
Weapon
Check

Stat Damage Properties Slots Cost Rarity Special Effect Description

1817 Pistol
Coordinatio
n(COR): 4 piercing

Ammunition(.9mm), 
Ranged ( 2/15), 
reload (7 shots) 
Recoil 1 1 Slots $12 Common

1818 Pistol
Coordinatio
n(COR):

1d4+1 
piercing

Ammunition(.9mm), 
Ranged ( 2/15), 
reload (7 shots),
Pistol 1 Slots $10 Common

1918 Pistol
Coordinatio
n(COR):

1d4+2 
piercing

Ammunition(.9mm), 
Ranged ( 2/15), 
reload (7 shots),
Pistol 1 Slots $15 Common

Ardennais 
Revolver

Coordinatio
n(COR): 7 Piercing

Ammunition, Ranged ( 
50/150), reload (15 shots)

0.5 
Slots $5 Common

Bone Gun
Coordinatio
n(COR):

users 
Endurance In 
peircing 
damage

Ammunition(Bones), 
Ranged ( 1/30), 
reload (5 shots),
Rifle, - Slots - - To reload this gun you can Pay 1 Body

Bow
Coordinatio
n(COR): 1d6 piercing

Ammunition (arrow), 
Ranged ( 50/150), 7 Slots $10 -

Each time a target is hit with 
this weapon place a counter 
on them. Each move action 
they take 1 damage equal to 
the amount of counters on 
them.

Burgman 
Shotgun

Coordinatio
n(COR): 1d8 piercing

Ammunition(Buckshot),
Collapsable 
Ranged (1/8), 
reload (4 shots),
Shotgun,
Recoil 3 - Slots -

Uncomm
on

Cane gun
Coordinatio
n(COR): 3d4 piercing

Ammunition(Buckshot), 
Ranged ( 1/7), 
reload (1 shots), 
Recoil 3 2 Slots $30 Common

Cannon
Coordinatio
n(COR): 5d12 piercing

Ammunition, Ranged ( 
50/150), reload (15 shots) - Slots 300 -

Derringer
Coordinatio
n(COR): 1d4 piercing

Ammunition (.22), Ranged ( 
1/20), reload (2 shots), 
Concealable .5 Slots $8

Uncomm
on

Double 
Barrel 
Shotgun

Coordinatio
n(COR): 4d4 piercing

Ammunition(Buckshot), 
Ranged ( 1/7), reload (2 shots) 
Recoil 2 2 Slots $12 Common
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Doyle 
Survival 
Rifle

Coordinatio
n(COR):

1d8 +4  
piercing

Ammunition(.45), 
Ranged ( 5/25), 
reload (3 shots),
Rifle
Collapsable - Slots - -

Dragon's 
Tongue

Coordinatio
n(COR): 2d6 Energy

Ammunition(Energy Crystal), 
Ranged ( 50/150), 
reload (10 shots),
Recoil 2,
Rifle, - Slots - -

if the damage delt exeeds the 
protection the armor is destroyed

Energy 
Pistol

Coordinatio
n(COR): 1d6 Energy

Ammunition(Plasma Battery), 
Ranged ( 50/150), 
reload (6 shots),
Recoil 1,
Pistol - Slots - -

Energy 
Rifle

Coordinatio
n(COR): 2d6 piercing

Ammunition(Plasma Battery), 
Ranged ( 50/150), 
reload (15 shots),
Recoil X,
Rifle, - Slots - -

Graham
Coordinatio
n(COR):

2d6+3 
piercing

Ammunition (Rifle), Ranged ( 
5/30), reload (15 shots) 6 Slots $83 -

Grenade
Coordinatio
n(COR):

3d6 
explosive 
piercing

Ammunition, Ranged ( 
50/150), Thrown 1 Slots $3 -

KF Hyrda
Coordinatio
n(COR): 5d6 Peircing Recoil 5

Leonidas 
Carbine

Coordinatio
n(COR):

1d6+3 
piercing

Ammunition (rifle), Ranged ( 
10/30), reload (5 shots) 5 Slots $45 -

A hodge podge of gun 
parts. It shoots. That's 
what matters

No name 
Carbine

Coordinatio
n(COR):

1d6+3 
piercing

Ammunition (rifle), Ranged ( 
10/30), reload (5 shots) 5 Slots $45 common

A hodge podge of gun 
parts. It shoots. That's 
what matters

PD 
Revolver

Coordinatio
n(COR):

1d6+2 
piercing

Ammunition(.45), 
Ranged ( 1/16), 
reload (6 shots) 
Recoil 2 1 Slots $15 Common

PeaceBring
er Revolver

Coordinatio
n(COR): 5 piercing

Ammunition(.45), Ranged ( 
1/16), reload (6 shots) Recoil 1 1 Slots $20 Common

Percheron 
Pistol

Coordinatio
n(COR): 1d8 Piercing

Ammunition, Ranged ( 
50/150), reload (15 shots)

0.5 
Slots $5 Common

Perkins 
Defender 
Pistol

Coordinatio
n(COR): 1d5 piercing

Ammunition, Ranged ( 
50/150), reload (8 shots) - Slots - -
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Plasma 
Cannon

Coordinatio
n(COR):

2d6 Energy 
Blast

Ammunition(Large Plasma 
Battery), 
Ranged (5/30), 
reload (1 shot),
Recoil 3,
 Launcher
Radius (3)

- 7 
Slots - -

Police 
Modified 
Burgman 
Shotgun

Coordinatio
n(COR):

1d8+1 
piercing

Ammunition(Buckshot),
Collapsable 
Ranged (1/6), 
reload (4 shots),
Shotgun,
Recoil 2 - Slots - Common

Revolver
Coordinatio
n(COR):

1d6+2 
piercing

Ammunition(.45), Ranged ( 
1/16), reload (6 shots) Recoil 2 1 Slots $15 Common

Rivet Gun
Coordinatio
n(COR): 3d6 piercing

Ammunition (Rivets), 
Ranged ( 1/5), 
reload (15 shots),
Launcher - Slots - -

An industrial rivet gun 
modified to fire at long range

Service 
Pistol

Coordinatio
n(COR):

1d6+2 
piercing

Ammunition(.45), 
Ranged ( 1/16), 
reload (4 shots) 1 Slots $15 Common

Shetland 
Rifle

Coordinatio
n(COR): 2d8 Piercing

Ammunition, Ranged ( 
50/150), reload (15 shots)

0.5 
Slots $5 Common

Single Shot 
Shotgun

Coordinatio
n(COR): 3d4 piercing

Ammunition(Buckshot), 
Ranged ( 1/7), reload (1 shots), 
Recoil 3 2 Slots $7 Common

Slingshot
Coordinatio
n(COR): 1d3 piercing

Ammunition( whatever), 
Ranged ( 3/15), - Slots - Common

Spirit 
Revolver

Coordinatio
n(COR): 1d8 Piercing

Ammunition, Ranged ( 
50/150), reload (15 shots)

0.5 
Slots $5 Common Cool revolver from mustang

Thompson
Coordinatio
n(COR):

1d6+2 
piercing

Ammunition (.45), Ranged ( 
50/150), reload (20 shots), 
ROF 5, 5 Slots $209

Uncomm
on

Trench 
Shotgun

Coordinatio
n(COR): 2d6 piercing

Ammunition(Buckshot), 
Ranged ( 1/7), reload (1 shots), 
Recoil 3 4 Slots $12 Common

VK 7
Coordinatio
n(COR): 2d6 piercing

Ammunition, Ranged ( 
50/150), reload (15 shots) - Slots $70 -

W.H.P.A.M.R
Coordinatio
n(COR): 20 piercing

Ammunition, Ranged ( 
50/150), reload (5 shots) 
Recoil 6, Two Handed - Slots 3000

One of a 
kind

expirimental Rifle winchester 
helsing personal anti material 
rifle
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Wolfsbane
Coordinatio
n(COR): 2d6 piercing

One Handed, 
Ammunition(Wolfsbane 
rounds), 
Ranged ( 50/150), 
reload (15 shots) - Slots $ Rare

"A gilded Revolver

Expertise firearms 3: a really 
good revolver."                                


