Zoid Weapons:

Notes:

· Any weapon can be mounted on any part of the Zoid (Head, Back, Side L/R, Head, or Arms if 

       applicable).

· If only one weapon is mounted on one side of a Zoid, or if the weapon on one side has a different load as the weapon on the other side then there is a –1 penalty per every 2 points of load difference to every action.  (ei.  A load of 2 on left & a load of 5 on right would create a –2 penalty to every action) 

· Unless otherwise specified every stock Gun, Cannon, Blaster… can actively hold 20 rounds per barrel before needing to be physically reloaded.

Mini Gun:

  Type:  Z

  Load:  2

  Damage:  1D4

  Base Price: 1,000

  Description:  Just a standard Zoid mounted gun with a single barrel.  

Dual Barrel Gun:

  Type:  Z

  Load:  3

  Damage:  2D4

  Base Price:  2,000

  Description:  A dual barrel mini gun setup.

Cannon:

  Type:  Z

  Load:  3

  Damage:  2D4

  Base Price:  3,000

  Description:  A single barrel cannon.  It fires rounds much bigger than a standard gun and negates any 

  long range penalties.

Dual Barrel Cannon:

  Type:  Z

  Load:  5

  Damage:  2D4 per Barrel

  Base Price:  5,000

  Description:  Both barrels of this cannon can be fired together or one at a time if needed and negates any 

  long range penalties.

4 Barrel Cannon:

  Type:  Z

  Load:  5

  Damage:  1D6 per Barrel

  Base Price:  10,000

  Description:  All barrels of this cannon can be fired together or one at a time if needed and negates any 

  long range penalties.  This setup is ultra light.

Mega Cannon:

  Type:  Z

  Load:  5 per Zoid

  Damage:  3D8 + 4

  Base Price:  8,000

  Description:  This cannon is so large that 2 

  Zoids are needed to use it.
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Blaster:

  Type:  Z

  Load:  2

  Damage:  1D6

  Base Price:  1,500

  Description:  Blasters fire small plasma rounds.

Dual Barrel Blaster:

  Type:  Z

  Load:  4

  Damage:  1D6 X 2

  Base Price:  5,000

  Description:  Both barrels of this blaster have to be fired at the same time

Long Range Buster Cannon:

  Type:  Z

  Load:  7

  Damage:  3D8 + 6

  Base Price:  20,000

  Description:  This Cannon is the closest you 

  can get to a Charged Particle Cannon.  The 

  recoil knocks the equipped Zoid back 100’.
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Mini Belly Gun:

  Type:  Z

  Load:  2

  Damage:  1D4

  Base Price:  2,000

  Description:  This 3 barrel mini gun is special in that in can attach to a 2 barrel cannon or a regular belly 

  gun if the Zoid can support the combined load for that body part.

Belly Gun:

  Type:  Z

  Load:  3

  Damage:  1D6 

  Base Price:  2,500

  Description:  This 3 barrel gun can be loaded anywhere on a Zoid but is specially built for the belly.

Vulcan Gun:

  Type:  Z

  Load:  4

  Damage:  1D4 X Shots fired per round (8 max) 

  Base Price:  8,000

  Description:  This gatlin gun comes in varying 
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  shapes and sizes but always fires 8 shots per round max and holds 160 rounds (8 X 20).

Dual Vulcan Gun:

  Type:  Z

  Load:  7

  Damage:  2D4 X Shots fired per round (8 max) 

  Base Price:  15,000

  Description:  This version holds 320 rounds (8 X 40) and can fire up to 8 dual shots per round max.

Booster Cannon:

  Type:  Z

  Load:  3

  Damage:  2D6

  Base Price:  17,000

  Description:  This is the cannon that comes with the lightening saix.  A Zoid must have a mobility of at 

  least 9 to equip it.  It’ll give a Zoid with a mobility of 9 a boost to 14, or with a mobility 10 a boost to 15 

  for 5 rounds while traveling in a straight line. The 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.

Drop Down Missile Launcher:

  Type:  Z

  Load:  1

  Damage:  Nil

  Base Price:  700

  Description:  This is just a simple exposed missile launcher that can fire a single missile.  It’s usually 

  loaded on wings because the missile drops down about a foot before igniting. The drop down missile 

  launcher can also support bombs as well.

8 Pod  Missile Launcher:

  Type:  Z

  Load:  2 Single Load / 4 X3 Load

  Damage:  Nil

  Base Price:  2,000 Single Load / 4,000 X3 

  Load

  Description:   This launcher can fire all 8 

  missiles or less at once.
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14 Pod  Missile Launcher:

  Type:  Z

  Load:  4 Single Load / 6 X3 Load

  Damage:  Nil

  Base Price:  6,000 Single Load / 9,000 X3 

  Load

  Description:   This launcher can fire all 14 

  missiles or less at once.
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Rapid Fire  Missile Launcher:

  Type:  Z

  Load:  2

  Damage:  Nil

  Base Price:  6,000

  Description:   This launcher is best used up winged Zoids and holds a payload of 6 missiles.  It fire up to 

  all six per round.

Missiles:

  Type:  Z

  Load:  Nil

  Damage:  1D4 Standard / 1D6 High Yield / 1D4 Heat Seeker (Apiece)

  Base Price:  500 standard / 700 High Yield / 1,500 Heat Seeker (Apiece)

  Description:   Both types of missiles can be fired from any type of launcher.   Heat seeking missiles give 

  a + 5 to hit and negate any cloak/smoke penalties.

Spike Missiles:

  Type:  Z

  Load:  Nil

  Damage:  1-2 if impacting

  Base Price:  700 (Apiece)

  Description:   Spike missiles are fired over the 

   target and barrage the area  (100 square feet 

  per missile) with thick steel spikes.  On a 

  successful hit roll any Zoid in the area must roll 

  to dodge (Mobility + 1D10 vrs 5 + 1D10) or be 

  hit with a spike.  The resulting area conditions 

  reduce any Zoids mobility in the field to 4.
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Bomb:

  Type:  Z

  Load:  Nil

  Damage:  3D6

  Base Price:  700

  Description:   Bombs can only be dropped and have no propulsion system.

Blades:

  Type:  Z

  Load:  1

  Damage:  1D4 per Every 3 Mobility Points of Zoid

  Base Price:  700

  Description:   Blades are usually equipped on the sides of a Zoid.  The attacker and target must be in 

  close proximity for the attack to work and one action is needed to charge at the target if the blades are 

  attached to the side. If the blades are attached to limbs then the attack can be made immediately if the 

  opponents are side by side.

Chain Saw:

  Type:  Z

  Load:  4 Single / 7 Dual

  Damage:  2D6 Apiece

  Base Price:  3,000

  Description:   Chain saws are close proximity weapons.  Charging into an opponent has no added effect 

  to damage.

Electro-Net Gun:

  Type:  Z

  Load:  2

  Damage:  Special

  Base Price:  2,000 / + 1,000 per Net Pod

  Description:   To determine out come of a impact: Roll 2D4 vrs target Zoids Strength.  If the attacker 

  successes then the target Zoids system will crash, rendering it immobile.
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Multi-Blade Attack System:

  Type:  Z Load:  3  (Intelligence of 8)

  Damage:  2D6 per Blade (6)  / 1D4 per Gun (2)

  Base Price:  12,000

  Description:   This is an “all purpose” weapon.  

  It is equipped with 6 blades for up close combat 

  and 2 guns for distance combat.  The blades are 

  energy charged and can be spun (like a mixer) 

  in 2 sets of three to create 6D6 Damage for 

  each set or they can be used one at a time to 

  slice.  Because they are on “limbs” of their own 

  a charge is not required for an attack.

Laser Strike Claws:

  Type:  Z

  Load:  Nil (Requires Claws on Zoid)

  Damage:  2D4 + Special for L1 /  2D6 + Special for L2 / 2D8 + Special for L3

  Base Price:  10,000 L1 / 17,000 L2 / 25,000 L3

  Description:   Laser strike claws replaced the existing claws on a given Zoid.  A keynote to remember is 

  that if the added claws are ever destroyed the Zoid can only re-grow the original claws that it had. 1 round  

  must be taken to charge the target Zoid for an attack.  On a damage roll of 6-8 (L1), 11-12 (L2), 15-16 

  (L3) the target Zoid loses one of its weapons (first side, then back, then head…).  If it has no weapons 

  then it loses one of its front limbs.  Laser strike claws are energized and share the same properties as  

  laser blades.

Laser Blades:

  Type:  Z

  Load:  1 

  Damage:  3D4 + Special for L1 /  3D6 + Special for L2

  Base Price:  13,000 L1 / 20,000 L2

  Description:   Laser Blades are normally equipped on the sides of Zoids and draw their power directly 

  from the Zoids core.  The player making the attack can make a “called shot” during the round it takes to 

  charge the target (slice a mounted weapon, a limb, or the target itself), and on a damage roll of 11-12 (for 

  L1) or 17-18 (for L2), the called shot will be sliced through and destroyed.

Charged Particle Cannon:

  Type:  Z

  Load:  8 Back Mounted Cannon / Nil Interior

  Damage:  Special or 2D10 for L1  /  Special or 3D10 for L2  /  Special or 3D20 for L3

  Base Price:  30,000 Back Mounted Cannon (L1 Only)

  Description:   Also known as “Plasma Particle Guns”, CPCs are the most destructive weapons on Zi.  They come in 2 types, back mounted and interior, the latter of which cannot be bought because it’s part of the Zoid.  The L1 CPC has a 15’ radius and completely destroys the target if 4 over the target # is rolled during the attack.  The L2 CPC has a 30’ radius and completely destroys the target if 4 over the target # is rolled during the attack plus the target has a – 1 penalty to dodge.  The L3 CPC has a 100’ radius and 

completely destroys the target if 4 over the target # is rolled during the attack plus the target has a – 3 penalty to dodge.  The only known objects immune to charged particles are energized blades or shields.

Notes: If the charged particle blast hits the ground then everything is destroyed within a 2 mile (L2), or 4 mile (L3) radius of the impact zone.  The CPC also takes 1 round to charge up for each round firing.  The CPC can also destroy the Zoid firing if it has no armor equipped (50% chance).  The range of this weapon is also nearly unlimited (500 miles at least).
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Cargo Class Weapons:

High Intensity Dual Cannon:

  Type:  Z

  Load:  11 

  Damage:  3D6 + 4

  Base Price:  12,000

  Description:   This weapon sits on a rotary-type base and one gunner usually mans it although it can be 

  automated.  It has a 60 shot load (30 per barrel).

Ultrasaurus Cannons:

  Type:  Z

  Load:  20 

  Damage:  3D10 + 10 Per Shot

  Base Price:  150,000

  Description:   These cannons are mounted on the sides of a cargo class Zoid (2 on each side).  The shells 

  alone are the size of a normal Zoid.  The cannons have a 10 shot load each (40 in all).

Integrated Cannon:

  Type:  Z

  Load:  16

  Damage:  3D8 + 8 Per Shot

  Base Price:  50,000

  Description:   This is a smaller single version of the ultrasaurus cannons built to be concealed.  The 

  cannon has a 10 shot load.
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Gravity Cannon:

  Type:  Z

  Load:  24

  Damage:  Total within 1 Mile Radius

  Base Price:  Not Available
  Description:   There is only one gravity cannon on Zi.  It is currently a museum in New Helic City.  

  There are also no shells remaining in existence.  The specially made shells were designed to collapse in 

  on themselves before impact and create a temporary singularity which crushed everything within one 

  mile.
