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PERSONAL ARMS

Armatech Stinger
 The Armatech Stinger is a personal defense ray gun designated
for civilian use. However, it has proven popular with X-plorers as well.
The Stinger is a tiny gun, easily held in one hand and much easier to
conceal than standard laser pistols. While it’s true the smaller form
factor requires some compromise in stopping power and EU
capacity, the Stinger is a capable sidearm for self defense. The
Stinger uses a special miniaturized EU clip with a capacity of 8 EU,
enough for eight shots on a full charge.

Armatech Heat Ray
 The Armatech Heat Ray is powered by standard 100 EU clips. It
shoots a highly charged radiation beam which excites the molecules
of the target object, heating it dramatically in a fraction of a second.
Burning, melting, warping and other damage are common in targets
that are not vaporized entirely.

This beauty features two modes of fire. The ray mode is a tightly
focused ray that excels at damaging buildings and vehicles made
of metal or hyperplastics. The cone mode offers a tactical  area
denial option.

While often mounted to a vehicle or tripod because of its size,
this heavy weapon can be taken afield by hand, protecting
X-plorers’ lives by offering troubleshooter teams valuable defensive
and offensive tactical options.

A.T.A.C.S.: The Armatech Targeting Assistance Computer System
The “Attacks” targeting assist system will make you a marksman!

Mount it to almost any standard issue Laser Rifle, and we guarantee*
you’ll notice an improvement in your accuracy.

The telephoto scope and targeting computer help a shooter
aim while the gyrostabilizer actively negates shooter movements
that decrease accuracy, such as trigger jerking or involuntary
shaking. The ATACS runs on standard 20 EU clips.

Contents

Catalog “in game” pages 1-3
Game Statistics  pages 4-6
Licenses    pages 7-8
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EMP Grenade “E-Grenade” or “E-nade”
Sometimes X-plorers need to disable a technological threat

without harming soft targets. The Armatech EMP Grenade fills this
need. Armatech E-nades have a safety feature that prevents
accidental discharge inside a space ship.

Sonic Shield
Armatech is dedicated to your safety, and so we are happy to

announce a new armor technology. Much like your favorite Sonic
Sword, the Sonic Shield generates a plane of concentrated sonic
energy one meter square in size, which protects you like an ancient
metal shield, only better. Sonic Shields can be powered by 20 or 100
EU clips.

ARMS FOR SPACE SHIPS, STATIONS
AND STAR PORTS

Armatech Robogun
Armatech is proud to introduce a robotic automatic laser gun

system for all your security needs. The “Robogun” is a computerized
laser gun system complete with motion-tracking cameras and
actuators that aim and fire laser guns automatically. Wired directly
into your station or building’s main power supply, our Roboguns do
not require EU clips to be loaded or changed.  Several upgrades
are available, including advanced processors for improved
targeting, thermal sensors for accurate targeting in darkness, and
even armored plating. But wait, there’s more! Bulk discounting is
available with quantities as small as five roboguns.

Robogun, base model  cost 1500 credits
Each unit can accept up to two of the following upgrades!
· Advanced Processor – better targeting means better

security, 500cr.
· Thermal Sensors – allows gun to operate in total darkness,

500cr.
· Armor Plating – helps keep your valuable investment safe,

600cr.
· Battery Backup – in the event of a power failure, the

robogun will continue operating normally, 300cr.
· Flame Thrower – sometimes, you need to incinerate

invaders or their alien germs, 1000cr.
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Game Statistics
STINGER Damage 1d6 Ammo 8 EU Stinger clip Range 30

Cost 400cr
Using the Stealth skill or an Agility Saving Throw, characters can

hide a Stinger on their person such that the weapon will not be found
by a casual search. The referee may allow a Mechanics or Science
Skill Check at -2 to allow a character to jury rig a standard EU clip to
power a Stinger in a pinch.

Armatech does sell an adapter for 40cr that allows the small
Stinger EU clip to fit and power a standard laser pistol.

HEAT RAY Damage, by mode Ammo 100 EU clip Range 100 or
40x20 cone Cost 1400cr
 In either mode, each shot expends 8 EU
Ray 6d6  Range 100
Cone 3d6  Range/area cone 40m long x 20m wide at terminus.

Tripod  Cost 30 cr. Takes 1 round to set up, can be used with
standard laser rifles as well.

This large rifle is bulky and heavy, so it counts as both a weapon
and one equipment kit for calculating encumbrance. I.e., carrying
a heat ray, laser pistol and survival pack would be normal, but
adding a medical kit would make this Soldier weighed down, since
the bulky heat ray rifle counts as a kit.

ATACS Can be mounted to almost any Laser rifle. When active,
ATACS adds +1 bonus to hit, and uses 1 EU every 2 combat rounds.
The user can switch it on and off to conserve power. Initial mounting
and installation takes 2 minutes. When switched on, ATACS takes 1
round to boot up. Cost 1000cr. Upgrade with night vision capability
for an additional 500cr. When using night vision, the ATACS uses 1 EU
every round.

E-GRENADE Damage 5d6 or 2d6 to electronics only Range 15
Cost 100cr each
An EMP grenade is a single use EMP (electromagnetic pulse)

generator about the size of a grapefruit. Once activated, it emits a
small-area EMP after it detects an impact, that is, when it lands after
being thrown. The area of effect is 3 meters by 3 meters in size. Any
computers, robots or very complicated machines such as combat
armor (Referee’s discretion in all cases) in the pulse area suffer 2d6
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damage if they succeed a saving throw. Those that fail the saving
throw suffer 5d6 damage, and may be overloaded and destroyed
or simply cease functioning. These may be able to be repaired and
reprogrammed later at the Referee’s discretion. Living things are
unaffected by EMP grenades (though a direct physical hit with one
will inflict 1d3 damage). Electronics and robots that are shielded
may be entirely immune or have a +4 bonus to their saving throw.
EMP Grenades can also be detonated remotely using a Soldier’s
Demolitions skill.

SONIC SHIELD +2 AC vs. first 2 attacks each round.
Resembling a hockey goalie’s blocker (the pad used on their

stick hand) or a reinforced gauntlet, a sonic shield is worn over the
forearm and hand. On the wrist-side is a slot to accept standard EU
clips of any capacity. The shield operates much like a sonic weapon,
but instead of producing a blade, the shield creates a translucent
one-meter square shield. It uses 1 EU per round.

The shield grants the wearer a +2 AC bonus against the first two
attacks in any given combat round. These shields cannot be worn
with an active force screen, as their conflicting outputs disrupt each
others vibrational resonance, eliminating the AC bonus from both
devices and short circuiting the EU clip in the Sonic Shield, draining
it entirely. A character can use one form of protection at a time,
switching between the sonic shield and force screen.

ROGOGUNS
Each Robogun fires one shot every round. The downside to wiring
roboguns into a ship or station’s central power grid is that the
roboguns cannot function if the building loses power, unless the gun
has battery backup. Also the guns can be deactivated by a
character using their Security or Computers skills.

Robogun, Typical: AC 12, HD 1d6 (4 hp), THB +1, ATT Laser gun 2d6
Range 40, ST 18+, MV 0, XP 15

Upgrades:
· Advanced Processor: +1 THB, and -2 to any skill check to

hack the gun system, +7 XP value
· Thermal Sensors: the Robogun can “see” 20 meters in the

dark, +7 XP value
· Armor plating: +1 AC and +15 XP value
· Battery: a Robogun with batteries will continue firing for 2d6

rounds in the event of power loss, +7 XP value
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· Flame Thrower: flame thrower shoots a cone of flame 8
meters long and 3 meters wide at the end. All creatures in
this area suffer 2d6 points of damage and are lit on fire! The
victim must take a round to drop and roll or they will
continue to burn for 1d6 more points of damage per
round. Contains enough fuel for 12 attacks, +30 XP value

Examples:
Robogun, with advanced processor: AC 12, HD 1d6, THB +2, ATT Laser
gun 2d6 Range 40, ST 18+, MV 0, XP 22

Robogun, with thermal sensors: AC 12, HD 1d6, THB +1, ATT Laser gun
2d6 Range 40, sees in dark 20, ST 18+, MV 0, XP 22

Robogun, thermal sensors & advanced processor: AC 12, HD 1d6,
THB +2, ATT Laser gun 2d6 Range 40, ST 18+, MV 0, XP 29

Robogun, flamer: AC 12, HD 1d6, THB NA, ATT see above, ST 18+, MV
0, XP 45

Summary Table
   Damage  Range (m)  Ammo   Cost (cr)
 Stinger  1d6    30    Stinger EU Clip    400

Stinger EU Clip (8 EU) -    -         22
 Heat Ray 6d6 (ray)  100    100 EU clip   1400
   3d6 (cone)  40 x 20 cone      1400
 E-Nade 5d6 or 2d6  15    -       100
 ATACS  na /+1 to hit na    20 EU clip   1000
 Add night vision           +500
 Sonic Shield +2 to AC na    100 or 20 EU clip   250

* Guarantee is subject to the terms and conditions of our 173 page User License
Agreement (ULA), and is legally binding with validated witness signatures, notarization
and filing in triplicate with the UCN Hall of Records and the Justice Corporations of
Mars and Earth (filings and related costs are user’s responsibility and must be
completed and verified three earth weeks prior to ATACS system useage). ULA
viewable at ssww.ARMATECH.biz3/ATACS_guarantee and subject to change without
notice. Inquire at ATACSguarantee@armatech.mars.biz and allow 3-5 Martian weeks
for reply.
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X-PLORERS TRADEMARK LICENSE, Copyright 2011 Brave Halfling Publishing
X-plorers is created under the OGL to allow you to create your own missions and/or
supplements and share them (for free or for a fee). To do this, please read and understand
both the Trademark License and OGL License below.
The X-plorers Trademark License is a royalty-free non-exclusive agreement between Brave
Halfling Publishing and third-party publishers. This license grants publishers the limited use of the
X-plorers trademark. Brave Halfling Publishing reserves the right to retract permission to use this
license from specific publishers and individuals. Permission may be retracted for a specific
product or for all products from a publisher (This would only be done to excessive bad taste in
subject matter). In such a case, Brave Halfling Publishing may require the publisher to cease the
sale of any product produced under any version of this license, and may require the
destruction of existing and unsold product. Third-party publishers do not need further written
permission than what is provided here, unless otherwise noted, to begin producing material if
the Terms of this agreement are met. Publishers in compliance with the Terms of this license may
indicate compatibility and/or for use with the X-plorers rpg. Publishers must adhere to the
following terms to gain the above rights:
►No work may include in the title “Xplorers”, “Galactic Troubleshooters”, or “Brave Halfling
Publishing”.
►No work may constitute a complete game. For the purposes of this license, a "complete
game" is defined as any work that a player or the referee can use for character generation
and/or reference in game play exclusive of the X-plorers rule book. As a general guideline, if
the work is so complete as to make the X-plorers core book obsolete to one or both of these
kinds of players, it fits the definition of a complete game for the purposes of this license.
►The copyright page or similar notification of each work must contain the following text: “The
Xplorers RPG is copyright 2009, David Bezio & Grey Area Games and copyright 2011, Brave
Halfling Publishing. The X-plorers trademark is used under the X-plorers Trademark License.”
►Providing complimentary copies of works produced under this license (usually electronic
copies) to Brave Halfling Publishing of the works would be appreciated, but is not required.
DESIGNATION OF PRODUCT IDENTITY
The names X-plorers and Galactic Troubleshooters are product identity. The United Corporate
Nations, UCN, and The Reaches are product identity. Grey Area Games is product Identity.
These can be used in your work where it complies with the terms of the X-plorers Trademark
license. The name Brave Halfling Publishing is product identity. All art in this product is product
identity and is the copyright of the artist and is used by permission.
DESIGNATION OF OPEN GAME CONTENT All tables and text in product, accept for this license, is
designated as open game content.
OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of
the Coast, Inc ("Wizards"). All Rights Reserved.
1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have
contributed Open Game Content; (b)"Derivative Material" means copyrighted material
including derivative works and translations (including into other computer languages),
potation, modification, correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be recast, transformed or adapted; (c)
"Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d)"Open Game Content" means the game mechanic and includes the
methods, procedures, processes and routines to the extent such content does not embody the
Product Identity and is an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright law, but specifically
excludes Product Identity. (e) "Product Identity" means product and product line names, logos
and identifying marks including trade dress; artifacts; creatures characters; stories, storylines,
plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions,
likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or
audio representations; names and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly identified as Product identity
by the owner of the Product Identity, and which specifically excludes the Open Game
Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associated products contributed to the Open
Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit,
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format, modify, translate and otherwise create Derivative Material of Open Game Content. (h)
"You" or "Your" means the licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content that contains a notice
indicating that the Open Game Content may only be Used under and in terms of this License.
You must affix such a notice to any Open Game Content that you Use. No terms may be
added to or subtracted from this License except as described by the License itself. No other
terms or conditions may be applied to any Open Game Content distributed using this License.
3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of
the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors
grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of
this License to Use, the Open Game Content.
5. Representation of Authority to Contribute: If You are contributing original material as Open
Game Content, You represent that Your Contributions are Your original creation and/or You
have sufficient rights to grant the rights conveyed by this License.
6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License
to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are
copying, modifying or distributing, and You must add the title, the copyright date, and the
copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you
Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication
as to compatibility, except as expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to indicate compatibility or
coadaptability with any Trademark or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly licensed in another, independent
Agreement with the owner of such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge to the ownership of that
Product Identity. The owner of any Product Identity used in Open Game Content shall retain all
rights, title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly indicate which portions
of the work that you are distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated versions of this
License. You may use any authorized version of this License to copy, modify and distribute any
Open Game Content originally distributed under any version of this License.
10. Copy of this License: You MUST include a copy of this License with every copy of the Open
Game Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using
the name of any Contributor unless You have written permission from the Contributor to do so.
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License
with respect to some or all of the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game Material so affected.
13. Termination: This License will terminate automatically if You fail to comply with all terms
herein and fail to cure such breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall
be reformed only to the extent necessary to make it enforceable.
15. COPYRIGHT NOTICE  Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.
System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan
Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce
R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on original material by E. Gary
Gygax and Dave Arneson. Modern System Reference Document Copyright 2002-2004, Wizards
of the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan, Eric Cagle,
David Noonan, Stan!, Christopher Perkins, Rodney Thompson, and JD Wiker, based on material
by Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker, Peter Adkison, Bruce R. Cordell,
John Tynes, Andy Collins, and JD Wiker.
Swords & Wizardry, Copyright 2008, Matthew J. Finch swords & wizardry: whitebox by Matt Finch
and Marv Breig, Copyright 2008, Matthew J. Finch
The Xplorers RPG is copyright 2009, David Bezio & Grey Area Games and copyright 2011, Brave
Halfling Publishing. The X-plorers trademark is used under the X-plorers Trademark License X-
plorers TM Copyright 2009 David Bezio, Author David Bezio Dave Bezio’s X-plorer’s, (presentation
only, not text) Copyright 2011 Brave Halfling Publishing.
END OF LICENSE

   


