Clan, House and Emperor

Characters

Alien

Big Bruiser (Martial Arts = 14, No Unique schtick)

Everyman Hero

Ex-Special Forces

Gambler

Hotshot Mecha Pilot

Journalist

Karate Cop

Killer

Martial Artist

Maverick (Cop) (Exchange Police for Intimidation)

Mecha Scientist

Medic

Ninja (+1 Fu schtick)

Old Master (Zero Fortune, Fu-Based Damage)

Private Eye

Scanner Cop

Renegade Scanner

Scrappy Kid

Seasoned Vet

Spy

Techie

Test Pilot

All old characters with Driving higher than 12 get a max of what their template has. All other characters with Driving have a max of 13. Characters with no Driving on their template have a max of 12.

Alien

Attributes: Bod 3, Chi 3, Min 5, Ref 3

Add 6 points to your attributes. Add 9 points to your secondary attributes. Max for all attributes is 11.

Driving+8 (=13)

Guns+8 (=13)*

Creature Powers, Martial Arts*

 or Psi at +7 (10) (Max 12)

Info/your choice+4 (9)

Leadership+2(7)

One Non-Combat skill of your choice+5

Add 4 points to these or other skills.

Schticks: 

Pick two:

1.
2 Gun schticks

2.
1 Creature Power

3.
2 Fu schticks

4.
1 Psi schtick.

5. 
1 Animal Schtick (Choose 1 group)

Note: You may take the same number twice. If done, add 1 to the number of schticks chosen.

Weapons: 1 weapon.

Wealth Level: Rich.

*In campaigns where Fu- and Arcanowave-enablers are commonplace, you may exchange Guns and Martial Arts AV or exchange Guns for Arcanowave Device. You may also exchange your Gun schticks for Fu schticks.

Test Pilot

Bod = 5, Chi 0 (For = 5), Min 6, Ref 7

Add 3 points to 1 primary attribute. Add 1 point to another primary attribute.

Driving +9 (=16)

Martial Arts +5 (= 12)*

Guns +1 (8) (Max 13)*

Add 8 points to these or other skills.

Unique schtick: Never gets any impairment while driving a vehicle.

Unique Limitation: The Test Pilot may never raise his combat skills higher than his Drive–1.

*In campaigns where Fu- and Arcanowave-enablers are commonplace, you may exchange Guns and Martial Arts AV or exchange Guns for Arcanowave Device. You may also exchange your Gun schticks for Fu schticks.

Scanner Cop                                                                                

Bod  5, Chi 0 (Psi = 8), Min 5, Ref 5

Add 3 points to a primary attribute, add 2 to another and add 1 to a third. Add 2 points to a secondary attribute and 1 to another.

Guns +8 (=13)*

Psionics +7 (=15)

Investigation+2 (7)

Intimidation+2 (7)

Driving+2 (7) (Max 12)

Add 8 points to these or other skills.

Schticks: 1 gun* schtick, Influence and 2 more Psi schticks.

Weapons: 1 weapon.

Wealth Level: Working stiff.

*In environments with Archanomecha, you may exchange Guns for Arcanowave Device.

Renegade Scanner

Attributes: Bod 5, Chi 3 (Fu=0), Min 5, Ref 5

Add 3 points to a primary attribute, add 2 to another and add 1 to a third. Add 2 points to a secondary attribute and 1 to another.

Drive+8 (=13)

Psionics+11 (=14)

Info/your choice+4 (9)

Info/your choice+5 (10)

Intrusion+3 (8) (Max 13)

Deceit+3 (8) (Max 13)

Add 4 skill bonuses.

Schticks: Influence and 4 Psionic schticks

The Renegade is quite mad. Remember this when roleplaying him.

Wealth Level: Poor.

Hotshot Mecha Pilot

Attributes: Bod 5, Chi 0, Min 5, Ref 5

Add a total of 6 among your primary attributes. Max for all attributes is 10. Add 1 to one secondary attribute.

Driving+10 (=15)

Fix-It+2 (7) (Max 10)

Guns+9 (=14)*

Martial Arts+4 (9) (Max 12)*

Add 4 skill bonuses.

Schticks: 3 gun schticks*

Quick schtick Pick: Both Guns Blazing, Carnival of Carnage, Signature Weapon

Weapons: 2 weapons.

Wealth Level: poor.

*In campaigns where Fu- and Arcanowave-enablers are commonplace, you may exchange Guns and Martial Arts AV or exchange Guns for Arcanowave Device. You may also exchange your Gun schticks for Fu schticks.

Seasoned Vet

Attributes: Bod 5, Chi 0, Min 5 (Per = 9), Ref = 5

Add a total of 5 points among your primary attributes. Add 2 points to one secondary attribute, and 1 point to another secondary attribute. Max for all attributes is 10.

Driving+8 (=13)

Guns+10 (=15)*

Fix-It+2 (7) (Max 12)

Info/your choice+4 (9)

Info/your choice+4 (9)

Leadership+4 (9)

Martial Arts+7 (=12)*

Add 4 skill bonuses.

Schticks: 5 gun schticks*

Quick schtick Pick:
Both Guns Blazing, Carnival of Carnage 2, Hair-Trigger Neckhairs, Signature Weapon

Weapons: 1 weapon.

Wealth Level: working stiff.

*In campaigns where Fu- and Arcanowave-enablers are commonplace, you may exchange Guns and Martial Arts AV or exchange Guns for Arcanowave Device. You may also exchange your Gun schticks for Fu schticks.

You are an ace mechwarrior. Old (maybe as old as 30!) and jaded, you are not as fast as you used to be, but compensate for it with experience and a stern appearance.

Mecha Scientist

Attributes: Bod 4, Chi 0, Min 4 (Int=10), Ref 4

Add a total of 8 points among your primary attributes. 

Max 10 in any attribute.

Driving+8 (=13)

Guns+8 (=13)*

Fix-It+2 (=12)

Mecha Science+5 (=15)

Info/Mecha Models+4 (14)

Leadership+2 (6)

Martial Arts+5 (=10)*

Add 4 skill adds to these or other skills.

Unique schticks: 

Marvel Mecha: You may always designate the Marvel Mecha schticks as any combination of Mecha schticks at the beginning of session. The GM may disallow the change of schticks between sessions if inappropiate. Mecha Scientist begins with 1 Mecha Marvel, and they cost 5 XP per schtick.

Weapons: None.

Wealth Level: Rich, but doesn’t know it.

*In campaigns where Fu- and Arcanowave-enablers are commonplace, you may exchange Guns and Martial Arts AV or exchange Guns for Arcanowave Device. You may also exchange your Gun schticks for Fu schticks.

”They think I’m MAD! I’ll show them MAD! AHAHAHAHAHAHA...Cough...”

You are a misunderstood genius, noone believed when you showed them your revolutionary ideas, so now you have set out to show them in your own mech. You’re prone to wild monologues, when you’re not field testing your latest hair-brained scheme.

Game System Notes

3-shot Active Defences for others are used.

Success level is very undefined, but as a rule of thumb, an Outcome of 5 is a good success. 10 is overwhelming, and 0 is very close call.

Unnamed characters will die when they 1 take Wound Point/ Damage Point.

Characters that enter the campaign receive compensation every session equaling 1 XP per 10 the character with the highest XP total has.

All characters must raise their highest combat skills at the same time. If new characters they receive free raises equal to the number of raises made.

Combat Skills are: Arcanowave Device, Drive, Psionics, Guns, Martial Arts, Creature Powers.

Drive comes in 5 varieties: Mecha, Flyer, Starship, Ground Unit and Power Armor. Characters with Drive must choose one of these cathegories. Driving other types of vehicles incur a -5 AV. All new specializations cost 5 XP or 1 skill add.

All Mecha incorporate a free Fu Enabler.

All Starships incorporate a free Psi Enabler.

To navigate through hyperspace you must have a Psi attribute of at least 1 and the Psionic Skill.

There are three building scales: Human, Mecha and Spaceship scale. Human is about 10 times smaller than Mecha, which is about 100 times smaller than Spaceship. Unskilled rolls are made with the Attributes in question.

New skills cost Attribute Xp and give a skill add of +0.

Aiming: Max aiming points dispersed over targets equals 3*(1+Multi-Target).

Extra Skills used

Psionics (Psi) works as Sorcery. It does not require paraphernalia, but sight is required. Influence, Movement and Divination are subtle, all others are very obvious. Divination works for both, hunter and hunted, when dealing with Psionics. All blasts have a large blast radius unless a -5 AV modifier is applied. All psionics may be used subtly with a -5 AV modifier.

Skill Boost

Skill Boost removes the skill penalties for driving a Mecha with low Stats. Costs total skillboost adds XP. You get 2 ”shadow” adds per selection of skill add. Must be bought separately for each skill.

Ex: Delilah has Dex 9, but Drive (Mecha) +6/15. Today she has to learn to pilot the AMD-3X ”Rhino”. The Rhino only has Dex 4. This means Delilah would only have an effective Drive (Mecha) of 10. But Delilah bought 4 adds of Skill Boost (Drive (Mecha)) during the last scenario (for 1+2+3+4 XP). So she only gets one point of penalty (9(Dex)-4(Mecha Dex)+4 (Skill Boost)=8+6 (Drive Skill Adds)=14!).

Mecha Science

All players start with one mecha of their own design. A starting mecha is designed in the same way as a character. Later on you need the skills Mecha Science and Fix-It to build Mecha.

Constitution represents the internal workings of the mecha, like electronics and repair systems.

Move is the speed with which this metal behemoth moves. A move action is the Move Score of a Mecha.

Strength represents the raw physical strength of the hydraulic system. A Mecha can drag its own Strength, and carry half that, Body.

Toughness represents how sturdy the mecha was built. It includes such things as frame, hydraulic system overload capacity and cockpit safety.

Fortune represents the mechas reputation and, well, luck. Luck points are usable by both the pilot and the mecha.

Fu represents the internal power couplings and Fu actuators. 

Intelligence represents the autopilot and other automated systems.

Perception represents the Mechas sensor sofistication and placement.

Willpower represents the basic electronic power and of the mecha.

Charisma represents the mechas personality, if it is self-aware. Otherwise it is its paint scheme and the care taken in polishing it.

Reflexes is the motivation system profiles.

Standard Character Mecha

Perception and Reflex attributes limit the pilots attributes. This may cause Action Values to be lowered. See the Skill Boost section for more information.

Fu replaces the pilots Fu. 

Attributes: Bod 4, Chi 0, Min 0 (Per 5), Ref 4

Add 4 to primary attributes. Add 4, 3, 2 and 1 points to four different secondary attributes.

Schticks: 3 Mecha schticks.

Every Mecha schtick can be exchanged for 2 secondary attribute points.

Mecha in the Game

Mecha Handling

The following skills are used in a mech.

Driving

Used as Passive and Active Dodge. Also used for  Stunts.

Guns

Used when firing weapons. Can be used to defend, but only as an active Dodge.

Martial Arts

Used in close combat fighting. Can be used to defend, but only as an active Dodge or Parry. You can use your Martial Arts AV for stunts as well as attacks!

Fix-It

Used for Sensor scans, Jamming and ECCM. At all times, if the Willpower of the active Mecha is higher than the passive one’s (when using Fix-It), it gains +1 die as a bonus. One can defend actively against Sensor scans with Fix-It; +3 and the extra die is applied there.

Intimidation, Seduction and Leadership

The maximum Outcome in opposed rolls is equal to the Mechas Charisma.

Mecha Skills

Intelligence

Mecha can learn skills if the the Mechas Int is raised. It then becomes an AI, and can learn skills; one add per point of Int.


Mecha and Damage

System Blow-out

Some bad news; Mecha get knocked-out systems when they get impairment and when deathchecks are performed. 

Repairing and Designing Mecha


Mecha are machines. They do not heal naturally and must be repaired. If the mecha has access to a repair facility (in a mecha base for example), all damage is healed between sessions. 

 
Fix-it is used to repair mecha. Mecha Science is used to build new Stock Chassis, that can carry up to Fix-It schticks. To make the basic chassi is diff 10. Add 1 for every primary stat point added, and 1 per 2 secondary stat points  and add Mecha Schticks to that, when designing a new Stock Chassis.

Building (or rebuilding) a Mecha counts as a Training Sequence, and takes about 1 week. For every doubling of the number of designers with Mecha Science present, 1 can be added to the amount. If multiple designers are present, the total can be raised by doubling the time (Every doubling raises the total by 1 more). One can also permanently spend 5 Marvel Mecha Schticks to add 1 to the amount. If this option is used, the Mecha will become a one of a kind, not suitable for mass production.

Example: Dr Julius Barnard and his merry crew (1 048 576 st), want to build a Stock Chassis with 20 extra secondary points and 30 Schticks (Diff 50). Dr Julius Barnard has a Mecha Science of 22. This leaves 28 to deal with. His merry crew raises this by 20 to a stunning 42. This takes 1 week. This leaves 8 to be taken care of by time. It takes Dr Julius Barnard about (2^8/52() 5 years to build the Mecha. This is a basic chassi, that one can put up to the normal Fix-It Limit schticks upon. If Dr Barnard can be persuaded to put 10 Marvel Mecha Schticks into this project it will only take (2^6/52()  a little more than a year to finish this project.

Mecha Salvage

A chassi is worth 1 RP per 4 secondary Stat points for the basic chassi, and Mecha schticks/2 RP, if sold.

Mecha in Action

Mecha and Gun schticks

Fast Draw

Is used to raise Initiative generally with Weapon Systems. May only be used if firing or drawing a gun in these shots.

(Both) Guns Blazing

Can be used to fire multiple weapon systems (Not only handheld).

Hair-Trigger Neckhairs

Can increase effective Per above that of mech (instincts).

Eagle Eye

Removes 2 Mecha Armor schticks per Eagle Eye schtick.

Lightning Reload

Has no effect whatsoever on Mecha. (except when weapons are handheld and clip-fed and then they only remove reload-time).

New Gun Schticks

Bag Full of Guns

 Inspired by the work of Tun Kai Poh, written by Carl Cramér, modified by Oscar Ubeda Segmar.

” It's fortunate that I stashed these irons here outside the Thunder Pagoda. You just never know when you're going to need 'em. ”

 This character has a large suitcase or duffel bag filled with a variety of firearms. As a 1-shot stunt, the owner of the Bag may reach into it and pull out any gun from the list (and any other GM-approved weapons). The difficulty of finding a gun and matching ammo depends on the weapons concealability: use three times the weapons FS concealability, or the following codes;

 Concealability
Difficulty

Negligible

5

 Pocket

5

 Jacket


10

 Trench coat

15

 On a failed roll, the owner pulls out an unloaded gun of the wrong type. On a botch, the bag is out of useful guns, and cannot be used again until refilled (between sessions). The bag does not contain extra ammo. Character's who want" bag full of ammo'' should buy three schticks in Lightning Reload. Once a particular gun is found, it is assumed that it comes with one full load of ammo. Futuristic guns and antiques are not normally in the Bag, although the character can fill the Bag with those if she has access to them. If the gun in question requires a schtick you do not have (such as an arcanowave weapon), the check is

 made at -5. If a character besides the owner of the Bag searches through it for a weapon, it is a 3-shot action. If he makes this as a snapshot, he may well botch. This can really ruin your day.

 Treat the Bag as a Signature Weapon in the sense that it cannot be lost or damaged under normal circumstances. Though it cannot be taken along in many places, the character always has it (or one of it's countless brothers) stashed away in a secure location nearby, where it can easily be found. Not in secure areas, though.

Sniper Sights

Inspired by Carl Cramér, written by Oscar Ubeda Segmar.

”One shot, one kill.”

Every Sniper schtick gives you the possibility to aim 3 more shots more after the 3 first aiming actions.

When using the Sniper schticks, one goes into an aiming stance and must remain absolute still. This means that your Dodge is reduced to 0, and any active dodge you make will break the aiming stance, dropping your aiming bonus to 0 (or 3 in the case of Mecha). You may not raise the aim bonus

[Ska den här ge +2-3 ToHit per Shot efter en stund (och bara ge +1 aim shot per schtick)? (3-4 schticks)]

Hail of Bullets

Inspired by David Eber, written by Oscar Ubeda Segmar.

”Blam Blam Blam... <10 seconds of gunfire> ...BLAM!”

You stick to your targets like glue, and when you start firing they know you aren’t going stop until one of you is bleeding real bad. When you hit a character your attack is reduced to a one-shot attack and you may fire again at the same character on the next shot. This can be continued as many times as you have schticks in Hail of Bullets. Single Shot Weapons cannot use this schtick.


Coolness under Fire

Inspired by Benjamin Baugh, written by Oscar Ubeda Segmar.

”Bullets and I have an arrangement. We don’t bother eachother.”

You are to cool to kill, and even when you don’t dodge you seem hard to hit. When you first buy the Coolness under Fire schtick, unnamed characters take 4 shots to attack you with Guns unless you dodge actively (You’re so cool standing there, after all). For every extra schtick in Coolness under Fire you have, you gain a dodge bonus of 1 as long as you are in plain sight and don’t make any attempt to dodge actively. You may buy a maximum of 3 schticks Coolness under Fire.

Slow Mo’ Vengeance

Time stood still as Frostbite came into the cave. He had said he ”was going out to talk to the Metalloid commander”. He came back in two minutes later, missing all of his ammo and half his left leg. When asked what had happened he said:

 ”He didn’t want to talk.”

Inspired by Benjamin Baugh, written by Oscar Ubeda Segmar.

As you start concentrating on your dirty job, you shoot faster and faster, even forgetting protecting yourself.

All your 3-shot Guns attacks are reduced by 1 shot per schtick Slow Mo’ Vengeance you have, as long as you are in plain sight. For every schtick Slow Mo’ Vengeance above 2 you buy, you fire with +1 AV. Your Dodge is reduced by five until your shot comes up next time. This does not carry over between sequences. Single Shot Weapons can be used with this schtick (Remember, time stands still).

Unique Mecha schticks

Man and Mecha merged into perfect unity. You may choose one of these or make up another, at the GMs discretion. They must taught by someone, and only work with one specific Mecha. Change a stat and the Mecha is not the same! They cost 20 XP to buy.

•
MechaMan 


The Mecha only gets impairment from the pilot’s wounds, not from its own. Systems are 





not knocked out until Deathchecks are failed.

•
Mecha Harmony 

All Fu schticks cost half the normal Fu (rounded up) to perform.

•
Perfect Mecha Defence 
Allows Passive MA Dodge against Martial Arts. Cancels the Mecha Mayhem bonus.

•
Phantom Mecha 

Allows Passive Guns Dodge. Phantom Effect: A perception roll with an Outcome of 5 is 




necessary to detect the Mecha. Fix-It Sensor Scan rolls are 5 harder. Mecha stays detected 




until hidden normally.

 •
Strength of the MechaMan 
The Mecha may borrow one attribute from its pilot, using a 3-shot action doing so. 





The opposite is also true: the pilot can borrow an attribute from the Mecha, using a 3-shot 




action. Duration: end of sequence.

•
Borderline Mecha 

Mecha can independently perform actions, with the same skills as the pilot. 







Note: If pilot with Borderline Mecha dies, Mecha becomes a NPC.







(This schtick belongs to the Mecha)

•
Mecha Firestorm 

All 3-shot Guns Stunts and Attacks take one shot to perform. Carnival of Carnage is 





cumulative with this schtick.

•
Mecha Target Z 

Never apply any negative modifiers on Guns Attacks made by Mecha (Snapshots still 





lower AV). Gains +2 To Hit per shot spent aiming. Cancels Phantom Effect.

•
Perfect Unity 


Mecha gets the pilot’s Drive as its initiative. (No d6 roll)

•
Mecha Mayhem 

+2 Martial Arts To Hit per Fu point spent.

Mecha Schticks

Mecha schticks define the special abilities of the mech, such as weapons and flight capability.

Afterburner

Doubles Flight MA for one sequence per schtick. Cumulative if wanted. Max Mecha Con Schticks can be used at once.

Armor

Each level of Armor gives the mecha an extra 3 points of Toughness. 

•
Burnout: Reduce schtick cost by X (Min of 1). Armor works 4-X sequences. One-shot burn.

•
Overload: Reduce schtick cost by one (Min of 1). Armor stops working when it takes a hit that causes 10 Wp.

•
Ablative: Reduce schtick cost by X (Min of 1, Max  schticks payed for). Armor ablates X schticks per hit.

•
Regenerative: Reduce schtick cost by 1 (Min of 1). Armor ablates at a rate of 2 schticks per hit, and regenerates at a rate of 1 schtick per sequence.

•
Shield: Reduce schtick cost by one. The armor only stops attacks the pilot is aware of, and is bypassable with only Eagle Eye 1, regardless of the amount of armor. Shields are always bypassed first. 2 points of Strength are needed per schtick in the shield. To raise Strength specifically in the shield-carrying capacity, pay 1 schtick per 4 Strength raised.

•
Selective Armor: Reduce schtick cost by one. The armor only stops certain kinds of attacks. Choose one of Kinetic, Energy, Close Combat or Guns Damage.

•
Enhanced Armor: Increase schtick cost by one. The armor counts as +4 against certain kinds of attacks. Choose one of Kinetic, Energy, Close Combat or Guns Damage. If you choose this option twice, the bonus is +5.

Backup Power Unit

As Inevitable Comeback, but exchange Magic and Drive.

Close Combat Weapons

As abysmal spines. If you take this schtick, you have a weapon that does +3 damage. You must decide if the weapon is detachable or not and whether it is kinetic- or energy-based. You can also select if the Weapon should have any options:

•
Extra Damage: Extra schtick gives +3 damage.

•
Burnout: Reduce schtick cost by X. Weapon works 4-X sequences.

•
Shock Damage: The weapon is electrified or stuns on impact. Impairment is incurred at a ratio of 1 per full 5 Wp taken. This impairment wears off at a ratio of 1 point per sequence. Raise cost of weapon by one(1).

•
Armor Crushing: Weapons with this option remove 1 schtick of true armor per hit with an Outcome of 5. Raise weapon cost by 1. For every extra schtick, the Outcome is lowered by one. Max 6 adds Armor Crushing.

•
Unwieldy: Lower cost of weapon by X. Weapon has a long attack sequence, 2X+2 shots.

•
Heavy: Lower cost of weapon by 1. The weapon is very heavy, and suffers from the same Strength rules as Weapon Systems.

•
Throwable: Can be thrown Mecha Strength Melee Hexes with the Martial Arts skill. Raise schtick cost by one (1). Heavy Weapons can’t be thrown.

Fu Enabler

Use fu schticks on mecha scale. Use your fu schticks and Martial Arts skill, but these are powered by the mecha's Fu points. You get this for Free.

Flight

One schtick allows the mecha to jump (Range Move). One extra schtick gives true flight. Each extra schtick adds 3 move while airborne or while jumping, choose when you buy the schtick. Roll Driving Diff Move+5*terrain modifier. Failure less than 5 indicates action with that impairment. Success indicates free action.

Mecha that have a dedicated flight form (jet fighter etc) have very high non-combat speed (,only need 1 flight schtick to be able to fly, have no ground move and get hover for 2 schticks).

• Lowered Defense: Mecha has a Dodge of 0 while flying. Lower cost of Flight by 1 (To a minimum of 1).

Overdrive Unit

Doubles Strength, Constitution, Move, Flight Move, Speed and so specified Weapons during a sequence per level of Overdrive Unit. You pay a high price for that time, though. After the Overdrive Units are out, all the above stats are halved for the rest of the session, or until you have time to repair your Mecha. Costs 2 schticks per level.

Point Defence

Based on Poison Breath. Does damage to all adjacent non-mecha units (same mecha hex).

Base damage is 15**. You must decide whether the system is kinetic- or energy-based. The System Skill is 15. For every extra schtick Point Defence you can raise the skill by one or the damage by two.

Regeneration

As per CP Regeneration, but see the table below. Costs 2 schticks per Level. Stops regenerating when Deathcheck is failed.

Level 1:
 The Mech can only regenerate 1 Wp/Seq.

Level 2:
2 Wp/Seq. The Mech can regenerate Armor 


as well, 1 schtick per day.

Level 3:
4 Wp/Seq. The Mech can now truly 



regenerate, at a rate of 1 schtick per day.

Level 4: 
1 Wp/Shot. The Mech regenerates schticks 


at a rate of 1 schtick per hour.

Level 5: 
The Mech regenerates schticks at a rate of 1 


per sequence and 2 Wp/Shot.

Shielded Electronics

Each Shielded Electronics schtick raises Thresholds of Impairment, System Blow-Out and Death Check by 3. When hit by a Shock Weapon, lower Damage by 4 per SE schtick.

Stealth System

The Stealth System schtick adds 2 to Intrusion rolls made in the mecha. The second and consecutive schticks also give extra options, 1 option per schtick.

• Optical Invisibility: Cameras, Sight

• Sensor Invisibility: Radar, Motion Trackers, IR

• Audio Invisibility: Silent Running
Invisibility means that an action is required to spot the mecha, using Perception for Optical, Drive for Sensor Invisibility,  and Drive or Perception for Audio Invisibility.

Targeting System

Makes it possible to fire indirect or, directly, aiming at specific schticks. 5+2 per Shielded Electronics Wp are needed to knock out the Mecha schtick, Mecha takes no Wp. Costs 1 schtick, only usable with one Weapon System that is selected when the Targeting System is bought.

Transformation

Must be bought twice (once for old form, once for new form) for first shape. Works as shapeshift, except that mecha do not revert when using schticks. By paying 2 schticks you can halve the transformation time.

Slow Transform: You only have the necessary parts integrated into your Mecha, not the transformation gear per se. Transformation takes ca 15 minutes and requires a Fix-It roll of 10. A missed roll raises the time needed. Lower Transformation cost by one (1).

Weapon Systems

For each schtick you spend on this you get one weapon system. Select whether it is kinetic- or energy-based, handheld or mounted, and one of the types below:

Weapon Type

Type

Dmg

Charges
Typical

Small

8

Unlimited
Laser

Medium
12*

30

Cannon

Large

18**

3

Missile

Weapon Range

Range 

Effect

Hexes (Tactical)

Short


-1 Cost
3

Medium

0

20

Long


+1 Cost
Sensor Range

Minimum Range (Tactical)

Minimum Range
Cost

0 Hexes

0

6 Hexes

-1

40 Hexes

-2

Weapon receives –1 per hex at or inside minimum range. 

(6 hex min range = -1 at 6 hex, -2 at 5 hex, -3 at 4  etc). Note that Melee hexes are five times as small.

Environmental Options

Atmospheric

All gas environments

Liquid


All liquid environments

Space


The empty void of space.

Special

Special environments





(All specials are unique)

Standard is Atmospheric to Atmospheric and Space to Space.

Choose two option pairs:

Example 1: Atmospheric to Atmospheric

Example 2: Special (Galtorian 5) to Special (Galtorian 5)

Example 3: Atmospheric to Liquid

Nota Bene: Liquid to Atmospheric is NOT the same as Atmospheric to Liquid.

Weapon upgrades

You can spend extra schticks on each weapon system:

•
Extra Damage: Extra schtick gives +2 damage. Mecha needs 2 points of Strength per Level of Extra Damage to use it.

•
Reload: Extra schtick gives one extra ammo multiple.

•
Shock Damage: The weapon fires some kind of EMP beam or other shock method. Impairment is incurred at a ratio of 1 per full 5 Wp taken. This impairment wears off at a ratio of 1 point per sequence. Raise cost of weapon by one (1).

•
Automated: Weapon takes 3-X shots to fire . If shot cost of attack is lowered to 0, pilot may abort to a fire action when attacked, it still costs 1 shot to fire the system, and the damage is applied simultaneously. Raise cost of weapon by 3X.

•
Recoil Compensation: Strength minimum on this specific weapon is reduced by 4X. Raise cost of weapon by X.

•
Orbital Weapon: Only capable of shooting from orbit to ground or vice versa. Raise cost of weapon by zero. No other Range options apply.

•
Interface Weapon: Capable of firing from orbit to ground and firing as usual. Raise weapon cost by one. Weapon range must be long.

•
Extra Environment Option: For every schtick choose X more pairs, where X is the number of Extra Environment Options schticks in the weapon.

 •
Weapon System Transformation: For 1 schtick, the weapon can transform into a melee weapon as well. Base schtick, true damage add schticks and Shock effect schticks are the only ones carried over. When one of the two weapons is out of rounds, both are. Extra schticks can be added to any of the forms.

•
Suppressed: Weapon is not visible when fired. Raise cost of weapon by two (2).

•
Override switch: Weapon can fire while ignoring two levels of its limitations, but while doing so it gains the overheat trait at no cost. Raise cost by 1. Overheat weapons may not take this option.

Weapon Flaws

You can also save schticks:

•
Can only use specific ammunition: Reduces cost of weapon by one (to a minimum of 1).

•
Firing Sequence: Weapon takes 2X+2 shots to fire. Reduces cost of weapon  by X (to a minimum of 1).

•
Fragile: This weapon is destroyed when one (1) of its critical slots are hit. Lower cost of weapon by one (to a minimum of 1). All command armors have this for free. No one-schtick weapon may take this flaw.

•
Large: This weapon requires 6 more Strength to fire than usual. Lower cost of weapon by one (1).

•
Overheating: Weapon overheats if both dice show same number. An overheated weapon cannot be fired until combat ends or a Fix-It roll of 15 (action) is made. Lower cost of weapon by one (1).

•
Single Shot: This weapon cannot make snapshots, target more than one target or be used to reduce shots in any way. Lower cost of weapon by one(1). Weapons with Automation only fire once every 3 shots when this option is in effect.

Only 1 charge option may be used per weapon:

•
Charge I: Weapon can only fire every 6, 12 or 18 shots. Reduces cost of weapon by 1,2 or 3 (to a minimum of 1) respectively.

•
Charge II: Weapon must charge 1 full sequence before immediate firing (Pilot may aim). Reduces cost of weapon by two (to a minimum of 1).

•
Charge III: Weapon must charge 1 full sequence before immediate firing (Pilot may aim). While charging pilot may do nothing but passively dodge. Reduces cost of weapon by three (to a minimum of 1).

•
Charge IV: Weapon must charge 2 full sequences before immediate firing (Pilot may aim). Reduces cost of weapon by three (to a minimum of 1).

•
Charge V: Weapon must charge 2 full sequences before immediate firing (Pilot may aim). While charging pilot may do nothing but passively dodge. Reduces cost of weapon by four (to a minimum of 1).

Weapon options

Lower damage by 2 and select a level of the following:

•
Anti-Personnel: Does its damage to all man-sized targets he fires at (only). Can fire at a maximum of 10 man-sized targets at a time. For one extra level, the Weapon System does its damage to Mecha-sized targets as well.

•
Area Attack: When this option is installed, your weapon can fire at 1 Large Tactical hex (=3 hex diameter Tactical=15 hex diameter Melee). For every extra level you can fire at one more adjoining Large Tactical Hex. Everything in target hex(es) take half damage.

 •
Multi-Target: For every level you can fire at one more Mecha.




Resource schticks

All Characters start with 1 Resource schtick. Most Resource schticks are refilled every session, but sometimes they are spent permanently (see below).

New Resource schticks can be gained in two ways.

Either by buying them with experience points (New resource points cost 5 experience points), or by finding new sources of resources and crew in-game.

Resources

All resources can be bought with Resource schticks.

Mecha schtick

Costs one permanent Resource schtick.

Command Armor

Costs one Resource schtick per 2 Mecha Schticks and scene. May replace, but not boost, an already existing System, excluding Armor and Flight System.  Overdrive Units and Burnout Weapons may not be added to Command Armors.

Stat Points
Cost one permanent Resource schtick per 2 secondary points, may be split into any combination.

Special Ammo Types
•
Armor Piercing load: Ignore 3 points of armor. May be bought any number of times.

•
Anti-Personnel load: Does its damage to all man-sized targets fired at. Can fire at a maximum of 10 man-sized targets at a time (Only).

•
Area Attack: Fills an entire Tactical Hex. For every extra level you can fire at one more adjoining Tactical Hex. Everything in target hex(es) take half damage.

•
Mine Load: Create a 3 Tactical hex diameter minefield with a Skill of 15 and Damage of Weapon System Damage-15. More rounds into the same hex have no effect. Choose if Mecha or Anti-personnel mines are used.

•
Multi-Target: For every level you can fire at one more Mecha.

•
Shock load I: Incur 1 point of impairment per 5 Wp caused, no real damage.

•
Shock load II: Incur 1 point of impairment per 10 Wp caused.

•
Scatter load: Double Outcome, halve Damage.

Support

Schticks
Resource Schticks
SuperLight

1-2

1

Light


3-5

2

Medium

6-10

3

Heavy


11-15

4

SuperHeavy

16-20

5

MegaHeavy

21-25

6

Z Class

26-30

7

ZZ Class

31-35

8

Omega Class

36-40

9

Emperor Class
41+

10 (NA)

The above Mecha all include 1 regular pilot

Pilots:


Skill

Resource

Green Pilot

8-10

-1 (min 1)

Regular Pilot

11-13

0

Clan Pilot

14-16

1

House Pilot

17-20

3, Named

Empire Pilot

21+

5 (NA), Named

Vehicles and Infantry:

Infantry Unit

1
32 men with 4 APCs.

Mecha Mobile Bay
1
Technician. 6 RP. LQ 3.

Field Hospital
1
Physician. LQ 3.

Mobile HQ

1
LQ 12.

Jump Passage

1
1 Mech Return Passage

Mecha Drop Carrier
1
12 RP. LQ 2.

Green Zone

+0
No Conflict

Yellow Zone

+1
Planet-wide Conflict

Red Zone

+2
System-wide Conflict

Black Zone

+3
Emperor’s Edict

Artillery Battery
1
4 Guns, 30 rounds.





D18*, Area 4 (=Battery)

Orbital Strike

1
1. Only if MD Carrier present.





D20**, Area 3

Vehicles

Recon Unit

Bod 1 (Mov 7), Chi 0, Min 0 (Per 7), Ref 0 (Agi 9)

Wheeled

APC
Bod 5, Chi 0, Min 0 (Per 3), Ref 3

Wheeled

Cargo Bay 
1

Mecha Mobile Bay

Bod 9 (Mov 2), Chi 0, Min 0 (Per 2), Ref 2

Tracked

Cargo Bay 
6

Field Hospital
Bod 6 (Mov 3), Chi 0, Min 0 (Per 2), Ref 2

Tracked/ Wheeled

Cargo Bay 
1

Mobile HQ

Bod 6 (Mov 4), Chi 0, Min 0 (Per 5), Ref 2 (Dex 4)

Tracked/ Wheeled

Cargo Bay
2

Mecha Drop Carrier

Bod 12, Chi 0, Min 1 (Per 5), Ref 1 (Dex 7)

True Flight

Cargo Bay 12

Artillery Battery

4x

Bod 4, Chi 0, Min 1 (Per 6), Ref 1 (Dex 10)

Tracked

Only Indirect Fire

WS:Medium (Kinetic)

1

Charge I3 (1/18)



Orbital Strike

WS:Large (Kinetic)


3

Charge I2 (1/12)



Area 3





Inner Strength Paths in the Mecha Empire

Also called Fu paths. The following paths are available:

Path of the Sharpened Scales

Known as Power Strikes (Power Strike, Sure Strike, Mega Strike)

Path of the Passive Wings

Known as Inner Strength. (Winged Stance, Strength Stance, Passive Hold, Active Hold).

Path of the Hands of Light
Known as Lightning Strike. (Shadowless Strike, Armored Strike, Lightning Strike). Lightning Strike costs C3/S3 and cannot be dodged, parried or avoided by any means other than Passive skill.

Path of the Tightening Coils

Known as The Death Dance. (Eyes of Death, Death Stance, Death Strike, Hand of Death, Death Lunge)

Path of the Healthy Tiger

Known as The Defender. Only the Tiger Path is used, and Storm of the Tiger gives X instead of 2X bonus. (Last Resort, Defender, Unyielding Defender, Wounded Defender, Defender Triumphant).

Path of the Storm Turtle

Known as The Paladin. Only Willow Step (Dodge Step), Walk of a Thousand Steps (Multi Step), Clothed in Life (Righteousness) ,Armored in Life (Purity of Purpose),  King on the Water (Confidence) and Fortress of Righteousness (Supremacy) are used.

Dodge Step:

C1/S0.

Multi Steps:

CX/S3.

Righteousness:
C1/S1.

Purity of Purpose:
C3/S1.

Confidence:

C3/S1. 
Condescending comment a must. Defensive Action.

Supremacy:

CX/S3.

Path of the Leaping Storm

Known as Whirlwind Attack. These Techniques are available: Gathering of the Clouds (Multiplicator), Awesome Downpour (Double Strike), Whirlwind Kick (Multi Strike), Rain of Fury (Wind Strike), Torrent of Fury (Whirlwind Attack), in that order.

Multi Mecha

C3/S0. 
Once per Sequence. Only in combat.

Double Strike
C1/S3.

Multi Strike

C5/S5.

1 attack/shot until miss or End of Sequence (EoS).

Wind Strike

C2/S0.

Whirlwind Attack
C5/S0.

1 attack/shot
until EoS.

Directed Force

Channels Inner Force to the physical world.

Force Gathering
C0S2+X.
Gain X Fu until EoS.

Draining Attack
C4S3.

-1 Fu per outcome.

Force Blow

C3S3.

Barehanded. Fu+2 Damage. Opponent thrown Outcome m. -1 shot.

Energy Shield
C2XS1.
Add X to a Body Attribute.  Lasts until EoS.

Overdrive Attack

Specific Mecha path.

Hydraulic Ram
C3S1.

Make an attack with +3 AV. Take 6 Wp.

Push the Limit
C3S3.

Double Move of Mecha for this round only. Mecha may not make a Move next sequence.

Redline Attack  
C3S1.

Make an attack with +5 AV. After attack, remain immobile 5 shots.

System Overload
C3S3.

Add 3 to an attribute until end of sequence (and for the speed calculation next round). Take 





6 Wp after this sequence.

Overdrive Attack
CXS1.

Make an Attack with +2X AV. After attack is made, take 2X Wp and remain immobile X 





shots. This means no actions whatsoever (they are used for damage control).

Shield Master

Practicioner needs a shield for this path.

Shield Block

C1S1.

Defensive action, adds 6 to Dodge value. Counts as a Parry. Artist must use a shield.

Shield Bash
C3S3.

Make an attack with your shield with damage STR+4. If attack connects, opponent must 

make MA roll with your STR+Outcome as difficulty, or fall over and lose 3 shots. When 

the shots are over, he’s up again.

Extended Shield
C3S1.

Add 6 to your Dodge until end of sequence or until you make an attack. Artist must use a 





shield.

Shield Master

CXS3.

Add 2X to any Dodge value. Artist must use a shield. Counts as a defensive action.

Panzer Kunst

Practicioner must be in Mecha, be a Metalloid be in a Power Suit, or possess The Strength of The MechaMan.

Volles Kontakt
C3S3.

Make a tackle with +X damage where X is Move used during attack.

Panzer Kraft

CXS3.

Pay X, where X is number of True Armor Schtick. Add 2 per True Armor schtick, except 


shields to Tou during this action. Counts as a defensive action, but is active during all 3 


shots.

Vernichtung    
C3S1.

Counts as a Defensive Action. Opponent takes same amount of Damage as you take. 





Practicioner must use a Close Combat Weapon with this Fu power.

Einzug Rüstungen
CXSX.
Practicioner gets +X AV against a single opponent this sequence.

Herza Haeon

C6S5.

A barehanded attack that does damage to the person inside, not to the Mecha. Damage is 





2*Personal Fu.

Mercenary’s Luck

Some people prefer to call this path ”The Veteran”.

Retreat and Regroup
C1S1.

Add 5 to Dodge. Counts as a Defensive Action.

Hotshot

C2XS0.
Only usable just before making a Martial Arts non-attack stunt. Add X to your 






Martial Arts.

Breakthrough    
C2S3.

Add 3 to Dodge. You may make a full move. Counts as a Defensive Action.

Scrap Metal
C6S3.

May target a Mecha schtick with Martial Arts as if using a Targeting System.

Never die

CXS0.

Only usable just before making a Death Check. Add X to Con. Lasts during Death Check.

 [Mer Fu-paths någon? /Oscar...]

Power Armor Design

Standard Power Armor

Perception and Reflex attributes limit the pilots attributes. This may cause Action Values to be lowered. See the Skill Boost section for more information. The limit set on Body is permanent.

Attributes: Bod=1 (Con 5, Mov 5), Chi 0, Min 0 (Per 5), Ref 6

Add 3 to primary attributes. Add 3, 2 and 1 points to four different secondary attributes.

Schticks: 3 Power Armor schticks.

Every Power Armor schtick can be exchanged for 2 secondary attribute points.

Schticks available
Afterburner

Armor

Backup Power Unit

Close Combat Weapons (Max 3 schticks extra damage, Mecha or Personal Scale. If Personal Scale is chosen, treat all characters as unnamed.)

Stealth System

Flight

Imperial PA incorporate a Fu-enabler, Earth PA may not have them.

Overdrive Unit

Regeneration

Shielded Electronics

Targeting System

Transformation

Weapon Systems:

Type

Dmg

Ammo

Scale

Small

12*

Inf.

Personal

Medium
18**

30

Personal

Large

8

3

Mecha

Large WS may not increase damage at all.

Imperial Honorary Armored Guard

The Emperor’s own.

Attributes: Bod=1 (Con 5, Mov 10H), Chi 3, Min 0 (Per 5), Ref 6

CAWS
Dmg 18** Scatter+AP, 2 shots to fire, 30 

rounds

Jump

Jump MOV 10M (500 m)

Armor

+9/10

Power Claw
3 Turns +9/10, 1 Imp/5Wp (Mecha Scale)

CAWS 3, Jump 1, Armor 3, Power Claw 2

Starship Design

Standard Starships

Psi, Perception and Reflex attributes limit the pilots attributes. This may cause Action Values to be lowered. See the Skill Boost section for more information. Replace Drive with Psi in all instances when dealing with Starships.

Attributes: Bod 8 (Mov 4), Chi 0 (Psi 5), Min 0 (Per 5), Ref 0

Add 4 to primary attributes. Add 4, 3, 2 and 1 points to four different secondary attributes.

Schticks: 3 Starship schticks.

Every Starship schtick can be exchanged for 2 secondary attribute points.

Schticks available
Afterburner

Armor (See below)

Backup Power Unit

Overdrive Unit (Doubles Psi Boosters too)

Psi Enabler

Regeneration

Shielded Electronics

Ship’s Stations

Stealth System

Targeting System

Transformation

Armor

Options available:

Burnout I-III

Regenerative

Shield

Selective Armor I-II (Only Kinetic/Energy)

Bridge

Makes a pilot, a gunner, a sensor crew and one other position available. You get this for free. Only the pilot is required.

Cargo

Fits 1000 civilians, 1 Mecha, 10 PAs or 2 Fighters. ESF ships must carry at least 1000 people on board or go crazy.

Launcher System

Can fire one mecha or two PAs per sequence.

Point Defence

Every schtick makes a gunner and a Ship-to-Mecha Weapon available. Damage = available Psi Rating.

Psi Boosters

Adds X to effective Psi Rating of a station. Cost X squared schticks.

Psi Enabler

Allows starship navigation and control with Psionics skill. You get it for free. A person may fire any number of weapons against 1 target. Use the lowest of Personal/Starship Psi Rating.

Ship’s Guns

Makes a gunner and a Ship-to-Ship Weapon available. Damage = available Psi Rating.

Support Crew

There is a support crew available. If a position is hit (except Cargo), this crew comes into play there.

Earth Scanner Federation Frigate

Attributes: Bod 12 (Mov 8), Chi 0 (Psi 8), Min 0 (Per 7), Ref 0 (Spd 4)

Bridge

Point Defence


1

Psi Booster +1

PsyCannon (Dmg 11, 1/6 shots)

Ship’s Guns



1

Psi Booster +1

Heat Ray (Dmg 11, 1/6 shots)

Cargo (1000 crew)


1

Standard Imperial Crew

Psi 8

Psionics 13

