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Researched and written by John Ossoway and Andrew Edwards.
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INTRODUCTION:

The intention of this document is to provide prices, game statistics and availability of a variety of small
arms and light support weapons available in Cthulhu Rising. Keepers should feel free to alter the
information as they see fit for their own individual campaigns. Note: some weapons are military tech and
generally unavailable to the civilian market, except via illegal means.

MELEE / HAND TO HAND WEAPONS:

Mélée generally refers to disorganised close combat involving a group of fighters. A mélée ensues when
groups become locked together in combat with no regard to group tactics or fighting as an organised unit;
each participant fights as an individual. The definition of hand to hand combat is usually when Close
Quarters Battle (CQB) or close quarters combat (CQC) becomes too close for the safe use of projectile

weapons.

The base skill with all 1H Blades is 15%.
The base skill with all 2H Blades is 10%

The base skill with all Club type weapons is 25%.

Weapon: Damage: Range: Ammo:
Combat Knife 1d4+2 10m n/a
Blade 1d6+1 n/a n/a
Sword 1d10+1 n/a n/a
Chainsaw 2d6+2 n/a n/a
Vibro Blade 2d8 n/a n/a
Baton/Club 1d6 n/a n/a
Stun Baton 2d6+6 vs. n/a 256
CON

Hatchet 1d8+1 n/a n/a
HAND GUNS:

Fail:

n/a
n/a
n/a
00
00
n/a
00

n/a

Skill:

1H Blade
1H Blade
1/2H Blade
Chainsaw
2H Blade
Club

Club

Club

Cost
(E$):
25
60
100
300
450

50
500

40

Avail:

> >r>>>r>>>

Pistols are hand held weapons without a shoulder stock designed to be held in the hand when used. This

characteristic differentiates handguns as a general class of firearms from their larger cousins.

The base skill with all handguns is 20%.
The skill group is Handgun.

Weapon: Action: ROF:
Body Pistol 6mm SA 3
Automatic Pistol 8mm SA 3
Automatic Pistol 20mm SA 3
Heavy Pistol 12mm SA 3
Revolver 8mm SA 3
Revolver 10mm SA 3
Revolver 12mm SA 3
Taser Pistol SA 3
Zero-G Pistol SA 3
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Damage:

1d6+1

1d8

1d10

1d10+2

1d8

1d10

1d10+2

Stun 2d6+10
vs. CON

1d8

OO OO O O oo E

o

Range: Ammo:
30m 10
40m 15
50m 20
50m 20
50m 6
50m 6
50m 6
15m 5
50m 8

Fail:

99
99
99
99
00
00
00
99

99

Cost
(E$):
300
500
750
900
400
500
600
500

1000

Avail:
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SHOTGUNS:

A shotgun is a smoothbore or rifled firearm typically used to fire a number of small spherical pellets called
shot, or single solid projectiles called slugs.

The base skill with all shotguns is 30%.
The skill group is Shotgun.

Weapon: Action: ROF: Damage: PV: Range: Ammo: Fail: Cost Ava

(E$):
99 250
00 300
20m 00 400
20m 00 500
50m 30 99 800

2d6+1/1d6+1
3d6/1d6
3d6/1d6
3d6/1d6
Baton: 1d6 +
3d6 stun;
Shot: 3d6 at
10m or less,
2d6 at 11m+
Solid Slug:
3d6+3 at 10m
or less, 2d6+2
at 11m+

Riot Gun SA 3 X-Baton: 0 50m 10 99 1000 B
1d6+1 lethal /

3d6+6 stun;

Gas: 1d6 +

POT of gas;

Shock 4d6+6

stun/ 1d6

lethal

15m
20m

Pistol Shotgun SA
Single Barrel Shotgun SA
Double Barrel Shotgun SA
Pump Action Shotgun SA
Combat Shotgun SA

WNN P W
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RIFLES:

A rifle is a semi-automatic or automatic firearm that is shoulder fired i.e. involving a stock braced against
the shoulder. This includes SMG'’s and pistols with an attached (and used) stock. Rifles used to have a
helical groove or pattern of grooves ('rifling”) cut into the barrel walls to impart spin around an axis
corresponding to the orientation of the weapon. Modern weapons in this class are smooth bore, using fin
or magnetically stabilised projectiles. Note: Though not actually classified as a rifle, in Cthulhu Rising
submachine guns use the Rifle skill.

The base skill with all rifles is 10%.
The skill group is Rifle.

Weapon: Action: ROF: Damage: PV: Range: Ammo: Fail: Cost Avail:
(E$):

Military carbine 5mm SA/A10 3 1d10 2 250m 40 99 900 C
Air rifle 5mm SA 3 1d10 0 200m 20 99 700 A
Hunting Rifle 7mm SA 2 2d6 2 500m 5 99 1200 B
Assault Rifle 5mm SA/A10 3 1d10 4 400m 40 99 2500 B
Shock Rifle SA 3 Variable stun 0 25m 100 99 1500 B

charge setting

from 2d6+10 -

4d6+10
Combat Rifle 8mm SA/A10 3 1d10 4 850m 50 99 1750 B
Tactical Assault Rifle SA/A10 3 V! V! 1000m  95/90 99 C
(TAR) 10mm
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Gauss Rifle 6mm SA
Zero-G Rifle 7mm SA/A5
Submachine Gun 8mm SA/A10
Submachine Gun 10mm  SA/A10
Squad Support Weapon  A10/FA
5mm

Squad Support Weapon  A10/FA
10mm

MACHINE GUNS:

WwWwwww

w

2d6+2 6 1260m 30
2d6 0 500m 40
1d8 0 100m 40
1d10 0 100m 50
2d6 4 800m 200
Vi Vi 1200m 200

99
99
00
00
97

97

5000
1000
1500
2000

3500

0O 00000

A machine gun is a fully-automatic mounted or portable firearm, usually designed to fire rifle ammunition
in quick succession from an ammunition belt or large-capacity magazine, typically at a rate of several
hundred bullets per minute. Automatic weapons with a calibre of 20mm or greater are generally referred to

as autocannons rather than machine guns.

The base skill with all machine guns is 10%.

The skill group is Machine Gun.

Weapon: Action:
Light Assault Gun (LAG) 10mm: 3
20mm SA/A10

20mm: SA
Squad Support Weapon  A10/FA 3
5mm
Squad Support Weapon  A10/FA
10mm
Mini Gun 5mm FA 3

HIGH ENERGY WEAPONS:

ROF:

Damage: PV: Range: Ammo:
10mm: See VY  1100m 90/10
ammunition 8

table with

M29

20mm: 3d6+2

2d6 4 800m 200
Vi Vi 1200m 200
2d6 4 500m 200

Fail:

97

97

97

00

Cost
(E9):
6500

2000
3500

6000

Avail:

Plasma-based weaponry is a group of weapons designed to use high-energy ionized gas or plasma,
typically created by superheating lasers or superfrequency devices. Though ship and vehicle mounted
plasma weapons first appeared in the late 22" century, the technology to make man portable plasma-
based weaponry would remain expensive enough to make their use prohibitive until the mid-23" century.

The base skill with all high energy weapons is 10%.

The skill group is High Energy Weapons.

Weapon: Action:
Phased Plasma Gun SA
Phased Plasma SA/A10

Repeater
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ROF:

3

Damage: PV: Range: Ammo:
High kW: 6 300m 64
2d6+2

Low MW:

3d6+3

2d6+2 6 300m 256

Fail:

97

97

Cost
(E$):
10000

15000

Avail:

C

C



HEAVY WEAPONS:

The heavy weapons category includes portable grenade launchers, large calibre MLA weapons such as
railguns and coilguns, autocannons, rockets and missiles.

The base skill with all heavy weapons is 10%.
The skill group is Heavy Weapons.

Weapon: Action: ROF:
Rail Gun SA 1
Grenade Launcher SA 2
Disposable AT Missile SS 1
Disposable Smart SS 1/2
Missile Launcher

Disposable Heavy SS 1/4
Missile

Disposable Surface to SS 1/2
Air Missile

Disposable Long Range  SS 1/4
Surface to Ground

Missile

Disposable Surface to SS 1/2

Orbit Missile
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Damage: Range: Ammo:
2%110+4 10

\Y

1500m 5 98
V2 100m  10x 97
grenade
drum
1200m 1x 99
HEAP
missile

HEAP
munition
deals 4d6 to
allin a 3m
radius of
explosion.
HEAP
munition
deals 3d6+6
to allin a3m
radius of
explosion.
HE: 8d6 to all
in 3m radius
of strike.
FAE: 4D6 to
all in 50m
radius of
strike. See
special rules
for FAE.
Tac-Nuke: All
within 100m
radius of GZ
vaporised.
100m beyond
that takes
10d6
damage.
100m beyond
that takes 5d6
damage.

5d6 to all in
3m radius of
strike

Any -
personnel
caught in
explosion are
killed.

10d6 to all in
5m radius of
strike

+15 3000m  1x 99

HEAP
missile

+15 10km 1 missile 99

+12 10km 1 missile 99

30km 1 missile 99

+12 100km 1 missile 99

Fail:

Cost
(E$):
20000
2000

3000

5000

20000

8000

15000

20000

Avail:

C

X

C



APPENDIX:

KEY TO WEAPON TABLE HEADINGS:

Heading

Weapon:
Action:

ROF:
Damage:

PV:

Maximum Range:
Ammo:

Fail:

Cost:

Avalil:

Description

Name and (where appropriate) calibre of the weapon.

SA: Semi-Automatic;

A: Automatic — the number following is max burst;

FA: Full Automatic — full automatic weapons are capable of firing every Strike Rank during a
combat round (suppressing fire);

SS: Single Shot;

PA: Pump Action.

Rate Of Fire — number of times weapon can be discharged in a combat round.

Damage dice. Where v is shown, it means damage is variable, and will be explained in the
relevant footnote

Penetration Value.

Maximum weapon range.

Ammunition capacity.

Fail chance.

Typical cost of weapon in EuroDollars (E$).

Availability modifier. See the rules about availability of weapons.

Vvt — M29 10MM AMMUNITION TYPES:

M29 Ammunition Type: Damage:
10mm SLAP (Standard Light Armour 2D6 - Penetration Value +3
Piercing)

10mm APE (Armour Piercing Explosive)

10mm HVAP (Hyper Velocity Armour

Piercing)

10mm SAFE (Space Artificial Facility

Explosive)

fragmenting explosive core round)

gravidium penetrator)

impact fused. Designed for use in artificial space habitats, etc.

V2 — GRENADE TYPES:

Grenade Type:

Baton
Frag

Gas
HE

Incendiary

Proximity
Smoke

Starshell
Stun

Damage:

Baton rounds deal 1d6 physical damage plus 3d6 stun damage and cannot impale.

Damage to those within 1 metre of the detonation is 3d6 to three random hit locations. The

number of hit locations affected is reduced by 1 for every 2 additional metres away from blast.
Roll CON vs. CON 12 or incapacitated and lose 1 CON/hr until treated.

2D6+2 - Penetration Value +2 (10mm sabot, 5mm Teflon coated ceramic
1D6 - Penetration Value +6. (10mm Discarding Sabot, 3mm hyper dense

2D6 - Penetration Value +0. Maximum armour penetration 4, still damages
armour as normal. Fires a lightly sleeved low velocity explosive round,

Damage within 1 metre of the blast is 2d6+6 to a random hit location. At 2m it is 1d6+6, and 3m
from the blast 2d6.

Anyone caught in the area of effect takes damage to a maximum of 3 hit locations, this number
reducing by 1 for each metre away from burst point. Damage to each hit location is 3d6, and is
cumulative, reducing at a rate of 1d6 per round.

Usually combined with Frag or HE. Warhead explodes at set distance from target, generally 1-
5m

No damage. Covers a volume 3m in radius in obscuring smoke, blocks normal and IR radiation.
Duration depends on atmospheric conditions generally at least 30 seconds.

No damage, though if fired at someone, will do 1d6 burning damage.

Roll CON vs. intensity 2d6+6 or stunned for 1d6 rounds.
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AMMUNITION:

ITEM PRICE (E$)
10mm LAP (box of 500) E$125
10mm HEAP (box of 100) E$100
20mm HE (box of 100) E$250
TASER darts (box of 25) E$50
10mm light AP M95 magazine E$25
10mm HEAP M15 magazine E$25
20mm HE M10 magazine E$50
10mm light AP M200 drum E$100
10mm light AP M16 magazine E$25
TASER pistol magazine E$25

AVAILABILITY:

Restricted or illegal weapons can sometimes be obtained via the Black Market. Iltems obtained in this
manner will often have a hefty price mark-up on their actual market value. See the table below.

Availability Example: Price: Time: Streetwise:
Rating:
A Freely available unrestricted item available at x1 No waiting time +15%

listed price and generally easy to find on high
street of any city.

B Limited availability as a permit / licence and x1.5 - x5 24 hours (EST) 0
background check are required.
C Restricted availability (e.g. military hardware), x3 — x10 1 week (EST) -15%

limited permits and licensing required, hard to
source, requiring persistent effort and
expense.
X Totally illegal items, some of which even x10+ 1 month (EST) -30%
governments would think twice about owning
them. Nuclear weapons included.

AVAILABILITY RATING:

Before restricted or illegal weapons can be obtained, the Keeper must check (or assign) the availability
rating of the weapon, which affects the overall difficulty of acquiring the goods.

PRICE:

Once the availability of the item is assigned, the price mark-up above the actual market value can be
seen. For example, an Investigator wanting to buy a pistol (small arm) would pay x1.5% to x5% of its
actual value. At the Keeper’s discretion, the Bargain skill can be used to lower the price.

TIME:

Goods bought on the Black Market don't just magically appear — there is usually a time period required for
the seller to ‘obtain’ said items for the Investigator. This usually ranges from 24 hours to a month.

STREETWISE:

Once the availability rating is assigned, if the Investigator must make a Streetwise check, applying the
relevant modifier. Failure indicates no such items are available at present, and they must wait until the
next adventure, or until the Keeper says otherwise, before attempting another check. A Fumble indicates
that during the attempt to acquire black market goods, the Investigator has come to the attention of the
local branch of the Federal Law Enforcement Authority, and may have been arrested.

NOTE: All types of lethal weapons are illegal on Earth and the Sol Colonies without a licence. This is not

necessarily the case in the Outer Colonies or Far Space. Keepers should adjust availability rating
dependant on the location of the Investigators.
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