Sort of added (HRG Blast Brawlers, for Support)
HRG Static Slingers

HRG Raffica(s)

HRG Dawnbreaker

|Added, more or le

(HRG Disrupter)
HRG Nova Pistol

“When you can' decide wether you want o feel ke Zeus and hur some powerful
Iightning bolts at Zeds, or imply punch them i the face.”

"The brrt s strong i this / these gun()

*A certain Mr. Clarke would probably love t get hs hands.
on one of these awesome plasma cuter pistols!

cLass: Gunsiinger cLass: Gunsiinger cLass: Gunsiinger
PRICE: 1500 PRICE 325 (650 dual) PRICE. 1100
WEIGHT: 7 WEIGHT: 2(4 dual) WEIGHT: a
DANAGE (PRIMARY): 150 EMP DAAGE: 25 Handgun DAMAGE 120 Slash
DANAGE (BASH): 100 Bludgeon FIRE RATE 900 RPM (1500 RPM dual) FIRE RATE: 195 RPM
FIRE RATE: 180 RPM PENETRATION: 0 PENETRATION: 6
PENETRATION: o MAG SizE: 21 (42 dual) MAG SIZE: 10
MAG SIZE: 2 |SPARE AMMO: 168 (336 dual) |SPARE AMMO: %
SPARE AMMO: 5 RELOAD (NORMAL): 21712,13 s0c (3,09 soc dual) RELOAD (NORMAL): 07-25sec
RELOAD (NORMAL): 250 RELOAD (ELITE): 1531123 sec (2.41/ 2,25 dual) RELOAD (ELITE) 055- 18500
RELOAD (ELITE), 1,6 sec (same animation, ust sped up) FIRE MODES 3-round burst FIRE MODES: Semiauto
FIRE MODES: Fulauto
The omm This s the Welder, "blade” ke
anda projectles, with a rather noticeable width o them and quick travelime (similar to the.
projecties with primary fr fom the "knuckles" of te f the fsts forward is just an dea which | think could be a thing X Isaac Clarke's
similar to how the Blaster EDARS shoo). foral o 2 liking). Can only

*Abeely and flexible plasma pistol. Alfire toggles fing modes, ltting you choose
betwaen a highly piercing plasma beam, or a more deadly plasma bolt

cuass: Gunsiinger
PRICE: 1750

IWEIGHT: 6

DAMAGE (BEAM): T0EMP

DAMAGE (BOLT): 140 EMP.

FIRE RATE: 343 RPM (beam), 210 RPM (bolt)
PENETRATION 4 (beam). 1 (bolt)

AG s1ZE 2

SPARE AMMO, 180

[RELOAD (NORMAL) 22512,07 sec

RELOAD (ELITE): 169/1.2 560

FIRE MODES: ‘Semiauto (both beam and bolt)

oTHER: The plasma bolt mode costs 2 ammo per shot,

The HMTech-101, modified to become a powerful plasma pistol. Only singlewieldable

when fi 200m)
and ke most weapons,ithas o reload (using the “cleanse biood-animation).
Gan block with altre.

| Asso, just o carify: This weapons counts as an entirely seperate weapon from the

Bash s the regular double bash punch, with bettr bash damage
weapons.

ROLES:
1) Slowring heavy hiter with unique damage type (siowest of all Gunsiinger
specific weapons actually)

2) Also, s technicall (and uniquely s0) dualwield ONLY!.

3) Offers a uniquely strong bash-damage too

ROLES:

totthem.

from the
1fyou are not firing for

fike other guns:
ASSIVELY, even when the-

1) Offrs.

x Gunsiinger,

twofiing modes:

* Mode 1 = Plasma beam -> A hitscan plasma beam, vith a rather high RoF, good

0,5 saconds, it restores 1 ammo from the reserves.
Wi eite rloads these times are reduced; the il delay is only 0.4 seconds, and
ammoregen is then 1 ammo per 0,15 seconds, or a total max reload time of 0,4+1.5
.9 seconds

ROLES:
1) Has a wider projecte than normal

2) Doais siash-damage

) Passively reloads its magatzine, even whil hoistered

. with normal damage

4 ammo per
* Mode 2 = Prasma bolt -> A projectie shot with higher damage, but lower RoF.less.
penetration, sho, sl
very quick).

0 the bea is spamimier, generally bette for rash enemies, longer range fighting and|
stacking Rack 'am Up, while the bolis more about achieving higher DPS and is thus
better at bursting down the bigger enermies.

RoLES:
1) Reverses the "single vs dual" feel, n that the higher DPS mode (which is usually

pistols) s the SL ]

2) Uniquely allows bul






















HRG Riot Shocker

Added! (HRG Bastion)
HRG Phalanx

HRG Quasar

this v

ds? Or be a frontine
Because ths gun lts you do boll

"The future is now! Can both shoot plasma bullels and
stunning plasma shockwaves

HRG Piranha

Basicly the defintion of a bullethose, quickly chewing
through Zeds and your ammo alke”

cLass: SWAT cLass: SwaT cLass: SwWAT cLass: SWAT
PRICE: 1000 PRICE 1500 PRICE. 1750 PRICE: 1100
WEIGHT: 6 WEIGHT: 8 WEIGHT: 6 IWEIGHT: 5
DAMAGE: 100 sholgun (direct impact) + 60 EMP (AoE. DAMAGE 30SMG DAMAGE (PRIMARY) HBEMP DAAGE: 205MG
3,5 mater radius, no fallof) FIRE RATE 908 RPM DAMAGE (ALTFIRE) 100 EMP. FIRE RATE: 1300 RPM (both auto and burst)
FIRE RATE. 140 RPM) o FIRE RATE: 550 RPM (primary), 70 RPM (alfre) PENETRATION 1
PENETRATION: o MAG SIZE: 7 PENETRATION: 0 (primary), 10 altre) MAG Siz€: £
MAG SIZE: 2 |SPARE AMMO: 600 MAG SIZE W SPARE AMMO. 800
SPARE AMMO: % RELOAD (NORMAL): 3661412500 |SPARE AMMO: 320 RELOAD (NORMAL) 25 sec
RELOAD (NORMALY 2241308 sec RELOAD (ELITE): 2581268 sec RELOAD (NORMAL): 255125 s8¢ RELOAD (ELITE): ~18sec
RELOAD (ELITE), 2121278500 FIRE MODES Fullauto RELOAD (ELITE) 165/16sec FIRE MODES: Fullauto, &-round burst
FIRE MODES: Dual semi pump action (ke the HZ12) FIRE MODES Fullato (primary), semiauto altre)
SHIELD. [The A2, bullethose, barrel and
OTHER: Th Aok also has some decent EMP power DAMAGE REDUCTION: 60% oTHER: Altre costs 10 ammo per uiizing or
AMMO USE 1 energy per damage reduced stunpower superauick 5-round bursts, While each individual bullet s on the weaker side of things,
The HZ12, g slugs. Each slug, MAG SIZE: 100 energy ithas very 0
damage, EMP AGE on SPARE AMMO: Infinte The HMTech-201, bulked up and now utiizing plasma energy instead of regular bulles.
incapacitaton. RECHARGE TIME 1250010 full, 1 sec. Primary but with rather high RoLes:
damage and pe. Alre 1)An taking the SWAT' tothe extreme
ROLES: The Stoner, with a much smaller barre,uilzing pistol munitions, a boxmagazine. but costs 10 ammo per shot.[2) Similarto the HRG Nallgun, it offers penetration (First SMG-damage with penetratio
attack siye for the SWAT 3) 5ound burst atack is @ unique frst to both the SWAT and to the game.

2) Grants access to Sholgun and EMP damage in one go, new 1o SWAT
3) Can cause EMP incapacitaton, uniaue o the SWAT

above, this also gives
0 recoil - aso note the quicker reload and lihter weight.
fronial

1) Offers a powerful high-end DPS weapon for SWAT

enerayshield, giving similar protection as the G18+Shield. However,this shield runs

0the perk's Flashbangs
in the incapaciation efect as the Fiashbangs)

(similar o healdarts), but al
The shield

higher

eneray. ifyou start sprining orif you switch to another weapon.

ROLES:
1) Simir o the G18+Shield, offers a protective shield.

2) .but with upsides (miigates for more) and downsides (requires managing
an energymeter)

G18+Shield,
bt function by nesding to

use alre for i, simiar to biocking/parying with Berserker (another downside)

2 new attackstyle in and o fsel

)






















HRG Polaris

HRG Ragnarok

HRG Sludge Lobber

HRG Persuader

“Gool as ice, Chil your ice “Bringing batlefeld. Yuck. with this tinylte
of a weapon Maybe they were refering o tis chiing gun?

cLass: Sunivalist cLass: Sunvivalist cLass: Sunvivalst cLass: Survivalst
PRICE: PRICE PRICE. PRICE:
WEIGHT: 6 WEIGHT: 7 WEIGHT: 6 IWEIGHT: 1
DAMAGE: 225 Froeze (mpact) + 10 Freeze (AGE, 4 meter | DAMAGE (PRIVARY): 30 Assault Rfle + 10 Freeze DAMAGE 160 Ballstic Impact (direct mpact) + 100 Toxic | DAMAGE: 300 Toxic + 1x Toxic DoT (5 seconds, 05s interva)

radius, no fallof) DAMAGE (ALTFIRE): 25 Fraeze (AGE, 5 meter radius, Inear allof) (AOE, 8,5 meter radius, linoar faloff) + 0,3x Toxic. | FIRE RATE: 6RPM
FIRE RATE. sTRPM FIRE RATE: 580 RPM (primary), 20 RPM (alfre) DoT (4 sec, 0,55 nterval) PENETRATION o
PENETRATION: o PENETRATION: 0 FIRE RATE: ~22 RPM | 32 RPM (norma vs elte reload) MAG Siz€: 100
MAG SIZE: 6 MAG SiZE: 40 (primary) + 1 altre) PENETRATION 0 SPARE AMMO. 300
SPARE AMMO: 3 |SPARE AMMO: 320 (primary) + 7 (atre) size: 1 RELOAD (NORMAL) 10500
RELOAD (NORMAL): 1,67 40,55 sec RELOAD (NORMAL): 237 sec (primary) + 3 sec (altre) SPARE AMMO. 2 RELOAD (ELITE): 10 sec (unaffected by elfe reloads)
RELOAD (ELITE), 128+036 sec RELOAD (ELITE) 1,58 sec (primary) + 3 sec (alfre) RELOAD (NORMAL) 237 sec (+0,3 sec reload delay) FIRE MODES: Semiauto
FIRE MODES: Semiauto (pump-action) FIRE MODES Fullauto (primary), semiauto (alfre) RELOAD (ELITE): 1,68 sec (+0,3 sec reload delay)

FIRE MODES: Semiauto oTHER: Costs 100 energy to infect nto an enemy,
OTHER: Applies the Snare afficton in the entire AoE. oTHER: Both primary and affire have freezing power on persuading i o fiht or the players for 20/15/10.
their atacks, atfre moreso, Alfe passively oTHER: the impact seconds Syringe, but has
“ice lance" Theice |reloads on ts own, taking 3 seconds (unaffected by elfe reloads) o recharge for Enemies waking over sludge can notsprintand | fnite reserve energy.

Sahn ley | new shot, even when the gun i holstered. are siowed down by 30%. Siudge poos last for about 4 seconds.

Including the main target of an ice lance as well) o be aflicted by the Snare
lowed down by 30%). Both
explosion causes moderate amounts of Freezing afiction as well

theice.

ROLES:
1) Offers a slow, heavyhiting, specific weapon to Sunvalist
2) Also brings a elatvely unique Snare-effect (at least unique to Survivalst)

freozing singular
icicle"projecties on primary fr, o faunch cryo grenades on atfre. Primary and

The M7, utzing munitions with a chemical compound Instead. When the grenade

Furthermore, p

explodes, siudge which fal

nomal, but
addiional energy-meter, imiar to healdarts, to isplay when ifs ready to ire again,
which is ALSO visualzed with a bar-indicator on the side of the gun).

po poos,
enemies to stop their sprint. Every halfsecond which an enemy fingers in a sludge

ROLES: pool, it has its DoT refreshd as wel.
1)loy "assaul rfle with grenado launcher” i defnitely a first

notas F ROLES:
3) aunique way, ratherthan | 1) Pr . using Toxic damage
reload-based. 2) Uniquely halts sprinting enemies

[The Syringe, but made fo offensive utity.Ijects a chemical into a non-boss enerny,
[causing them to glow
|Zeds instoad! During this “persuasion’, they can stil take damage from all sources,
but ignore al incapacitaton effects. Afer the persuasion-eflect ends, the enemy is
stunned
|and curing this DoT time, they cannot be persuade again. The weapon runs on energy.
BUT a finte amount.

of heavy

Note tha t cannot be afected by magsize-, reload- or ammobonuses at all.

RoLEs:
1) Very uniquely provides the frsttool to enforce infighting, and a safe version of it oo,
2) New ightweight option

3) NoTE: Maybe remove the whole
persuasion bit?

ftattack alles” {0 the






















HRG Incinerator

HRG Firefall

HRG Salamander(s)

"Thi sinster gun kinda brings the Kilchen {0 the batiefield, as i lets you roast
and dice the Zeds as you please. Bring your own apror

cLass: Firebug
PRICE: 1500
WEIGHT: ]

DANAGE (PRIMARY):
DAMAGE (ALTFIRE)

180 Siash + 0.2x Aftetburn (17 sec, 04s inferva)
23 Firo + 0,7x Afterburn (1.7 sec, 04s intorva)

DANAGE (BASH): 75 Slash + 0,1x Afterburn (1,7 sec, 0,45 nterval)
FIRE RATE: 90 RPM (prim), 857 RPM (alfre), 56 RPM (bash)
PENETRATION 4 (primary), O (alfre)

MAG SIZE: 6 (primary) + 400 (alfre)

SPARE AMMO: 30 (primary) + 0 (alre)

RELOAD (NORMAL): 268 sec (primary)

RELOAD (ELITE); 2,14 sec (primary) (same animaton, sped up)
FIRE MODES! Semiauto (primary), ullauto altre)

OTHER: Alfires flamethrowr atiack has about 85% of the

range of the regular Flamelhrower weapon.

The Eviscerator, grimly modified to launch buring blades with primary, and has a
shortrange intense flamethrower on altire AND on the aimbutton (so, you can't aim
down sights with this weapon). The two fiing modes use diferent ammo, and altire

*Scorches the earth, no matter what. Alvays spawns fire undemeath Zeds feet
when you shoot them, for that utimate burning sensaio

cLass: Firebug
PRICE 1500
WEIGHT: 8

DAMAGE (PIERCE MODE): 100 Riffe (mpact) +0.25 Afterburn (1.7 sec, 0,ds

*Each pul of the trigger chucks a rio o flry projectes.
You know, just Ik real Salamanders dof”

interval)

[DAMAGE (EXPLOSIVE MODE): 35 Rifle (impact) + 40 Fire (A0E, 3 metor radius,
(1.7 se0, 0,45

FIRE RATE 180 RM (both modes)

MAG SIZE: 2

SPARE AMNIO: 108

RELOAD (NORMAL) 3011268560

RELOAD (ELITE) 2191203560

FIRE MODES: Semiauto (both modes)

OTHER: Groundire durations: 2,6 sec or perce-mode

1 sec for explosive mode.

The FN FAL, modified to only shoot in semiauto with reduced rate of fre, reduced
[ magsize and less spare ammo, but uses a more powerful and speciaized incendiary

cLass: Firebug

PRICE. 500 (1000 dual)

WEIGHT: 36 cual)

DAMAGE 3¢25 Shotgun (impact) + 0,64x Afterburn (1.7
sec,0,4s Interval)

FIRE RATE: 240 RPM (384 RPM dual)
0

MAG SIZE 7(14 dual)

|SPARE AMMO: 63 (126 dual)

RELOAD (NORMAL):
RELOAD (ELITE)
FIRE MODES:

209 sec (2,97 /2,98 sec dual)
1.34/081 sec (2,24 11,84 sec dual)
Semiauto

The M1911, mad
“pelets
Can be cualvielded

fery

acting

the single version think could be a thing
foral of the-

versions a te less extreme in regards to ammo-per-welght ratos,

doss not need 1o reload (ust ke the regular Eviscerator) ammo, with two different bullet-optons, toggled wit alre: ROLES:

i g1 )P aways and
cheaper. As for the primary fre, it has a sighty bigger magsize, the blades ignite attacks.

fnal[the door etc, and if 100 of course). 2) Simiary 2
landing), have toerplodeina onimpact, | weaker
Bash also gnites enemies. struck enemy.
(Can not parrylblock (or should i, on atre?) However, and while the groundire e
it doesnt last as long as it does in perce-mode.
ROLES:
1) Offers & high-end lamethrower, with ts damagetypes (Fire, rather than Microwave) |ROLES:
« a bitharder
its plosion” moges

the

the other
) Unique igniting bash-attack






















HRG Gorefeast

m

“Now you can munch on the Zeds for oncel Wel, sorta?

cLass: Berserker
PRICE:

WEIGHT: 6
DAMAGE (LIGHT) 75 Slash
DANAGE (HEAVY): 155 Siash
DANAGE (BASH): 50 Piorcing
DANAGE (BLOCKIPARRY): 20 Slash

FIRE RATE: 128 RPM (lght), 60 RPM (heavy), 62 RPM (bash)

OTHER: Blocking enemy atiacks hurs the enemy too.
Heals 1 health on every successiul i, bock or
parry. Heals 1 addiional health fyou also get the killng blow with the Gorefeast
Althese healing effects ully stack with the Vampire perk kil

The Gore Shiv, madified to have a fulllength blade and grim festealing devioes on s
blade. Each successful atack, block or parry restores 1 health o the wielder, as well

as 1 additonal heaith on kil -fully stacking with the Vampire perk. In addition, bocking
deals a
Road Redeemer.

ROLES:

Hemoclobbers burst-healing)
2) Uniquely has offensive blocking power

HRG Crosscut

HRG Leech Blades

HRG Clockwork

This is gels harmed i the making of these voracious throwing blades Lets you bonk the Zeds on thei heads, up close and personal. O fom a bt
by boomerangs..” of adistance, fyou want
cLass: Berserker cLass: Berserker cLass: Berserker
PRICE 1100 PRICE. PRICE: 1600
WEIGHT: 6 WEIGHT: 1 IWEIGHT: 7
DAAGE: 175 Slash (tapfire), 350 Slash (fully charged shot) | DAMAGE: 160 Piercing (mpact) + 60 Bleed DPS for 25 sec. | DAMAGE (LIGHT): 120 Bludgeon
FIRE RATE ~45 RPM (apfire), ~20 RPM (fully charged shot) (fora tota of 150 Bleed damage) DAMAGE (HEAVY): 175 Bludgeon
PENETRATION: 7 FIRE RATE: 0 RPM DAMAGE (BASH): 60 Bludgeon
MAG SizE: 1 PENETRATION: 0 FIRE RATE: 96 RPM (igh), 55 RPM (neavy, norma), 35 RPM
|SPARE AMMO: Infinte MAG SIZE 1 (heavy with gear-aunch), 84 RPM (bash)
RELOAD. 0,1 sec (upon biade return) |SPARE AMMO: s PENETRATION 6 (heavy attack's gear launch)
FIRE MODES: Semiauto, chargesnot RELOAD (NORMAL): 03sec
RELOAD (ELITE) 023ec oTHER: Toggle gear-aunch on/off with the reload-button
ENERGY: FIRE MODES: Semiauto (ihrow)
Ao USE: 20 energy (1apie), 40 (fully charge shot) the Gear from the Crovel,
MAG SizE: 100 energy. oTHER: i
|SPARE AMMO: Infinte s feet L weapon like & normal melee weapon.
RECHARGE TIME: 20 sec o ful heals for 15 health fa player walks over to pick It up. However, its
the gear forward then

The Crossbow, Nolonger has a

The Lawn Mower Blade,

the gear a bit of an arc

undemeath, now holding ts new ihe blade, while 1o s fight-path, dus to being launched as part of the melee swing)
(simiar The blade qui o Bash freahand. |This allows you to sirke with a bit of  safety lstance, but launching the gear like this
back ] picked up f you miss, meaning that oing with t as fast.

it return path too, ifyou the blade ‘gear on heavy atiacks o ot is toggled on/of with the reloacbutton
Whie this gives t nfnite ammo, as well as t I they stk high Uses similar e the Fire Axe.

rechargeable energy (similar to healing darts) and the blade also noeds o fatum to be | and a damage-over-time effect (Bleed) it also causes the bleed status (ke the

bl to shoot with t again. HRG Vampire) and RoLes:

Tapping th fire button moderate feet, Your team can walk over to pick it up and heal 16 health

damage, costing 20 energy. Charging the attack (hold th fire button for up to =2 soc,

ughtto be equipped In ot 1.

ihen further and with
up to about 3 times the projectiespeed, along with up to 2x the damage, but tis costs
up to 40 energy to shoot,

Enorgy recharge is on the siow side of things (20 seconds for the full 100 energy, but
quickened by melee atiackspeed bonuses).

Note that,

the blade

itfor shooter within a few

seconds, to prevent inabiity-to-shoot"giiches.

ROLES:
1) Gives the Borserker a ranged weapon with a melea feel (0 i.
2) While it uniquely has uniimited ammo for  ranged weapon, t sl has a rather
engthy time used quickly, making

Note: Just ke any ofher weapon, i st occupies ts weight when allknives are thrown

1) Gives the Berserker a melesirang hybridized meles weapon, in a very unique way
2) range-ier”

upon for oter

- think of i a their beltholste stltaking place. This allows [
ammoboxes / Support players o restore ammo for this weapon as wel.

ROLES:
1) Gives the
2) Allows the Berserker to healin a unique way,for himself andior alies

it

[weapons

(For example: for rather than

Inoeding t reload, give the Statc Striker some kind of EMP-shockwave attack on
There's alo. for

buttons function on especially the Berserker weapons)






















“When your LMG needs more power, ather than speed. Oh, and some.
el flosh-toaring ammuniton for maximum gore”

HRG Severance Rifle

cLass Commando
PRICE: 1300
WEIGHT: 7

DAMAGE: 80 Siash

FIRE RATE: 360 REM
PENETRATION: 3

MAG SIZE: £

SPARE AMMO: 20

RELOAD (NORMAL) 2321224580
RELOAD (ELITE) 168117 sec

FIRE MODES: Fullauto, semiauo
e M14 tweaked into a slowing, heavyhiting fullauto assault e with a bigger
magazine, Siashing damage type (1nus causing some rather gory kils) and ice.

for beter
close and midrange aiming.
(Can be togole between fullauto and semiauto wit alfr.
ROLES:

1) Gives the Commando something akin to a sow-iring, heavyhiting LMG
2) First Slashing damage rl for Commando.

HRG Bullet Hell

HRG Oculus

HRG Accelerator

HRG Subjugator

1o the next level, al o "Wind up ths etha il to wind down your strass levels” E ot
and crushing Zods with ease” highlght enemies through wals”
cLass: Commando lcLass: Commanda cLass: Commando cLass: Commando
PRICE: 110 PRICE: 17 PRICE: 5 PRICE: 13
WEiGHT: 7 WeiGHT: 8 WeiGHT: 7 WeiGHT: 8
DAMAGE (AUTO): 25 Bludgeon DamaGE: sTEMP DAMAGE (AUTO) 35 Assault Rie DAMAGE: 50 Assault Rifle (bullet) 3x 30 Assault Rife (shraprel)
DAMAGE (SWARM) 10%.25 Bludgeon FIRE RATE 450RPM DAMAGE (POWER) 105 Assaul Rife FIRE RATE: 550 RPM
FIRE RATE: 960 RPM (auto), 120 RPM (swarm) PENETRATION o FIRE RATE 20 o
PENETRATION: 0.4 bounces) A size: ] PENETRATION: o AG size: 25
A size: 7 |sPARE AtMO: 21 aG SiZE: & sPARE AMMO: 300
SPARE AMMO: 50 RELOAD (NORMAL) 2631291560 SPARE AUMO. a0 [RELOAD (NORMAL): 24500
RELOAD (NORMAL) 257560 RELOAD (ELITE) 1,97 sec(7) RELOAD (NORMAL): 224/2.36 sec RELOAD (ELITE) 1750
RELOAD (ELITE) 193 FIRE MODES: Fulauo RELOAD (ELITE) 175118 sec FIRE MODES: Fullauto, semiauo
FIRE MODES: Fulluto, 10-shot swarmshot (aiso ull auto) FIRE MODES: Windup fulluto, semiautomatic powershot
ScANNER: e AAT2 with Rhino"
omHER: Swarm-mode launches 10 projcties atonce, |AMMO USE: 100 energy per use oTHER: max RoF when in
‘which aiso means i costs 10 ammo per shot. | MAG SIZE: 100 energy fullauto mode, Powershot mode costs 3 ammo
SPARE AMMO: Infinite per shat. RoLEs:
heaviy mosifed RECHARGE TIVE: 20secto ul butin s oun

The Kriss modified into an advanced assaultile with a much longer barrl, Has siow

metalicalbals, puise i, inially, b the RoF bonus.
Either madule Ioei ather slowy, a
rapid fullauto, or shoot with asiowe full automaic"sholgun swar” mode, which can which shoots 1 heavier
shoots 10 projecties each time (and costing 10 ammo per shot 100, round, b shot
igh Thealre's | Overal,
ROLES! healdarts), but uses 100% of s energy
1) Grants bouncing bullets for Commando. lon use and israther sow to recharge.
2) ROLES:
Commando (not 0o rolebreaking?). If oo "not Commandor, this altfe could of course |ROLES: “windup fring mode, maling it
be removed *scoutng’ role with
Commando. 2)The ‘Sharpshooter”






















HRG Demogoblin

| Added! (HRG Tommy Boom)
HRG Tombstone

HRG Crash n’ Boom

HRG Sidewinder

Tricks and traps, in an explosive gun-form’ “Redefines the Tommygun's street sweeping legacy with a loud bang, “This homemade rocket launcher brings some serious e o the party " launcher. Yup. soundsr
Actually, with lots o oud bangs!” with s cascading and frework-lke expiosions™

cLass: Demolionist cLass: Demolionist cLass: Demoliionist cLass: Demolitonist
PRICE: PRICE PRICE. PRICE:
WEIGHT: 7 WEIGHT: 7 WEIGHT: s IWEIGHT: ]
DANAGE (PRIMARY): 50 Ballstc Impact (direct impact) + 90 Explosive | DAMAGE: 16 Balistc Impact (direct impact) +40 Explosive | DAMAGE: 180 Ballistc Impact direct impact) + 6x 30 DAAGE: 150 Ballisic Impact (direct impact) + 250 Explosive.

(5 meter radius, exponentil faloff) (2 meter radius, lnear falloff) Explosive (6 meter radius, exponenial fallof) (5 meter radius, near falf)
DANAGE (ALTFIRE) 50 Ballstc Impact (direct impact) + 90 Explosive | FIRE RATE: 450 RPM FIRE RATE: 120 RPM FIRE RATE: 240RPM

(5 meter radius, exponential falff) PENETRATION: 0 PENETRATION: 0 PENETRATION o
FIRE RATE: 240 RPM MAG SiZE: 25 MAG SIZE 2 AG s1ZE 4
PENETRATION. o |SPARE AMMO: 150 |SPARE AMMO: 30 SPARE AMMO, )
MAG SIZE: 7 RELOAD (NORMAL): 2341296 sec RELOAD (NORMAL): 208sec [RELOAD (NORWAL) 231sec
SPARE AMMO: o RELOAD (ELITE) 181231 se0 RELOAD (ELITE) 1,68 sec RELOAD (ELITE): 1,85 sec
RELOAD (NORMALY: 228 56c FIRE MODES: Fulauto, semiauto FIRE MODES: Semiauto FIRE MODES: ‘Semiauto (primary), quadshot (alfre)
RELOAD (ELITE). 171 sec
FIRE MODES: Semiauto (both primary and alire) The Tommygun, modified with smokeless, explosive bullets. While it gains AoE power | OTHER: 115 6 explosions all occur over 0.9 seconds, with | The Doomstick, it a slightly shorter barrel and using small, accurate missiles as ts

compared to the regular Tommygun, it loses a ot ofrate of fire, magsize and spare muniton 1 all4 shots at

OTHER: Alfre's shots siicks to surfaces, have a 1 second | anmo. {rom th intal impact location, at randorn (to simulate that “frecracker” kind of feel |once (or however many remains loaded),

arming time, an enemy gets. ke a fulaut, ifyou wil forthe explosions)

Max ifetime of alfre- and RoLes:
max 14 can b per player, that The Cauk ' Burn, modified a [newes a bitof a hybrid feel between the spammabilty a l the M32,
detonates the oldest one immediaiely. ROLES: the RPG7
1) Gives the tower impact zone. F game, ight-
foad. Primary | spectrum, Hopefully not oo rolebreaking? weigh rocket launcher, along with a unique explosive flar

fir shoots them with I

nemy proximity, ater they have stuck onto somathing frt for at least 1 second (be.
hat an enemy, a welded door, the fioor etc), leting you use them as smal landmines,
basicy

ROLES:
asthe

weapon,
HX.25is weak, but then the restare al rather highpower weapons afer that, Only the
M16+M203 really offers something akin 1o that, but fs more on the lower damage

for s bullets, st

p-opton,

ROLES:
1) Gives the Demliionist a siraightfring eary-tier explosive weapon

2) Focuses a bt more on s impact damage as a strength, especially for an early er
weapon

) s freworciike explosions is a new playstyle, for sure






















HRG Lionheart

‘Asimple but effective marksman rie, perfec or seff-defence and
long-range atacks alke.”

cLass: Sharpshooter
PRICE:

WEIGHT: 6

DAMAGE: 50Rife

FIRE RATE: 350 RPM (semiauto), 400 RPM (burst)
PENETRATION: 1

MAG SIZE: £

SPARE AMNIO: 180

RELOAD (NORMAL): 3121277 sec

RELOAD (ELITE). 1931192500

FIRE MODES: ‘Semiauto, 3-round burst

The L85 modified with a longer barrel and made burst and semiauto only. Whil it has
less RoF, less ammo and is a bit heavier, thas Rifl-type damage, a bt more power.
per shot and gains penetration

ROLES:

HRG Killshot

HRG Thunderbird

“Abatte i’ flexbiity combined with the power of a sniper ife n this
high-tech railgun-esque rife

cuass: Sharpshooter
PRICE 1500 or 17507)

WEIGHT: 8

DAMAGE 90 Piercing (tapfre), 450 Piercing (charged shof)
FIRE RATE 240 RPM (apfire), 50 RPM (charged shot)
PENETRATION: 1 (apfire), 5 (charged shof)

MAG SIZE: 2

|SPARE AMMO: 125

RELOAD (NORMAL): 257 sec

RELOAD (ELITE): 224 sec

FIRE MODES Semiauto (12p or charge)

The Kilerwatt, modified to shoot with superpropelled metal slugs instead. Tapping
primary fire shoots basic, hitscan "bullets”, Holding primary fre quickly charges up
the attack, and upon reaching the max charge, it immediately fres a stronger shot
(50, you can' "ol the chargeshot), which i also ever so slighty “thicker" and
whole bunch more penetrating, but costs § ammo.

carer rounds [ Atre and 2« that | The Desert Eagle, made more highvtech. Shoots sizong and volatile energyshots (ike.
2) First Sharpshooter weapon wih burstire basic zoom-evel ) a hitscan beam). I \ or it dies within 1 RoLes:
Thunderbird, to damage the it |1) Gives ita powertul incap: pon, wih s big pushb
[Note of reference: f youive played Apex Legends in the oider days: is witin the Thunderbird cid a headshot |power, pafect t stall big enemiss while also dealing big damage to ther.
wih Selectre exists, and 2) Utiizes corpses for penetration” damage, which would be a frstin KF2

“The Thunderbid, a mighty mythologicalcreature, ruly was the inspiration
forthis shacking pstol.”

cLass: Sharpshooter
PRICE. 1200

WEIGHT: a

DAMAGE 110 EMP (bullet), 30 EMP (per bounce-beam)
FIRE RATE: 180 RPM

PENETRATION: 1

MAG SIZE: 6

|SPARE AMMO: 60

RELOAD (NORMAL): 2071209 sec

RELOAD (ELITE) 1641119 sec

FIRE MODES: Semiauto

OTHER: Kils gonerate 1 electic beam, which bounces

over to hurt an enemy within 8 meters of the kiled
{target, Hoadshot kils with the Thunderbird generates 2 of these beams, both of which
can stk the same targe.

HRG Ballista

“Amoden take on the ancient Balista — using rocket fuelto power
up this nasty javelin-dauncher!

cLass: Sharpshooter
PRICE:

IWEIGHT: 8

DAAGE: 485 Piercing (spear), 400 Bludgeon (corpse colide)|
FIRE RATE: 28136 RPM (normal vs elfe reload)
PENETRATION: 0 (spoar), 6 (corpse)

AG SIZE: 1

SPARE AMMO. %

1,69 soc (+0,4 sec reload dolay)
1,13 se (+0,4 sec reload delay)
FIRE MODES: Semiauto
| The RPG.7, launching big rocket.propelled spears instead of rockels. O top of having
Ineavy direct damage, it also has very high pushback, stun and knocdown power.
Ifthe enemy is kiled by the spear, twil be heaivy ragdolled (similar to the Seal
Squeal) and is body willhur enemies it might collde with. The corpse can colide

for damage up t 6 times, folawing Penatration-res.

specd to the Killshots charge function,

ROLES:

It also gets a red dot sight, but has ncreased weight
Oniy singlevidabl.

1) Grants the Sharpshooter a hybrid weapon between the M14 and the Railgun, but | ROLES:
elthor of them; The M14 s faster, ighor and with bettor penetration | 1) Gives: towards

inan this guns h harder than 2 due

But ths gun has the flexbiy of being similar to both. by giving targets

2) Can attr ts zoom-evels

K, stun and knockdonn






















HRG Spreadfire

HRG Cassiopeia

HRG Breaching Talon

HRG Corsair

*Pop multple heads at once wih this Two don'tyou thnk?
cLass: Support cLass: Support
PRICE: PRICE:
WEIGHT: s IWEIGHT: 7
DAMAGE: 5¢30 Shotgun DAMAGE (PRIMARY): 5x65 EMP
FIRE RATE. 150 RPM DAMAGE (ALTFIRE) 565 EMP
PENETRATION: 2 FIRE RATE 100 RPM
MAG SIZE: 10 PENETRATION: 2
SPARE AMMO: n AG SiZE: 6
RELOAD (NORMAL) 1,19+ 046 sec SPARE AMMO. 0
RELOAD (ELITE) 076+0.26 sec [RELOAD (NORMAL): 201286 50
FIRE MODES: Semiauto (lever-action) RELOAD (ELITE) 1581177 sec
FIRE MODES: Semiauto (both primary and atfre)
OTHER: ts spreadis almost entrely horizontal
oTHER: Altres shots travel very siow, and stck o surfaces

The Centrefe,

horizontaly, t
total damage per shot than most ofher shotguns.

(ground, welded doors etc), with their max Ifetime

boing the entirty of a wave. player at once.

& bunch of ails won' do, how about a cluster of small spears?

cLass: Support
PRICE: 1200

WEIGHT: 7

DAMAGE: 440 Sholgun

FIRE RATE 200RPM

PENETRATION: 4

MAG SIZE. 12

|SPARE AMMO: %

RELOAD (NORMAL): 2781262560

RELOAD (ELITE) 2071181 sec

FIRE MODES: Semiauto

OTHER: Each spear deals 25% damage to doors, but only

ifthe doors are weided

The SCAR, modified into

Yar f you feei like you need the broadside barrage of
pirate ship, use this kraken of a shotgun!®

cLass: Support
PRICE:

WEIGHT: o

DAMAGE: 2540 Shotgun

FIRE RATE: 22127 RPM (normal vs eite reload)
PENETRATION 4 (+2 bounces each)

MAG SIZE:

SPARE AMMO: 2

[RELOAD (NORMAL)
RELOAD (ELITE):
FIRE MODES:

263 sec (+0.5 sec reload delay)
2,15 sec (+0.5 sec reload delay)
Semiauto (bolt-action)

The Mo, modifed
big scope for a simpler red dot scope due 1 s shorter engagement range.
[Each of these shells contain a ot of shraprels (25 each!), with high spread, penatration

“spears’

n each shot, which not only have grea peneration power and a rather

This makes for @ weapon not only suitable or close range big-game-hunfing, but lso

[narrow spread, but they can also break welded doors, s an occassional hallway cleanser.
ROLES: Tho UMP, moified nto a powerul siow, Shaots 5 the Demoliionist
plasmaballs between door raps and jpons, as well as being gquick |ROLES:
by Tight Choke, yes) - hence its aW-esaue pa INSTANT WALL OF LEAD opton, more shrapnelly than even
being the Doomstick!
[VERY siow, but the altfe also makes the projecties have a very long fetime, which | ROLES:

tostick tothe.
ground, walls, and maybe moro intorestingly; welded doors! Due 10 tha, you can use
atre as a "rap* ttack f you wish.

\ whichis  firstfor
2) Gives another fast(sh) semiautomaiic shotgun option over the M, but is more

The and harder,
rom 0 10 max mag. The Breaching Talon shoots slower

For example, shoot some of them on a welded door, isbroken [ reload "
or unwelded, e path forward and weaker, but reoads
or them,
ime a new enemy touches them.
RoLEs:
1) Emphasizes the welding potential with s "rap™ike altre
2) s it attack allows for some different tactics not ust for traps
3) EMP damage i new to the Support
RoF, magfed, is the HZ12)

is entirety and has a deeper mag as well






















HRG Windcatcher

HRG Healix

"Lets your alles catch their breath... and Zeds to catch some pain.”

cuass:
PRICE:
WEIGHT:

DAMAGE:
FIRE RATE.
PENETRATION
MAG SIZE:

SPARE AMMO:
RELOAD (NORMAL)
RELOAD (ELITE):
FIRE MODES:

HEALDARTS:
HEALAMOUNT:
AMMO USE:

MAG SIZE:
SPARE AMMO:
RECHARGE TIME:

The Winchester,

Medic
1000

80Rifl + 55 Siash
150 RPM
n

2
54

1,04+ 0,45 sec
0,86+026 sec
Semiauto (lever-action)

20 health
40 energy
100 energy
Infinte

10 secto full

ahealing dart atachment on i.

“windcatcher” bule,

cuass:
PRICE:
WEIGHT:

DAMAGE:

FIRE RATE:
PENETRATION:
MAG SiZE:

SPARE AMMO.
[RELOAD (NORMAL):
RELOAD (ELITE)
FIRE MODES:

100 Explosive + 15 healing (3,5 meter radius, no

fallof)
171 RPM
)

6

8

296 sec
244500
Semiauto

The Seekers, modifled to shoot highly advanced gaseous microrockets, with ts

visually

Alire toggles

RoLes:

1) Gives a similar

producing
against Zeds, deaiing explosive damage to them.
home in on alles
for hpfie and when aiming down sights).
being an AGE.

a thicker "siashing wind" efect in

penetration,

in a sighty smaller area).

ROLES:

the Boluga Beat, but

1) Gives the Medic a "Sharpshootery” option, which has bulletby-bullet refoading 0o,

which would

likely come in handy by being able o nterrupt your reload michay to heal someone!

fastor, and not as big in s efect)

but travels way

3) Gives both Rile and Siash damagetypes to the Medic






















