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ABOUT GURPS

Steve Jackson Games is committed to full
support of the GURPS system. Our address
is SJ Games, Box 18957, Austin, TX 78760.
Please include a self-addressed, stamped
envelope (SASE) any time you write us!
Resources now available include:

Pyramid (www .sjgames.com/pyramid). Our
online magazine includes new rules and
articles for GURPS. It also covers all the
hobby’s top games — AD&D, Traveller,
World of Darkness, Call of Cthulhu,
Shadowrun and many more — and other SJ
Games releases like In Nomine, INWO,
Car Wars, Toon, Ogre Miniatures and
more. And Pyramid subscribers also have
access to playtest files online, to see (and
comment on) new books before they’re
released.

New supplements and adventures. GURPS
continues to grow, and we’ll be happy to let
you know what’s new. A current catalog is
available for an SASE. Or check out our
Web site (below).

Errata. Everyone makes mistakes, includ-
ing us — but we do our best to fix our errors.
Up-to-date errata sheets for all GURPS
releases, including this book, are always
available from SJ Games; be sure to include
an SASE with your request. Or download
them from the Web — see below.

Q&A. We do our best to answer any game
question accompanied by an SASE.

Gamer input. We value your comments.
We will consider them, not only for new
products, but also when we update this book
on later printings!

Internet. Visit us on the World Wide Web
at www.sjgames.com for an online catalog,
errata and updates, and hundreds of pages
of information. We also have conferences
on Compuserve and America Online.
GURPS has its own Usenet group, too:
rec.games.frp.gurps.

GURPSnet. Much of the online discussion
of GURPS happens on this e-mail list. To
Jjoin, send mail to majordomo@io.com with
“subscribe GURPSnet-L” in the body, or
point your World Wide Web browser to:
www.io.com/~ftp/GURPSnet/www/.

Page References

See GURPS Compendium I, p. 181, for
a full list of abbreviations for GURPS titles.
Any page reference that begins with a B
refers to GURPS Basic Set, Third Edition
Revised; e.g., p. B144 refers to page 144 of
Basic Set. CI refers to Compendium I, CIl
to Compendium 11, and V to Vehicles.

INTRODUCTION

INTRODUCTION

GURPS is the universal roleplaying system. As such, it must cover any imagin-
able genre. Our main purpose in this book is to support and encourage an especially
neglected species . . . the historical roleplayer. Earth’s history has as much wonder
and adventure to offer as any fantasy or science fiction . . . yet gamers often’ neglect
this richest of all possible game-worlds.

This is the technical resource book for any historical campaign set after the
Middle Ages. GURPS High-Tech starts with Tech Level 4 — the period at which
gunpowder weapons begin to dominate the battlefield — and goes from there to the
weaponry of today and tomorrow. GURPS Ultra-Tech describes the devices of sci-
ence fiction.

Tech Levels, therefore, are described here in terms of the history of our own
Earth. But GMs of fantasy and science fiction campaigns will, we think, find this
book useful as well. The rules and descriptions apply to any similar technology, on
Yrth, or Krishna, or H. Beam Piper’s Aryan-Transpacific.

Tech Levels 4 through 7 (our present day) each are covered in a chapter. The
main focus is on guns, from the first primitive handgonne to the laser-sighted
machine-guns of the very near future. But we have tried not to slight other important
technology. Each chapter also covers travel, communications, medicine and a Tool
Kit of useful, typical items for the period.

It should be emphasized that history can’t really be divided into neat Tech
Levels. In many cases, a device is invented, and even available in a limited fashion,
long before the man in the street has heard of it. In other cases, a device may literal-
ly seem to appear before its time! We have tried to keep a general historical perspec-
tive rather than a strict chronology when assigning devices to the different TLs, but
especially anomalous situations are noted where they occur.

High-Tech has rules for a wide range of tools, weapons and devices. But it can’t
possibly be exhaustive. We hope that this book will encourage historical research as
well as roleplaying, as both players and GMs investigate the technology of day-to-
day life in our past.

Therefore, we have tried to make it easy to adapt gadgets from other sources to
the game world. Much of the bibliography (p. 127) is devoted to sourcebooks for
equipment information. Any item that is adequately described with real-world infor-
mation can be converted to game terms. See p. 106 for information about the termi-
nology used; this will be especially helpful if you are translating a new weapon into
game terms.

About the Author

Mike Hurst served as an artilleryman in Viet Nam. He has also been a secu-
rity officer (both uniformed and undercover); a tank commander in the Texas
National Guard; and Captain of the Guard of the Barony of Bryn Gwlad. He is
an NRA-certified firearms instructor and holds a Texas Reserve Police Officer
certification. He possesses two dogs, an undetermined number of cats, and sev-
eral thousand books, mostly history and science fiction.

He has been a wargamer and miniatures gamer for nearly 20 years, and
shows no sign of reforming. On the other hand, his beloved wife Brenda, who
shoots ambidextrously, insists he had better quit playing and commence writing.
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hough the benefits and curses of technology are

manifold, one invention stands out: the gun. This

is as true in roleplaying as it is in history. The

adventurers’ first questions as they enter new ter-

ritory are likely to be, “What weapons do they
have here?” and “What can we carry without getting in
trouble?”

This chapter will survey the GURPS rules for guns
and bullets.

The basic damage for a gun is the damage done by
its bullet; few guns are really effective as clubs. Basic
damage for gun/cartridge combinations is in the
Weapon Tables (pp. 123-127) and Weapon Descriptions
(pp. 108-122). Unlike muscle-powered weapons, bullets
do not base damage on the strength of the firearm’s
wielder. Basic damage is determined by “dice plus
adds” (see Basic Weapon Damage, p. B73) and
expressed as “hits” or “points of damage.” Bullets
always do at least 1 point of basic damage. A roll of 2
for a bullet that does 1d-4 basic damage is 1 hit. Bullets
do two things, penetrate and wound.

Penetrate

This is a measure of how far the bullet will go into a
given material. For GURPS, it is determined by a com-
parison of points of damage (as modified by bullet type)
to Damage Resistance (also modified by bullet type).
Subtract the DR from the damage at the time of impact;
the points left are how much damage the bullet can still
do on the far side of whatever it hit. Penetration applies
equally to living or non-living things. Since a bullet (or
shaped charge; see p. 27) makes a small hole, the hit
points of an inanimate object (see p. B125) can be disre-
garded. Of course, a lot of little holes make one big one;
GMs decide when enough small holes begin to take
away hit points.

A bullet’s dice of damage in GURPS are largely
based on penetration — each 1d is the ability to penetrate
about one-twentieth of an inch (1.25 millimeters) of
hard steel. With enough damage, a bullet can shoot clear
through one living thing, wounding it (see below) and
continue with enough power to damage something else.

5
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FLINCH, BUCK FEVER
AND BULLET SHYNESS

The standard for accuracy of firearms in
GURPS is that estimated for the weapon, in
the hands of a shooter of the given skill,
when he is calm, relaxed, in good physical
shape and under no particular stress.

Combat seldom offers any of these con-
ditions.

Even the stress of an important match or
a trophy buck or a critical (or attractive)
audience can seriously degrade the ability to
hit a target. The variety of possible condi-
tions, especially since they change for the
same person under varying kinds of stress,
is too great for a hard and fast rule. It is up
to the GM to determine what the accuracy
penalty is for each shooter under the given
conditions. The GM applies the accuracy
penalty after the player rolls for his charac-
ter’s shot. (If any gunman knew exactly
what he was doing to foul up his shots, he
would stop doing it!)

Hinch

Flinching is responding to the kick of the
gun before it is fired. In GURPS, it is a
recoil penalty applied to the first shot, or
added to the normal recoil penalty of the
first group of shots in automatic fire. It is
most common for inexperienced shooters,
but even veterans can pick up a flinch. GMs
decide if the shooter is flinching, and to
what degree.

Suppose a hoplophobe (see p. B36),
totally unfamiliar with weapons, is attacked
by a berserk biker. He might “flinch” to the
extent that he closes his eyes, jerks the trig-
ger and moves the muzzle two feet. For
GURPS, this means no aim or accuracy
bonus, twice Rcl penalty on the first shot —
cumulative with each successive shot — full
snap-shot penalty, and all this applied to
default skill, if he first made a Will roll at -2
to allow him to touch the nasty thing at all.

Continued on next page . . .

A bullet may, after injuring one person, pass right through and injure someone
else. Only bother checking if something important is in the line of fire. If so, note
the original damage roll. Then, after applying damage to the first target, if the origi-
nal damage roll exceeded the cover DR that person’s body provided, the bullet over-
penetrated. Cover DR is the sum of any target armor (add front and back!) and his
HT (for a head, torso or vitals hit), HT/2 (limb) or HT/3 (hand or foot), modified by
armor divisors. Use Hitting the Wrong Target, p. B117 to check for a hit; if so, the
damage that overpenetrated is applied to the new target (their own DR will protect).

Example: A sniper shoots a HT 10 terrorist in the chest. A hostage is behind
him, so the GM checks for overpenetration. The rifle’s basic damage roll on the ter-
rorist was 19. He had a DR 1 jacket which gives DR 2 (front and back) added to his
HT 10 = DR 12. Seven hits of damage “overpenetrates.” The GM rolls to see if the
hostage is hit, and he is. He'll take 7 damage (adjusted by any wounding modifiers
for where he was hit).

Passive Defense Limitation

PD is the ability of armor to cause attacks to glance off harmlessly, but high-
momentum projectiles are less likely to be deflected than melee weapons. For every
JSull (Armor DR)/2 dice of damage a bullet would inflict, effective armor PD drops
by one (minimum PD 0). Apply any armor divisor to DR before calculating PD
reduction. Example: A man in plate armor (PD 4, DR 6) is shot. His PD is -1 for
every (DR 6)/2 = 3 dice of damage, so a 7d bullet gives -2 PD, reducing his PD to 2.

Wound

The second thing bullets do is wound. A bullet’s dice of damage is mostly a
reflection of its size and kinetic energy — ideally, it needs enough energy to punch
deep into flesh or shatter bone, while the larger it is, the more tissue is destroyed in
its path. The damage roll models the variables of where the shot hit within a particu-
lar hit location and the highly unpredictable human reaction to trauma. For GURPS
this is a comparison of points of damage (as modified) to hit points.

Any bullet that gets through armor and hits meat does at least 1 point of dam-
age, which will be modified by various Wounding Modifiers (see below). Next, sub-
tract the points of damage (as modified) from the target’s current hit points (this may
be a negative number). If the target is wounded enough, it may be incapacitated or
killed; see p. B126.

Wounding Modifiers

Wounding modifiers are for bullet type, bullet size and hit location. They reflect
additional variables beyond simply kinetic energy.

Bullet Type

There are three main bullet types: expanding, solid and armor-piercing.

Solid Bullets

Solid bullets give no modifier to either penetration or wounding. DR is subtract-
ed from points of damage to determine penetration; points of damage are subtracted
from hit points to determine wounding effect.

Before TL6, all bullets can be treated as solids. Velocities were low enough that
significant expansion of any bullet was unlikely. At TL6 and above, solids are the
default for all bullets. For simplified gaming, the GM can rule that all bullets are
treated as solids.
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Expanding Bullets

These are what the Basic Set calls “hollow points.” They are constructed
(whether hollow point, soft point, pre-fragmented, etc.) to massively deform, mak-
ing a larger wound cavity in living tissue. They do greater wounding damage but
lack penetrating power. Expanding bullets have an armor divisor of (0.5), meaning
DR is doubled against their damage. If no DR, an object lacking DR (save eyes,
soap bubbles, single sheets of paper, etc.) gets DR 1 against them. If any points of
damage remain after subtracting DR, damage is multiplied by 1.5.

Damage multiplication depends on actually getting expansion; at handgun and
submachine-gun velocities this is difficult. There is only a 50% chance that a pistol
or submachine-gun expanding bullet will get the multiplier. Roll a die, high/low or
even/odd, or flip a coin to see if it expands. (This is realistic, but may be an unneces-
sary complication. It is required only at the GM’s discretion. For bursts, the GM can
just assume half the rounds expand.) An expanding bullet that does not expand is
treated as a solid bullet (see above).

Expanding bullets give -1 to the Malf of any semi-automatic fire and -2 to the
Malf of any full-automatic fire.

Expanding bullets pay for their larger wound channel with decreased penetra-
tion. In addition to increasing armor DR, sometimes this means they cannot reach
vital organs even with good shot placement. A shot to the vitals counts only as an
ordinary torso hit if remaining damage (after DR but before wounding modifiers for
bullet type or hit location) is less than HT/4 from in front or back or HT/2 from the
side.

Historically, expanding bullets for rifles were commonly available from about
1890. Expanding bullets for revolvers were available from about the same time, but
only common after about 1960. Expanding bullets for submachine guns and auto-
loading pistols became widely available after 1970. It’s not enough that a bullet have
exposed lead for expansion — it needs a high-enough velocity to actually expand in
animal tissue.

Armor-Piercing Bullets

Armor-piercing bullets are specifically designed to penetrate. They are made of
dense, hard materials that are very difficult to deform. They have an armor divisor of
(2): DR protects at half value against them, but damage that penetrates DR is also
halved.

Historically, armor-piercing bullets were first commonly available about the
time of WWI (early in TL6).

Bullet Size

The greater a bullet’s diameter, the more tissue damage it does. Bullet-size mod-
ifiers affect only wounding; they have no effect on penetration.

Under .34 caliber (8.5mm) at low velocities (pistol and black powder) — This
does not affect high-velocity weapons, such as most center-fire rifles; it does affect
.22 Rimfire rifles. Halve remaining damage after DR is subtracted. This is an added
complication, like the 50% chance for pistol-bullet expansion, that may not be worth
the trouble. It models the behavior of rounds like .32 ACP, .25 ACP and .22 Rimfire,
which are much more likely to wound than kill on targets larger than a rat. Weapons
in this book that qualify have a “-” sign next to their damage. This rule is at the
GM’s discretion.

.34 (8.5mm) to less than .40 (10mm) pistol, and rifle or shotgun less than .40
(10mm) — This is the default; there is no size modifier for bullet damage.

.40 to .60 (10-15mm) — Wounding damage, after DR is subtracted, is multiplied
by 1.5. Weapons have a “+” sign after damage.

Over .60 (15mm) — Wounding damage after DR is doubled. Weapons have a
“++” sign after damage.

FLINCH, BUCK FEVER
AND BULLET SHYNESS
(Continued)

On the other hand, an experienced
hunter, used to shooting a .223 (Rcl -1), has
to fire a .600 Nitro Express (Rcl -6). He
knows that the recoil is much greater. (It is
actually over 90 foot-pounds compared to
about 3.5 foot-pounds for a .223.) The GM
decides that a reasonable flinch penalty for a
shooter going from varmint rifle to elephant
gun is full Rcl on the first shot, and double
Rcl for a second shot in the same second.
He requires a Will roll (see p. B93) to con-
trol the flinch. On a success, subtract the
number by which the Will roll was made
from the Rcl penalty and apply this to the
first shot as a flinch penalty. On a critical
success, there is no Rcl penalty on the first
shot, and normal penalty for a second shot
(see Felt Recoil, p. 10). (The Will roll can’t
give a bonus to Guns; if the flinch penalty
becomes greater than 0, it is still 0.)

The flinch penalty is only used to deter-
mine if a shot is a hit; it has no effect on
Malf, nor will it change an ordinary failure
to a critical failure.

Buck Fever

Buck fever is the colloquial name for the
sharp decrease in accuracy that mental
stress can induce. It is most common for
inexperienced shooters, but can affect any-
one. The GM must determine if the stress on
a character is such that a Will roll is
required to resist buck fever. Modifiers to
the Will roll should be based on how impor-
tant success or failure is to the character; -1
to win or lose an important match, -3 for the
only likely shot at a trophy elk, -5 to finish a
hostage taker before he can kill (-10 or more
if the hostage is the firer’s beloved child!).
Advantages and disadvantages, such as
Strong Will and Overconfidence, should
also be taken into account; Combat Reflexes
gives a bonus of +2 to resist buck fever. If
the Will roll is a success, the shot is taken as
normal. If failed, the shooter can still fire,
but the shot is, at best, at the same penalty
that was assessed to the Will roll.

The GM assesses the buck-fever penalty,
but he does not have to announce it simply
as, “You get a -5 to Guns.” This is a good
time to tell the character what is happening
and let him roleplay his decision.

“I’m taking aim with my Lee-Enfield at
the IRA terrorist,” says the player.

“You have trouble focusing; somehow
the sights and the target won’t align, sweat
stings your eyes and the faces of the
hostages keep sweeping across your vision.
The rifle quivers in your hands. Somehow,
the old, familiar feel from hours on the
range is gone; your trigger finger seems to
be on someone else’s hand,” says the GM.

Continued on next page . . .
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FLINCH, BUCK FEVER
AND BULLET SHYNESS
(Continued)

The player says, “Is this a subtle indica-
tion that my skill is being negatively affect-
ed by stress?”

Bullet Shyness

Very few people want to get shot.
Hence, the sight or sound of bullets in the
immediate vicinity should make the compli-
cated balancing of forces involved in aiming
and firing much more difficult. (One reason
snipers have such a good kill-to-shot ratio is
that they usually get to shoot first.) GMs
should reduce the accuracy of NPCs whose
positions are being swept with fire, even if
none are being hit. PCs should be restrained
from overexposure by the traditional system
(“Stick it up; lose it!”). Modifiers to any to-
hit roll for a firer who is being shot at might
go from -1 for an occasional stray round to -
10 for a concentrated blast of auto-fire
which is whipping dust and splinters like a
hurricane.

Other Problems
With Accurate Shooting

Anything that disturbs a shooter’s ability
to hold steady while aiming can degrade
accuracy. Physical exercise (a hard chase, a
run up a staircase, a scuffle with a suspect)
should take away some accuracy. The
amount should depend on the amount of
exercise as compared to the HT (endurance
is more important than strength for this) of
the shooter. Illness, especially fever and
shakes, also make shooting harder.
Distraction at the moment of aim can be dis-
astrous. Anything that hurts vision — drip-
ping sweat, blowing sand, badly fitted gog-
gles (especially gas masks, -3 at least!) —
hurts accuracy.

Hit Location

Hit Location effects are on p. B203; a Hit Location diagram for humans is on p.
B211. Hits to the torso and extremities have no modifier. Hits to the vital organs of
the torso do triple damage. Hits to the brain do quadruple damage.

Applying Bullet Damage Modifiers

Bullet damage modifiers are cumulative. The sequence of application is:

(1) Roll for bullet damage.

(2) Apply bullet-type modifier to DR; round up to the next whole number.

(3) Subtract modified DR from points of damage. If damage fails to pene-
trate, see Flexible Armor and Blunt Trauma, below.

(4) Apply bullet-type modifier to remaining damage; round down.

(5) Apply bullet-size modifier to remaining damage; round down.

(6) Apply Hit Location modifier; round up.

(7) Adjust damage for blow-through (see below). Subtract modified points
of damage from hit points.

Flexible Armor and Blunt Trauma

Flexible armor, such as Kevlar or mail, flexes with the blow and allows some
damage to get through. Firearms literature calls this “blunt trauma.” In GURPS it is
crushing damage. Any “6” rolled on a bullet attack that does not penetrate flexible
armor does | point of crushing damage to the target. Bullet type and size modifiers
do not apply to blunt-trauma damage; Hit Location modifiers apply, but it's normal
crushing (not bullet) attack, so damage to vitals isn’t tripled.

Blow-Through

Bullets have a lot more energy than can usually be translated directly into
killing or “stopping power.” Some energy may be literally “lost downrange” if the
bullet goes on through. More is “lost™ because it doesn’t take the target out of
action. Waste heat, stretching of tissue below its elastic limit, transitory wave effect
and other non-lethal actions use up much of the bullet’s energy without necessarily
“stopping” the victim from breathing, or even moving and fighting. In game terms.
damage is limited by the “blow-through” rule (see p. B109).

Not every bullet is handled identically for blow through. Attacks that do more
than [5d basic damage never blow through.

Any one bullet can do a maximum of HT/3 to hands and feet; HT/2 to arms and
legs; HT to torso; HTX3 to head or vitals. There is no limit to the amount of damage

a single bullet can do on a hit to the

brain (except that the most it can do
is kill instantly; it can’t actually dis-
integrate the target). Use hit points,
not HT, when calculating blow
through on targets with split HT.

For armor-piercing bullets and
expanding bullets that actually
expand, apply the bullet type modifi-
er to the maximum damage that can
blow through. Thus, no more than
HTx0.5 (5 hits for an average HT 10
person) can be inflicted from an AP
bullet torso hit, or HTx1.5 (15 hits
for a HT 10 victim) for a vitals hit.
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Bullet Knockback

Bullets don’t push people around very well. Pushing is mostly a matter of
momentum. While bullets have a lot of kinetic energy; they have comparatively little
momentum. A man shot in the chest with an elephant gun is as likely to fall toward
the shot as away from it; even a rifle shot stopped by armor is unlikely to knock the
subject over. Bullets that wound give very little knockback; they rip and tear flesh
rather than pushing it.

For GURPS, bullets that wound do no knockback. A bullet that does not pene-
trate DR moves the foe one hex directly away along the line of the shot if the
unmodified damage rolled is more than 3 x ST of the target.

Examples of Bullet Damage
9mm solid from a Glock 17 pistol, torso hit on a HT 10 human wearing a
Second Chance Standard Kevlar vest (DR 14):
(1) 2d+2 damage, roll is 8 + 2 = 10, one die is a 6.
(2) Armor protects at full DR.
(3) 14-10 = -4 damage. One 6 was rolled, so 1 hit

crushing damage from blunt trauma is inflict-
ed.
! (4), (5) No bullet-type or bullet-size modifiers
i (neither would apply anyway, since the only
damage is blunt trauma).
, (6) No Hit Location modifier.
(7) 1 hit damage; HT 10 drops to HT 9.

.44 Magnum expanding round from a Desert Eagle

pistol, torso hit on an unarmored HT 10 human:

(1) 3d damage, roll is 11, no 6 is rolled.

(2) No armor, but target gets automatic DR 1 from
clothing and skin.

(3) Damage is 11 points of damage minus 1 DR =
10 hits.

(4) It’s a pistol, so the GM decides to check for bullet expansion, 4-6 on 1d.
He rolls high, so expansion occurs, giving a bullet-type modifier of 1.5,
increasing damage to 15 hits.

(5) Bullet-size modifier is also 1.5; 15x1.5 = 22 hits.

(6) No Hit Location modifier.

(7) 22 hits damage is modified by the blow-through rule to no greater than
basic HT x bullet-type modifier, so 15 hits are taken. HT drops from HT
10 to HT -5; victim must roll each turn to avoid passing out.

.50 BMG armor-piercing from Barret Model 82 sniper rifle, brain hit, on HT
15/50 elephant with DR 2 hide:

(1) 13d damage, roll is 44 with three 6s.

(2) Target has DR 2 (hide) + DR 2 (skull) = DR 4; vs. AP bullets this is
halved to DR 2.

(3) 44 - DR 2 = 42 hits.

. (4) Bullet-type modifier for AP halves this to 21 hits.
(5) Bullet-size multiplier for .50 caliber is 1.5, increasing damage to 30 hits.
(6) Damage to brain is X 4, so 120 hits.

(7) The blow-through rule has no effect on brain hits, so all 120 hits are
taken. HT 15/50 minus 120 leaves HT -70. The elephant is unconscious,
will need to roll vs. HT several times to avoid death and is 5 hits away
from automatically dying.

DISABLING A GUN

Guns may be intentionally disabled. It is
easy to destroy a hand weapon. Any sort of
long arm or pre-TL6 pistol will be wrecked
if you swing it against a tree with both
hands! A modern pistol may survive this
treatment, but its accuracy and reliability
will be severely hurt.

Disabling the big guns — that is, cannon
— is more of a challenge. There are two
basic methods: bursting and spiking.
Bursting is done by deliberately overcharg-
ing the piece and touching it off. A truly
heroic death is to stand with the guns until
they are overrun, then touch them off and
take the enemy with you. Most gunners,
however, leave a slow match in the touch-
hole and withdraw. The problem with this is
that the enemy may get there in time to
douse the fuse. A really heroic infantry
action is to volunteer to be first into the bat-
tery so you can try for the fuse.

Spiking the gun means blocking the
touch-hole. This is a reversible method of
disabling, and is especially valuable if you
expect to get the guns back. Improvised
methods with ordinary nails or bayonets
will have a temporary success. For really
effective spiking, the military issues special
spikes. They are in sizes that approximate
that of the usual touch-hole and are some-
what longer than the length of the vent. The
regulation spiking method is to ram a ball in
under the vent and drive in a spike until the
point bends over on the ball. To return the
gun to service, you have to both drill out the
spike and draw the ball. Drilling the spike
(given a brace and bit or breast drill) takes
2d minutes. A properly equipped artillery
unit has spikes, mallets and drill. The neces-
sary tools would also be issued to a regular
military assault force. A pirate crew, brig-
and band or the usual party of adventurers is
a lot less likely to have the right tools.

Disabling Artillery at TL6-+

These systems of disabling a gun lasted
until the development of modern artillery at
the very end of the 19th century. Dropping
an incendiary thermite grenade into the
breech is a neat solution. The breech will be
welded to the barrel; at the same time, the
structural strength of the steel will be so
degraded that even if the breech could be
removed, the gun would likely burst if fired.
The modern equivalent to spiking the guns
is to carry off the breech-blocks and sights;
if you retake the guns, they can be rein-
stalled. A measure of the discipline and
morale of an artillery unit is if they remem-
ber to disable their guns if they are forced to
withdraw without them. Of course, aban-
doning the guns is a last desperate measure;
“redlegs” have often died around their guns
rather than leave them to the enemy.
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BURSTING GUNS

Guns burst in one of two places: at the
breech or at the barrel. Bursting at the
breech is usually more serious. The explo-
sion is a lot closer to the firer.

Guns can burst for many reasons. The
most common are overcharge for the
strength of the gun, or a plugged barrel.

Before the mid-19th century it was not
too uncommon for either smallarms or can-
non to burst. The metallurgical knowledge
of the time was simply not good enough to
design guns that could predictably stand up
to the stress of firing. Iron guns, especially,
were notorious for bursting without warn-
ing. One King of Scotland, and unnumbered
commoners, were killed by the failure of
their weapons.

After about 1850, burst guns became
increasingly rare. By the 20th century, it is
fairly safe to say that guns don’t burst
unless they are helped. The usual causes are
overloads or bore obstructions.

Handloaders frequently stretch the safe
limits of loading data. Handloaders also
manage an occasional squib load, and leave
a bullet stuck in the bore. If they then fire
another round, they can manage some spec-
tacular effects.

Even the worst efforts of the cartridge-
stuffers can seldonf manage to burst a mod-
ern gun. Usually the bolt will give way
before the breech. A bolt in the face is not
fun, but it is rarely fatal. It may require
extensive plastic surgery, and it usually
takes out the aiming eye.

Firearms Range

Ranges of ranged weapons are described in the following terms:

172D expresses two things: the distance at which damage is halved and the dis-
tance at which the Accuracy bonus (Acc) is lost.

Max. (Maximum) range is the farthest distance that the projectile will carry
when the gun is fired at the most effective elevation. Maximum range for smallarms,
and for artillery before TL6, ignores the curvature of the planet. Above TL6,
artillery computation must account not only for a curved planet, but also for the dis-
tance that the planet turns under the projectile while it is in flight.

Recoil

Guns recoil because of the Newtonian laws of motion. Technically, recoil is a
consequence of conservation of momentum; the mass x velocity of the ejecta (bul-
lets, powder gases, anything that goes out the muzzle) going in one direction must
equal the mass x velocity of the gun going in the opposite direction.

Rel Statistic (Felt Recoil)

Felt recoil or kick is more significant for gaming (at least in a 1-G field for more
or less human firers). Felt recoil is a matter not only of the momentum of the gun
but of its controllability. Controllability is affected by stock and grip design, action
type, compensators and the size, strength and position of the firer. This is simulated
by the Rcl number, expressed as a negative, in the stats for each weapon in the
weapon tables.

This number makes some assumptions about the variables affecting felt recoil;
that this is the weapon as normally sold or issued, and that it is being fired from a
steady position, with both hands holding the gun, by a human within the usual
norms for size and strength (the 8 to 14 ST range in GURPS). The GM can choose
to increase Rcl for different conditions.

As a guide: (1) double Rcl for any weapon except a TL5+ pistol fired one-hand-
ed; (2) add 50% to Rcl! for any musket, rifle, shotgun or SMG with the butt-stock
removed or folded during firing; (3) double Rcl for any strained, unbalanced or
peculiar firing position; (4) double Rcl for each point of ST below the minimum ST
listed on the Weapon Tables. These penalties are cumulative.

Non-Automatic Weapons Recoil

The Rcl penalty is applied to a second or subsequent shot from the same gun,
unless there is a minimum one-second pause between shots to reestablish shooting
position. If the ST of the firer is less than the minimum for the weapon, apply the
Rcl penalty unless there is a two-second pause.

Light Automatic Weapons Recoil

For automatic fire, the Rcl penalty applies to the first group of up to four shots
of a burst (each shot moves the weapon some). Each subsequent group of up to four
rounds causes the Rcl penalty to increase by itself (1 becomes 2 becomes 3; 2
becomes 4 becomes 6; etc.) For an example of a submachine gun action, see the
sidebar on pp. 78-79.

Heavy Automatic Weapons Recoil

Heavy automatic weapons (machine guns and autocannon) are designed to be
fired from a mount, such as a tripod or pintle. The Rel listed is for the gun fired from
a correct mount, with the mount solidly placed and the gunner in a proper position.
Firing such a gun when it is not solidly mounted can be really difficult! As a guide,
quadruple Rcl penalties for any heavy or medium MG (see p. 79) that is not properly

GUNS AND BULLETS




P—

mounted; double Rel for LMGs and GPMGs that are not at least sitting firmly on
their bipods. Multiply Rcl by 8 for such monster cartridges as the .50 BMG and
14.5mm Russian.

Malfunctions

Any gun can fail to work because of a mechanical malfunction or operator mis-
take. Operator mistakes are covered by the Critical Miss rules. A critical miss on a
firing attempt happens only on a natural roll of 17, 18 or 10 more than adjusted skill.

A malfunction is a mechanical failure of the weapon or ammunition. A simple
malfunction, unlike a critical failure, does not endanger the user.

All weapons have a malfunction number, or “Malf” number. For instance, a
matchlock malfunctions, or misfires, on a 14+. This means that any roll of 14 or
more, unless it is a critical failure, will be a malfunction. In other words, for a shoot-
er of average skill, a roll of 14, 15 or 16 is a malfunction, while a 17 or 18 is a criti-
cal miss. Malfunction is based on the number rolled, with modifiers for weapon reli-
ability and conditions. It is not affected by modifiers for target size, speed and range,
accuracy, aiming, bracing or sights.

The better the weapon, the higher the malfunction number; most weapons of
TL6+ have a malfunction number of criz, because they are reliable enough that,
treated properly, they almost always fire when the trigger is pulled. Some have a
higher “Ver.” malfunction — any malfunction must be verified by rolling a second
failure. A critical failure with any weapon can turn out to be a malfunction, though!
All “dud,” “jam” and “weapon breaks” results on the Firearms Critical Miss Table
(p. B202) should be treated as malfunctions. The GM rolls; the player does not
know whether his weapon’s problem is one that can be fixed or not until he tries
Immediate Action (see below).

Malfunctions are far likelier for an untrained shooter. Any shooter with a skill of
10 or less has his weapon’s Malf number decreased by 1. (Remember, a decrease in
Malf number makes a malfunction more likely.) Malfunction rates are also affected
by the mechanical state and surrounding conditions of the weapon and ammunition,
as determined by the GM.

For carly weapons, including all black powder weapons, the only likely mal-
function is a simple misfire . . . the gun does not go off. When automatic weapons
are invented, a second common malfunction appears: stoppage. The weapon fires
one or more shots, then stops. Usually a stoppage is a jam — the next round in
sequence for a repeating weapon cannot reach the firing chamber. For single-shots, a
stoppage means that the gun cannot be reloaded without repair. A misfire is a worse
result than a stoppage in most circumstances; a stoppage at least gets one round off.

The relative likelihood of misfires or stoppages varies with different kinds of
weapon. For a flintlock muzzie-loader, the most likely malfunction is a misfire.
Many things can keep a flintlock from going off; if it fires, there are few things that
can keep it from being reloaded. For a Thompson SMG, the most likely malfunction
is a stoppage. The ammunition and action are both very reliable, but the ejection and
feed sequence have many possibilities for failure. The type of weapon determines
which malfunctions are misfires and which are stoppages.

The description of each type of weapon will give a general malfunction number
for such weapons. Specific malf numbers are given in the Weapon Tables.

Mistreated Weapons

Abuse will make any weapon less reliable. The GM determines the penalty, if
any, for using the gun snatched from the mud, or found abandoned for 40 years in a
closet or rolled on by a collapsing horse. This may be a lowered malfunction num-
ber, a decrease in the weapon’s Acc or some other penalty. Rolls against Guns,
Gunner or Armoury can attempt to detect and correct the mechanical flaws of a
weapon.

IMPROVISED GUNS

A gun is a tube, closed at one end and
open at the other. The only operational
necessity is that it be strong enough to resist
the force of the propellant for one shot.
Propellant, ignition and projectile can all be
improvised from commonly available mate-
rials.

Marsh Williams made his first short-
stroke, gas-operated, semi-automatic rifle
while he was a prison inmate. The barrel
was a discarded axle. His most complex tool
was a file.

The Israelis made hundreds of working
submachine guns during the British man-
date. Old Turkish rifles were the source for
parts; each rifle yielded enough for two sub-
machine guns. The only power tool used
was a converted dentist’s drill.

Zip-guns were a prominent part of street-
gang armament in the 1950s. They were sin-
gle-shot .22 pistols. One common design
used a piece of car-radio antenna, wire-rein-
forced, as the barrel. The grip was scrap
wood. The firing pin was a nail, and the
mainspring was a rubber band. Accuracy
and reliability were both poor, and power
was low, but they could kill a man as dead
as he could get.

Given materials, anyone with Armoury
or Mechanic skill can make some kind of a
working gun. Two that can be improvised
quickly are:

lip-6un

Fires .22 Rimfire ammunition; treat it as
a cheap .22 single-shot. Malfunctions on
12+. Can be made any time after 1857. Base
time to complete is 8 hours. Three hours and
a successful Scrounging roll will be
required to find the materials. Use the Long
Tasks rules (p. B93) to see how long it real-
ly takes to finish, rolling against Armoury
skill or Mechanic-2. A critical failure makes
a gun that will explode on first use, doing
2d damage to the user.

Cannon-lock Muzzle-loader

Fires any available scrap, using black
powder, smokeless powder or other propel-
lant. Treat as a cheap smoothbore of the
appropriate caliber. Essentially nothing
more than a heavy pipe with one end closed
off except for a touchhole; materials are
available in any TL5+ area. Roll as above to
make, rolling at either Armoury or
Mechanic skill. If it explodes, it does 3d
damage to the user.

If necessary, propellant can be impro-
vised as well; this is a 24-hour task for
Chemistry skill, unless a well-supplied labo-
ratory is handy. In that case, only an hour is
required! A critical failure during the
process means the explosive won’t work. A
natural 18 blows up in the chemist’s face
(3d damage).
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BORE SIZE 10
INCH/MILLIMETER
CONVERSION

Before the 19th century, the size of pro-
jectile fired by a gun was more often given
in terms of weight of ball than diameter in
inches or millimeters. For artillery, this was
the weight in pounds of a cast-iron ball; for
smallarms, the number of lead balls of bore
diameter that would make one pound.
Neither of these measurements was ever
exactly equivalent to bore size. There had to
be an allowance for “windage” (balls had to
be smaller than the bore in order to load
muzzle-loaders) and the density of lead and
cast iron was not firmly standardized. They
were close enough that balls “14 to the
pound” or “l-pounder” would usually fit
any gun so described. The system survived
in England until well into the 20th century,
and is still used for shotguns.

The following table gives equivalents in
bore/inch/millimeter that are close enough
for those GURPS rules where projectile or
bore diameter is needed. Gauge is in nomi-
nal lead balls of bore diameter to make one
pound. Inch is caliber in hundredths of an
inch for smallarms, and tenths of an inch for
artillery, as usually measured in U.S. arms.
Millimeter is usually simply an arithmetical
conversion rounded to the nearest millime-
ter; the exceptions are for rounds that have a
common designation to tenths or hundredths
of a millimeter; .45 ACP is usually listed as
11.43mm, for instance. Pounder is the
weight of a nominal cast-iron ball of bore
diameter.

These dimensions are often somewhat
different from the same name as used in
current practice; 20th-century 12 gauge
shotguns, for instance, are about .73 caliber.

Gauge Inch Millimeter
4 1.05 27
8 .84 21
10 79 20
12 15 19
16 .66 17
20 .63 16
24 .58 15
32 .53 13
38 .50 12.7
50 45 11.43
54 44 10.2
72 40 10

100 .36 9

120 32 7.65
173 .30 7.62
285 25 6.35

Continued on next page . . .

Immediate Action

For every kind of gun, some failures are
more likely than others. There is a procedure
for every kind of gun, which can be applied as
soon as it fails, that will give the best chance
of correcting the problem and returning the
gun to service. This is called Immediate
Action.

All malfunctions, as distinct from critical
misses, are subject to Immediate Action.
Immediate action is different for every
weapon; it represents the standard “try this
first” procedure for that weapon. For a flintlock, for instance, the most likely cause
of failure is bad priming. Immediate action is to clear the pan, prick the vent and
reprime. All this takes about five seconds. For an M1 carbine, the most likely fault is
a failure to feed from the magazine. Immediate action is to clear the chamber and let
the bolt fly home to chamber another round; this takes about one second.

Immediate action is represented by a roll against Black Powder Weapons, Guns,
Beam Weapons (for ultra-tech devices), Gunner or Armoury, as applicable. The
player announces that his character is trying Immediate Action. The roll is made by
the GM, in secret.

An immediate-action roll is at -1 for any weapon that is not commonly used by
the firer, -2 for an unfamiliar weapon of a familiar type, -5 for an unfamiliar type of
weapon, -6 plus the difference in TL for a weapon from another TL and -10 for
some completely off-the-wall weapon totally unlike anything the shooter has ever
seen.

When a weapon malfunctions, the firer decides whether to attempt Immediate
Action to resolve the problem. The weapon-user does not have to take Immediate
Action, but the alternative is an unfirable weapon. The time required for Immediate
Action is different for different weapons. It is usually variable (e.g., 2d seconds),
though it may be fixed for some weapons. For most weapons, a critical success
means that the weapon is restored to service immediately. On anything but a critical
success, the GM rolls again to determine how long the attempt will take. He does
not tell the player this. On every turn, the player must say, “I’m still working on the
gun.” When the time is up, the GM will tell the player whether he succeeded. A suc-
cess restores the weapon to service.

A failed Immediate Action roll leaves the weapon in non-firing condition.
Another attempt can be made, in just the same way.

A critical failure puts the weapon out of action until repaired by an armourer at
the appropriate TL.

The character can abandon Immediate Action at any time. The player announces
at the beginning of his turn whether he is continuing Immediate Action or not. If he
continues, the GM tells him whether or not the gun can be fired that turn. If
Immediate Action is abandoned, it can be started again later; the restart requires
another roll for time.

Immediate Action For Revolvers and Multi-Barrels

If a revolver malfunctions, the user can always hope the problem was with the
ammunition and pull the trigger again, rather than taking Immediate Action to fix
the gun. Similarly, the user of a multi-barrel gun can try to fire another barrel.

If the malf was the result of a critical failure, the GM already knows what is
wrong with the gun, and can play it accordingly. Otherwise, the GM should immedi-
ately roll against the weapon’s Malf number, minus 2. For weapons with no Malf
number, roll against a 15. A “failed” roll (greater than the Malf number) indicates a
true malfunction; the next bullet or barrel won’t work, either. A successful roll
means the next shot can be fired normally.
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Buying and Selling Guns

The prices given in the Weapon Tables assume weapons purchased in new con-
dition, from a reputable dealer, while they are state-of-the-art devices. Weapons may
remain in service for generations after they are first designed, and inflation can push
their prices far past original levels.

Since many campaigns are set in the present, Weapon Tables for late TL5 to
early TL7 weapons list both an original price and a second 1990s-era contemporary
price. If a campaign isn’t present-day, you can still estimate the price of an out-of-
period item by comparing the starting wealths given.in the sidebars in each Tech
Level chapter. For a rough idea how much a gun or other device costs after inflation,
multiply the original price by the starting wealth of the era in which the item is
being purchased and divide by the starting wealth of the era it was first introduced.
E.g., if a gun cost $10 when introduced in 1935 (starting wealth $1,000) but is
bought in 1942 (wealth $3,000) its price is $10 x 3,000 divided by 1,000 = $30.

Of course, these prices apply to new guns. Used gun dealers are common in
nations where guns are easy to come by (like the United States). Used guns in good
condition, not spectacularly obsolete, sell for 50-80% of their current price — more if
rare collectables. Weapons in poor condition (-1 Malf.) are likely 20- 50% price if
the seller is honest. A successful Armoury roll will tell the would-be buyer whether
he’s getting a good deal: failure leaves the GM free to surprise the buyer with inter-
esting malfunctions if the dealer is dishonest or incompetent.

Weapons of special quality (p. 65) are more costly.

Pawnshops

Pawnshops have existed since long before guns did; they were common in
Renaissance times. A reputable pawnbroker will lend you perhaps 10% of a
weapon’s true resale value (and have a very good idea what that value is). If you do
not redeem your ticket in a month or so, he’ll keep the gun and sell it to someone
else for as much as he can get. Or you can pay accrued interest — 10% to 50% per
month, and he will keep the gun for you.

War Surplus

When the Pilgrim Fathers emigrated to America in 1620 they bought inexpen-
sive matchlocks from the Dutch forces who were converting to flintlocks. After the
American Civil War, the U.S. government sold cheap Spencer rifles to any veteran
who wanted cne. Each major war or army equipment upgrade sees military surplus
gear dumped on the market. Still, most governments like to know where arms are
going; shady or unofficial buyers may need Fast-Talk or a substantial bribe to get a
chance to bid. On the other hand, if buyers can convince the government the deal is
in its best interest, they may get favorable terms. It was in the Dutch government’s
interest to have Calvinist settlers in America in 1620, and the U.S.’s to have armed
Americans out West in the 1860s — terms were very favorable.

BORE SIZE T0
INCH/MILLIMETER
CONVERSION

(Continued)

Gauge Inch Millimeter
1 2.0 50
2 2.5 65
3 29 74
4 32 81
6 3.7 94
8 4.0 100
9 4.2 107
12 4.6 117
18 53 135
24 58° 147
32 6.4 163
42 7.0 178
Notes of Interest

(1) 54 gauge was the English equivalent
of an American black-powder .44 revolver;
modern American .44s actually fire .43-cal-
iber bullets.

(2) Modern American .38 pistols and
revolvers are actually .36s (.357 Magnum
uses the same bullets as .38 Special, but in a
longer case); the bullets are only a few thou-
sandths of an inch larger than those for
9mm.

(3) .32, 7.65mm, 7.63mm and 7.62mm
pistols all fire bullets of about .30 caliber,
which are very nearly the same diameter as
black-powder .31s.

(4) .410 “gauge” shotguns are actually
410 caliber.

(5) A rough formula for “pounder” from
bore diameter for cannon is: [(bore diameter
in inches - 0.1”) cubed] x 0.13268 =
“pounder” name. To convert the other way,
use [cube root of (Ibr./0.13268)] + 0.1.

(6) Bullet weights are usually given in
grains or grams. 7,000 grains = 1 pound
avoirdupois. 1 grain = 0.0648 grams; 1 gram
= 15.432 grains. Powder charges are usually
in grains; black powder is sometimes in
drams. 1 dram = 27 .4 grains.

Salvage

Armies on the move leave huge amounts of material
behind. Rations, blankets, uniforms, even weapons that
are too much trouble to carry home — these could mean
survival for desperate adventurers. It is, however, unwise
to be caught looting, as armies have no sense of humor
about such things. Time-travelers are in a better posi-
tion: they can pick places and times when things won’t
be missed. For instance, the smallarms magazine of
U.S.S. Hornet just before she went down would yield
several Thompsons and BARs. They can also buy low
and sell high. Scrap-metal flintlocks in 1830 are mint-
condition antiques in 1998.
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FIREARMS
SPECIALIZATION AND
FAMILIARITY

Specialties are for types of weapons that
are enough different that use of each type is
a separate Physical/Easy skill. Specialties
sometimes default to each other. Familiarity
is the degree to which a shooter knows how
to use a particular firearm.

Shooting firearms and maintaining
firearms use slightly different interpreta-
tions of the same skill.

Black Powder Weapons
Specializations

Handgonne - Firing a cannon-lock small
arm.

(Lock-type) Musket — Firing a smooth-
bore, shoulder-stocked gun designed pri-
marily to fire a single bullet, but easily
capable of firing multiple bullets.

(Lock-type) Rifle — Firing a rifled, sight-
ed, shoulder-stocked gun designed to fire a
single bullet.

(Lock-type) Shotgun — Firing a smooth-
bore, shoulder-stocked gun designed pri-
marily to fire multiple shot.

(Lock-type) Pistol — Firing a gun that has
no shoulder stock.

(Lock-type) Hand Mortar — Firing a true
hand mortar or a grenade discharged from a
gun.

(Lock-type) Special Weapon — Firing a
gun of peculiar design . . . built into a shield
boss, permanently swiveled to a saddle
pommel, concealed in a codpiece and fired
by a string braided into the beard (select for
a tall assassin and short victim and multiply
recoil penalties by 5), anything else that can
be dreamed up. Each special weapon is a
separate skill.

Defaults: Lock-type is the ignition sys-
tem of the gun; cannon lock, matchlock,
wheellock, flintlock or caplock. Going from
a more advanced to a more primitive igni-
tion system is hard. Handgonne defaults
from any other Black Powder Weapons spe-
cialty at -7 (and is DX-6). Matchlock
defaults from wheellock or flintlock at -3,
from caplock at -5. Wheellock/flintlock
defaults from caplock at -2. Going up the
scale is easier. Wheellock/flintlock defaults
from matchlock at -2; caplock from wheel-
lock/tlintlock at -1.

Specializations default by the type of
use. Smoothbore, shoulder-stocked weapons
default to each other at -1, to rifles at -2.
Long guns default to pistols at -4.
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Gun Control and the Black Market

Gun control laws vary dramatically from region to region and from era to era,
with restrictions governing everything from the type of weapon to the kind of bullet
and capacity of magazines.

In 1990s America, guns are common but some federal and state regulations
apply. Shotguns, antique firearms (TL4-5) and non-automatic rifles (up to RoF 3~)
and their ammunition are easy to buy over the counter. Handguns are subject to a
background check and multiday waiting period. Purely military weapons are
unavailable to anyone but licensed dealers; this includes weapons that are full-auto-
matic, cannon-size or have explosive warheads, or “destructive devices” such as
grenades and flamethrowers.

Circumventing gun-control regulations, a wide array of weapons are available
on the black market. Illegal firearms are often 2 to 10 times price, depending on
whether they’re good as new or old military-surplus. Stolen legal guns can be very
cheap, half price or less and the more identifiable, the cheaper.

Metallic Cartridge Ammunition Weights and Costs

This table gives weight and cost of loose rounds of metal-cartridge ammunition
for modern (late TL5+) firearms. For TL4-5 ammo prior to metallic cartridges, see
chapters 4 and 5.

“Weight per Shot (WPS).” The approximate weight of a complete round of
loose ammunition including bullet and cartridge. Weights of loaded magazines,
belts, etc. are found on the weapon tables. Weights of empty magazines vary, but
SMG and rifle magazines are about %2 pound, handgun magazines about /4 pound
and clips (Mauser or Mannlicher) 0.01 pound. Machine-gun belts are 0.4 pounds per
100 rounds for rifle calibers, one per 100 for heavy machine guns. Disintegrating
belt links are 200 per pound.

“Cost per shot (CPS).” Reduce total cost by 5% if 500 or more rounds are pur-
chased at once, by 15% if 5,000 or more rounds are purchased at once. Ammo is
normally sold in lots of 20, 50, 100, 500, 1,000 and 5,000. The GM may charge up
o 15% more for odd-sized lots! An Area Knowledge roll for the area where you're
shopping (including Area Knowledge (Net) for purchases made over the Internet)
will find someone selling ammo at a 5% discount. A critical success finds a 15%
discount.
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L0OSE CARTRIDGES

WEIGHT AND COST TABLE

Cartridge

Pistol
: .22 Short
' .25 ACP
7x28mm
32 ACP
.380 ACP
7.62mm Nagant
9%19mm
7.62x25mm
7.63x25mm
.38 Special
40 S&W
.357 Magnum
10mm
45 ACP
455 Webley
.44 Magnum
.50 AE

Shotgun
8-gauge
10-gauge
12-gauge

Rifle

.22 Long Rifle
5.56x45mm
.30-30

’ 7.5x54mm

' 7.62x39mm

j .45 Henry
.44-40 WCF
303
7.62x51mm
.30-06
7.62x54mmR
7.92x57mm
8mmx50mmR
gmmR Krag
44-90, 45-70
MH, .50-90
.600 Nitro Exp
.50 BMG

) 12.7x108mm

Special Ammo: AP is 3 x cost, expanding 2 x cost. All prices assume late TL7.

WPS

0.005
0.011
0.014
0.0175
0.021
0.021
0.023
0.024
0.024
0.033
0.024
0.0357
0.04
0.048
0.05
0.053
0.055

0.125
0.1
0.14

0.077
0.026
0.05

0.037
0.043
0.047
0.055
0.055
0.058
0.058
0.058
0.0625
0.0625
0.11
0.11
0.2
0.33
0.33

Modify by relative starting wealths for lower TLs.

CPS

$0.03
$0.3 5.
$0.3
$0.3
$0.3
$0.3
$0.3
$0.3
$0.3
$0.3
$0.4
$0.5
$0.4
$0.4
$0.4
$0.8
$1

$0.125
$0.1
$0.07

$0.05
$0.6
$0.6

$0.6
$0.6
$0.6
$0.6
$0.6
$0.6
$0.6
$0.6
$0.6
$0.6
$1 .45
$1
$1
$1
$1

FIREARMS
SPECIALIZATION AND
FAMILIARITY
(Continued)

Familiarity penalties (see p. B43) apply
to weapons that the firer doesn’t normally
use, even within his skill specialty.
Common penalties are -2 for an unfamiliar
weapon of a familiar type or -4 for an unfa-
miliar type of weapon. Familiarity penalties
can be wiped out by eight hours of practice
with the gun. Eight hours of practice means
eight hours on the range, not eight hours of
carrying the piece around!

Example 1: “Bloody Bob” Coleman,
Quantrill’s meanest guerrilla, has Black
Powder Weapons (Caplock Pistol)-16.
Unfortunately, the hyperspatial flux that
dropped him in 16th-century Italy did not
bring his Navy Colts. With his liberated
arquebus, which requires Black Powder
Weapons (Matchlock Musket), his adjusted
skill is 16, minus 5 for change of lock-type,
minu