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INTRODUCTION
Welcome to the Modern Arms Guide for the Spycraft

roleplaying game. This book is a comprehensive
overview of modern weaponry using the established d20
system, and – while expressly created for use with
Spycraft – is easily used with the standard d20 rules.
All the new rules here are d20 compliant, and every
weapon, armor suit, and piece of gear is ready to be
dropped into your favorite d20 game setting.

This book is intended to expand upon the material
first presented in the Spycraft Espionage Handbook, 
not to replace it. Where Spycraft’s core release offered a
strictly cinematic flavor, this book balances often inac-
curate movie and comic book technology with weapons
and gear of the real world. Here, you’ll find many spe-
cific examples of gear types that were handled with
broad generic strokes in the core release — most notably
firearms, which were grouped according to their type or
function before. Here, each of these weapon types
becomes a category of specific weapons, and each
weapon gains its own identifying mechanics and in
many cases special abilities.

Sometimes, this shift from generic to specific gear
has precipitated some reorganization. A small number
of categories originally presented in the Spycraft
Espionage Handbook have been dropped. For example,
the Saturday Night Special revolver category is no
more, as it represents specific weapons which now fall
into a different category (service revolvers). Conversely,
we have created a few new categories for this book, to
expand upon the limited selection presented in the
Spycraft core release.

When information in this release differs from that
presented before, we explain the change, and in many
cases we also update gear options from the core release
to the new rules. For instance, protective gear now fac-
tors in special weaknesses for each item, attacks which
are more effective against that item. In order to keep the
original Spycraft protective gear options consistent with
the new options here, and to avoid reprinting the
options in their entirety, we simply add weaknesses to
each of the original items at the start of the chapter.

Finally, this book covers most weapon and gear
options available to modern agents. A few groups of
gear have been intentionally left out, however – specif-
ically heavy and vehicular weapons, which you’ll see in
the Soldier/Wheelman Class Guide, available soon.

Special Note: Future Spycraft and Shadowforce
Archer supplements will include weapons and gear from
both the Spycraft core release and this volume, as
appropriate. 

What’s in this Book
The Modern Arms Guide consists of eight chapters.

The last seven chapters are broken up in a similar fash-
ion to Chapter 5 of the Spycraft Espionage Handbook,
each covering a different group of weapon or gear.
Chapter 6 (Accessories) is a new group, originally cov-
ered as part of Other Gear in the core release. This chap-
ter covers all other gear that is attached to or used with
other weapons (bows, firearms, tactical weapons, etc.).
The first chapter of this book — New Rules — contains a
wealth of mechanics for use in your Spycraft and mod-
ern d20 games, including a new prestige class (the twin
gun-wielding triggerman), rules for applying master-
work modifications to weapons (plus an abundance of
modifications to get you started), rules for buying
weapons on the black market, and much more!

Groups and Categories
Within each chapter, information in broken up into

two tiers, as follows:

• Groups: These broad divisions are defined thematically,
that is each group is a logical division within the chap-
ter. As an example, the firearms chapter is broken up
into the handguns, rifles, shotguns, and submachine-
guns groups.

• Categories: Groups are further divided into categories.
At the start of each category are two entries — Abilities
(which describes which ability score modifiers are
applied to attack and damage rolls when using the
weapons or gear in the category) and Feats (which
describes which proficiencies are required to use
weapons or gear in the category).

How to Use This Book
Most of the material in this book is self evident. As

is to be expected with a topic as complex as modern
gear, however, some information is necessarily left out
of each item description. Further, this book introduces
many new rules terms that hereafter should be consid-
ered standard Spycraft terminology. Should you run
across a term you don’t know, you might find its defin-
ition in one of the following places:

• New Gear Qualities (Chapter 1): Starting on page 14,
you’ll find a large number of new gear qualities. Each of
these offers one or more special abilities or drawbacks
to weapons and equipment they are attached to. Check
here for explanations of most new game terms.

• Glossary (Chapter 1): The last several pages of this
chapter form a glossary of all uncommon, obscure, and
expert terms used when describing weapons. Check
here for explanations of most real-world terms.
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Craft (Weaponsmithing) 
(Int; Trained Only)

You are trained in the ancient traditions of forging
and honing melee, hurled, and exotic weapons, allow-
ing you to create and modify such gear.

Check (Varies): You may create any melee, hurled, or
exotic weapon that requires only manual labor and sim-
ple non-machined parts (i.e. you cannot create compli-
cated, strictly modern weapons with this skill, such as
grenades, nail guns, etc.). The weaponsmith must iden-
tify the weapon he is attempting to make before he ded-
icates the time and makes the skill check, and the GC
may veto any weaponsmithing endeavor he feels is
impossible (such as creating a hypodermic needle out-
side of a factory geared for it). The weaponsmithing
process is often slow, and requires access to the proper
time and materials.

• Wooden Weapons: Bo stick, weighted cane. These
weapons require a knife and one day to sculpt from a
piece of wood the right size, as well as a successful
Craft (Weaponsmithing) check with a DC of 10. 

• Metal Weapons: Broadsword, sledgehammer. These
weapons require the proper base materials (a source of
iron or steel) and a forge or furnace, plus a number of
days equal to the weapon’s BP cost to pour the metal,
hammer it into shape, and sharpen as necessary. 
Finally, the process requires a successful Craft
(Weaponsmithing) check with a DC of 15.

• Hybrid Weapons: Crossbow, throwing axe. These
weapons require three days, plus a number of days
equal to the weapon’s BP cost, and the facilities for
both wooden and metal weapons described above, as
well as a successful Craft (Weaponsmithing) check with
a DC of 15.

• Modern Composite Weapons: Nightstick, hypodermic
needle. These weapons require factory machining,
though the process must still be supervised by someone
with the Craft (Weaponsmithing) skill. They require a
number of hours equal to their BP cost to create, along
with a successful Craft (Weaponsmithing) check against
a DC of 20.

The process for some weapons may require only sim-
ple materials that cost nothing in the right environment
(e.g. in a forest if the agent needs only wood, or in a
factory that produces weapons of the proper type).
Otherwise, the materials cost half the weapon’s standard
BP or actual cost, rounded up.

When the process is complete, the weaponsmith
gains a weapon with the standard statistics found in
Chapters 2, 3, or 4. He may then modify it according to
the rules for Masterworks Firearms (see page 17), 
at his discretion.

Critical Success: The weapon is created in half the
time or at half the BP or actual cost (rounded up), as
chosen by the player.

Critical Failure: The effort is a failure and produces
no weapon. Half the time and all materials are lost.

Check (1 week): You may add a masterwork modifi-
cation to a melee, hurled, or exotic weapon. The DC is
25 plus the number of masterwork modifications the
weapon already has.

When you add masterwork modifications to a melee,
hurled, or exotic weapon yourself, the cost for each
modification is half the amount listed in the Masterwork

New Bundles

These new bundles supplement those presented on
page 106 of the Spycraft Espionage Handbook.

All bundles cost 25 BP to requisition or add to an
agent's personal gear.

Demolitions Bundle
Large metal toolbox (to store bundle)
1 set mechanic’s coveralls (average clothes)
1 set plainclothes
Earplugs
Demolitions kit
Electronics kit
Pen flashlight
Duct tape
3 cell phones
Pocket tool
1/4 lb. of C4

Entry Team Bundle
Large garment bag (to store bundle)
1 set of fatigues
Ski-mask
Flash goggles
Gas mask
Headset, radio
Flashlight
2 flash/bang grenades
Knife
Stimulant shot

Trail Bundle
Trail backpack (to store bundle)
Tactical harness
1 set average clothes
Ghillie suit
Binoculars
Survival knife
100 feet of 550 cord
First aid kit
Survival kit
4 smoke grenades
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Weapon section, rounded up (see page 17). However,
there is a chance of error or critical failure, as usual for
skill checks (see below for the effects of these mishaps).

Paying someone else to add masterwork modifica-
tions to a melee, hurled, or exotic weapon ensures no
chance of error or critical failure, at the full cost for
each modification, as described in the Masterworks
Weapon  section. The total cost of any modification
must be paid before the weaponsmith may attempt
it. NPC craftsmen take 1 full week to complete the mod-
ification, though with GC approval you may pay three
times the standard cost to receive the modified item
back in 3 days.

Due to the vast number of masterwork combinations
possible with melee, hurled, and exotic weapons, all
such modifications require GC approval.

Error: Your attempt to modify the weapon fails and
the weapon may no longer be modified in any way. 

Critical Success: The weapon modification is either
finished in 4 days or the cost is cut in half (rounded up),
as chosen by the player.

Critical Failure: You have ruined the weapon.

Knowledge (Firearms) 
(Int: Trained only)

You are knowledgeable about the types, models,
qualities and manufacturers of firearms the world over.

Check: As for other Knowledge skills (Spycraft
Espionage Handbook, page 57), but your field of knowl-
edge is firearms and ammunition.

Retry: As for Knowledge skills.
Special: Having 5 or more ranks in Knowledge

(Firearms) provides a +2 synergy bonus to Spot or
Search checks to notice a concealed firearm.

Critical Success: You are able to provide the desired
information and any closely related information.

Critical Failure: You remember incorrect information.

THE TRIGGERMAN
A staple of the Hong Kong cinema genre, the trig-

german is a whirlwind of gunfire, most easily recog-
nized by his trademark fighting style — a pistol in each
hand and a non-stop spray of lead hissing through the
air. Triggermen combine rapid attacks with sinuous
defense, making them frighteningly effective in close
quarters and situations where heavier weapons cannot
be brought to bear.

Abilities: As masters of the close quarters shootout,
triggermen rely on one ability above all others:
Dexterity. Triggermen also benefit from a high Strength
to counter weapon recoil and a high Constitution to
withstand the damage their role on the team inevitably
incurs.

Vitality: 1d12 plus Constitution bonus per level.

Requirements
To become a triggerman, an agent must meet all of

the following requirements:
Base Attack Bonus: +5 or better.
Craft (Gunsmithing): 4 ranks.
Knowledge (Firearms): 4 ranks.
Feats: Sidestep, Speed Trigger, Two-Weapon

Fighting.

Class Skills
The triggerman’s class skills and key abilities are

listed below:

Class Skill Key Ability
Bluff Cha
Climb Str
Craft Int
Demolitions Int
Diplomacy Cha
Driver Dex
Hobby Wis
Intimidate Cha
Jump Str
Knowledge Int
Profession Wis
Search Int
Spot Wis
Surveillance Wis
Tumble Dex

Skill Points at Each Level: 4 + Int modifier.

Class Features
All of the following are class features of the trigger-

man:
Class Feats: The triggerman gains the following feats

at 1st level.

Armor Proficiency (Light)
Weapon Group Proficiency (Handgun)

Trigger-happy: Once per round as a free action, the
triggerman may spend an action die to make a single
attack with a handgun he holds drawn and ready. This
attack occurs on his initiative count, but can come
before or after his regular action(s) for the round. This
is the triggerman’s core ability.

Gun-fu Basics: If you are armed with a handgun
while grappling, you may substitute your weapon’s
damage for your unarmed damage when taking a half
action to automatically inflict your unarmed damage on
a grappled opponent (Spycraft Espionage Handbook,
page 172). This expends one round of ammunition from
the weapon. Further, the agent may make unarmed
attacks, including those that require one or both hands,
even while holding a handgun in either or both hands.
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ances and reworks the action to precise tolerances, mak-
ing it very reliable and accurate. This modification
reduces the firearm’s error range by 1 (to a minimum 
of 1). Cost: 14 BP or $800.

Trigger Job: This modification improves the firearm’s
existing trigger action, making it crisper and more con-
sistent. At the start of each combat, an agent firing a
weapon with the trigger job modification gains a +1
masterwork bonus to his initiative total. This bonus is
added only once, at the start of each combat, rather
than every round. This bonus may be combined with the
effects of a custom-fitted stock (see opposite). The trig-
ger job modification may not be applied to weapons
with the awkward quality. Cost: 10 BP or $800.

Barrel Modifications
Bull Barrel (rifles, shotguns only): This modification

replaces the firearm’s existing barrel with a heavier
‘bull’ version that is more resistant to abuse. This
increases all four of the weapon’s wound thresholds (see
page 24), adding +6 to the first, +8 to the second, and
+10 to the third and fourth. Thus, an assault rifle with a
bull barrel would have the following wound thresholds:
10/16/22/25 (originally 4/8/12/15). Firearms with this
modification gain +1 lb. of weight. The firearm must
have a custom-fitted stock already installed before this
modification may be applied (see Stock/Grip
Modifications, opposite). Cost: 8 BP or $800.

Cryogenic Treatment (rifles, shotguns only): This
treatment exposes the firearm’s barrel to extreme cold
and increases its ability to resist vibration. When the

agent uses a cryogenically treated firearm to make a
standard attack, he gains a +1 masterwork bonus to his
attack roll. This modification may only be applied to a
firearm with a bull barrel (see left). Cost: 10 BP or
$1,200.

Floating Barrel: This modification inserts a bed of
fiberglass between the barrel and stock, countering the
minute accuracy modifiers suffered when the stock
expands or constricts under extreme temperatures.
When using a firearm with a floating barrel to make a
standard attack, the agent gains a +1 masterwork bonus
to his attack roll. This modification may not be added to
a firearm with a bull barrel (see left). Cost: 10 BP or
$600.

Heavy Barrel (machineguns only): This modification
installs a strengthened barrel which is less likely to
overheat during automatic weapons fire. This modifica-
tion has several effects. First, it applies a –1 masterwork
modifier to the weapon’s recoil. Second, it decreases the
weapon’s error range by 1, to a minimum of 1 (i.e. if a
firearm’s original error range was 1–3, it would drop to
1–2 after this modification). Third, it applies the awk-
ward quality to the weapon. Finally, it adds 2 lbs. to the
weapon’s weight. Cost: 8 BP or $1,000.

Long Barrel (Revolvers, Shotguns Only): This modifi-
cation replaces the firearm’s existing barrel with a
longer version, increasing the weapon’s range incre-
ment by 5 feet. Cost: 10 BP or $600.

Ported Barrel (pistols, rifles, SMGs only): This modi-
fication vents the firearm’s barrel, reducing its recoil by
2 (see page 56). Cost: 8 BP or $600.
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Short Barrel (Revolvers, Shotguns Only): This popular

modification replaces the firearm’s existing barrel with
a shorter version, or shortens the existing barrel.
“Sawed-off shotguns” are one example of this modifi-
cation. When firing a weapon with a short barrel, the
agent suffers a –1 masterwork penalty to attack rolls.
However, the DCs of all Spot and Search checks to
notice the weapon on the agent’s person are increased
by +1, and the agent gains a +1 masterwork bonus to
all attempts to Hide the weapon from view.
Cost: 6 BP or $400.

Smoothbore Barrel (pistols, revolvers, rifles only):
This modification removes the rifling inside a firearm’s
barrel, greatly reducing the weapon’s accuracy over dis-
tance (agents firing it suffer double the normal range
penalties to all attack rolls) but also removing all marks
on bullets fired from it. This effectively prevents others
from linking the firearm to a shooting through ballis-
tics. Cost: 6 BP or $400.

Suppressor (pistols, rifles only): This modification
incorporates a sound and flash suppressor into the
firearm, adding the suppressed quality. Cost: 14 BP or
$700.

Miscellaneous Modifications 
Accessory Mount: This modification adds an acces-

sory mount to the firearm’s barrel, grip, or rail, allow-
ing the agent to attach peripherals to the weapon per
the rules in Chapter 6 (see page 106). Cost: 4 BP or
$100.

Composite Body: This pricey modification replaces
all of the firearm’s metal pieces with ceramic or plastic
counterparts, rendering it invisible to most modern
security devices and adding the composite quality. Cost:
14 BP or $2,000.

De-burred Frame (revolvers, pistols only): De-burring
a firearm removes all sharp edges from the weapon, 
preventing it from snagging on the shooter’s clothing
when it is drawn. Performing this modification adds the
streamlined quality to the weapon. Cost: 8 BP or $300.

Disassembly Option: By creating several external
“break points” in the firearm, the gunsmith may set it up
to be quickly broken into two or more smaller parts for
easy concealment and transport. This adds the multi-
part quality to the weapon. Cost: 8 BP or $1,000.

Double Trigger (sniper rifles only): This modification
installs an extra set trigger to the gun’s firing mecha-
nism, adding the advanced aim quality to the weapon.
Cost: 8 BP or $600.

Double Weapon (rifles, shotguns, and SMGs only):
This modification mounts a shotgun or grenade launch-
er to the underbarrel rail of a rifle, shotgun, or SMG,
effectively allowing either weapon to be fired at any

time during combat without penalty. The double
weapon modification requires GC approval, and the
agent must pay for both weapons in addition to the
masterwork modification cost. Cost: 16 BP or $2,000.

Shock Resistance: With calculated placement of
fiberglass buffers, most firearms may be prepped to
reduce the damage taken from sharp impacts, adding
the rugged quality. Cost: 10 BP or $600.

Stock/Grip Modifications
Custom Grip: By molding a leather, plastic, or rubber

grip especially for the weapon and agent, a gunsmith
can add the sure-grip quality to any firearm. However,
other characters who use the firearm with the custom
grip suffers a –1 masterwork penalty to their attack roll.
Cost: 6 BP or $300.

Custom Stock: The firearm’s stock and grip are mod-
ified to meet the agent’s exact measurements. At the
start of each combat, an agent firing a weapon with a
custom-fitted stock gains a +1 masterwork bonus to his
initiative total. This bonus is added only once, at the
start of each combat, rather than every round. When
anyone other than the agent uses this weapon in com-
bat, the +1 bonus to initiative becomes an –1 penalty.
This bonus/penalty may be combined with the effects of
a trigger job (see opposite). Cost: 10 BP or $800.

Folding Stock (rifles, shotguns, SMGs, machineguns
only): This modification replaces the firearm’s factory
stock with an aftermarket folding model, making it
more compact to store and conceal. This adds the col-
lapsible stock quality to this weapon. Cost: 6 BP or
$300.

Inertial Recoil Compensator (rifles, shotguns only):
This adds an inertial counterweight in a tube within the
weapon’s stock, applying a –2 masterwork modifier to
the weapon’s recoil. Cost: 8 BP or $800.

Print-less Stock: This modification adds a special
coating to the firearm’s grip and stock, making it impos-
sible to lift a useful set of fingerprints from them. Cost:
8 BP or $1,000.

Smoothened Well: This modification polishes any
minor imperfections within a firearm’s loading well,
allowing magazines to be loaded quickly and with little
chance of error. This modification adds the fast-load
quality to the weapon. Cost: 10 BP or $800.

Other Masterwork
Weapons

Like firearms, any melee, hurled, or exotic weapon
may be elevated to masterwork status. Rules for 
applying masterwork modifications to melee, hurled,
and exotic weapons are found under Craft (Weapon-
smithing) on page 7. 
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Table 4.2: Martial Arts Weapons (Continued)
Budget Range Qualities Actual

Weapon Name Points Accuracy Damage Error Threat Increment & Mods Weight Cost

Flute 3 — 1d4 1 20 — — 3 lb. $40
Ghost head broadsword 7 — 1d8 1 19–20 — TS 8 lb. $200
Katana* 10 +1 1d10 1 19–20 — 1–h or 2–h 5 lb. $500
Monk cudgel 5 — 1d6+1 1 20 — — 6 lb. $100
Nine ring broadsword 7 — 1d8+1 1 19–20 — — 4 lb. $150
Nine teeth hook 7 — 1d4/1d3 1–2 19–20 — HK, SG 4 lb. $75
Seven piece sword 7 — 1d6 1 19–20 — — 5 lb. $250
Staff, short 4 — 1d4+1 1 20 — 1–h or 2–h 2 lb. $50
Straight sword piercer 7 — 1d4+3 1 19–20 — — 6 lb. $200
Sword, scholar’s 8 — 1d6+1 1–2 18–20 — TS 4 lb. $100
Tiger fork 6 — 1d8/1d4 1–2 19–20 — — 6 lb. $150
Tiger hook 6 — 1d4+1 1 20 — HK 4 lb. $80
Unicorn horn sword 6 — 1d6 1–2 19–20 — TP 3 lb. $75
Whip chain 11 — 1d6+1 1–2 19–20 — CL, RH, TP 8 lb. $150
Wooden sword 3 — 1d4 1 20 — 1–h or 2–h 4 lb. $60

Large Hand-to-Hand Weapons
Bo stick 7 — 1d6/1d6 1 19–20 — — 4 lb. $10
Chain weapons
• Chain and sickle 8 — 1d6/1d4 1–2 20/— — 2–h, RH, TP 6 lb. $120
• Chain and spear 9 — 1d6/1d4 1–2 19–20/— — 2–h, RH, TP 9 lb. $150
• Mother and son hammer 9 — 1d8/1d8 1–2 20 — 2–h, STR 13, 15 lb. $150

RH, TP
• Spearhead 8 — 1d3+1 1–2 18–20 — 2–h, RH, TS, TP 3 lb. $80
• Weighted chain 7 — 1d4/1d4 1–2 20 — 2–h, RH, TP 8 lb. $80
Cicada wing 7 — 1d8/1d8 1–2 19–20 — 2–h, GD 10 lb. $250
Double headed spear 6 — 1d6/1d6 1–2 19–20 — 2–h, TS 8 lb. $120
Flying fork* 7 — 1d6+1/1d6+1 1–2 19–20 — 2–h, SG 8 lb. $150
Gold coin spade 4 — 1d4+1 1 20 — 2–h 7 lb. $100
Half-staff sword 8 — 1d8 1 18–20 — 2–h 11 lb. $200
Monk spade 6 — 1d6/1d6 1 19–20 — 2–h 7 lb. $150
Pole weapons
• Buddha hand 8 — 1d6+1 1 20 — 2–h, RH 14 lb. $120
• Dagger axe 9 — 1d8 1 19–20 — 2–h, RH 14 lb. $150
• Eastern spear 8 — 1d8 1 20 — 2–h, RH 12 lb. $100
• Halberd 12 — 1d10 1 18–20 — 2–h, RH 14 lb. $150
• Heaven lotus phoenix tail10 — 1d8/1d4+1 1 19–20/20 — 2–h, STR 13, RH 15 lb. $180
• Hooked single spear 11 — 1d8 1 19–20 — 2–h, HK, RH 14 lb. $150
• Long stick axe 10 — 1d8+1 1 19–20 — 2–h, STR 13, RH 15 lb. $150
• Pole sword 11 — 1d10/1d4 1 19–20 — 2–h, STR 13, RH 15 lb. $200
• Snake spear 11 — 1d8+1 1 19–20 — 2–h, RH, TS 12 lb. $120
• Sword staff 12 +1 1d10 1 19–20 — 2–h, RH 12 lb. $150
• Three point double 11 — 1d8+1/1d8 1 19–20 — 2–h, STR 13, RH 15 lb. $150
blade sword
Rake 4 — 1d6/1d4 1 20 — 2–h 6 lb. $70

Rope weapons
• Double flying claw 9 — 1d6+1/1d6+1 1–2 20 — 2–h, LR 10 lb. $120
• Meteor hammer 10 — 1d8+1/1d8+1 1–2 20 — 2–h, STR 15, LR 20 lb. $120
Three section staff 8 — 1d8/1d8 1–3 20 — 2–h, CL, TP 8 lb. $80
Two-handed sword 9 — 2d6 1 19–20 — 2–h, STR 13 15 lb. $250
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H&K MP5A2 (Germany): The MP5 (Maschinepistole
5) took Hollywood by storm in the 1990s, featured in
dozens if not hundreds of films, TV shows, and books
both high-profile and low-budget. Today, the MP5 has a
permanent place in pop culture, and is the first weapon
many people consider when they think of SMGs.  

In practice, the MP5 is used by police and soldiers
alike, due in no small part to its highly modular design,
which can accept nearly any peripheral with ease. It can
also be disassembled without tools — a powerful bonus
when away from home, or trapped behind enemy lines. 

Calibers: 9mm P
Ammunition Capacity: 10/15 (+1 BP, +$25)/30 (+2

BP, +$50)
Length: 26.75 in. (extended)/ 19.30 in. (folded)
Weight: 94.00 oz.

H&K MP5N
H&K UMP-40A2

• MP5K-PDW: The MP5K redesigned for American air-
borne and vehicle crews, adding a removable rigid plas-
tic folding stock and an optional silencer. (Calibers:
9mm P; Ammunition Capacity: 30; Length: 23.75 in.
(extended)/14.50 in. (folded); Weight: 98.00 oz.)

• MP5-N: A version of the MP5 that has been accepted
into U.S. Military use, and most commonly fielded by
the Navy SEALs (thus the “N”). This weapon has a col-
lapsible stock and an ambidextrous fire selector/safety
switch. (Calibers: 9mm P; Ammunition Capacity: 10/15
(+1 BP, +$25)/30 (+2 BP, +$50); Length: 26.75 in.
(extended)/19.30 in. (folded); Weight: 90.00 oz.)

• MP5SD: A silenced version of the MP5. Unlike most
other silenced submachineguns, the MP5SD does not
need to fire subsonic ammunition — it silences a stan-
dard 9mm P round (effectively making it subsonic —
see page 108). (Calibers: 9mm P; Ammunition Capacity:
15/30 (+2 BP, +$50); Length: 30.70 in. (extended)/21.65
in. (folded); Weight: 113.00 oz.)

• MPSF: A version of the MP5 that may only be fired in
burst mode, intended to replace police shotguns.
(Calibers: 9mm P; Ammunition Capacity: 10/15 (+1 BP,
+$25)/30 (+2 BP, +$50); Length: 26.00 in. (extend-
ed)/19.30 in. (folded); Weight: 86.00 oz.)

The MP5 Family: All MP5s feature the roller-locked
delayed blowback system seen in other Heckler & Koch
rifles (like the G3; see page 67). All fire from a closed
bolt, making them very accurate. Most MP5s may be
fired in single-shot or strafe mode, and many feature
both two- and three-shot burst fire. There is an MP5
variant to serve every need:

• MP5A3: A version of the MP5 with a folding metal
stock. (Calibers: 9mm P; Ammunition Capacity: 10/15
(+1 BP, +$25)/30 (+2 BP, +$50); Length: 26.00 in.
(extended)/19.30 in. (folded); Weight: 86.00 oz.)

• MP5K: A compact version of the MP5, designed for
security, police, and counter-terrorist forces. This
weapon is small enough that it can easily be lost under
a coat when slung, or hidden in a briefcase. The weapon
lacks a butt, but has a foregrip. (Calibers: 9mm P;
Ammunition Capacity: 15/30 (+2 BP, +$50); Length:
12.67 in.; Weight: 70.00 oz.)

• UMP-40A2: A version of the MP5 chambered for .40
S&W ammunition. It features ambidextrous controls
and a clip that holds the bolt open when the weapon’s
ammunition is exhausted. UMP stands for “Universal
Machine Pistol”. (Calibers: .40 S&W; Ammunition
Capacity: 25; Length: 27.00 in. (extended)/17.70 in.
(folded); Weight: 80.00 oz.)

• UMP-45A2: A version of the MP5 chambered for .45
ACP ammunition. Like the UMP-40A2, it also features
ambidextrous controls and a clip that holds the bolt
open when the weapon’s ammunition is exhausted.
(Calibers: .45 ACP; Ammunition Capacity: 30; Length:
27.00 in. (extended)/17.70 in. (folded); Weight: 75.20
oz.)

IMI Uzi (Israel): The Israel Military Industries’ Uzi has
been in active service for over 50 years. Innovative for
its time, the Uzi’s wrap-around bolt and blowback
action are commonplace today. Still, the design is sound

H&K 53A2

                                        






