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The CORE Command Armory is a roleplaying
resource that offers a glimpse into the wide
variety of goods and services available in the
Five Galaxies. Gamemasters who are looking
for ideas for new and interesting items — or
who just want more weapons and equipment
to inflict upon their players — will find the
Armory very useful.

Gamemasters should take some time to decide
how they wish to handle equipment in their
campaigns. The best way to keep player
characters' equipment from interfering with the
game is to prevent it from the start. Before the
campaign begins, the Gamemaster should
anounce the degrees and kinds of equipment
he's comfortable with for his particular plot.

In situations where the Gamemaster feels the
material possessions of the player characters
have already gotten out of hand, he can try to
gently steer the campaign in such a way that
equipment will not have much effect on the
events of the game. If this proves difficult or
impossible, the Gamemaster must not just take
the offending equipment away from the
characters (for example, having them stolen

or confiscated). Doing so is almost certain 10 J

create unnecessary tension with the playe'r
who may be unaware of the problem. %

A solution worked out between all the
participants in managing the equipment in the
game is far preferable to letting the game suffer
because the Gamemaster is frustrated or
otherwise limited.

" ® Book Contents V_

Chapter 2 of the Catalog is dedicated to
equipment and includes everything from
survival tools to remote-controlled drones.
Chapter 3 contains a wide variety of weapons,
from the smallest pistol to some of the most
unholy weapons ever created. Chapter 4
includes a description of several types of
spacecraft in use among the major races of
the Galaxies.
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v FINDING EQUIPMENT

e Sources of Equipment v

The origins of equipment are as varied as the
items themselves, ranging from the mundane
to the fantastical. An item may be
commonplace, one of thousands of identical
examples, or it may be unigue, one of a kind.

e Advanced Worlds v/

On the most advanced worlds, automated
manufacturing devices may be the most
common source of goods. This emphasizes
convenience and availability of goods over the
service of storekeepers and the action of
shopping. Depending on their size and
complexity, and the sophistication of their
manufacturing civilization, such manufacturing
devices may be found in the home or in central
repositories. Each is likely to operate within
strict parameters depending on the available
technologies and the nature of society.
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