Inflation:

One 1949 dollar = Eight 2005 dollars

One 2005 dollar = Twelve and a half 1949 cents

Ammunition (1 cartridge)

.22 LR: 0.5 cents

.25 ACP: 1 cent

.38 spl: 1 cent

.32 ACP: 2 cents

.380 ACP: 2 cents

.45 ACP: 5 cents

9mm PB: 5 cents

.44 spl: 10 cents

.45 Colt: 10 cents

7.62mm TT: 10 cents

.357 Magnum: 15 cents

.30 US Carbine: 20 cents

7.92 x 33: 20 cents

7.62 Soviet: 20 cents

.30-30: 20 cents

.270 Winchester: 30 cents

.30-06: 30 cents

7.92 Mauser: 40 cents

.303 British: 50 cents

7.62 x 54R: 50 cents

.50 BMG: 1 dollar

.410 birdshot: 10 cents

28 ga birdshot: 10 cents

20 ga buckshot: 15 cents

12 ga buckshot: 15 cents

10 ga buckshot: 25 cents

8 ga elephant shot: 50 cents

Gun Accessories

Maintenance kit: $1

Spare box magazine: $3

Spare drum magazine: $20

Revolver speed loader (revolver reload time converted to 2 rounds): $5

Stripper clip (internal magazine rifle reload time converted to 2 rounds): $3

Compensator (only compatible with some models): $20

Bipod (only compatible with some models): $20

4X Telescopic Rifle Sight: $100

Basic holster: $10

Modifiers:

Security strap (cannot use quick draw abilities): +$0

Unsecured (can use quick draw, but someone else can pull gun): +$0

Secure strapless design (only comes free if pulled at the right angle): +$10

SMG-sized holster: +$2

Rifle-sized holster: +$5

Custom holster (to conceal a large weapon): $10

Ammo pouch: $5

Modifiers:

Holds 1 magazine or speed loader: -$2

Holds 2 magazines or speed loaders: +$0

Holds 3 magazines or speed loaders: +$2

Holds 4 magazines or speed loaders: +$5

Holds a 50 round drum magazine: +$10

Holds a 100 round drum magazine: +$15

Hearing Protection

Basic ear plugs (-20 dB): $0.25

Basic ear covers (-30 dB): $1

Musician’s ear plugs (-30 dB for sounds over 100 dB only): $20

Musician’s ear covers (-30 dB for sounds over 100 dB only): $20

Knives

Basic knife: $1

Modifiers
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1 0.5 Physique * 5 1 0 0.5

1.5 1 Physique * 8 2 Damage * 0.25 1
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Tools

Telescope (distance / 4): $25

Magnifying glass (+2 Spot close up): $5

Lockpick: $1

Thieves’ tools: $10

Fine lockpicks (+2 Security): $20

Fine thieves’ tools (+2 Security): $200

24 hours worth of camouflage paints (+2 Ninjitsu): $20

Disguise kit: $20

First aid kit: $20

Doctor’s bag (+2 Healing): $200

Climbing set: $20

Musical instrument: $20

Craftsman tools: $20

Masterwork craftsman tools (+2 Craftsmanship): $200

Clothing

Tattered clothes (All persuasion skills – 3): $1

Worn-out clothes (All persuasion skills –1): $2

New clothes: $10

Wise guy outfit: $20 (+1 intimidation)

Suit: $20 (+1 argumentation, manipulation)

Fancy suit: $50+ (+2 argumentation, manipulation)

Armor

Some criminals had taken to wearing body armor in the 1930’s, and this trend continued into the 40’s. Advanced fabrics, such as Kevlar, did not exist yet. Compared to modern body armor they were expensive, cumbersome, and easy to penetrate, but against slower rounds like .38 Special, they got the job done.

Cloth armor is like normal clothes, just more so. It contains so many layers that it will stop lesser handgun rounds, but it greatly impedes movement.

Metal armor is based on medieval armors, and was very rare, as precious few people had the know-how to make a competent piece of metal armor centuries after they had gone out of fashion. It proved effective against some handguns, but was heavier and more expensive than the more common cotton armors.

WW2-style steel helmets, on the other hand, are common and relatively inexepensive head protection.

	Chestpieces
	Resistance
	Weight
	Attack
	Defense
	Price
	HP
	Covered Areas

	Cloth Vest
	6
	2
	-1/2
	-1/2
	60
	12
	Torso, abdomen

	Heavy Cloth Vest
	8
	3
	-1
	-1
	90
	16
	Torso, abdomen

	Metal Breastplate
	14
	8
	-1 1/2
	-1 1/2
	400
	28
	Torso, abdomen

	Heavy Metal Breastplate
	16
	10
	-2
	-2
	800
	32
	Torso, abdomen


	Sleeves
	Resistance
	Weight
	Attack
	Price
	HP
	Covered Areas

	Cloth Sleeves
	6
	1
	-1/2
	30
	12
	Arms

	Heavy Cloth Sleeves
	8
	2
	-1
	45
	16
	Arms

	Metal Armguards
	14
	4
	-1 1/2
	200
	28
	Arms

	Heavy Metal Armguards
	16
	5
	-2
	400
	32
	Arms


	Gloves
	Resistance
	Weight
	Dexterity
	Price
	HP
	Covered Areas

	Leather Gloves
	2
	-
	-1
	20
	8
	Hands

	Thick Leather Gloves
	6
	-
	-4
	50
	12
	Hands

	Steel Gauntlets
	16
	1
	-10
	100
	32
	Hands


	Leggings
	Resistance
	Weight
	Defense
	Price
	HP
	Covered Areas

	Cloth Leggings
	6
	1
	-1/2
	30
	12
	Legs

	Heavy Cloth Leggings
	8
	2
	-1
	45
	16
	Legs

	Metal Leggings
	14
	4
	-1 1/2
	200
	28
	Legs

	Heavy Metal Leggings
	16
	5
	-2
	400
	32
	Legs


	Boots
	Resistance
	Weight
	Stealth
	Price
	HP
	Covered Areas

	Shoes
	2
	-
	-
	5
	8
	Feet

	Soft Soled Shoes
	2
	-
	+1
	20
	8
	Feet

	Leather Boots
	6
	-
	-1
	20
	12
	Feet

	Steel Boots
	16
	1
	-4
	100
	32
	Feet


	Helmets
	Resistance
	Weight
	Sight
	Hearing
	Price
	HP
	Covered Areas

	Steel Helmet
	14
	2
	-
	-4
	20
	28
	General head, temple, neck, ears, back of head

	Medieval Style Helmet
	16
	3
	-4
	-4
	400
	32
	Entire head and neck


Essentials

1 day of food and water: $2

Glass of beer, shot of liquor: $0.25

Bottle of liquor: $1

Water canteen: $2

Sleeping Bag: $5

Flashlight: $3

Small backpack: $6

Large backpack: $10

Waist pouch: $3

Night at a hotel: $8

Gallon of gasoline: $0.27
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		Damage		Price				Range		Price				Penetration		Price

		1		0.5				Physique * 5		1				0		0.5

		1.5		1				Physique * 8		2				Damage * 0.25		1

		2		2										Damage * 0.5		2

								AT		Price

		Distance		Price				-1		0.5

		* 5		1				0		1

		* 3		2				+1		2






