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1.0 
Forward 

By Commander Jake Gaston 
 

During the early days of the alien war, X-Com 
soldiers found themselves in a very precarious position. 
The strategists realized that due to the incredible 
numbers and technological advantages, the alien menace 
could not be beaten back by purely defensive action. The 
troops, knew this from the start.  

With little to no armor, and seriously 
underpowered weaponry, the average lifespan of an X-
Com rookie, in a live fire combat operation, was about 10 
seconds. 90% of all X-Com losses in the beginning were 
within a 15 second range of the landing craft. Realizing 
that these losses meant that we could not possibly win 
the war, X-Com began researching every available piece 
of alien technology in hopes of evening the score.  

Early breakthroughs in the alien alloy field, 
allowed for the development and re-creation of many 
alien technologies. Likewise, discoveries regarding the 
element Elerium-115 allowed X-Com to produce energy 
cells to power these technologies. Because the aliens 
had natural defensive abilities far exceeding that of any 
living human, X-Com combined these techs to produce 
powerful body armor. Soon we were on our way to 
becoming the technological equals of our enemies. This 
was a major step towards a chance that humans could 
actually prevail in this interplanetary war. These 
advanced armor and weapons have been recently 
released, to our forces, in bulk.  

With accurate information on these powerful 
weapons, there is hope that our field commanders will 
develop new and advantageous combat strategies to 
effectively deter the alien menace. The future of our 
world is in our hands and now we finally have the means 
to protect our planet and our species. It’s up to you, 
the fighting men and women of X-Com, to save us all. 

 
     Good Luck! 
     J.G.    

 
 
 

 
 



1.1 
The Battlescape Control Module 

 
To better control the movements and 

actions of X-Com troops in the field, a 
communication array has been incorporated into 
the helmet of every single combat unit. Using a 
specialized control module, the X-Com field 
officer or commander can instantly send 
complex orders to any unit on the battlefield. 
Personal inventory specs, overall unit health 
and condition scans are also readily available 
to the commanding officer. In addition, a P.O.V. 
(point of view) camera provides detailed video 
from every active unit to a processor in the 
control module. This gives the officer a 
commanding view of the battlefield and allows 
them to “see” anything that any of their troops 
have within their field of vision, simultaneously. 
 This remarkable piece of communication 
technology is known as the Battlescape 
Control Module or B.C.M. for short. By knowing 
as much as possible about every unit’s individual 
position and equipment, the commander can 
effectively orchestrate complex offensive 
maneuvers. This gives X-Com a distinct strategic 
advantage when it comes to troop movement, 
recon, and fire team deployment. 
 The X-Com C.O. should become intimately 
familiar with this important piece of equipment in 
order to control their troops most effectively. 
 Basically the interface of the B.C.M. is a 
point and click style G.U.I. Select an active unit 
to view their current status. The Inventory 
button will give you details as to the equipment 
that the individual is carrying. Any changes that 
you decide are necessary will be automatically 
communicated to the unit’s receiver and the 
well-trained X-Com troops will follow any order 
that you give. H.W.P. can also be controlled 
with the B.C.M. Using the same interface, you 
can communicate exact orders to the tank unit 
you have selected. 



2.0 
X-Com Equipment 

(Revised: 1.30.2001) 
 

In order to combat the recent invasion 
of Earth, X-Com scientists have made an 
incredible effort to develop state-of-the-
art weapon systems, equipment and craft. 
The following sections will provide you, 
the qualified X-Com field officer, with in-
depth information regarding every 
available resource that X-Com can provide 
to insure the survival of your combat 
troops and the Population of the Earth. 

Through intense research and much 
field- testing, X-Com scientists and 
engineers have finally gained an 
understanding of the technologies that 
the aliens have been using against us for 
the past 2 years. The Sections regarding 
“Plasma” weaponry, and “Fusion Ball” 
Launching Technology have been updated 
to include the newest and most 
destructive weaponry available to man. 

Building on the Alien Alloy concepts 
that we have deduced, X-com has currently 
released 3 new types of body Armor that 
are proof against the Extra-Terrestrial 
Weapons. 2 of these are powered forms of 
Armor that are dependent on the element 
Elerium-115 to provide their protection 
and/or capabilities. 

Updates have also been made to the 
Non-Lethal/General equipment sections 
due to new research in the field of 
“Psionics”. 
 
 



2.1 
Armor 

Personal Armor 
 

 
 

In addition the standard X-com issue flak- jacket, 
scientists have recently developed this light body armor 
system that protects the user against a reasonable 
amount of the force of small explosives, AP ammo, 
Laser, Plasma, and close-combat damage. It also lessens 
fire and smoke damage. While this is the second most 
basic form of armor available for your troops, the 
added defenses will insure that many more soldiers make 
it back to the base alive. 
 
Protection: 
 
Front: 50 Rear: 30 Left/Right: 40 Under: 30   
 
Cost: $22,000.00 
 
Man-Hours To Produce: 800 
 
Special Materials:  
 
4 Alien Alloys 
 
 
 
 
 
 
 



Power Suit 
 

 
 
Having recently unlocked the secrets of the 

mysterious element Elerium-115, X-com has developed a 
powered armor system that greatly augments your unit’s 
defensive abilities. With Elerium-115 powered 
servomotors and hydraulic systems, the Power Suit 
delivers incredible protective benefits without 
decreasing the overall mobility of your soldiers. The 
bulky suit actually feels as if it is a second skin and 
provides enough support to allow a man to move quickly 
and gracefully while wearing it. 
 
Protection: 
 
Front: 100 Rear: 70 Left/Right: 80 Under: 60 

  
Cost: $42,000.00 
 
Man-Hours To Produce: 1,000 
 
Special Materials:  
 
5 Alien Alloys, 5 Elerium-115 

 
 
 
 
 
 
 
 
 



Flying Suit 
  

 
  
 After researching Extra-Terrestrial propulsion 
techniques and the sophisticated UFO Power Source 
that X-com has acquired from a downed UFO, scientists 
have developed a method of reproducing the propelling 
effects while reducing the size of the drive system. To 
combat the aliens on their own terms, our research 
teams have attempted to replicate the mobile advantages 
of the “floater” type creatures. This breakthrough 
technology has allowed us to design a suit of Powered 
Armor that provides even greater defenses and a great 
advantage in mobility. The Flying Suit, while protecting 
your soldiers to the most advanced degree, also 
provides the ability to Ascend and Descend over great 
distances without harm to your unit. The most 
remarkable addition is the ability to hover or “fly” at 
reasonably low altitudes.  
 
Protection: 
 
Front: 110 Rear: 80 Left/Right: 90 Under: 70 

  
Cost: $58,000.00 
 
Man-Hours To Produce: 1,400  
 
Special Materials:  
 
5 Alien Alloys, 16 Elerium-115 
 
 

 
 



2.2 
Terran ranged weapons 

 
This section includes all ranged weaponry 

developed by X-Com for squad level combat operations: 
rifles, pistols, heavy support weapons and thrown 
explosive devices. While many of these weapons are 
available for purchase, X-Com technicians in a base 
workshop must manufacture any laser weapons. 

 

 Basic Ranged Weapons: 
 
 Pistol: 
  

 
description:  The pistol is the smallest ranged 

weapon available. This medium-sized 
semi-automatic sidearm comes with a 
matte black finish and extra wide 
grips for easy handling. Over short 
range, the accuracy of this weapon 
is fairly good. The damage, 
unfortunately, is not quite enough 
to kill most alien species. Used as a 
backup weapon, however, the speed 
of this pistol will allow your units 
to fire that one extra round that 
could be the difference between 
walking home or getting carried. 

 
Cost:  $800.00 
Damage:  26 (AP) 
Max Rounds:  12  
Ammo Type:  Pistol Clip 
Ammo Cost:  $70.00 
Offense:  Auto  Snap  Aimed  
Accuracy:  N/A  60%  78% 
T.U.s:  N/A  18%  30%  

  
 
 
 
 
 



Assault Rifle: 
 

 
Description:  This modern assault rifle is used by 

armies all over the world, and as 
such it is readily available for 
purchase at any time. Featuring a 3-
shot burst mode and impressive 
accuracy, this rifle will serve quite 
well against the weaker alien races. 
Care should be used when using 
auto fire over large distances 
because you can quickly expend all 
of your ammo and not hit much due 
to the decreased accuracy of the 
auto fire mode. Because of this 
limitation, it is advisable to equip 
any soldier carrying an assault 
rifle with at least one extra clip of 
ammunition, if you plan on spraying 
rounds at the enemy from a 
distance.  

 Used in a single shot capacity, this 
weapon can also serve as a fairly 
effective sniper weapon, although it 
is not capable of firing quite as 
quickly as other more powerful 
options. 

   
Cost:  $3,000.00 
Damage:  30 (AP) 
Max Rounds:  20  
Ammo Type:  Rifle Clip 
Ammo Cost:  $200.00 
Offense:  Auto  Snap  Aimed  
Accuracy:  35%  60%  110% 
T.U.s:  35%  25%  80%  

 
  
 
 
 
 
 
 

 



Heavy Cannon: 
 

 
description:  This heavy support weapon features 

3 varieties or “flavors” of large 
caliber rounds to choose from, 
making it a very adaptable weapon. 
The Armor piercing rounds are quite 
large and do enormous damage. The 
High explosive grenade rounds are 
also very effective. When used at 
night, the incendiary ammo is a 
cheap and area effective way of 
clearing vegetation and providing 
superior lighting to the battlefield. 

 All in all, this weapon is quite 
powerful. The only drawbacks are: 
the weapon weighs quite a bit (only 
the strongest soldiers are capable 
of carrying it) and the magazine 
only holds 6 rounds. Often, this 
heavy weapon is supplanted by the 
more versatile Auto-cannon, but 
depending on the situation, and the 
accuracy of the soldier using it, 
the Heavy cannon can be just as 
deadly a weapon. 

 
Cost:  $6,400.00 
Damage:  56, 52, 60 (AP, HE, IN) 
Max Rounds:  6  
Ammo Type:  Heavy Cannon Rounds 
Ammo Cost:  $300.00, $500.00, $400.00 
Offense:  Auto  Snap  Aimed  
Accuracy:  N/A  60%  90% 
T.U.s:  N/A  33%  80%  

 
  
 
 
 
 
 
 



Auto-Cannon: 
  

 
description:  The Auto-Cannon is the most 

versatile heavy weapon that X-Com 
can purchase. With multiple 
varieties of ammunition, this weapon 
can be used for impressive effects 
in nearly any situation. During 
nocturnal missions, the incendiary 
ammo is invaluable for spotting 
enemy units. During the day, the fire 
damage can clear large sections of 
vegetation that block your snipers’ 
line of fire. Another advantage of 
the incendiary round is its ability to 
completely destroy a zombie unit 
and prevent the resultant 
chryssalid from emerging. 
The high explosive rounds are also 
quite powerful, and when fired in 
bursts of 3, they are even more 
destructive than a large rocket. 

 This weapon can also serve as a 
very powerful machinegun, when 
equipped with the armor piercing 
ammunition, making it useful even in 
very tight quarters. 

 
Cost:  $13,500.00 
Damage:  42, 44, 48 (AP, HE, IN) 
Max Rounds:  14   
Ammo Type:  Auto-Cannon Rounds 
Ammo Cost:  $500.00, $700.00, $650.00 
Offense:  Auto  Snap  Aimed  
Accuracy:  32%  56%  82% 
T.U.s:  40%  33%  80%  

 
 
 
 
 
 
 



Rocket Launcher: 
 

 
description:  The Rocket Launcher is a very heavy 

weapon. Each of the re-loads is 
also quite heavy. Luckily, it does a 
great amount of damage over a 
large area. In fact, the only real 
downside of this weapon is that the 
bulk of the weapon, and its 
ammunition, make it so that any 
given unit can only carry the 
launcher and 4 extra rounds.  
(1 in the gun)  
Fortunately you should not need 
more than 4 shots… With large, 
small and incendiary rockets, be 
prepared to do great amounts of 
damage when this weapon hits. 
In addition, the high accuracy and 
reasonably low cost of this weapon 
make it quite useful even once much 
more powerful alien technologies 
are available to you. 

 
Cost:  $4,000.00 
Damage:  75, 100, 90 (HE, HE, IN) 
Max Rounds:  1  
Ammo Type:  Small, Large, Incendiary Rockets 
Ammo Cost:  $600.00, $900.00, $1,200.00 
Offense:  Auto  Snap  Aimed  
Accuracy:  N/A  60%  78% 
T.U.s:  N/A  18%  30%  

 
 
 
 
 
 
 
 
 
 



Grenade: 
 

  
 
description:  This general-purpose grenade is 

equipped with a timed fuse that 
allows for a very specific amount of 
time to pass before the weapon 
detonates. This high explosive 
weapon is effective against most 
types of alien and it can also be 
used to remove medium sized 
obstacles and/or enemy cover. 

 The grenade is designed to be used 
as a thrown weapon, but with the 
advent of flying suit technology, it 
becomes possible to drop the 
weapon from a height onto enemies 
below, making it an effective bomb 
as well.  

 Other advantages of this weapon 
include very low price, and very 
light weight for the amount of 
damage that it can inflict. 

 X-Com’s high council of generals 
recommend that every unit in your 
squad be equipped with at least one 
of these before every mission, due 
to their unfailing ability to flush 
out enemy combatants from around 
corners and within buildings. 

 
Cost:  $300.00 
Damage:  50 (HE) 
Action:  Prime Throw 
T.U.s:  50%  25%  

 
 
 
 
 
 
 
 
 
 



Proximity Grenade: 
 

  
 
description:  While similar in effect to the 

standard grenade, the proximity 
grenade features a motion sensor 
array that, once primed, will 
detonate the powerful explosive 
causing it to heavily damage any 
nearby unit within range. 

 This proximity sensor makes this 
weapon an effective land mine that 
can be thrown over impressive 
distances. Caution should be used 
in their placement however, because 
the sensors will not be able to 
distinguish between a moving X-Com 
operative and an enemy unit. 

 These devices have been proven time 
and time again in battle and they 
are almost a necessity when it 
comes to controlling the enemy’s 
means of egress from a downed UFO 
or other form of cover. 

 Often, a single one of these 
grenades can alert you to a whole 
group of enemies that are moving to 
flank your troops, or making a swift 
and coordinated attack out of the 
access hatch of a UFO. 

 
Cost:  $500.00 
Damage:  70 (HE) 
Action:  Prime Throw 
T.U.s:  50%  25%  

 
  
 
 
 
 
 
 
 
 



Smoke Grenade:  
 

 
 
description:  The smoke grenade is mainly used to 

provide cover from alien snipers. 
When exiting a craft or storming a 
building or ship, the smoke grenade 
can be used to protect un-scouted 
flanks. The blast from this weapon 
will only do damage within a few 
feet of an enemy but the explosive 
charge will disburse a thick cloud 
of burning dust and smoke in almost 
any environment. Unfortunately 
what you can’t see can still kill 
you… Be careful when using these 
devices because they can obscure 
an enemy from the view of your 
soldiers just as easily as they 
provide cover. 

 An additional side effect of this 
weapon is its ability to stun a 
wounded unit thru smoke inhalation 
damage. 

 Just lob a few into a room where 
the wounded enemy is hiding and 
wait, a bit, for the alien to succumb 
to the effects of the smoke. It 
doesn’t always work, but often a 
wounded alien with very little 
health left can be brought down 
and recovered alive this way, with 
very little risk to your units and no 
collateral damage to the room. 

 
Cost:  $150.00 
Damage:  60 (HE, smoke) 
Action:  Prime Throw 
T.U.s:  50%  25%  

 
  
 
 
 
 

 
 



High Explosive:  
 

 
 
description:  The high explosive is exactly what 

it’s called… a high explosive device. 
 Useful for demolition and 

tunneling, this device creates a 
very large blast radius and does 
nearly fatal damage to anything in 
its range. Using a similar timing 
device as the standard grenade, 
this weapon can be set to detonate 
at a very specific time. This should 
leave the unit that deploys it 
enough time to clear the effected 
area. (A very useful feature 
considering you cannot throw this 
device very far) You should make 
sure all X-Com units are quite far 
from the explosive when it 
detonates. 

 In addition to being useful for 
demolishing man-made structures 
that interfere with your soldier’s 
field of fire, this device can be used 
to create a “backdoor” into most 
alien craft. The charge does just 
enough damage to pierce the alien 
alloy plated hull of a UFO and 
leave a man-sized hole, perfect for 
deploying a surprise infiltration 
team into the alien craft in an area 
that they will, most likely, not be 
guarding. 

 
Cost:  $1,500.00 
Damage:  110 (HE) 
Action:  Prime Throw 
T.U.s:  50%  25%  

  
  

 
 
 
 
 



Advanced ranged weapons (laser): 
  

Laser Pistol: 
 

 
 
description:  The Laser Pistol combines the 

power of laser weaponry with light 
weight, good firing speed and 
impressive accuracy. The energy 
cells are solar powered and 
rechargeable so the weapon has an 
almost inexhaustible supply of 
ammo. In addition, the laser beam 
that it projects does as much 
damage as the much bulkier auto-
cannon (AP) and can be fired much 
faster. All in all this is the most 
effective backup weapon available 
due to the free ammo and impressive 
rate of fire, and it should be 
included in every soldier’s 
equipment. It’s reasonable weight 
will not overburden even the 
weakest trooper, and the tactical 
advantages of having a lightning 
fast backup weapon are apparent in 
nearly every conflict. 

 
Cost:    $8,000.00 
Man Hours To Produce: 300 
Damage:    46 (Laser) 

 
Offense:  Auto  Snap  Aimed  
Accuracy:  28%  40%  68% 
T.U.s:  25%  20%  55%  

 
 
 
 
 
 
 
 
 



Laser Rifle: 
 

 
 
Description:  The Laser Rifle is one of the most 

economical and deadly weapons that 
X-Com can produce. The costs of 
producing the laser rifle are quite 
low and you will never have to 
produce ammo for it. With twice the 
damage and the ability to make twice 
as many aimed shots just a fast, 
this weapon is an ideal replacement 
for the less powerful assault rifle. 
X-Com plans to phase out 
widespread use of the assault rifle 
later this year in favor of this 
much more effective alternative. 
With infinite ammo and reasonably 
light weight, this is already the 
squad weapon of choice for many 
commanders who want the most 
bang for their buck. 
Another wonderful advantage of 
the laser rifle is its ability to 
decimate a Sectopod terrorist unit 
with relative ease. Fired in auto-
mode, this gun can quickly dispatch 
the most dangerous and durable 
alien ever encountered. 

  
 
Cost:    $20,000.00 
Man Hours To Produce: 400 
Damage:    60 (Laser) 
 
Offense:  Auto  Snap  Aimed  
Accuracy:  46%  65%  100% 
T.U.s:  34%  25%  50%  

 
 
 
 
 
 
 



Heavy Laser: 
 

 
 

description:  The bulky Heavy Laser support 
weapon takes laser technology a 
step forward in power and one back 
in versatility. Lacking the auto-fire 
capability, this laser weapon is not 
quite as effective as it could be. 
Unfortunately, in order to increase 
the weapons power, Scientists 
decided to use the space of the 
auto-fire mechanism to install 
oversized capacitors and power 
converters, boosting the damage of 
the rifle by 150%. This severely 
limits its usefulness in pitched gun 
battles, where every extra shot can 
be the difference between life and 
an early demise. The accuracy also 
suffers from the great weight of 
the gun. The negative aspects of 
this weapon are only offset by the 
solar cells that power this heavy 
weapon and negate the need for 
producing ammo for it. 

 
Cost:    $32,000.00 
Man Hours To Produce: 700 
Damage:    85 (Laser) 

 
Offense:  Auto  Snap  Aimed  
Accuracy:  N/A  50%  84% 
T.U.s:  N/A  33%  75%  

 
 
 
 
 
 
 
 

 



2.3 
Non-Lethal Equipment 

 
This Section includes additional equipment that your soldiers 
can use in combat. These items are not inherently fatal and 
most of them are useful only as support equipment. Various 
technologies are represented here, including a field medic 
healing apparatus, motion detectors, Psionic devices, and a 
flare system for lighting the battlefield. The only “weapon” 
in this section would be the Stun Rod, a very useful item for 
capturing creatures alive and undamaged. 

 
Medikit: 
 

 
 
Description:  This field medic kit is capable of 

healing fatal wounds instantly and 
it also has several other useful 
features. The stimulant that it can 
administer is useful for recovering 
lost energy in tired troops and 
waking an unconscious or stunned 
unit. The pain killer option will help 
injured units to not panic following 
their wounding. This feature will 
recover as much morale as the 
amount of health that the unit 
lost, drastically increasing their 
usefulness while wounded. A 
common practice among commanders 
is equipping every squad with one 
medikit for every 2 soldiers, and 1 
on each officer. This greatly 
increases the chances that a 
wounded soldier will survive until 
the squad returns to base. It’s also 
been noted that using the medikit 
on wounded troops prior to 
returning from a mission will lessen 
the unit’s healing time by many days. 

 
Cost:    $28,000.00 
Man Hours To Produce: 420 
T.U.s    10 per action 
 



Motion Scanner: 
 

 
 
Description:  The Motion Sensor is actually an 

array of multiple sensors and 
detecting devices that read minute 
disruptions in the air and vibration 
in the surrounding objects to 
determine the location of nearby 
units that have recently moved, or 
are moving. Lasers scan the air 
patterns in the immediate area of 
the unit and relay the information 
to powerful onboard computer 
systems to pinpoint the exact 
position of all animate objects in 
range. The Largest blips represent 
large moving bodies such as Tanks 
or large alien creatures. Medium 
sized and small blips represent 
humanoid creatures. Depending on 
the size of the smaller blips on the 
readout, you can determine which 
have moved most recently and 
approximately how close they are 
to the unit that uses the device. 
The general positions of the mobile 
targets are represented in relation 
to the X-Com unit that uses the 
scanner. 

 
Cost:    $34,000.00 
Man Hours To Produce: 440 
T.U.s to Use   25% 
 
 
 
 
 
 
 
 
 
 
 



Electro-Flare: 
 

  
 
Description: The electro-flare is a small thrown 

device that instantly lights up as 
bright as daylight wherever it 
lands. These devices are incredibly 
useful during nocturnal skirmishes, 
especially during the early 
deployment phases of the 
encounter. Units positioned near 
the exit door of the craft should 
be equipped with at least 1 of these 
in case an enemy sniper unit is 
hiding in the shadows surrounding 
your deploying soldiers. When 
thrown correctly this device will 
perfectly illuminate an enemy unit 
on even the darkest night, giving 
your units a drastically increased 
chance of firing upon and hitting 
them. Considering the low cost of 
these, every landing craft should 
have at least 5 or more in case 
lighting on the battlefield is poor. 
In addition to their initial use, 
these flares can be picked back up 
and thrown as many times as you 
need to illuminate the area.     

 Care should be taken, however, to 
avoid destroying the flares with 
High Explosive munitions, as they 
are very useful and being without 
that one flare might make the 
difference between victory and 
defeat.  

   
Cost:    $60.00 
T.U.s to Throw   25% 
 
 
 
 
 
 
 



Stun Rod: 
 

 
 
Description:  This “weapon” is one of the most 

vitally important pieces of 
equipment used during the early 
years of the war. In order to learn 
the most about the enemy and their 
various allied races, X-Com 
scientist needed something to 
research beyond smoking remains 
and oozing chunks. The Stun-Rod, 
while being very dangerous to use 
in combat, helps to provide these 
researchable “materials”. By 
overpowering the neural linkages in 
the target’s nervous system with 
powerful electrical pulses, the 
stun-rod effectively incapacitates 
most beings in less than 3 attacks. 

 Correctly applied, this weapon can 
help you gather living aliens safely 
without having to carry partially 
wounded/unconscious creatures 
back to the ship. 

 The only disadvantage that the 
stun-rod has is its inability to 
attack anything farther than 3 feet 
way. This puts your troops well into 
harms way unless precautions are 
taken prior to use. If available, the 
psi-amp is quite useful when it comes 
to pacifying an alien before 
stunning them.  

 The stun rod also provides a 
humane way to disable a mind-
controlled soldier before he hurts 
himself or others. 

 
Cost:    $1,260.00 
T.U.s to Attack   30% 
 
 
 
 
 
 



Psi-Amp: 
 

 
    
Description:    After multiple years of research,  

X-Com has finally managed to 
reproduce the effects of alien mind 
control using this simple, 
lightweight device. The Psi-Amp 
greatly increases the effective 
range that a human being can 
project their psionic abilities. In 
combat, these abilities can be 
manifested in two different attacks. 

The PANIC attack allows your 
unit to try and overpower the enemy 
unit with confusing images and 
signals that contradict the enemy’s 
communications between minds. If 
successful, this attack will 
dramatically lower the morale of 
the target and cause them to go 
berserk or panic. 

The MIND CONTROL attack will 
allow your troops to completely 
overpower the mind of an enemy 
unit. If successful you will be able 
to order the enemy unit as if it were 
one of your own. While this attack 
is much more difficult to execute, 
the benefits of having an enemy unit 
under your control are very great. 
Typically a commander will use this 
“controlled” unit to scout the 
surroundings for more enemies. You 
can also force them to fire upon 
their own and/or throw their 
weapons down, leaving themselves 
defenseless. 
 
 

Cost:    $160,000.00 
Man Hours To Produce: 500 
Special Materials:  1 Elerium-115 
 
Uses:    mind control attack    panic attack 
T.U.s:         25      25 

  



 Mind Probe: 
 

 
 
Description:  The Mind Probe is one of few alien 

artifacts that are not deadly to 
humans. This device is actually an 
alien communication array that 
allows them to send their thoughts 
directly to another’s mind. Luckily 
it can also be used to read the 
thoughts of a nearby unit and it 
will display the vital statistics and 
rank of that unit. When used in 
concert with the Psi-Amp or a stun 
weapon, the mind probe will allow 
you to capture only the aliens you 
require for your research. When 
you are hunting for a certain class 
of alien, use this prior to choosing 
the type of weapon to attack with. 
Enemy soldier units should be 
exterminated without mercy, as they 
have little to no research value. 
Higher-ranking aliens should be 
captured alive as they can provide 
alien mission details or UFO 
specifications. 

 
Cost:    $160,000.00 
Man Hours To Produce: 500 
Special Materials:  1 Elerium-115 
T.U.s to Use   50% 

 
 
 
 
 
 
 
 
 

 



2.4 
Heavy Weapon Platforms 

 
Tank/Cannon: 

 

 
 
A recent addition to X-Com's arsenal, the Tank- Cannon 

represents a prototypical manifestation of the automated Heavy 
Weapon Platform (HWP) vehicular class combat units. It's guidance 
and navigation systems are based on the relatively new and 
sophisticated multiple response directorate, (MSD) AI technology, 
and a long range global satellite communications relay, allowing 
for manual remote, and/or automatic control from any position on 
the surface of the earth. Significant motor systems enable the Tank 
Cannon to achieve speeds far exceeding that of the fastest human 
soldier on it's dual treads, allowing for impressive maneuverability 
in addition to devastating firepower and steadfast durability. The 
entire unit is powered by a series of hydrogen cells, which 
effectively enables nearly 24 hours of continuous operation. An 
intricate and precise bank of sensory arrays, serve to comprise the 
eyes and ears of the unit. While not a true tank, it does share a 
number of similar significant attributes with its manned cousin. 
Included among these are: dense reinforced titanium armor plating, 
and a powerful 40 millimeter cannon, based upon the design of the 
handheld Heavy Cannon artillery. Unlike it’s infantry oriented 
counterpart, this adaptation of the weaponry features faster 
projectile velocities, integrated recoil control and a substantially 
increased ammunition reservoir, with a shell capacity more than 4 
times greater. 

 
Cost:  $420,000.00 
Health:  90 
Defense:    

Front: 90 Back: 60 Left/Right: 75 Under: 60  
       

 
Offense:  Auto  Snap  Aimed  
Accuracy:  N/A  60%  90% 
T.U.s:  N/A  33%  80%   
 
Max T.U.s:  70  
 
Damage:  60 (AP) 
Max Rounds:  30  
Ammo Type:  HWP Cannon Shells 
Ammo Cost:  $200.00 



Tank/Rocket Launcher: 
 

 
 

The Tank/Rocket Launcher is one of the most 
powerful Terran weapon systems available. Using an 
Identical chassis as the Tank/Cannon, X-com engineers 
have found a more feasible method of carrying the 
powerful and Heavy rocket launcher. While even the 
strongest troops stagger under the weight of a rocket 
launcher and extra rounds, this H.W.P. maintains its 
incredible speed and maneuverability and can carry twice 
as many reloads. Though the ammunition is much more 
expensive than the Tank/Cannon H.W.P. the area 
effectiveness of the rocket launcher Weapon cannot be 
ignored. Buildings and obstacles can quickly be removed 
from the path of your troops and the highly armored 
exterior of this craft makes it a very useful scouting 
unit. 
 
Cost:  $480,000.00 
Health:  90 
Defense:    

Front: 90 Back: 60 Left/Right: 75 Under: 60  

       
Offense:  Auto  Snap  Aimed  
Accuracy:  N/A  55%  115% 
T.U.s:  N/A  45%  75%   
 
Max T.U.s:  70  
 
Damage:  85 (HE) 
Max Rounds:  8  
Ammo Type:  HWP Rockets 
Ammo Cost:  $3,000.00 

 

 

 
 
 
 



Tank/Laser Cannon: 
 

 
 

Utilizing the newly developed Laser Cannon, this 
H.W.P. provides your squad with nearly unparalleled 
firepower. The highly mobile Tank/Laser Cannon is the 
latest evolution of the X-Com Tank design, equipped with 
an inexhaustible Laser Cannon that does amazing 
amounts of damage to animate and inanimate objects 
alike. The powerful, solar powered laser beam can cut 
thru 2” thick steel and level trees and walls with one 
blast. In recent studies, scientists have found that the 
laser weapon is also very effective against the 
Ethereal’s powerful Terror-Robots or “Sectopods”, 
making it virtually a necessity when clearing out a 
terror site. As with the Cannon and Rocket Launcher 
Tanks, the Tank/Laser Cannon is heavily armored and 
vitally important in scouting applications. 
 
Cost:  $500,000.00 
Health:  90 
Defense:    

Front: 90 Back: 60 Left/Right: 75 Under: 60  
       

Offense:  Auto  Snap  Aimed  
Accuracy:  N/A  50%  85% 
T.U.s:  N/A  33%  75%   
 
Max T.U.s:  70  
 
Damage:  110 (LASER) 
Max Rounds:  255  
Ammo Type:  N/A 
Ammo Cost:  N/A 
 
 
 

 
 
 
 



Hovertank/Plasma: 
 

 
While researching alien craft propulsion 

techniques it occurred to X-Com’s Elite science team to 
try and create a facsimile of the Alien “Cyberdisc” 
Terrorist unit. After witnessing the incredible 
destruction that the flying armored disc could 
perpetrate, a suitable counter-measure had to be found: 
thus the development of the HoverTank Chassis.  

This incredibly mobile tank is armored with alien 
alloy plating, powered by Elerium-115 and Equipped with 
a Plasma Cannon that is only slightly less powerful 
than the X-Com Interceptor-mounted Plasma Beam 
weapon. Featuring a rechargeable Power cell, capable of 
firing 255 rounds, this is the ultimate plasma weapon 
for combat applications. 

The flying drive is actually a miniaturized UFO 
power source that propels the Tank via Anti-Matter 
reaction. This highly useful tank can cover nearly any 
terrain while hovering low, or it can streak across the 
sky like a small aircraft: covering large distances in 
relatively little time. 

  
Cost:     $850,000.00 
Man-Hours To Produce: - 
Special Materials:  - 
Health:  90 
Defense:    

Front: 130 Back: 130 Left/Right: 130 Under: 100  

       
Offense:  Auto  Snap  Aimed  
Accuracy:  N/A  86%  100% 
T.U.s:  N/A  30%  60%   
 
Max T.U.s:  100  
 
Damage:  110 (Plasma) 
Max Rounds:  255  
Ammo Type:  N/A 
Ammo Cost:  N/A 



Hovertank/Launcher: 
 

 
 

The Hovertank/Launcher is without a question, the 
most powerful H.W.P. ever produced. While the costs of 
production and reloading are very high, the positive 
advantages of this weapon definitely make it a 
worthwhile expenditure. Like the Hovertank/Plasma, this 
unit is capable of hovering, flying, and absorbing 
incredible amounts of damage. The weapon that is 
mounted on it is a slightly less powerful Blaster 
Launcher than the extremely heavy squad weapon, 
though the reduced size and weight of the launcher are 
actually advantages. With more room to spare, the 
launcher can be loaded with a clip of 8 Fusion Bombs, an 
extremely deadly, waypoint guided, high explosive device. 
Extra care should be taken with the deployment of this 
H.W.P. as it can easily kill multiple humans with stray 
opportunity fire. 
 
Cost:     $900,000.00 
Man-Hours To Produce: - 
Special Materials:  - 
Health:  90 
Defense:    

Front: 130 Back: 130 Left/Right: 130 Under: 100  
       

Offense:  Auto  Snap  Aimed  
Accuracy:  N/A  N/A  100%* 
T.U.s:  N/A  N/A  66%   
 
Max T.U.s:  100  
 
Damage:  140 (HE) 
Max Rounds:  8  
Ammo Type:  HWP Fusion Bomb 
Ammo Cost:  15,000.00 

 

*   Launcher weapon uses waypoint system.  
It never misses. 



2.5 
Extra-Terrestrial Ranged Weapons 

 
Plasma Pistol: 
 

 
 
description:  The plasma pistol is the 

lightest and cheapest plasma 
weapon that the aliens use. 
The fact that it does as much 
damage as the incredibly large 
Heavy-Cannon and can fire in 
automatic bursts should not 
be taken lightly. This weapon 
uses very small amounts of 
Elerium-115 for power and can 
often be found on the corpses 
of the smaller alien 
creatures. Despite this, the 
plasma pistol proves to be 
less economical than other 
plasma weaponry, considering 
that the Plasma Rifle and 
Heavy Plasma use the same 
amount of Elerium to create 
much more power. These items 
do however provide great 
amounts of money when sold. A 
common practice is to sell 
most of the extra Plasma 
weapons in your base storage 
after search and recovery 
missions in order to defray the 
rising costs of X-Com 
protection.  

   
Cost:     $56,000.00 
Damage:    52 (Plasma) 
Max Rounds:    26  
Ammo Type:     Plasma Pistol Clip 
Ammo Cost:     $2,000.00 
Man-Hours To Produce: 600 
Special Materials:  1 Alien Alloy 

 
Offense:  Auto  Snap  Aimed  
Accuracy:  35%  60%  110% 
T.U.s:   35%  25%  80%  



Plasma Rifle: 
 

 
 

description:  The Plasma Rifle is a very fast 
and reliable weapon. With very 
good accuracy and a nearly 30 
round clip, this rifle is the 
clear choice when it comes 
time to upgrade your laser 
arsenal to something a little 
heavier.  
Like the plasma pistol, this 
weapon can be found quite 
frequently in alien ships and 
bases. The ammo however is 
not quite as easy to come by. 
With a crew of Technicians 
working night and day to make 
new clips, these weapons can 
be used quite effectively in 
almost any situation. The 
rifles are also so commonly 
recovered that you may 
consider selling almost all of 
them that you find for 
increased profits. The monthly 
maintenance fees for your 
bases can be covered quite 
easily, by selling off the extra 
rifles in your storage pods. 

    
   

Cost:    $88,000.00 
Damage:    80 (Plasma) 
Max Rounds:    28  
Ammo Type:    Plasma Rifle Clip 
Ammo Cost:    $3,000.00 
Man-Hours To Produce: 820 
Special Materials:  1 Alien Alloy 

 
Offense:  Auto  Snap  Aimed  
Accuracy:  35%  60%  110% 
T.U.s:  35%  25%  80%  

 
 
 
 



Heavy Plasma: 
 

 
 

description:  The Heavy Plasma is by far the 
most practical ranged weapon. 
This weapon features the 
largest magazine available for 
a hand-held plasma weapon and 
very good accuracy. The 
damage it can produce is also 
quite significant as it can burn 
through almost any armor. In 
addition, the auto-fire 
capability of this weapon 
makes it much more useful 
than its laser counterpart: 
the Terran heavy laser.  

 The greatest attribute of this 
weapon is it’s incredible 
availability. It seems that in 
preparation for the invasion 
of earth, the alien forces 
manufactured thousands upon 
thousands of these weapons 
and their ammunition. Eighty 
percent of the aliens you 
encounter on large UFOs are 
armed with the Heavy Plasma 
and at least one extra clip. 
This makes this weapon very 
cost effective and quite easily 
collected in mass quantities. 

 As with the other expensive 
plasma weapons, this item is 
very profitable when sold. 

   
Cost:    $122,000.00 
Damage:    115 (Plasma) 
Max Rounds:    35  
Ammo Type:    Heavy Plasma Clip 
Ammo Cost:    $6,000.00 
Man-Hours To Produce: 1,000 
Special Materials:  1 Alien Alloy 

 
Offense:  Auto  Snap  Aimed  
Accuracy:  35%  60%  110% 
T.U.s:  35%  25%  80%  



Blaster Launcher: 
 

 
description:   The Blaster Launcher is the 

alien counterpart to the 
rocket launcher used by X-Com 
forces. As with other Extra-
terrestrial weapons, the 
accuracy and power of this 
weapon greatly surpasses the 
most advanced human-designed 
projectile launcher. The 
extremely destructive 
projectile is basically a 
fusion-ball style explosive 
contained in an aerodynamic 
shell and coupled with an 
extremely sensitive targeting 
apparatus. While not 
technically a “bomb”, the 
blaster bomb can be 
effectively utilized as if it 
were a waypoint guided smart 
bomb with the ability to turn 
corners, carve thru caves and 
hallways and basically make it 
impossible not to hit your 
target. The explosive blast 
caused by this weapon is in 
fact more powerful than any 
other conventional handheld 
weapon ever. Use with extreme 
caution. 

   
Cost:     $90,000.00 
Damage:    200 (HE) 
Max Rounds:    1  
Ammo Type:     Blaster Bomb 
Ammo Cost:     $8,000.00 
Man-Hours To Produce: 1,200 
Special Materials:  1 Alien Alloy 

 
Offense:  Auto  Snap  Launch rocket  
Accuracy:  N/A%  N/A%  *% 
T.U.s:   N/A%  N/A%  80%  
 
* Blaster Launcher uses a waypoint system: it can’t miss. 



Small Launcher: 
 

 
description: The Small Launcher 

represents the most effective 
means of capturing live alien 
creatures while limiting the 
physical damage done to the 
target. 

 The launcher seems to have 
been designed by the aliens to 
aid in the capture of live 
human subjects, for research 
purposes. Fortunately, it 
works just as well against 
them as it does against us. 

 It fires small projectiles, 
which explode on contact with 
a target and spread a cache of 
freezing gas along with a 
disorienting shockwave. The 
result of this stun bomb’s 
explosion is that any unit 
within its radius will be 
quickly overcome by the 
combination of gas and smoke 
and shock, and often knocked 
completely unconscious. 

 Used effectively, this weapon 
will alloy you to capture even 
the most resourceful alien 
commander without resorting 
to splattering the bug with 
conventional weapon fire. 

 
   

Cost:     $78,000.00 
Damage:    90 (Stun) 
Max Rounds:    1  
Ammo Type:     Stun Bomb 
Ammo Cost:     $7,000.00 
Man-Hours To Produce: 900 
Special Materials:  1 Alien Alloy 

 
Offense:  Auto  Snap  Aimed  
Accuracy:  N/A%  60%  110% 
T.U.s:   N/A%  25%  80%  
 



Alien Grenade: 
 

 
 
Description:  The alien grenade is a small 

and incredibly destructive 
device that the aliens use 
when confronted with a group 
of X-Com troops in a small 
area. It has a very similar 
timer system to that of the 
Terran grenade, it can be 
hurled just as far, and it does 
a considerably larger amount 
of damage. Once you have 
gathered or manufactured a 
decent quantity of these alien 
grenades, it is recommended 
that you use them instead of 
their Terran counterpart to 
equip every soldier in a 
landing craft.  

 Due to their highly explosive 
nature, they prove very useful 
for clearing vegetation and 
small buildings from your field 
of view, and flushing alien 
creatures out of concealment. 

 They also prove economically 
feasible due to their abundant 
supply. 

   
Cost:     $6,700.00 
Damage:    90 (HE) 
T.U.s to Throw:   25% 

 
 

  
 
 
 
 
 
 

 



3.0 
X-Com Craft 

 
 X-com has, at its disposal, a variety of air and 
space vehicles that can be used to counter the 
alien threat over a broad range of combat 
situations. These include 2 Terran designed 
atmospheric level craft, 2 sub-orbital range craft 
designed with alien technology, and a hybrid 
battleship that can cross the vast reaches of 
space. While these craft are all very expensive, 
the Terran Interceptor class vehicle, and the 
Skyranger troop transport are available for 
lease in whatever quantity you require, and will 
often comprise the bulk of your air force. 
 
The remaining 3 craft are all comprised of hybrid 
alien technologies and must be manufactured by a 
team of X-Com technicians in a base workshop, due 
to their complexity and the varied raw materials 
and components that must be acquired from alien 
craft and/or manufactured through very high-tech 
means. 
 
These craft, the Lightning troop transport and 
interceptor, the Firestorm interceptor and the 
Avenger battleship, all possess various 
advantages over their Terran counterparts. 
These advantages range from a total lack of 
monthly lease fees, to greatly augmented 
handling and speed capabilities, to increased 
transport capacity. The Avenger craft is also the 
only craft capable of transporting your assault 
team and a regiment of tanks to the Martian 
surface, where the enemy command center is 
rumored to reside. 
 
Another factor to take into account, when 
deciding on how to equip your fleet, is the use of 
Elerium-115 as fuel in these advanced craft. 
Due to the limited supply of elerium-115, you may 
have to settle for Terran craft until a large 
stockpile has been made. 



3.1 
Interceptor Craft  

 
X-Com Interceptor: 
 

 
 
Description:  The Interceptor is a Terran 

craft that represents the 
most capable high-speed 
fighter craft available at the 
start of the war. Barring a 
few X-Com modifications, this 
jet aircraft had been used by 
militaries all over the world 
to insure total air supremacy. 

 In the early days of the war, 
these fighters were the staple 
of the X-Com air force, chasing 
down small UFOs and downing 
them with relative ease. With 
good acceleration and a high 
top-end, this craft is capable 
of catching all but the larger 
UFOs. Unfortunately, as the 
larger UFOs began to appear 
on X-Com radar, these craft 
began to be damaged and 
destroyed much more commonly 
due to their relatively low 
defensive capabilities.  

 
Maximum Airspeed:  2100 
Rate of Acceleration:  3 
Fuel Capacity:   1000 (aviation fuel) 
Range:     8,050 (nautical miles) 
Defensive capability:  100 
Weapon Mounting Points: 2 
Initial cost/Monthly fee:   $600,000   
 
 



Firestorm: 
 

 
 
Description:  The Firestorm is a pure 

interceptor craft based 
loosely on UFO design and 
powered by an Elerium-115 
fueled UFO power source. 

 Its frame and outer plating 
are made entirely of alien 
alloys, giving it an extremely 
hard shell to crack and 
greatly augmented defensive 
capabilities in comparison to 
the X-Com Interceptor. The 
Elerium-115 fueled drive 
system provides the Firestorm 
nearly unsurpassed 
acceleration and top speed, 
and a great deal of 
maneuverability to use in 
combat with UFOs of any size.  

 While not quite strong enough 
to down the largest UFOs all 
by itself, 2 or 3 of these, 
equipped with plasma beams, 
should even bring down the 
dreaded Battleship without 
any losses. 

 
Maximum Airspeed:  4200 
Rate of Acceleration:  9 
Fuel Capacity:   20 (Elerium-115) 
Range:     7,000 (nautical miles) 
Defensive capability:  500 
Weapon Mounting Points: 2 
Initial cost:     $400,000 

 
 
 



3.2 
Troop Transport/Hybrid Craft 

 
Skyranger: 
 

 
 
Description:  The Skyranger is by far the 

most important asset in any 
fleet. With low cost and 
maintenance, and the ability to 
land a 14 man squad anywhere 
on solid earth, this craft will 
undoubtedly pay for itself in 
short time. In the early days 
of the war, this was the only 
transport craft available to 
X-Com and thus it was the 
workhorse of the operation. 

 This craft allows the insertion 
of a team of soldiers and 
tanks (up to 3) into any combat 
situation utilizing a powerful 
V.T.O.L. engine and heavy 
armor plating. With a huge 
fuel reserve, this craft is also 
the most useful patrol vehicle 
available, with the ability to 
stay aloft for many days while 
surveying a potential alien 
activity site. 

 
Maximum Airspeed:  760 
Rate of Acceleration:  2 
Fuel Capacity:   1500 (aviation fuel) 
Range:     13,500 (nautical miles) 
Defensive capability:  150 
Cargo space:   14 
HWP capacity:   3 
Weapon Mounting Points: 0 
Initial cost/Monthly fee:   $500,000 
 



Lightning: 
 

 
 
Description:  The Lightning is a dual-purpose 

craft that X-Com scientists 
designed to closely emulate 
the capabilities of the smaller 
alien scouting craft. It can 
carry a small compliment of 
soldiers and equipment for 
swift insertion into combat, 
and it has relatively high 
speed, defense and even a hard 
point on the outer hull for 
mounting a craft weapon. 
(Plasma beam suggested)  

 Unfortunately, it has a few 
drawbacks that make it less 
than desirable in most 
situations: 

  It’s fuel efficiency is very low 
for an Elerium-115 powered 
craft, it cannot carry an 
H.W.P. due to the small size of 
it’s exit hatch, and it can only 
be mounted with one weapon, 
making it less than half as 
effective as any other 
interceptor. 

 
Maximum Airspeed:  3100 
Rate of Acceleration:  8 
Fuel Capacity:   30 (Elerium-115) 
Range:     7,750 (nautical miles) 
Defensive capability:  800 
Cargo space:   12 
HWP capacity:   0 
Weapon Mounting Points: 1 
Initial cost:     $600,000 
 
 



Avenger: 
 

 
 
Description:  The Avenger is the most 

advanced X-Com craft ever 
designed. It combines all of 
the strengths of alien UFO 
design with the power of 
human ingenuity to produce a 
truly unstoppable air and 
space craft. With 12 times the 
defensive capabilities of the 
interceptor, this craft can 
take quite a beating and keep 
on fighting. It possesses the 
greatest airspeed of any craft 
ever measured and it also has 
unparalleled acceleration. 

 Combine these factors with 
the ability to mount any 2 
craft weapons and the ability 
to transport 26 units 
(including up to 4 tanks) into 
battle, and you have the most 
awesome combat craft ever 
made.  

 Furthermore, this craft also 
allows for space travel within 
out solar system due to its 
incredibly strong hull and 
powerful drive system. 

 
Maximum Airspeed:  5400 
Rate of Acceleration:  10 

Range:     27,000 (nautical miles) * 
Fuel Capacity:   60 (Elerium-115) 
Defensive capability:  1200 
Cargo space:   26 
HWP capacity:   4 
Weapon Mounting Points: 2 
Initial cost:     $900,000 

* Range statistic is for sub-orbital flight. 



3.3 
Craft Weapons 

Cannon: 
 

 
 
Description: The “Cannon”, as it’s referred to by  

X-Com pilots, is a large automatic 
projectile weapon with a short effective 
range and very high ammo capacity. 
While only suitable as a backup weapon, 
the cannon can bring down some smaller 
UFOs without completely destroying 
them. However, It’s accuracy is 
astoundingly poor, and even the 
smallest UFO can easily outrun an X-Com 
interceptor who is trying to get close 
enough to use it. Due to these factors, 
and the amount of space it takes in your 
base’s inventory, this weapon should be 
scrapped in favor of missile systems on 
almost every occasion. 
 

Cost:   $20,000.00 
Ammo Type:  Cannon Rounds 
Ammo Cost:  $1240.00 (x50 rounds) 
Max Rounds: 300 
Accuracy:  10% 
Range:   10Km 
Damage:  10 
Reload Time:  2 sec. 
 
 
 
 
 
 
 
 
 
 
 
 



Stingray Missile: 
 

 
 
Description: The stingray missile is a fairly accurate, 

short-range air-to-air missile system, 
with a magazine capacity of 6 missiles and 
an effective range that is 3 times 
greater than the “cannon”. Don’t be 
fooled by it’s rather low capacity, as the 
accuracy of this weapon makes it more 
than a match for the weak “cannon”, and 
each individual rocket is capable of 
producing 7 times the damage of a 
cannon round. It has a rather speedy 
reload time as well, making it the backup 
weapon of choice for a craft that is used 
to intercept small and medium UFOs. 

 It is advised that a commander maintain 
at least one craft with less powerful 
ordinance, such as the stingray, for use 
in downing small UFO’s without 
destroying their valuable power supply. 

 Often, a cautious attack with this 
weapon will render a UFO flightless 
without utterly destroying its contents. 

 
Cost:   $16,000.00 
Ammo Type:  Stingray Missile 
Ammo Cost:  $3,000.00 
Max Rounds: 6 
Accuracy:  70% 
Range:   30Km 
Damage:  70 
Reload Time:  15 sec. 
 
 
 
 
 
 
 
 
 
 



Avalanche Missile: 
 

 
Description: The Avalanche Missile launcher is the 

most advanced weapon system that X-Com 
had available at the start of the war. 
With an even greater punch than the 
stingray, and twice the range, this is the 
weapon that should be making the first 
hit on a majority of the UFOs that you 
intercept. Often its first 2 shots will 
cripple or destroy a small UFO, and it’s 
great range makes it capable of 
outreaching many UFO energy weapons. 

 Coupled with a stingray launcher, the 
avalanche will make your interceptors 
effective at great distance and deadly at 
short distance. 

 Another viable combination is using the 
plasma beam as a main weapon while 
supplementing it with an avalanche 
missile battery. This tends to drastically 
decrease the elerium-115 requirements 
that would go hand in hand with 
upgrading your fleet to Plasma weapons 
all at once. 

 
Cost:   $17,000.00 
Ammo Type:  Avalanche Missile 
Ammo Cost:  $9,000.00 
Max Rounds: 3 
Accuracy:  100% 
Range:   60Km 
Damage:  100 
Reload Time:  20 sec. 
 
 
 
 
 
 
 
 
 
 



Laser Cannon: 
 

 
 
Description: The laser cannon is a larger version of 

the Heavy laser developed for the 
tank/laser, which incorporates many of 
the same features while increasing the 
range and accuracy. 

 As a craft weapon, however, it doesn’t 
stack up well against more powerful 
alternatives like the Plasma Beam. 

 Compared to the missile launching 
systems the range is too short, and 
compared to the plasma beam, the weapon 
is woefully inaccurate and 
underpowered.  

 The solar cell that powers the weapon 
does provide the unlimited ammunition of 
other laser weapons, so it has a few 
good features. 

 Also, the Laser cannon, due to its 
entirely human crafted design, is very 
economical to produce and sell. In fact, 
the production costs of this weapon in 
relation to its selling price on the open 
market produce a large profit, and 
impressive returns once you’ve developed 
a strong manufacturing infrastructure. 

 
Cost:   $182,000.00 
Ammo Type:  N/A 
Ammo Cost:  - 
Max Rounds: 100 
Accuracy:  70% 
Range:   21Km 
Damage:  70 
Reload Time:  4 sec. 
 
 
 
 
 
 
 
 



Plasma Beam: 
 

 
 
Description: The Plasma Beam is quite possibly the 

most cost-effective and overpowering 
offensive weapon ever mounted on an 
interceptor. 

 With effectively free ammunition, long 
range, and very high damage potential, 
the plasma beam is the weapon of choice 
on nearly every interceptor craft in the 
X-Com fleet.  

 In addition, the plasma beam’s accuracy is 
nearly unparalleled. 
This Hybrid weapon system uses a similar 
system as the laser cannon’s solar 
array to recharge a powerful elerium-
115 fuel cell that provides ammunition, 
making it far superior to the energy 
weapons on most UFOs. 
The only downside of this weapon is a 
large initial expenditure of elerium-115 
that is used to construct the next-
generation fuel cell. 

  
 
Cost:   $226,000.00 
Ammo Type:  N/A 
Ammo Cost:  - 
Max Rounds: 100 
Accuracy:  140% 
Range:   52Km 
Damage:  140 
Reload Time:  6 sec. 

 
 
 
 
 
 
 
 
 
 



Fusion Ball Launcher: 

 
 
Description: The Fusion Ball launcher represents the 

most advanced and expensive craft 
weaponry available to X-Com. It uses a 
Fusion Ball style projectile that is very 
similar to the blaster bomb, yet with a 
warhead that contains 4 times the 
elerium-115 used in a blaster bomb. 
Needless to say, the damage caused by 
this fusion ball is incredible, and it will 
destroy many alien craft outright. 

 Unfortunately, this weapon has some 
serious economical drawbacks in terms 
of manufacturing and actual combat 
application: 

 While it’s accuracy is very high (to the 
point of almost always hitting) 
occasionally you will miss the alien 
craft and effectively shoot 4 units of 
Elerium-115, 28,000 dollars, and 600 
man hours of engineering labor right 
down the crapper. While this won’t 
bother a commander with plenty of 
funding, it will cause the combat 
effectiveness of the weapon to be 
halved, due to it’s very small magazine.  

 Recent research has suggested that 
while this weapon is incredibly powerful, 
it is better suited for use in tandem with 
a plasma beam craft weapon, than as a 
pair. 

 
Cost:   $242,000.00 
Ammo Type:  Fusion Ball 
Ammo Cost:  $28,000.00 
Max Rounds: 2 
Accuracy:  230% 
Range:   65Km 
Damage:  230 
Reload Time:  25 sec. 
 
 
 
 
 
 
 



NOTES 


