	Weapon
	Damage
	Ranges (m)
	Capacity
	Strength
	Cost
	Note
	Looks like...

	Taser (civilian)
	4B /round
	5/ - / -
	1
	1
	••
	No effect if attack strikes armor covered body part (called shot necessary)
	

	Taser (police)
	4B /round
	5/10/ -
	1
	1
	••
	No effect if attack strikes armor covered body part (called shot necessary)
	

	Low-caliber Pistol
	0
	10/20/40
	7-12
	1
	•
	
	Walther PP(K), CZ 52, TT 30

	9mm Pistol
	1
	20/40/80
	10-18
	2
	••
	
	Glock 17, SIG P226, CZ 75

	45. ACP Pistol
	2
	20/40/80
	7-12
	3
	••-•••
	Not really "I have it in a tuxedo" sized gun
	Colt 1911, Glock 21, H&K Mk. 23

	Shotgun
	3/2/1
	20/40/80
	2-10
	3
	••-•••
	Penalty for target's cover and movement decreased by 2
	Remington 870, Franchi SPAS-12

	Submachine Gun
	1
	50/100/200
	20-30
	2
	•••-••••
	Fire modes: burst, long burst, full auto
	IMI Uzi, H&K MP5

	Assault Rifle
	3
	150/300/600
	30
	2
	•••
	Fire modes: burst, long burst
	M-16,  Steyr AUG, AK-74

	Battle Rifle
	3 (9 again)
	200/400/800
	20
	3
	•••-••••
	
	FN FAL, H&K G3

	Bolt-action Rifle
	3 (9 again)
	250/500/1000
	5-10
	2
	••-•••••
	
	Lee Enfield, M24

	Also starring...
	
	
	
	
	
	
	

	AK-47
	3
	100/200/400
	30
	2
	••
	Fire modes: burst; Reliable even if you don't know what "maintenance" is
	There are many copies, despite any plan

	Zastava M91
	3 (9 again)
	200/400/800
	10
	2
	••••
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	FN P90
	1
	50/100/200
	50
	2
	••••
	Armor Piercing 2 ; Fire modes: burst, long burst
	Stolen gun from labs, also Stargate gun

	M4A1
	3
	100/200/400
	30
	2
	•••
	Fire modes: burst, long burst
	Paris attack team's guns


Damage – bonus sucesses if you roll at least one hit; 9 again – attack with this weapon also gets 9 again quality (9s and 0s rerolled); Range – weapon's accuracy, no penalty in close range/ -2 to attack in medium range/ -4 in far range; Capacity - magazine capacity; Strength – minimal strength for using this gun without penalty; Reliable – no penalties for bad condition unless you mess with weapon really badly or damage sights; Armor Piercing X – count armor as X points lower; Fire modes: burst – you fire 3 rounds of ammo, maximum range: other side of wider street/boulevard (up to 50m), +1 to attack; long burst – 10 rounds of ammo fired, range: other side of large office (up to 20m), +2 to attack; full auto – 20 rounds of ammo fired, range: small hotel room (up to 5m, maybe further if there is more targets or bigger-than-human one), +3 to attack
If you fire weapon in burst, long burst or full auto (...especially on full auto) you are doing "area attack". Is someone close to your original target? Too bad (or good, it depends...), roll your attack (with bonus for burst/long burst/full auto) -1 per every person in attacked area (not counting the first one) against everyone. "Fire modes" actually means "how many bullets can I fire with this gun and maintain control over my weapon"; for example iconic AK-47 can send all 30 greetings from Russia in 3 seconds, but to actually hit something with this glorious hail of fire is just a wild dream (worth chance dice at best).

