ArcanoMecha

Mecha Stats

Psi is a Limiter and needs to be powered by Pilot.

Mecha Schticks

ArcanoMecha may install Creature Powers, mount Mecha Schticks and implant Arcanowave Devices.

Skills Used

ArcanoMecha may dodge passively with Arcanowave Device. ArcanoMecha may dodge actively with Arcanowave Device, Guns and Martial Arts.

Mecha Creation

Arcanowave Science is used to create Arcanowave Devices and install Schticks. Mecha Science must also be used to build Mecha, and Creature Powers is used to control which Creature Powers are induced. Fix-It is used to repair the Mecha Schticks on the ArcanoMecha and Medicine is used to heal the Mecha. It heals as a living being between sessions.

Mecha Schtick Max: Fix-It+Mecha Science

Arcanowave Max: Arcanowave Device/Design

CP Max: Mecha Psi/2xPilot Psi.

Arcanowave Devices

One Mutation point per sequence a Device is plugged in is the default Mutation. All Devices work as outlined in the Feng Shui Arcanowave chapter, except where noted.

Arcanowave Guns

Blasters

Damage

Psi

Ammo

8 per sequence.

Ammo Capacity
8

Cannons

Damage 

Psi+4*

Ammo

4 per sequence.

Ammo Capacity 
4

Launchers

Damage 

Psi+10**

Ammo

2 per sequence.

Ammo Capacity
2

Options

Seeker System

May attack an extra time (until it hits) per schtick in Seeker System. May attack any targets.


Extra Damage

+2 Damage per extra schtick. 3 points of Strength per Extra Damage schtick is required.

Recoil Compensation

Reduces Strength needed on ArcanoGun by 4.

More Ammo Capacity

One extra multiple Ammo Capacity. Costs 1 schtick.

Faster Ammo Regeneration

Add ½ multiple to Ammo Regeneration. Costs 1 schtick.

Slower Ammo Regeneration

Reduce Ammo Regeneration by ½. Reduce schtick cost by 1.

Models

Helix Rethreader

Anyone using Chi Outcome shots after hit takes an additional (used substat) Chi Wp. Cost 2.

Helix Ripper

Damage cannot be healed by conventional means. Cost 2.

Sucker rounds

Every hit adds 1 point of mutation to total of target. Costs 1.

Wave supresser

Causes Paralysis in Supernatural Creatures equal to Outcome in sequences (No Damage). Cost 0.

Arcanowave Energy

No special effect. Cost 0.

Infector

These weapons insert parasitic units into the attacked area. Infector Weapons cause an additional Outcome Wp at the end of the sequence, if the attacker is still alive and penetrated the armor in the first place. He does not need to do any damage, just penetrate armor. If the host dies from this, he is resurrected 1d6 sequences later, as a arcanowave construct, attacking non-arcanowave users. The construct goes berserk, attacking with AV+3 and a Dodge of 0. The construct has a Chi of 0 and a Magic of 1, and heals all damage during its down period. This only happens once. There are two types of Infector Weapons: against Living and against Mechanic. These are mutually exclusive.

Cost 2.


Aerial Mobility Unit

Flight.

Noncombat Speed: Psi+Arcanowave Skill.

Combat Speed: Psi.

Counts as a continous action.

Agony Grenade

Effect: Impairment from woundpoints/3 taken earlier (in one attack) on all living beings, except ArcanoMecha throwing and his pilot (or just user). Living mecha with pilots take this twice (once for the pilot, once for the mecha).

Diff: 6.

Range: Outcome hexes.

Duration: Outcome shots.

1 charged Agony Grenade per Agony Grenade schtick. 1 Mutation point per Agony Grenade charging.

Chameleon System

Written by David Eber for Redemption

Modified by Oscar Ubeda Segmar

This looks like a black jumpsuit with a hood made out of some sort of rubber-like material. It has arcanowave fibers threaded directly into the material, with the power pack (about the size of a deck of cards) resting at the base of the spine or on the waist. When plugged into an AI/O port, the suit bends and refracts the light around the wearer, causing him to blend into his surroundings. This allows you to sneak using your Arcanowave skill, even in plain sight. Humans rarely use this device because of the extreme mutation risks involved in any prolonged use.

 ArcanoMecha have this implanted instead.

Feedback Enhancer

Any Psionic effect targeting you (specifically), causes a Backlash in the Psionic.

Juicer

Activation removes impairment. Add highest impairment removed Mutation points at end of session.

Machine Slave Link

Written by Carl Cramér

Modified by Oscar Ubeda Segmar

Machine Slave Links will stretch ethereal filaments into the control sections of the machine and back to you. As long as you remain within a distance equal to your Arcanowave Device skill, you can remote-control it, as long as your Arcanowave Device action result exceeds the operator's skill. Any mecha control skill, Fix-It, Arcanowave Science and Mecha Science are all defenses against this ability. For every extra schtick you can exude etheral tentacles 1 extra hex and add your Arcanowave Device Skill to the control range.

Mind Web

Written by Carl Cramér

A fan of ARB somewhat like a spider web, usually mounted like a fan behind the neck. It can be folded when not in use. This is a telepathic broadcast-amplifier unit. You can send messages to characters you know who are within a number of kilometers equal to your Arcanowave action result. If the target also has a Mind Web, the range is ten times that. It is also possible to use the Mind Web as a telepathic loudspeaker, to broadcast a message to everyone within ten meters times your Arcanowave Device action result. This can be a good way to induce total panic in a large number of innocent bystanders.

 This device also permits you to "log on "to the "dark side" of the world's chi energy. Thus you can access memories and psychic impressions of places and events, just as long as you know where to look. You can ask complex questions of your GM, who will answer them in foreboding ways or describe to you dark visions that you get. You can do research using Arcanowave Devices skill, each Sequence counting as an hour spent in a library or forensic lab.

Neural Stimulator

Effect: Raise Speed to Arcanowave Device roll.

Duration: Outcome Sequences.

At the end of every sequence using Neural Stimulator, user (and ArcanoMecha) gets 1 point of impairment, not removable by Juicer.

Pain Weapon

Written by Carl Cramér

Do damage equal to Psi, soaked by pilot (and living mechas) Willpower. When Deathcheck is missed by less than Willpower, target goes down Outcome minutes. Used to capture ArcanoMecha raw materials.


Pathfinder

Written by Carl Cramér

The pathfinder acts as a homing device or tracer. Encoded with the prey's DNA, the pathfinder will pinpoint him if the Arcanowave roll exceeds the target's Magic attribute or Arcanowave Device acting value. The device gives range and direction, with an accuracy of 10% of the range to the target when it is used. Several attempts may thus be required to determine a target's exact location. Each attempt takes a full sequence.

Range is long but not extreme.

Pulser

Effect: Causes surroundings to resonate with favorable Arcanowave Patterns, giving ArcanoMecha and abominations +2 AV.

Radius: Outcome hexes.

Duration: Outcome sequences.

Skill: Arcanowave Device.

Diff:5.

Regenerative Amoebae

Inspired by the Information Uplink by Gary Handelman

Written by Carl Cramér

Modified by Oscar Ubeda Segmar

When inert, this device looks like a globe of green slime, about 4" across. It is malleable and sticky, and can be pasted onto something else to be easily transported. It is activated by placing it against a patient, whereupon it will slowly expand to cover the patients entire body, with only a vein-like tendril connecting it to your AI/O port. Once it has encapsulated the patient, it will use your arcanowave energy to rebuild the patients damaged body. The Regenerative Amoebae heals just like Medicine, and can save the dying and restore Wound Points between fights. Each use gives

 you and your patient a single mutation point each. 

ArcanoMecha often carry large amounts of Amoeba inside them. Every schtick Regenerative Amoebas an ArcanoMecha has, allows it to remove a system blow-out once in-combat. As long as the ArcanoMecha carries one schtick of Regenerative Amoebas, the pilot can regenerate his ArcanoMecha as above, too.

Reinforcer

Effect: +3 Armor and –1 Agility per schtick.

Skill: Arcanowave Device.

Diff: Psi attribute.

Duration: Outcome sequences.

Add Outcome Mutation points to Mutation Total. Max 4 Reinforcers may be implanted.

Bionic Appendages

Adds 6 to Strength and Move when plugged in. Can only be used a total of Psi sequences before going down, and must be recharged. A maximum of 4 Bionic Appendages can be used simultaneously. Extra schticks may be used to get several charges.

Sonic Infliction Device

Written by Gary Handelman

Modified by Oscar Ubeda Segmar

This looks like a whistle made of ARB (it is), with an AI/O optical cable coming out of it. While unplugged, it is a perfectly functional whistle. If you blow it while it's plugged in (1 shot action), everyone, including you, in a radius equal to the arcanowave device check outcome (difficulty ten, or the highest Magic of anyone in the vicinity) in meters around you suffers two points of impairment for the

 remainder of the Sequence. Arcanowave-based effects cannot mitigate this impairment.

 Abominations and other Supernatural Creatures are particularly susceptible, and are affected for a number of Sequences equal to the Outcome.

 ArcanoMecha often have this implanted as a modification to their vocal cords (they don’t whistle, they scream or roar).

Slap Patch

Modified by Carl Cramér and Oscar Ubeda Segmar.

This first aid device is a palm-sized rectangular

chunk of ARB with a powerful adhesive along one side. When you want to use it, tear the waxed paper covering off the adhesive and slap it onto a wounded living being. Preparing and applying a Slap Patch is a 3-shot action. Make a Constitution roll for the patient and subtract the Action Result from the patient's Wound Point total. There is no such thing as negative Wound Points and no way to save up healing to apply against future wounds. The patient heals immediately, as the arcanowaves emanating from the ARB patch temporarily reconstitute his DNA for rapid healing.

 Both you and your patient must make a mutation check with a the Difficulty of 1 at the end of the session: this is cumulative with other additions to the mutation check Difficulty. In-between sessions you grow new patches using a special kit. It includes a growing vat, tiny crystals of "seed" ARB which grow into the full chunks, a supply of chemical catalyst for the vat (just add some carbohydrates). Your GM may say you are running low on Slap Patches to heighten the suspense, just as he can with any type of gear.

 There exists a ArcanoMecha variant that is already implanted. It works just like above, but 1 whole schtick is implanted per healing attempt, and is called a Regeneration Node.

Spirit Shield Generator

Effect: When hit, may make a skill roll to dodge attack.

Skill: Arcanowave Device.

Difficulty: Incoming Attack.

The ArcanoMecha Spirit Shield Generator contains 3 spirits per schtick put into it.

ArcanoPsychic Enabler

Written by Carl Cramér as Technomagic Enabler

Modified by Oscar Ubeda Segmar

This device appears as a pulsating black crystal/organic lattice at the character's temple. It acts as a link between the characters Psionics and arcanowave energy.

All Psionics are effectively subtle, though the effects are just as obvious as always. With a ArcanoPsychic Enabler, your Psionics counts as Arcanowave and can be combined with other Arcanowave effects, such as the Pulser or Tracer Resin Projector. You can use Psionic effects that normally target Psionics (such as Fertility) against Arcanowave user. ArcanoPsychic Enablers also negate Psionic backlash. The user gets Mutation points equal to the Negative Outcome of the backlash negated, but nothing else.

Interdimensional Transport System

written by Carl Cramér (as Teleport Beacon)

modified by Oscar Ubeda Segmar

Effect: Teleport LOS, or teleport to Teleport Beacon (commonly other ITS).

Diff: 10, visibility modifiers apply.

Skill: Arcanowave Device.

1d6 Mutation points per failed attempt, 1 per successful.

Threat Evaluator

Effect: Arcanowave Perception.

Skill: Arcanowave Device.

Can also be used to study living opponents and lower their Toughness values by Arcanowave Device Outcome, but user will then suffer from the berserk flaw on a fumble.

Diff: Highest Combat Skill or Intimidation.

Tracer Resin Projector

Effect: Hit lowers Dodge and Parry by 2 against effects from Abominations, Supernatural Creatures and other Arcanowave Users.

Skill: Arcanowave Device.

Duration: Outcome shots.

Arcanowave Melee Weapons

All these exist in both human and mecha scale.

Warp Weapons

These weapons do not cause that much damage, but cause a lot of mutation.

Damage: STR+Schticks*2

Mutation: 1 for the user, 1d6 for the target.

Arcanowave Energy Weapons

These weapons channel Arcanowave energy into the striking area. 

Damage: STR+Schticks*4.

Mutation: 1d6 for the user.

Infector Weapons

These weapons insert parasitic units into the attacked area.

Damage: STR+Schticks*3. 

Infector Weapons also cause Outcome Wp at the end of the sequence, if the attacker is still alive and penetrated the armor in the first place. He does not need to do any damage, just penetrate armor. If the host dies from this, he is resurrected 1d6 sequences later, as a arcanowave construct, attacking non-arcanowave users. The construct goes berserk, attacking with AV+3 and a Dodge of Ref (it may not actively dodge). It heals all damage during his down period. This only happens once. There are two types of Infector Weapons: against Living and against Mechanic. These are mutually exclusive.

