Confederation/Shared

Chain Ion Cannon
First Seen: 2680 (Introduction, Star*Soldier Timeline)

Prophecy Gold - The lightweight version of the normal ion cannon, this gun is best utilized in quick, close-in shots that require a fast refire rate. It operates on a principle similar to that of the ion cannon, but its ionic particles are sped up prior to launch via an ionic chain-reaction accelerator.

http://www.wcnews.com/articles/sofiction/2_1_d_icis.html

Charging Mass Driver 
First Seen: 2681 (Wing Commander Prophecy)
Prophecy Gold - Upgraded from previous versions, this weapon incorporates a “choke” setting. A thinner choke yields a higher rate of fire and uses less energy, but  does less damage at shorter range. A wider choke inflicts more damage and has a longer range, but takes more energy and has a slower refire rate. The dynamics of the mass driver’s adjustability are determined by the length of time you hold down the trigger. 

Prophecy Guide – Some pilots also refer to this as an “Adjustable” Mass Driver. The mass and velocity of the projectile varies according to the “choke” setting – how long you charge the Driver before you release it. It takes approximately 1.5 seconds to get the full charge. The Mass Driver uses energy as its ammo supply, so it is virtually unlimited. When the pilot holds down the trigger, the driver essentially knits together the raw material on a molecular level and supercharges it with kinetic energy. When the trigger is released, the projectile is launched and speeds away in direct, unguided flight. Continuing to charge the shell used to result in a dangerous power surge in earlier version of the Charging Mass Driver. Pilots who had lost their target lock and maxed out their Mass Driver, released it and started again. Fortunately, current models do not have this design flaw and slowly bleed off excess energy after you reach maximum charge.

Cloudburst Cannon

First Seen: 2680 (Introduction, Star*Soldier Timeline)

Prophecy Gold - Highly effective, the cloudburst cannon fires an intermittent stream of electrical discharges that are particularly damaging to a target’s internal components. An internal, arcing accelerator gives this weapon a long refire delay and draws considerable power, but its shots deliver more damage than any other gun besides the plasma cannon.

http://www.wcnews.com/articles/sofiction/2_1_d_icis.html

Dust Cannon
First Seen: 2681 (Introduction, Star*Soldier Timeline)

Prophecy Gold - The dust cannon operates on the same principle as a mass driver cannon, but its ammunition is generated by culling out particles from the core exhaust filter. It has increased efficiency and damage potential over the mass driver, and is nearly twice as fast as any other Confed gun. Few pilots possess enough evasive skill to maneuver out of harm’s way against the dust cannon.

http://www.wcnews.com/articles/sofiction/3_3b_d_icis.html

Fission Cannon

First Seen: 2673 (Wing Commander IV)

Pliers - These Black Lance ship got some crazy type of ass kicking Fission Cannon. Just hold down the trigger to charge and release to let 'em rip. Only problem is waiting for your wings to lock so the vicious kickback doesn't tear 'em off.

Fusion Cannon

First Seen: 2669 (Privateer: Righteous Fire)

Heavy Ion Gun

First Seen: 2673 (Wing Commander IV)
Heavy Mass Driver Cannon

First Seen: 2673 (Wing Commander IV)
Heavy Photon Gun

First Seen: 2673 (Wing Commander IV)
Heavy Plasma Cannon 
First Seen: 2681 (Wing Commander Prophecy)
Prophecy Gold - This weapon has a slow refire rate, but packs a solid punch. Primarily used against starships, it is not designed to be used against small, highly mobile targets, but will tear a fighter up if a lucky shot is scored. 

Ion Cannon
First Seen: 2668 (Introduction, Kilrathi Saga Manual)
LOAF Notes: Dammit, Pliers.
Victory Streak - Found mainly on fighters and also used as an anti-fighter gun, the ion cannon imparts energy and radiation damage to targets. Charged atomic particles are magnetically accelerated to high speeds, then discharged in pulses. This cannon delivers more damage than a laser and can cause severe pilot injuries. However, the ion cannon has higher energy consumption and a slower retire rate than the laser.

WC3 PSX - Found mainly on fighters, the ion cannon imparts energy and radiation damage to targets. Charged atomic particles are magnetically accelerated to high speeds, then discharged in pulses. This cannon delivers more damage than a laser and can cause severe pilot injuries. However, the ion cannon has higher energy consumption and a slower refire rate than the laser.

Pliers - The Ion Cannon was the first weapon I ever worked on, and it hasn't changed much since. They're rugged and cheap to build, so we got a lot of 'em.
Prophecy Gold - Fires a bolt of highly charged ion particles at the target. This long-range gun does a moderate amount of damage with a high refire rate. 
Prophecy Guide – Ion weaponry is used primarily against fighters, either as a fighter weapon or in a turret. It functions by magnetically accelerating atomic particles to near-light speed, and then releasing them in pulses. Theoretically, an Ion cannon does double damage: it imparts not only extreme kinetic damage, but is radioactive, as well. This is more of a curiosity than a martial dvantage, however, sincewhen the cannonwears down the shields and breaches the armor, the resultant explosion makes any lingering effects of the ionization moot.

Mk. 44L Ionic Pulse Cannon 
First Seen: 2669 (Wing Commander Privateer)
Voices of War - This high-power cannon fires ionized electrical pulses that can down a light fighter with just a few shots. It inflicts high damage at medium range but renergizes more quickly than other guns. (Kilrathi Matter Disruptor) 

Arena - Being hit by an ionic pulse is a disorienting affair. This heavier gun is an excellent choice for anyone who needs to engage both enemy fighters and capital ships.
Mk. 25 Laser Cannon
First Seen: 2628 (Introduction, Kilrathi Saga Manual)
Claw Marks - Lasers don't do a lot of damage. Still, nearly all pilots have at least one story in which the long range of the laser allowed them to get first strike on a foe. Despite their low damage potential, lasers are reliable, versatile, and effective - they have probably accounted for more enemy kills than any other weapon.

Joan's 2664 Update - The least powerful, most reliable blaster-type weapons, lasers don’t inflict much damage, but are effective at long range.

Academy - Effective at ranges up to 4800 m, laser cannon demonstrate long-range capabilities far better than the neutron gun or mass driver. Laser cannon do not inflict much damage on the enemy, but they also require little power, allowing for more shots at a time.

Voices of War - The laser is a lightweight weapon and a staple among carriers and transports. It drains less power than other mounted guns but delivers more shots wielding slightly less damage. Its range of 5000 meters surpasses that of most guns. 

Victory Streak - The laser is the backbone of today's energy guns. Consistently improved upon and perfected over the last half-century, the laser provides the standard against which most other blasters are judged. Low maintenance and a low energy cost make it standard armament for almost every ship in existence. The laser is ideally suited to deep-space combat (in atmospheric conditions, rays refract and lose their effectiveness), and has no effect against shields on larger ships.

WC3 PSX - The laser provides the standard against which most other blasters are judged. Low maintenance and a low energy cost make it standard armament for almost every ship in existence. The laser is ideally suited to deep-space combat (in atmospheric conditions, rays may refract and lose their effectiveness), and has no effect against shields on larger ships.

Kilrathi Saga - The laser is the backbone of today's energy guns. Despite their low damage potential, lasers are reliable, versatile and effective. In fact, they probably account for more enemy fighter kills than any other weapon. Consistently improved upon and perfected over the last half-century, the laser provides the standard against which most other blasters are judged. Low maintenance and a low energy cost make it standard armament for almost every ship in existence. The laser is ideally suited to deep-space combat (in atmospheric conditions, rays refract and lose their effectiveness), but has no effect against shields on larger ships.

Pliers - Laser cannons don't do much damage, but they sure fire fast.
Prophecy Gold - Confed’s mainstream low-power, low-damage weapon that is effective at long ranges. 

Prophecy Guide – In fighter technology, this is the most basic form of weaponry there is. It’s better than harsh words, and almost as effective as getting out and throwing rocks at the enemy. Laser Cannon have been around since space flight was invented, and it shows. Getting popped by a laser does very little damage to the target. Lasers do have their positive side, however. They don’t pull a lot of power from the ship, and have  a rapid recharge rate. You may run out of missiles or power to fire your big, fancy weapons, but unless a primary component gets blasted off, your lasers will come through. And lasers fired in tandem with other weapons do add some power to your punch at a very small cost in energy. It also takes real piloting skill to handle a dogfight with lasers – you’ve got to get on your target’s tail and stay there, keeping him in your sights as he tries to outmaneuver you, never giving him a second to recover.

Arena - The classic laser is the most servicable weapon in space. It doesn’t hit as hard as a plasma gun, but its range and speed are absolutely unmatched!
Leech Cannon

First Seen: 2673 (Wing Commander IV)

Pliers - If you wanna disable a ship, use Leech Cannons. The Confed's like the missiles, and sure we've got some of them... but they're a little rougher on the merchandise, if you know what I mean. If you get in close, go with the cannons.
Light Tachyon Cannon

First Seen: 2673 (Wing Commander IV)

Mk. 30A Mass Driver Cannon

First Seen: 2634 (Action Stations)
LOAF Notes: The Kilrathi Saga manual claims it was introduced in 2650. Likely refers to some particular variant (maybe the ‘A’).
Claw Marks - The basic fighter weapon - medium range, medium damage, nothing special. The mass driver cannon is reliable and accurate. Heat build-up and power drain are minimal. Though lasers and neutron guns are more effective in certain situations, no pilot ever went wrong activating a mass driver.

Joan's 2664 Update - This blaster is the basic fighter weapon—reliable, accurate at medium range, capable of moderate damage. Heat build-up and power drain are minimal.

Academy - Effective at medium ranges, for average damage, the mass driver depletes blaster power a bit more quickly than a laser cannon. Although laser cannon and neutron guns may be more effective in certain situations, mass drivers can always be employed with good results.

Voices of War - The mass driver has medium range, good accuracy and applies medium damage. Heat buildup and power drain are minimal, and the damage potential remains constant within the cannon’s range. Though other types of cannon have evolved, the mass driver remains a solid weapon in any situation. 

Victory Streak - A solid gun in either case, the mass driver cannon is common on both fighters and light defender ships in the fleet. It uses a linear accelerator to fire projectiles of metallic mass at a target. The mass driver is a staple in the Terran arsenal and has even been used against planets and asteroids. A long-range gun, it requires less energy per shot than most blasters and has a relatively fast retire rate.

Kilrathi Saga - The mass driver cannon is common on both fighters and light defender ships in the fleet. A solid gun in either case, it uses a linear accelerator to fire projectiles of metallic mass at a target. The mass drive is a staple in the Terran arsenal and has even been used against planets and asteroids. This basic fighter weapon has medium-to-long range, good damage potential, and is reliable and accurate. Heat buildup, refire time and power drain are minimal, and the mass driver requires less energy per shot than most blasters.

Pliers - The mass driver is a great gun for scaring the crap out of your enemies. It has a gut-wrenching sound and leaves a lot of visual damage.
Prophecy Gold - This weapon uses a linear accelerator to fire projectiles of metallic mass at a target. A long-range gun, it requires less energy per shot than most blasters and has a relatively fast refire rate. 

Prophecy Guide – The Mass Driver is a simpler, safer version of the charging Mass Driver. It knits together a projectile of a limited size and with only a certain amount of “charge.” There is no danger of overloading your ship’s system, but as could be expected, it doesn’t stand much of a chance of knocking out your target’s shields in one shot, either. Note that the maximum range is much shorter than the Charging Mass Driver’s.

Arena - This gun turns space itself into a weapon — the Mass Driver charges tiny particles of debris into deadly weapons. An excellent midrange gun.
Mk. 13 Meson Blaster
First Seen: 2628 (Introduction, Kilrathi Saga Manual)
Victory Streak - The meson blaster is a unique, powerful gun that utilizes subatomic particles with a short half-life. These particles, called mesons, are accelerated and flung toward a target. The most damage occurs once the particles decay inside the target - they cause internal explosions and give off radiation. Energized shields can stop these particles, and atmospheric conditions render this gun ineffective.

WC3 PSX - The meson blaster is a unique, powerful gun that utilizes subatomic particles. These particles, called mesons, are accelerated and flung toward a target. The most damage occurs once the particles decay inside the target - they cause internal explosions and give off radiation. Energized shields can stop these particles, and atmospheric conditions render this gun ineffective.

Arena - The Meson Blaster is a good low-end gun. Their low cost and high refire rate make them ideal for outfitting turrets or for use as a secondary or tertiary fighter gun. Buy in bulk!

Mk. 40F Neutron Gun
First Seen: 2618 (Prototype, The Secret Missions)
LOAF Notes: The Secret Missions’ copy protection claims that the first Neutron Gun prototype was created in 2618 (at the Goddard Colony, of course). The WC3 PSX manual’s unique description claims it was developed “when the war first began”. The Kilrathi Saga manual claims it entered service in 2640 and was retired in 2668. The latter isn’t true on its face, as we see them in Wing Commander IV, but it’s likely the Confederation *attempted* to remove them from the inventory. The rest is a bit more awkward, but it’s not necessarily contradictory: an existing prototype was turned into a production weapon in the first six years of the war.
Claw Marks - Neutron guns do heavy damage, but only at close range. No other projectile weapon provides an equivalent level of destructive capability. The down side is that neutron guns heat up rapidly and eat up power at an alarming rate. Also, the neutron gun's lack of range has led many fool-hardy or underskilled pilots into close-quarter combat for which they were ill-prepared. Some of those pilots never made it home.

Joan's 2664 Update - Neutron guns cause the heaviest damage of all blasters, but only at close range. They heat up quickly and consume power at an alarming rate.

Academy - This weapon inflicts relatively heavy damage on its target. However, it is only effective at fairly close ranges, and depletes blaster power quickly.

Voices of War - A relative of the mass driver, the neutron gun is found mostly on light fighters designed to attack at close range. Blasts from this gun apply piercing damage to armor and can obliterate another fighter at close range. 

WC3 PSX - The neutron gun was specifically created as a weapon for medium and heavy fighters when the war first began. It releases energized blasts of charged neutrons, drawing more power than either the ion cannon or laser. The refire rate for this gun type is slightly slower, but the extended range of the neutron gun more than makes up for the difference.
Kilrathi Saga - Neutron guns do heavy damage, but only at close range. No other projectile weapon provides an equivalent level of destructive capability. The down side is that neutron guns heat up rapidly and eat up power at an alarming rate. Also the neutron gun's lack of range had led many foolhardy or underskilled pilots into close-quarter combat for which they were ill-prepared. Some of these pilots never made it home.

Arena - Want more bang for your credit chit? The Neutron Gun is a true heavy hitter — it digs into shields and armor with charged nuclear particles.

Particle Cannon
First Seen: 2654 (Wing Commander Academy TV)
LOAF Notes: Wing Commander 3-era histories claim the prototype Particle Cannon was developed in 2637. The Kilrathi Saga manual claims it entered service in 2658. This would be fine, except the Broadswords on Wing Commander Academy have a ‘rear firing particle cannon’ in 2654.
Joan's 2664 Update - A recent Terran innovation, particle cannon have almost completely replaced neutron guns in the Confederation Navy. They combine the extended range of lasers with the strong punch of neutron guns.

Academy - This cannon combine the long-range capabilities of a laser cannon with the damage potential of neutron guns, creating a highly efficient blaster.

Voices of War - The particle cannon fires nuclear particles that inflict average damage on energy shields. This weapon has medium range and speed. 

Victory Streak - The particle cannon is perhaps the most significant energy technology we possess. Prototypes were first developed three years into the war, when a similar cannon was extracted from a captured Kilrathi fighter. Engineers built a comparable version capable of hurling minute nuclear particles at high speeds. Any impact results in a small nuclear explosion that gives off blast, heat and radiation damage. This gun is useless, however, in atmospheric conditions.

WC3 PSX - The particle cannon uses some of the most significant Terran energy technology. Early prototypes were developed from a similar cannon extracted from a captured Kilrathi fighter. Engineers built a comparable version capable of hurling minute nuclear particles at high speeds. Impact results in a small nuclear explosion that gives off blast, heat and energy damage.

Kilrathi Saga - The particle cannon is perhaps the most significant energy technology we possess. Prototypes were first developed three years into the war, when a similar cannon was extracted from a captured Kilrathi fighter. Engineers built a comparable version capable of hurling minute nuclear particles at high speeds. Any impact results in a small nuclear explosion that gives off blast, heat and radiation damage. This gun is useless, however, in atmospheric conditions. Particle cannon have almost completely replaced neutron guns in the Confederation Navy. They combine the extended range of lasers with the strong punch of neutron guns.

Prophecy Gold - More powerful than the Mass Driver but less powerful than the Tachyon, this weapon fires excited atomic particles at its target that create small nuclear explosions on impact. 
Prophecy Guide – The Particle cannon is essentially the mirror-image of the Ion cannon. Based on technology originally developed by the Kilrathi, it takes highly charged nuclear particles and accelerates them to almost the speed of light. When these particles impact their target, a small nuclear explosion results in blast, heat and radiation damage. This is a good weapon for long-range slapping matches. It does a moderate amount of damage with a high refire rate.
Photon Cannon
First Seen: 2632 (Introduction, Kilrathi Saga Manual)
LOAF Notes: I believe there are two ‘photon’ weapons – the “new” weapon discussed in Voices of War and (for the Kilrathi) Wing Commander Academ and the pre-war weapon which appears everywhere else.

Voices of War - The photon cannon came into service recently and falls into the category of sophisticated arms. Although it depletes blaster power quickly, the damage potential is high enough that a single shot can down your ship if you’re not careful. With long-range and high velocity, the effectiveness of the photon is second only to the reaper cannon. 

Victory Streak - When Terran forces first went to war, the photon cannon was the most popular gun next to the standard laser. It emits laser pulses and solicits similar effects upon impact. However, the photon cannon drains more energy and has a slower refire rate. This gun requires little maintenance - the mirror robotics are the only adjustable component - and functions best in deep-space combat.
WC3 PSX - When the Terrans first went to war, the photon cannon was the most popular gun, next to the standard laser. It emits laser pulses and solicits similar effects upon impact. However, the photon cannon drains more energy and has a slower refire rate. This gun requires little maintenance and functions best in deep-space combat.
Kilrathi Saga - When Terran forces first declared war on the Kilrathi, the photon cannon was the most popular gun next to the standard laser. It emits laser pulses and solicits similar effects upon impact. However, the photon cannon drains more energy and has a slower refire rate. This gun requires little maintenance - the mirror robotics are the only adjustable component - and functions best in deep-space combat.
Pliers - No idea why so many people like the Photon Cannon. I always thought the heat to divergence ratio was lame.
Mk. 58G Plasma Gun/Cannon
First Seen: 2628 (Introduction, Kilrathi Saga Manual)
LOAF Notes: Note that there are two distinct ‘plasma’ weapons. The Confederation’s is the “heavy” weapon introduced before the war and seen in several games (through Wing Commander Arena). The Kilrathi also have a distinct “plasma” named weapon, prototyped in 2668, seen in Wing Commander Armada.

Victory Streak - The plasma gun was originally developed to attack heavy fighters and corvettes with light armor. It uses electrically charged hydrogen molecules that are in a state of near-fusion. These molecules are similar to those found in the inner plasma of most young stars. Upon impact, plasma projectiles cause radiation, blast and heat damage.

Kilrathi Saga - The plasma gun was originally developed to attack heavy fighters and lightly armored corvettes. It uses electrically charged hydrogen molecules that are in a state of near-fusion. These molecules are similar to those found in the inner plasma of most young stars. Upon impact, plasma projectiles cause radiation, blast and heat damage.
Pliers - The Plasma Cannon definitely wreaks major havoc on your enemy, but don't get caught leaning on the trigger. It'll drain you dry in no time. It'll suck you dry faster than a... okay, you get the point.

Prophecy Gold - The main weapon of the Devastator, this is the only mounted weapon that can apply severe damage to a capital ship’s bridge and engines. It is six times more effective than the Cloudburst cannon, though it draws a great deal of energy and has a long refire delay. 

Prophecy Guide – If only it didn’t take so much energy from the ship, this would be a cheap weapon indeed. It fires nothing more exotic than hydrogen molecules. Of course, these molecules are electrically charged to a state of near-fusion, bearing a strong resemblance to the center of a young star. Plasma cannon attacks are generally used against capital ships and other heavily shielded and armored targets. It does a mean number on fighters, if the shot actually connects, but it is usually too slow for this to be considered viable in a dogfight.

Arena - Guns don’t come any heavier. The Plasma weapon is a scaled down version of the gun used on Hades-class ships. The energy costs are high... but if you’re a good shot, this is the gun for you.
Pulse Particle Cannon

Prophecy Gold - This revamped version of the particle cannon fires four times as fast as its  predecessor, and its minute nuclear particles travel nearly twice as fast. Availability is currently limited to the “Black” Shrike and Vampire variants. 

RCX-V1 Reaper Cannon
First Seen: 2669 (Introduction, Kilrathi Saga Manual)
LOAF Notes: The reference to the Reaper Cannon gunning down more ships than ‘all other weapons combined’ intrigues and confuses me. 
Academy - Similar to a particle cannon, this blaster also combines long-range effectiveness with powerful damage potential. Reaper cannon are even more powerful than neutron guns, but they also deplete blaster power very quickly. Currently in development for use on the new Confederation Wraith, these weapons represent our latest advances in blaster technology.

Voices of War - The heaviest gun developed to date, the reaper cannon has gunned down more ships than all other weapons combined. Besides acting effectively at long range, this blaster has powerful damage potential and recharges quickly. 

Victory Streak - (This gun will be available as soon as it completes its test cycle.) The reaper cannon evolved from the standard ion cannon, and its refire rate is slightly faster. This gun delivers high-speed pulses of charged atomic particles that give off energy and radiation damage. Fighters find this gun especially useful against ships with shields that regenerate quickly, and any ship with slow shield generation is sure to take damage.

WC3 PSX - (This gun will be available as soon as it completes its test cycle.) The reaper cannon evolved from the standard ion cannon, and its refire rate is slightly faster. This gun delivers high-speed pulses of charged atomic particles that give off energy and radiation damage. Fighters find this gun especially useful against ships with shields that regenerate quickly.

Kilrathi Saga - (This gun will be available as soon as it completes its test cycle.) The RCX-V1 reaper cannon evolved from the standard ion cannon, and its refire rate is slightly faster. This gun delivers high-speed pulses of charged atomic particles that give off energy and radiation damage. Fighters find this gun especially useful against ships with shields that regenerate quickly, and any ship with slow shield generation is sure to take damage.

Scatter Cannon

First Seen: 2673 (Introduction, Wing Commander IV)

Pliers - Scatter Gun: I was tinkering with one of our Ion Cannons and came up with this Scatter Cannon. Okay, so the name sucks. It shoots five bolts instead of one, for just a 17% bigger hit on your energy. The prototype's going on your next ship. See what you think.
Stormfire

First Seen: 2673 (Wing Commander IV)

Pliers - I was able to pull a Stormfire off a junk pirate fighter we just hauled in. Boy, old technology but damn effective. Fires a shitload of small, low density projectiles at extremely high velocity. Just paint your target and let her rip. If the range wasn't so damn short they'd still be around today. Try it out and see how you like it.

Stormfire Mk. 2 
First Seen: 2681 (Wing Commander Prophecy)
Prophecy Gold - This Gatling gun from the Benelli Corp. has a slower fire rate than its predecessor, the Mk1, but fires a higher-caliber round that explodes against a ship’s hull on contact or at the extent of its range. Also, like the Border Worlds’ original Stormfire weapon, it has a limited number of rounds. 

Prophecy Guide – This gun fires round after round at the biggest ship you care to target, with high caliber, depleted uranium, armor-piercing rounds. The Stormfire Mk. 2 is similar to the Border World’s original Stormfire gun, but it is slower and packs more wallop per hit. It has a limited amount of ammunition, usually 400 rounds. If you find a ship that doesn’t roll over after that many rounds, you’ve got real problems.

Mk. 55 Tachyon Cannon
First Seen: 2669 (Introduction, Kilrathi Saga Manual)
Voices of War - The newly developed tachyon cannon emits sub-atomic particles that are able to penetrate weakened shields and retain their damage potential. 

Victory Streak - A power-hungry blaster, the tachyon gun is the most devastating energy gun found on Terran fighters. It slows down tachyon particles, which naturally travel faster than the speed of light. Once these particles ore decelerated and forced into streams, their potential damage increases monumentally. In several documented cases, the powerful tachyon gun has been used to attack the shields of capital ships.
WC3 PSX - The tachyon gun is the most devastating energy gun found on Terran fighters. It slows down tachyon particles, which naturally travel faster than the speed of light. Once these particles ore decelerated and forced into streams, their potential damage increases greatly. In several documented cases, the powerful tachyon gun has been used to attack capital ships.
Prophecy Gold - More powerful than previous versions of the same gun but without a longer refire delay and a higher energy cost. It also fires one of the fastest moving "bolt" type projectiles.

Pliers - The Tachyon cannon is one of my favorites. It packs a real wallop, rarely fails and it's one sleek design.
Prophecy Guide – The Tachyon Gun is based on the same technology that powered the first jump-capable capital ships. Tachyons, small particles that naturally travel faster than the speed of light, are trapped, decelerated and polarized to travel in streams. This changes their nature dramatically, and they become a considerable destructive force. If you feel in the mood to get into a real blaster battle, the Tachyon gun is what you want. Modern Tachyon guns have a longer refire delay than previous models, and cause more damage. They fire one of the fastest moving energy bolt projectiles currently known.
Arena - Long hailed as the most efficient gun in space, the Tachyon Cannon is an excellent mix of range, refire and energy use.
Kilrathi
Electron Gun

First Seen: 2668 (Wing Commander Armada)
Voices of War - This weapon fires high energy bursts of electronic energy that effectively diminish shields. However, the electron gun has medium range and refire delay. Kilrathi.

Flux Cannon

First Seen: 2668 (Wing Commander Armada)
Voices of War - The flux cannon uses magnetic pulses to track and identify enemy ships. It delivers average damage at medium range and low energy cost. Kilrathi.

Mass Accelerator Gun

First Seen: 2668 (Wing Commander Armada)
Voices of War - A relative of the super-collider, this gun delivers light damage using blasts of sub-atomic particles. Kilrathi.
Matter Disruptor

First Seen: 2668 (Wing Commander Armada)
Voices of War - This high-power cannon fires ionized electrical pulses that can down a light fighter with just a few shots. It inflicts high damage at medium range but renergizes more quickly than other guns. (Terran Ionic Pulse Cannon)

Phase Blaster

First Seen: 2668 (Wing Commander Armada)
Voices of War - These guns interrupt the electrical phasing mechanism of energy shields. Phase blasters inflict heavy damage at medium range. Kilrathi.

Photon Gun
First Seen: 2667 (Wing Commander Academy)
Academy - This weapon system will be part of the Jrathek fighter currently in development in Kilrathi shipyards. Even though photon guns deplete blaster power quickly, they also inflict significant damage on their target. With their long-range effectiveness and their high velocity, photon guns will be the only blaster weapons approaching the sophistication of reaper cannon.
Plasma Gun

First Seen: 2668 (Wing Commander Armada)
Voices of War - Plasma-bolt guns are new weapons, present only on a few fighter prototypes. These guns are only effective at short ranges and apply little damage. Don’t take them lightly — the blasts use little power and can be fired indefinitely. Kilrathi.

Sonic Accelerator

First Seen: 2668 (Wing Commander Armada)
Voices of War - Still in the prototype stage, the long-range sonic accelerator gun uses a sonar tracking system. Damage potential is low, but will probably improve with time. Kilrathi.

