Extinguisher





Extinguishers are used to put out fires.  They fire foam that suppresses oxygen and causes an endothermic reaction that lowers the effected area by 100 degrees Celsius





Model Type: Endothermic Sprayer


Class: Man Portable Endothermic Sprayer





M.D.C. by location:


	*Control Nozzle - 10 M.D.


	**Flow Hose - 5 M.D.


	***Storage Tank - 25 M.D.





*Depletion of the armor from the control nozzle will disable the weapon until the nozzle can be repaired or replaced.





**Depletion of the armor from the feed hose will cause one burst of spray to be emitted with its center point being the wearer. The electronics that control the weapon are sophisticated enough to disable the weapon and prevent it from venting the entire contents of the storage tank. A called shot is required to hit the feed line due to the size of the target. A -6 to hit will be applied due to the difficulty involved.





***Depletion of armor from the storage tank will cause the entire contents of the tank to empty with the centerpoint being the wearer. This event will turn the storage tank into an uncontrolled, one-time use rocket pack. The path of the wearer’s flight will be effected by the extinguisher, according to how many sprays worth of foam were left in the extinguisher. 





Statistical Data:


Height: 2 feet


Width:  2 feet


Length: 1 foot


Weight: 40lbs. 


Primary Purpose: Fire Suppression


Secondary Purpose: Defense


Rate of Fire: Standard 


Effective Range: 100 ft


Payload: 30 sprays; must be reloaded with a chemical mix


Effect: One burst covers the target or targeted area up to 50 ft in diameter with foam. The large area of coverage gives the wielder +6 to hit. This foam suppresses oxygen and causes an endothermic reaction that lowers the temperature by 100 degrees Celsius.   This effect may freeze any creature without full environmental protection. While the spray doesn’t normally do any direct damage, it will make most armor more brittle than it normally would be. Such that kinetic, explosive, and concussion weapons do twice as much damage as normal. Because of the massive flux in extremes, plasma weapons will do triple the normal amount of damage. Laser based weaponry will only do half the normal amount of damage, because they don’t heat the area they strike as much as they would under normal conditions. This effect lasts for 2D4 minutes.


Power System: Small E-clip, good for one year


Black Market Cost: 20,000 credits








