Ranged Weapons

Ranged weapons are not normally carried by the citizens of Ochre.  However, enforcers of the law, paramilitaries and others who live dangerous lives can usually get a permit to carry one.

The standard sidearm throughout the world is the needler.  A simple magnetic propulsion system shoots steel "needles" with rounded heads at very high speed. Fairly quiet, easy to reload and with very few moving parts, it's the most popular gun around.  A single clip contains over a hundred needles, together with a rechargeable battery that powers the magnetic induction coil, and is fully reusable.  In lab conditions, the battery can be recharged over half a million times; in game terms, it lasts indefinitely.  It usually takes about an hour to reload a clip.  

Paramilitary forces, however, prefer the heavy magnetic induction pistol, generally known as the slugger. The induction barrel on the slugger is much heavier than the finer, luger-like barrel of the needler. This is because the slug is much larger and more massive than any needle. Designing a heavier barrel also enabled the designers to improve its performance along the length of the barrel, so sluggers end up with a distinctively thick and stubby barrel when compared to needlers or conventional pl5 chemical firearms.

These two weapons form the basis of the modular system.

The needler can be converted to a longer-ranged weapon called a carbine.  The pistol barrel is replaced with a longer version and a stock with supplementary battery is added to the butt of the gun (the contact is covered by a removable slide-cover).  The barrels simply screw into position.  By engaging the safety, which locks the trigger, this can be done in less than fifteen seconds without removing the clip.  The secondary battery prevents the longer acceleration from reducing the efficiency of the clip-battery.

Other forms of needle can also be used in a standard needler.  One is called the “tag needle”, composed of a stainless steel cup, the same gauge as a needle and about five millimetres long.  On one side this tapers to a very fine needle point, the same length as a standard needle.  The rest of the round is composed of a water-soluble sugar matrix, in which a number of intravenous chemicals can be fixed, from lethal neurotoxins to mild sedatives.  This sugar sliver rapidly dissolves in the target’s bloodstream, and because the weapon used for both is the same, a high-resolution ultrasound or x-ray must be taken of the wound, or a blood sample taken from within it, to determine the kind of round used.  Because so much of the needle is non-ferrous, its acceleration isn’t as efficient and range is reduced to 75% that attainable by an ordinary needle.

A third form of needle is the incendiary needle or firedart.  It looks very much like a standard needle, but the main body of the projectile is composed of an incendiary gel held within a fine polymer sheath.  The induction field sets off a micro-solenoid that activates the gel.  After a few seconds, in which the needle has hit and embedded itself in its target, the gel suddenly explodes in flame, doing terrible damage.  Firedarts suffer the same range limitations as the tag-needle, and are very tightly controlled.  These days they are strictly illegal, but there’s always someone who knows someone…

The slugger can be modified similarly. Again, adding a stock enables the weapon to be fired like a rifle with better aim, and provides the extra power needed for the induction barrel; this format is called the slug rifle. Some weapons manufacturers provide higher-performance battery packs with a more powerful induction barrel to improve the weapon's performance over the basic upgrade, forming a very effective weapon for serious engagements.  These heavy-duty modifications (in a configuration called the heavy slugger) allow the slug rifle to fire a much heavier armour-piercing round in single-fire mode.

This modular design, coupled with standardisation of ammunition, enables the user to upgrade a weapon in less than a minute, and even cannibalise captured weaponry to do so during the course of a firefight. It has also served to simplify logistics amongst the admittedly limited armed conflicts of the age. As a result, there are only three standard ammunition types: the needle, the slug and the heavy slug. One telltale aspect of their design is that ammunition is fed from either a grip-mounted clip or, in the case of the slug rifle, “bullpup” mounted magazine.  An essential feature of both weapons is the need to feed the round from the very rear of the weapon.

The most powerful anti-personnel weapon is the quad-slugger.  The problem with magnetic induction coils is the recharge time they need, which limits the rate of fire.  Beefing up the coil and its power supply allows heavier ammunition to be fired, but true autofire rates typical of weapons we’re familiar with simply aren’t possible.  The quad-slugger, often simply called a quad, is exactly what it sounds like.  Four heavy induction barrels, fed by independent magazines, cycle their fire rapidly in order to achieve automatic fire rates. The weapon is quite weighty and is held in a sling with a counterbalance to make it easier to use.  A laser-sight relays the targeted image to a small screen on the weapon, or can be linked to a combat-ocular.  These weapons are deployed only rarely, and are the exclusive province of military organisations.

Another popular weapon, particularly in the Cities, is the stutter.  These sonic weapons are particularly effective in Ochre’s dense air (increase effective range by 20%).  All forms described in the PHB are available.

The cobra is a modified needler, identifiable by its slightly broader barrel.  It fires a charged capacitor dart that delivers a charge identical to that of a stun baton.  Its near-instant effect is sometimes preferred to using trank tag-needles, despite the expense of requiring a different weapon.  Cobras cannot fire standard needles, and vice versa.

It should be borne in mind that despite the development of these weapons, over 70% of people never own one throughout their entire lives.  Furthermore, over 90% of all weapons produced are needlers or stutter weapons.

A Note on SMGs

You may have noticed that the pistol converts immediately to a rifle version, with no SMG stage.  This is an artifact of the modular design, in which the stock houses the necessary batteries to make the conversion to rifle mode.  However, slug rifles are compact (downright stubby, in fact) compared to 20th-21st century rifles and are much easier to carry around and employ in confined conditions such as urban fighting.

Simpler Weapons

People, being what they are, are quite inventive when necessary, and sometimes the need for an effective ranged weapon can exceed one’s budget or procurement abilities.  For such occasions, there are lower-tech weapons capable of keeping one’s enemies at bay.

Javelin- and knife-throwing are popular sports, and these weapons are available in most sports clubs, as well as shadier places.

Tris-knife – The Ochran equivalent of the shuriken, these triangular or triskele blades are commonly worn en masse in belts or bandoleers (four on a simple belt, eight on a bandoleer).  They generally measure about 30mm from centre to point.  Very popular amongst certain classes, they are generally thrown with the two first fingers or index finger and thumb. They are kept razor-sharp and are quite deadly for such small weapons.

Maser Weapons

Like force weapons below, kreii-made masers are only available to the trustees, and are detailed there.

Weapon
Skill
Acc
Md
Range
Type
Damage O/G/A
Act

Needler
Mod-Pistol
0
F/B
10/20/80
HI/O
d4+1w/d4+2w/d4m
4

-Carbine
Mod-Rifle
0
F/B
60/120/300
HI/O
d6w/d6+2w/d4+1m
4

-Tag-Needle***
-
-
-
Above -25%
HI/O
d4w/d4+1w/d4+2w 
4

-Firedart***
-
-
-
“
HI/O
d4w/d4+1w/d4+2w 
4

Slugger
Mod-Pistol
0
F
10/20/100
HI/O
d6+1w/d6+2w/d4+2m
4

-Slug Rifle
Mod-Rifle
0
F/B
100/200/400
HI/O
d6+2w/d6+3w/d6+2w
4

-Hvy Slugger
Hvy-Direct
0
F
100/200/400
HI/G
d8+2w/d6m/d6+2m
2

Quad-Slugger
Hvy-Direct
0
B/A
100/200/400
HI/O
d6+2w/d6+3w/d6+2w
4

Cobra
Mod-Pistol
0
F
10/20/80
LI/E
d4+1s/d4+3s/d6+4s
4

Tris-Knife 
Acr-Throw
0
F
Per STR
LI/O
d4-1w/d4+1w/d6+1w
4

Weapon
Clip Size
Clip Cost
Hide
Mass
Avail
Cost

Needler
180
15
+2
1
Con
350

-Carbine
180
15
-
2
Con
+450*

Slugger
10**
40**
+1
1
Mil
800

-Slug Rifle
40
120
-
3
Mil
+850*

-Hvy Slugger
10
180
-
4
Mil
+1000*

Quad-Slugger
160
400
-
6
Mil


Cobra
20
15
+2
1
Con
400

Tris-Knife
-
-
+4
<1
Com
25

* Cost is added to the base weapon price when purchasing these upgrades immediately, or as listed when converting at a later date.

** The standard slugger clip can still be used in the rifle configuration.

Items in bold are discrete weapons systems, rather than modification kits.

*** These munitions do special additional damage; see below:

Tag-Needle: A tag-needle’s special damage depends upon the type of venom used.  As well as the generic poisons available in the GMG, there are also the following types:

Bloodwork (haemotoxin): Bloodwork is made from the feeding-leaves of the black bladderleaf plant.  Normally used simply to trap water-insects, this concentrated version is something of a favourite amongst the Arborean underworld.  It impedes the oxygenation of blood and causes an accelerated build-up of lactic acid.

Burn (necrotoxin): Burn is an excruciatingly painful necrotoxin, designed to deliver incapacitating wounds as quickly as possible.  As well as its necrotoxic effects, it renders the victim helpless, curled up in his or her own private universe of pain.

Fade to Black (neurotoxin): A powerful and deadly neurotoxin, Fade to Black is slow-acting but extremely deadly.  Initial symptoms include disorientation and mental confusion, segueing into acute emotional distress and finally extreme lethargy, leading to coma and death.

Hysteria (neurotoxin): A dangerous alkaloid, hysteria was originally used as a mood-altering medication before it found its way onto the weapons market.  Victims of Hysteria become emotionally unstable, subject to panic-attacks, powerful hallucinations and extreme paranoia.  Unconsciousness often ultimately results.

Lockjaw (paralytic): Named after an ancient disease, Lockjaw is a potent paralytic, fast-acting and effective.

Night-Night (neurotoxin): Night-Night is a gentle but powerful sedative.  Fast acting, it forces the victim into a deep, coma-like state for up to 3 hours.  Reviving the victim is impossible without powerful stimulants, which carry their own risks.  If allowed to revive naturally, the victim will suffer no ill effects, and will even be rested as if he or she has had a refreshing night’s sleep.  Some people try to use Night-Night as a way to get away with a short catnap, as an alternative to using stimulants to stave off sleep.  However, this will only work twice in succession. After the second dose in 30 hours, the restful effects of Night-Night are lost.

Shakes (paralytic neurotoxin): A milder version of Lockjaw, Shakes rarely fully paralyses its victims.  Instead, it generates muscle-weakness and tremors.  The victim is rendered unable to hold or use items or even stand up.

Yellow Blaze (Irritant): Made from the spores of the yellow blaze fungus-vine, it sets up an allergic reaction in the victim, leading to painful, weeping rashes, as well as uncontrolled running of the eyes, nose and mouth. 

There are other kinds of designer-venom used in tag-needles, but these are the most popular.

Con Feat Check Result
Bloodwork
Burn
Fade to Black
Hysteria
Lockjaw
Shakes
Yellow Blaze

Crit Fail
d4+2m
d4-1m*
d8m
2d6s**
2d8 days
+5 pen,  d4 days
+4 penalty

Failure
d4m
d8-1w*
d8+2w
d8+2s**
d4 days
+4 pen, 3d8 hours
+3 penalty

Ordinary
d6+1w
d6-1w*
d6+2w
d8s**
6d4 hours
+3 pen,  d4 hours
+2 penalty

Good
d4w
d4-1w*
d4+2w
d6s**
d4 hours
+2 pen, d20 min
+1 penalty

Amazing
d6s
d6s*
d4w
d4s**
+1 penalty
+1 pen
no effect

Onset
10 min
1 min
2 min
1 min
1 min
1 min
1 round

Duration
4 hours
2 hours
15 min
10 min
as above
as above
1 hour

* Victim must make Resolve-Physical resolve check to be able to function past the pain, with a +1 cumulative penalty per round.

** Victim must make Resolve-Mental resolve check to be able to function effectively, at a cumulative +2 penalty per round.

Firedart: Unlike the tag-needle, firedart only use a single kind of incendiary gel. The only chance a person has is to remove the dart before it ignites, as they don’t always fully penetrate the flesh.  There is a window of less than two seconds for this, indicated by a Dex feat check, rolled by the GM.  On a failure or Ordinary success, the needle penetrated fully and cannot be retrieved or detected as a firedart until it explodes (sadistic GMs may like to roll another die just to scare players whether it’s a firedart or not).  On a Good or Amazing success, the dart has lodged in the flesh and the player must roll another feat check.  On an Amazing result, the victim can pull the dart from his or her flesh and discard it before it explodes.  A firedart ignition causes further damage as below:

Attack result
Damage

Ordinary
d6+1w

Good
24d+1w

Amazing
d4+1m

Close Combat Weapons

Humanity’s violent streak has proven to be very difficult to iron out over the centuries.  Rather than attempt to eradicate the instinct they need, the kreii are happy for it to be expressed in ways that don’t harm their plans.  As mentioned, sports and other athletic pastimes are very popular, and the martial arts number amongst them.

As a result melee weapons, mostly of a non-lethal nature, are a lot more common than firearms.  

As well as a dazzling variety of clubs and batons, other weapons are also popular.  For those seeking cut price self-defence, knives and other small bladed weapons are popular since they can be made cheaply.

Fang – An illegal weapon, the fang still surfaces in assaults from time to time.  Essentially a knuckleduster, the fang also bears four spring-loaded needles, which can be released by a thumb-catch.  These needles, while not particularly harmful by themselves, deliver intravenous venom when the target is struck.  Reloading a fang takes two minutes and cannot be done alongside any other action.

The stinger is a light, quite flexible weapon, 80cm long.  It can be rolled up and put on a belt clip or shoulder strap to a diameter of only 10cm.  The head of the weapon holds a tag-needle, with a cylindrical magazine running the length of the weapon holding up to eight more.  Such an idiosyncratic weapon is quite rare. The flexible nature of the stinger means that it can bend around parries and blocks to some degree; add a +1 penalty to all parry attempts made against it.  It cannot be used to parry against other weapons.  Reloading the weapon is quite a lengthy business, since the magazine is not removable and must be reloaded one needle at a time.

Those with more expensive tastes (not to mention official or dubious connections) can indulge themselves with more interesting forms of close-combat weapon.

Sonics

The sonic cutter is a versatile and effective hand-held metalworking tool, used throughout the world.  It can also double as a rather unpleasant weapon.  The device uses focused high-intensity sound waves to shear apart materials with scalpel precision.  While it works best on fluid materials like metal and glass, it also cuts stone, concrete, plastics, wood & meat with ease.  It is shaped like a thick bevelled cylinder four centimetres in diameter, held in the hand dagger-style.  A parabolic depression in the end focuses sound waves produced by the device to an incredibly fine point precisely two centimetres in front of the cutter.  A lower-powered version can be held like a pen and is a common surgical tool (it’s also used for glass etching).

The sonic baton is basically an industrial cutter with a slightly longer focal length mounted on a short baton.  The heavy cutter head makes for an effective club even when turned off, but when the device is activated the tip of the weapon can cause terrible damage.

The sonic blade is a more sophisticated weapon, consisting of a switch-like business end with a rubber grip.  The “blade” comes in two versions.  A high-powered, miniaturised cutter head is affixed to the end like the point of a rapier, capable of cutting through almost any material given enough time.  The rest of the weapon is four-sided and studded with tiny cutter-heads running down each face.  These weapons are strictly controlled and very expensive; only certain civil elite security squads and the trustees possess them.

The sonic bore is a heavy device used in mining.  It can also make short work of doors, walls and other inconvenient barriers.  It cannot be aimed with any real effectiveness at moving targets.

Electrified weapons are also popular, especially the stun baton and pulse baton.

Neural Shock Weapons

Rather more sophisticated than the standard stun or pulse weapons, neural shock weapons (more commonly referred to simply as shock weapons) act by creating a precisely tuned pulse designed to disrupt neural networks.  Equally useful against biological or robotic entities, they can be spectacular devices.  One particularly dangerous aspect of these weapons is their ability to completely ignore physical armour; the pulse is a semi-localised effect that can cause system-wide damage.

Biological targets: Against living opponents, the neural shock pulse can create a variety of effects, including paralysis, acute and irresistable nausea, panic attacks, uncontrolled voiding, convulsions, unconsciousness and even lethal muscular seizure.

Robotic targets: Robotic targets don’t react quite so theatrically, but they are just as vulnerable.  Successful hits against a robot can paralyse part of or the entire machine, force it into safe mode or complete shutdown, and even wipe its computer core.

The shock rod is a long weapon, longer than a standard baton, and is wielded similarly to a sword.  While difficult to conceal, this long, elegant weapon can dissuade attack by its very presence, and is sometimes worn openly for just such an effect.  Although sometimes called a shock sword or shock blade, it simply has a long, pyramidal “blade” with a semi-sharp tip; it’s no deadlier than a poker when deactivated.

Weapon
Skill
Acc
Range
Type
Damage O/G/A
Act

Knuckleduster
UA-Brawl/PMA
-1
Personal
LI/O
d6s/d6+2s/d4w
4

Fang 
UA-Brawl/PMA
-1
Personal
LI/O
d6s/d6+2s/d4w
4

Stinger**
Melee-Any**
+1
Personal
LI/O
d4+2s/d4-1w/d4w**
3

Sonic Cutter
Melee-Powered
0
Personal
LI/G
d4-2w/d4-1w/d4w
3

Sonic Baton
Melee-Powered
0
Personal
LI/G
2d4-1w/2d4w/3d4-1w
4

Sonic Blade
Melee-Powered
0
Personal
LI/A
d6-2w/d6-1w/d6w
3

Shock Rod
Melee-Powered
-1
Personal
LI/O
d8s/2d6s/d6+2w***
3

Sonic Bore
Hvy-Direct
+3
2/4/8
HI/G
d8+2w/d8m/2d6m
1

Weapon
Clip Size
Clip Cost
Hide
Mass
Avail
Cost

Knuckleduster
-
-
+3
.5
Com
15

Fang
-
-
+3
.5
Con
45

Stinger
-
-
+3**
1
Con
120

Sonic Cutter
15
50
+3
1
Com
300

Sonic Baton
15
75
+2
2
Con
500

Sonic Blade
10
75
+1
2
Con
850

Shock Rod
10
75
+3
1
Con
2500

Sonic Bore
5
180
-
20
Con
1500

* This weapon can be loaded with a dose of tag-needle venom.

**The idiosyncratic nature of this weapon means that it can be used effectively with either melee skill; it also uses the same venom table as the tag-needle above.  Furthermore, it adds a +1 penalty to any parry attempts made against it.  When drawn from being hidden, it takes a full action to unfurl.

**This weapon ignores physical armour. For any successful strike, roll on the Shock Effects table below to determine possible additional effects:

Shock Effects (Roll 1d20)

Roll
Ordinary Hit - Biological
Ordinary Hit - Robotic
Good Hit - Biological
Good Hit - Robotic
Amazing Hit - Biological
Amazing Hit - Robotic

1-12
No Effect
No Effect
No Effect
No Effect
No Effect
No Effect

13-16
S
s
P
Sf
C
Ch

17-19
N
d
U
Sn
Pa
Sd

20
P
Sf
C
Ch
L
CW

Biological Targets

(S) Spasm: Victim suffers severe muscular spasms for d4-1 phases (minimum 1).  Victim will suffer a +2 penalty to all rolls for this round.

(N) Nausea: Victim is incapacitated for d4-1 phases (minimum 1) with violent vomiting; also suffers +1 penalty to all rolls for subsequent round.  This is particularly dangerous in a sealed suit. 

(P) Panic attack: Victim is subjected to an immediate and powerful panic attack; must make Resolve-Mental resolve or successful Wil check or will flee the area for 1d4 combat rounds.  If a hiding-place can be found more quickly, the victim will hole up there for the duration of the attack.

(U) Unconsciousness: The victim falls unconscious and cannot be revived for d4-1 combat rounds.

(C) Convulsions: The victim immediately falls to the floor, racked by agonising muscle cramps and convulsions for 1d4 combat rounds.  A successful Resolve-Physical Resolve check must be made to avoid sustaining 1d6 stun damage per round (inclusive of first round).  Excess Stun damage will transfer to Wound as normal.

(Pa) Paralysis: The victim is physically incapacitated for 1d6 combat rounds.  While aware and lucid, the victim is unable to speak or move for the duration.

(L) Lethal Muscular Seizure: The victim’s body undergoes a massive system-wide spasm and shuts down; the victim suffers d4+1 mortal points of damage and falls unconscious as above.

Robotic Targets

(s) Localised Shutdown: A random limb or extremity is deemed struck by the weapon and undergoes immediate shutdown.  The robot will be able to reset the affected limb in d6 rounds.

(d) Localised Disable: A randomly determined extremity is deemed struck by the weapon and undergoes an irrevocable shutdown.  The limb is useless until it can be stripped out and repaired.

(Sf) Safe Mode: The weapon forces the robot’s control core to put the entire robot into safe mode.  The robot will be unaware of its surroundings and effectively paralysed and unconscious for 1d4 rounds.

 (Sn) Sensor Shutdown: The robot’s sensorium is subjected to a form of lethal feedback from the shock pulse and shuts itself down.  The sensorium will have to be repaired or replaced; until then, the robot has no senses of any kind.

(Ch) Chassis Shutdown: The robot’s AI-chassis interlink is severely damaged and the robot is effectively paralysed until the interlink can be repaired.  Its sensors and AI remain fuinctional.

(Sd) Shutdown: A system-wide shock forces the entire robot to shut down.  It will have to be repaired before it is able to function again.

(CW) Core Wipe: The robot’s AI core is wiped clean by the shock-pulse.  The robot is effectively dead until a new AI can be installed.  If a Grid AI is controlling the robot, its shadow is destroyed but the AI’s core is unharmed.

Force Weapons

Only the Trustees have access to kreii-made “gravitic” weapons, which will be covered in the Trustee document.

Grenades

Mass-warfare has never been common on Ochre, and so the need to clear out rooms of enemy soldiers hasn’t been as important as hitting single targets or subdual.  As a result, some forms of grenade are actually outlawed, particularly those that kill indiscriminately.  The following grenades have been developed o Ochre and are used in paramilitary activities:

Smoke, Stun & Pulse.  Also, a fourth category, gas grenades, are also popular.  Gas grenades carry a variety of payloads, detailed below:

Blaze gas: An aerosol version of the popular dart-toxin, its effects are only mildly diluted by distribution and actually improved by the way they enter the body directly through the wet membranes.  Victims within two metres of the grenade are affected as though by a Critical con feat fail, those within four metres as though they had made a Fail roll, and those within six as though they had made an Ordinary success.  Subsequent feat checks are as normal.

Morpheus:  Morpheus is a potent, creeping sedative gas.  Its effects are cumulative, wearing off by one step if the victim escapes the original cloud, increasing by one step if they cannot.  After the third round, the effects remain for the duration and the gas disperses.

Con Feat Check
Round 1
Round 2
Round 3
Duration

Critical Fail
Unconsciousness
-
-
1 hour

Fail
Paralysis
Unconsciousness
-
30 min

Ordinary Success
-4 Penalty
Paralysis
Unconsciousness
15 min

Good Success
-2 Penalty
-4 Penalty
Paralysis
5 min

Amazing Success
-1 Penalty
-2 Penalty
-4 Penalty
5 min

Onset
1 Round




Armour

The lack of intense warfare amongst the peoples of Ochre at first would seem to mitigate against the development of armour, yet there are dangerous places in the world that are worth an extra look at personal protection.

Armour styles:

A visitor from another Alternity universe will probably notice almost immediately the near-complete lack of rigid armour.  What armour exists is designed for comfort and manoeuvrability as much as protection, and hard suits haven’t been popular since the world became Class 1.  Instead, Ochrans have put their considerable physical and chemical knowledge to work designing protective clothing that is both durable and flexible. Another advantage to wearing Ochran armour is that most of it does not require the Armour Operation or similar skill, since it is worn the same way as any other protective clothing.

Riot Helmet/Shield: Civil unrest is very rare on Ochre, but every now and then trouble can flare up.  These simple and cheap protective measures are as much badge of authority as protection, allowing outbreaks of violence to be quelled by a mixture of force and psychology.

CF Coat: The classic CF coat is a popular choice. Personal Protection of Arborea has a beautiful, flameproof silk-like material that is the equivalent of the best CF around.  While more expensive, it doesn’t scream “armour” like a classic CF coat and doesn’t have to be worn under other clothing in order to go unnoticed.  It is equivalent to the CF softsuit.

Gelcoat: The gelcoat consists of a sandwich of fine silica-fibre cloth surrounding a layer of impact gel.  Impact gel is a remarkable substance, normally looking like a thick kind of bluish gelatin.  When exposed to thermal or kinetic shock, however, embedded molecules within the gel polymerise rapidly, suddenly turning the area stiff.  This extremely strong, rigid structure serves to scatter kinetic force or hold hot areas away from the wearer’s skin.  As the energy dissipates, the polymer breaks down and the gel returns to its former state.  Under laboratory conditions, impact gel undergoes this process hundreds of thousands of times before breaking down, meaning that the gelcoat never has to have its gel replaced.  A gelcoat is available either as a full suit including full-sleeved jacket and trousers, or as a jacket alone, capable of being worn like any civilian jacket.

Nanocloth: Light yet rugged, nanocloth armour is composed of an overlayer of tough, light fabric impregnated with a semi-permeable layer containing a myriad simple silicaceous nanites.  This sits on a resilient underlayer of synthetic fibres featuring microscopic air bubbles like foam carpet underlay.  When undergoing sudden shock, the nanites respond by polymerising into custom structures designed to dissipate the energy of the attack in the most efficient manner.  Flat platelets dissipate kinetic energy; micro-spines dissipate and reflect heat or disrupt EM radiation, and so on.  Nanocloth armour isn’t quite airtight, however, so gases can penetrate, although aerosols and liquids cannot.  It tends to hold sweat while worn, but can be aired out without too much trouble. Like the gelcoat, the working lifespan of nanocloth is measured in decades.  Like the gelcoat, nanocloth armour is available as either full-suit or jacket versions.

Armour
Ap
Type
LI/HI/En
Hide
Mass
Avail
Cost

Gelcoat
+1
O
d6/d6/d6-1
-1
5
Com
1500

-jacket
+1
O
d6-1/d6-1/d4
0
4
Com
1200

Nanocloth
+1
O
2d4+1/2d4+1/2d4
0
4
Mil
2000

-jacket
+1
O
d4+2/d4+2/d4+1
+1
3
Mil
1800

