Serenity Expanded Armaments List [V2.0]
Firefly and Serenity are filled with a nifty array of weapons and armor beyond what appears in Chapter 3 of the Serenity Role-playing Game.  This expanded list aims to redress unrealistic imbalances in the rulebook’s list and to offer more variety to the armaments available to heroes (and their opponents).  Items modified from Chapter 3 are given slightly different names in the charts below to distinguish them from the official entries in the rulebook.
	Weapon (Bows)
	Damage
	Range
	Max ROF

(Magazine)
	Cost
(Credits)
	Weight
(Lbs.)
	Avail.

	Bow (Longbow)
	d4 W
	70 ft.
	1 (-)
	6
	6*
	E

	Crossbow (Mechanical)
	d4 W
	125 ft.
	1 / 2 turns
	8
	13*
	E

	Crossbow (Powered)
	d4 W
	175 ft.
	2 (6)
	24
	15*
	C


	Weapon (Handguns)
	Damage
	Range
	Max ROF

(Magazine)
	Cost
(Credits)
	Weight
(Lbs.)
	Avail.

	Derringer
	d4 W
	30 ft.
	1 (2)
	14
	1
	E

	Laser Pistol
	d10 W*
	100 ft.
	3 (10)
	330
	1.5
	I

	Machine Pistol (9mm/.45) P
	d6 W
	60 ft.
	3 (15)*
	36
	4
	E

	Pistol, Light (9mm) P
	d4 W
	60 ft.
	3 (8)
	18
	2
	E

	Pistol, Heavy  (10mm) P
	d6 W
	70 ft.
	3 (15)
	27
	3
	E

	Revolver, Light (.32–.38)
	d6 W
	50 ft.
	2 (6)
	16
	2
	E

	Revolver, Heavy (.44–.50)
	d8 W
	60 ft.
	2 (6/8)*
	24/32*
	3
	E


	Weapon (Long Firearms)
	Damage
	Range
	Max ROF

(Magazine)
	Cost
(Credits)
	Weight
(Lbs.)
	Avail.

	Assault Rifle, Light (5.56mm) P
	d8 W
	150 ft.
	3 (30) †
	60
	9
	I

	Assault Rifle, Heavy  (7.62mm)P
	d8 W
	200 ft.
	3 (40) †
	120
	11
	I

	Grenade Launcher
	*
	40 ft.
	1 (8)
	106
	12
	I

	Machine gun, Field P
	d12 W
	220 ft.
	*
	180
	24
	I

	Rifle, Light (7.62mm/.444) P
	d8 W
	225 ft.*
	2 (12)
	30
	9
	E

	Rifle, Heavy (.50) P
	d8 W
	250 ft.*
	3 (20)
	160
	15
	C

	Rifle, Sonic
	d8 S
	15 ft.
	2 (50)
	140
	6
	I*

	Shotgun, Double-barreled
	d10 W*
	40 ft.
	1 (2)
	50
	10
	R

	Shotgun, Pump-action
	d10 W
	40 ft.
	2 (5)
	50
	8
	R

	Shotgun, Semiautomatic
	d10 W
	40 ft.
	3 (10)
	150
	8
	C

	Shotgun, Sawed-off
	*
	20 ft.
	*
	*
	x ½ 
	I

	SMG, Light (9mm) P
	d6 W
	60 ft.
	3 (35) †
	40
	6
	I

	SMG, Heavy (10mm) P
	d8 W
	90 ft.
	3 (50) †
	80
	8
	I


* see description






†  Can fire single shot, burst, or autofire

B = Basic Damage; S = Stun Damage; W = Wound Damage

P  Powered version available at x2 cost
	Weapon (Hand-to-Hand)
	Damage
	Cost (Credits)
	Weight (Lbs.)
	Availability

	Bayonet
	d4 W
	6
	1
	E

	Gun Butt, Handgun
	d2 B
	–
	–
	as gun

	Gun Butt, Long Firearm
	d4 B
	–
	–
	as gun


	Weapon (Explosives)
	Damage
	Range Increment
	Cost (Credits)
	Weight
	Availability

	Grenade, Fragmentation (Newtech)
	5d6 W
	15
	6
	1
	I

	Grenade, Fragmentation (Basic)
	3d6 W
	5
	1.8
	1
	I


	Protective Gear
	Armor Rating
	Penalty
	Cost (Credits)
	Weight
	Availability

	Armored Vac Suit
	1 W*
	–1 Agi / –2 Ale
	226
	16
	I


HAND-TO-HAND WEAPONS

Bayonet: A combat knife designed to be attached to the end of the barrel of a combat rifle.  This permits the gun to be used like a spear in hand-to-hand combat without affecting its ability to shoot.  Assault rifles are automatically equipped to receive a bayonet, but other long firearms need to be specially modified.
Gun Butt: A hand-to-hand weapon built into the back of every gun.  Obviously, a blow from the butt of a rifle or shotgun hurts worse than getting pistol-whipped.  Botching on the attack roll may damage the gun, however.
RANGED WEAPONS (BOWS)
Bow, Crossbow: As described on p. 80 of the rulebook.  The weight of these weapons includes 20 arrows/bolts.

RANGED WEAPONS (HANDGUNS)
Derringer: As described on p. 80 of the rulebook.  Derringers are exceptionally concealable (–1 step skill penalty on Perception checks to find).

Laser Pistol: As described on p. 80 of the rulebook.  Though light-weight, laser pistols tend to be overly long, bulky, and somewhat difficult to conceal (+1 step skill bonus on Perception checks to find).

Machine Pistol: A compact autoloader pistol fed by an extended clip.  It is capable of making burst attacks (p. 154), though it doesn’t spray bullets fast enough for autofire.  Machine pistols are somewhat concealable (+1 step skill bonus on Perception checks to find).

Pistol, Light: The staple of gunfighters everywhere, light pistols include any smallish semiautomatic handgun.  Light pistols are very concealable (no bonus on Perception checks to find).
Pistol, Heavy: The staple of more lethal gunfighters, heavy pistols include any largish semiautomatic handgun.  Heavy pistols are somewhat concealable (+1 step skill bonus on Perception checks to find).
Revolver, Light: An old-fashioned handgun that operates with a hammer-and-cylinder mechanism, it never goes out of style due to its greater stopping power than the typical pistol.  A revolver’s magazine is a “speed loader” ring fitted with six bullets that can be slapped quickly into the cylinder when empty, requiring 1 action just like changing a pistol’s magazine.  Light revolvers are very concealable (no bonus on Perception checks to find).
Revolver, Heavy: A bigger version of the lighter cousin, with even more stopping power.  Heavy revolvers are reloaded with a “speed loader” ring just like light revolvers.  Heavy revolvers are somewhat concealable (+1 step skill bonus on Perception checks to find).  Though most have a 6-round cylinder, some custom heavy revolvers feature an 8-round cylinder at the higher listed cost.
RANGED WEAPONS (LONG FIREARMS)
Assault Rifle, Light: A full-auto rifle frowned on by most authorities (except when they’re the ones using them).  Light assault rifles are long, typically require two hands to fire, and are usually impossible to conceal on a person.
Assault Rifle, Heavy: An even deadlier full-auto rifle frowned on even more by most authorities.  Heavy assault rifles are long, almost always require two hands to fire, and are impossible to conceal on a person.
Grenade Launcher: As described on p. 80 of the rulebook.  These weapons are impossible to conceal on a person.
Machine gun, Field: The biggest of the small arms, the field machine gun normally makes autofire attacks (up to 2 per round).  It can make single attacks (up to 4 per round) against individual targets, but each attack consumes 5 bullets.  Machine guns are loaded with belts of linked bullets, so they have no magazine capacity (ammo-belts have no maximum length but weigh 5 lbs. per 100 rounds).  If not lying prone or using the attached tripod, the shooter suffers a –1 step skill penalty on attack rolls.  Field machine guns are impossible to conceal on a person.
Rifle, Light: A long firearm that can be used for hunting or combat.  Rifles are long, conspicuous, and impossible to conceal on a person.  Light rifles may be equipped with a scope to increase range (see Heavy Rifle) at x2 cost.
Rifle, Heavy: A long firearm used by those who prefer one shot, one kill.  Heavy rifles are impossible to conceal on a person.  When using the built-in sniper scope, the rifle’s range increment is multiplied by x4.  However, the shooter has to spend at least one turn bracing the rifle and aiming (p. 153) before gaining the benefit of the scope on subsequent shots.  The shooter must remain a stationary Easy target while continuing to use the scope.
Rifle, Sonic: As described on p. 81 of the rulebook.  Sonic rifles are more compact than their ballistic counterparts but are still rather difficult to conceal on a person (+3 step skill bonus on Perception checks to find).
Shotgun, Double-barrel: Two barrels of death.  If the shooter fires both barrels at once at a target, treat the attack as a single shot and increase the damage by +1 step (to d12 W).  Reloading a double-barrel shotgun takes 1 action.  They are very difficult to conceal (+4 step skill bonus on Perception checks to find).
Shotgun, Pump-action: The most popular shotgun out on the Rim.  Reloading this kind of shotgun takes 1 action per 2 shells loaded.  They are very difficult to conceal (+4 step skill bonus on Perception checks to find).
Shotgun, Semiautomatic: A shotgun designed for serious combat duty.  Reloading this kind of shotgun takes 1 action per 2 shells loaded.  They are very difficult to conceal (+4 step skill bonus on Perception checks to find).
Shotgun, Sawed-off: Any shotgun can be converted into a sawed-off “hogleg” simply by cutting down the barrel.  The sawed-off shotgun’s short, medium, and long ranges are cut in half, but the weight is cut in half too and it can be fired in one hand.  Sawed-offs are also more concealable (+2 step skill bonus on Perception checks to find).
SMG, Light: Submachine guns are popular in the criminal underworld.  Light submachine guns are fairly compact and often have a reduced or folding stock.  They can be fired in one hand in a pinch (and at a –1 step skill penalty).  Light SMGs are still rather difficult to conceal on a person (+3 step skill bonus on Perception checks to find).
SMG, Heavy: Heavy submachine guns have a full stock and are closer in size to a rifle.  They are more powerful but require two hands to fire and are usually impossible to conceal on a person.
EXPLOSIVES
Fragmentation Grenade: The fragmentation grenade listed on p. 80 (Table 3-10) is a high-explosive Newtech model produced exclusively for the Alliance military.  It is extremely illegal in the hands of private citizens.  There are plenty of old-fashioned basic grenades left over from the Unification War floating around the ’Verse (see Jayne’s example on p. 155).  They are less deadly, though still technically illegal for private citizens to possess.
PROTECTIVE GEAR
Armored Vac Suit (Newtech): A sleek pressurized body suit made out of self-sealing weave and ballistic mesh produced for the Alliance (or bounty hunters who work for them).  When it suffers a tear, the fabric automatically pulls together to seal the hole before internal atmosphere is lost.  There is a small atmo-tank (holding a few hours of air) built into the back.  It also comes with a vacuum helmet (2 W armor rating).  Without the helmet, the suit’s weight drops by 5 pounds and the wearer no longer suffers the –2 step Alertness penalty.  The suit absorbs 1 point of Wound damage and converts all Wound damage from normal bullets into Stun damage, just like ballistic mesh.
NEWTECH

Powered Firearms (x2 cost): Most up-to-date guns in the ’Verse fire off rounds with a magnetic coil accelerator or comparable powered device.  This internal power source briefly emits a faint, high-pitched whine after the safety is turned off.  Powered firearms grant the shooter a +1 step skill bonus on the attack roll.  Powered firearms do not eject casings and require special ammunition.  While not any more expensive than traditional bullets, powered ammunition is not interchangeable with standard firearms.  Old-fashioned mechanical firearms like revolvers and shotguns cannot be powered.  Powered firearms cost twice as much as their standard counterparts.
