Zoid Items & Equipment:

Drill Attachment

  Price:  6,000 Standard  /  20,000 High Intensity

  Description:  A drill attachment is about the size of a Zoid arm or leg and has its own power source, but 

  charges off of the Zoid’s Core.  The standard drill has a strength of 3 and is meant for rock/cement 

  cutting.  The high intensity drill has a strength of 9 and can cut metals.  It can replace an existing limb or 

  be held at a –1 to all actions using it.  The drill has a 1D4 damage as a weapon regardless of type.

Shovel

  Price:  3,000

  Description:  The shovel must be attached to a Zoid in some fashion.  Usually it’s used on Guysacks 

  (replacing the claws) or any type of “Ground hugging Zoid”.  The shovel has a strength of 7 for moving 

  most metals/earth or for demolition.  The shovel is too slow to be used as a real weapon.

Jack Hammer

  Price:  5,000 Standard  /  15,000 High Intensity

  Description:  A Jack Hammer attachment is about the size of a Zoid arm or leg and has its own power 

  source, but charges off of the Zoid’s Core.  The standard Hammer has a strength of 3 and is meant for 

  shattering rock/cement.  The high intensity Hammer has a strength of 8 and can hold up while 

  forming/pounding metals.  It can replace an existing limb or be held at a –2 to all actions using it. The jack 

  hammer has a 1D4 damage as a weapon regardless of type.

Crane 

  Price:  8,000

  Description:  A crane attachment needs to be 

  attached the Zoid that’s using it.  It’s mostly 

  used on “Ground Hugging Zoids” like the 

  Gustav or Guysack and attaches to the back 

  replacing any item or weapon currently there.  

  The crane has a lifting capacity of 30 tons.
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Radar

  Price:  4,000 10-Mile Range  /  15,000 20-Mile Range  /  30,000 50-Mile Range

  Description:  A radar system gives a clear view of the battle up to it’s particular range.  You can not see 

  details of objects inside their range, just their location, and walls can not be penetrated.  Radar dishes are 

  mounted on a Zoids back, and because they’re light there’s no load restrictions.  20 and 50 mile range 

  dishes take up too much room to share space with weapons or items on a Zoids back.

Heat Sensors

  Price:  8,000

  Description:  Heat sensors give the pilot the ability to see the heat signature of any object regardless of 

  the time of day or conditions.  This add-on renders the target Zoids cloaking system or smoke discharger

  useless and can see through some walls (wood, paper, and thin metal if the target is close to the wall).

Smoke Discharger

  Price:  7,000  /  500 for each recharge

  Description:  A smoke discharger creates a dark cloud ¼ mile in diameter around the equipped Zoid on a 

  still day or night.  The cloud disperses in 10 rounds normally, minus one round for every 10 mile per hour  

  of wind present.  The cloud creates a –5 to attack for any Zoid not equipped with heat sensors, Radar 

  reduces this modifier to just -1.  

Shield

  Price:  15,000 Base Installation + 3,000 per 5 

              HP

  Description:  Shield systems protect the 

  equipped Zoid and are usually mounted on the 

  head, but can be fixed aiming in other 

  directions during installation.  The only area not 

  protected by a shield is the area opposite of it, 

  and it’ll absorb all damage that the an 

  oncoming attack deals up to it’s max HP.  Then 

  any damage leftover goes to equipped Zoid.  

  There are, however, restrictions on how strong 

  a shield can be for each Zoid.  A Zoid can only 

  power a shield as strong as it’s strength X 5 (ei: 

[image: image2.jpg]




  Zoid strength of 4 can only power a shield with 

  a max HP of 20).  Shields recover 1 HP per 10 rds.
Booster

  Price:  15,000

  Description:  Boosters attach to the back of a Zoid and give a +5 to their mobility for 5 rounds while 

  traveling in a straight line.  Boosters have 3 uses max and recover 1 use every 5 hours.  The boosters can 

  be cut off prematurely for a change in direction and then engaged again but the short duration will still 

  count as a full use.

Cloak

  Price:  20,000 Base Installation + 3,000 per (Every Point of Zoid Intelligence – 10)

  Description:  A cloaking system renders a Zoid completely invisible.  This creates a –5 to hit the cloaked 

  target.  The Zoid mentally maintains the cloak and any impact disables it by distracting the Zoid whether 

  damage was dealt or not.  If damage was involved then the cloak can not be reactivated until the Zoid’s 

  repaired.  Walking through water or mud would of course give the equipped Zoid away.

