ed-flight mode or standard high-explosive mode. If using assist-
ed flight, add a +2 penalty to the TN for the attack but multiply
the grenade’s effective range by 5 for each bracket, then reduce
its AP by 2 and its base damage by 2 dice. In high-explosive
mode, the grenade functions as normal for Class C high-explo-
sive weapon, doing its listed damage.

“SPITBALL” GAS
CAPSULE PISTOL
Strange times call
strange weapons and the
“Spitball” capsule pistol is
such an item. Using com-
pressed gas to propel a plas-
tic ball, the Spitball can deliver
different types of liquid, gas, or pow-
ered chemicals to a target. First utilized
by Loki agents, this seemingly innocuous
weapon is now used in covert operations all over the Inner Sphere.
Each capsule can accommodate most any chemical that can
be injected into it by a special syringe, though highly volatile or
caustic compounds are rarely used as they can quickly erode the
plastic casings and leak into the firing chamber. Using simple,
compressed-air cartridges (good for up to 200 shots) rather than
powder or magnetic acceleration, the “Spitball” does not compete
with typical firearms and isn’t built to do so. A capsule that hits
its target breaks open and spills its contents, and, unless the tar-
get has some sort of chemical protection, the splash may seep
through gaps between unsealed armor or react with the armor.

for

Game Rules

The “Spitball” capsule gun’s thin plastic rounds have an
effective AP of O, but may be filled by a vast array of chemical
fluids and powders. The chemical effects may be determined
using the Poison rules found on pp. 114-117 of Lostech, but
cannot have an injection vector and may inflict no more than
3D6 base damage per dose. Note that filling a “Spitball” round
with any chemical counts as a Complex Action.

“Spitball” rounds filled with corrosive or caustic chemicals—
such as acids—will erode the “Spitball’s” ammo casings quickly,
and must be used within 30 minutes of being filled (divide this
time by the number of damage dice per round). Unused “Spit-
ball” rounds left within the weapon after this time corrode inside
the magazine, automatically destroying all remaining ammunition
and destroying the weapon itself on a 2D6 roll of 6+.

Because of the fluid contents in “Spitball” rounds, the
weapon suffers a +1 TN modifier. Finally, the compressed air
cartridge used for the capsule pistol’s propellant must be
replaced every 200 shots.

“Spitball” gas pistols have no effect in CBT games.

SUPPORT WEAPONS

The weapons detailed below follow the rules for support
weapons unless otherwise noted. Since most of these weapons
can be mounted on battle armor, the listings include information
for their use in CBT:RPG and CBT games.

“BEARHUNTER”
SUPERHEAVY AUTOCANNON
Clan Hell’s Horses, arguably among the
Clans’ most proficient employers of
battlefield infantry, developed the
“Bearhunter” Super-
heavy Autocannon
as a means of
improving the
offensive capa-
bilities of these
conventional assets.
Built along the lines of a standard man-portable auto-
cannon, the superheavy design uses three rotating barrels to
prevent weapon overheating and deliver an even higher rate of
fire than the original. In exchange, however, the “Bearhunter”
comes at a higher cost and suffers a significant decrease in its
effective range. Furthermore, like the semi-portable autocannon,
it cannot make use of recoil compensation, and thus a full burst

SPECIALIZED WEAPONS TABLE

Equipment AP = Range (Meters) Cost/

Item Skill Ratings Damage Type S/M/L/E Shots Reload Weight  Affil Notes

“Buccaneer” Gel Gun SHT c/D/C 2%4D6 B 3/10/18/25 5 200/20 2.5 kg FwW Subduing; AP O vs barriers; +2D6 for knock-
down; no recoil in zero-G

LGB-46R “Paint” Gun  PIS C/B/B * E 1/2/3/4 15 50/10 1.8 kg — May be set to a range of 0/1/NA/NA for
Splash damage

Radium Sniper Rifle RIF E/F/F 45D6 E 95/350/750/1,500 5,108 9,500/650 12 kg TC Poison: Lethal (injected), 7D6 base, 1-turn
speed, and 1-hour duration (Minor to Lethal
Wounds)

R-A Grenades THW C/A/E 510D6 X STR x 1/2/3/4 — 50 600 g — Indirect; Blast; +2 TN, -2 AP, and -2D6, x5
range in rocket-assisted mode

“Spitball” Gas Pistol ~ PIS Cc/C/B * B 4/11/19/27 25 6/2 1 kg — +1 TN; Gas cartridges must be replaced every

* See special rules for this weapon.
8§ Represents the power points used per shot fired.
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200 shots; Cost: 1 C-hill/cartridge



of fire makes this weapon far less reliable than its smaller
cousin.

Unfortunately for the Horses, the “Bearhunter’s” introduction
on the eve of their disastrous “war” against the Ghost Bear Clan
led to several of these new weapons falling into the hands of their
hated enemies. The Bears have since been able to field their own
ultra-heavy autocannons on their newly debuted Golem battlesuits.

Game Rules

The “Bearhunter” superheavy autocannon follows all stan-
dard rules for support-grade weapons and may not be fitted
with a recoil compensator, though it can be used with a gyro-
scopic harness to enable one warrior to carry and fire it. The
weapon only fires in 10, 20, or 30-round bursts. This weapon
may be mounted in battle armor at a significant increase in size
and bulk, accounting for its adapters, cooling jackets, and
expanded magazine.

In CBT games, the Bearhunter’s heavy recoil creates a
penalty of +1 to fire.

“DAVID” AND “KING DAVID” MAN-
PORTABLE LIGHT GAUSS RIFLES

The growing prevalence of battle armor in
combat has led to a number of ini-
tiatives designed to
give unarmored
troops a
fighting
chance
against their
suited foes. One
such develop-
ment is the
“David”
anti-battle
armor rifle that uses the FWL’s light gauss
technology to provide a weapon that has both range and stopping
power yet remains man-portable (albeit only just). Mounted in a
special harness that allows the wielder to maneuver the bulky
weapon, the “David” can be employed in single-shot mode or fired
in bursts. The latter method vastly increases the stopping power of
the weapon but severely degrades its accuracy. Furthermore, the
limited magazine size of the weapon and its high power require-
ments (which commonly require the wielder to wear a power back-
pack) limit the “David’s” effectiveness in rapid-fire mode, and most
users carry a pistol or needler as a secondary weapon.

The heavier support variant of the “David”, the so-called
“King David” features improved ammunition feed and recoil com-
pensation that vastly improves its abilities in laying down sup-
porting fire at the expense of portability and ease of use. This
heavier variant, mounted on a tripod, requires both a gunner and
a loader and is used almost exclusively in fixed defenses.

Game Rules
The “David” and the “King David” both follow the standard
rules for Gauss weaponry, consuming both ammunition and

energy for each round fired—whether fired in single-shot or in
burst-fire mode (the “David” fires four-round bursts, while the
“King David” may fire in bursts of five). Both may be mounted
on battle armor but must be fitted with extra fittings and cooling
jackets that combine to increase the weapons’ size and bulk.

“FIREDRAKE” INCENDIARY
SUPPORT NEEDLER

With the development
of the Shredder
h e a vy
needler, the
Lyran armed
forces and
intelligence
communities
improved upon the range and power of classic flechette
weapons, giving greater punch and reach to the specialized
infantry and commando squads who make use of this grisly
weapon’s potent anti-personnel capabilities. Continuing in that
spirit, Mauser and Grey, a primary producer of Lyran flechette-
based firearms, developed the “Firedrake” heavy support needler
as the ultimate in such weaponry.

The “Firedrake” combines rapid-fire capabilities and
improved range with the incendiary capability of its specially
designed ammunition. Its polymer ammunition blocks encapsu-
late hypergolic chemicals that, after shredding, ignite upon con-
tact with air, allowing a single burst to spread white-hot needles
over a broad area, saturating a full squad of enemy infantry in
less than five seconds while at the same time instantly setting
most of the surrounding area ablaze. This gruesome weapon is
already beginning to see use in specialized LAAF headhunter
commando squads, troops whose primary role is the liquidation
of any enemy “soft” assets.

Game Rules

The “Firedrake” incendiary support needler functions like a
support-grade version of the standard needler that delivers
splash damage with each successful hit and may be fired in sin-
gle shots or in bursts of up to 10 shots. Like all needler
weapons, the flechette munitions have an effective AP of O
against all barriers, but the hypergolic chemicals in the
flechettes produce an incendiary effect, following the rules for
incendiary weapons presented on p. 119 of the CBT: RPG rule-
book. This incendiary capability has no effect on battle armor,
combat vehicles, or other armored BattleTech units, as the
flechettes simply bounce off such heavy armor before it can be
set on fire. The “Firedrake” may be mounted on battle armor but
must be fitted with extra fittings and an expanded magazine that
combine to increase the weapon’s size and bulk.

In CBT games, the “Firedrake” has no effect on armored
units such as BattleMechs, ProtoMechs, vehicles, battle armor,
and hardened structures. However, the incendiary effects of the
Firedrake enable infantry troopers so equipped to set a target
hex on fire on a base 2D6 roll of 6+, modified as per the normal
fire rules (see pp. 79-80, BMR).
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