
Vehicular Weapons
ARCHAIC
Type Range Damage RoF Cost Wt Shots Min Str Notes
Ballista 25/50/100 3d8 1 — — 1 — AP 4, 1 round to reload
Arbalest 15/30/60 2d6 1 — — 1 — AP 2, 1 round to reload
Swivel Gun (1 pounder) Cone 2d8 1 — — 1 — 1 round to reload
Modern
Heavy MG (.50/12.7 mm) 50/100/200 2d10 3 — — — — AP 4, HW
Main Gun HE (100–105 mm) 75/150/300 4d8 1 — — 1 — AP 8, HW, MBT, 1 round to reload
Main Gun AP ( 100–105 mm) 75/150/300 4d10+1 1 — 1 — AP 22, HW, 1 round to reload
Autocannon (30–35 mm) 50/100/200 3d8 3 — — — — AP 6, HW, SBT
Rocket Pod (70–80 mm) 75/150/300 4d6+1 1 — — 1 — AP 30, HW. See notes
Rotary Cannon (20–25 mm) 50/100/200 3–5d8 5 — — — — AP 4, HW. See notes
Auto GL (30–40 mm) 24/48/96 4d8 3 — — — — MBT
AT Guided Missile 100/200/400 4d6 1 — — 1 — AP 140, HW, MBT
AA Missile 100/200/400 4d8 1 — — 1 — AP 6, HW, SBT
Futuristic
Type Range Damage RoF Cost Wt Shots Min Str Notes
Heat-Ray (Batt) 150/300/600 4d8+2 1 — — — — HW, LBT
Multi-purpose Laser Gun (Batt) 50/100/200 2d6 5 — — — — 3RB
Heavy Laser Gun (Batt) 75/150/300 3d6+2 3 — — — — AP 60, HW
Laser Cannon (Batt) 100/200/400 4d8 2 — — — — AP 60, HW
Ion Cannon (Batt) 150/300/600 5d10 1 — — — — AP 100, HW, LBT
Smart Missile 200/400/800 5d10 1 — — 1 — AP 100, HW, LBT. See notes
Gatling Laser Gun (Batt) 75/150/300 3d8 3 — — — — AP 2, HW, SBT
Cone = 9" long, 3" wide, HW = Heavy Weapon, MBT = Medium Burst Template (4" radius), SBT = Small Burst Template (2" radius), 
LBT = Large Burst Template (6" radius)

Notes
Arbalest: Fitted with a steel "bow" and a windlass to draw 
it,  these are far larger and heavier than the light,  lever-
action and stirrup crossbows carried by most survivors in 
the wastelands.

Swivel Gun: A breach-loading, black powder cannon fixed 
to a swivel mount. The removable breach is filled with the 
charge and scrap metal, and when fired can cut a swathe 
through crowds of people (or flocks of roosting birds).

Rocket  Pod: These  cylindrical  weapons  are  preloaded 
with a barrage of unguided rockets, typically 7–20. Place 
two adjacent Large Burst Templates to simulate the entire 
salvo of rockets in one burst; if the attack roll is missed, 
both templates deviate a like amount.

Rotary  Cannon: The  multi-barrelled  rotary  cannon  are 
primarily used against aircraft, often firing over a hundred 
rounds a second. Most require an external power source 
to  drive  the  motor.  One  shot  from  a  rotary  cannon 
represents roughly 20 rounds. Because of the increased 
chance of hitting someone due to the stream of bullets, 
rotary cannons add +2 to their user's Shooting rolls.

Rotary  cannons  do  3d8 at  Long range,  4d8  at 
Medium, and 5d8 at Short range.

Heat-Ray: These  Martian  terror  weapons  use  infrared, 
fractional lasers to create a long range incendiary weapon. 

On impact, invisible thermal flash will exceed 5000°C, low 
enough to avoid ablation but high enough to ignite most 
combustibles  and  even  human  flesh.  Most  metals  will 
likewise be softened.
The Martian  invaders  nearly  conquered  Victorian  England  with 
"heat-rays" in H.G. Well's  The War of the Worlds (1898. [novel] 
William  Heinnemann)  and  Alan  Moore's  The  League  of  
Extraordinary  Gentlemen,  Volume  II (2002.  [comic  book] 
Wildstorm).

Smart Missile: Smaller than a cruise missile, but faster, 
more  agile  and  far  far  smarter,  these  ultra  high-tech 
missiles  are  guided by  an  intelligent  onboard  computer 
and carry a powerful gamma emission warhead. Effective 
against air or ground targets. If a smart missile hits with a 
raise,  roll  on  the  Critical  Hit  Table  regardless  of  the 
damage roll.

Gatling  Laser  Gun: Designed  to  counter  the  latest 
ablative body armours, the Gatling laser gun is technically 
a  revolving  volley  gun  created  by  weaponising  the 
accelerator.  The effect  is  a  tunnel  of  strobing,  variable-
frequency,  pulse-impulse laser fire that  negates ablation 
clouds,  causing  massive  damage  whilst  using  far  less 
power than a heavy laser.
When  it  came  to  creating  a  bloody  mess  in  Fallout (1997. 
[computer game] Interplay), no weapon did it better than the L30 
Gatling Laser 
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Vehicles
"66 08 37" Peterbilt 281
This  rusty,  pre-war  tanker  truck  was  discovered  in  a 
subway  on  the  outskirts  of  Radès,  surrounded by toxic 
waste. It was soon cruising westwards, towing a cargo of 
precious fuel and driven by an unknown, relentless killer. It 
terrorised the mutant  biker  gangs that  tried to waylay  it 
and passed into local legend.
"66 08 37" is just  one of the trophy licence plates on the rusty 
Peterbilt 281 in Duel (1971. [film] ABC).
Acc/Top Speed: 5/30; Toughness: 16 (4); Crew: 1+2; 
Cost: —

Setite Helijet
With  full  hover  capability  from  their  tilt-wing  mounted 
Repulsorlift  engines,  the matte black Setite  helijets look 
like carrion birds, taking off and landing in any terrain. An 
ugly, flat-faced fuselage and twin tail booms makes these 
helijets  look  almost  like  flying  buses,  and  that's  their 
primary role. They're able to carry a fully-equipped platoon 
and their  own  security  detail,  or  alternatively  4  tons  of 
slaves.

Although  most  of  the  hold  is  dedicated  to 
transportation,  they  have  payload  of  multi-purpose 
armaments that make it a deadly threat to any foe.
The Jumping Jack Helijets  in  Thunderbirds were based on the 
Kamen HH-43 Huskie, though the Setite Helijet is more similar to 
the Sikorsky HH-53 Super Jolly Green Giant.
Acc/Top Speed: 20/180; Climb: 30; Toughness: 15 (3); 
Crew: 2+40; Cost: —
Notes: Anti-Missile Systems (see SWEX, p47), Infrared 
Night Vision, Stealth Paint
Weapons:

• 2× Dual heavy laser guns in door mounts (+1 to 
attack and damage rolls)

• 4 Knockout gas smart bombs on fuselage hard 
points (victims must make a Vigor roll or be 
Incapacitated)

• 6 Smart missiles on wing pylon hard points

Mobile Armoured Strike 
Command Module
Any forward base is incomplete without one of these easy 
to  transport  modules.  Outwardly  identical  to  a  dull  grey 
shipping  container,  when  in  place  they  can  transform, 
sprouting a side cupola,  remote-controlled corner turrets 
and sensor  arrays.  There are concealed hatches in the 
rear and on the roof.

Inside are consoles for two operators and seating 
for  a  command staff,  along with  high-tech displays  and 
comm systems. The cupola provides an enclosed mount 
for  a  heavy  MG  with  a  180° arc.  Other  weapons  are 
primarily for point defence in the event of the base being 
over-run,  allowing  the  module  to  lock-down  until 
reinforcements arrive.
Transforming  vehicles  from  civilian  to  battle  mode  was  the 
gimmick behind M.A.S.K. (1985. [TV] USA Network). They never 
did release a trailer for Rhino to pull.
Acc/Top Speed: 0/0; Toughness: 25 (10); Crew: 2+6; 
Cost: —
Notes: Heavy Armour, Improved Stabilizers, Sensor Suite 

(no situational penalties to Notice)
Weapons:

• 2× Dual multi-purpose laser guns mounted in 
retractable turrets (Shots 180) (+1 to attack and 
damage rolls)

• 4× Claymore mines, one of each side (treat as 
canister, see SWEX, p46)

• 2× Mega-taser (Range 2/4/8, Damage 2d6, target 
must make a Vigour roll at -4 or be Shaken for 
1d4 rounds) mounted on hatches

Setite Fast Attack Vehicle
The Setites employ these all-terrain fast attack vehicles in 
a security role. Looking like lightweight,  two-man Jeeps, 
with  aggressively  angled  body  panels,  they're  usually 
painted  matte  black  and  emblazoned  with  the  Setite 
symbol. What they lack in crew protection, they make up 
for  in  sheer  cross-country  speed,  powered  by  Tiberium 
batteries and a 180 hp electric motor.

The  FAV also  has  two  common variants,  both 
with a remote-controlled turret; one with  dual cannons for 
anti-aircraft/anti-materiel, one with guided missiles for anti-
tank/assault.
The Stinger and Vamp vehicle designs from Hasbro's G.I. Joe: A 
Real American Hero toy range were originally based on the FMC 
XR311.
Acc/Top Speed: 20/40; Toughness: 14 (3); Crew: 2; 
Cost: —
Notes: Four-Wheel Drive, Improved Stabilizers, 
Reinforced Chassis (ignores 4 points of damage from 
jumps or falls, as long as the driver makes an appropriate 
Driving roll to land correctly); Stealth Paint
Weapons:

• 2× Multi-purpose laser guns on pintle mounts 
above seats
OR

• Dual laser cannons on rear turret (+1 to attack 
and damage rolls)
OR

• 4 AT guided missiles on rear turret

Setite Land Battleship
Buoyed  by  Cavorite  anti-gravity  systems,  these 
mechanised behemoths are used as mobile headquarters 
by  the  Setites.  Bristling  with  remote-controlled  turrets, 
slaved to a battle computer, it would take state-of-the-art 
pre-war  hardware  to  get  close  to  a  land  battleship,  let 
alone put a dent in it.

The  nose  is  upturned,  allowing  it  to  traverse 
steep hills, and like most Setite vehicles it is painted matte 
black. The land battleship has combat seating for two full 
platoons of infantry, their equipment and supplies, and two 
FAVs. Running off of a cold fusion reactor, the Setite LBB 
also serves as a "resupply" point for forward operations.
The rough design of this land battleship is a hybrid of the G.I. Joe: 
A  Real  American  Hero H.I.S.S.  toy  vehicle,  Grotte's  1932 
Bolshevik  Tank  concept,  and  the  Sandcrawler  from  Star  Wars 
(1977. [film] 20th Century Fox).
Acc/Top Speed: 10/20; Toughness: 80/60/60 (60/40/40); 
Crew: 6+60; Cost: —
Notes: Amphibious (Acc/Top Speed: 5/5), AMCM, Anti-
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Missile Systems (see SWEX, p47), Computerised Firing 
System (Shooting skill of d12+3), Heavy Armour, 
Improved Stabilizers, Sensor Suite, Stealth Paint, Tracked
Weapons:

• 4× Dual laser cannons mounted in cupolas 
around hull (+1 to attack and damage rolls)

• 2× Heat-rays mounted under side cupolas
• Dual ion cannons in roof turret (+1 to attack and 

damage rolls)
• 4 Smart missiles

Highwayman Hazmat 
Transport
Finished in a two-tone black gloss and metallic silver paint 
job, with the cockpit that looks like it's out of a spaceship 
and  luxury  crew accommodation,  the  Highwayman  was 
once the coolest ride on the road. Originally designed for 
transporting  hazardous  materials  safely  and  discreetly 
across continents, few now have the ability to run these 
eighteen-wheeled juggernauts.

Powered by four turboshafts and electric motors, 
with  a  diesel  auxiliary  that  can  push  the  Highwayman 
passed 155 mph. The interior can be hermetically sealed, 
and  the  cockpit  section  can  be  jettisoned  to  fly 
independently  under  vectored-thrust  rocket  propulsion. 
Each vehicle was fitted with adaptive camouflage in case 
of break-down.

(Advanced  Stealth  Tech:  "AST"  mimics  the 
colours  of  the  surrounding  terrain  and  imposes  a  -4 
penalty to all rolls made to spot the vehicle visually.)

This  Highwayman  has  been  restored  by  Eddie 
the Head, largely knocked together from salvaged spare 
parts and copies fabricated in Irons. It's lost some of its 
chic, has no adaptive camouflage, but has gained a Quad 
50 anti-aircraft gun, mounted on sliding rails in the cargo 
bay. Lower the ramp to engage pursuit.
The  Highwayman  starred  in  its  own  short-lived  series  (The 
Highwayman, 1987. [TV] NBC).
Acc/Top Speed: 20/60; Toughness: Tractor 17 (5), 
Trailer 15 (3); Crew: 1+2; Cost: —
Notes: Emergency Escape Pod (Acc/Top Speed: 20/180; 
Climb: 30, Toughness: 14 (3)); Heavy Armour, Night 
Vision, Luxury Features
Weapons:

• Quad heavy MG, mounted in the cargo bay 
(Shots 200) (+2 to attack and damage rolls)

MegaFighter
Built  specifically  for  the  CIA,  the  MegaFighter  and 
MegaDestroyer are designed for cross-border, black ops 
raids. Powered by a gas turbine hybrid, they use only very 
small  Tiberium  batteries  so  as  to  limit  the  amount  of 
Tiberium that could fall into enemy hands.

MegaFighters  are  dirt  bikes  with  plate  armour 
fairings and weaponry to engage hard targets. Rather than 
power  a  laser,  the  MegaFighter's  batteries  power 
repulsors that convert it into a high speed hoverbike when 
activated.

After  the  war,  these  were  employed  by  the 

Omega  Kingdom's  secret  police,  who  later  became the 
Templars.  The  Templars  paint  their  vehicles  white  with 
black lightning bolts, and most the Tiberium batteries have 
long since been run down.
The flying Delta Mk IV MegaFighter (MegaForce, 1982. [film] 20th 
Century Fox) was possibly the cheesiest moment of the Eighties. 
The Templars and Omega are antagonists in the Italian produced 
Warriors of the Wastelands (1984. [film] 20th Century Fox) and 
Warrior  of  the  Lost  World (1985.  [film]  Visto  Entertainment) 
respectively.
Acc/Top Speed: 15/32;  Toughness: 8  (2);  Crew: 1+1; 
Cost: —
Notes: Improved Stabilizers, Fixed Guns, Off-Road 
Wheels (Treat as Four-Wheel Drive), Reinforced Chassis 
(ignores 4 points of damage from jumps or falls, as long as 
the rider makes an appropriate Riding roll to land 
correctly); Repulsorlift (Acc/Top Speed: 30/60; Climb: 20)
Weapons:

• Triple flechette SMGs (Range 12/24/48, Damage 
2d6+1, Shots 60, ROF 3, AP 2); mounted above 
forks (+2 to attack and damage rolls)

• 4 AT rockets (Range: 15/30/60, Damage: 4d8, 
AP 17, HW, MBT)

MegaDestroyer
These  600  hp  land  sharks  look  like  low  profile  dune 
buggies,  encased in sloping armour plates and a bullet-
proof glass canopy. Weapons are all forward firing except 
for the remote-controlled laser gun, mounted on a boom 
over the rear axle, which has 360° movement.

Perfect  for  raiding  supply  convoys,  the 
MegaDestroyer's MO is to cruise to the target location in 
formation with the MegaFighters, then attack and exfiltrate 
at max speed.

Like  MegaFighters,  the  MegaDestroyers  were 
painted  black  or  desert  camouflage,  but  the  Templars 
repainted them white  long ago. Most have drained their 
Tiberium batteries and can't fire the laser.
Acc/Top Speed: 30/56; Toughness: 16/14/14 (4/2/2); 
Crew: 1; Cost: —
Notes: Improved Stabilizers, Fixed Guns, Four-Wheel 
Drive, Heavy Armour, Infrared Night Vision, Night Vision, 
Reinforced Chassis (ignores 4 points of damage from 
jumps or falls, as long as the driver makes an appropriate 
Driving roll to land correctly); Sloped Armour +2 (front 
only)
Weapons:

• Triple flechette SMG (Shots 60), hull mounted 
(+2 to attack and damage rolls)
OR

• Vehicular flamethrower (see notes. SWEX, p46), 
hull mounted

• Minigun (Shots 75) mounted on right-side stub 
wing pylon

• Auto GL (Shots 300) mounted on left-side stub 
wing pylon

• Heavy laser gun mounted on rear boom (Shots 
180)

• 3 AT guided missiles
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