
GGrraapppplliinngg BBeelltt (3): The Grappling Belt allows the wearer to
scale buildings and mountains quickly and hands free. With it,
a model can scale a building wall and shoot at the same time
or fight in close combat with someone in a window or on a
ledge with no fear of falling. Models with the Grappling Belt
move up vertical surfaces at 5" per turn. When a model wishes
to use the belt for the first time, they roll a 1D10. If the
model wishes to climb another surface, they must roll again.
On a 1, the belt jerks the model halfway up the surface, and
then disengages and the model falls back to the ground, taking
the appropriate falling damage. On a 2 the belt jerks the model
halfway up the surface and then locks in place. The model must
climb the remainder of the way up. On a 3-10, the belt works
normally and the model can move at 5" up the surface. The belt
can also be used for going down vertical surfaces at the same
speed.

SSmmookkee PPeelllleettss (3): The Smoke Pellet is a small metallic-like
sphere that contains a chemical that creates a large cloud of
dense smoke. Because of their small size, a model with Smoke
Pellets is assumed to have enough for the entire game. The
pellets can be thrown at 2X a model's BW score. Wherever they
hit, a thick cloud of smoke 2" in diameter and 6" high blocks
all line of sight. The cloud lasts for two turns and the
dissipates. When thrown, roll a 1D10. On a 1, the pellet fails
to break and no cloud is formed. On a 2-10 the pellet works
fine.

EExxpplloossiivvee RRoouunnddss (4): Explosive rounds are projectiles
equipped with an explosive charge. Because of their unstable
nature they can only be used with bows, crossbows, and
pistols. The rate of fire on automatic weapons and the force
required for longer range weapons cause the unstable nature
of the round to go off prematurely. The explosive round adds
+2WS to the weapon used with it. If a player rolls a 1 on an
HT roll, the player should roll a second d 10, on a 1, the round
explodes in the chamber and the attacking model takes the
damage of the round in the Arms location. On a roll of 2-10,
the round simply misfires and the shot does nothing. If it
would have hit with the initial "to hit" roll of 1, it does not.

GGaass GGuunn (4): The Gas Gun, instead of firing a projectile to
kill, shoots a small knock-out gas canister. The player using
the gun nominates a target model and shoots normally. If the
model is hit, instead of taking damage, it and all models
within 3" must make a BW test or fall unconscious (see rules
for Unconscious).

If a player rolls a 1 or 2 on an HT roll, the player should
roll a second 1D10, on a 1, the round explodes in the chamber
and the attacking model must take a BW test or fall
unconscious. On a 2-10 the canister fails to go off and there
are no effects.

Gas Gun (4): The Gas Gun, i st d of r ng pr j c l ki sm k- .
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