithing, where hand-held guns 
(designed to be fired from horseback) were first 
produced in the 1540s. 

The first suggestion derives the word from Czech 
píštala, a type of hand-cannon used in the Hussite 
Wars during the 1420s. The Czech word was adopted 
in German as pitschale, pitschole, petsole, and 
variants. 

 

Pistol, holdout 
Holdout autoloaders are small, pocket-sized guns in 

equally small calibers such as .22 LR, .25 ACP and .32 
ACP. These guns sacrifice all other Traits - magazine 
size, accuracy, effective range, even reliability - for the 
sake of being small enough to be hidden virtually 
anywhere.  

Examples: Autauga Welsch, Beretta 950 Jetfire 
(Capacity 8+1), Browning M1906, Colt Model 1908 Vest 
Pocket, North American Arms Guardian, Seecamp LWS-32 

 

Rodda .577 Howdah Pistol 
Ammo: .577 Snider 
In colonial-era India, one of the most dangerous and 

exciting sports enjoyed by wealthy British gentlemen was 
tiger hunting. Conversely, one of the most dangerous and 
exciting sports enjoyed by the local tigers was 
Englishman hunting. The Englishmen rode on the backs 
of elephants and carried break-action hunting rifles, which 
were effective at long ranges but awkward in melees. 
Conversely, the tigers skulked in tall grass and used their teeth and claws to 
good effect in close quarters, often climbing the sides of the elephants to 
maul the Englishmen. In an attempt to even the odds, the humans developed 
"tiger tamers," double-barreled break-action pistols made from cut-down 
hunting rifles. 

 

  

Pistol, light 

Pistol, heavy 
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RSA Makarov PM 
Ammo: 9x18mm Soviet 
Produced by the Russian State Arsenals complex 

and built under license in more than 20 countries, the 
Makarov PM was the standard military sidearm of 
most former Soviet-bloc nations and still serves in 
many of them, with tens of thousands exported to 
every corner of the globe. The Makarov PM is 
mechanically reliable but relatively inaccurate. The 
Makarov was never officially issued to the KGB, but many KGB agents 
preferred it to their RSA PSMs (another Walther PP clone firing 5.45mm 
ammunition: Damage 1, otherwise identical). The Makarov PB is a rare 
purpose-built variant with a removable suppressor and a slide lock for silent 
single-shot operation (Size 1/J with silencer attached, Cost •••), which saw 
use with both the KGB and Spetsnaz. 

 

Ruger Mark II 
Ammo: .22 LR 
Modeled loosely on the Luger Parabellum, the 

Ruger Standard Model appeared in 1949 and was an 
immediate success. In 1981, the Ruger Standard 
Model was superseded by the more reliable Mark II, 
which instantly acquired a cult following among novice 
shooters and professional competitors alike. The Mark II’s slim grip and 
virtually nonexistent recoil make this an ideal gun with which beginners can 
learn without being intimidated, and its simple construction allows for easy 
disassembly, maintenance and modification. Plans for suppressors for the 
Mark II are readily available online and at gun shows, and it has a reputation 
far exceeding its likely frequency of use as a close-range assassin’s 
handgun. A suppressed Mark II is illegal for civilians and costs •••, and is the 
closest thing to totally silent thanks to the low signature of its .22 LR 
ammunition. 

 

Sharps Model 1A 
Ammo: .22 LR 
These Old West-vintage break-action pepperboxes 

were popular with gamblers, who found that these 
guns fit neatly in the watch pockets of well-tailored 
vests. The Model 1A is a single-action pistol: the firing 
pin is mounted on a circular pivot that rotates 90 
degrees each time the shooter cocks the hammer, 
bringing the firing pin in line with each barrel in turn. The Model 1A has no 
safety or trigger guard, so carrying this gun fully loaded means that any 
causal bump could slam the firing pin into the cartridge underneath it. Savvy 
owners learned to carry this gun loaded with only three rounds, with the firing 
pin down over the empty barrel. 
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Walther PPK 
Ammo: .380 ACP 
The PPK is one of the most famous small-caliber 

autoloaders in existence, thanks to its long-time service 
in the hands of Her Majesty’s best-known secret agent. 
The PPK originated in the 1930s as a shortened ("Kurz") 
version of the less-common Polizei Pistole ("Police 
Pistol," Capacity 8+1). Both pistols are also available in 
.22 LR, .25 ACP and .32 ACP (Damage 1). Several manufacturers produce 
threaded barrels and suppressors for the PP and PPK, and these are widely 
available to buyers with the right permits - or enough cash. 

 

9mm Luger 
The 9mm Luger cartridge has been around for a 

century, but enjoyed only moderate success until the 
1980s. Depending on whose opinion is loudest, this 
cartridge’s recent popularity caused or was caused by a 
multitude of new autoloaders chambered for this 
ammunition. These weapons featured high magazine capacities and various 
"revolutionary" features, most of which were simply extra metal bits, the 
actual contribution of which to the gun’s function was debatable. Today, 9mm 
Luger is the most common handgun caliber in the world, and any gun store in 
the world carries several models chambered for this cartridge. Capacity 
ranges from eight to 17 rounds, with 15 as the usual benchmark.  

Examples: Ceska Zbrojoka CZ 75 (Capacity 16+1), Colt 2000, Daewoo 
DP-51, FN Browning Hi-Power (Capacity 13+1), H&K USP, Llama M-82, 
Ruger P89, Steyr GB (Capacity 18+1), SiG-Sauer P226, Walther P99 
(Capacity 16+1) 

 

.40 S&W 
Introduced in the late 1980s, the .40 S&W cartridge 

was an attempt to bridge the gap in ballistic performance 
between 9mm Luger and .45 ACP. The .45 S&W 
cartridge quickly found its niche in the American law 
enforcement market, and is a popular caliber for both 
police and civilian autoloaders. Detractors view .40 S&W handguns as 
compromise designs without the capacity of a 9mm Luger or the punch of a 
.45 ACP, while proponents argue the reverse. Capacity typically ranges from 
10 to 16 rounds, with 12 as the standard.  

Examples: FN Browning Hi-Power (Capacity 10+1), H&K USP (Capacity 
13+1), SiG-Sauer P229, Para-Ordnance 16•40 (Capacity 16+1), Ruger P94 
(Capacity 11+1), Smith & Wesson SW99 

 

.45 ACP 
Prior to the explosion of the popularity of the 9mm 

Luger, .45 ACP was the dominant autoloader caliber. 
Literally hundreds of manufacturers produced weapons 
chambered for this round, many of which were loose or 
patent-bending copies of the archetypal Colt M1911A1. 
Many shooters still prefer .45 ACP over any other handgun caliber, and new 
.45 designs appear monthly. Capacity usually ranges from six to 12 rounds, 
with seven as the standard. 

Examples: Beretta Cougar 8045, H&K USP (Capac-ity 12+1), Ruger P90, 
SiG-Sauer P220 (Capacity 7+1), Smith & Wesson 4500 series, Taurus PT945 
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Rifles 
The broad category of "rifles" includes an array of firearms from bolt-action 

.22 caliber target guns to .50 caliber anti-material weapons. For game 
purposes, any longarm that uses rifle-caliber ammunition and is not capable 
of burst or automatic fire falls into this category, including bolt-action, lever-
action, break-action, pump-action and semi-automatic weapons. 

The primary differences between target, hunting and sniper rifles are 
durability, precision and price tag. Target rifles, especially those used for 
high-end competitions, defy plausibility in their precision but are extremely 
sensitive to even casual rough treatment. Hunting rifles, which must be 
affordable by their target markets, sacrifice extreme accuracy for simplicity 
and durability. Sniper rifles must be capable of enduring extreme abuse and 
retaining at least a moderate degree of precision, and are usually chambered 
for standard military calibers and built to accept standard military accessories. 

 
Type Dmg. Ranges Capac. Str. Size Cost 

A1 AW Covert* 3 100/200/400 10+1 2 3 ••••• 

Anti-Material Rifle 
5 (8 
again)* 

300/600/1200 5+1 3* 4 ••••• 

Barrett M107 
5 (8 
again)* 

300/600/1200 10+1 3* 4 ••••• 

Basic Rifle 5 200/400/800 5+1 2 3 •• 

Big-Game Rifle 5 250/500/1000 3+1 3* 3 •••• 

H&K PSG-1 
4 (8 
again) 

250/500/1000 20+1 2 3 ••••• 

Hunting Rifle 
4 (9 
again) 

200/400/800 4+1 2 3 ••• 

KAC SR-25* 
4 (9 
again) 

125/250/500 20+1 2 3 •••• 

Mauser Model 
1898 

4 (9 
again) 

200/400/800 5+1 2 3 •• 

Plinking Rifle 1 30/60/120 5+1 1 2/N • 

Target Rifle 4 150/300/600 5+1 2 3 •• 

Remington Model 
700 

4 (9 
again) 

200/400/800 4+1 2 3 ••• 

RSA "Dragunov" 
SVD 

4 (9 
again)* 

250/500/1000 10+1 2 3 •••• 

Ruger 10/22 1 30/60/120 10+1 1 2/N • 

Ruger Mini-14 4 150/300/600 30+1 2 3 •• 

Simonov SKS 4 200/400/800 10+1 2 3 • 

Sniper Rifle 
4 (9 
again) 

250/500/1000 10+1 2 3 •••• 

Spencer 
Repeating 
Carbine 

3 75/150/300 7+1 2 3 •• 

Springfield 
Armory M1 
Garand 

4 (9 
again) 

225/450/900 8+1 3 3 ••• 

Weatherby Mk. V 5 250/500/1000 2+1 3* 3 •••• 

Winchester Model 
1873 

3 125/250/500 12+1 2 3 ••• 

* - See Description of weapon for more information. 
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A1 AW Covert 
Ammo: 7.62mm NATO 
English-based Accuracy International 

developed its Arctic Warfare series of sniper rifles 
to satisfy a UK military requirement. As the name 
implies, all of the AW-series rifles are designed to handle extreme cold 
conditions in which many other weapons would fail to operate. The AW 
Covert is officially marketed for counter-terrorist teams that may need to 
move their weapons discreetly, though critics have observed that these same 
characteristics make these sniper rifles ideal for assassins. This rifle comes 
with a briefcase shielded against x-rays, and can be broken down into the 
weapon’s component parts and stowed in this briefcase in about three 
minutes. The AW Covert is also equipped with an integral suppressor that 
runs the length of the rifle’s barrel. Sales of the AW Covert are restricted to 
military and government clients, but rumors persist that a few of these guns 
have found their way to the international arms market. 

 

Anti-Material Rifle 
Anti-material rifles (AMRs) are chambered for 

heavy military calibers originally developed for 
anti-tank rifles during World War I and later 
applied to heavy machine guns: .50 BMG and 12.7mm Soviet. These rifles 
are usually between four and five feet long and weigh well over 40 pounds, 
making them completely impractical for use in firefights. When used for 
sniping, however, AMRs can kill a human-sized target at well over a mile 
away. As their name suggests, their primary official use is the destruction of 
material targets, such as land mines and light vehicles. In most nations, 
AMRs are available for civilian sale only with special permits, and these rifles 
have no legitimate hunting or self-defense applications. Most anti-material 
rifles are bolt-action with detachable magazines, though a few rare semi-
automatic designs do exist.  

Bolt-action examples: Accuracy International Arctic Warfare 50, FN Hecate 
II (Capacity 7+1), RSA KSVK, Steyr .50 HS (Capacity 1), Zastava M-93 Black 
Arrow, ZVI Falcon (Capacity 2+1)  

All anti-material rifles have Armor Piercing 6. 
An anti-material rifle’s recoil is even stronger than that of a big-game rifle. 

The same recoil rules for firing from a bad position apply, but, with an anti-
material rifle, the only position that is considered "good" is a prone stance 
with the rifle’s bipod deployed. 

 

Barrett M107 
Ammo: .50 BMG 
The Barrett "Light 50" brought the anti-material 

rifle to public prominence with its 1982 
introduction under the original designation "Model 
82." The first successful semi-automatic .50 BMG sniper rifle has attained 
infamy completely out of proportion to the rifle’s actual production numbers, 
but with kills recorded at more than 1,800 yards, perhaps prospective targets 
have reason to be concerned. This rifle is in service with at least 30 national 
militaries, and is a favorite in civilian long-range shooting competitions in 
nations where the rifle is legal for purchase. The four-foot-nine-inch, 32-
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pound M107 is a monster to transport or wield, and is subject to recoil as a 
generic anti-material rifle. It has Armor Piercing 6. 

 

Basic Rifle 
A rifle is a firearm designed to be fired from 

the shoulder, with a barrel that has a helical 
groove or pattern of grooves ("rifling") cut into 
the barrel walls. The raised areas of the rifling are called "lands," which make 
contact with the projectile (for small arms usage, called a bullet), imparting 
spin around an axis corresponding to the orientation of the weapon. When 
the projectile leaves the barrel, this spin lends gyroscopic stability to the 
projectile and prevents tumbling, in the same way that a properly thrown 
American football or rugby ball behaves. This allows the use of 
aerodynamically-efficient pointed bullets (as opposed to the spherical balls 
used in muskets) and thus improves range and accuracy. The word "rifle" 
originally referred to the grooving, and a rifle was called a "rifled gun." Rifles 
are used in warfare, hunting and shooting sports. 

Typically, a bullet is propelled by the contained deflagration of an explosive 
compound (originally black powder, later cordite, and now nitrocellulose), 
although other means such as compressed air are used in air rifles, which are 
popular for vermin control, hunting small game, formal target shooting and 
casual shooting ("plinking"). 

In most armed forces the term "gun" is incorrect when referring to small 
arms; in military parlance, the word "gun" refers to an artillery piece or crew-
served machine gun. Furthermore, in many works of fiction a rifle refers to 
any weapon that has a stock and is shouldered before firing, even if the 
weapon is not rifled or does not fire solid projectiles (e.g. a "laser rifle"). 

 

Big-Game Rifle 
Deer- and human-hunting calibers are 

insufficient for putting down large or dangerous 
game like bear, Cape buffalo, elk and werewolf. 
Big-game rifles are designed to handle the heavy-
caliber magnum loads necessary for such sport: 
.375 H&H, .458 Magnum, .460 Weatherby and the like. These rifles are 
almost always bolt-action, with a few break-action models still in production, 
as semi-automatic actions are not strong enough to handle such high firing 
pressures. Big-game rifles feed from internal magazines.  

Bolt-action examples: CZ 550 Safari Magnum, Dakota 76 African (Capacity 
4+1), Ruger M77 Mark II Magnum, Winchester Model 70 Classic Safari 
Express  

Break-action examples (all Capacity 1): Dakota Model 10, Ruger No. 1-H 
Tropical Rifle 

A big-game rifle must be properly braced for a shooter to manage its recoil. 
If a character fires a big-game rifle from the hip or in any other position in 
which the stock isn’t securely tucked into his shoulder and he hasn’t set 
himself to handle the gun, the rifle’s Strength requirement increases to 5. Roll 
the rifle’s Damage rating as an attack dice pool against the character that 
inflicts bashing damage and has the Knockdown effect. 
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H&K PSG-1 
Ammo: 7.62mm NATO 
The deadly accurate PSG-1 is the performance 

standard against which all other mid-caliber sniper 
rifles are measured. H&K introduced this design in 
the early 1980s as a police and counter-terrorist rifle, but its $10,000+ price 
tag limited the rifle’s accessibility to most prospective customers and the 
substantial 18-pound weight made the gun unacceptable for military service. 
Production was discontinued in the late 1990s, but the rifle is still a prized 
weapon for marksmen fortunate enough to have access to one. 

 

Hunting Rifle 
The archetypal "deer rifle" is available in a wide 

array of calibers, of which 7mm Magnum, .300 
Winchester Magnum, .308 Winchester and .338 
Laupa are just a small sample. This is the most common type of rifle across 
the world, universally used for competition, hunting and murder. Many military 
and police sniper rifles are built on hunting rifle platforms as well. Hunting 
rifles, like varmint rifles, are almost always bolt-action with internal 
magazines.  

Bolt-action examples: Colt Light Rifle, Dakota Model 97 Lightweight Hunter, 
Ruger M77R, Sako 75 Hunter, Savage Model 114 (detachable magazine), 
Steyr SBS Prohunter  

Semi-automatic examples: Browning Bar Mark II Safari, Remington Model 
7400 

 

KAC SR-25 
Ammo: 7.62mm NATO 
This covert operations variant of the M16 design 

returns to the parent gun’s original heavier caliber. 
The SR-25 is in use with Israeli special operations 
units and U.S. Navy SEAL teams as a tactical sniper rifle. It comes with a 
removable suppressor sleeve that slides around its entire barrel, dampening 
the sound of its fire without reducing the muzzle velocity of standard 
ammunition. Civilian sale of the SR-25 is heavily regulated, but M16 
aficionados regard the SR-25 as a highly sought-after collector’s piece. 

 

Mauser Model 1898 
Ammo: 8mm Mauser 
This iconic German-built weapon has influenced 

the design of virtually every bolt-action rifle made 
during the last century. This rifle is legendary for its 
reliability, surpassing even most modern competitors. Germany issued these 
rifles to its military through the end of World War II and licensed production 
throughout the world. Countless thousands of Mauser ’98s chambered for 
various similar calibers are still in circulation as collector’s pieces, hunting 
rifles or insurgents’ weapons. 

 

Plinking Rifle 
"Plinking" is slang for casually putting bullets 

into improvised backyard targets. The best 
quality in a plinking rifle is low cost, both for the 
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gun itself and for the ammunition, so .22 LR is the most common caliber for 
these weapons. Plinking rifles are also used for teaching new shooters, 
particularly children, the fundamentals of gun handling and marksmanship, 
and for hunting very small game such as squirrels. A plinking rifle typically 
feeds from an internal magazine and is largely inadequate for combat use.  

Bolt-action examples: Cooper Model 57, CZ 452-2E (detachable 
magazine), Marlin Model 15YN (Capacity 1), Rogue Rifle Chipmunk 
(Capacity 1), Sako 75 Finnfire Hunter  

Pump-action examples: Remington Model 572 (Capacity 15+1), Taurus 
Model 621 (Capacity 12+1) 

Lever-action examples: Browning BL-22 (Capacity 15+1), Marlin Model 
1897 Cowboy (Capacity 19+1) 

Semi-automatic examples: Marlin Model 922M, Remington Model 597 
(Capacity 10+1, detachable magazine) 

 

Target Rifle 
Rifles in this general category  are chambered 

for a variety of mid-range calibers, including the 
.223 Remington and .270 Winchester. In addition 
to "varminting," or eradicating pests and small predators, these rifles are also 
used for target practice and competition shooting. Rifles in this caliber range 
occasionally find combat applications when necessity dictates, but most 
serious sniper rifles use larger calibers for better range and lethality. Varmint 
rifles are almost always bolt-action and feed from an internal magazine.  

Bolt-action examples: Anschutz Model 1740, Howa M-1500 Varmint, Sako 
75 Varmint, Savage Model 10GY Youth (Capacity 4+1), Winchester Model 70 
Coyote 

 

Remington Model 700 
Ammo: .308 Winchester 
Remington’s flagship gun, first offered in 1963, 

is the iconic hunting rifle of the Western 
hemisphere. This rifle is currently produced in 
close to 30 calibers, ranging from .17 Remington (Damage 2, Armor Piercing 
1) to .375 Remington Ultra Magnum (Damage 5, Capacity 3+1), and at least 
a few examples can be found in any gun store in the Americas. Two sniper 
variants (with identical Traits) exist: the U.S. Marine Corps’ M40A1 and the 
U.S. Army’s M24 SWS (Sniper Weapon System). 

 

RSA "Dragunov" SVD 
Ammo: 7.62x54mm Soviet 
During the early cold war, the Soviet Union 

examined the battlefield successes of its World War 
II snipers and decided that every infantry squad in 
the Red Army needed its own sharpshooter. The 
skeletal-looking SVD (Snaiperskaya Vintovka 
Dragunova - "Dragunov Sniper Rifle") debuted in 
1963 as the rifle of these "designated marksmen." 
This rifle is still in widespread service (and licensed production) everywhere 
in the world that the Soviet Union exerted its military influence, and civilian 
collectors will pay top dollar for an authentic Russian-built model. Contrary to 
popular belief, its standard-issue PSO-1 telescopic sight was not a night 
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vision scope, but some later limited-production models did come with such 
equipment. The standard sniper-grade ammunition issued to SVD-equipped 
marksmen is a steel-core round with Armor Piercing 3, but civilian FMJ 
ammunition loses this benefit. 

 

Ruger 10/22 
Ammo: .22 LR 
When Ruger introduced the 10/22 in 1964, 

the sport shooting community acclaimed it an 
"instant classic." Two generations of American 
boys grew up learning to shoot with 10/22s, and hundreds of thousands of 
examples are in circulation across the world. The 10/22 uses a unique semi-
detachable revolving magazine: changing magazines takes two full turns, but 
can be reloaded while still in the rifle. 

 

Ruger Mini-14 
Ammo: 5.56mm NATO 
This popular "ranch gun" is a scaled-down copy 

of the military M14, with just enough design 
changes to avoid patent infringement lawsuits. The 
similar Mini-30 is chambered for 7.62x39mm 
Soviet ammunition (identical Traits), and the AC-
556 (Cost •••) is a fully automatic Mini-14. Mini-14s 
and Mini-30s are common throughout rural areas 
of the Americas, and AC-556s can be found in the 
arms lockers of many small police departments. 

 

Simonov SKS 
Ammo: 7.62x39mm Soviet 
The Samozary-adnyi Karabin sistemi Simonova 

("Self-loading Carbine system, Simonov") was 
designed for World War II, but entered service just 
a few months too late for service during that 
conflict. The Red Army quickly phased the SKS out in favor of the AK-47, but 
the SKS was sufficiently popular that millions were exported and built under 
license across the Soviet sphere of influence. The SKS is typical of the Soviet 
weapon design ethos, which sacrifices extreme accuracy for durability, 
simplicity and low cost. Today, surplus SKS rifles are widely available on the 
civilian market at dirt-cheap prices. The SKS feeds from an internal 
magazine. 

 

Sniper Rifle 
In many cases, the only differences between a 

hunting rifle and a sniper rifle are the materials 
involved in their construction and their respective 
price tags. Sniper rifles are almost always chambered for one of a very few 
calibers that militaries across the world have adopted as standard-issue: 
7.62mm NATO or 7.62x54mm Soviet. In recent years, a few sniper rifles have 
appeared in civilian calibers such as .300 Winchester Magnum or .338 
Laupa, though these have not yet gained widespread acceptance in the slow-
adapting military procurement systems. Sniper rifles typically rely on 
detachable magazines.  
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Bolt-action examples: Accuracy International Arctic Warfare (British and 
German standard; internal magazine), Enfield L42A1 (former British 
standard), FN Mini-Hecate (internal magazine), FR F2 (French standard), 
Mauser 86SR, SiG-Sauer SSG-3000 (Capacity 5+1), Steyr SSG  

Semi-automatic examples: H&K MSG-90 (Capacity 20+1), IMI Galatz 
(Capacity 20+1), NORINCO QBU-88 (Chinese standard), Springfield Armory 
M21 (Capacity 20+1), Zastava M76 

 

Spencer Repeating Carbine 
Ammo: .52 caliber 
The first rifle with a detachable magazine to 

be used by any military was the Spencer 
repeater. The United States adopted it in 1863 
under the personal endorsement of President 
Lincoln, and over 100,000 Spencers saw service on the Union side of the 
Civil War. Spencers are museum pieces today, with their copper-cased 
cartridges long since out of mass production. 

 

Springfield Armory M1 Garand 
Ammo: .30-06 
The U.S. Army adopted the Garand in 1936 

as the army’s first semi-automatic rifle. With the 
outbreak of hostilities in 1941, production went 
into high gear, with over four million M1s coming off the assembly lines by 
1945. The Garand proved consistently reliable under World War II’s worst 
battlefield conditions, and is another legendary rifle whose popularity has far 
outstripped its official service record. Thousands are still in circulation 
worldwide. Cost given is for new copies or collector’s editions; surplus 
models, including those sold through the U.S. government’s Civilian 
Marksmanship Program, cost only •. The Garand uses a detachable 
magazine; when it’s empty, the gun automatically launches it into the air with 
a distinctive "ping!" The Garand’s .30-06 ammo gives it Armor Piercing 2. 

 

Weatherby Mk. V 
Ammo: .460 Weatherby Magnum 
The archetypal big-game rifle appeared in 

1956 and has since become universally 
recognized as capable of handling anything 
that walks the surface of the Earth. The Mk. V is one of the strongest rifles in 
the world, virtually impossible to break through casual misuse. Production 
standards are consistently high, with precision to match the gun’s power. In 
addition to its rhino-killing .460 Weatherby Magnum load, the Mk. V is 
available in many lighter calibers (Damage 4 and Capacity 5+1 for varmint 
calibers, Damage 4 [9 again] and Capacity 4+1 for hunting calibers). The Mk. 
V is subject to recoil as a generic big game rifle. 

 

Winchester Model 1873 
Ammo: .44-40 
"The gun that won the West" was ubiquitous in 

post-Civil War America and still occupies a special 
place in the mythos of the Old West. Like many 
lever-action rifles of the period, this Winchester was chambered for a 
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common pistol caliber so that frontiersmen could use the same supply of 
ammunition for all their weapons. Modern reproductions are still available 
through several manufacturers. 

 

Submachine Guns 
Submachine guns (SMGs) are compromises between handguns and 

assault rifles, fully automatic firearms using pistol-caliber ammunition. The 
result is a family of long-arms suitable for close-in fighting but inferior to rifles 
over distance. The relatively low weight of submachine guns makes them 
difficult to control in fully automatic fire, so experienced shooters tend to 
employ short bursts while inexperienced ones typify "spray and pray" combat 
styles. 

The term "machine pistol" derives from Maschinenpistole, the German 
name for submachine guns. In modern usage, this term refers to a subset of 
submachine guns designed to be used one-handed, including some burst-
capable or fully automatic versions of autoloaders. Light weight and one-
handed operation make submachine guns wildly inaccurate, but their size 
renders them ideal as sidearms or concealed weapons. 

 
Type Dmg. Ranges Capac. Str. Size Cost 

American 180 1* 20/40/80 275+1 1 (2/2/2) 3 ••• 

Beretta Model 
93R 

2 20/40/80 20+1 2 (3/-/-)* 1/J •••• 

CZ Skorpion 1 15/30/60 20+1 1 (2/3/4) 1/J ••• 

FN P90 2* 40/80/160 50+1 2 (2/3/3) 2/L •••• 

H&K MP5* 2 30/60/120 30+1 2 (2/3/3) 2/L •••• 

H&K MP5K 2 20/40/80 15+1 2 (3/4/5) 1/L •••• 

H&K MP7 2* 40/80/160 20+1 2 (2/3/3) 2/L •••• 

Intratec TEC-9* 2 10/20/40 32+1 2 (3/4/5) 1/J ••• 

MAC M10* 3 20/40/80 32+1 - (-/4/5)* 1/L •••• 

RSA Bizon-2 2 30/60/120 64+1 2 (2/3/3) 2/L ••• 

SMG, small 2 25/50/100 30+1 2 1 ••• 

SMG, large 3 50/100/200 30+1 3 2 ••• 

Stechkin APS 2 20/40/80 20+1 2 (3/4/5) 1/J ••• 

Thompson 
M1928 

3 25/50/100 30+1 2 (2/3/3) 3 ••• 

9mm Luger 2 30/60/120 32+1 2 (2/3/4) 2/L ••• 

9mm Luger, 
machine pistol  

2 20/40/80 20+1 2 (3/4/5) 1/J ••• 

.45 ACP 3 30/60/120 30+1 2 (2/3/4 2/N ••• 

* - See Description of weapon for more information. 

 

American 180 
Ammo: .22 LR 
American Arms and several successors 

produced the American 180 through most of 
the 1970s and 1980s. The 180 was originally 
designed for police officers and prison guards, who needed controllable, fully 
automatic weapons. Feeding from a 275-round drum mounted flat against the 
top of the weapon, the 180 fires a blistering 1,500 rounds per minute. While 
the impact of a single .22 LR bullet is unlikely to kill anyone, 30 bullets striking 
within a hand span in just over a second are nothing to laugh off, and well-
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aimed automatic fire from an American 180 will chew straight through most 
soft body armor. When fired as a medium burst, the American 180 expends 
20 shots; a long burst expends a minimum of 40 shots. Any burst that fires 20 
or more bullets at a single target gains Armor Piercing 1. 

 

Beretta Model 93R 
Ammo: 9mm Luger 
Beretta developed the machine pistol variant of the 

Model 92 as a sidearm for police officers and soldiers 
entering CQB situations. The Model 93 is slightly 
longer than its parent design and features a fold-down 
grip hinged just in front of its trigger guard for two-
handed operation. The Model 93 is limited to three-
round bursts rather than fully automatic fire (no medium or long bursts). This 
pistol can be fitted with a detachable stock and can accept the standard 15-
round magazines of the Model 92. 

 

CZ Skorpion 
Ammo: .32 ACP 
The vz.61 "Skorpion" is a popular machine pistol 

among Eastern European and North African security 
forces and criminals alike. The Skorpion’s 
underpowered cartridge makes this gun more 
controllable than most machine pistols, especially 
with its folding stock extended, and this combines 
with the Skorpion’s high rate of fire to render this pistol nightmarishly lethal at 
point-blank range. The Skorpion is also available in the vz.82 and vz.83 
models (.380 ACP and 9x18mm Soviet, respectively: Damage 2, Strength 2 
[3/4/5]). 

 

FN P90 
Ammo: 5.7m FN 
The P90 was born from the concept of a personal 

defense weapon (PDW): a compact automatic 
weapon with better ballistic performance than a 
submachine gun, issued to rear-echelon military 
personnel who would find assault rifles too bulky while performing their daily 
duties. So far, the P90 has failed to gain acceptance in this role, but is in 
service with a few special operations units for CQB use against armored 
targets. A flat block of polymer about 20 inches long and six inches high, with 
its magazine lying horizontally atop and feeding downward into a bullpup 
action, the P90 barely looks like an actual gun. The P90 is an indisputably 
quirky weapon, but its comfortable ergonomics make it handle well. Its 5.7mm 
FN ammo has Armor Piercing 2. 

 

H&K MP5 
Ammo: 9mm Luger 
The iconic modern submachine gun is Heckler & 

Koch’s flagship product, the MP5. Since its 
introduction in 1966, the MP5 has become the 
single most popular SMG in the world for law 
enforcement and military use. The MP5’s 
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numerous variants include the .40 S&W MP5/40 (Damage 2[9 again]), the 
FBI’s MP5/10 (Damage 3) and the MP5SD (with integral suppressor). The 
MP5 is a benchmark for extreme reliability: whenever a chance roll with an 
MP5 results in a 1, roll another die - on an 8 or higher, the chance roll is only 
a regular failure, not a dramatic failure. All MP5 models are available with 
optional folding stocks. 

 

H&K MP5K 
Ammo: 9mm Luger 
The machine pistol variant of the MP5 (the "K" 

stands for kurz, "short") is barely controllable, 
despite the vertical handle for a two-handed grip that 
hangs from the MP5K’s stubby muzzle. The MP5K 
can accept its parent design’s standard 30-round 
magazines, though this makes the gun quite 
awkward. H&K offers a unique security briefcase for 
the MP5, which has a blow-through patch, a set of internal clamps to hold the 
gun steady and a trigger linkage in the briefcase’s handle. (Cost •••; while in 
the briefcase, the gun can only accept a 15-round magazine and firing it is 
always considered firing from the hip.) 

 

H&K MP7 
Ammo: 4.6mm 
H&K’s answer to the P90 came in 2001 with the 

release of the MP7. It’s just too large to be 
considered a machine pistol despite having its 
magazine well in its pistol grip - for full control, use of 
both the fold-down vertical foregrip and the collapsible stock is 
recommended. A streamlined polymer frame makes the MP7 look like an 
escapee from a science fiction movie. The 4.6mm cartridge has Armor 
Piercing 2. 

 

Intratec TEC-9 
Ammo: 9mm Luger 
The TEC-9 was the scourge of American streets in 

the 1980s, or so news reports of the time claimed. 
The original civilian-legal TEC-9s were autoloaders, 
but criminals quickly discovered that converting TEC-
9s into fully automatic machine pistols was a trivial 
task. Critics never regarded the TEC-9 as a high-
quality firearm, not without justification, and street 
gunsmithing exacerbated the problems of low production values. A civilian 
TEC-9 converted for full-auto fire is highly unreliable: when attacking, do not 
re-roll 10s, and subtract any 1s from successes rolled. Civilian TEC-9s cost •. 
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MAC M10 
Ammo: .45 ACP 
The flagship of the now-defunct Military Armaments 

Corporation is more commonly known as an "Ingram," 
after its designer, or as a "MAC-10." The M10 has a 
painfully high rate of fire: 1,100 rounds per minute, or a 
full 32-round magazine in less than two seconds. This 
makes the MAC-10 nearly impossible to aim at any 
distance more than point-blank range, leading to a 
justified reputation as a "phone booth gun." It’s also available in 9mm Luger 
(Damage 2). The M11, its .380 ACP cousin (also Damage 2), has an even 
higher rate of fire, at 1,600 rounds per minute. The M10 and M11 can be fired 
only in medium and long bursts - single shots and short bursts are not 
options. 

 

RSA Bizon-2 
Ammo: 9x18mm Soviet 
The Bizon ("bison") was designed in the early 

1990s as a replacement for the World War II-era 
submachine guns that Soviet troops used during most 
of the cold war. The Bizon is built on a modified AK-type assault rifle plan to 
make the controls more familiar to the intended users. The gun’s cylindrical 
magazine attaches underneath and parallel to the barrel, holding the 
cartridges horizontally in a spiral feeding tube. The Bizon-2 is also available 
in 9mm Luger (same Traits) and 7.62x25mm Tokarev (Damage 1, Capacity 
45). This gun’s design includes a folding stock. 

 

SMG 
A submachine gun (SMG) is an automatic carbine, 

designed to fire pistol cartridges. It combines the 
automatic fire of a machine gun with the cartridge of a 
pistol. The submachine gun was invented during 
World War I (1914–1918), but the zenith of its use 
was World War II (1939–1945) when millions of 
weapons of this type were manufactured. In military 
use, the submachine gun has mostly been replaced by carbine-length assault 
rifles due to their superior power and range in a similarly sized package; the 
widespread adoption of body armor by police and military forces (which 
standard pistol cartridges are largely incapable of penetrating) is also a 
decisive factor. Submachine guns retain widespread use in police and 
counter-terrorist forces, which typically face unarmored opponents in the tight 
confines of civilian house-to-house fighting, where the lighter recoil, better 
control in burst or fully automatic mode and minimized overpenetration of 
submachine guns afford maximum benefit. 

There is some categorical inconsistency with 
regard to the classification of submachine guns; 
for example, some sources consider personal 
defense weapons- particularly short carbines 
firing a rifle cartridge (such as the AKSU-74)- to 
be submachine guns. Most sources now, however, restrict the term solely to 
pistol-caliber, carbine-length automatic weapons. Fully automatic pistols 
designed to be fired one-handed are known as machine pistols, a term which 
also formerly included many submachine guns (such as the MP-40). 

SMG, small 

SMG, large 
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Stechkin APS 
Ammo: 9x18mm Soviet 
These 1950s-era APS machine pistols were 

originally issued to armored vehicle crews and front-
line officers, but quickly fell into disfavor for the 
weapons’ underpowered cartridges and awkward 
handling. In the 1990s, this gun enjoyed a brief 
resurgence in the hands of Russian police tactical 
teams, who still favor the Stechkin as a sidearm over 
most available autoloaders. The Stechkin comes with a large rigid plastic - or, 
for early models, wooden - holster that clips onto the back of the grip to 
double as an awkward detachable stock. 

 

Thompson M1928 
Ammo: .45 ACP 
The Prohibition-era "Tommy gun" was the first 

firearm to bear the "submachine gun" label. 
Designed after World War I to bridge the gap 
between rifles and pistols, the Tommy gun was considered revolutionary at 
the time and served American forces with distinction during World War II. 
While the Tommy gun is too heavy and awkward to be commercially viable 
today, many examples still exist in good working condition, as do the 50- and 
100-round drums (Cost •) that are part of the gun’s trademark appearance. 

 

9mm Luger 
Most submachine guns are chambered for the 

9mm Luger cartridge, a legacy of the early 
development of these weapons. Virtually every 
nation with an indigenous arms industry produces 
at least one model.  

Examples: Beretta M12, Colt Model 635 (a cut-
down M16 chambered for 9mm), H&K UMP (Capacity 30+1), IMI Uzi and 
Mini-Uzi (the original modern SMGs), Jati-Matic (Capacity 40+1), MP-40 
(weapon of choice of Nazi minions), Sten Mk. II, Sterling L2A3, Steyr TMP 
(Capacity 30+1) 

 

9mm Luger, machine pistol 
Almost all machine pistols are chambered for 9mm 

Luger ammunition. These pistols are usually less than 
10 inches in overall length, small enough to be worn 
as sidearms or concealed with minimal difficulty.  

Examples: Glock 18 (the fully automatic version of 
the Glock 17: Capacity 31+1), Micro-Uzi 

 

.45 ACP 
A handful of submachine guns are chambered 

for the more powerful .45 ACP cartridge. These 
guns tend to be less elegant than their 9mm 
cousins and have lower rates of fire, but are no 
less capable.  

Examples: General Motors M3 "Grease Gun," 
H&K UMP (Capacity 25+1) 
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Assault Rifles 
The primary military weapons of the modern era, assault rifles are burst-

capable or fully automatic firearms chambered for rifle-caliber ammunition 
and feeding from detachable magazines. The design philosophy behind the 
assault rifle is to give the individual infantryman an easily handled weapon 
with a large magazine capacity, fully automatic capability and lightweight, 
high-velocity ammunition. Modern assault rifles use lighter and shorter-
ranged ammunition than older designs, a response to the decreasing average 
range of firefights since World War II. This has resulted in a gradual reduction 
of length and weight at the expense of long-range lethality. 

 
Type Dmg. Ranges Capac. Str. Size Cost 

Assault Rifle 4 150/300/600 42+1 3 3 ••• 

Colt M16 4 150/300/600 30+1 2 (2/3/4) 3 ••• 

RSA AK-47* 4 125/250/500 30+1 2 (2/3/4) 3 •• 

Steyr AUG* 4 150/300/600 42+1 2 (2/3/4) 2/L •••• 

5.56mm AR 4 150/300/600 30+1 2 (2/3/4) 3 ••• 

5.56mm 
Bullpup AR 

4 150/300/600 30+1 2 (2/3/4) 2/L •••• 

7.62mm AR 
4 (9 
again) 

200/400/800 20+1 3 (3/4/5) 3 ••• 

* - See Description of weapon for more information. 

 

Assault Rifle 
An assault rifle is a selective fire (either fully 

automatic or burst-capable) rifle that uses an 
intermediate cartridge and a detachable magazine. It 
is not to be confused with assault weapons. Assault 
rifles are the standard service rifles in most modern 
armies. Assault rifles are categorized in between light machine guns, which 
are intended more for sustained automatic fire in a light support role, and 
submachine guns, which fire a pistol cartridge rather than a rifle cartridge. 

Examples of assault rifles include the StG 44, AK-47, M16 rifle, QBZ-95, 
INSAS, Heckler & Koch G36, and Enfield SA80. 

The assault rifle became the standard military rifle in the post-World War II 
era. Combat experience during the World Wars had shown that most infantry 
combat took place at 200–300 meters (218–328 yards) distance and that the 
winner of any given firefight would most likely be the one with the highest rate 
of fire. The rifle cartridges of the day were therefore unnecessarily powerful, 
producing recoil and report in exchange for marginal benefit. The lower power 
of the intermediate cartridge meant that each soldier could fire more bullets 
faster and/or with less recoil and its lighter weight allowed more ammunition 
to be carried. 

 

Colt M16 
Ammo: 5.56mm NATO 
In 1956, the U.S. Army solicited a proposal for 

a low-caliber rifle after analysis of battlefield data 
from World War II and the Korean War showed 
that most firefights happened within 300 yards. 
The prototype, the Armalite AR-15, was sent to 
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Vietnam in 1962 for combat tests, then licensed to Colt for mass production 
under the military designation M16. Initial feedback after widespread Army 
adoption in 1965 was discouraging. The original design did not perform well 
under battlefield conditions, and the flimsy construction of the all-plastic 
stocks led soldiers to criticize these guns as "made by Mattel" (a toy company 
that really was subcontracted to mold some of the plastic parts). Further 
development, resulting in the M16A1, solved most of the gun’s reliability 
problems by the early 1970s. Post-Vietnam, studies showed that the M16A1’s 
fully automatic capability led soldiers to forego marksmanship in favor of 
"spray and pray" shooting, so the M16A2 was introduced in 1981 with only 
semi-automatic and three-round burst capability. Today, the M16 family is in 
use as the standard assault rifle of the U.S. military and over 50 allied and 
moderately friendly nations. 

The Traits given are for modern M16s (the M16A2 and A4, and the full-auto 
A3). Modern carbine versions have collapsible stocks and are designated M4 
(three-round burst only) and M4A1 (full-auto). Original M16s are rare, but still 
available in some Third World countries (Cost ••, do not re-roll 10s). Other 
companies make licensed copies - the Canadian Diemaco C7 and its 
relatives are widely regarded as better than the original design. Some 
manufacturers also produce copies of the AR-10, a prototype that spawned 
the AR-15’s design (treat an AR-10 as a generic 7.62mm NATO assault rifle). 

 

RSA AK-47 
Ammo: 7.62x39mm Soviet 
The most-produced firearm in the world is 

instantly recognizable even to observers who 
know nothing about guns. The Avtomat 
Kalashnikova 47’s broken-nosed profile first 
appeared in the Red Army’s ranks in 1949. Since 
then, countless variations have appeared across the world. A few of the more 
common include the AK-74 (the AK-47’s replacement in Russian front-line 
service, chambered for 5.45mm Soviet: same Traits), the AK-101 (a 5.56mm 
NATO version intended for export sales: same Traits) and the AKS-74U-UBN 
(a 5.45mm special operations carbine with a removable suppressor: apply 
generic carbine variation, Cost ••••). All assault rifles built on the AK-47 
platform are archetypal Russian weapons: slightly inaccurate, but able to still 
fire on demand after 30 years of abuse that would leave other guns rusted 
and fungus-eaten wrecks. Whenever a chance roll with an AK-47 or relative 
results in a 1, roll another die; on a 7 or higher, the chance roll is only a 
regular failure, not a dramatic failure. 

 

Steyr AUG 
Ammo: 5.56mm NATO 
The Armee Universal Gewehr (Universal Army 

Rifle) is not a revolutionary design, but was 
distinctly evolutionary when released in 1977. 
The AUG was the first bullpup rifle to be 
commercially successful, despite looking like a 
refugee from a low-budget science fiction thriller 
(in which, ironically, it was later often used as a blaster rifle prop). The AUG’s 
carrying handle includes a 1.5-magnification scope and the magazines are 
clear plastic so the shooter can tell at a glance how many rounds she has left. 
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The AUG is also modular: with simple hand tools and a conversion kit (Cost 
•••), a user can break the gun down and re-assemble it into one of three 
variant configurations in about 15 minutes. These configurations include 
carbine, light machine gun (Range 175/350/700) and 9mm Luger submachine 
gun (Damage 2, Range 30/60/120, Capacity 30+1, Strength 2; requires 
different magazines). 

 

5.56mm AR 
The vast majority of modern assault rifles are 

chambered for the 5.56mm NATO cartridge 
(which is essentially a .223 Remington round 
made slightly more powerful). Even former Soviet-bloc nations are adopting 
and producing rifles in this caliber. Critics have considered the 5.56mm round 
underpowered and inadequate since its introduction in the late 1950s, but this 
round weighs only half as much as a comparable amount of 7.62mm 
ammunition, which means soldiers can carry much more ammunition. 
Virtually all conventional-layout assault rifles can be fitted with collapsible 
stocks.  

Examples: Beretta AR-70, FN FNC, H&K HK33, H&K G36 (German 
standard), HOWA Type 89 (Japanese standard), IMI Galil, Ishapore INSAS 
(Indian standard), SiG 550 (Swiss standard) 

 

5.56mm Bullpup AR 
Bullpup designs are most common in assault 

rifles, whose users often need the combination of 
compactness and lethality that the configuration 
provides. Critics complain that these rifles are 
difficult to mount accessories (especially grenade 
launchers) on, too short to use with bayonets and harder to maintain, but 
many militaries find bullpup assault rifles suitable for widespread deployment.  

Examples: Enfield L85A1 (British standard), GIAT FAMAS G2 (French 
standard), IMI Tavor TAR-21 (Israeli standard), ST Kinetics SAR-21, Vektor 
CR-21 

 

7.62mm AR 
The early cold war saw the widespread 

adoption of the 7.62mm NATO cartridge (.308 
Remington to civilians) by Western militaries, 
and export sales spread this cartridge across 
the globe. Assault rifles chambered for this caliber are older designs than 
their 5.56mm counterparts, and tend to be heavier and more rugged. Some 
sources apply the name "battle rifle" to these larger-caliber weapons, but this 
is usually a meaningless distinction. Most of these rifles are out of active 
service with First World militaries, but are globally ubiquitous.  

Examples: CETME Model C, FN FAL (former standard for several NATO 
nations, common across Africa), H&K G3 (former German standard, common 
in South America), Springfield Armory M14 
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Shotguns 
Shotguns are the predatory reptiles of the firearm world, direct modern 

evolutions of centuries-old designs. Shotguns feature large-bore barrels 
(almost always smoothbore) and use heavy, low-velocity ammunition, making 
them brutal at close range but ineffective over distance. Shotguns’ large 
ammo - a 12 gauge shell is 19.5mm wide and 70mm long, compared to a 
9x19mm pistol cartridge - enables them to use a wide variety of specialty 
ammunition types, from the useful to the ludicrous. Unless otherwise noted, 
all shotguns feed from internal magazines. 

 
Type Dmg. Ranges Capac. Str. Size Cost 

Daewoo USAS-
12* 

4 (9 again) 20/40/80 20+1 3 (4/5/6)* 4 •••• 

Generic Shotgun 4 20/40/80 5+1 3 2 •• 

Generic Break-
Action 

4 (9 again) 20/40/80 2 3 3 • 

Generic Lever-
Action 

4 (9 again) 20/40/80 2+1 3 3 •• 

Generic Pump-
Action 

4 (9 again) 20/40/80 8+1* 3 3 •• 

Generic Semi-
Automatic 

4 (9 again) 20/40/80 5+1* 3 3 ••• 

KAC Masterkey* 4 (9 again) 5/15/30 3+1 3 1* •••• 

Reutech Striker* 4 (9 again) 20/40/80 12* 3 (4/5/-)* 4 •••• 

RSA Saiga 12k 4 (9 again) 20/40/80 8+1 3 3 •• 

Winchester 
Model 1897 

4 (9 again) 20/40/80 6+1 3 3 •• 

* - See Description of weapon for more information. 

 

Daewoo USAS-12 
Ammo: 12 gauge 
The USAS-12 is a South Korean export 

designed by Daewoo Precision Industries 
as the ultimate CQB weapon. Civilian and 
law enforcement models are semi-
automatic only, but the original military 
designs are capable of fully automatic fire. The USAS-12 feeds from a 20-
round detachable drum or a 10-round detachable magazine (early versions 
were equipped with 28-round drums but suffered feeding problems). The 
USAS-12’s recoil in full-auto mode is nigh-unendurable: the gun’s Strength 
requirements increases to 4 for a short burst, 5 for a medium burst and 6 for 
a long burst. USAS-12s are considered destructive devices under U.S. law. 

 

Generic Shotgun 
A shotgun (also known as a scattergun and 

peppergun, or historically as a fowling piece) is a 
firearm that is usually designed to be fired from the 
shoulder, which uses the energy of a fixed shell to 
fire a number of small spherical pellets called shot, or a solid projectile called 
a slug. Shotguns come in a wide variety of sizes, ranging from 5.5 mm (.22 
inch) bore up to 5 cm (2 inch) bore, and in a range of firearm operating 
mechanisms, including breech loading, single-barreled, double or 
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combination gun, pump-action, bolt-, and lever-action, semi-automatic, and 
even fully automatic variants. 

A shotgun is generally a smoothbore firearm, which means that the inside 
of the barrel is not rifled. Preceding smoothbore firearms, such as the 
musket, were widely used by armies in the 18th century. The direct ancestor 
to the shotgun, the blunderbuss, was also used in a similar variety of roles 
from self defence to riot control. It was often used by cavalry troops due to its 
generally shorter length and ease of use, as well as by coachmen for its 
substantial power. However, in the 19th century, these weapons were largely 
replaced on the battlefield with breechloading rifled firearms, which were 
more accurate over longer ranges. The military value of shotguns was 
rediscovered in the First World War, when American forces used 12-gauge 
pump action shotguns in close-quarters trench fighting to great effect. Since 
then, it has been used in a variety of roles in civilian, law enforcement, and 
military applications. 

 

Generic Break-Action 
The archetypal farmer’s weapon is the double-

barreled break-action shotgun, invariably 
chambered for 12 gauge. Many sportsmen also 
use break-action shotguns for hunting. Break-
action shotguns come in two basic configurations: 
over-under and side-by-side, which differ only in how the barrels are 
arranged. A basic double-barreled shotgun is dirt cheap, but presentation 
models can feature engraving, precious metal inlay and hand-rubber finishes 
that can drive prices all the way up to •••••. Single-barreled break-action 
shotguns exist as well (Capacity 1), but just aren’t as cool.  

Examples: American Arms Silver II, Beretta S682, Browning Citori, 
Browning Superposed (gold-inlaid presentation guns, Cost •••••), Charles 
Daly Diamond Grade (engraved and in-laid competition guns, Cost ••••), 
Franchi Alcione, Stoeger/IGA Coach Gun, Winchester Model 21 

 

Generic Lever-Action 
Lever-action shotguns were never common, as 

more reliable and higher-capacity pump-action 
designs supplanted them within a few decades of 
their introduction during the late 19th century. Only a few scattered designs 
are still in production.  

Examples: Marlin Model 410 (.410 gauge, Capacity 5+1), Winchester 
Model 1887 

 

Generic Pump-Action 
Most hunters favor pump-action shotguns for 

their larger ammo capacity and high reliability. 
They are also common in law enforcement use 
due to their lower cost than semi-auto models. Many areas restrict the 
capacity of shotguns for hunting applications: 4+1 is normal for hunting deer 
and large game and 3+1 for birds and small game. This capacity reduction is 
provided via the insertion of a magazine plug, which can be removed in about 
10 minutes, but most over-the-counter civilian shotguns are sold with 5+1, 
4+1 or 3+1 magazine plugs installed. As with break-action guns, presentation 
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models are available with higher prices corresponding to the quality of 
craftsmanship.  

Examples: Benelli Nova (Capacity 4+1), Browning BPS (Capacity 4+1), 
Ithaca Model 37, Mossberg Model 590 (Capacity 9+1), Remington Model 870 
(ubiquitous police shotgun), Winchester Model 1300 

 

Generic Semi-Automatic 
Semi-automatic shotguns have slightly less 

recoil than pump-action models and are 
capable of faster sustained fire, but are more likely to jam, especially if fired 
as quickly as possible. However, this faster rate of fire makes semi-automatic 
shotguns preferable for combat applications. As with pump-action shotguns, 
many civilian-market semi-autos are sold with magazine plugs installed.  

Examples: Benelli M2 Practical (competition shotgun, Capacity 8+1, Size 
4), Benelli M3 Super 90, Beretta Model 1201FP, Browning Auto-5 (first 
commercially successful semi-auto shotgun, introduced in 1903), Fabarm 
SAT8 (Capacity 7+1), Franchi 48 AL, Franchi SPAS-12 (Capacity 8+1), 
Franchi SPAS-15 (detachable magazine, Capacity 6+1), Remington Model 
1100 (Capacity 4+1) 

 

KAC Masterkey 
Ammo: 12 gauge 
SWAT and special operations teams 

executing rapid entries often use shotguns to 
blow the hinges and locks off doors, usually 
with breaching ammunition. This tactic has the 
disadvantage of leaving the first man through the door with a mostly empty 
weapon. The Masterkey is the best-known example of a breaching shotgun, 
one designed to be mounted under the barrel of an assault rifle. The 
Masterkey is a cut-down pump-action shotgun, equipped with attachment 
brackets strong enough to keep it from tearing loose from the rifle to which it’s 
attached. Mounting or removing a Masterkey on an assault rifle takes hand 
tools and 10 minutes. If a character is desperate enough to fire a Masterkey 
on its own, she suffers a -2 penalty (the shotgun has no grip at all) and the 
gun’s Strength requirement increases to 6. 

 

Reutech Striker 
Ammo: 12 gauge 
The South African-built Striker was born in the 

Rhodesian counter-insurgency operations of the 
1970s, when urban and jungle combat required 
the most vicious close-range weapon possible. 
The Striker was originally produced by Armsel and 
exported under the "Streetsweeper" name, which quickly became a general 
appellation for any combat shotgun. The Striker is a fully automatic shotgun 
that feeds from a spring-driven revolver-style rotating cylinder. The shooter 
must wind the cylinder’s spring before it will turn (2 full turns for Strength 3+ 
characters, 3 turns for Strength 2, 5 turns for Strength 1). The Striker’s 
Strength requirement increases to 4 for a short burst; for a medium burst, 
which consumes all 12 shells, the Strength requirement increases to 5. 
Strikers are considered destructive devices under U.S. law. 
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RSA Saiga 12k 
Ammo: 12 gauge 
Proving that the AK-47’s basic design can do 

anything, RSA engineers adapted it to fire 12-
gauge shells in the early 1980s. The Saiga 12k is 
popular with Russian shooting enthusiasts, police 
departments and private security agencies. It 
feeds from a detachable magazine and is also available in 20 gauge and .410 
gauge. 

 

Winchester Model 1897 
Ammo: 12 gauge 
The shotgun became an accepted military 

weapon upon American entry into World War I, 
when soldiers took hundreds of Model 1897s to Europe as "trench guns." 
They were so effective in the close confines of brutal trench combat that 
Germany tried (unsuccessfully) to have shotguns outlawed for use in war. 
Combat journals of the period record several instances of soldiers using 
these guns to shoot enemy hand grenades out of the air, which only added to 
the guns’ appeal. Unlike most shotguns, the Model 1897 has a mounting lug 
for a bayonet. 

 

Machine Guns 
Machine guns are fully automatic firearms designed for sustained periods 

of automatic fire. The first machine gun design is attributed to Leonardo da 
Vinci, but modern machine guns appeared during the late 19th century. 
Through the 1930s, most machine guns were water-cooled, with water-filled 
sleeves around the barrels to prevent overheating and catastrophic failure. 
World War II and later models are sufficiently robust to maintain their 
reliability with normal air circulation, and can fire hundreds or thousands of 
rounds without pausing more than a few seconds at a time. 

Current machine gun designs are subdivided into three main categories: 
light machine guns or squad automatic weapons (SAWs), which are assigned 
to individual infantry squads; medium or general-purpose machine guns 
(GPMGs), which are mounted on vehicles or carried and served by a 
dedicated three-man crew and heavy machine guns (HMGs), which are not 
human-portable and are reserved exclusively for use on vehicles and in fixed 
defensive positions. Most SAWs and all GPMGs and HMGs are belt-fed. 
Unless otherwise noted, machine guns can be fired in bursts only. 

 
Type Dmg. Ranges Capac. Str. Size Cost 

Browning 
M1918 BAR 

4 (9 again)* 200/400/800 20+1 3 (3/4/5) 3 ••••• 

Browning 
M2HB 

5 (8 again)* 
300/600/120
0 

50* 3 (3/3/4)* 5 ••••• 

GPMG 4 (9 again) 
250/500/100
0 

100* - (4/4/5) 4 ••••• 

HMG 5 (8 again)* 
300/600/120
0 

50* - (3/3/4)* 5 ••••• 

SAW 4 175/350/700 200* - (3/4/5) 3 ••••• 

Saco M60 4 (9 again) 
250/500/100
0 

100* - (3/4/4) 4 ••••• 
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* - See Description of weapon for more information. 

 

Browning M1918 BAR 
Ammo: .30-06 
Well before the term "SAW" originated, the 

Browning Automatic Rifle was filling that role in 
the trenches of World War I. In the 1920s and 
’30s, BARs were prized by gangsters who didn’t want to settle for a 
Thompson gun, and a favorite of the police who opposed these gangsters. 
The BAR remained in American military service through the 1950s. The BAR 
feeds from a detachable magazine, which limits its utility in the SAW role. At 
a time when most infantry weapons had five-round internal magazines, 
though, the SAW was state of the art. Its .30-06 ammo has Armor Piercing 2. 

 

Browning M2HB 
Ammo: .50 BMG 
One of the oldest firearms still in military 

service, the "Ma Deuce" was first deployed in 
1921. It’s undergone dozens of upgrades, but 
the basic "M2, Heavy Barrel" design is still the 
same and serves over 30 nations with distinction. The M2HB has a slower 
rate of fire than most machine guns, sounding like the world’s biggest and 
angriest woodpecker, and can be fired in single shots if necessary. Like all 
HMGs, the M2HB is not human-portable - it weighs 84 pounds without its 
tripod, and each 50-round belt of ammunition adds another 14 pounds. The 
M2HB has Armor Piercing 6. 

 

GPMG 
General-purpose machine guns are usually 

chambered for heavy rifle calibers, with 
7.62mm NATO being the most common by 
far.  

Examples: FN MAG ("M240" in U.S. 
service, standard for most NATO nations), 
H&K HK21E, MAS AAT-52, RSA PK (former Warsaw Pact standard), Vektor 
SS-77 

 

HMG 
Heavy machine guns, usually over five feet 

long and several hundred pounds (plus 
ammunition) in weight, are not human-portable 
by any stretch of the imagination. The Strength 
requirements of HMGs are for accurate fire 
when attached to solid objects. When the 
HMGs aren’t permanently attached to vehicles, they’re mounted on tripods 
and left in place, frequently behind sandbag or bunker walls. Most HMG 
calibers originated as anti-tank calibers during World War I, including .50 
BMG and 12.7mm Soviet. Unless otherwise noted, all HMGs have Armor 
Piercing 6.  

Examples: CIS .50, RSA NSV, RSA KPV (14.5mm Soviet: Damage 6, 
Armor Piercing 7) 
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SAW 
Squad automatic weapons tend to use the 

same ammunition as the assault rifles alongside 
which the SAWs are deployed. In most cases, 
this ammunition is 5.56mm NATO or 5.45mm 
Soviet.  

Examples: CETME Ameli, Enfield L86A1 LSW (bullpup SAW version of the 
L85; Capacity 30+1; Size 3; uses L85 magazines), FN Minimi ("M249 SAW" 
in American service; can also accept M16 magazines), H&K HK23E, H&K 
MG43, IMI Negev, Norinco QJY-88 (Chinese standard; bullpup; Size 3), RSA 
RPK and RPK-74 (SAW versions of AK-47 and AK-74; drum-fed; Capacity 
75+1) 

 

Saco M60 
Ammo: 7.62mm NATO 
Despite serving as the standard American 

GPMG through most of the cold war, the M60 
was never considered more than marginally 
adequate by the soldiers assigned to carry and 
maintain the "Pig." It suffered from reliability and 
weight problems, and resolutions of these 
problems late during the Vietnam era led to an "improved" model that 
overheated if it fired more than 200 rounds in rapid succession. After 40 
years of development, late cold war-era M60s were finally considered reliable 
- just in time to be replaced by the FN MAG. Still, the M60s are iconic 
weapons of the era, and thousands of them found their way into the hands of 
insurgencies and Third World militaries across the globe. 

 

Archaic Firearms 
Firearms have had seven centuries of development to reach their current 

state of maturity. While no one in the present day carries an archaic firearm 
for personal protection or combat, both original historic pieces and modern 
reproductions are available throughout much of the world. The following 
broad categories of historic firearms provide an overview of the progress of 
the human-portable gunpowder weapon. 

None of the following weapons can use any kind of specialty ammunition. 
 

Type Dmg. Ranges Capac. Str. Size Cost 

Hand Cannon 
-2 (8 
again) 

40/80/160 1 4 5 •••• 

Musket, flintlock 
2 (8 
again) 

30/60/120 1 3 4 •• 

Musket, flintlock 
(double)  

2 (8 
again) 

30/60/120 2 3 4 ••• 

Musket, 
matchlock 

0 (8 
again) 

40/80/160 1 3 4 •••• 

Pistol, flintlock 
(single)  

1 15/30/60 1 2 2/J ••• 

Pistol, flintlock 
(double)  

1 15/30/60 2 2 2/L ••• 

Pistol, matchlock 
-1 (8 
again) 

10/20/40 1 2 2/L ••• 
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Pistol, pepperbox 
0 (8 
again) 

10/20/40 9 2 2/N •••• 

Revolver, light 2 15/30/60 9 2 2/J ••• 

Revolver, heavy 3 25/50/100 6 2 2/L ••• 

Rifle, flintlock 3 50/100/200 1 3 4 •• 

Rifle, flintlock 
(double)  

3 50/100/200 2 3 4 ••• 

Rifle, light 3 125/250/500 1 3 3 ••• 

Rifle, heavy 4 200/400/800 1 3 3 ••• 

Rifle, elephant 
gun 

5 250/500/1000 2 4 4 •••• 

 

Miscellaneous 
 

Type Dmg. Ranges Capac. Str. Size Cost 

Atlatl 4 Thrown x5 1 2 3 ••• 

Ballistic Knife 1 (9 again) 2/5/10 1 1 1/J •• 

BB Gun, pistol 0B* 5/10/20 50 1 1/S • 

BB Gun, rifle 1B* 10/20/40 300 1 2/L • 

Blowgun 0 * 1 1 2/N • 

Bow Strength * 1 * * • 

Bow, compound Str. +1 * 1 * * •• 

Crossbow 3 40/80/160 1 2 3 ••• 

Crossbow, hand 1 15/30/60 1 1 2/N •• 

Crossbow, arbalest 4 75/150/300 1 4 4 •••• 

Crossbow, 
repeating 

2 35/70/140 15 3 5 ••••• 

Dart Gun, pistol 0* 10/20/40 1 1 2/L •• 

Dart Gun, rifle 1* 25/50/100 1 1 3 ••• 

Fire Extinguisher -2* 1/2/3 5 1 2/N • 

Fire Hose 2B* 10/20/30 * 4 4 N/A 

Flare Gun -1L* 20/40/80 1 1 1/S • 

Hairspray 
Flamethrower 

-1L* 1* 10* 1 1/S N/A 

Paintball Pistol 0B* 15/30/60 20 1 2/J • 

Paintball Rifle 1B* 30/60/120 120 1 2/N •• 

Sling 2 Thrown x3 1 2 0/P N/A 

Sling, stave 3 Thrown x5 1 2 4 N/A 

Slingshot 0B* 5/10/20 1 1 1/S • 

Spear Gun 3 15/30/60 1 2 2/L •• 

Stun Gun, ranged -1* 1/3/7 1 1 1/S •• 

* - See Description of weapon for more information. 

 

Atlatl 
The "throwing stick" was an early 

Paleolithic-era implement for getting more 
range out of javelins. It’s a shaft with a cup 
or hook on the end into which the butt of the spear goes. To throw the javelin, 
the wielder holds the atlatl at the end opposite the cup and whips it forward in 
an overhand throw. This applies more leverage to the javelin than a human 
arm can provide, resulting in increased range and power. Modern 
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reproductions of atlatls are available but rare. An atlatl is a one-handed 
weapon. 

 

Ballistic Knife 
The ballistic knife is a fighting knife with a 

surprise for overconfident opponents: a trigger 
that allows the wielder to fire the knife’s blade 
with a steel spring concealed in the knife’s hilt. Ballistic knives were originally 
developed for Soviet Spetsnaz troops and are rare curiosities. The Traits 
given are for a ballistic knife when fired; in close combat, treat it as a combat 
knife. A ranged attack with a ballistic knife relies on the Athletics Skill 
(stabbing still relies on regular old Weaponry). Once the ballistic knife is fired, 
its s hilt is useful only as an improvised sap, and the blade has an insufficient 
hilt for independent use. Re-assembling a fired ballistic knife takes five turns. 

 

BB Gun 
A pellet gun or BB gun uses compressed air to fire a 

.177-caliber metal ball or pellet. A successful hit can 
kill a Size 1 creature, but on anything larger a BB gun 
inflicts a maximum of one Health level of bashing 
damage and cannot reduce the target to fewer Health 
levels than her Size. A called shot to the eye can 
cause temporary blindness, or the permanent loss of the eye if the attacker 
achieves exceptional success. Most BB guns resemble actual firearms 
superficially, if at all. 

Most BB guns are semi-automatic. In the late 1980s, a variant type called 
airsoft originated in Asia. Airsoft guns are full-
scale replicas of real firearms that use electric 
motors driving pistons to power fully 
automatic fire. These "weapons" are rare 
outside of Japan, Hong Kong, the UK and the 
United States, where owners use them in sporting competitions similar to 
paintball (see below). Airsoft guns cost •• and have Traits identical to regular 
BB guns, save for their full auto capability and their potential for bluffing. 

 

Blowgun 
A blowgun is a tube used to fire darts via lung 

pressure. A blowgun’s short Range is equal to twice the 
shooter’s Size + Stamina + Athletics. A blowgun is a 
one-handed weapon. 
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Bow 
Bows can be built to fit any human physique (a 

combination of Strength and Size). A bow’s base 
Damage is equal to its minimum Strength. A bow’s short 
Range is equal to triple the shooter’s Strength + Size + 
Athletics. A bow’s Size is one less than the Size of the 
user for which it’s built. Penalties for insufficient strength 
are doubled for bows. A character versed in primitive 
woodcraft may make her own bow with an extended Dexterity + Survival roll 
(successes required are equal to 10 times the bow’s minimum Strength; each 
roll equals four hours’ work). A character may use either Athletics or Firearms 
to fire a bow. "Reloading" a bow takes one action. 

 

Bow, compound 
A compound bow employs a set of pulleys rather 

than the raw tensile strength of the bow itself. A 
compound bow’s Traits are the same, save for its 
range, which is equal to quadruple the shooter’s 
Strength + Size + Athletics. A character may not make her own compound 
bow. 

 

Crossbow 
A character may use either Athletics or Firearms to fire 

a crossbow. Reloading a crossbow takes a number of 
turns equal to twice its minimum Strength. 

A crossbow has the Armor Piercing 2 quality. 
 

Crossbow, hand 
A hand cross bow can fold down to Size 1/J, and a 

character using a hand crossbow may use either 
Athletics or Firearms to fire it. Reloading a hand 
crossbow takes a number of turns equal to twice its 
minimum Strength. 

A hand crossbow has the Armor Piercing 1 quality. 
 

Crossbow, arbalest 
A heavy arbalest is capable of piercing a metal plate.  

A character may user either Athletics or Firearms to fire 
a crossbow.  Reloading a heavy arbalest takes a 
number of turns equal to twice its minimum Strength. 

An arbalest has the Armor Piercing 4 quality. 
 

Crossbow, repeating 
Repeating crossbows saw use in China as siege 

weapons from the Han dynasty through the Sino-
Japanese War of 1895. A repeating crossbow uses 
lightweight arrows instead of heavy crossbow bolts and 
is operated by rapidly cranking a lever, which pulls back 
the string as the next arrow drops into place from a gravity-fed magazine atop 
the weapon. The repeating crossbow is capable of short and medium bursts 
of automatic fire and is reloaded as a firearm with an internal magazine. 

Reloading a repeating crossbow takes a number of turns equal to twice its 
minimum Strength. 

A repeating crossbow has the Armor Piercing 1 quality. 
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Dart Gun 
Dart guns use compressed air to fire tranquilizer or 

radio tracking darts. All dart guns are quiet weapons 
and have the effective benefits of suppressors. A 
successful dart gun attack does no significant damage 

(unless the target is Size 2 or smaller, in which case a 
dart gun inflicts one Health level of lethal damage). 
Instead, a dart gun delivers the dart’s payload into 
the target’s bloodstream. Darts are commercially 
available with tranquilizer solution only. A tracking 
dart has a 12-hour battery life and appropriate RDF 
(radio direction-finding; Size 4, Cost •••) gear can 
detect it up to 20 miles away. 

Fire Extinguisher 
In addition to its primary effect of putting out burning property 

and characters, a fire extinguisher makes a halfway decent 
improvised blinding weapon at point-blank range. An attack 
with a fire extinguisher uses Dexterity + Athletics. A successful 
attack inflicts no actual damage, but the target suffers the 
effects of pepper spray for one full turn. The Traits given 
assume a dry chemical or carbon dioxide fire extinguisher; 
Damage is -4 for an extinguisher using ordinary water. 

 

Fire Hose 
A stream of water at a pressure of 300 pounds per 

square inch is enough to knock a grown man off his feet, 
making a fire hose a dandy improvised defensive measure 
- and ideal for riot control. A fire hose attack uses Strength 
+ Athletics. A successful attack inflicts bashing damage 
and has the Knockdown effect, in addition to blinding the 
target for one full turn. The average fire hose mounted in a building can reach 
up to 50 feet from its wall socket. Double all range and insufficient Strength 
penalties for a fire hose. 

 

Flare Gun 
Break-action flare pistols are standard survival 

equipment for boaters, military aviators and other 
individuals whose travels may lead them to be lost at 
sea or in desolate wilderness areas. The intended 
use of a flare launcher is to fire a signal flare into the 
air to alert rescuers to the user’s location, and most 
flares can reach an altitude of at least 500 feet. Chances are good that World 
of Darkness characters won’t be using flares for signaling, though, and 
effective combat ranges for flares are much shorter because of their irregular 
flight paths. Flares launched from flare guns use the same mechanics as 
flares launched from shotguns. 

 

  

Dart Gun, pistol 

Dart Gun, rifle 
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Hairspray Flamethrower 
A can of hair spray and a lighter is all it takes to harness the 

power of projectile fire. Attacks made with a hairspray flamethrower 
require a Dexterity + Athletics roll. The flame emitted from a 
hairspray flamethrower has a range of one yard, is of Torch size 
(Damage 1) and burns with the intensity of a gasoline fire (+2 
Damage bonus). Thus, an attack with a hairspray flamethrower will 
never inflict more than three points of damage. On an exceptional 
success, combustible items on the victim will catch fire, and, the 
following turn, he’ll begin taking one point of lethal damage per turn 
until extinguished. A full can of hairspray holds enough flammable material to 
make 10 attacks. For cans characters just find lying around, the Storyteller 
should roll a die; the result is how many attacks worth of fuel the can 
contains. 

Alternately, the can could be made to explode by punching a hole in it and 
applying a spark. This produces an explosive with Blast Area 2 and Force 
1(L). 

 

Paintball Gun 
Paintball guns, also referred to as "markers" to avoid 

negative connotations, are recreational "weapons" that 
use compressed air to fire .68 caliber plastic spheres 
filled with water-soluble paint. Paintball players usually 
wear face masks, goggles and padded protective gear, 
as paintball hits leave spectacular bruises at close 

range. A successful hit with a paintball gun does a 
maximum of one Health level of bashing damage and 
cannot reduce a character to fewer Health levels than her Size, but targeted 
shots to the face can cause temporary blindness. Paintball guns feed from 
internal magazines like firearms. A paintball gun’s carbon dioxide tank is 
replaced separately (three turns to change tanks) and has enough pressure 
for 100 shots. Most paintball guns are capable only of semi-automatic fire, but 
fully automatic versions are available (Cost •••). 

Pepperball guns are police variants of paintball 
guns that fire ammunition filled with pepper spray 
instead of paint. These guns and their ammunition 

are restricted to law enforcement sales only, and 
pepperball guns use slightly lower firing pressures. 
Attempting to use pepperball ammunition in a paintball gun results in the 
ammo rupturing as it’s fired.  

 

Sling 
A sling is a length of cloth or leather with a cup at its midpoint 

for holding a stone or metal projectile. To fire the sling, the wielder 
holds both ends in the same hand and whips it around her head, 
then lets go of one end to release the bullet. 

 

  

Paintball Pistol 

Paintball Rifle 
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Sling, stave 
A stave sling nails one end of the sling to the end of 

a six-foot wooden stave. The other end is tied into a 
loop and slipped around the same end. To fire a stave 
sling, the wielder whips it over her head. The loop 
slips off, releasing the bullet. The stave gives the thrower more leverage, 
much like an atlatl assists a spear throw. Unlike a normal sling, a stave sling 
is a two-handed weapon. 

 

Slingshot 
A slingshot is a Y-shaped piece of wood, plastic or 

metal with an elastic band stretched between its arms. 
Most slingshots are children’s toys suitable only for 
firing pebbles at empty cans. A high-end hunting 
slingshot (or "wrist rocket") firing ball bearings can kill small game or put out 
larger targets’ eyes, and is also effective for silently destroying streetlights 
and security camera lenses. A slingshot cannot inflict more than one Health 
level of bashing damage unless fired at a target’s eyes, in which case the 
slingshot inflicts lethal damage. An attack with a slingshot relies on the 
Athletics Skill. 

 

Spear Gun 
This underwater relative of the crossbow uses 

either compressed air or an elastic band to propel a 
two-foot metal spear. A spear gun is designed for 
underwater use and suffers no penalties in such an 
environment. Reloading a spear gun takes two turns. 
Out of the water, a spear gun is useless beyond about 
a yard. 

 

Stun Gun, ranged 
Ranged stun guns, commonly known as "Tasers" after 

the best-known product line, use a compressed nitrogen 
charge to fire a pair of metal probes at a target. These 
probes trail insulated wires through which the weapon 
delivers an electrical shock like that of a stun gun. These 
wires are seven yards long in police-only models and five 
yards long for civilian-legal versions. 

A character may use a ranged stun gun as a normal stun gun. If she fires it 
as a ranged weapon, success on the attack indicates that the probes have 
lodged in the target, inflicting one Health level of bashing damage regardless 
of the number of successes rolled. Every subsequent turn until the probes are 
removed, the character may use the stun gun to make an additional stun gun 
attack that automatically succeeds with a fixed three successes. 

Removing a ranged stun gun’s probes from a target without inflicting injury 
requires an extended Dexterity + Medicine roll (one minute per roll, requiring 
a number of successes equal to those achieved on the initial attack). Tearing 
the probes out is a free action that inflicts one additional level of bashing 
damage. If the victim attempts to tear out the probes himself, he must score 
more successes on a Resolve + Composure roll than the attacker gained on 
the initial attack. 
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Thrown 
The first ranged weapons were thrown directly from the hand. Unless 

otherwise noted, a Dexterity + Athletics dice pool applies to attacks with all of 
the following weapons. All thrown weapons are one-handed weapons. 

 
Type Dmg. Ranges Capac. Str. Size Cost 

Dart -1 Aero N/A 1 0/P • 

Hatchet 1 Thrown N/A 2 1/J • 

Javelin, combat 3 Aero N/A 2 2/N •• 

Javelin, competition 2 Thrown x4 N/A 2 2/N •• 

Knife, throwing 1 Aero N/A 2 1/S • 

Shuriken -1 Aero N/A 1 0/P • 

 

Dart 
A dart used for combat is about twice the size of an 

average bar-room dart. Such weapons are most often used 
to carry poison, rather than to inflict damage on their own. 
Do not re-roll 10s for dart attacks. 

 

Hatchet 
Throwing hatchets or throwing axes are balanced 

better than ordinary chopping tools. A character can 
"pull his throw" with a hatchet, timing the weapon’s spin 
so that its haft strikes the target and inflicts bashing 
damage. 

 

Javelin, combat 
Classic javelins such as the Roman pilum had wood 

shafts and iron heads, heavier and shorter-ranged but also 
more damaging. Javelins are between four and seven feet 
in length; their low Size comes from their narrow width. 

 

Javelin, competition 
A javelin is a spear balanced for throwing rather than 

thrusting. Modern javelins used in track and field 
competitions are made of fiberglass and metal. Javelins 
are between four and seven feet in length; their low Size 
comes from their narrow width. 

 

Knife, throwing 
A throwing knife is weighted differently than a normal tool 

or weapon. Throwing knives are usually smaller than combat 
knives as well. 

 

Shuriken 
The infamous "ninja throwing stars" enjoy an inflated 

reputation thanks to martial arts films. Shuriken lack the mass 
and speed to penetrate deeply enough to cause internal 
trauma. Similar to darts, these stars’ primary use is to deliver 
poison. Do not re-roll 10s for shuriken attacks. 
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Mounted 
 

Type Dmg. Ranges Capac. Primary Effects 

M158 
Launcher 

-2(L)+10 125/250/500 7 
Blast Area/Force 3, 
Knockdown, Armor Piercing 
12 

Minigun 
5 (9 
again) 

250/500/1000 750 Armor Piercing 6, Autofire 

 

M158 Launcher 
The M158 launcher contains several unguided 

rockets held in individual tubes, designed to be used 
by attack aircraft or attack helicopters for close air 
support. In many cases, rocket pods are streamlined 
to reduce aerodynamic drag. The first pods were 
developed immediately after World War II, as an 
improvement over the previous arrangement of firing rockets from rails, racks 
or tubes fixed under the wings of aircraft. 

 

Minigun 
The M134 Minigun is a 7.62 mm, six-barreled 

machine gun with a high rate of fire (2,000 to 6,000 
rounds per minute). It features Gatling-style rotating 
barrels with an external power source, normally an 
electric motor. The "Mini" of the name is in 
comparison to designs that use a similar firing 
mechanism but larger shells, such as General Electric's earlier 20-millimeter 
M61 Vulcan, and "gun" for a caliber size smaller than that a cannon, typically 
20 mm and higher. 

"Minigun" refers to a specific model of weapon, originally produced by 
General Electric. But the term "minigun" has popularly come to refer to any 
externally powered Gatling gun of rifle caliber. The term is also used to refer 
to guns of similar rates of fire and configuration sometimes, regardless of 
power source and caliber. 

 

Special Ammunition 
 

Arrow 
The Damage traits of bows assume that the wielder is using standard 

target arrows: wooden or fiber-glass shafts tipped with simple metal cones. 
Such projectiles are not designed for combat and inflict minimal injury. 
Standard target arrows have Cost •. 

 
Type Damage Notes 

Flint/Obsidian +1/-2 +1 Damage against unarmored targets, -2 against 
hard or armored target 

Bodkin  Armor Piercing 4, Ranges +50%/+50%/+50% 

Broadhead +1/-2 Armor Piercing 2, +1 Damage against unarmored 
targets, -2 against hard or armored target 
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Flint/Obsidian 
Archaic flint or obsidian arrowheads gain +1 Damage against a target with 

no armor but a -2 penalty against a hard or armored target. A character may 
make archaic arrows with six hours’ work and a successful Dexterity + 
Survival roll: each success yields one arrow. 

 

Bodkin 
Bodkin points appeared in the Middle Ages 

in response to the proliferation of metal 
armor among archers’ intended targets. 
These were needle-pointed arrowheads with square cross-sections that could 
drive through plate armor or six inches of oak. A bow firing a bodkin arrow 
gains Armor Piercing 4 and its Ranges are increased by half again. Bodkin 
points disappeared with the obsolescence of the bow as a primary battlefield 
weapon, and all surviving examples are museum pieces today. A character 
who wants bodkin points must buy them on the antiquities market (Cost ••• for 
a dozen) or have them custom-made by a blacksmith (Intelligence + Crafts 
roll, each success yields one bodkin point). 

 

Broadhead 
Broadhead hunting arrows are tipped with an X-shaped 

razor-edged point designed to drive deep into flesh and 
sever arteries. A bow firing such an arrow gains +1 
Damage and Armor Piercing 2 against a target with no or 
soft ballistic armor. Against a solid target or a character with 
rigid armor, the arrow instead suffers a -2 penalty to 
Damage. Broadhead arrows have Cost •. 

 

Bullet Calibers, handgun 
 

Caliber Damage Notes 

.17 HMR 1 Armor Piercing 1 

4.6mm 2 Armor Piercing 2; rare 

5.45mm Soviet 1  

.22 LR 1  

.22 Magnum 1  

.22 Hornet 2 Armor Piercing 1 

.25 ACP 1  

.32 ACP 1 Also known as “7.65mm Luger” 

7.62x25mm Tokarev 1  

.32 S&W 1  

5.7mm FN 2 Armor Piercing 2; rare 

7.62x19mm Soviet 2  

.38 Special 2  

.380 ACP 2  

.38 Super 
2 (9 
again) 

Rare; outdated and not in common use 

.357 Magnum 3  

.357 SiG 
2 (9 
again) 

 

9x18mm Soviet 2 
Also known as “9mm Makarov;” common 
Eastern European military caliber 
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9mm Luger 3 
Also known as “9x19mm” and “9mm 
Parabellum;” world’s most common handgun 
caliber 

.40 S&W 
2 (9 
again) 

Most popular caliber for American law 
enforcement 

10mm ACP 3  

.41 Magnum 3  

.44 Magnum 
3 (9 
again) 

 

.44-40 3 Rare; archaic and not in common use 

.45 ACP 3 Common military caliber until the 1980s 

.45 Long Colt 3 Rare; archaic and not in common use 

.454 Casull 4  

.50 AE 4 Used only in Desert Eagle .50 

.500 S&W Magnum 
4 (9 
again) 

 

 

Bullet Calibers, rifle 
 

Caliber Damage Notes 

5.45mm Soviet 4 
Standard for former Warsaw Pact 
assault rifles 

.223 Remington 4  

5.56mm NATO 4 
Standard for modern NATO assault 
rifles 

.270 Winchester 4  

7mm Magnum 4 (9 again)  

.30 Carbine 3 (9 again)  

.30-30 Winchester 4 Rare; archaic and not in common use 

.300 Winchester Magnum 4 (9 again)  

.308 Winchester 4 (9 again)  

7.62x39 mm Soviet 4 
Standard for older Warsaw Pact assault 
rifles 

7.62mm NATO 4 (9 again) Standard for older NATO assault rifles 

7.62x54mm Soviet 4 (9 again) Armor Piercing 3 

.30-06 4 (9 again) Armor Piercing 2 

8mm Mauser 4 (9 again) Rare; archaic and not in common use 

.375 H&H 5  

.458 Magnum 5  

.460 Weatherby 5  

.50 BMG 5 (8 again) Armor Piercing 6 

12.7mm Soviet 5 (8 again) Armor Piercing 6 

14.5mm Soviet 6 Armor Piercing 7 

 

Handgun and Rifle Ammo Types 
Ammunition for handguns and rifles is manufactured using the same basic 

design described above. However, some fundamental differences exist 
because of different design objectives. Handgun ammunition has to be 
relatively short in order to fit into a revolver cylinder or a magazine that fits 
into an autoloader’s grip. This means less propellant and a shorter bullet. In 
order to make up for this, a handgun round picks up some girth and sacrifices 
speed for mass in the kinetic energy equation. 
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By comparison, a rifle cartridge doesn’t have to conform to a comfortable 
length. This allows for both a longer projectile and a longer propellant charge. 
The bullet gets both mass and speed from being built larger in that 
dimension, so the bullet can be slimmer - which gives an extra added bonus 
of a smaller cross-section, and thus less resistance from whatever it’s 
passing through (air, Kevlar, people). 

These differences in construction lead to a discrepancy between the 
performances of rifle rounds and pistol rounds. Pistol rounds move a lot 
slower than rifle bullets: compare a 9mm Luger handgun bullet (weight 115 
grains, muzzle velocity 1,150 feet per second) to a .223 Remington rifle bullet 
(weight 55 grains, muzzle velocity 3,200 feet per second). The handgun 
round weighs about twice as much as the rifle round, but the speed of the 
handgun round is almost two-thirds lower. In addition, the handgun round has 
a wider cross-section, which means the round slows down faster; and, 
because it’s moving slower, it loses stability and altitude over a much shorter 
distance. 

All of these factors combine to make rifle rounds deadly and accurate at 
much longer ranges than handgun rounds. Additionally, higher velocities and 
lower diameters mean that rifle bullets tend to go through things that would 
stop many pistol bullets cold: thin metal, tree branches, body armor and so 
forth. 

 
Type Notes 

Full Metal Jacket 
(FMJ) 

Default ammunition being used unless otherwise 
specified. 

Armor Piercing (AP) Armor Piercing rating varies based on Damage 

Blank 
Normal damage within three yards, otherwise only visual 
and audible effects 

Frangible 

Against unarmored living targets, +1 Damage.  Against 
Durability and Armor, +0 Damage and Durability/Armor 
rating of object/target is tripled. Loses Armor Piercing 
quality. 

Hollowpoint 
Against unarmored living targets, +1 Damage.  Against 
Durability and Armor, -2 Damage.  Range lowered by 0/-
3/-5.  Loses Armor Piercing quality. 

Match Grade Gives benefit to Aiming 

Riot Control Does bashing rather than lethal unless aimed at head 

Tracer 

Gives no bonus for single shots or short bursts.  Can add 
half-Wits (rounded down) to dice pool for medium burst 
and full-Wits to dice pool for long burst. Can set 
combustible targets on fire. 

 

Full Metal Jacket (FMJ) 
The de facto standard for rifle and handgun ammunition is the full metal 

jacket bullet ("ball" in military parlance). FMJ rounds, as the name suggests, 
are completely sheathed in metal. Their usual construction is a copper or 
steel sheath over a lead core. 

Mechanics: None. FMJ is the default ammunition type with which all 
handguns and rifles are assumed to be loaded unless otherwise specified. 

Acquisition: Resources • for a box of 50 handgun cartridges or 20 rifle 
cartridges. FMJ ammo is available in all calibers and is legal anywhere guns 
are. 
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Bullet Type Damage AP 
Rating 

Handgun 2 or less 1 

Handgun 2 (9 again) or more 2 

Rifle 4 or less 2 

Rifle 4 (9 again) or more 3 

 

Armor Piercing (AP) 
Militaries often require ammunition capable of punching through cover, 

body armor or light vehicles. Armor-piercing rounds perform poorly against 
unarmored targets, often drastically overpenetrating, but small holes are still 
better than no holes. Armor-piercing rounds share similar construction with 
FMJ rounds, but contain solid steel or tungsten cores ("penetrators") rather 
than lead innards. When an armor-piercing bullet strikes a solid object, this 
bullet’s core retains its shape rather than deforming. This allows the 
penetrator to keep moving at something close to its original velocity even as 
the lead around it slows down. 

Mechanics: Armor- piercing bullets are, 
obviously, armor piercing. The rating of an armor-
piercing bullet depends on its caliber (see chart, right). 

Acquisition: Resources •• for a box of 50 handgun 
cartridges or 20 rifle cartridges. AP ammo is 
rare in non-military calibers and is illegal for civilians to 
possess in any nation with gun laws. Some calibers are innately armor 
piercing with their normal FMJ ammo and cannot be acquired as armor 
piercing for double effect. 

 

Blank 
Used for entertainment and simulation purposes, blanks are cartridges 

without bullets. A blank is dangerous at point-blank range because the 
propellant still explodes, but is harmless past about 10 feet. Because the gas 
from a blank expands without a bullet’s resistance, semi-automatic and 
automatic firearms will not work with blanks unless fitted with a blank firing 
adapter, a device inside the barrel that constricts the expanding gas - and 
causes catastrophic failure if a live round is fired from the gun. 

Mechanics: A blank does normal damage within three yards. Otherwise, 
the blank goes "bang" and flashes with no other effect. 

Acquisition: Resources • for a box of 50 cartridges. Blanks are readily 
available in all calibers. 

 

Frangible 
These expensive bullets are a partial answer to the problem of over 

penetration. Frangible ammunition, also known as Advanced Energy Transfer 
(AET) or prefragmented, is designed to break up on impact with a solid 
target. This maximizes the bullet’s transfer of energy to the object and 
minimizes the chances that pieces of it will exit at dangerous velocities. 
Frangible ammo comes in a variety of configurations, from hollow rounds 
filled with tiny metal beads (the well-known Glaser Safety Slug) to semi-solid 
bullets with grooves or notches to facilitate breakup. Frangible ammo has 
found acceptance in both military and law enforcement hostage rescue use 
and in civilian home defense. 

Mechanics: Frangible ammo gains a one-die bonus to its Damage rating 
against unprotected living (or unliving) targets. However, against a target with 
a Durability or Armor rating, this damage bonus is lost and the Durability or 
Armor rating is tripled. An innately armor-piercing caliber loses this effect with 
frangible ammunition. 

Acquisition: Resources •• for a box of 20 handgun or rifle cartridges. 
Frangible ammo is available in most handgun calibers (any with Damage of 3 
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or less and not listed as "Rare"), as well as some military rifle calibers 
(Damage less than 5). Frangible ammo is civilian-legal. 

 

Hollowpoint 
A hollowpoint bullet, as the name suggests, has a hollow point, usually 

taking the shape of a cone-shaped section scooped from its nose. When 
such a bullet strikes a target, the hollowpoint expands (or "mushrooms") more 
readily than a FMJ bullet. This results in more energy transferred to the 
target, and thus more spectacular wounds. The primary drawback of 
hollowpoints is that they do not discriminate between solid objects. For 
example, a Kevlar vest will serve just as well as a human torso for purposes 
of slowing the bullet down and making it expand. Still, against unarmored 
targets, hollowpoints are messily effective. Various improvised types of 
expanding bullets, collectively known as "dum-dums," perform as 
hollowpoints. The most common method of creating a dum-dum is to carve 
some or all of the jacket off a FMJ bullet, notching the lead underneath. 

Mechanics: Hollowpoint ammunition gains a one-die bonus to its Damage 
rating against unprotected living (or undead) targets. However, against any 
target with a Durability or Armor rating, a hollowpoint suffers a two-dice 
penalty instead. In addition, hollowpoints perform poorly over distance due to 
increased drag, and penalties for attacks at medium and long range are 
raised to -3 and -5, respectively. An innately armor-piercing caliber loses this 
effect with hollowpoint ammunition. 

Acquisition: Resources • for a box of 20 handgun or rifle cartridges. 
Hollowpoints are available in all calibers except the largest military ones (.50 
BMG and up). Hollowpoints are legal for civilian purchase. The Hague 
Convention prohibits the use of expanding ammunition in warfare, so 
militaries rarely use hollowpoints. 

 

Match Grade 
Competitive shooters demand precision from their ammunition. Match 

grade ammo is FMJ ammo produced to exacting tolerances. After production, 
randomly selected rounds from each lot are tested for ballistic performance, 
and a record of these tests is packaged with every box of ammo, showing its 
behavior at known ranges (typically 50, 100, 200, 300, 400 and 500 yards). 
Some professional shooters swear that only match grade ammo allows 
consistent peak performance, while others insist that this ammo is too 
sensitive to humidity and temperature to give any real benefit. 

Mechanics: Match grade ammo provides significant benefits only if the 
shooter takes time to set up the shot. If the shooter has access to current 
weather information (wind, temperature, humidity) and the data sheet for the 
batch of match grade ammo, the shooter may spend 10 minutes calculating 
performance and adjusting the weapon’s sights. This requires an Intelligence 
+ Firearms roll (with a -3 penalty if weather information is unavailable). The 
number of successes is added to the maximum bonus the character receives 
from aiming (e.g., with four successes, the character may receive a maximum 
bonus of +4 from aiming, if he aims for seven turns). This bonus is lost if the 
weather changes significantly. 

Acquisition: ••• for a box of 50 rifle cartridges. Match grade ammo is 
available in all rifle calibers, but it’s especially difficult to acquire in quantities 
of more than a couple hundred rounds at a time due to low production 
numbers. 
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Riot Control 
"Rubber bullets" are low-velocity rounds intended for non-lethal use against 

crowds that refuse to disperse peacefully. Rubber bullets are made of 
medium-hard rubber or plastic and are intended to be fired at the ground to 
ricochet into targets, as these bullets can still cause serious injury or death if 
used directly at targets. 

Mechanics: Riot control ammunition does bashing rather than lethal 
damage unless the ammo is aimed at the target’s head, in which case the 
ammo still does lethal. 

Acquisition: Resources •• for a box of 20 handgun or rifle cartridges. Riot 
control ammunition is generally available only in common Western military 
calibers (5.56mm NATO, 7.62mm NATO, 9mm Luger, .45 ACP), as the vast 
majority of police weapons use these calibers. Riot control ammunition is 
technically legal for civilian use, but most vendors restrict sales. An innately 
armor-piercing caliber loses this effect with riot control ammunition. 

 

Tracer 
Tracer ammo is FMJ ammo with a small amount of combustible chemical 

compound (usually phosphorous or magnesium) on the back end of the 
bullet. When a tracer is fired, this chemical burns off over the course of a 
second or so (typically the bullet’s entire flight). To the human eye, a small 
illuminated object moving at supersonic velocity appears as a bright streak 
and afterimage. This provides a visual reference for the bullet’s track, which 
allows the shooter to adjust her point of aim when firing bursts. Because of 
the excessive chemical residue tracers leave in a gun, most shooters load 
one tracer round for every three to five normal rounds. Some shooters also 
load the last few rounds in a magazine as tracers as a visual reminder to 
reload during the heat of battle, though this also tells the enemy that the 
subject is vulnerable. 

Mechanics: Tracers give no bonuses to single shots or short bursts. If a 
character uses tracers in a medium burst, she may add half her Wits 
(rounded down) to her dice pool. For a long burst, she adds her full Wits to 
her dice pool. In addition, while tracers are not hot enough to inflict fire 
damage (not even to vampires), the bullets can set targets (or scenery) on 
fire as a secondary effect. Whenever a combustible target is struck by 
tracers, roll a single die: if the result is less than the amount of damage 
inflicted by the attack, the target catches fire and begins taking a single point 
of fire damage per turn until extinguished. Characters are not normally 
considered combustible, but their clothes are. Any attempt to spot a character 
who’s just fired one or more tracers automatically succeeds if the observer 
has any degree of eyesight. 

Acquisition: Resources •• for a box of 20 handgun cartridges, ••• for a belt 
or case of 100 rifle cartridges. Tracer ammo is technically legal, but rare, on 
the civilian market. Because tracer ammo is used almost exclusively in 
automatic weapons, it is produced only in common military calibers. 

 

Shotgun Ammo Types 
 

Type Notes 

Slug Default ammunition being used unless otherwise specified 

Buckshot At short range, +1 Damage to unarmored living targets.  Medium 



 

89 

 

and long range, +0 Damage and suffers only half range penalties, 
and targets in physical contact with target suffers half damage 
(round down).  All ranged, target’s Armor/Durability is doubled 

Birdshot 
Ranges are halved and -1 Damage.  Medium and long range, 
targets in physical contact with target suffers half damage (round 
down) 

Breaching 
Close combat range, does normal damage.  Short range, does 
bashing damage.  No effect at medium or long range. 50% chance 
of jam in semi-auto or auto 

Flamethrower 

Resolved as long burst autofire with base Damage 0. 9-again and 
8-again do not apply.  All damage is fire damage.  Never inflict 
more than 4 damage. Exceptional success sets combustible items 
on fire. Semi-auto or auto shotgun causes everyone within 20 
yards of shooter chance of taking damage 

Flare 
When fired at a target, ranges are halved and Damage becomes -
1, losing 8-again or 9-again qualities. Never inflict more than 4 
damage. Exceptional success sets combustible items on fire 

Flechette 

At short range, +1 Damage to unarmored living targets.  Medium 
and long range, +0 Damage and suffers only half range penalties, 
and targets in physical contact with target suffers half damage 
(round down).   Durability (but not Armor) is doubled 

Gas 

Ranges are halved.  If fired at a character, does normal damage. If 
fired at solid object, gains Armor Piercing 2 quality. Fills 10-foot 
radius.  Exceptional success, lodges in target, inflicting one 
additional point of fire damage at end of next turn from heat. 50% 
chance of jam in semi-auto or auto 

Riot Control 
Does bashing damage unless aimed at head. Can be buckshot or 
slug, and functions the same 

Rock Salt 

Ranges are halved and -1 Damage.  Does bashing damage at any 
distance past close-combat. Medium and long range, targets in 
physical contact with target suffers half damage (round down). 
Target suffers penalty equal to damage taken until rock salt is 
removed and wounds rinsed 

Sabot Ranges are increased by 150% 

 

Slug 
The de facto standard for shotgun shells is the slug, a thumb-sized lead 

cylinder with no subtlety or finesse whatsoever. Slugs are used for hunting 
large game and humans. 

Mechanics: None. The slug is the default ammunition type with which all 
shotguns are assumed to be loaded unless otherwise specified. 

Acquisition: Resources • for a box of 25 shells. Slugs are universally 
available anywhere ammunition is sold. 

 

Buckshot 
Shot ammunition is the source from which shotguns derive their names. A 

shot shell contains multiple lead or steel spheres that travel in an expanding 
cone from the muzzle of the gun when fired. Buckshot is the largest type of 
shot. A #00 ("double-ought") buckshot shell, the type most commonly used 
for combat applications, contains nine 0.33-inch pellets. This shot is brutal at 
close range, and, at longer ranges, the spread of the shot makes it likely that 
a well-aimed blast will catch at least part of the target in its pattern. Firing 
shot in close proximity to a friendly subject is dangerous at range - a shot 
pattern typically expands one inch for every yard the shot travels. 
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Mechanics: At short range, buckshot gains a one-die bonus to its Damage 
rating against unprotected living (or unliving) targets. At medium and long 
range, buckshot loses this bonus, but suffers only half the normal range 
penalties, and any other character in physical contact with the target (e.g., 
grappled or grappling) also suffers damage equal to half the damage the 
primary target receives (round down). At all ranges, any target’s Durability or 
Armor rating is doubled. 

Acquisition: Resources • for a box of 25 shells. Buckshot is universally 
available anywhere ammunition is sold. 

 

Birdshot 
Intended for hunting birds and small game, birdshot is similar to buckshot 

but composed of much smaller pellets: 0.05 to 0.18 inches. It quickly 
disperses over range, and is barely dangerous to human-sized targets over 
most distances. 

Mechanics: All of birdshot’s ranges are halved and its Damage rating is 
reduced by 1. At medium and long range, any other character in physical 
contact with the target (e.g., grappled or grappling) also suffers damage 
equal to half the damage the primary target receives (round down). At all 
ranges, any target’s Durability or Armor rating is tripled. 

Acquisition: Resources • for a box of 25 shells. Birdshot is universally 
available anywhere ammunition is sold. 

 

Breaching 
Breaching ammunition is specialized ammo developed for law enforcement 

use when a door has to be opened right now. A breaching shell contains 
granular or powdered metal. This payload strikes as hard as a slug at point-
blank range, but rapidly disperses, losing all significant force within 20 feet of 
the gun, ensuring that the ammo will not penetrate walls or doors or ricochet 
to strike bystanders. Typically, a SWAT team’s entry man carries a pump-
action shotgun loaded with breaching shells, and can blow the lock and 
hinges off a door in under six seconds. 

Mechanics: At close combat range, a breaching shell does normal damage. 
At short range, a breaching shell does bashing damage. A breaching shell 
has no effect at medium or long range. When a character chambers a 
breaching shell in a semi-automatic or automatic shotgun, roll a die: on a 1-5, 
the gun jams, requiring one turn to clear. 

Acquisition: Resources • for a box of 25 shells. Breaching ammunition is 
technically legal for civilian sale, but almost all suppliers are law enforcement 
retailers that will not sell to clients without credentials. Breaching ammunition 
is available only in 12 gauge. 

 

Flamethrower 
The pinnacle of exotic shotgun ammunition is the flamethrower shell. Sold 

under various brand names ("Dragonsbreath" being the most infamous), 
these shells use low-explosive propellant charges to expel burning powdered 
zirconium. The volume of the shell limits the amount of incendiary material 
that the shell can contain, but the tongue of flame can reach as far as 75 
yards and lasts two to three seconds. Flamethrower shells are of limited 
value for direct attacks, but can flash-blind anyone looking in the direction of 
the blast (especially at night) and are likely to ignite flammable substances 
such as dry leaves, wood or clothing. Flamethrower shells are advertised to 
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not damage guns out of which they’re fired, but they do leave a greater than 
normal amount of chemically unique residue in the barrel. 

Mechanics: A flamethrower shell attack is resolved as a long burst of 
autofire with a base Damage 0: the shooter gains a +3 bonus to her attack 
roll, and may attack multiple targets if she’s willing to suffer the required 
penalties. "9 again" and "8 again" do not apply to this attack. All damage from 
a flamethrower shell is fire damage. The flame emitted by a flamethrower 
shell is the size of a bonfire (Damage 2) and burns with the intensity of a 
Bunsen burner (+2 Damage bonus). Thus, an attack with a flamethrower shell 
will never inflict more than four points of damage. On an exceptional success, 
combustible items on the victim (hair or clothing, for instance) will catch fire, 
and, the following turn, he’ll begin taking two points of lethal damage per turn 
until extinguished. 

Because a flamethrower shell burns for up to three seconds, using it in any 
shotgun that ejects spent shells automatically is hazardous to the shooter and 
everyone around her. Using a flamethrower shell in a semi-automatic or 
automatic shotgun means that the shell will be ejected while it’s still spitting 
fire. Everyone within 20 yards of the shooter, as well as any significant target 
(e.g., anything whose destruction could have interesting story effects) is 
subjected to a separate chance roll attack from the shell as it flips end-over-
end. The shooter suffers the effects of all dramatic failures caused by these 
chance rolls. 

Acquisition: Resources • for a blister pack of three shells (about $5/shell on 
average). Flamethrower shells can be ordered online, but over-the-counter 
sales are usually limited to sporting goods stores in rural areas, where it’s 
rare to find more than four or five packs in stock at a time. They are illegal in 
some regions - laws vary. Where available, these shells are sold as novelty 
items ("Hey, y’all, watch this!") or used by forestry services for starting 
controlled burns. Flamethrower shells are manufactured in limited quantities 
and only in 12 gauge, and mass purchases will arouse attention. 

 

Flare 
Shotgun flares are intended for emergency signaling use. When fired into 

the air, a flare round is visible for up to a mile in daylight and up to 10 miles 
on a clear night. Shotgun flares are available in a wide variety of colors, with 
red, white and green being the most common. 

Mechanics: When fired at a specific target, a flare’s ranges are halved and 
its Damage becomes a flat -1, also losing any "8 again" or "9 again" effects. 
The flame emitted by a flare is the size of a torch (Damage 1) and burns with 
the intensity of a chemical fire (+3 Damage bonus). Thus, an attack with a 
flare will never inflict more than four points of damage. On an exceptional 
success, combustible items on the victim will catch fire, and, the following 
turn, he’ll begin taking one point of lethal damage per turn until extinguished. 

Acquisition: Resources • for a blister pack of three shells. Flares are legal 
for civilian sale and are available in most large sporting goods stores. Flares 
are available only in 12 and 20 gauge. Large quantities are hard to acquire 
due to limited production, and mass purchases may draw attention. 

 

Flechette 
A flechette shell replaces buckshot with about 20 small metal darts. 

Flechettes individually pack less kinetic energy than shot pellets, but are less 
likely to deflect off scenery or body armor. 
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Mechanics: Flechettes function as buckshot, but body armor does not 
provide double protection against them (though Durability does). 

Acquisition: Resources • for a box of 25 shells. Flechettes are legal for 
civilian sale, but produced in limited numbers. 

 

Gas 
A "CS penetrator" shell features a steel end cap over a reservoir filled with 

tear gas. Gas shells are designed for police use against barricaded suspects 
- a gas shell will penetrate reinforced safety glass, a car door or up to two 
inches of hardwood before expelling its gaseous payload. Police generally try 
to gauge what they’re firing through before taking the shot in order to ensure 
that the round ends up on the other side of the barrier. 

Mechanics: A gas round’s ranges are half normal. If fired at a character, 
the gas round does normal damage. If fired at a solid object (or a character 
wearing rigid body armor), the gas round gains the Armor Piercing 2 trait. The 
shell’s tear gas payload is enough to fill a 10-foot radius. On an exceptional 
success, the gas round lodges inside the target, inflicting one additional point 
of fire damage at the end of the next turn from heat and the pressure of 
spewing tear gas. When a character chambers a gas shell in a semi-
automatic or automatic shotgun, roll a die: on a 1-5, the gun jams, requiring 
one turn to clear. 

Acquisition: Resources •• for a package of five shells. Gas shells are 
restricted to law enforcement and military sale, and are available only in 12 
gauge. 

 

Riot Control 
Less-lethal shotgun ammunition is available. Some riot control rounds are 

solid rubber, while others fire vinyl beanbags full of lead shot. 
Mechanics: Riot control ammunition does bashing damage rather than 

lethal damage unless the ammo is aimed at the target’s head, in which case 
the ammo still does lethal damage. Riot control ammunition can be acquired 
in both buckshot and slug equivalents. 

Acquisition: Resources • for a box of 25 shells. Riot control ammunition is 
legal for civilians, though rare. It is available only in 12 gauge. 

 

Rock Salt 
Rock salt ammunition is not sold commercially, but is handmade by many a 

rural resident by replacing an ordinary shot shell’s contents with chunks of 
rock salt. The irregularly shaped chunks of salt strike with enough force to 
embed themselves in the victim’s skin, causing superficial but excruciatingly 
painful wounds. 

Mechanics: Rock salt functions as birdshot, but does bashing damage at 
any distance greater than close-combat range. However, any character 
struck with rock salt suffers a penalty to all rolls equal to the amount of 
damage she took until she has a chance to pluck the salt chunks out of her 
flesh and rinse out her wounds. 

Acquisition: Resources • for enough rock salt to convert a couple hundred 
shot shells. Rock salt is not a controlled substance. 

 

Sabot 
A sabot round consists of a small, dense core surrounded by a lightweight 

jacket (the sabot itself). When the round is fired, the sabot falls away within a 
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few yards of the muzzle, leaving the projectile to travel on at extremely high 
velocity. In a shotgun, this provides no additional damage effect, but 
increases the effective range of the slug. 

Mechanics: A sabot functions like a slug, but all ranges are increased by 
half again. 

Acquisition: Resources • for a box of 25 shells. Sabot slugs are available in 
20, 16, 12 and 10 gauge. 

 

Specialty Ammo Types 
Thanks to popular entertainment and dedicated monster-hunters, many 

nonstandard ammunition types are available to enterprising characters. None 
of the following ammo is commercially available. An innately armor-piercing 
caliber loses this effect with any of the following custom ammunition types. 

 
Type Notes 

Cold Iron 
Handgun/Rifle: Solid bullet functions as Armor Piercing round, 
hollowpoint functions as Full-Metal Jacket 
Shotgun: Slugs and buckshot functions normally 

Gold -1 Damage, ranges reduced to 75% standard 

Ice or Meat 
Normal damage within three yards, otherwise only visual and 
audible effects 

Mercury 

Handgun/Rifle: Against unarmored living targets, +1 Damage.  
Against Durability and Armor, +0 Damage and Durability/Armor 
rating of object/target is tripled. Loses Armor Piercing quality.  
Shotgun: Ranges are halved and -1 Damage.  Medium and long 
range, targets in physical contact with target suffers half damage 
(round down).  Buckshot is of no effect 

Silver -1 Damage 

Stone 

Soft stone or shotgun slugs: Against unarmored living targets, +1 
Damage.  Against Durability and Armor, +0 Damage and 
Durability/Armor rating of object/target is tripled. Loses Armor 
Piercing quality. 
Hard stone bullets, slugs and buckshot: No benefits 
All: Ranges reduced to 75% standard 

Teflon No effort 

Wood 

Bullet: Against unarmored living targets, -1 Damage.  Against 
Durability and Armor, -1 Damage and Durability/Armor rating of 
object/target is tripled. Loses Armor Piercing quality. Ranges are 
halved. 
Slug: Ranges are halved and -1 Damage.  Medium and long range, 
targets in physical contact with target suffers half damage (round 
down) 

 

Cold Iron 
Folklore from across Europe speaks of the vulnerability of fairy folk to cold 

iron, and monster-hunters faced with inexplicable child abduction cases may 
prepare for combat by applying this ancient remedy to modern ammunition. 
Loading cold icon is a tricky proposition due to its melting temperature and 
solidity. However, iron bullets are unlikely to de-form for these same reasons. 

Mechanics: A solid iron bullet functions as an AP round. An iron 
hollowpoint functions as a normal (FMJ) bullet. Iron shotgun slugs and 
buckshot function normally. 
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Gold 
Gold is much denser than lead, which makes for a heavier bullet. Some 

legends place a few supernatural creatures as being vulnerable to gold, but 
the softness of this metal makes it impractical for ballistic use. 

Mechanics: Gold ammunition suffers a -1 penalty to its Damage rating and 
ranges are reduced to three quarters of their standard. 

 

Ice or Meat 
According to some television shows, firing a meat slug or ice bullet into a 

target will confuse forensic investigators, who won’t be able to pick the 
shredded hamburger out of the shredded victim. In actuality, meat isn’t solid 
enough to have good ballistic properties, even when frozen, and ice will just 
sublime to water vapor in the heat of the propellant’s detonation . If the gun is 
close enough for such a round to actually kill someone, the autopsy still will 
show the powder tattooing, stellate blow-out, and other signs of a close-range 
gunshot. 
Mechanics: Ice or meat ammunition functions as a blank. 

 

Mercury 
"Drilled and filled" rounds are FMJ bullets to which a gunsmith has taken a 

tiny power drill, excavating a cavity in the nose of the bullet, then filled with 
mercury and sealed with a dab of wax. Contrary to popular belief, this is not 
because of the chances of inflicting mercury poisoning on the target. A 
shooting victim is much more likely to die of his gunshot than of belated 
mercury poisoning. However, mercury’s density roughly equals that of the 
lead that was removed to make the cavity, and this liquid metal tends to 
fragment into hundreds of tiny droplets when the bullet comes to a sudden 
stop. 

Mechanics: Mercury-filled bullets function as frangible ammo. Mercury-filled 
shotgun slugs disintegrate on firing, functioning as birdshot. Mercury-filled 
buckshot is a waste of time and mercury. 

 

Silver 
The traditional cure for werewolf problems is a silver bullet. Silver and lead 

are slightly different in density, so a silver bullet is weighted roughly the same 
as an FMJ round. Silver is a softer metal than copper, though, which means 
that a silver bullet will leave a lot of itself on the inside of the barrel and will 
deform more from the initial stress of firing. 

Mechanics: Silver ammunition suffers a -1 penalty to its Damage rating. 
 

Stone 
Arcane scholars with gunsmithing ability may attempt to create stone 

bullets for some obscure ritual use. This process, while time-consuming and 
inefficient, may be effective to a limited degree. 

Mechanics: Soft stone (sandstone, limestone) bullets or shotgun slugs 
function as frangible ammunition. Hard stone (marble, granite) bullets 
function as FMJ ammo. Hard stone shotgun slugs function normally, as does 
all stone buckshot. In all cases, stone ammunition reduces all Range 
brackets to three quarters of their standard distance. 
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Teflon 
Teflon and other lubricants do nothing to enhance a bullet’s armor-

penetrating capabilities. Lubricants do reduce the amount of metallic residue 
that a bullet leaves on the inside of a gun’s barrel when fired, which makes 
maintenance slightly easier. 

Mechanics: No effect. 
 

Wood 
Wood bullets are historical curiosities now, last seeing use in World War II 

when German ammunition manufacturers attempted to save metal and create 
bullets that would splinter on impact to produce greater wounds. Some 
desperate vampire-hunters, aware that driving a wooden stake through a 
Kindred’s heart will paralyze the creature, may attempt to make wooden 
bullets in the hope of scoring that lucky heart shot. However, wood is even 
less dense than silver, and much less likely to survive being fired. 

Mechanics: A wooden bullet acts as a frangible round, but a wooden 
bullet’s ranges are halved and it suffers a -1 penalty to damage. A wooden 
shotgun slug splinters on firing, acting similar birdshot. Shooting a vampire in 
the heart with wooden ammunition does absolutely nothing special. The heart 
must be completely transfixed with a single shaft for "staking" and paralysis to 
occur. A bullet simply isn’t long enough (and neither is a toothpick, so don’t 
bother with the toothpick-filled shotgun shells). 

 

Shotgun Gauge 
 

Gauge Damage Range Capacity Strength 

.410 2 (9 again) -10/-20/-30 +2 -1 

28 2 (9 again) -10/-20/-30 +2 -1 

20 3 (9 again) -5/-10/-15 +1 -1 

16 4 Same Same Same 

10 5 +5/+10/+15 -1 +1 
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Explosives 
 
The best way to do a lot of damage in a short amount of time is with an 

explosive. They're often used commercially to clear rock or to demolish 
buildings, or by the military to take out resilient targets such as tanks, bridges 
or enemy installations. Explosives in the hands of anyone else in the world 
usually suggests one thing: desperation. The user is prepared to go to 
extreme lengths to destroy something or someone. Assuming your character 
can even lay his hands on and use explosives properly, he probably seeks to 
lay waste to an enemy, be it human or inhuman, or to destroy something 
important to that foe. Alternatively, he may be desperate to get through a 
door or to gain access to a safe. 

The Storyteller must remember that these weapons aren't widely available, 
and many of them are strictly illegal. The Status Merit is required to have 
personal access to explosives. The Resources, Allies or Streetwise traits 
might also be applied to acquire these weapons. Of course, characters can 
always steal what they need. 

Your character may throw explosives, such as grenades or pipe bombs, or 
set them in a stationary location and wait for a target to pass, as in the case 
of a timed or triggered bomb. 

If your character throws an explosive, roll Dexterity + Athletics to determine 
whether she gets it where she intends. Some thrown explosives such as 
grenades offer bonus dice to your attack roll, while clumsy ones such as 
Molotov cocktails can impose penalties. Any successes on your throwing roll 
indicate that your character lands the explosive where she intends. On a 
failed roll, the explosive doesn't land where your character intends. The 
Storyteller decides where it lands, and the blast area (see below) may not 
reach the intended target. A dramatic failure may put the grenade at your 
character's feet or in the lap of an ally. Note that if an explosive has a large 
blast area and the item isn't thrown far, the thrower could be caught in the 
explosion. 

If your character sets a bomb in a strategic place such as on a bridge 
support or in a mailbox, and the bomb has a timer or trigger, roll Intelligence + 
Stealth to actually put it in place without it being detected. The relative 
subtlety of the explosive may apply modifiers to this roll (+2 if it's small, -2 if 
it's homebrewed and clunky). Then roll Intelligence + Science to determine 
whether your character locates, sets and detonates the bomb correctly. 
Modifier dice based the explosive's reliability are applied to your pool (+1 if 
the technology is proven, +3 if the item is almost foolproof, -1 if it's 
homebrewed and -3 if it's jury-rigged). On a failure, the bomb is mistriggered, 
its explosion is muffled or its placement is flawed. A dramatic failure while 
using a set explosive may detonate the bomb at the wrong time or the device 
proves a dud. 

A grenade or bomb has a Blast Area and Damage rating as indicated on 
the Explosives Chart. Blast Area is the diameter in yards in which the 
explosion takes effect. Anyone in that area suffers the listed Damage 
automatically. The same number of dice is also rolled, with any successes 
being added to the total damage done. So, an explosive with a Damage of 4 
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inflicts four Health points automatically, and four dice are rolled. Each 
success adds another point of damage to the total. If three successes are 
rolled, total damage in this case is seven. 

Damage can be bashing or lethal, depending on the item used. (Someone 
who jumps on an explosive to save others nearby might be the only one to 
suffer harm, but he could take aggravated damage. An ordinary person might 
muffle a grenade this way, but larger explosives cannot be smothered.) 

As with most Firearms combat, a target's Defense is useless against 
explosives. A potential target can, however, go prone as a reaction to the 
threat of an explosive. Doing so automatically decreases damage inflicted by 
two. (A prone target does not impose a penalty to a roll to throw an explosive 
at him. The attack isn't necessarily aimed at the target, but at his vicinity. If at 
least one success is rolled, the explosive lands where intended and the prone 
target could suffer damage.) 

Armor automatically protects against explosive impact and burning with its 
rating against gunshots. So, a flak jacket provides three points of protection. 
These points are automatically subtracted from the explosive's damage, 
rather than subtracting from any dice pool. Thus, if your character wears a 
flak jacket and a bomb does four damage, your character suffers only one 
Health. ("Bulletproof" armor such as a kevlar vest, flak jacket or full riot gear 
does not downgrade damage from explosions like it does damage from 
Firearms attacks.) 

Anyone who is concealed behind a barrier or object or who is fully covered 
when an explosive goes off also receives automatic protection. The rating of 
their concealment (1 to 3) is subtracted from the damage that the explosive 
inflicts. So, someone who is substantially concealed when a bomb goes off 
suffers three less damage than normal. Full cover needs to be penetrated by 
an explosion to affect anyone behind it. 

The Explosives Chart details a few weapons. Many variables play into the 
effects of an explosive, so the chart offers only broad suggestions regarding 
these devices. 

 
Type Dmg. Blast 

Area 
Force Size Cost 

Dynamite 4(L)+1 4 4 1 ••• 

Frag, standard 2(L)+3 10 3 1/S N/A 

Frag, heavy 0(L)+3 5 3 1/J N/A 

Frag, stick 3(L)+2 10 2 1/J N/A 

Grenade, concussion 4(B)+2 3 - 1 ••• 

Grenade, smoke -1 10 - 1/J •• 

Grenade, stun 1(B)+2 5 2 1/S •• 

Grenade, tear gas -1 10 - 1/J •• 

Grenade, thermite -2(L)+4 5 4 1/J N/A 

Grenade, white phosphorus -2(L)+4 5 4 1/J N/A 

Pipe Bomb 0(L)+2 5 2 2/J • 

Molotov Cocktail -1(L)+2 3 2 2/L • 

Plastique 6(L) 20+ 5 1-3 •••• 
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Dynamite 
Dynamite is an explosive material based on the 

nitroglycerin, initially using diatomaceous earth, or another 
absorbent substance such as powdered shells, clay, 
sawdust, or wood pulp. Dynamites using organic materials 
such as sawdust are less stable and such use has been 
generally discontinued. Dynamite was invented by the 
Swedish chemist and engineer Alfred Nobel in Krümmel 
(Geesthacht, Schleswig-Holstein, Germany), and patented in 1867. Its name 

is derived from Greek roots δύναµις dýnamis that literally mean "connected 
with power." 

Dynamite is usually sold in the form of cylinders about 8 in (20 cm) long 
and about 1.25 in (3.2 cm) in diameter, with a weight of about 0.5 lb troy 
(0.186 kg). Other sizes also exist. The maximum shelf life of nitroglycerin-
based dynamite is recommended as one year from the date of manufacture 
under good storage conditions. 

Dynamite is a high explosive, which means its power comes from 
detonation rather than deflagration. 

 

Frag, standard 
A fragmentation (or "frag") grenade is designed to spew 

shrapnel in all directions upon detonation. Frag grenades are 
generally made from hard plastic or steel, and flechettes or 
nicked wires provide the anti-personnel shrapnel fragments. 
Some grenades even contain small metal balls in the explosive 
compound to augment the destructive capabilities. Most weigh 
about a pound but contain only one to three ounces of explosive; 
a few heavier models exist, as do lighter models with protruding handles 
("stick grenades") for better throwing range. The destructive power of the frag 
grenade comes more from its deadly fragments than from its blast. 

 

Frag, heavy 
The only mechanical different between standard 

fragmentation grenades and heavy fragmentation grenades are 
the Damage Rating, Blast Area, and Size (see chart). 

 

Frag, stick 
The only mechanical different between standard 

fragmentation grenades and stick fragmentation grenades 
are the Damage Rating, Force, and Size (see chart). 

 

Grenade, concussion 
The concussion grenade is an anti-personnel device that is 

designed to damage its target with explosive power alone. 
Compared to fragmentation grenades, the explosive filler is 
usually of a greater weight and volume and the case is much 
thinner - the US MK3A2 concussion grenade for example has a 
body of fiber (similar to the packing container for the 
fragmentation grenade.) 

These grenades are usually classed as offensive weapons because of the 
small effective casualty radius is much smaller than the distance it can be 
thrown. The concussion effect, rather than any expelled fragments, is the 
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effective killer. In the case of the US Mk3A2 it is published as 2 meters (6–7 
feet) in open areas, but fragments and bits of fuse may be projected as far as 
200 meters from the detonation point. 

In addition to on-land use, they have been used as an anti-personnel depth 
charge, around watercraft - and some, such as the US Mk 40 concussion 
grenade, are specifically designed for use against enemy divers and frogmen, 
killing or otherwise incapacitating the target by creating a lethal shockwave 
underwater. 
 

Grenade, smoke 
Smoke grenades are filled with chemicals that give off thick 

smoke when ignited. White smoke grenades typically are used to 
hide one’s approach or departure, while colored smoke (typically 
yellow, red, green or violet) serves to mark specific locations for 
other observers. A cloud of smoke typically lasts a minimum of 2 
minutes (40 turns). One mistake people sometimes make is in 
believing that smoke grenades should be thrown at the enemy 
troops in order to confuse and disorient them. All this really does is hide the 
enemy from friendly troops.  

Examples: Dutch NR-16 (white) and JNS 62-65 (colored); German DM15 
(colored); Russian RDG-1 (colored); Chinese SC-2 (colored), American M8 
(white) and M18 (colored) 

Smoke grenades fill their blast area with dense smoke that completely 
obscures line of sight, but don’t inflict any damage. Treat a character hidden 
by smoke as substantially covered from targets outside the smoke. Treat any 
characters inside the smoke as if they were fighting blind. Large munitions 
that produce smoke, such as smoke mortar shells, work the same way. 

 

Grenade, stun 
Stun grenades, sometimes referred to as "flashbangs," are 

not designed to do serious bodily harm. Instead, they are used 
to disorient, distract or incapacitate targets. When detonated, a 
stun grenade gives off a blinding light and deafening loud bang 
but produces no fragments. Stun grenades are commonly 
used in assault entries, and SWAT and counter-terrorist teams 
train to enter a room and neutralize targets as soon as the flashbangs go off. 
A stun grenade typically has a very short fuse, and, if the "Alternate Grenade" 
rules above are in use, detonates on the Initiative after the grenade’s handle 
is released.  

Examples: Chinese JYS-1 and JYB-1, American T470 and M84, French 
ALSETEX 

 

Grenade, tear gas 
The primary market of tear gas grenades is police 

departments, which use these grenades for riot control and to 
extract barricaded suspects. A tear gas grenade looks and 
functions exactly as a white smoke grenade, except that a tear 
gas grenade emits tear gas instead of smoke.  

Examples: American M25A2, Russian RDG-2Kh 
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Grenade, thermite 
These are designed to quickly destroy durable equipment such 

as engine blocks and other heavy machinery, and do not explode, 
though the burning metal can sputter and threaten a small radius. 
Thermite is a combination of flaked aluminum and iron oxide (rust). 
When ignited, a portion of the thermite mixture is converted into 
molten iron and burns at around 4,000 degrees Fahrenheit. This 
reaction will cause metallic parts to become fused if they come into 
contact with the molten iron mixture. The fire from a thermite grenade covers 
its entire blast area, does 4(L) points of damage per turn and has the Armor 
Piercing 8 effect.  

Example: American AN-M14 
 

Grenade, white phosphorus 
These grenades are used to start fires and provide obscuring 

smoke, and have a small bursting charge to spread their cargo. 
White phosphorus (WP or "Willy-Pete") is a waxy material with a 
garlic-like odor produced from phosphate rocks. The fire from a 
WP grenade covers its entire blast area, does 4(L) points of 
damage per turn and has the Armor Piercing 3 effect. In addition, 
a white phosphorus grenade also functions as a smoke grenade 
(see below).  

Examples: Dutch NR-12, German DM24, American M15 
 

Pipe Bomb 
Pipe Bombs are not technically grenades, but are more 

properly preconfigured explosive devices. However, pipe 
bombs are listed here for convenience’s sake as the most 
common use of a pipe bombs is to light the fuse and throw 
the bomb at a target. Ease of manufacture, low expense 
and simplicity of use make the pipe bomb a favorite tool of 
insurgents, terrorists and backyard pranksters. The pipe 
bomb’s design is simple: gunpowder in a pipe, a handful of nails, screws or 
other small pieces of metal and a time fuse at one end. Igniting a pipe bomb’s 
fuse is a roll of Wits + Crafts; the pipe bomb is considered ready to throw the 
following turn on the same Initiative count at which the pipe bomb was lit. 

 

Molotov Cocktail 
Like pipe bombs, are preconfigured explosive devices, primed by 

the user and then thrown, and so are treated as grenades here. 
These Hollywood favorites of rioters, punks and gang members first 
appeared during the Finnish-Russian War prior to the onslaught of 
World War II, and were used so regularly that the Finnish 
government had Molotov cocktails mass-produced and even 
included matches. Pour gasoline in a bottle, add a rag for a wick, 
light and throw. Molotov cocktails must be lit before they can be thrown. They 
use the same rules as pipe bombs in this regard. Molotov cocktails never use 
the optional grenade rule described above, as they explode when the glass of 
the bottle breaks upon impact with the target. 
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Plastique 
Plastique, or plastic explosive, is a specialized form of 

explosive material. It is a soft and hand moldable solid 
material. Plastic explosives are properly known as putty 
explosives within the field of explosives engineering. 
Common plastic explosives include Semtex and C-4. Plastic explosives are 
especially suited for explosive demolition as they can be easily formed into 
the best shapes for cutting structural members and have a high enough 
velocity of detonation and density for metal cutting work. They are generally 
not used for ordinary blasting as they tend to be significantly more expensive 
than other materials that perform just as well in that field. Also, when an 
explosive is combined with a plasticizer, its power is generally lower than 
when it is pure. 
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Toxins 
 
While some poisons or toxins might affect behavior and awareness as 

drugs do, most simply inflict lethal damage. These substances threaten a 
character's very existence. Indeed, drugs can do so too when overdosed. 
Poisons, toxins and drug overdoses must be delivered to a victim by a 
required means: injection, ingestion, inhalation or touch. 

 
Injection: The substance is introduced directly into the bloodstream, by a 

needle or through injury such as by a sword coated with venom. At least one 
success is required on an attack roll to deliver the injection on a resisting 
target. Unless the poison is designed to damage or destroy the blood itself, 
vampires are probably immune. 

Ingestion: The poison is administered in food or drink; these substances 
usually take longer to activate than others (say, an hour as opposed to 
immediate effects). Vampires are immune to most ingested poisons. 

Inhalation: The poison is breathed in as a gas. Vampires are immune to 
most inhaled poisons. 

Touch: Mere skin contact is all that's required to activate the poison. A 
touch is often sufficient to deliver the toxin, and a target's armor may apply as 
a penalty to the roll. 

 
Once delivered, the poison automatically deals damage (usually lethal, but 

a knockout gas could cause bashing) equal to its toxicity level. Some 
substances inflict damage only once. Others might inflict it for a number of 
turns or once per hour until purged or until the effect runs its course. It could 
be possible to resist the effects of such substances by rolling Stamina + 
Resolve in a reflexive and contested action. If more successes are rolled than 
damage is inflicted by the toxin, damage is ignored completely. If damage is 
equal to higher than success rolled, all damage is delivered as normal. Such 
a contested roll might occur once or in each period in which a toxin causes 
harm. 

 
Poison/Toxin Delivered viaI  Toxicity 

Ammonia Inhalation 3 

Bleach Ingestion 4 

Cyanide Ingestion, Inhalation 7 

Drug/Alcohol Abuse Ingestion, Inhalation, Injection 3-7 

Salmonella Ingestion 2 

Venom Ingestion, Ingestion 3-8 
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Armor 
 
Sometimes, armor is the one thing that keeps a character alive. A leather 

jacket might help diminish a knife’s attack, and a bulletproof vest might stop a 
.38 slug from perforating a lung. Whether such protection is archaic or 
modern, any defense is good defense. 

What follows is a list of armor a character may potentially own and/or use. 
For information on what the ratings mean, please refer to the "Armor" section 
of the World of Darkness Rulebook. 

 
Type Rating Str. Def. Spd. Cost 

Bomb Suit 3/6 3 -3 -3 ••••• 

Bulletproof Vest 2/3 1 -1 0 ••• 

Bulletproof Vest Accessories 1/2 1 0 0 •• 

Chainmail 2/1 3 -2 -2 •• 

Chainmail (vanity) 1/1 3 -1 -1 •• 

Flak Jacket 2/3 1 -1 0 •• 

Flak Jacket, variant 1/2 1 -1 0 • 

Full Riot Gear 3/4 2 -2 -1 ••• 

Full Riot Gear+ 3/4 2 -2 -1 •••• 

Kevlar Jacket (Thin) 1/2 1 0 0 • 

Leather (hard) 1/0 2 -1 0 • 

Leather Armor 1/0 2 -1 0 • 

Leather Armor (Hardened) 2/0 2 -1 0 •• 

Lorica Segmentata 2/2 3 -2 -2 •••• 

Plate Armor 3/2 4 -2 -3 •••• 

Reinforced Clothing 1/0 1 0 0 • 

Sports Equipment 2/0 2 -1 -1 • 

 

Bomb Suit 
A bomb suit is a huge, clunky vest that covers a subject’s 

entire upper torso (arms included, if he wants to squeeze 
them behind the armor). Essentially, it’s one big Kevlar body 
blanket, interlaid with heavy ceramic plates. These plates 
function by absorbing an explosion and then breaking. The 
bomb suit protects against rifle rounds and explosives 
particularly well, but it’s exceedingly cumbersome. Once the 
ceramic plates shatter, the suit has to be refitted with plates 
before it can again become fully functional. Assume that an 
explosion that does four or more lethal points of damage will 
shatter the plates in the bomb suit. At this point, the bomb suits downgrades 
to a particularly cumbersome bulletproof vest with a Rating of 2/3. 

Bomb squads in major metropolitan areas are well funded enough to afford 
a number of these heavy suits. Squads in suburban areas may have one, and 
police precincts in rural areas probably don’t even have a bomb squad. 
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Bulletproof Vest 
The average bulletproof vest is black and made of 

Kevlar. The vest stops bullets, edged weapons and blunt 
attacks with some efficiency. Like all true bulletproof 
armor, a bulletproof vest downgrades damage done from 
Firearms from lethal to bashing. 

Worn on the upper torso, the majority of bulletproof 
vests only cover the chest. The wearer’s back is not 
protected with the average Kevlar vest. In fact, a number 
of places remain unprotected, and targeted attacks will 
ignore any defense the vest offers. For bodily fortification 
beyond the chest region, see "Bulletproof Vest Accessories," below. 

A bulletproof vest is not technically a "flak jacket" (see below), though this 
vest is often mistakenly called such. 

 

Bulletproof Vest Accessories 
A vest covers only the chest. A number of places on 

the body are still wholly vulnerable to all manner of 
damage. Characters can separately purchase individual 
"pieces" of bulletproof armor for varying body parts, 
such as groin shields, neck/throat protectors, arm or leg 
armor, back armor or even helmets. None of these 
accessories offers precisely the same level of protection that the vest does, 
but each piece offers its Rating against attacks targeted specifically against 
the region the piece protects. Assume that each section must be bought 
separately. All together, this is not the same thing as "Full Riot Gear" (see 
below). 

 

Chainmail 
In the Middle Ages, medicine was woefully 

inadequate. An open wound was vulnerable to a 
number of fatal infections. Knights on the battlefield 
could stand bruises, but cuttings would eventually grow 
deadly. Chain mail helped to keep a knight safe: he’d 
still take a number of lumps and bumps and even 
broken bones, but at least he would be free from fatal 
infections. Chain mail is a fabric of interlocking metal 
rings draped over the torso like a shirt. Chain mail doesn’t offer as much 
protection as plate armor, but is also far less cumbersome. A full suit of chain 
mail offers its protection to the entire body and not just the torso, but costs •••. 

 

Chainmail (vanity) 
These days, chain mail can be purchased through various 

vanity outlets as accoutrements to fantasy garb or sexual 
roleplaying. These mail suits or shirts are made from 
aluminum instead of steel. They are lighter because of this 
(and feature -1 Defense and -1 Speed instead of those stats 
listed above), but also suffer less Durability. The Rating on 
vanity mail is 1/1 instead of 2/1. The vanity mail looks good 
and costs the same but offers less practical function. 

 

Flak Jacket 
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A flak jacket or flak vest is a form of body armor 
designed to provide protection from case fragments 
("frag") from high explosive weaponry, such as anti-
aircraft artillery ("flak"), grenades, some round shot 
used in shotguns and land mines and other lower-
velocity projectiles. It is not designed to protect against 
bullets fired from small-arms such as rifles or handguns. 
However, certain flak jackets are able to sustain certain 
gunshots, dependent on the armor, the gun, and the distance that the bullet 
has travelled. 

The term "flak jacket" is often colloquially applied to newer body armor 
featuring protection against small arms projectiles, but the original usage 
predated the existence of functional bulletproof vests and the two are not 
interchangeable in performance. 

 

Flak Jacket, variant 
People assume that a bulletproof vest and a flak jacket 

are the same thing, but they aren’t. Most cops or Marines 
wouldn’t want to be caught dead wearing flak jackets. 
Popular during the Vietnam and Korean Wars, flak 
jackets are now outmoded technology. They were 
supposed to stop bullets and explosive shrapnel, but 
failed to do so to the level the military promised. Some 
flak and low-caliber bullets couldn’t penetrate the vest. The rest punched 
clean through and into the tender flesh of the unsuspecting soldier. 
A flak jacket isn’t technically bulletproof. It stops some bullets, but any 
damage taken over its Rating is still lethal, not bashing. The bullet’s impact 
isn’t diminished over the entire vest, as is with true bulletproof armor, and the 
bullet can still cut through the material and into the body. 

Flak jackets can be purchased at Army/Navy stores, at flea markets or on 
the Internet. 

 

Full Riot Gear 
Full riot gear protects almost all of the human body, 

even hands and feet. Moreover, this gear offers stronger 
protection than normal Kevlar armor. This armor is soft 
and flexible on the outside (using Kevlar), but hard on the 
inside (using armor plating made of metal or rigid 
polyethylene fibers). Riot gear also comes with any 
number of accoutrements: shell and bullet holders, built-
in holsters, a half-dozen pockets, badge displays, radio 
holsters, even microphone tabs by the head and neck. 
The disadvantages of riot gear are that it’s heavy and cumbersome: 
characters wearing it will have their movements hindered (as reflected in 
higher Defense and Speed penalties). 

Riot gear cannot be purchased on the open market. While savvy buyers 
might be able to find a vendor through the Internet or on the black market, 
such armor is generally available only through government or police 
channels. 
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Full Riot Gear+ 
For a higher price (Cost ••••), a character can find 

riot gear that protects against armor-piercing 
weapons, as well. This gear offers the same 
statistics as normal riot gear, except that this riot 
gear offers equal protection against weapons with 
Armor Piercing (armor-piercing rounds, rapiers, 
screwdrivers).  

 

Kevlar Jacket (Thin) 
A kevlar jacket is an item of personal armor that helps 

absorb the impact from firearm-fired projectiles and shrapnel 
from explosions, and is worn on the torso. Soft vests are 
made from many layers of woven or laminated fibers and can 
be capable of protecting the wearer from small-caliber 
handgun and shotgun projectiles, and small fragments from 
explosives such as hand grenades. 

Metal or ceramic plates can be used with a soft vest, 
providing additional protection from rifle rounds, and metallic components or 
tightly woven fiber layers can give soft armor resistance to stab and slash 
attacks from knives and similar close-quarter weapons. Soft vests are 
commonly worn by police forces, private citizens, security guards, and 
bodyguards, whereas hard-plate reinforced vests are mainly worn by combat 
soldiers, police tactical units, and hostage rescue teams. 

Modern body armor may combine a ballistic vest with other items of 
protective clothing, such as a combat helmet. Vests intended for police and 
military use may also include ballistic shoulder and side protection armor 
components, and bomb disposal officers wear heavy armor and helmets with 
face visors and spine protection. 

 

Leather Armor 
Leather armor is a cheap and less effective alternative to 

chain or plate armor. Most leather armor consists of a 
tough leather shirt or leggings dipped in wax and hardened 
(a process called courboulli). Leather armor offers the 
same protection as reinforced clothing, such as a heavy 
jacket. Historically, knights without a liege or who served a 
destitute master wore the armor because they could afford nothing better. 
Some squires and peasants who were expected to fight were allowed to bear 
leather armor into battle. Today, a character can purchase this armor over the 
Internet or at Renaissance festivals. 
  

Leather Armor (Hardened) 
Some vanity outlets sell a stronger version of leather 

armor. This armor consists of leather scales or leather 
strips riveted over one another, making the armor tougher. 
Such riveted leather, sometimes called lamellar, costs ••, 
but offers a Rating of 2/0 against attacks. 
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Lorica Segmentata 
Legionaries of the Roman Empire wore this complex, 

fitted armor, which consisted of a number of segmented 
metal plates overlapping one another at various points. 
Creation of lorica segmentata (literally, "segmented 
armor") was considered an art, and only the legionaries 
were allowed to wear it.  

It’s worth noting that the vampires of the Lancea 
Sanctum still make use of this armor, as ceremonial garb 
and in actual combat. Their prophet, the nigh-mythical 
Longinus, purportedly wore this type of armor as he thrust the spear into the 
Messiah’s side. Many Sanctified vampires even smear blood upon their 
armor to imitate how their founder’s own lorica must’ve looked. 

 

Plate Armor 
From the 13th to the 15th centuries, the finest knights 

and warriors wore plate armor. It weighed down the 
knight and his horse, but was still functional because it 
was fitted to the knight’s body specifications. Helmet, 
cuirass, leggings, breastplate - all were made exclusively 
for an individual warrior. 

These days, few wear plate armor except in combat 
simulations. Some eldritch creatures still cleave to the rigors of antiquated 
combat, and, therefore, still bear plate armor into ritual melee. If plate armor 
is not fitted to the wearer (say, if a character simply picks up a set of plate 
armor from a museum or collection and tries to use the armor in battle), the 
character suffers a -3 Defense penalty and a -4 Speed penalty instead of the 
Traits above, though the armor still provides the Rating and Strength 
requirements listed. 

 
 

Reinforced Clothing 
Clothing won’t stop much in the way of an attack, but 

if a leather jacket helps stop a switchblade or a heavy 
ski jacket weakens a gut punch, so be it. The Storyteller 
must decide what counts as reinforced clothing and 
what doesn’t. A good rule of thumb is that any kind of 
layered or heavy clothing will do the trick. A T-shirt won’t 
protect against squat, but a long overcoat or 
construction vest might help cushion a blow. 

 

  

Weak Points 
 

No armor is seamless. Even a full suit has points of vulnerability. Most armor 
neglects to cover arm or leg joints. Some armor leaves the neck or wrists open. 
Other armor doesn’t come with a helmet or lacks defense for one’s limbs. 

Aiming for unprotected parts requires a targeted attack with the appropriate 
penalties. If armor covers the majority of a target’s body, however, a character can 
attempt to target her attack against that weak point. This is universally made at a -5 
penalty. If such an attack is successful, the attacker can ignore the armor’s Rating.  

Only Weaponry or Firearms attacks can be made against armor’s weak points. 
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Sports Equipment 
Sports equipment is meant to take a beating. Kneepads 

help when falling, helmets reduce some of the damage 
when getting tackled or smacked with a hockey stick and 
shoulder pads absorb further impact. Characters looking 
for cheap armor could do worse than go shopping at a 
local sporting goods store (or a high school’s sports 
closet). Better to go into a fight with a hockey mask and 
shoulder pads than with nothing at all. 
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Shields 
 
A shield is one way of potentially turning attacks aside. Characters might 

use anything to keep blows from connecting: a medieval buckler, a riot police 
shield, even a garbage can lid. Using a shield in battle can be tricky. In game 
terms, a character wielding a shield and a weapon in combat finds that her 
attacks suffer at the cost of additional Defense. All attacks made while 
holding a shield are done at a -2 penalty. Characters with the Ambidextrous 
Merit reduce this penalty to -1. 

In close combat, a shield adds to a character’s Defense score. If the 
character chooses not to use a weapon in combat while wielding the shield, 
she can figure in an additional +1 bonus to her Defense as she concentrates 
on avoiding harm, hiding behind the shield and using it to counter attacks. 

In long-range combat, a shield isn’t particularly useful. Bullets punch right 
through most shields and into a character’s soft body. Unless otherwise 
specified (such as the "Ballistic Shield," below), shields do not offer 
bulletproof protection. However, all shields allow a user to claim bare 
concealment. In most cases, ranged attacks against someone holding a 
shield up are done at a -1 penalty. 

Shields also have a Strength requirement. A character with insufficient 
Strength to use a given shield can’t bring it to bear quickly enough, and it 
provides her no Defense bonus, though she still benefits from the 
concealment penalty to ranged attacks made against her. 

Characters can attempt to attack with a shield. Shields are heavy and can 
be used to bash or batter an opponent. Generally, attacks made with a shield 
are done at a -1 penalty, and cause bashing damage if successful. 

What follows are a few shield types that may see use in your game. These 
shields range from the archaic to the modern, and a few are improvised. 

 
Type Defense Strength Cost 

Ballistic Armor Wall N/A N/A •••• 

Ballistic Shield +2 3 ••• 

Improvised Shield +1 Variable Variable 

Medieval Shield +2 3 •• 

Riot Shield +2 2 •• 

Riot Shield, electrified +2 2 ••• 

 

Ballistic Armor Wall 
An armor wall is rolled into combat on a set 

of wheels. The armor wall isn’t precisely a 
shield, instead this provides cover against 
incoming attacks. Cops use the armor wall in 
particularly tense firefights or use several 
armor walls together to make a protective 
wall. One of the advantages of the armor wall 
is that it protects against all manner of 
bullets, including armor piercing. 
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Characters behind ballistic armor walls are covered in ranged combat. For 
the purposes of determining whether bullets can pass through the armor wall, 
it has Durability 5, Size 7 and Structure 12. The armor wall provides no 
Defense in close combat. 

 

Ballistic Shield 
Sometimes called a "body bunker," the ballistic shield 

can be a cop’s best friend. When a riot or other situation 
rages out of control, this fortified personal shield might well 
save an officer’s life. 

Made of ballistic polycarbonate and steel, this shield 
protects against all manner of attacks, even those from 
firearms. This shield is generally about four feet high and 
two feet wide, covering the majority of the user. Most ballistic shields have 
small, clear windows toward the top of the shield (also bulletproof) so the 
wielders have a view of the combat without exposing their faces. 

If used in close combat, the shield works normally, adding +2 to the user’s 
Defense. The shield also works in long-range combat situations. A character 
using the ballistic shield counts as being substantially concealed, and, 
therefore, all firearm-related attacks made against him suffer a -3 penalty. 
Bullets that strike the shield do not penetrate, unless they’re armor-piercing 
rounds. Attackers using armor-piercing rounds can ignore the -3 penalty, as 
the bullets cut clean through the shield’s protection. Note that if the user fires 
his own weapon from his concealment, he does so at a -2 penalty. 

 

Improvised Shield 
Improvised shields should be assumed to offer 

+1 to Defense and require Strength 1 to wield. 
Improvised shields aren’t made for combat, 
however, and suffer a number of problems. First, 
any attacks made while wielding an improvised 
shield are done at a -3 penalty. Second, most 
improvised shields don’t last very long. Assume 
that an improvised shield lasts a number of hits 
equal to the shield’s Structure. An umbrella won’t withstand much damage 
(Structure 2, so it takes two hits before becoming useless), but a metal 
garbage can lid (Structure 4) or wooden chair (Structure 5) may deflect a few 
blows before becoming useless. 

 

Medieval Shield 
These days, medieval-style shields are relegated to 

museums, private collections and staged combat 
simulations, but sometimes, this sort of shield is all one 
has available. If a shield of this type can be grabbed off 
the wall in a historian’s haven or if a user is adept with this 
shield because of years of simulated stage combat, then 
perhaps such a shield is better than nothing at all. 
Moreover, some creatures (elder Kindred, anachronistic 
mages) still prefer the antiquated feel of shield and sword. 

Medieval shields come in various types (metal, 
hardened leather) and shapes (round, rectangular, kite). All medieval shields 
offer similar protection in close combat. 
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Riot Shield 
These opaque, polycarbonate shields are about three feet 

tall and one foot wide with a slight curve. Cops use these 
shields to deflect bottles, rocks and the fists and weapons of 
rioters. Police officers also use riot shields en masse for quick 
crowd control, presenting a sudden and unified line of 
shielded officers pressing forward until the crowd moves or 
disperses. 

Riot shields aren’t bulletproof and offer no protection 
against firearms. However, unlike some other shields, riot 
shields do offer protection against thrown weapons, such as bottles, rocks or 
hatchets. A character wielding a riot shield in combat can count his full 
Defense (including the shield’s +2 modifier) against incoming thrown attacks. 

 

Riot Shield, electrified 
Prisons, in particular, arm some guards with electrified riot 

shields. These shields have a number of metal studs on the 
front that, when touched to a living being, deliver an 80,000-
volt charge. Cops and guards can immobilize vast numbers 
of rioters or prisoners with this device. Any subject who 
comes into contact with one of these shields must succeed 
on a Stamina roll to remain standing. Failing this roll causes 
the subject to fall down and remain immobilized (but 
conscious) for a number of turns equal to five minus his 
Stamina score. Electrified riot shields offer the same protection against 
normal close-combat attacks, but cost more (Cost •••). 
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Vehicles 
 

Passenger Cars 
Passenger cars are ubiquitous in any area of the world that has paved 

roads and available refined fuel. Almost all passenger cars are built for utility 
and efficiency over performance, though some auto makers attempt to 
combine these factors with varying degrees of success. These vehicles vary 
widely in size and amenities. Representative samples of passenger cars 
include the following: 
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Subcompact 2 8 10 13 95 147 3 1+3 • 

Compact  3 9 12 15 103 191 3 N/A N/A 

Compact 
(Armory) 

3 9 12 15 103 161 3 1+3 • 

Mid-Size  3 12 15 14 110 183 2-3 N/A N/A 

Mid-Size 
(Armory) 

3 12 15 19 110 169 2 1+3 •• 

Performance 
Mid-Size 

3 12 15 28 117 227 4 1+3 ••• 

Full-Size  3 14 17 12 103 176 1 N/A N/A 

Full-Size 
(Armory) 

3 14 17 14 103 176 2 1+4 ••• 

Limousine 3 19 22 10 81 147 0 
1+1
1 

•••• 

Police Car 3 14 17 15 110 213 3 1+4 ••• 

 

Subcompact Car 
Fuel efficiency and low price are the primary 

attractions of subcompacts, though some 
owners buy them for "cute" factor. 

Examples: Chevrolet Aveo, Mini Cooper, 
Volkswagen Beetle 

 

Compact Car 
A compact car (North America), or small family 

car in British acceptation, is a classification of cars 
that are larger than a subcompact car but smaller 
than a mid-size car, equating roughly to the C-
segment in Europe. 

Current compact car size, for US and 
international models respectively, is approximately 4,100 mm (161 in) and 
4,450 mm (175 in) long for hatchbacks, or 4,400 mm (173 in) and 4,750 mm 



 

113 

 

(187 in) long for convertibles, sedans (saloon) or station wagons (estate car). 
Multi-purpose vehicles and sport utility vehicles based on small family cars 
(often called compact MPVs and compact SUVs) have similar sizes, ranging 
from 4,200 mm (165 in) to 4,500 mm (177 in) in the U.S., and from 4,400 mm 
(173 in) to 4,700 mm (185 in) in international-based models. 

 

Compact Car (Armory) 
The archetypal ride for commuters and 

impoverished college students, compacts are 
affordable - and that’s about it. 

Examples: Dodge Neon, Honda Civic, Mazda 
Protégé, Saturn Ion 

 

Mid-Size Car 
A mid-size car (occasionally referred to as an 

intermediate) is the North American/Australian 
standard for an automobile with a size equal to 
or greater than that of a compact. In Europe 
mid-sizers are referred to as D segment or large 
family cars. 

 

Mid-Size Car (Armory) 
The mid-size sedan (four doors) or coupe (two 

doors) is the bland average in automotive 
performance. Mid-sizes are nondescript and 
omnipresent. They are still somewhat cramped 
but easier to maneuver within than smaller 
vehicles. 

Examples: BMW 325i, Chevrolet Impala, Ford 
500, Honda Accord, Nissan Altima 

 

Performance Mid-Size 
Some manufacturers offer high-performance 

versions of their commuter boxes-on-wheels that 
are virtually indistinguishable from standard 
models, save for a few subtle accents. 
Performance coupes and sedans also feature 
luxurious interiors, which most buyers expect to see if they pay close to six 
figures. Thanks to the cars’ ordinary appearance, they’re perfect for owners 
who need to indulge in the occasional high-speed indiscretion without being 
too obvious. These cars also see service in some European nations as police 
pursuit cars for traffic enforcement. 

Examples: Cadillac CTS-V, BMW M3, Mercedes AMG E 55, Nissan Altima 
SE-R 

 

Full-Size Car 
A full-size car is a marketing term used in North 

America for an automobile larger than a mid-size 
car. In the United States, the EPA uses "large car" 
to denote full-size cars. 

Full-size cars are usually denoted for their 
length, nearing 5,000 mm (197 in) in basic sedans, 
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with luxury models often tending to reach 5,350 mm (211 in). Previously, a 
wheelbase greater than 2,790 mm (110 in) was the criterion. The term first 
appeared in the early 1960s to define what also became known as 
"standard"-size cars from the new compact and intermediate models then 
being introduced. Full-size is also defined in space measurement as greater 
than 3,300 L (120 ft³) of combined passenger and cargo interior volume. 

 

Full-Size Car (Armory) 
Full-sizes are the smallest cars found in most 

corporate and government fleets. Once the de facto 
standard for automobiles, full-sizes are now 
outnumbered by smaller and more economical 
vehicles. Full-size cars are spacious, though, seating five adults in relative 
comfort and having enough trunk space for several suitcases (or two to three 
more adults). Luxury full-size cars serve as status symbols for owners who 
want roomy transportation with class. 

Examples: Lincoln Town Car, Mercedes C320, Toyota Avalon 
 

Limousine 
A limousine begins its existence as a full-

size car, but the conversion process torches 
it in half, then welds it back together with 
several additional yards of passenger cabin 
grafted into the midsection. Performance suffers as a result, but a loss of 
acceleration is a small price to pay for riding in such style and elegance. 
Renting a limousine for a night costs •, and this service includes a 
professional driver (dice pools: Driving 6 dice, Local Area Knowledge 5 dice). 

 

Police Car 
A police car is a ground vehicle used by police, to 

assist with their duties in patrolling and responding 
to incidents. Typical uses of a police car include 
transportation for officers to reach the scene of an 
incident quickly, to transport criminal suspects, or to 
patrol an area, while providing a high visibility 
deterrent to crime. Some police cars are specially adapted for certain 
locations (e.g. work on busy roads) or for certain operations (e.g. to transport 
police dogs or bomb squads). 

The first police car was a wagon run by electricity fielded on the streets of 
Akron, Ohio, in 1899. The first operator of the police patrol wagon was Akron 
Police officer Louis Mueller, Sr. It could reach 16 mph (26 km/h) and travel 30 
mi (48 km) before its battery needed to be recharged. The car was built by 
city mechanical engineer Frank Loomis. The USD $2,400 vehicle was 
equipped with electric lights, gongs and a stretcher. The car's first assignment 
was to pick up a drunken man at the junction of Main and Exchange streets. 
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Sports Cars 
Most sports car owners are more likely to brag about their vehicles’ 

capabilities than to actually use them. A 180-mile-per-hour top speed means 
little in bumper-to-bumper expressway traffic. Sports cars are built for 
operating conditions that rarely arise for most drivers. Sports cars have 
limited passenger capacity and cargo space, consume fuel at a prodigious 
rate and can outrun and outturn virtually anything else on the road. 
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Sports Car 2 10 12 20 161 235 4 N/A N/A 

Sports Car, 
armory 

2 10 12 28 117 249 4 1+1 •••• 

Muscle Car 3 12 15 26 110 220 3 1+3 •• 

Sport 
Compact 

3 9 12 27 117 213 4 1+3 ••• 

Supercar 2 10 12 37 132 301 5 1+1 ••••• 

 

Sports Car 
A sports car is a small, usually two seat, two 

door automobile designed for spirited 
performance and nimble handling. Sports cars 
may be spartan or luxurious but high 
maneuverability and minimum weight are 
requisite. 

 

Sports Car (Armory) 
The standard for sports cars is two seats, two 

doors, a huge engine and minimalism in every 
other area. They’re built to go fast and look good 
while doing it. The price of this performance 
comes not only in dollars but also in practicality 
and, often, comfort. 

Examples: Chevrolet Corvette, Mercedes CLK 55 AMG, Porsche 911 
 

Muscle Car 
An American innovation from the 1960s, 

muscle cars trade a little performance for power, 
size and affordability. They’re loud, unrefined and 
capable of blistering acceleration. They also 
feature marginally more interior volume than 
sports cars, including cargo space that can hold 
more than an overnight bag. 

Examples: Dodge Charger, Ford Mustang, Pontiac GTO (aka Holden 
Monaro) 
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Sport Compact 
Japanese manufacturers brought "sport compacts" 

- compact cars with enhanced speed and handling - 
into vogue in the late 1980s with a succession of 
"nickel rockets." Today’s sport compacts range from 
petite roadsters to hulking sedans based on rally 
racecars. Sport compacts are the favored vehicles of 
street racers, whose ingenuity in installing performance parts is surpassed 
only by the extent to which the owners will add flamboyant decals, paint 
schemes and body accessories. 

Examples: Chevrolet Cobalt SS, Mitsubishi Lancer Evolution, Nissan 
Sentra SE-R Spec V, Subaru Impreza WRX 

 

Supercar 
The ultimate in street-legal performance is 

the supercar, a classification established by 
Italian automakers whose flagship products 
can outrun, outturn and out-price anything else 
on the road. Supercars are painfully exclusive, 
often limited to several hundred of any given model sold in an entire country, 
and are as inconspicuous as a punch in the face. They’re low-slung and don’t 
take well to non-paved surfaces: their penalties for off-roading are increased 
by an additional -1. 

Examples: Ferrari F40, Lamborghini Murciélago, McLaren F1, Porsche 
Carrera GT 

 

Light Trucks 
Drivers who expect to travel on dirt roads or across open wilderness find 

the low-slung suspensions of passenger cars to be inadequate. Light trucks 
offer an alternative: they’re capable of clearing obstacles that would leave a 
car stuck or worse, can haul a reasonable amount of cargo and are rugged 
enough to withstand daily abuse. 
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Pickup 
Truck, light 

3 14 17 15 88 154 1 1+2 •• 

Pickup 
Truck, 
heavy 

3 15 18 12 81 132 0 1+2 ••• 

Jeep 3 13 16 9 88 157 1 1+3 •• 

Off-Road 
SUV 

3 15 18 12 96 154 0 1+4 ••• 

Military 
Tactical 
Truck 

4 17 21 7 81 117 0 1+3 N/A 

SUV/Pick-
Up Truck 

3 15 18 13 103 169 0 N/A N/A 
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Pickup Truck, light 
Light pickups are intended for dual use on city 

streets and rural trails, and their designs range 
from no-frills utilitarianism to sporty and 
impractical ostentation. One can typically haul 
three-quarters of a ton of cargo or up to eight 
passengers in the bed of a light pickup. 

Examples: Ford Ranger, GMC Canyon, Toyota 
Tacoma 

 

Pickup Truck, heavy 
Larger, slower and more massive than lesser 

cousins, heavy pickups are built for hard work on a 
daily basis. A heavy pickup with a standard 
configuration can haul up to a ton and a half of 
cargo or 16 passengers, while "king cab" models 
sacrifice about 800 pounds of cargo capacity or 
four unsecured passengers for an extended passenger compartment with an 
additional two or three relatively comfortable seats. Many heavy pickups 
come with diesel engines and heavy-duty transmissions, allowing them to tow 
a trailer with five or more tons of additional cargo. 

Examples: Chevrolet Silverado, Ford F-150, Nissan Titan 
 

Jeep 
Jeeps are light, passenger-carrying, off-road 

vehicles, typically taller and less lengthy than light 
pickups. Jeeps are built strictly for utility, and 
some jeep models lack even rudimentary climate 
control or AM radios. Jeeps do, however, usually 
boast practical features such as roll cages, 
winches and mounting brackets for spare cans of 
fuel. The open or canvas tops of jeeps provide only minimal protection to their 
passengers when bullets start flying. 

Examples: Chevrolet Tracker, Jeep Wrangler, Land Rover Defender 
 

Off-Road SUV 
The sports-utility vehicle is the modern 

successor to the hard-topped jeep designs of the 
late 1980s. Most SUVs are woefully inadequate 
for rough duty, being designed for use by harried 
suburban parents, but some examples do retain 
the off-road capability of the truck designs on 
whose frames they’re built. Off-road SUVs are similar in general design to 
jeeps, being passenger haulers first and cargo vehicles second, but are 
longer and fully enclosed.  

Examples: Jeep Grand Cherokee, Land Rover Discovery, Nissan Xterra 
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Military Tactical Truck 
For military operations, off-road driving is the 

norm rather than the weekend exception. Armies 
require general-purpose cargo and passenger 
vehicles that are even more durable and capable 
than the most rugged civilian trucks. Most tactical 
trucks are diesel-powered, feature a medium-range 
radio as standard equipment and can mount a 
single machine gun on a swivel mount in the roof 
(though the gunner must partially expose himself to fire it, receiving only -2 
cover). Because tactical trucks aren’t built with civilian safety regulations in 
mind, these vehicles are not normally available for civilian purchase. 

Examples: AM General M998 HMMWV, ATL Pinzgauer, BAE Systems 
Panther, Land Rover Wolf 

 

SUV/Pick Up Truck 
A sport utility vehicle (SUV) is a vehicle 

similar to a station wagon or estate car, usually 
equipped with four-wheel drive for on- or off-
road ability. Some SUVs include the towing 
capacity of a pickup truck with the passenger-
carrying space of a minivan or large sedan. 

Since SUVs are considered light trucks in North America, and often share 
the same platform with pick-up trucks, at one time, they were regulated less 
strictly than passenger cars under the two laws in the United States, the 
Energy Policy and Conservation Act for fuel economy, and the Clean Air Act 
for emissions.[1] Starting in 2004, the United States Environmental Protection 
Agency (EPA) began to hold sport utility vehicles to the same tailpipe 
emissions standards as cars.[2] 

 

Vans 
Best described as boxes-on-wheels, vans are built for maximum cargo 

capacity and easy access. Almost all vans have double rear doors, and many 
vans have additional sliding or double doors on the passenger’s side. 
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Full-Size Van 3 16 19 8 81 132 -1 1+12 •• 

Minivan 3 15 18 12 95 154 0 1+7 •• 

Delivery Van 3 17 20 7 73 132 -1 1+1 ••• 

Recreational 
Vehicle (RV) 

3 18 21 9 81 117 -1 1+6 ••• 

Commuter 
SUV 

3 15 18 15 95 147 0 1+6 ••• 

Performance 
SUV 

3 15 18 24 110 242 3 1+4 ••••• 

SUV 
Limousine 

3 20 23 10 81 132 -1 1+17 •••• 
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Full-Size Van 
Capable of hauling up to a ton of cargo or 12 

passengers, vans are the ubiquitous service 
vehicles for all manner of businesses. Passenger 
models tend to have windows all around, while 
cargo designs typically only have windows in the 
rear doors, if even there - plumbing supplies don’t 
need to see out (and inquisitive passersby don’t 
need to see in). Vans with appropriate markings can remain parked for 
extended periods of time without arousing suspicion, which makes them ideal 
for surveillance operations and other covert goings-on. Full-size cargo vans 
can have diesel or gasoline engines, while passenger vans are almost 
exclusively gas-powered. 

Examples: Dodge Sprinter, Ford Econoline E-150, Nissan Primastar 
 

Minivan 
A compromise between van utility and 

automobile efficiency, minivans appeared in the 
mid-1980s. Most minivans are more streamlined 
in appearance than full-size vans and are built on 
front-wheel-drive car chassis. Minivans typically 
have more amenities than full-size passenger 
vans, as the minivans’ primary target market is 
large middle-class families. These vans’ second and third rows of seats are 
designed for easy removal, which allows conversion from passenger to cargo 
configurations in a few minutes. In Europe, minivans are called MPVs (Multi-
Purpose Vehicles). 

Examples: Dodge Caravan, Ford Windstar, Honda Odyssey, Renault 
Espace 

 

Delivery Van 
In much of the world, the most familiar 

delivery vans (or "step vans," for the need to 
step up into them) are UPS’ brown-liveried fleet. 
These vehicles are ubiquitous in any urban or 
suburban area, and unlikely to occasion 
comment even in more rural areas. Delivery 
vans are typically about 20 feet long; most of the 
length is given over to cargo space for just under 
two tons of packages. Inside a delivery van, wide shelves, canted slightly 
upward to keep parcels from sliding during turns, line both sides of a center 
aisle, which is open to the two seats in front. The roof of many newer models 
is translucent plastic for better interior visibility. Heating and cooling systems 
tend to be overbuilt to compensate for the drivers’ frequent needs to exit and 
re-enter the vehicle. Light rental trucks do not offer unrestricted access 
between the passenger and cargo areas, having only a yard-square sliding 
door (if any), and lack the shelves of delivery vans, but have identical Traits 
for game purposes.  

Examples: Freightliner MT-45, GMS Utilimaster, International FH1652 
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Recreational Vehicle (RV) 
RVs, also known as motor homes, 

are vehicles built as mobile living 
quarters. Small RVs are built on van 
frames, while larger RV models 
resemble small buses. Almost all 
designs have external attachment 
points for electricity, water and waste 
lines, allowing the occupants to stay in one place for an extended period 
without relying solely on the vehicle’s internal fuel and water resources. A 
typical motor home includes a tiny kitchenette, a restroom with a shower stall 
and a chemical toilet, a minimal entertainment system and sleeping 
accommodations for four to six people. Luxury models may add satellite 
broadcast reception, full bathrooms, saunas or the most decadent and 
extravagant furnishings. The Traits given are for the typical design used by 
well-to-do retirees: about 40 feet in length and the largest vehicles that don’t 
require a commercial driver’s license. A character with Resources •••• may 
own an RV as his primary residence, rather than a house or apartment. 

Examples: Fleetwood Expedition, Tiffin Phaeton, Winnebago Adventurer 
 

Commuter SUV 
Although many SUV owners would 

vehemently deny this classification of their 
prized status symbols, the truth is that a 
significant number of modern SUV designs 
have minimal off-road capability, sluggish 
handling and a large cargo volume with easy 
access. In other words, they’re vans. Commuter SUVs come equipped with 
all manner of creature comforts, from heated leather seats to DVD players.  

Examples: Chevrolet Equinox, Ford Escape, Nissan Murano, Toyota 
Highlander 

 

Performance SUV 
For most SUVs, "performance" means being 

able to take the kids to band camp. Some 
manufacturers eschew conventional wisdom, 
preferring to build SUVs that can hold their own 
against sports cars. Such behemoths are 
painfully overpriced, but are moderately 
successful blends of SUV utility and high-end automotive performance. For 
owners who intend to engage in activities best kept from the attention of the 
authorities, performance SUVs have the same advantages as performance 
mid-size cars: a nondescript appearance combined with superior speed and 
handling. Performance SUVs are also ideal for security conversions because 
the overbuilt engines compensate for the extra weight of ballistic protection. 

Examples: Mercedes AMG ML 55, Porsche Cayenne 
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SUV Limousine 
Conversion companies quickly seized 

on commuter SUVs as limousine 
platforms for their added internal 
volume. SUV limousines tend to be 
more ostentatious than regular limos, in 
addition to the greater length and bulk. 
Renting an SUV limo with a driver for the night costs ••. 

 

Motorcycles 
Two wheels, an engine, a fuel tank and enough metal tubing to hold 

everything together are essentially all that comprise a motorcycle. With a 
power-to-weight ratio to shame the finest sports cars, a motorcycle can 
dominate most ground chases, but its lack of structure is its Achilles’ heel.  

Mechanics: Keeping a motorcycle’s shiny side up and rubber side down 
can be a physically demanding effort, and accelerating and braking with hand 
controls is a foreign concept to the average driver. A character attempting to 
control a motorcycle without a Motorcycle Specialty in the Drive Skill suffers a 
-2 penalty. 

In addition, a motorcycle has no exterior surfaces: rider, passenger and 
any cargo are exposed to wind, rain and bullets, and suffer equal damage 
whenever the bike itself takes damage from a collision or other wide-effect 
source. Attacks, however, must be targeted at the bike or one of its 
occupants - shooting a motorcycle does not automatically damage the rider 
as well. 
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Motorcycle 2 7 9 22 132 235 4-5 N/A N/A 

Street Bike 2 7 9 20 88 183 5 1+1 •• 

Dirt Bike 2 5 7 18 51 81 4 1+1 • 

Cruiser 2 7 9 22 103 176 4 1+1 •• 

Cruiser w/ 
Sidecar 

2 11 15 17 77 132 2 1+2 ••• 

Sport Bike 1 6 7 44 117 279 5 1+1 ••• 

Sport Bike 
w/ Sidecar 

2 10 13 33 88 209 3 1+2 •••• 

 

Motorcycle 
A motorcycle (also called a motorbike, bike, 

moto or cycle) is a two or three wheeled motor 
vehicle. Motorcycles vary considerably depending 
on the task they are designed for, such as long 
distance travel, navigating congested urban 
traffic, cruising, sport and racing, or off-road 
conditions. 

Motorcycles are one of the most affordable forms of motorized transport in 
many parts of the world and, for most of the world's population, they are also 
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the most common type of motor vehicle. There are around 200 million 
motorcycles (including mopeds, motor scooters, motorized bicycles, and 
other powered two and three-wheelers) in use worldwide, or about 33 
motorcycles per 1000 people. This compares to around 590 million cars, or 
about 91 per 1000 people. 

Most of the motorcycles, 58%, are in the developing countries of Asia – 
Southern and Eastern Asia, and the Asia Pacific countries, excluding Japan – 
while 33% of the cars (195 million) are concentrated in the United States and 
Japan. In 2006, China had 54 million motorcycles in use and an annual 
production of 22 million units. As of 2002, India, with an estimated 37 million 
motorcycles/mopeds, was home to the largest number of motorized two 
wheelers in the world. China came a close second with 34 million 
motorcycles/mopeds. 

 

Street Bike 
A bare-bones motorcycle has few options and 

minimal fairings or streamlining. Most of the street 
bike’s components are exposed, and it’s designed 
for functionality over fashion. 

Examples: Agusta Brutale S, Honda RVF400, 
Yamaha XJ600 

 

Dirt Bike 
Built for off-road travel, a dirt bike features a 

higher and heavier suspension, knobby tires and 
a relatively small engine. Rural residents use 
these bikes for both recreation and utility, and 
motocross racers have built an entire sport 
around dirt bikes. 

Examples: Kawasaki KLX110, Yamaha YZ-
250 

 

Cruiser 
Cruisers, or "touring bikes," are intended for 

long-distance travel at highway speeds. 
Therefore, cruisers are more comfortable than 
other motorcycles, usually having some support 
for the rider’s back in an upright position. Some 
cruisers come equipped with intercom systems, 
allowing driver and passenger to use helmet-
mounted microphones to converse audibly over 80-mile-per-hour wind noise. 
Most cruisers also have locking, hard-sided cargo containers on either side of 
the rear tire, each one capable of holding about a cubic foot of material. 
Motorcycles favored by bike clubs and gangs, known as "choppers" after their 
construction from pieces of different chopped-up motorcycles, also fall into 
the cruiser performance category, though they’re not as refined or 
respectable. 

Examples: BMW R100RS, Harley-Davidson Electra-Glide, Honda Gold 
Wing, Yamaha Wildstar 
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Sidecar 
A sidecar is a single-wheeled pod that 

attaches to the side of a street bike or 
cruiser. A motorcycle with a sidecar has its 
Acceleration, Safe Speed and Maximum 
Speed reduced by 1/4th each and its 
Handling reduced by 2, but the sidecar adds 
space for another passenger or an 
equivalent volume and weight of cargo. 

Traits: Durability 2, Size 4, Structure 6, Occupant 1 passenger, Cost •. 
 

Sport Bike 
In many cases, the only differences between 

street-legal sport bikes and competition racing 
bikes are the exhaust system and 
instrumentation. Sport bikes are also referred to 
as "crotch rockets" for their blistering 
acceleration: in the hands of a proficient rider, a 
sport bike can out-accelerate anything short of a 
jet aircraft and keep pace with a supercar. Sport bikes feature lightweight 
plastic fairings to reduce wind resistance and require their riders to maintain 
uncomfortable hunched-over positions. Whenever a character rides a sport 
bike for more continuous hours than half his Stamina, he suffers a -1 penalty 
to all other physical actions until he spends at least 10 minutes stretching out.  

Examples: Ducati 999R, Kawasaki Ninja ZX-10, Suzuki GSX-1300R 
Hayabusa, Yamaha YZF-R1 

 

Personal Vehicles 
The simplest ground vehicles are unpowered, consisting solely of wheels 

and a body. This ground vehicle relies on the rider’s own physique to provide 
motive power, but are more efficient than just running across town or away 
from a threat. 

Mechanics: A muscle-powered ground vehicle has an Acceleration equal to 
the rider’s Strength. To determine the ground vehicle’s Safe Speed and 
Maximum Speed, add character’s own Speed to the values given in the 
appropriate columns of the vehicle table. A character can only maintain 
speeds above Safe Speed for a number of minutes equal to twice her 
Stamina + Resolve; after this, each minute (or fraction thereof) of high-speed 
pedaling or pushing inflicts one level of bashing damage. A character who 
isn’t pushing herself can maintain Safe Speed for a number of hours equal to 
her Stamina + Resolve, after which she must rest for half that length of time. 
All maneuvers with such vehicles use Athletics rather than Drive. 
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Street Bike 2 3 5 * +5 +15 3 1 • 

Mountain 
Bike 

3 3 6 * +4 +12 2 1 • 

Skateboard 2 2 4 * +3 +8 4 1 • 

 

Street Bike 
A typical bicycle is little more than a tubular 

frame, a crank with attached pedals and a pair of 
wheels. 

 
 
 
 

Mountain Bike 
Bikes intended for off-road use are heavier than 

their traditional counterparts. Mountain bikes are 
common even in urban settings, as they’re better 
able to withstand casual city hazards like curbs 
and stairs. Some police departments assign patrol 
officers to bike duty in business or college 
districts. 

 

Skateboard 
As the name implies, a skateboard is little more 

than a flat board with wheels attached. A scooter 
has steerable front wheels and is identical for 
game purposes. 

 

Commercial Vehicles 
Commercial vehicles are the backbone of mass cargo and passenger 

transportation across the industrialized world. In most countries, operators of 
commercial vehicles over a certain length must have specialized operators’ 
licenses due to the exceptional mass and size of these vehicles compared to 
ordinary passenger cars. Almost all commercial vehicles have diesel engines 
and manual transmissions. 

Commercial vehicles are built to a scale that most drivers don’t really 
consider, even when they’re passing convoys on the highway. The largest 
commercial vehicles weigh 40 tons or more and require hundreds of feet to 
come to a full stop from cruising speed. They carry enough fuel to cross 
countries without refueling, and the nature of their work requires sufficiently 
robust construction that they can shrug off collisions and other damage that 
would turn the average car into an unrecognizable wreck.  

Mechanics: Driving a commercial vehicle requires a different set of reflexes 
and a bit more expertise than operating the average commuter car. A 
character attempting to control one of the following vehicles without a 
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Commercial Vehicles or similar Specialty in the Drive Skill suffers a -2 
penalty. 
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18 Wheeler (Rig 
only) 

3 18 21 13 103 169 0 N/A N/A 

Bus 3 21 24 10 88 147 -2 N/A N/A 

Truck, medium 3 20 23 10 81 110 -1 1+2 ••• 

Truck, armored 7 17 24 13 88 125 -1 1+4* ••••* 

Semi-Tractor 3 18 21 9 102 139 -1 1+2 •••• 

Semitrailer 3 21 24 - - - - - •• 

Tractor-Trailer Rig * 25 * 6 102 132 -3 * * 

Transit Bus 3 21 24 9 66 95 -2 1+45 ••• 

Tour Bus 3 24 27 7 95 125 -2 1+56 •••• 

 

Bus 
A bus is a road vehicle designed to carry 

passengers. Buses can have a capacity as high as 
300 passengers. The most common type of bus is 
the single-decker rigid bus, with larger loads 
carried by double-decker buses and articulated 
buses, and smaller loads carried by midibuses and 
minibuses; coaches are used for longer distance 
services. Bus manufacturing is increasingly 
globalized, with the same design appearing around the world. 

Buses may be used for scheduled bus transport, scheduled coach 
transport, school transport, private hire, tourism; promotional buses may be 
used for political campaigns and others are privately operated for a wide 
range of purposes. 

 

Medium Truck 
Medium trucks are mostly used for local cargo-

hauling and utility work, though some medium 
trucks see highway use for long-distance 
transport of relatively small cargoes. Medium 
trucks typically weigh five to 15 tons and have six 
to ten wheels. These vehicles come in a 
bewildering array of configurations, including 
flatbeds, cargo boxes, liquid bulk tankers and refrigerated cargo boxes. Bare-
bones truck chassis are also available for customization with specialized 
equipment such as cement mixing drums or articulated bucket arms for utility 
repair. Medium trucks intended for construction work are built for off-road 
duty. 

Examples: Freightliner Business Class M2 series, International 4000 
series, Isuzu F-series, Mercedes-Benz Atego, Mitsubishi Fuso FM 
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Armored Truck 
Armored trucks (also referred to as "armored 

cars" despite their size and mass) are built to 
haul large amounts of cash or other valuables 
in relative safety. Originally a response to the 
gang violence of 1920s America, armored 
trucks have since become valued tools of 
banks and diamond merchants the world over. A standard armored truck is 
built on a medium truck frame, engine and transmission. The body is custom-
fabricated around layers of steel and composite armor, and every window is a 
bullet-resistant sandwich. Other standard options include run-flat tires, a fire 
extinguishing system and explosion-resistant fuel tank and a radio for 
communication with a dispatch office or police. The cab and cargo 
compartment of the vehicle are completely separated, with two passenger 
seats in each. Gun ports in the doors and the sides of the cargo area allow 
occupants to fire out with a -2 penalty while completely concealed and 
protected. Most armored truck manufacturers will sell only to established 
security or courier firms to avoid liability for criminal misuse of their vehicles. 

 

Semi-Tractor 
A semi-tractor is built to pull one or more 

attached semitrailers (below). A semi-tractor is 
built around a massive diesel engine and large-
capacity fuel tanks that give the vehicle a range 
of at least 800 miles. Tractors come in two main 
configurations. Long-nose designs, which place 
the engine in front of the driver, are more 
common in North America. In Europe and Asia, 
the norm is the cab-over design, which puts the 
cabin on top of the engine. Cab-overs are shorter and easier to maneuver, 
but the entire cab must be hinged to allow access to the engine compartment. 
A two-way radio is standard, and many newer designs have GPS navigation 
systems and locator beacons to allow corporate dispatchers to track the semi 
tractors more efficiently. Tractors intended for highway use often have 
sleeper compartments, which are effectively miniature apartments: a bed, 
small appliances designed to run off the vehicle’s power supply and storage 
space for food, clothing and other travel necessities. Any windows are small 
and can be completely sealed against light for drivers who travel at night and 
sleep during the day. Umbilical hoses from the back of the tractor are 
designed to hook into matching connectors on a trailer to provide power for 
lights and pressurized air for brakes. 

Examples: Kenworth T2000, Mack Vision, Mercedes-Benz Actros, Peterbilt 
378, Volvo FH16 

 

Semitrailer 
A semitrailer is designed to attach to the back of 

a semi-tractor. A semitrailer is little more than a 
steel frame with two or three axles at one end, a 
hitch at the opposite end and some type of cargo 
container on top. Most semitrailers are about three 
and a half feet off the ground - just barely enough 
for some exceptionally low-slung supercars to 
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drive under. The most common arrangement is the cargo van trailer: a simple 
metal box 45 to 53 feet long, eight feet wide and nine feet tall, with a 
translucent fiberglass roof (for better lighting when loading and unloading 
cargo) and double doors that can only be opened from outside. A tank trailer 
has multiple compartments and internal buffers to keep its 7,000 gallons of 
cargo from sloshing and shifting the trailer’s weight distribution in turns. A 
flatbed trailer features further reinforcement to handle industrial loads of up to 
35 tons. A refrigerated box trailer is insulated and has its own refrigeration 
unit, powered by a diesel generator with a separate fuel tank good for three to 
five days of continual operation. In addition, many specialized designs exist, 
tailored for the transport of specific cargoes. While semi tractors use 
conventional mechanical or hydraulic brakes, trailers have brakes operated 
by compressed air. Under normal circumstances, air pressure keeps the 
brakes open. If a trailer loses air pressure, its brakes lock up, inflicting a -2 
penalty to all maneuvers (except stopping) and immediately requiring the 
driver of the tractor to make a roll to avoid a wreck - but this is better than 
waiting until the middle of a long downhill run to discover the lack of brakes. 

 

Tractor-Trailer Rig 
A connected semi-tractor and 

semitrailer has markedly different 
performance characteristics than a tractor 
running alone (a "bobtail," in trucker 
parlance). The articulated joint connecting 
the two makes for tricky handling when 
turning or backing up. In a panic stop, if 
the trailer decelerates more rapidly than 
the tractor, the trailer can swing to one side on this joint, a condition known as 
jackknifing. In combat, a tractor-trailer rig’s component vehicles are targeted 
separately. 

 

Transit Bus 
A transit bus is designed to move 

people around a city as efficiently as 
possible. As the bus is not intended 
to often go faster than about 40 
miles an hour, it lacks even the 
most basic safety features such as 
seat belts or padded seats. Overhead grab bars allow additional passengers 
to stand in the center aisle. School buses have identical mechanical Traits. 

Examples: Blue Bird Xcel 102, International RE 200, Neoplan Centroliner, 
Wrightbus Solar 

 

Tour Bus 
A tour bus is ostensibly built for some degree 

of comfort, as passengers can expect to spend 
eight or more hours at a stretch in it. Standard 
features include reclining seats and a restroom 
with a chemical toilet. A cargo compartment 
runs most of the length of the vehicle under the 
passenger cabin, with locking roll-up doors 
providing easy access to luggage. Tour buses 
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converted for actual living arrangements, such as those used by rock groups 
and touring politicians, sacrifice about half their seating for four to eight 
narrow bunk beds and a kitchenette. A character with Resources ••••• may 
own such a tour bus as her primary residence, rather than a house or 
apartment. 

Examples: Motor Coach Industries J4500, Prevost XL II, Van Hool T2100, 
Volvo 9900 

 

Construction Vehicles 
Yellow diesel-powered machinery is a familiar sight around the world as 

construction engineers go through the routine of erecting buildings and 
widening roads. Few observers stop to consider that what’s good for 
construction is also good for destruction. Stories of heavy machinery gone 
bad permeate urban legend, and characters who discover a hive full of 
slumbering horrors may seek a solution that’s easier to obtain than 
explosives. 

Mechanics: Construction equipment’s controls are laid out differently, even 
counter-intuitively, from those of commercial and consumer vehicles. A 
character who attempts to maneuver any of the following heavy machinery 
without a Construction Equipment or equivalent Drive Specialty suffers a -3 
penalty to all Drive rolls. Using any special equipment mounted on such a 
vehicle, such as an excavator’s bucket arm, requires a Dexterity + Crafts roll, 
again with a -3 penalty if the operator lacks an appropriate Crafts or Drive 
specialty. 
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Excavator 4 18 22 2 4 7 -5 1 ••••• 

Bulldozer 5 20 25 3 7 13 -4 1 ••••• 

Steamroller 5 19 24 2 6 12 -4 1 •••• 

Forklift 3 9 12 4 7 16 -2 1 •• 

 

Excavator 
Commonly known as a "backhoe," an excavator is 

little more than a set of tracks on top of which swivel 
a diesel engine, a cab for an operator and a large 
hydraulic arm ending in a bucket. The typical heavy 
excavator can reach any patch of ground within 15 
yards of itself and can dig to 10 yards below its own 
level. Each bucketful is about five cubic yards, or 
roughly a single grave. Scooping out or emptying a bucketful requires one full 
round. An excavator arm isn’t particularly swift, but a skilled operator can 
attempt to use it as a giant crushing implement. Such an attack is a standard 
operation roll as described above, suffering a penalty equal to twice the target 
character’s Defense. The attack benefits from the "8 again" rule, has the 
Armor Piercing 4 effect and inflicts bashing damage. 

Examples: Caterpillar 345B, Hitachi EX700, John Deere 690E 
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Bulldozer 
Few obstacles exist that a four-yard-wide steel 

blade backed by 50 tons of diesel engine and 
treads can’t overcome. A bulldozer is the ultimate 
in mobile brute force, capable of uprooting trees 
or flattening buildings. The operator can raise the 
blade to about a yard off the ground, which 
protects him and most of the vehicle from attacks 
coming from the front but completely blocks his forward view of anything 
closer than 10 yards. The process of raising or lowering the blade takes a 
single round and requires a standard operation roll. The Traits given below 
are for the bulldozer’s body; the blade is considered a separate object with 
Durability 10, Size 10 and Structure 20. As long as the blade is intact, it adds 
four dice to the damage the bulldozer inflicts in a forward collision. A 
bulldozer also comes with a rear-mounted winch whose motor and steel 
cable can pull up to the vehicle’s own weight. A character struck by a 
bulldozer suffers a -2 penalty to her attempt to avoid the Knockdown effect. 

Examples: Case 1850K, Caterpillar D9T, Holland DC85 
 

Steamroller 
A steamroller has even less subtlety than a 

bulldozer, being a support mechanism for an eight-foot-
wide, 15-ton rolling drum. A steamroller has no special 
equipment, and thus the most likely way for a character 
to run afoul of a steamroller is to fail to run away from it 
in time. A character struck by a steam-roller suffers a -
2 penalty on her attempt to avoid the Knockdown 
effect. If she fails and the driver continues moving forward during the next 
round, roll the amount by which the steamroller’s Size exceeds the victim’s as 
a dice pool to determine additional lethal damage against which armor does 
not protect. The damage is bashing if the character is prone on a soft or 
semi-liquid surface that can deform to accommodate her body, such as mud 
or hot asphalt. 

Examples: Caterpillar CP-433E, Komatsu PC4000, Terex SP2006 
 

Forklift 
Small forklifts are common sights in factories and 

warehouses everywhere, leaving the unique aroma 
of their propane-burning engines behind them as 
their drivers scuttle around on pallet-moving errands. 
Forklifts are exceptions to the rules regarding the 
operation of construction equipment and rely on a 
standard Dexterity + Drive roll; forklifts are just in this 
category for ease of classification. A typical warehouse forklift can lift up to 
five tons to a height of five yards, but most characters will be more concerned 
with impaling someone on the forklift’s pair of two-yard steel tines. Such an 
attack is resolved like any other intentional collision with an additional -2 
penalty. If the attack succeeds, the subsequent damage roll has the Armor 
Piercing 3 effect. If a character suffers damage equal to or greater to his 
Stamina, he’s impaled and must succeed in a Strength + Resolve roll to pull 
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himself free, suffering a penalty equal to the amount of damage the initial 
attack inflicted. 

Examples: Hyster H130, Palfinger CR50, Toyota 7FBMF 
 

Armored Vehicles 
Some military vehicles are simply upgraded or modified cousins of ordinary 

civilian transport, such as the ubiquitous medium trucks that haul soldiers, 
beans and bullets, while other military vehicles are more specialized designs 
built expressly for combat and mounting weapons vastly more powerful than 
those available to even the best-connected private citizen. Standard 
equipment on an armored vehicle includes a fire extinguisher system, an 
overpressure system to seal the interior against nuclear, biological, and 
chemical hazards, night vision systems, encrypted radios and smoke 
generators. 

Armored vehicles are not available for civilian purchase in their original 
armed forms. Collectors may be able to acquire obsolete demilitarized 
models that have had their weapons and classified electronic systems 
removed or permanently disabled (Cost •••••), but such purchases are subject 
to careful scrutiny during the import process, lest an armored personnel 
carrier wind up in the hands of a drug cartel. 

Mechanics: Using an armored vehicle requires not only specialized training 
to handle the controls, but the confidence and situational awareness to drive 
while seeing the world through only a set of dirt-smeared armored prisms. A 
character who attempts to maneuver any of the following vehicles without an 
Armor Specialty in the Drive Skill suffers a -3 penalty to all rolls. 

Normally, an armored vehicle completely encloses its crew, and opponents 
may not make called shots against them. However, this same enclosure 
forces the crew to rely on vision blocks (the aforementioned armored prisms) 
and electronic systems to see out. This inflicts a -2 penalty on all tasks that 
require vision (except attacks with the cannon of an infantry fighting vehicle or 
tank, whose targeting systems remove the penalty). A character who opens 
his hatch and sticks his head out to see - not uncommon among drivers, for 
instance - can be targeted with head shots at the standard -3 penalty. A 
character who sticks his upper body out of the hatch to use a top-mounted 
machine gun or perform other tasks receives the standard benefit of -2 cover. 

All armored vehicles mount their heaviest armor, or glacis plate, in the 
front. Against an attack or damaging effect striking its front, an armored 
vehicle’s Durability is doubled. 
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APC 10 19 29 7 51 73 -2 2+11 N/A 

IFV 12 18 30 6 44 66 -3 3+6 N/A 

Main Battle 
Tank 

26 20 46 4 44 88 -4 4 N/A 
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Armored Personnel Carrier (APC) 
The "lightest" armored vehicles, relatively 

speaking, are armored personnel carriers 
(APCs). As the name implies, an APC is 
designed to carry and protect troops, effectively 
serving as a "battle taxi." The average APC is a 
lozenge-shaped armored hull slung on four pairs 
of huge bullet-resistant tires. An APC carries a driver, a commander who 
doubles as a gunner for a turreted heavy machine gun and a squad of 
infantrymen and their possessions. Access is through a pair of top-mounted 
hatches or a rear door that hinges down into a ramp. Most APCs are at least 
nominally amphibious, able to awkwardly swim through calm water at a few 
miles per hour. 

Examples: Arzamas BTR-80, General Dynamics M1126 Stryker, Mowag 
Piranha III, Oto Melara Puma 

 

Infantry Fighting Vehicle (IFV) 
The bigger, nastier cousin of the APC is the infantry 

fighting vehicle (IFV), a tracked armored vehicle. In 
addition to filling the same basic role of infantry 
transport, an IFV also carries heavier weapons that 
can support its dismounted troops. Typically, an IFV 
has a three-man crew. The driver rides alone in a 
compartment in the vehicle’s nose, while the 
commander and gunner occupy the small turret, along 
with a light automatic cannon and an anti-tank guided 
missile launcher. The gunner operates these weapon systems while the 
commander coordinates his crew’s activities or uses the medium machine 
gun mounted atop the turret. Each crewman has his own top-mounted hatch, 
while the passengers have a rear ramp. 

Examples: BAE Systems Warrior, Rheinmetall Marder, Kurganmashzavod 
BMP-3, United Defense M2 Bradley 

 

Main Battle Tank 
A main battle tank is the most deadly predator 

on the modern battlefield. Built around a 120mm 
cannon that can pierce over three feet of armor 
plate and capable of moving faster than 50 miles 
per hour over any solid terrain, a tank’s sole 
purpose is to kill anything it can catch - and it does this exceedingly well. The 
tank’s armor is thick enough to shrug off most casual hazards, and even a 
direct hit from another tank’s main gun. A tank has a four-man crew: a driver, 
a gunner, a loader to feed 60-pound shells into the cannon and a commander 
to coordinate the activities of the other three. The driver sits alone in his 
compartment in the tank’s hull, while the other three crewmen occupy the 
turret. Each crewman has his own hatch atop his position. In addition to the 
main gun, a medium machine gun and a heavy machine gun are mounted at 
the loader’s and commander’s hatches, respectively, and another medium 
machine gun is mounted alongside the cannon. 

Examples: General Dynamics M1A2 Abrams, KBTM T-80, Krauss-Maffei 
Leopard, OMC Engineering Olifant 
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Small Boats 
The smallest watercraft are those just big enough for one to three people. 

Most of these watercraft aren’t motorized, instead relying on the occupant’s 
muscle power for propulsion.  

Mechanics: A muscle-powered boat isn’t as efficient as a muscle-powered 
ground vehicle. Such a craft has an Acceleration equal to the rower’s 
Strength, a Safe Speed equal to her Strength + Stamina and a Maximum 
Speed equal to her Strength + Stamina + 10. For every 100 pounds of 
passenger or cargo that the vessel carries, reduce each of these values by 1, 
to respective minimum values of 1, 1 and 2. A rower can only maintain 
speeds above Safe Speed for a number of minutes equal to her Stamina + 
Resolve; after this, each minute (or fraction thereof) of high-speed rowing 
inflicts one level of bashing damage. A rower who isn’t pushing herself can 
maintain Safe Speed for a number of hours equal to her Stamina, after which 
she must rest for half that length of time. 
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Canoe 1 7 8 * * * 0 3 • 

Kayak 1 6 7 * * * 1 1 • 

Personal 
Watercraft 

2 6 8 22 44 88 4 1+1 • 

Inflatable 
Boat 

1 8 10 9 22 44 2 1+7 • 

 

Canoe 
Some of the earliest boats were canoes 

simply made from hollowed-out tree trunks. 
Modern canoes are made of lightweight 
laminated wood, fiberglass or aluminum. A 
typical canoe can seat up to five people, 
though only a single occupant must paddle. 
For each additional rower, add 1 to the Strength of the primary rower for 
determining Safe Speed and Maximum Speed, and don’t count that rower’s 
weight when determining penalties (see above). Canoes are difficult to keep 
stable; all attacks made from a canoe suffer a -1 penalty. Canoes are muscle-
powered craft and use Athletics instead of Drive for all maneuver rolls. 

 

Kayak 
A kayak is effectively a closed canoe with 

one or two openings in which occupants sit. 
The enclosed design of a kayak makes it less 
likely to fill with water if capsized, which makes 
the kayak ideal for use in swiftly moving and 
turbulent water. Kayaks are muscle-powered 
craft and use Athletics instead of Drive for all 
maneuver rolls. 
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Personal Watercraft 
Also known as a "Jet Ski" after the 

Kawasaki trademarked design, a personal 
watercraft is a motorcycle-like water vehicle 
that uses a gasoline engine to drive a water 
jet: an enclosed propeller or high-speed 
water pump that accelerates water for 
propulsion like a jet turbine engine. The result is a light, swift and loud 
recreational vehicle that a capable driver can make outperform anything else 
on the water. Most personal watercraft have dead-man switches that shut 
down their forward thrust if the riders fall off, bringing the Jet Skis to a halt 
within easy swimming distance. Personal watercraft are the same as 
motorcycles for purposes of collision damage and ranged attacks targeting 
their riders. 

 

Inflatable Boat 
The basic design of an inflatable boat (or 

"Zodiac" after the best-known manufacturer) 
is little more than a set of inflatable tubes 
attached to a canvas or aluminum floor. 
When packed for travel, the tubes roll up to 
make a flat and compact package. Uses for 
inflatable boats include sport fishing, water 
taxi service, rescue and lifesaving and 
military small unit transport. An inflatable boat comes with four paddles for 
muscle power, but can also be fitted with an outboard motor (reflected in its 
Traits). 

 

Motorboats 
Generally speaking, a motorboat is anything larger than a personal 

watercraft and smaller than a ship that uses an internal combustion engine 
for propulsion. Most motorboats receive their forward thrust from propellers. 
High-performance speedboats instead use larger versions of the water jets 
found in personal watercraft. Motorboats with outboard propulsion have their 
engines, transmissions and propellers mounted outside the hull, usually 
pivoting as a single piece for steering, while those motorboats with their 
engines mounted within the hull are inboards. Motorboats cover a wide range 
of sizes and designs, including the following: 
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Fishing Boat 2 9 11 4 7 22 2 1+3 • 

Powerboat 3 14 17 7 37 66 3 1+5 ••• 

Racing Boat 2 18 20 17 73 198 4 3+2 •••• 

Houseboat 3 23 26 2 15 44 -1 1+7 ••• 
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Fishing Boat 
Little more than a small metal or fiberglass hull 

with an outboard motor attached, a fishing boat is 
intended for recreational use on smooth lakes 
and rivers. Those boats actually used for fishing, 
as opposed to casual recreation, have a 
secondary battery-powered electric motor for low-
speed maneuvering (no faster than Speed 5) that 
won’t scare away fish with noise. 

 

Powerboat 
A powerboat features an engine comparable in 

overall power to that of a mid-size car. These 
vessels are primarily sold for recreational purposes, 
though harbor police and other waterborne 
emergency services use powerboats for patrol and 
lifesaving duties. Powerboats are built to be as 
comfortable as cars and usually have comparable 
amenities. Many are outfitted as ski boats, with a metal frame in the rear to 
which a tow rope is attached for a waterskier. 

 

Racing Boat 
Often referred to as "cigarette boats," for 

the name of the most famous design, 
racing boats are sleek, narrow 40- to 50-
foot boats with excessively powerful 
engines. In addition to appealing to 
sportsmen, racing boats are also popular with smugglers due to the boats’ 
ability to outrun anything law enforcement can bring to bear against them, 
short of a helicopter. Racing boats are built to operate with a three-person 
crew: one to steer, one to baby the engines and one to navigate. 

 

Houseboat 
As their name suggests, houseboats are 

effectively floating residences, with all the 
comforts of a modern large apartment or 
small house. Some house-boats are built on 
single hulls, but most float on pairs or quartets of cylindrical pontoons. Many 
houseboats have no motors, relying on chartered towboats to move them 
from one mooring to another; the Traits given assume a motorized version. 
Even self-propelled designs are not meant for more than the most 
rudimentary of travel and handle poorly in any but the smoothest of seas. A 
character with Resources ••• may own a houseboat and rent mooring space 
in a marina as his primary residence. 
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Sailboats 
Wind is the oldest form of vehicle propulsion aside from raw muscle power. 

Sailboats rely on a combination of modern engineering and millennia-old 
seamanship techniques to exploit this natural power source. 

Mechanics: A sailboat’s speed is limited by the amount of available wind. A 
sailboat’s Maximum Speed is equal to the current wind speed, and its Safe 
Speed is equal to three quarters this amount. All maneuvers with a sailboat 
rely on the pilot’s understanding of wind, waves and ropes, and the Survival 
Skill replaces the Drive Skill for this purpose. 

A sailboat’s sails have Durability 0 and Size equal to the sailboat’s own 
Size. An attacker can target the sails at no penalty, but most weapons pass 
through after inflicting only cosmetic damage. An attack that covers a wide 
surface area or inflicts persistent damage, such as a spray of acid or a 
stream of burning napalm, damages sails normally. 

Attacking a sailboat’s mast is possible, but more difficult. A mast has 
Durability 2 and Size equal to the vessel’s Size -2, and ranged attacks 
against the mast suffer a -3 penalty due to its narrow profile. 
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Day Sailer 1 8 9 * * * 0 1+2 • 

Yacht 2 20 22 * * * 1 1+5 •••• 

Racing Yacht 3 25 28 * * * 2 6+6 ••••• 

 

Day Sailer 
The smallest sailboats are open-topped hulls with 

minimal amenities and little-to-no special 
equipment. In essence, day sailers are rowboats 
with masts and sails. As the name suggests, day 
sailers are intended only for short daylight travel, as 
they are not equipped with navigation lights or 
instruments. Day sailers’ hulls are made of wood or 
fiberglass. 

 

Yacht 
The primary differences between a sailing 

yacht and a day sailer are the former’s living 
quarters and greater size. A yacht is large 
enough to support a separate enclosed area 
within its hull, which features a small kitchen 
("galley" in nautical parlance), bathroom ("head") 
and living quarters for two to four people. Above 
the deck, most usable space is taken up by the 
necessities of sailing, and characters receive only -1 cover. Many yachts 
have a secondary diesel engine for maneuvering in tight quarters or windless 
conditions. When this engine is in use, the vessel has Acceleration 2 (3 
mph/turn), Safe Speed 15 (10 mph), Maximum Speed 29 (20 mph) and 
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Handling 0. A character with Resources •••• may own a yacht as her primary 
residence. Luxury yachts also feature electronic suites that include long-
distance marine radios and navigational radar. 

 

Racing Yacht 
These vessels are built for speed and extended 

voyages. Many competitive events last days, with the 
longest transoceanic races stretching to weeks. Up to six 
characters can sail a racing yacht, per the "Backseat 
Driving" sidebar below. With fewer than three characters 
helping, maneuvers with a racing yacht suffer a -4 penalty. 
A racing yacht carries quarters for up to a dozen 
occupants and has a marine radio and navigational radar 
as standard equipment. Luxury models upgrade the 
communication suite to satellite radio. A character with 
Resources ••••• may own a racing yacht as his primary 
residence. 

 

Light Aircraft 
Light aircraft range in size from single-seat kit airplanes built in their 

owners’ garages to small twin-engine "puddle jumpers" used to haul 
commuters between nearby cities. A light aircraft is the first airplane that any 
aspiring pilot learns to handle. Standard equipment on all light aircraft 
includes one radio for general aviation communication, basic navigation 
instruments, a fire extinguisher and first aid kit. Most light aircraft do not have 
the advanced navigation electronics (called avionics) necessary for flying on 
instrument guidance alone or flight data and cockpit voice recorders. The 
cabins of light aircraft are not pressurized, which gives them an effective 
ceiling (maximum altitude) of about 8,000 feet above sea level. The aircraft 
themselves are capable of flying higher, but, without individual oxygen 
supplies, their pilots and passengers aren’t. 

Most light aircraft are fitted with piston engines that turn propellers. Some 
larger light aircraft, typically twin-engine transports, are turboprop designs, in 
which turbine engines turn propellers rather than providing direct thrust as jet 
turbines would. 
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Single-Engine 2 18 20 9 176 213 0 1+3 ••• 

Twin-Engine 2 21 23 18 367 499 0 2+14 •••• 

Stunt Plane 3 15 18 15 205 264 2 1+1 ••• 

Glider 1 15 16 16 161 257 2 1+1 ••• 
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Single-Engine 
Hundreds of thousands of private citizens around 

the world own single-engine airplanes as business 
vehicles or weekend toys. Such an aircraft is 
roughly equal in internal volume to a full-size van, 
but much more limited in the weight that can be 
hauled: only about 300 pounds of cargo plus the 
airplane’s occupants.  

Examples: Aero Boero AB-series, Cessna 150, 
Piper PA-20 

 

Twin-Engine 
Larger, faster and capable of hauling 

heavier loads than the single-engine cousins, 
twin-engine designs are the aircraft of choice 
for commuter airlines and small air cargo 
businesses. Most models come equipped 
with a second radio, which is always tuned to 
the international aviation emergency 
frequency, and a few are equipped for instrument flight. Some designs can be 
fitted with floats or skis for water or ice landings, making them popular for 
service and research work in remote wilderness areas. In addition to the crew 
and passengers, a twin-engine airplane can haul a half-ton of cargo. 

Examples: Beechcraft King Air B200, Cessna 404 Titan, De Havilland 
Canada DHC-6 Twin Otter 

 

Stunt Plane 
Designed for flashy and stressful aerobatic 

maneuvers, stunt planes are single-engine 
aircraft, often biplanes (with two sets of 
wings, one above the other). Stunt planes 
feature powerful engines, rugged 
construction and minimal amenities. Some 
stunt planes even have open cockpits instead of enclosed cabins. Popular 
options include smoke generators for skywriting, equipment for towing 
advertising banners and struts and braces for brave or foolhardy showmen to 
walk on the upper surface of the wing during flight. Cargo space is 
nonexistent, and parachutes are at the top of the list of recommended safety 
equipment.  

Examples: Aermacchi F-260, American Bellanca, Pitts S2B, Stearman 
Biplane 

 

Glider 
As the name suggests, a glider has no engine. A 

glider must be towed aloft by another airplane, after 
which the glider’s pilot releases the tow cable and 
flies free. Gliders have long, spindly wings, which 
enable a skilled pilot to stay in the air for several 
hours with good weather conditions. On occasion, 
gliders find use in providing one-way transportation at the beginning or end of 
covert operations: the gliders’ composite construction makes them virtually 
invisible on radar, and their lack of engines means no thermal signature or 
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noise to betray their passage. Cargo space is limited to what the pilot and 
passenger can carry, though.  

Examples: DG Flugzeugbau LS 10, Schempp-Hirth Nimbus 4D, Schleicher 
ASH 25 

 

Commercial Aircraft 
The vehicles of commercial aviation are too expensive and complex for 

anyone short of a multi-billionaire engineering genius to own and maintain on 
her own. These giant machines require the support that only a corporate or 
government infrastructure can afford to provide - let alone the eight- and nine-
figure price tags. 

All commercial aircraft have pressurized cabins, allowing the airplanes to 
fly at high altitudes without subjecting their occupants to oxygen deprivation 
or other altitude-related problems. Few transports have pressurized cargo 
compartments, however, which proves problematic for stowaways. Most of 
these airplanes use two, three or four jet turbines for propulsion, though a few 
smaller or older transports may use turboprops or even piston-driven 
propellers. It’s rare to find a commercial aircraft without electronic navigation 
instruments or multiple aviation radios, and all modern designs have radio 
transponders and flight data and cockpit voice recorders. 
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Business Jet 2 25 27 17 660 880 0 2+10 ••••• 

Airliner 2 35 37 18 689 924 -2 3+180 N/A 

Transport, 
light 

2 30 32 7 257 337 -1 2+6 ••••• 

Transport, 
heavy 

3 40 43 10 631 843 -3 3+9 N/A 

 

Business Jet 
As much mobile office as passenger 

transport, a modern business jet is fully 
equipped for a small staff to conduct normal 
business operations while cruising at an 
altitude of 25,000 feet. Standard options 
include luxurious leather seats, a small restroom and power outlets for 
portable office equipment. High-end jet models can be fitted with a wet bar, a 
kitchenette, wireless networking, satellite telephone and Internet connectivity 
and a private stateroom. Most manufacturers offer a wide array of easy-to-
modify cabin layouts, and business jets can be further customized for any 
task from long-range medical transport with advanced life support gear to 
ocean search-and-rescue. 

Examples: Beech Starship 2000, Bombardier BD-100, Lear Jet 23 
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Airliner 
The backbone of international travel in the 

21st century is the jet airliner. Designed for an 
optimum mix of economy and comfort, airliners 
provide seating for as many people as can 
reasonably be crammed into a 150-foot-long 
aluminum tube. Although airliners are 
technically large enough to qualify as locations 
for scenes rather than vehicles, characters may find themselves in desperate 
situations in which they have no choice but to take the controls of one of 
these behemoths. Traits given are for a medium-sized airliner; the largest 
wide-body models can seat over 400 passengers and have Size 45 and 
Structure 47 but essentially identical flight characteristics. 

Examples: Boeing 727, Airbus A-380, Lockheed L-1011 
 

Light Transport 
Regional air cargo movement is the 

province of light transport aircraft, which 
can haul up to five tons of goods (or an 
equivalent weight of passengers, albeit in 
extreme discomfort). Light transports 
account for most of the truly old commercial aircraft still flying today - the total 
lack of amenities in a 60-year-old airframe doesn’t much matter to cattle and 
machine tools, though business travelers would refuse to board such a 
rattletrap. A light transport is the largest aircraft that most characters could 
conceivably own privately. 

Examples: AASI Jetcruzer, Antonov An-12, Douglas DC-3 
 

Heavy Transport 
The largest aircraft in the world are 

heavy transports, designed to move 
military forces or over 120 tons of cargo 
around the globe. The cargo bays are 
large enough to use as basketball 
courts, and most heavy transport are pressurized to accommodate large 
numbers of troops. As with airliners, heavy transports are more likely to be 
the setting of character-scale action than the focus of vehicle-scale action, 
but characters may need to take the controls of a heavy transport in an 
emergency. 

Examples: Boeing C-17 Globemaster, Ilyushin IL-76, Lockheed C-5 Galaxy 
 

Combat Airplanes 
Since World War II, control of the skies has been a deciding factor in 

virtually every major international conflict. Military aircraft are built to fulfill a 
wide range of specific missions, but all military aircraft have the same general 
design principles: to fly faster than anything in the civilian world while carrying 
a wide array of armament. Characters in the World of Darkness are highly 
unlikely to ever have the opportunity to fly a combat aircraft, and no 
government will allow such a dangerous piece of equipment to leave military 
ownership, but stories set in the many war-torn areas of the world may 
feature brief and deadly encounters with military air power. 
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All of the following aircraft are powered by jet turbine engines, and most of 
this aircraft are capable of supersonic flight at altitudes of 40,000 feet or 
more. Standard equipment includes military-grade encrypted radios, full 
navigation avionics for instrument-only flight and guidance systems for both 
air-to-air and air-to-ground ordnance. In addition, each crew position in a 
combat airplane is an ejection seat for a last-ditch attempt to escape a 
doomed vehicle.  

Mechanics: Activating an ejection seat is a reflexive action for a pilot with 
military flight training (e.g., an appropriate Specialty in Drive) and a standard 
action for anyone else. When a character activates an ejection system, a set 
of explosive charges blow the cockpit canopy away a split-second before 
rocket motors hurl each seat clear of the aircraft. Two turns later, the seat 
falls away from its former occupant, leaving him strapped into a parachute. 
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Ground Attack 
Fighter 

6 22 28 15 587 953 3 1 N/A 

Air Superiority 
Fighter 

3 20 23 51 1027 2200 5 2 N/A 

Jump Jet 2 19 21 37 733 1093 4 1 N/A 

Jet Trainer 2 20 22 42 836 1195 4 2 ••••• 

 

Ground Attack Fighter 
"Close air support" is the military term for using 

aircraft to kill enemy ground targets that are in close 
proximity to friendly forces. Ground attack fighters are 
built to operate in the hazardous low-altitude 
environment of a modern battlefield. They can fly low 
and slow enough to visually identify enemies, and 
they carry the armor and redundant systems 
necessary to survive sustained anti-aircraft fire and shoot back. Typical 
armament for a ground attack fighter includes a large automatic cannon and 
an array of bombs and antitank guided missiles, as well as a couple of short-
range air-to-air missiles just in case. This is the kind of aircraft that characters 
will face if they make targets of themselves while abusing a military armored 
vehicle in a war zone.  

Examples: Fairchild-Republic A-10 Thunderbolt II, Sukhoi Su-25 Grach 
 

Air Superiority Fighter 
The pinnacle of military air power is designed 

to kill anything else that flies. An air superiority 
fighter is capable of speeds approaching Mach 2 
and maneuvers tight enough to kill a pilot in poor 
health. Typical armament is a high-speed 
automatic cannon, usually a Gatling-type 
weapon, and six to 12 heat-seeking and radar-
guided air-to-air missiles that can kill another 
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aircraft at more than 20 miles’ distance. Some air superiority fighters also can 
be equipped with bombs and air-to-ground missiles for a secondary ground 
attack role. This is the kind of aircraft that characters will face if they’re in an 
aircraft of their own and an air force absolutely wants them dead. 

Examples: Eurofighter Typhoon, McDonnell Douglas F-15C Eagle, 
Mikoyan-Gurevich MiG-29 "Fulcrum", Saab JAS-39 Gripen 

 

Jump Jet 
Jump jets operate on a system of vectored thrust, 

in which pivoting nozzles divert a portion of a jet 
engine’s exhaust in directions other than straight 
backward. These streams of superheated gas allow 
a pilot to shove her aircraft in directions that normal 
flight does not allow, even balancing the jet in a 
vertical hover like a helicopter or taking off with a 
heavy load of weapons from a runway as short as several hundred feet. The 
resulting design combines a fighter jet’s speed with a helicopter’s flexibility in 
choosing bases from which to operate, making jump jets favorites of military 
ground forces that move rapidly and want to take their air support with them 
wherever they go. In addition to the ubiquitous high-speed automatic cannon, 
a jump jet usually carries a combination of bombs and short-range air-to-air 
missiles to deal with a variety of threats. This is the kind of aircraft that 
characters will face if they make targets of themselves in the middle of an 
amphibious invasion, peacekeeping operation or other rapidly developing 
military endeavor. 

Examples: BAE Systems GR9A Harrier II, Yakolev Yak-38 "Forger" 
 

Jet Trainer 
Militaries don’t risk multi-million-dollar 

combat aircraft on unproven pilots. Instead, 
trainees who have proven their basic aviation 
skills in single-engine light aircraft graduate to 
advanced training in high-performance jets. Jet 
trainers have performance only slightly less than that of air superiority 
fighters, but lack the weapons and combat electronics of their deadly cousins. 
Similar civilian designs are marketed as high-performance aerobatic planes. 
A very wealthy private individual could theoretically own such an aircraft, but 
the expense is enough to deter all but the most dedicated collectors or those 
few stunt pilots who make a living performing demonstrations at air shows. 

Examples: Aero L-39C Albatross, Mitsubishi T-2, Northrop T-38 Talon 
 

Helicopters 
Helicopters (or rotary-wing aircraft) do not have wings as conventional 

airplanes (fixed-wing aircraft) do. Instead, they rely on a set of rotating 
blades, or rotors, to provide lift. The rotation of these blades provides them 
with the speed necessary to generate air pressure in accordance with the 
Bernoulli effect, raising the helicopter on a column of air. By adjusting the 
angle of the rotors, the pilot can change the direction of this column, allowing 
the helicopter to fly in any direction. Most helicopters rely on turbines for 
power, with only a few very light designs using piston engines. 
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The turning rotors generate reverse torque that, left unopposed, would 
force the helicopter to rotate in the opposite direction. To counteract this and 
facilitate stable flight, most helicopters have a secondary tail rotor. This 
smaller set of blades rotates in a vertical plane like a light aircraft’s propeller, 
pushing the tail of the helicopter sideways to counteract the main rotors’ 
torque. By varying the force the tail rotor provides, the pilot can rotate the 
helicopter around its vertical axis. Some large transport helicopters instead 
use two main rotors, which turn in opposite directions, canceling each other’s 
torque, and a few modern designs eschew a tail rotor in favor of a vectored 
thrust system in the tail. 

Helicopters are fraught with disadvantages. They’re frailer and more 
maintenance- and fuel-hungry than fixed-wing aircraft, slower, shorter-ranged 
and strapped for cargo capacity. Reliant on relatively dense air to stay aloft, 
they can’t fly well above 10,000 feet in altitude. However, their 
maneuverability allows them to land and take off in any open space as small 
as one and a half times their rotor diameter. Helicopters find use in a variety 
of roles that exploit their lack of need for lengthy runways, from executive 
transport on the tops of skyscrapers to medical evacuation in dense forests. 

Mechanics: Helicopters are among the most challenging vehicles that a 
single pilot can strap herself into. Accordingly, a character must have a 
separate Helicopters Specialty in the Drive Skill to fly one with her full dice 
pool. If she lacks this Specialty, she is considered completely untrained, may 
not use her Drive Skill and makes all rolls based on Attribute alone with a -1 
untrained penalty - even if she has the Pilot Specialty that allows use of fixed-
wing aircraft. Very few pilots learn to fly helicopters without first receiving 
basic fixed-wing training, so most characters with rotary-wing pilots’ licenses 
will have at least two Specialties in Drive (though this is not required). 
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Observation 2 17 19 13 176 227 1 2 •••• 

Service 3 20 23 15 205 279 2 2+8 ••••• 

Transport 3 25 28 11 147 257 1 2+2 ••••• 

Attack 6 21 27 19 257 330 3 2 N/A 

Gunship 6 22 28 12 242 293 1 2+7 N/A 

Bell AH-1 
Cobra 

6 21 27 19 257 330 3 2 N/A 

 

Observation 
Little more than a glass or polycarbonate 

bubble with an engine, rotors and landing 
skids, an observation helicopter is a 
minimalist design intended to carry a pilot and 
an observer/copilot aloft to look down at 
things. In the United States, helicopter traffic 
reports usually come from pilots in observation helicopters. In an emergency, 
an observation helicopter can carry another two passengers who are brave 
enough to dangle from (or, more safely, tie themselves to) its skids. Some 
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service helicopters have pontoons in place of skids, allowing them to land on 
calm water. 

Examples: Bell 47D, Hughes 269A, Robinson R22 Beta II, Schweizer 
300CBi 

 

Service 
The most common helicopters in the air today 

are service helicopters, medium-sized airframes 
that can be adapted to a variety of roles. 
Common uses include police air support, 
television news broadcasts, air ambulance duty, 
VIP transport and search-and-rescue. Service 
helicopters can be stripped down to the bare metal of their fuselages to 
accommodate greater cargo loads or luxuriously appointed with leather seats 
and thick noise insulation. Militaries also use service helicopters as light 
transports, often adapting civilian designs with nothing more than a change of 
paint and avionics.  

Examples: Bell 210 (the modern version of the ubiquitous "Huey"), Bell 
206B-3 JetRanger III, Eurocopter BK-117C, Mil Mi-17 "Hip," Sikorsky S-62 

 

Transport 
The largest helicopters are designed to lift 

relatively heavy loads - for a helicopter, 10 tons is 
immense. Transport helicopters are common in 
the military, where they carry both troops and 
equipment to and from the battlefield. In the 
civilian market, transport helicopters most 
commonly support industrial operations in remote 
areas, such as North Sea oil drilling and Siberian 
timber harvesting. 

Examples: Aérospatiale Super Frelon, Eurocopter Super Puma, Mil Mi-26 
"Halo," Sikorsky CH-53E Super Stallion 

 

Attack 
Some helicopters are purely 

military, bearing the same relation 
to civilian models that fighter jets do 
to commuter planes. Attack 
helicopters are designed to fill the 
same role as ground attack fighters, 
skulking behind terrain and lunging from ambush to destroy enemy targets. A 
typical attack helicopter carries a light automatic cannon in a swiveling turret 
in its nose and a mix of anti-tank guided missiles and unguided rockets. As 
with fixed-wing military aircraft, attack helicopters are not available for civilian 
sale; most characters will only encounter them in adversarial roles. An attack 
helicopter is usually the first air support that shows up when military ground 
forces call for help. 

Examples: AgustaWestland A129 Mangusta, Boeing AH-64D Apache 
Longbow, Denel Aviation Rooivalk, Kamov Ka-50 Black Shark 
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Parachutes 
 
A parachute is a fabric device, usually made of nylon in the modern era or silk in 

years past, attached to a harness that a character wears around his body and 
thighs. Usually, a parachute is enclosed in a backpack rather than just carried 
around as a bundle of cloth and rope. To deploy a parachute, the wearer pulls a 
ripcord, which opens the pack and allows the wind of his fall to pull the parachute 
free. Once the chute deploys, the parachutist can pull on two sets of ropes, known 
as risers, to steer by spilling air from the canopy. Most parachutists carry two 
parachutes: a primary in a backpack and a smaller emergency reserve chute in a 
chest pack. 

Properly packing a parachute in its container for release requires a Wits + Crafts 
roll. Professional parachute technicians (e.g., characters with Parachute 
Specialties in Crafts) are known as riggers. A failed roll inflicts a -2 penalty on all 
further rolls with the parachute until it’s successfully repacked. A dramatic failure 
increases this penalty to -5. Exceptional success, on the other hand, provides a +1 
bonus. 

Deploying a parachute requires a standard action and a Wits + Athletics roll. 
Failure means that the character must try again next turn - not a problem unless 
he’s only a few turns away from hitting the ground. With a dramatic failure, the 
chute deploys improperly, sending the character into an uncontrolled tumble 
without slowing him to a survivable impact speed. If he has a reserve chute, he 
must first detach, or cut away, the primary chute, requiring another action and 
another Wits + Athletics roll. Parachutes on ejection seats have automatic systems 
that deploy themselves after ejection, in case the pilot is unconscious; these 
systems have an effective Wits + Athletics dice pool of 5 for this purpose only. 

The altitude at which a character opens his chute can be important. A human 
being at terminal velocity falls at a speed of about 200 miles per hour (300 yards 
per turn) if curled up. A spread-eagled position reduces this speed to about 125 
miles per hour (180 yards per turn). As a parachute takes a few precious seconds 
to slow its occupant to a survivable speed, opening the parachute too low can be 
dangerous. Assuming a character has already reached terminal velocity, opening 
the chute at too low an altitude still doesn’t prevent damage on impact: 10 lethal 
damage for an altitude of 30 yards or less, reduced by 1 for every additional 30 
yards of altitude. Terminal velocity falling damage is 10 lethal. 

Once a character is "under the silk," he falls at about 40 miles per hour (60 yards 
per turn). During this time, he may attempt to steer his flight toward a specific 
landing point. This requires an extended Dexterity + Athletics roll (successes 
dependent on the distance to, and size of, the target; one roll equals one turn). 

Upon landing, a character must make one final roll to hit the ground safely. This 
requires another Dexterity + Athletics roll, this time at a -2 penalty. Success 
indicates that the character lands without injury, though he still suffers a 
Knockdown effect unless he achieves a dramatic success. With a dramatic failure, 
he suffers three points of lethal damage. 

 

Gunship 
Gunships are compromises between 

the combat capability of attack helicopters 
and the passenger capacity of service 
helicopters. A gunship carries much the 
same weapons mix as an attack helicopter, but a gunship gives up speed and 
maneuverability to carry troops to can drop off and then support. The term 
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"gunship" also applies to military service helicopters converted to carry heavy 
armament, which lack the automatic cannon and have only Durability 3. 

Examples: Eurocopter Cougar, Mil Mi-24 "Hind" 
 

Bell AH-1 Cobra 
The Bell AH-1 Cobra (company designation: 

Model 209) is a two-bladed, single engine attack 
helicopter manufactured by Bell Helicopter. It 
shares a common engine, transmission and rotor 
system with the older UH-1 Iroquois. The AH-1 is 
also referred to as the HueyCobra or Snake. 

The AH-1 was the backbone of the United 
States Army's attack helicopter fleet, but has been 
replaced by the AH-64 Apache in Army service. Upgraded versions continue 
to fly with the militaries of several other nations. The AH-1 twin engine 
versions remain in service with United States Marine Corps (USMC) as the 
service's primary attack helicopter. Surplus AH-1 helicopters have been 
converted for fighting forest fires. The United States Forest Service refers to 
their program as the Firewatch Cobra. Garlick Helicopters also converts 
surplus AH-1s for forest firefighting under the name, FireSnake. 
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