Mecha!


Mecha Characters


Note: Ex-Special Forces and Maverick Cop make good mecha pilots as are…


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)*





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 Design


A mecha is designed in the same way as a character. 


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


Move is the speed with which this metal behemoth moves.


Strength represents the raw physical strength of the hydraulic system.


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.


Intelligence represents the autopilot and other automated systems. Sets a limit for skills learned by the mecha.


Charisma represents the mechas personality, if it is self-aware.


Reflexes is the motivation system profiles.


Standard Mecha ("50 tons")


Perception and Reflex attributes limit the pilots attributes. This may cause Action Values to be lowered.





Attributes: Bod 6, Chi 0, Min 0 (Per 5), Ref 4





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





Schticks: 5 Mecha schticks.





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





Arcanomech


Bod 5, Chi 0 (Mag =8), Min 1 (Per 5), Ref 5


Add 2 to primary attributes. Add 4, 3, 2 and 1 points to four different secondary attributes. Exchange Drive for Arcanowave Device in all instances when dealing with Arcanomecha.





Unique Schtick: Counts as an abomination.





Schticks: 5 Mecha, Arcanowave, or Creature Power Schticks.





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





Quick Schtick Pick:


Armor 2


2 Std Weapons


1 Close Cbt Weapon








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.


If you have a Fu Enabler, you can use your Martial Arts AV for stunts as well as attacks!


Mecha and Damage


Mecha are machines. They do not heal naturally and must be repaired. If the mech 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 Schticks


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


Armor


Each level of Armor gives the mecha an extra 2 points of Toughness. Max 8 points possible.


Backup Power Unit


As Inevitable Comeback, but exchange Magic and Mecha Constitution.





Close Combat Weapons


As abysmal spines. If you take this schtick, you have a weapon that does +2 damage. You must decide if the weapon is detachable or not. You can also select if the Weapon should have any options:


•	Extra Damage: Extra schtick gives +2 damage. Max 3 extra schticks (+6 damage) per weapon.


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


•	Shock Damage: The weapon is electrified or stuns on impact. Damage received is soaked by Constitution.





Stealth System


The Stealth System schtick adds 2 to Intrusion rolls made in the mecha. The second and consecutive schticks give extra options, 1 option per schtick. A total maximum of 4 schticks.


• 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.


Enabler


An enabler allows the mecha pilot to use other abilities. For each schtick you spend, choose one of the following:


•	Fu: Use fu schticks on mecha scale. Use your fu schticks and Martial Arts skill, but these are powerd by the mecha's Fu points.


•	Magic: Use magic schticks on mecha scale.


•	Arcanowave: Mech can be used with Arcanowave Device skill instead of Driving and Guns (and Martial Arts if such an enabler is present). Mecha scale Sucker Rounds and Agony Grenades possible!


Flight


One schtick allows the mecha to jump (Move). One extra schtick gives true flight. Each extra schtick adds 2  move while airborne.


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 and have no ground move).


Overdrive Unit


Doubles Strength, Constitution, Move, Flight Move, Speed and so specified Weapons during a sequence per schtick. Max 3 schticks. You pay a high price for that time, though. After the Overdrive Units are out, all the above stats are halved.


Point Defence


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


Damage is on personal scale only. Base damage is 15**.


Regeneration


As per CP Regeneration.





Shielded Electronics


Each Shielded Electronics schtick (max 3) gives +3 when making Death Checks for the mech. When hit by a Shock Weapon, lower damage by 3 per SE schtick.


Transformation


Must be bought twice for first shape. Works as shapeshift, except that mecha do not revert when using schticks.


Weapon Systems


For each schtick you spend on this you get one weapon. Select one of the types below:





Type		Dmg		Charges	Typical


Small		8		Unlimited	Energy


Medium	12*		30		Projectile


Large		18**		3		Missile





Weapon upgrades


You can spend extra schticks on each weapon system. For each schtick you spend on this you select one of he following:


•	Extra Damage: Extra schtick gives +2 damage. Max 3 extra schticks (+6 damage) per weapon.


•	Reload: Extra schtick gives one extra ammo multiple.


Weapon options


For each schtick you spend on this, lower damage by 2 and select one of he following:


•	Shock Damage: The weapon fires some kind of EMP beam or other shock method. Damage received is soaked by Constitution.


Mecha in Action





Mecha and Gun Schticks


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 points of  Mecha Armor per Schtick.


Lightning Reload


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





ArcanoMecha


An archanomech is a living being (but it is not necessarily intelligent or even self-aware).  This has certain effects:


•	It heals as a normal living being. Medicine skill can be used as for Abominations.


•	It counts as a supernatural creature (same rules as for mutated characters).


•	It can take Creature Powers as well as mecha schticks. 


•	Juncture modifiers?





ArcanoMecha and their Pilots


Fumble


A fumble creates 1 mutation point that goes to the pilot.


�
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Regeneration and Enabler (Magic) are not allowed. 


Character Templates allowed at the beginning of the campaign:


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


Everyman Hero


Ex-Special Forces


Gambler (Net)


Karate Cop


Killer


Martial Artist


Maverick Cop


Ninja (+1 Fu Schtick)


Old Master


Psionic Cop


Scrappy Kid (Minus normal Schticks)


Seasoned Vet


Spy


Techie


Test Pilot


Journalist (Net)


Medic (Net)


Private Eye (Net)


All characters start play without Mecha. 


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 (7)*





Add 8 points to these or other skills.





Unique Schtick: Never gets any impairment in a vehicle.





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


Psionic Cop                                                                                


Bod  5, Chi 0 (Mag = 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 +5 (=13)


Police+2 (7)


Info/your choice+6 (11)





Add 8 points to these or other skills.





Schticks: 1 gun* schtick, Influence and your choice of Movement or Blast.





Unique Schtick: Can always recognize a psionicist by the mental emanations from his mind.





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


Extra Skills used


Psionics (Magic)


Works as Sorcery. Psionics does not require paraphernalia, but sight is required.





BattleTech


One schtick per 10 tons. Add one for good design, subtract one for bad design.


Some mecha schticks are not allowed. These are Regeneration and Enablers (all).








Sample weapons


Flamer


Laser


MG


If used as weapon system, it works as a WS:Energy.


Autocannon


LRM Missiles


SRM Missiles





Sample Mecha





Thunderbolt 3


JaegerMech 1


Rifleman 4


Dragon 4


Locust 3


Cicada 1


Commando 2


Javelin 1


Marauder 1


Griffin 2


Hermes II 1


Stinger


Phoenix Hawk


Crusader 1


Warhammer 1


Zeus 1


Goliath 3


Quickdraw 1


Quickdraw-, 60t (#5)


Bod 6 (Con 8), Min 0 (Per 10), Ref 6 (Dex 12)


Armor+2 (1)


Weapon System: Energy (2 Large Laser, Extra Damage +4) (3)


Weapon System: Kinetic (2 AC/5) (1)


Crusader+, 65t (#8)


Bod 6 (Tou 9, Con 10), Min 0 (Per 5), Ref 6 (Dex 8, Spd 7)


Point Defence 15** (2 MG) (1)


Weapon System: Energy (2 ML) (1)


Weapon System: Missile (2 LRM-15, Extra Damage +4, 1 reload) (4)


Weapon System: Missile (2 SRM-6, 1 reload) (2)


Stinger, 20t (#2)


Bod 6 (Move 10), Min 0 (Per 5), Ref 7 (Agi 9, Spd 8)


Flight (1)


Weapon System: Energy (1 ML+2 MG) (1)


Hermes II,40t (#4)


Bod 6 (Move 8), Min 0 (Per 9), Ref 7 (Dex 9, Spd 10)


Weapon System: Energy (1 ML+1 Flamer) (1)


Weapon System: Kinetic (AC/5) (1)


Archer+, 70t (#8)


Bod 8 (Move 5, Tgh 11, Con 9), Min 0 (Per 5), Ref 4 (Dex 8)


Weapon System: Energy (2 Medium Laser) (1)


Weapon System: Energy (Rear 2 Medium Laser) (1)


Weapon System: Missile (2 LRM-20, Extra Damage+6, 2 reloads) (6)


Cicada, 40t (#4)


Bod 6 (Move 12), Min 0 (Per 9), Ref 6 (Agi 7, Spd 9)


Armor+2 (1)


Weapon System: Energy (2 ML+1 SL) (1)


Commando, 25t (#3)


Bod 6 (Move 7), Min 0 (Per 5), Ref 8 (Agi 9, Spd 10)


Weapon System: Energy (1 ML) (1)


Weapon System: Missile (SRM-6+SRM-4, 1 reload) (2)


Dragon, 60t (#6)


Bod 8 (Move 6, Con 10), Min 0 (Per 5), Ref 4 (Dex 8, Spd 7)


Armor+2 (1)


Weapon System: Energy (2 ML) (1)


Weapon System: Kinetic (AC/5, 1 reload) (2)


Weapon System: Missile (LRM-10, 1 reload) (2)


Grand Dragon, 60t (#7)


Bod 8 (Move 6, Con 10), Min 0 (Per 5), Ref 4 (Dex 8, Spd 7)


Armor+2 (1)


Weapon System: Energy (2 ML) (1)


Weapon System: Energy (PPC, Extra Damage +4) (3)


Weapon System: Missile (LRM-10, 1 reload) (2)


Goliath, 80t (#8)


Bod 8 (Move 5, Tgh 12, Con 11), Min 0 (Per 4), Ref 4 (Dex 6, Spd 5)


Point Defense 15** (2 MG) (1)


Weapon System: Energy (PPC, Extra Damage +4) (3)


Weapon System: Missile (2 LRM-10, Extra Damage+2) (2)


Griffin, 50t (#5)


Bod 6 (Tgh 7,Con 8), Min 0 (Per 5), Ref 6 (Dex 10, Spd 9)


Flight (1)


Weapon System: Energy (PPC, Extra Damage+4) (3)


Weapon System: Missile (LRM-10) (1)


JaegerMech-, 65t (#6)


Bod 6 (Move 7, Con 8), Min 0 (Per 10), Ref 6 (Dex 12)


Armor+2 (1)


Weapon System: Energy (2 Medium Lasers) (1)


Weapon System: Kinetic (2 AC/5+ 2 AC/2, 1 reload) (2)


Javelin, 30t (#3)


Bod 6 (Move 8, Con 7), Min 0 (Per 5), Ref 4 (Dex 9, Spd 10)


Flight (1)


Weapon System: Missile (2 SRM-6, 1 reload) (2)


Locust, 20t (#2)


Bod 6 (Move 10), Min 0 (Per 5), Ref 7 (Dex 8, Spd 9) 


Point Defense 15** (2 MG) (1)


Weapon System: Energy (Medium Laser) (1)


Marauder+, 75t (#9)


Bod 6 (Tgh 8, Con 10), Min 0 (Per 5), Ref 7 (Dex 9, Spd 8)


Armor+4 (2)


Weapon System: Energy (2 ML) (1)


Weapon System: Energy (2 PPC, Extra Damage +6) (4)


Weapon System: Kinetic (AC/5) (1)


Phoenix Hawk LAM+, 50t (#6)


Mecha:


Bod 6 (Con 7), Min 0 (Per 5), Ref 8 (Agi 10, Dex 9)


Aerospace Fighter:


Bod 6 (Con 7, Move 10), Min 0 (Per 5), Ref 6 (Agi 8, Dex 9)


Flight (1)


Transformation (2)


Weapon System: Energy (2 ML+2 MG) (1)


Weapon System: Energy (Large Laser, Extra Damage +2) (2)


Phoenix Hawk+, 45t (#6)


Bod 6 (Con 7), Min 0 (Per 7), Ref 8 (Agi 10, Dex 9)


Flight (1)


Point Defence 15** (2 MG) (1)


Weapon System: Energy (2 ML) (1)


Weapon System: Energy (Large Laser, Extra Damage +2) (2)


Rifleman, 65t (#7)


Bod 6 (Move 7, Con 8), Min 0 (Per 10), Ref 6 (Dex 10, Spd 8)


Weapon System: Energy (2 Large Laser, Extra Damage +4) (3)


Weapon System: Kinetic (2 AC/5) (1)


Armor+2 (1)


Stinger LAM+, 30t (#4)


Mecha:


Bod 6 (Move 8), Min 0 (Per 7), Ref 6 (Agi 10, Dex 8)


Aerospace Fighter:


Bod 6 (Move 10), Min (Per 5), Ref 7 (Dex 8, Spd 9)


Flight (1)


Transformation (Aerospace Fighter) (2)


Weapon System: Energy (Medium Laser+2 MG) (1)


Thunderbolt, 65t (#7)


Bod 6 (Tgh 10, Str 9, Con 11), Min 0 (Per 5), Ref 4 (Dex 8)


Armor+2 (1)


Point Defense 15** (SRM-2, 2 MG) (1)


Weapon System: Energy (3 ML) (1)


Weapon System: Energy (Large Laser, Extra Damage +2) (2)


Weapon System: Missile (LRM-15, 1 reload) (2)


Warhammer, 70t (#7)


Bod 6 (Tou 10), Min 0 (Per 5), Ref 7 (Dex 9, Spd 8)


Point Defense 15** (2 SL+2 MG) (1)


Weapon System: Energy (2 ML) (1)


Weapon System: Energy (2 PPC, Extra Damage +6) (4)


Weapon System: Missile (SRM-6) (1)


Zeus, 80t (#8)


Bod 5 (Tgh 11, Con 9, Str 10), Min 0 (Per 5), Ref 4 (Dex 8)


Weapon System: Energy (Large Laser, Extra Damage +2) (2)


Weapon System: Missile (LRM-15) (1)


Weapon System: Energy (2 ML) (1)


Weapon System: Kinetic (AC/5, 1 reload) (2)


