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INTRODUCTION

About GURPS

Steve Jackson Games 1s committed 1o full
support of the GURPS system. Qur address 14
SJ Gumes, Hox 18957, Austin, TX 78760,
Please include a seif-addressed. stamped enve-
lope tSASE ) any time you write us! Resources
now available include:

Pyramid (www 5games.com/pyramid),
Our online magazing includes new rales and
artictes tor GURPS. It ulso covers the hobby's

top games — AD&D, Traveller, World of

Darkness, Calf of Cthuthe, Shadowrn, and
many maore - and other 3 Games releases Tike
In Nennine, INWO, Car Wars, Toon, Ogre
Minigiures, and more. And Pyramid sub-
scribers abso have access 1 playtest Tiles
online. i see Land comment on) new bouks
before they e released.

KNew supplements and adventures.
GURPS contimues w0 grow, and we'll be
happy to let you know what's new. A cur-
rent catalog is available tor an SASE. Or
check oul our Weh site (helow).

Errata. Evervone miakes mistakes.
including us - but we do our best o Frx our
errors. Up-to-date errata sheets for all
GURPS releases. including this book, are
always available from 8] Games: be sure
o include an SASH with your reguost. Or
download them from the Weh — see below,

QA We do our best o anvwer any
2ame question accompanied by an SAsL.

Cumer inprd, We value your commenis.
We will consider them, not only for nes
products. but alse when we update this
book on later printings!

frrevaer. Visit us on the World Wide
Web at www.sjgames.com for an online
catalog, ervuta, und updates. and hundreds
ol pages of information. We also have con-
ferences on Compuserve and AOL.
GURPS has its own Usenct group, towe
rec.gamws. frp.gurps.

GURPSner. Much of the online discus-
sion of GURPS happens on ths e-madl list,
To join, send maif o majordmme@io.com
with “subscribe GURPSher-1." in the body,
or point vour World Wide Web browser to:
hiip:ffvwww,io.com/~Ftp/GURPSnet/www.

The GERPS Mecha web page is at

www sjgames.condgurps/hooks/mecha

Page References

Rules and statistics i this book are specili-
cully Tor Uw GURPS Baxic Set. Third Eduion.
Revised. Any page reference thar beging with o
B reters to the GURPS Basie Set — e.z.. .
BIO? mesms p. 102 of the GURPS Basic Sef,
A reference thut bepins with €L refers
GURPS Compendium I, Cll relers o GURPS
Compendinm 11, UT refers o GURPS Ultra-
Fech, Second Bdition. Revised and VE refers
1o GURPS Vehicles, Sceond Fadinon,

Mecha is the Japanese term for the mechanical devices that appear in their
animated cartoons (or asime), from giant spaceships to rebot cats. But in the
West. the word “mecha” is identificd with the most unigue ol these machines:
gant pilored robors and battlesuits.

GURPS Mecha is a book abous thar kind of mecha and the people who use
them - spit-and-polish space marines making planetary assaults, grim mercenar-
ies fighting for money and honor, daredevil Space Force pilots in transtormable
mecha fighters. beautiful alicn mecha-warriors come to defend Earth trom
invading monsters or brilliant eagincers donmng their own mventions 1o fight
crime and evil as baltlesuited superheroes.

In these pages vou'll find guidelines on running a mecha campaign inspired
by Japanese anime or by western science fiction and comics, as well as maternal
on building battlesuits and mecha for existing Supers, Space, and Cyberpunk
campaigns. The mecha rules are based on GURPS Vehicles and Robots, but use
a streamlined design sequence and add many new options to cover exoticy like
(ransformable mecha, superscience and powerful hand-to-hand weapons. There
are also special cinematic combat rules designed o capture the flavor of the
mecha genre.

Finally, we've included @ ready-to-use mecha campaign. Cyhermech
Damocles. in which a secret agency battles alien intruders.

So climb into the cockpif. check the head-up display, and power up the
fusion reactor . . . and enter the world of GURPS Mecha!

About the Author

David L. Pulver is a freelance game designer and writer. He's enjoyed sto-
ries about mecha over since he read Starship Troopers i junior high school fwas
that really 17 years apo?) and is an avid fan of Japanese animation and manga.
His first book was GURPS Ultra-Tech in 984 — since then. he has wntten ar
co-authored some 20 roleplaying game supplements.







Glossary

The mecha geare has developed it own
language. includmg many terms onginally
derived from the Japanese usage.

AFVY - Mililarese for “armored fighting
vehicle.” The most impogtant types are
tanks foften “main battte tunk.” or MBD
and armored personnel carriers (APCs)
that carry infantry.

Anime — This is the lapancse name tor
animated carloons. Anime ranges from
romiance slories to giant robafs 10 sapernal-
uraf harror. In the last few years, BEnglish-
subtiiled and English-dubbed versions of
antime have become widely available.

Battlesuit -- A suit of powered armor: 4
mecha the size of a man.

ECM - Electronic countermensures:
janrming and stealth systems.

Japanimation — An older American
term {or anune.

Kawaii - Japanese tor “cute.” A
favorite comment of invading uhtra-tech
aliens when they see Earth military hard-
wire,

Manga - Japuanese comics. Many
manga are made nio anime.,

Mecha (GURPS Usage) — An anthro-
pomorphic tnk. or generally. any armered
vehicle with legs.

Mecha (Japancse usagel — Any
machine that appears in animation.
Hardcore otaku imsist this is the only prop-
er usage.

Otaku - A Jupunese pejorative mean-
ing “seriousty obsessed fan.”

Transformable Mecha - A mecha that
can alter its physical shape, usnatly from u
humanaoid shape w something else. lihe
fighter plane or motoreycle.

IR S A

&5

“Planet Gehenna,” General Cobalr said grimly. “Seo that’s where the Sivy
are hofding our POWs.”

“fu afreid so, six” Wing Commander Sirocce veplied. “Slave fabar in the
thorium prines, withow radiation suirs.”

The General frowned. T want them out ay much as vou do, Conmmander, but
vou know how thin we 're stretched. | can’t spare much. One company, tvo af the
mosi. A single corveite”

“An armored company and one corvetre's all T ieed,” Sirocco said. She acti-
vated a holographic map display. “These recon images are iwo devs ofd. We
codenamed the camp Statag 13.1i's in the mountains we call the Hellrakers.”

The General studied the pictures, shaking his head. " Wing Conunander. are
vour crazy? This is a fortress — laser and missile batteries, and two troops of Sryy
warriors. A single company? The air defense alone will wurder you!”

“Right, siv” Her finger stabbed o poinr on the display. 200 miles cast of the
camp. “Instead. we'll land here. bevond their defense pevimeter. We approach
overtand .7

“Overland? " The General interrupred. " There's ne way vou'll get ranks
through those mowniaing, And infaniry or choppers alone won 't stand o chance.”

“Soowe won't use them.” The holographic miap was replaced by another
image. It was « mechanical giam, a siv-merer-tafb knight in lieimincied arinor iy
hody bristling with weapons.

“Mecha, " the veneral saic. " UH be dumned.”

“The Seraph Delta,” Sivacco corvected. " The Sixth Armored has just fin-
ished tratning with then. Moving on legs and jump jeis. they can cross the
monuntains, storm that base and hold the space poir long enough for a retrieval
boar to arrive. A dozen Seraphs should handle o rroop of Stox war-beetles.” She
paused, then added Sty P'd Ttke 10 call it Operation Ardennes. Duriing World
War 1l on old Earihi, the French left « secior lightiv defended. because they
didhi 't realize German tanks could cross heavy jorest. The panzers punclied
throwgh, Ard — 7

“The local Shx commandant just pade the same mistake,” General Cobuall

Jinished. For once, he was soiling. “Gaood hunving, Wing Convander Bring our

peaple home”




WHY MECHA?

A mecha combines the speed, armor and firepower of a tunk with the all-
terrain mobilily of the infantryman. Its arms make it a useful combal engineer-
ing vehicle, while mecha with thrusters can even serve as space fighters or
combat aireraft. As General Cobalt learned, the versatility of mecha gives a
commander more options. making it easier to outmancuver the enemy! Mecha
are especially valuable for spaceluring military forces, since a walking machine
can operate i almost any type of strange terrain that might be found on an
alien world.

Even sv, there arc dozens of reasons why no sane military would approve a
multi-nurpase fighting vehicie that resembled a giant humanoid! Small battle-
suits can be justified as extensions of personal body armor. but the criticisms of
larger mecha are legion. An upright vehicle is a big target. The shape of a
mecha is harder to armor than a simple turreted box like a tank. The control sys-
tems for walking would be difficull 10 build, expensive and hard to maseer.
While specialized vehicles may not do everything a mecha does, they are cheap-
er and more ctfective,

But who cares?

The number one reason why mecha exist in science fiction and comes is
that they look cool. A giant semi-humanoid war machine is just so much more
awe-inspiring than an ordinary tank or spaceship. In a cinemaltic campaign.
that’s reason enough’

Sill, there's another reason besides aesthetic appeal that makes mecha a
good focus for roleplaying adventures. More than most military vehicles, mecha . )

e intensely personal. In a science fiction pame featuring super tanks or space There are many possible settings for 5
at.f T [‘(' sonal. i M’_L ce e g i & = hupt’) TKS O Space mecha campaign. Some of the ones that
ships, the vehicle crew must form a weam. Inevitably, someone’s PC gets stuck woitk best are suggested below:
manning the engines or communicator while the rest of the players have fun “The Salar System: IS somenme in the
pilating the ship and shooting things. Not so in a mecha. It's normally operated ~ De*t century or twa, and Earth has colonies

S . . . i or bases on the moon, Mars and maybe the
by a single pilot, so cach PC can have his own vehicle. and cvery player can et asteroids, other planets or in space. but
right in1o the action. interstellar space has vet 10 be conguered.

In fact. 2 mecha really shouldn't be thought of as a tank, but as a forse. Ii's  Characters may travel a lot, or the adven-
he ultra-tech equival [ 4 cowboy's a2 knieht™s trusty steed. Like the tures may be focused on a single planet or
the ultra-tech equivalent ol a c_,L?w Y S mn_)unt or a knight’s trusty steed. Like the space station. The usual tech level is TL¥
horse. a mecha's legged mobility allows it 1o go almost anywhere a person can to TLY. The solar system s a favorite set-
g0 and Lhen some: walk into town, swim underwater or - with thrusters — even L!“gl i"f an lipte_rplanete;_ry W:’"l_he“."“”

. R . . i . N ot " nval human factions, or for an alicn inva-
fly into space. At the sane l:me.. the arms and I_Lgs. _ot a mecha keep lhd‘.ll.l]()ll é.]t sion. GMs may wish 10 adapl information
a very personal level. A mecha in a fight can dive for cover, punch or disurm his from GURPS Terradyne lor this setiing.
foe, even grab a fallen friend and carry him o safery. A fight involving mecha is Furure Earth: Usuaily at TL8 w TLY.
really one of fiman action rather than vehicle combat, but on a grander. gargan- but focusing on Fasth alane rather than

T c > interplanetary space. This may be a
tuar: seale. “cyberpunk” background (litke GURPS
Cyberworld). but doesn’t have to be
Perhaps a benevolenl world government

THE MECHA GENRE: nothing much has changed succpt for
& i vy 1 i3
A HISTORICAL OVERVIEW i i s i

for a future war that features battlesuirs,
Interstellar: The campaign takes place

Campaign Settings

Is there a “mecha genre? Well, sort of. Its history really began in 1939,

when Robert A. Heinlein published Lhe science fiction novel Swrship Troopers. ir a background where rapid interstellar
His Mobile Infantry were space marines whose gorilla-sized suits of jer-  fravel is possible. The background i usual-

‘ . L. S . iy at least TL 10, and the campaign cun
» cered armor boos S slren e hility. : 5 &
equipped powered armor boosted their strength and mobility. Heinlein made his span many worlds or may focus on 4 s

suits se belicvable that almast all later bartlesuit designs have been based on the one in detail. GURPS Space Atlas IV tea-
prnciples he set out. His novel tells the story of a naive teenager growing up in wres an interstellar background in which
the military, and of the political system that sent him inte battle: but the concept ::scg;mtary farces use battlesuits and
of powered battlesuits proved so popular that numerous other asthors {and SF

aame designersy have created works teaturing battlesuit troopers.

Continued an next page .




Campaign Settings
(Continued])

Post-Holocawest: The characiers are sur-
vivors of an “end of the world” (hat didn’t
quite lake. The ~etting may be the anarchy
a few years atier the devastation. or the
pew societies that evolve centuries later.
The post-holocaust background is gond if
the GM wanls to mix suniving ultra-tech
artifacts like mecha with an overadl Jower-
TL background, GLERPS Reigu of Steel
features battlesuits and robots in a post-
helacayst setling.

Present Dav: An alternative 1o an uitra-
tech future is to set the campaign on con-
temporary Farth or in the very near future.
This is obyiously ezsicr on the GM. As
mecha can’t be built at TL7. all mecha will
be secret expedmental models, artifacts or
the offspring of hyhrid alien technology.

The Pasxt: Time travelers may be
cquipped with mecha, [U's nol sporting to
hunt dinosaurs or Aight samurai in a buitle-
suil. but it is safe - unless your suit breaks
oF you run out of power!

Afternate Worlds: A mecha campaign
cun be <et in annther dimension. perhaps
vne where magic works. With u lot of
research. the GM can set up an “alternate
timetine” in which mecha are invented in
an earty erz. such as the Victorian age or
Werld War 11, often with a audge from vis-
iting aliens or cinematic mad scientsts
GURPS IST hus battlesuits as early as the
Vietnam War, as well s LN power anmor
troopers and batilesuited superherocs.
Exnamples af pulp-era and WWII mecha
are the Kiskin Cerps anime and Ben
[Dunn’s comic Valhatle.

Super Battiesuits

Powered armor was also a natural [or superhero comics, as it enabled an
ordinary person Lo gain amazing powers through lechnology. One of the first
battlesuited heroes was Marvel Comics” fren Man (1902). in which millienaire
CEO Tony Stark denned his invention to protect his company’s interests and
fight evil. Villains also used powered armor. Since the 19605, the trend has been
towards lighter and more form-fitiing battlesuits.

Giant Super-Robots

On the other side of (he Pacific. giant rebot characters were appearing in
Japanese comics. In 1969, creator Go Nagat came up with a radical twist on the
asual story. He pul a human pilot invéde his giant robot and created a new type
of machine: Mazinger Z. an anthropomorphic fighting machine that could be
driven around just like a tank. Like earlicr robots. Mazinger 7. fought crime and
monsters, but the human drama and story poteatial were heightened by having a
[lesh-and-blood person — the teenage son of the robot’s inventor — riding in the
cockpit. Mazinger 7 was soon joined by other miecha and rtheir pilots. and they
foiled the plots of the villainous mastermind and fifs mecha., weck after week.
Kids loved it and so did toy companics.

Mazineer Z ushered in a wave ol “drivable giant robot” anime and live-
action shows based on the same “super mecha” formula, To sell more toys. suc-
cessor machines gained the ability 1o split up into several smalter mecha. or
transform into ditferent shapes. The anime and models were exported and 1mi-
lated worldwide. inaugurating a “teansforming robot craze” in America in the
late 1970s. However, the shows were little more than toy commercials, and no
onc knew this betier than their makers.

Mobile Suits

A few Japanese creators believed the “giam robot show™ had more potential.
The first to prove this was director Yoshiyuki Tomino. who created the series
Mobile Snit Gundam 1979y, making it a synthesis of the Japanese super-robot
and the Western powered-armor tradition. Drawing inspiration from Heinlein's
Mohile Infantry, Gundam's “mobile suits™ were tunk-sized versions of battle-
suits. heavily armed with Gatling guns, missile Jaunchers and particle beams.
For the first time, huge. drivable mecha were treated as mass-produced weapon
systemns rather than unique super-invent:ons. Gundam'’s background featred
rival human governments fighting for control of L-3 space colonies in our own
solar system, The emphasis was on human drama (sometimes military seap
opera). At times, the show was decidedly anti-heroie: the main protagonist. the
angsl-ridden teenage pilot Amuro Ray. not only tailed o ger the girl. he accuden-
tally killed her. The show’s most popular character was his arch-foe. the charis-
malic enemy ace Char Aznabie.




Gundam’s success spawned a host of sequels. parodies and imitators, rang-
ing in tone From hard-edged realism to total ~illiness. Perhaps the most popuiar
wus Mueross, whose precisely-engineered mecha designs turned the transtormer
concept inte something almost plausible. Dubbed into English as Reborech, its
combination of mecha war story and soap opera whetted many Western fans’
appetite tor anime. It atso helped create an American domestic mecha indusiry
centered around anime-hased translations. novelizations, comics and roleplay-
ing sames, as well as original works like FASA's Batiletech universc.

Lross-Genre Mecha

While the super sutt and war story remain popular, creators in Japan (and to
a growing extent, the West) continae to play with the concept of humanoid
fichting machines, Over the lust few years. a popular variation has been to mix
mecha with other genres. producing cyberpunk mecha series like 4ppleseed and
Bubblegam Crisis, Clhulhoid horror (foger One), police drama (Mobile Police
Patlabory and even epic fantasy (Magicaf Knight Ravearthy. At the same time,
the Heinlein-Tomine tradition of the mecha-as-war machine remains com-
pelling. us demonstrated by recent works like William Keith's Warstrider novels
ar Macrosy Plus.

MECHA CAMPAIGNS

A mecha is simply a lutoristic type of vehicle. like a spacesuit or a starship:
itcan be a prop in ahinost any Kind of story! You can use this book 1n the same
way. creating mecha and battlesuits for whalever campaign you need them, or

vou can create a campaign that s focused on the adventures of a group of

mecha- or battlesuit-equipped charscters.

Campaign Style

The first thing the GM should do is 0 decide whether a mecha campaign
will be realistic or cinematic in tone ... or i 1t will throw reality to the winds
and go tor a completely ~over the top™ feel.

Realistic Campaigns

Mocha (hemselves may be somewhat “unrcalistic.” but this style of cam-

paign allows that one bit of whirisy and concentrates on making the rest ol the
action as plausible as possible.

Realistic mecha campaigns tend to center around the activities of organiza-
tions such as the milirary or police. as private mdividuals are unlikely to have
such advanced weapons. Moreover. the characters tend (o be equipped with
mass-praduced mecha rather than individualized, onc-ot-a-kind prototypes.

Combat, Cinse
and Personal

A common element of the mecha genre
is that most combats aceur at fuirly close
range. for either sirvational or technotogi-
cul reasons. This helps put tank-sized or
smalier vehicles like most mecha on an
even footing with hig spaceships. and
allows for & more personal and gameable
siyle of warfare. Here are some possible
reasons lor this:

Tereain: [n cilies, forest or other con-
pested terrain. or within « spaceship or the
winnels of an alien hive, most battles will
be close range anyway!

Gaood ECM: Sensor technology has
tallen behind jumming svstems. To some
extent. this assumption is refiected in these
rules. To reinforce it. the GM should
ensure must mecha ure designed with
stealth and cloaking systems,

Super ECM: The GM can carry this far-
ther. and postulate super electronic jam-
mers or clouds of sensor-jamming particles
that make visual identification the onfy
sure way to detect things. Mobile Yuis
Crterrddarn uses this method.

Selective Technological Amnesiv: 1Us a
wechnologicul dark age. und engineers have
torgoten how to make targeting comput-
ers, Tadurs or smarl missiles. Fortanately,
they still remember how w butld und repair
much more complex systems. hke lasers
amd fuskon reactors. In this kind of back-
cround. mecha should be built with sensors
with ranges no greater than a nile or (wa.
and with no computerized rargeting pro-
2rints.

Strwnge Plrvsies: Just divide all weapon
rnges by 10! Mavbe propelient wechnolo-
aiey ure less developed?

Ocdd Avmospheric Conditions: An adien
world can be designed where wmospheric
conditions and radiation storms divide
nutt-visuul sensor ranges by 10 or more. or
make homing missiles uscless.

Wetrd Sense of Honor: Battles must be
Fought when the toe is o visuel range, and
perhaps onty aticr he has been formaily
challenzed. This can be part of 2 Chivalric
Code of Honor. It works as long as both
sides fight by the same code!




Staging Combat

Many players prefer a “zero-sum™
approach (o combat: fight until biown tw
bats, pursue the enemy regardless ol your
own losses, and so on. If the encmy does
the same, any battle will turn inte a blood-
bath in which the PCs must kill or be
killed.

To prevent this (and w allow for con-
tinning villains!). the GM should have
individual enemy mecha pilots show a
sense of self-preservation. Have them seck
cover or retreat if they are damaged, even
if they aren’t crippled. The same is wue of
foes running low on ammunition or fuel.
Nearly any force will retreat afier losing
hatf or more of its nwmbers. Similarly, if
one force pulls back while it’s still more-
or-less intact, the victors will sometimes
choose not to pursue. especially il theyve
taken serious damage themselves. Afver
all, if they ve taken or held their objective,
why shoeuld they risk being killed?

This approach helps the game. IUs [air-
ly realistic and it lowers the body count
among PCs. More importantly, it [acilitates
roleplaying. allowing lor dramatic exit
speeches over the radio (“We'll be back!™)
and preserving continuing enemy NPCs for
later remalches with the PCs — perhops
even a [inal to-the-death grudge match al a
climactic moment.

if the players persist in forcing all-or-
nothing combats, the GM can discouruge it
a bit by assigning a few less gung-ho NPC
mecha pilots to their forces. These pilots
can fight bravely, but after they tuke some
hits, they can say things like, “Sir. we're
all taking heavy damage, let's break off.”
or, “We're too hadly shot up te pursue
therm, let’s hold wur objective and wail for
reinforcements.” If the PCys disagree -
well, it gives them a chance to act heroic
and use their Leadership skilis!

e

In a realistic campaign, mecha designs tend to be funcrional and reasonabty
simple. Most are relatively small, and sometimes - as in much of Western sci-
ence fiction — only battlesuits exist. Exotic designs like transformable mecha are
rare or nonexislent. Weapons are things like autocannon, lasers and missile
launchers. A single mecha is not the ultimale weapon. Awention is paid to the
laws of physics, which may be bent but rarely broken.

The role of mecha in a realistic campaign should be carefully thought out.
Why do these vehicles exist, and why arc the PCs and their opponents using
them? For instance, if interstellar travet exists. marines or mercenaries might be
equipped with mecha because they are “general purpose™ combat vehicles that
can fight in any terrain on any world they visit.

Advaniages: As the technology remaing plausible. it 1s easy to barrow the
background of an existing GURPS Space or Cyberpunk scting. Since PCs can-
not rely on “super mecha™ or cinematic fghting skills 1o defeal opponents, this
makes it easier for the GM to set up challenging situations.

Disadvaniages: Gamers who lang to see their gleaming robot transiorm
from a sleek fighter jet inte an armored giant, or who want i simoke a dozen
enemy mecha at once, may be disappointed. In combat, players must plan care-
tully and know when to retrear, or the heroes will end up very dead. very soon.

The Cinematic Campaign

This is probably the best style {or no-bolds-barred mecha action. The real-
ism level is on par with a geod Hollywood sci-fi movie: just enough o allow
suspension of disbelief. Since 95% of cinematic mecha are Japanese-influenced.
the genre conventions are those of anime - see Game-Mastering Anime on p. 19.

Cinematic adventures ternd (o be very dramatic. The heroes and their mecha
are atl that stands in the way of doom for their city or planet. The characters will
often face seemingly overpowering odds. If they triumph, it will be worth it; if
they die tagically or gloriously, at least it was for a cause!

A key assumption of the cincmatic mecha campaign is that highly-skilled
fighters have a big advantage. The mecha ace should have dezens of victones
against average opponents until he meets his match in another heroic mecha
pilot. The GM can simulate this by ensuring PCs and major NPCs arc built an
more points and — just as importantly — by arranging that a lot of encouniers are
with enemies of only average skiil. This makes the inevitable confrontation
betwcen rivals more dramatic! The cinematic combat options in Chapter 3 are
also useful, as they magnily the advantages of a skilled fighter.

Another advantage herocs and major villains have is their ¢cutting ¢dge
mecha — targer, faster und more expensive machines, or sometimes cven
advanced prototypes a tech level or two above their opponents’ mecha. The GM
should ensure these aren’t invuinerable, though: it's betler (o give a hero’s
mecha extra fircpower or speed than to make it heavily anmored. However. the
PCs don't always have the best machines — it can be a worthwhile challenge for
an ace pilot in an obsolete mecha 1o rake on and defeat a technologically-superi-
or opponent.

Advanrages: A cinematic campaign simulates the kind of mecha acrion
found in most anime. It also gives the GM and players a lot of optians for cre-
ative character and mecha design, The combination of advanced mecha and cin-
ematic combat rules makes it easier for the PCx to survive vehicle combat.

Disadvantages: Cinematic mecha may not fit well into existing world back-
grounds. There arc more options available 1o mecha and characters, so creating a
balanced adventure is harder for the GM.,



The Dver-the-Top Campaign

This style of play tosses realism out the window. Think ot it as the mecha
equivalent of superhero comics. The enemies are evil galactic empires. alien
space monsters or megalomanic super villains.

The genre conventions here are a mix of American supcrhero comics and
Japanese live-action fighting team shows. The tone of a campuaign may vary
trom fairly serious (hike Tron Man, Dangaio ot Iczer One) to camp (like Power
Rangers). Usually, 1t"s somewhere in the middle.

Mecha are exotic prottypes or alien machines. They may be sleek battle-
sults or towering. barogue. one-ol-a-kind monsters the size of skyscrapers! Most
are two or more tech levels in advance ot the background technology. Their
weapons are as likely to fire fightning bolts or wind storms as missiles or can-
non shells. and some are powertul enough to annthilate entire armics with a sin-
gle shot.

Over-the-top characters are often kids or teenagers forced by weird circum-
stances into the role of mecha pilot. Or they may be superheroes in their own
right. complete with costumes and exotic powers! Almost any character can fit
nto the campaign: in fact, the GM may wish to design the campaign around the
PCs. H they work for the government. they will usually form an elite team. Just
as often. they're private individuals, or were recruited by an exotic patron — usu-
ally a milbonaire, alien or someone else with access to exotic mecha and secret
huses.

Over-the-top action should use all the cinematic combat rules. Combined
with their own super-mecha. PCs can deteat hordes ot lesser opponents before «
final conlrontation with their archenemy!

Advantuges: An over-the-top campaign can be lots of fun, especially for
dedicated animation fans. This style fits well into o GURPS Atomic Horror or
Supers campaign setting. F can alse make for entertuning space opera games.

Disadvantages: The GM and players may have trouble taking an “over-the-
top T campaign seriously, and it s casy for the campaign degenerale into camp
or chiché. The GM will have to carefully balance the availuble mecha technolo-
gy 5o that the PCs don’t have (oo easy a victory on the one hand. or get obliter-
ated by a super-powered villain’s death machine on the other.

Mecha and Society

The GM should decide on the role of mecha in the campaign setting.

How Common are Mecha?

This s an important consideration for uny mecha campaign. Here are some
passibilities:

Artifacts: Mecha in the setting are products of other cultures. They are tvpi-
cally used by visiting aliens, or are ancient relics trom a more advanced era. This
s standard in a setting not advanceed enough o produce mechy on its own, such
as i ontemporiary or post-apocalypse Earth, or a inedieval fantasy world,

Experimental: Mecha are not currently i production. but a few experimental
models have been built, sometimes using technology ¢ TL or more in advance of
the rest of society. Only a lew individuals or organizations have access to mecha.
In tact. the public may not even know that working prototypes exist.

Linmited Production: Mecha are past the prototype stage but are not 1n mass
production. Perhaps there are only one or two companies building them. The
only users are a few special agencies or military units. some of which may be
using mevha on airial basis, [Cmay be difTicult or impossible for ordinary civil-
ans to buy mecha. Two real-world examples of this kind of “hmited production”™

are spacecraft and stealth arreraft.




Mecha Academy

Pwant ta see fifty push-ups, bovs and
girls., You think it's funny doing push-ups
in a mecha, cader Megumi? Okav, codel.
let’s vou and me v something more chaf-
lenging . ..

An cntertaining way to start a military.
gladiator or police campaign is to have the
PCs begin as novice mecha cadets. The
PCs will be completing their fraining,
which is best run as u couple ol wdventures
emphasizing roleplaying over combat. Not
il the characters need be raw rectuils: [or
instance. a veleran wnk crewman might
have been fransferred 1o the mecha service.

They'll have to deal with hazing trom
rivals. upperclassmen or tough dritl
instructors, while working rogether w
solve problems. The GM can encourage
teamwark by organizing the charscters inlo
a single squad and holding out the reward
of assipmment o an elite unit if they do
well ax a group.

Competition between indisvidual char-
acters APCs or NPCsi can be rewarded by
offcring the recruit who shows the best

leadership or skill @ Yew extra character

points (o buy Military Rank or Reputation
as Ufirsein s cluss™) or a chaee to be
assipned as the pilot of & special. maore
polent protelype mechi.

The culmination may be a “gruduation
exercise” that wirns dangerous. giving the
traipees a chance to show ofl their skills
for real before they graduuie.

Sontrees: Gunbuster, Merdl Fighters
Mike and Srarship Troopers,

Widespread Production: Mecha are widely produced for various organiza-
tions. Depending on the type of mecha, they may be available for individual pur-
chase. Purchase of new military mecha is probably restricted. but it may be pos-
sible to buy one on the black market. Civilian mecha are hikely tor sale.

Prior to TL8. mecha are always either experimental or artifacts. OF course.
in a given setting it's guite possible that (for example) civilian mecha may be
limited production while fighting machines are only experimental. or vice versa.
Similarly. the status of mecha may also vary between different nations or cul-
tures. For cxample, an invading alien empire may have mecha in widespread
production. while Tarth oaly has them in limited production (equipping only
their elite delense force). '

Who Uses Mlecha?

Some possible users of mecha include: the army. marines, navy or other mil-
itary force. mercenaries. feudal knights, police. the space patrol survey teams,
special operatives. cargo handlers or construction workers (especially m hosule
environments). emergency rescue teams, space miners. gladiators. criminals and
super-vitlains, vigilantes and superherocs.

Tech Level of Mecha

The GM should decide on the usual TL (or range of TLs) of the mecha m
the campaign. Mccha are most common at TL8-11. (At lower Tis, mecha are
too hard to build: at higher TLs. (lying anti-grav vehicles make mecha increas-
ingly obsolete). Production mecha are normally of the same TL as the culture
that built them, while artifacts and experimental mecha are often a TL or more
higher.

Campaign Themes

A mecha campaign should have a central theme that draws ail the characters
together and helps the GM come up with adventures. Some pessibilities are
described below.

Mecha Troopers

“Trans-Sol's hived s io take the iridivm mines on Epsilon Indi IV back from
the rebels. We vet paid if we don't damage the refinery. Local militia’s a joke;
couple of civil defense mecha lefi over from the Union Gueard. Only problent is.
the vehels hired some help 100 — the Steel Dog livegulars, Baddest bunch of con-
dottiert in space. "Cept us. of conrse.”

The characters are soldiers in a mecha- or battlesuit-cquipped unit. The
theme is mechanized wartare: the scope may be anything from a siruggle
between rival cities to an intergalactic war. The PCs may be key players per-
forming vital missions that affect an entire war. or their own batiles may simph
mirror the greater conlhict going on around them.



A miditry campaign’s big advantage is that the PCs are under orders (or
taking contracts. if they are mercenaries), which makes it easy tor the GM 10 set
up adventures. Possible missions include aracking or defending military objec-
tives, patrols. escorting convoys, smash-und-grab raids, assault landings. peace-
keeping. guerilla hunting. serving as shipbourd troops. garrison duty. special
operations ke commando raids, or even providing disaster relief for a civilian
population.

A military campaign requires a war. of af least an unstable time troubled by
uprisings. terrorists or gueritlas, Since it's a mecha campaign, the conflict
should be one in which mecha can be important factors — 11 both sides are lob-
hing strategic nukes. there 1sn’t much room tor battlesuits. One side can be the
ageressor, but the issee is rarely thar hiack and white. A complicated war may
have several fuctions invelved.

Both sides may be changed by the contlict: 2 government may start oul
democratic, but become increasingly authoritarian as it marshals its resourees (o
light an atl-out war, This can lcad to people wondering whelher or not they are
on the right side - even leading a revoll against thelr own government.

The GM und players should work together to ereate an interesting and bui-
anced milicary unit for the PCs to belong o, A good stze s a squad or small pla-
won of battlesuits or o company of larger mecha, with about a dozen lighting
troopers or mecha pilols compeosed ol a mixture of PCs and NPCs. One of the
PCs should be the leader, wirth enough Military Rank to command the uait,
reporting o an NPC commander who comes up with the missions.

A unit might be an ordinary “line”™ unit ilike a regular intantry or armor
company. or a fighter squadron}, 4 mercenary unit or even an elite special force,
Aainteresting unit will have its own character and history (as well as unilerms
and insigniay. Some have o Repulation 1o live up to (or five down): c.u.. the 77th
Roval Armored Cavalry ("Stalking Tigers™) 15 an ehite umit of veterans famed
for <kill in jungle reconnaissance. while the 12th Air Assault Squadron ("Fruit
Bars ™) is a dumping ground for slackers, mislits and troublemakers. Guess who
gets the brand new mecha?

The unit is probably based al a military camp or operating from a carrier.
such as a spaceship. The GM should work our what resources. defenses and
capabilitics the “parent’” base or ship has. Are the PCs its only fighting unii. or
one of manv? Is the base or ship statfed or commanded by NPCs? Are there any
civilians living near or within it?

Stvie: Usually realistic or cinematic.

Sonerees: Robert Heindein™s Srarship Troopers or Joo Haldeman's The
Farever Wary Maobile Suir Guudeam, Armored Trooper Voroms or
Superdimensional Fortress Macross; Ogre Miniatures (2amc). Batrletech
teamies. novels, carwoon): Gall Force series (anime).

Campaign
Crossovers

Several other GURPS worlidbooks are
natural pantners tor GURPS Mecha.

Mecha in GURPS Supers

This 15 3 natural — just vse this book to
design super battlesuits! Larger. mak-sized
mecha are rare in western superhero
comics. but as long as the GM limits their
ST. DR and fircpower 1o the same levels as
mest aupers. they it in well,

Mecha in GURPS Space

GURPS Space 1~ an excelient resource
for wny Mecha campaign that involves
space travel or ahen worlds, The standard
Spaece buckground already fearures battfe-
suits usad as military weapons and exo-
suls used as tools, Patral afficers may also
wenr themn in dangerows simations.

Larger tank- or fighter-sized mecha
may or may not exist, al the GM s whim -
theyv o in the Space Atdas TV seuing. but
they aren’t menttoned elsewhere I they
cxist. they'll be used by forces that must
fight on many Jdilferent worlds and 1er-
rains, such as intersteilar marines or mer-
MU T

Mecha in GURPS Harror
and CthulhuPunk

A tew innovatuve mecha shows cont-
bine horror with mecha and superhero
action. The threat is typically an alien
invaston, except that the inviders are under
the control of Things Man Was Nor Meant
o Know., amd mecha action is mixed wilh
cneouiniers with writhing tentacics and
{lesh-morphing alien horors. W ovou want
e haow how Cthulhe wouwld do against a
mecha, ry it out! See the gection on
Tentacled Horrars (p. 26) for moere details
The best sauree for this sub-genre is the
anime fozer One.

Contimed can HeXt page . ..



Mobile Armored Police

“This is a code 636, calling all armared units. Armed
rerrorisis using militarv-grade baitiesuits have vccupied
Tokye Bay Spaceport and taken hostages. All mecha-SWAT
personnel, mount up and report for dury immediateiy .7

The characters are peace officers in an armored mecha
police unit. Since battlesuits and mecha huve littie applica-
tion for day-1o-day crime, mecha cops will be members of
an elite unit, like a SWAT team or space patrol, A mecha
police agency often forms in response (0 a wave of mecha,
alien or cyborg crimes that requires more firepower than
normal police can handie. Tt may even be a special
“Untouchables™-type task force whose sole purpose 1s o
bring a particular master criminal (o justice!

Adventures can mix criminal investigation. crime
fighting and crisis intervention. Mecha crimes are likely 10
involve high stakes: hostage taking. space piracy. slavers,
terrorism. drug and arms smuggling, grand theft, coups. et
cetera. Gond sources of ideas are cop shows - updute the
plots and give the terrorists or smugelers battlesuils

instead of Uzis,

Besides simple crimebusting. continuing subplots can
feature departmental rivairies and romances, potitical pres-
sure from the mavor's or .A’s office. cops on the take. citizens” groups

Campaign protesting palice brotality, tense minority relations (perhaps aliens or eyborgs
Crossovers might couni), testilving in major trials and deating with nosy journalists. The
(Continued) “mecha division” might even be an experimental unit that must prove itselt o
Mecha in budget-canscious superiers. or to citizens who fear mecha in the hands of police.
GLRPS Cyberpunk An alternative to the city cop appreach is the “wild west.” The characters arc

Mixing mecha with a cyberpunk setting  the only Taw on a colony planet or post-holocaust wilderness. This can abso take
is relatively common. Mechis ¢ appear 2y place in space. with the patrol using space-capable mecha w police a frontier
carly a5 TL8. and the same sort of technol- By ) arulorich asteroid belt full of ind nees. rutl o
ogy Wil builds cyborg Himbs and neural sector or a mineral-rich asteroid belt full of independent nuners. ruthless corpo-
interfaves Teads logically to battlesuits and  rations. cunning ore smugglers and claim-jumping pirates.
l>t‘='|l1‘-1P-“ lcU ';;l‘gt‘!' ‘“:L'hﬂ as well. bt Sevle: Usually realistic or cincmatic.

n i Cyherpunk campaign. battlesuits S i . S . : ) ] i ’ Lo

N B N HETES! Wevere Ao 3] 3 .y arr YEYES
are likely 10 be used by clite mercenary or Sonces: Appleseed, Dominion, Mohile Police Patfubor and Bubblegum Crisis
government commando units. o by police
SWAT wams. They can be the ultimate Mecha Agents
canti-cyborg” weapon. Many will be Dy Boris Sufan has gone missing.”
equipped with ncural interface systems. L BONLS _H _U“_m' -‘U ST m_?.
Big mecha in @ cyberpunk world tend 1 be cSulran. sir? Wasn't he working on the aevw stealth mecha for e
sinister but “realtistic” designs, olwen Marines ™"
esembling giant metal spiders. A few of “ R : L . . Lo . .
resembling giant metal spiers, A few o Thar's right. Special Agenr Yoko. 1t's vital t our nation’s defense. Sulien
these standing on guard ouiside @ corporate . ' ¢ . . X . . )
HO cun deter demonstraors nicely? Mecha disappeared on the resort workd Arcadiv. We think the Inperial Secrer Service

may alio be used for non-nulitary purpos- gy be imolved.”
e, as power loaders or construction '
machires, However, it civilion mecha are
widely availuble, they can eusily be used

“Agent Madiory and Dwill feave ar once for A recedia. sie”
“Stop by the lab first and see D Gaassi [ ilink vour N find vour battlesuin

hy eriminabs - and s the police will need s raastorms into o cvele”
aecess Lo their own mecha to deal with “Thar sorineds wseful, sirn”
them, y

The best imspization for 1 eyherpunk- TEae gharactcr‘s hclong ro rival secret agencies, tobke houses. megacorps or
mecha campaign arc the works of moh factions equipped with mecha. Open war has not yet broken oui. due toa
Masamune Shirow. especially Appleseed balance of power or the efforts of a peacekeeper (like the empceror, the pulice or

and Ghost - Sheft The e T . . - . N .
wd Ghost in the Shell. The anime seiesypa 1N but intrigue. betrayal, seeret projeets (1o build super mechar. raids
Bahbfegunr Crisiy s o great cimemales ~ i N )

CAMPRILR sOUTCe. {often to Toil eneniv secrel projects) and other covert operations are ongoing. In
a reulistic campaign. characters may also face political mierlerenue or coverups
Continied o next page .- from their own side.



Adventures can be recycled from aclion or spy movie plots: change a few
details to fit the campaign. The agents will spend o lot of time outside their
mecha, so they'll need good investigative and combat skills. Mecha fulfill the
same role as cars. jet packs and helicopters in spy movies. They should be light
battlesuits that can be easily concealed in luggage or a car to be quickly donned
in an emergency. or specialized transformable mecha that can disguise them-
sebves us ordinary spaceships, astomobiles or motorcycles.

Stvfe: Any.

Sources: Dirty Pair. Appleseed, Ghost in the Shell and Hades Project
Zearvmer. Action movies like James Bond or old “vehicte action shows™ like
Air Wolf and Kaight Rider can be helpful sources of inspiration.

Armored Supers

Langhing muaniacally, Cyvberdoom tossed another screaming security guard
aside ax he svode jorward throngh the wreck of the Metropolitan Museun.

Outside, 15-vear-old Ninu Tempest looked carefully abows, b evervone
was watching the unegual bartle. She dropped her lunch bug and spoke the
werds thar activeted the dimensional link:

“Midnieht Avmor up!” There was a flash of light and her school uniform
vanished. replaced by the hard angles and lines of the voice-activated svmbiatic
battlesuir, the parting gift of the injured alien whose life she had saved at swi-
HICT CUnp.

Cyberdoom was reaching for the case of priceless dinosaur ¢ggs when the
blast struck. He flew acrosy the museum and smashed into a Tvrannosaurus’
skeleten, scairering banes evervwhere. Fortunately his armor saved him .. but
Gad! The power!

“Oops,” said a small voice.

Cyberdoom staggered 1o his feer, and tumed 1o find himself face 1o fuce with
a frenre in deep blue armor. A strange glow surrounded her. “Who the heck are
yvou" he shouted,

“Midnight Hurrvicane,” Ning said. “And vaie've about 10 become extinet.”

The characters are heroes drawn together by fate or whoever provided their
mecha. They fight for revenge. justice or to protect society against evil, relying
on their unigue super-mecha. In aver-the-top campaigns, some characters may
have super powers. psi or magic!

There may be one hig cnemy or iots of different ones. The villains have
usually developed or stolen powerful mecha technology, and may have other
abilities as wetl. Their aims are typically global economic or political domina-
tion. plus the capture of the PCs™ super-mecha. Suitable villains are ruthless cor-
porations, sentient computers, alien overlords and mad scientists, as well as
ordinary super villains. The enemy may have super-mecha of their own or rely
on hordes of cheap mecha. psionic assassins, killer robots. lethal cyhorgs or
MENSIETs.

Srvle: Usually cinematic or over-the-1op.

Sonrces: Tron Man, Iezer One, Bubblegiom Crisis, Genoeyber, Moldiver,
fezefion, The Guvver, Mantis and Power Rangers.

I

Campaign
Crossovers
[Eontinued)

Mecha in
GLURPS Psionics

Many mecha shows feature characters
with psionic powers ~ see the description
of the Esper Weapon characier iype (p.
25). The Phoenix Project world doesn’t
have mecha as an integral part of it. but it
wouldn't be surprising if Psibercorps or
the Quermind Institute were working on a
battlesuit that used a telepathic neural
inlerface or enhanced Lthe wearer’s psi
powers!

Space and the
Battlefield

Even today. a sarellite can spot a man
or tank from orbit! What role do mecha {or
infantry, or tanks _ . .} have on a battlefield
when orbiting spaceships and warsats can
see their every move and rain down death
trom the ulrimate high ground above?

Il one side or the other has not achieved
“space superiority,” the GM can rule that
mast or all of the warships or battlestations
are oo busy lighting each other o make
ground attacks. There may also be ground
objectives that can’t wait until space supe-
riotity is won (such as hogtages), or which
will help win it (such as spaceports or
major radar sites). Even 1t you have total
space superionity, the enemy may have
infantry or armor cccupying objectives you
want to captore intact. In that case yoo'l
have 1o send ground troops to flush them
out!

Losing “‘space superiority” is certainly
a military disaster. 1{ nothing else. it makes
it hard o move large bodies of troops
wilhaut being spotted from orbit. 1t's easy
to conceive of a situation where whoever
controls orbit can decimate or destroy any
armored offensive through space-launched
“kinetie kill” missiles or powerlul beam
WERpONS.

Bur a key element of the mecha genre
ix tha the space navy isn't the ultimme
fighting force. The next sidebar presents
some alternative ralionales (thal may keep
enemy ships or aerospace crafl from blasi-
ing mccha off the battieficld, even if thev
do have the skies 0 themsetves.




Wandering Mecha Pilots

“Help your village fight off those rampaging mecha bikers? When all vou
can wffer is five dollars, ten gallons of hydrogen fuel und a seprare meal? Hull,
Soundy fair enoirgh o me.”

The characters are mecha-equipped drifters, mercenaries, pirates ot auerrilla
fighters who wander the world having adventures. This works best in a danger-
ous sctting where the next lown or planet can bring a new challenge: a post-
apocalypse Earth, an untamed frontier. a monster-filled fantasy realm or behind
encmy linex. To keep the adventurers moving. some soft of pusl or pull is need-
ed. For example. they could be chasing (or hunting) an encmy. on a quest for o
particular artilact, escorting a princess or delivering a plague vaccine: or they
might be survivors of a broken army or fleel, trying to fight their way home.

Srvle: Any. but usually cinematic.

Sonrces: Orguss, Genesis Survivor Gaiarth and Robarech: The New
Generation (ak.a, Mospedea).

Mecha Gladiators

“Only three seconds left before the bell. and Trondog hays the Chrome
Avenger in a servo-whining clinch. his armor can 't take much more of this — ol
what's this? Surprise jump jets! Chrome is carrving the lrondog up with himn.
slamminy his head into the ceiling in an amazing reverse vertical body flen! 1
ber that rt!”

The PCs arc competitors in mecha or battlesuit tournaments. These can be
as violent as a Roman gladiatoriad arena or as bloodless as pro wrestling. The
GM can draw upon pro-wrestling or martial-arts plots and clichés. This can
include the “championship fight.” in which a string ol qualifying rournaments
spread over time and space see the PCs matched against lesser loes until they
can advance to challenge the reigning champions for the World Mecha Title.

The prizes (or spinofls, like huge TV ratings drawing corporate sponsors}
sheuld be big enough 1o justify million-doliar mecha pounding each other to
scrap metal. although how much money filters down Lo the fighters themselves
is up o the GM!

If fights arc nonlethal, the emphasis will be on pins and throws, with the
objective being to knock the opponent down or toss him out of the ring. More
dangerous battles can be fought with punches and kicks. while very deadhy
fights may permit the use of melee weapons or even actual cannon and nssiles.
The GM should work out what rules, if any. apply to the battles.

Besides the PCs. the supporting cast usually inctudes a coach or trainer.
mechanics. managers and the other leams. Rival teams should be as colorlul as
possible. Some may be honerable opponents. Others are “villains™ who break the
rules. stomp downed foes or usc illegally souped-up mecha, hut who get away
with it because cveryone is afraid o cross them! Rival teams can confront the
PCs out of the arena, too, If six enemy mecha wrestlers walk into the PCs™ gym-
cum-garage and start tossing insults. will they fight now or save it tor the arena?

Sometimes, mecha gladiators (and their machines) are hard-bitten. out-of-
work war velerans secking a way 10 use their military talents in peacetime.
Others may be chosen as much for their sex appeal and performing talent us lor
fighting skill.

Besides money. the rewards of success could include stardom and a chance
1o do maovies. concerts. commercials or charity benetits. This can lead o a con-
{lict between combatants who believe the sport is evervthing and those who sce
it as a siepping stone o fame and fortune, Things can get nastier if gambling is
involved. The local svadicate may try 1o fix the evenls, with gladiators being
blackmailed into “throwing” a fight. or mecha being sabotaged betore the game.




When they aren’l fighting. low-ranked mecha gladiators could moonlight as
mercenarics or sireet fighters, while more glitey megastars finance side ventures
like archacological digs. In an over-the-top campaign, the characters may usc
their suits to fight crime as part-time vigilantes. Another very cinematic possi-
bility is 10 have ordinary wrestlers or martial artists given mecha suits by some
ageney and turned into a super team.

A final variation is to follow the Roman gladiatorial paradigm in fact as
well as name: pilots are slaves in the arena. maybe condemned criminals or even
human warriors captured by aliens. Perhaps they can eventually escape the
arena and lead a mechanized version of Spartacus’ slave revoll!

Sivle: Any.

Examples: Armared Trooper Votoms, Metal Fighters Miku, Robo Jox und
the Metal and Lace computer game. See also GURPS Martial Arts.

Alien Invasion

“Lunar compiand reports all orbital stations have been destroved. The
aliens are assaulting across Capernicns Crater! Our baitiesuit troopers con't
stop them.” The young leutenant’s voice broke., "My God. siv, are ali our
weapons useless?”

"Calm down, son,” General Walters said. “Have Captain Tkari launch the
Stornibawk squadron. His mecha are our lasi hope.”

An adien ruce 1s out to conguer our world using superior military hardware.
This has been a staple of mecha stories since H.G. Wells™ aliens showed up in
tripods. The GM must create an alien race and a good reason for the war.
Possibiliies include a desire to colonize a new world, paranoid xenophobia, a
religious crusade. retaliation (we shot first!) or a simple desire w enslave all life
in the galaxy. What if the aliens claim we are the ones who are trespassing in
their space?

The invasion site is often Carth, but a colony world can also be invaded
{"we have w hold out untl reinforcements from Terra arrive™. The sitwation
cun also be reversed. with the herocs as members of o foree that's invading an
dlien world.

An alien mvasion can be handled as o simple war, with PCy serving as
mecha troopers (p. 124, or a surprise atlack or overwhelming torce could wipe
oul our military right away. In the wake of defeat. the characters may be wan-
dering mecha pilols (p. 16) Nighting a guerrilla war, In an over-the-top cam-
paign. the sccond line of defense could be some armtored supers (p. 151 with
more advanced hardware.

Tust slugging it our with wave after wave of alien invaders can get old fast. To
make things more interesting, keep the altens and their motivations mysterious,
then wrange things so each encounter will reveal a new piece of data about them.
Same of this information may be militarily uselul. some just mteresting Lidbits.

Surviving Orbital
Strikes

Artmaspheric Absorption

A beam fired from orbir must pass from
the vacuum ol space into progressively
denser layers of atmosphere, The types of
beams most effective in space (neutral parti-
cles and ultravielet, x-ray and gamma ray
Insers) are the ones mast easily ahsarbed ar
dissipated by stmosphere. If a planet has a
reasonably dense atmosphere {like Earth),
the GM can rule that enly the largest space
battleships will be able w carry beam
weapons that can hit ground targets. Also.
building a big. ground-based weapon is eas-
ler than cramming one into a spaceship. At
TLY+, fixed planetary defensive weapons
may keep such battleships at a distance.

Electranic
Countermeasures

If mecha and other armored vehicles
carry ECM that make them difficult to spol
at 1,000 yards, they’1l be very hard to spo
from a few hundred miles up, especially on
avercast days or under forest cover. The
GM can simply tule that spaceships can't
hit & mobile, ECM-equipped targer without
someone on the ground to spot and direct
the tire [or them. Thus. spaceships work as
long-ranged artillery rather than ultimate
weupons,

Tao Valuable to Risk

A space foree is unlikely to be
absolutely corlain L bas space superiority.
Whart if the enemy has a hidden groond-
based missile lwncher or 4 syuadron they
haven't commitled? A force with only a
few ships (or only a few remaiming!y may
decide not to risk exposing themn 10 possi-
ble ground fire. and instead pull them back
after defeating oppesing vessels rather than
wic them to bombard ground tarpets. OF
course. 1t°s more ltkely to do this it it has
reason  this can be a good justiticaion for
the defenders (o launch the occasional
attack on the enemy {leet. even if oatnum-
hered.

Comtinued on next page . ..
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Surviving Orbital
Strikes
{Continued]

Yau’ll Have tn Wait
to Be Killed

One side or the other may well have
won space superiority. but that deesn’t
mean tha the PCs™ own mecha platoon s
now the number-one priority for whatever
super weapons are orbiting overhead. I the
adventure is simply part of g lurger
epgagement, then soneone clse may be
cetting smoked. This can be oreat nows il
the enemy has superiority. but disuppoint-
ing it the PCx were expecting & holt frim
the blue w belp them vut, Satetlites und
orbiting ships are often overhead for only 4
short ume helore their orbits carry them
aver the harizon. out of sight and range. [¥
there aren’t envugh ships o provide com-
plete coverage ...

“This iy Bive Seven Alphe, we are
about to be overran, we request inmmediale
fire mission sevtor Red Zebra Niner,
over.”

“Sorry, Blue Seven Alpha. we have no
assets carrenily overhedd. Please iold ou
Jur ten minytes, Cer ™

Aninne Aliens

Alien rages are commorn in anime
although witl some notihle exceptions. the
majority are identical to humans, Oh, there
may be a few cosmetic features like poing
cars. sharp fangs, cute math-like antennae.
horns or green haiv, bur otherwise they
look and act like people. The justification
may be as simple as “paratled evolution.”
or more complex, such as both Earth and
the alien worlds having a4 commen ances-
tral race. However. that's window dress-
ing: the real reason is W allow meaningiul
relationships and evenr tomance to blossam
hetween human and ulien?

where aliens do differ is in wehnology
and society. as well as in simple delails
fike language and dress. An alien society is
often a distinetive and eusily-pigsonhuled
cilture like a leudal state or a cice o war-
tior clones, or horrowed from a human
muodel (e.g.. an ultra-tech Shogunale
Jupan). Alien lechnology is ulso impuriant,
it could simply bhe superinr. of very
advanced in different areas — c.g.. empha-
sizing biotechnology. paionics vr even
magic

For more an aliens. see the Characien
chapter,

The PCs themselves may become important by being (he first to capture 4 live
enemy prisoner tor by being captured and then cscaping with vital informationi,
It might tuen out that the aliens have an objective that can be met by negotiation
and not tighting. or have a hidden weakness to exploit.

Anather type of mvasion is the “infiltration” The aliens aren’t strong or
numerous enough (o simply conguer us, or want 1o weaken us first. so they use
stealth and either take people over or perform terrorist acts — this 15w type of
Mecha Agents {p. |4 campagn. Alien infilirators need o way ol blending in
with humans: maybe they can change shape. just happen (© look like us or rely
on hrainwashed or cloned humans. OF course an infiltration can later tm nto a
full-scale invasion!

Snvle: Any,

Sourrcey: Superdimensional Fortress Macross, Robotech. Tezer One and
Neon Genests Fvangelion.

Secret Mecha Conspiracy

“Yeur saw that fieficopter explode on the nevs last night” Well, itwas ondy a
block from my house uind debris went evervihere, Thar crate over there fell righit
threotgh the roof and ito my garage. Look, there’s wriimg on i

“Hem, What do suppose an " XM-20 neural iferfuce-controtled semi-auio-
matie battle wover i7"

“Dhinio, Let's open it”

A recurring theme in many mecha shows has someone stumbling nto acci-
dental possession of a classified prototype mecha ... or a truckload of them.
This GM can use this 1o explain how a “normal”™ person like a high school Kid,
biker or reporter hecomes an armored superhero (p. 151 or joins up with some
mecha agents (p. [

How did the protagonist get the mecha? Maybe one of the cnginecrs work-
ing on the project realized the people running it had Evil Plans. so he stoke ihe
mecha and went 1o a (riend or help. Perhaps the helicopter carrying it crushed
in the hero's back vard, and he opened one of those criates. A variation on this s
1o have the character be a member of the ageney whe butl ihe mecha und who
discavers his bosses intend to usce it in z sinister way, so he steals it

The mecha's existence ponts toward a shuster military -industial conspira-
cv. [ts agents want to recover their prototype and eliminate anyone who Knows
Too Much. like the Tellow who lound it . . . and anyone he showed it to. 0f
course. the PCs can use their new-found mecha to fight back and find out whar's
really going on. [$ it part of a plot to overthrow the governmens? Or mayhe it
was developed using hybrid technology froma crashed UFOQ, and now aliens are
about to invade Earth!

Srvle: Any.

Sources: Megazone 23 Part 1. The Guyver Madeox-01 and Mobile Police
Parlabor The classic live action movie on this subject is Blwe Thunder: replace
the super-helicopter with a mecha and go on from there. See GURPS Warehouxe
23 (or other views of conspiratorial. technological weirdness.

Y Mechal



A Midsummer Night's Mecha

“Couwrr Engineer, the Goblins™ spider-mecha are massing for another
assanli, while overhead [Hiex Sorgamon the Black, piloting the Unholy
Gurgomoth, Our Chromium Knights cannot stand againsi the rampaging fires of
her plasma lance! Are we doomed?” '

“Despair not, my king, Heave vou forgotien Bohemond the Half-Elven? We
mnst ot give up hope that he and the Five Companions will complete their
grest aned find Virgo Dragonstar If that legendary mecha retwrns, it will be the
evil Sorganion and fier foul minions” e to frenble!”

This caumpaign combines mecha with fantasy. The setting is generally 4 feu-
dal kingdom with pscudo-medieval European or Jupanese trappings.
Sonwetimes, there are fantastic races like elves, faeries or demons about. There's
magic ax well, or at least psi powers that took a lot like magic! The focus may
be a war. a quest or even a dungeon crawl inlo ancient ruins o find lost. high-
technology artifacts.

Fantasy mecha are usually relics from a technological past, magical artifaciy
or weird techno-organic constrects. They are generally weaker than mecha in
other genres. with fairly light armor and relatively few ranged weapons, this
gives things like dragons a highting chance agamst them,

Plaver characters may be natives of the fantasy world. but are often Earth
people accidentally or deliberately transporied inte the magical dimension (sce
the Casrewayv character type on p. 23 for details). Some of them may even be
mages or members of fantasy races.

Stvle: Usually cinematic or over-the-top.

Sources: Aura Batrier Dimbine, Magical Kaight Ravearth and Escaflowne
of the Heavens. The epic Five Siar Stories also has a strong fantasy feel. bul
lacks magic.

Game-Mastering Anime

The rest of this chapler details some of the classic plot twists and cliches of
the Japanese “giant robot mecha™ anime genre. Adding these to a cinemaric
campaign can be fun, especially if the players are anime Tans, but oo much of
this can result in the campaign degenerating into & parody of the genre. Use
rostraint.

some of these ¢liches also it the Western battlesuit tradition. notahly
“voung heroes.”

Revenge is Mine, Sayeth the Amime Hero

It the standard plot in Western fiction 15 “boy meets giel.” the equivalent in
Jupanese animation is “blood-spattered revenge.” most often vengeance for the
death of fumily, a friend or a lover. This can motivale both heroes and villains.
See also the Vow af Revenge disadvantage on p. 36 inthe next chapter.

Young Heroes

The main characters are often kids, teenagers or young aduits. Much of the
rolepluving focuses on troubles, conllicts. romances and cmotional maturation
of voung people. This isi't we say that all the characters should be young, but it
will add to the genre feel if at least a few ot the PCs are in 1their teens!

The Honorable Enemy

The classic anime mechu opponent is dashing. honorable and someone who
vou'd fike as your friend — except he has a strong sense of obligation that binds
him o his own side.

Unlorunutely for soap opera-inclined GMs, 1t's hard for this 1o come
through in battle. especially given how bloody-minded some players tend to be!




So the GM should intraduce honorable encmies carefully, building up their rep-
Telegraphed utation with storics about them told by other NPCs, or through non-vombart
Attacks encounters.
ST . For instance. suppose a PC in a military campaign is limping back ta base
This cliché comes right out of cheesy SUPPOSE ary campalg pinz b
martinh.arts movies. A 35mm Gauss can.  alone. on foot, with an injured comrade — both their mecha having been shot
non, heavy missile tauncher or a force  down. They are halfway home when, suddenly. a blue-painted enemy mecha
sword is so bland. right” Well. rename  ypnears. The blue mecha levels its 120mm cannon. the player thinks he's
your weapons and shields so they sound d d d then it } 1 walks away. Why? Th g Hot saw hi
powerful: “Magnetic Thunder Canror.” comed — and then it wrns and walks away. y? The enemy pilot saw him
“Maga-buster Missile” or “Sword of the  through telescopic sensors, noticed he was young and handsome. and anyway.
B“mli".% Moon.” Shhom the Eame a3 Y"E she felt it dishonorable to fire on a fellow pilot helping a wounded comrade.
> : with it! the same wi . . .
atack or party with it! Do the same wit Later. the PC wels back and learns from a brieling that the chivalrous enemy was
shields and yell as you block with them. - & ) = o L
You can even name individual naneuvers: Lt Jasmine Raz. the legendary Blue Devil ace. What happens it they meet again
“Magnetic Thunder Cannon Autolire™ or in battle?
Buming Moon Sword Parry™ This kind of relationship allows for interesting radio conversations during 2
This doesn’t have any game effect — or . . . . . L
does it? A good name may be worth a +1  11ght. 1t could lead 1o dinner, drinks and possible [riendship it you meet at a
1o Intimidation skill after it is demonstra-  diplomatic function or during a cease fire. It might end in pathos il one of you
ed. In an over-the-top game. the GM can gearetfully blows the other out of the sky. or in bitterness if you don’t fight each
rule that anyone whao deesn’t shout the . o .. ) . . ,
name of his weapon is -1 to attack or other directly but end up killing each other’s comrades. 1U's even possible one ol
defend with it. Maybe the weapons are  You will switch sides, 1t you become convinced that . . .
voice contrelled. or the shout helps chan-
2;; tl‘\’e\;,:;f{k:;'f;’si’““” power) into the T id Order is Corrupt!
With Japan's experience in World War 1l as an cxample. anime has often
Famous Last Words  depicted warmakers in o less-than-flactering hight. All sides ofien have politi-
A major PC ot NPC wheo fails a HT ot T or arms manufacturers who use the war 1o [urther tl'm:' own _amhn.mn:» and
1o avoid dying does not expire immediate- wealth. or incompetent gencrals who send young seldiers to die pointlessly.
ty unless he's been toraliy vaporised, his Ollen. the conflict was started by misunderstanding. xenophobia. lreachery or
head has been biown off or the like. ey onipaey 14 this can he exposed, peace might prevail.
can’t de anything or be saved, but he can . . . Lo S T
wasp out some last words or a dying It the GM likes this kind of intrigue. it can Jead to honorable ¢haracters on
request. The GM can cut a “dying” PCs either side aligning themsebves wath various “peace factions and “war factions™
final words offat any lime. though. in their own governments. and maybe a wholesale revolution. OF course. even if
the enemy has purged the incompetent gencrals and corrupt politicians. there
may still be & war on for ordinary “nationalistic” reasons — and the villains may
be more efficiently led by an honorable, young anti-hero than a greedy. old gen-
eral!

My Enemy, iy Lover

Not only do anime characters often have honorable cnemies. sometimes fove
can blossom on the other side of a rargeting scope. This starts with grudging
admiration of an enemy pilot and continues when s discovered he/she s ol the
correct gender and sexy te boot. This is most likely it an encounter can take
place outside a mecha, c.g.. it taken captive. infiltrating an enemy stronghold or
during a diplomatic function or truce.

Romance with the enemy is alten viewed by one’s friends or superiors as (a)
treason. (h) a great oppornity 1o invoive the fovestruck eharacter in an espi-
onage double-cross or (¢) a wonderful symbal that brotherhoad can previul. As
with a strong [riendship. the result is often either defection to one side or the
other, or a Romeo-and-Jutiet style tragedy.

Sayonara, Tokyo

Animation has ne special effects budget limit. As GM. don't be afraid 1o let
big things blow up! Cities. countries or entire planets are devastated or threat-
ened with devastation by monsters. nuclear weapons, ravening energy beams or
asteroids or space colonies dropped from orbit. In retaliation. the heroes can win
by blasting the cnemy’s batile Toriress to bits - and watch the explosion take out
the rest of their mecha armada as well.







Mecha as Starting
Equipment

A mecha isell costs no points: iUs
equipment. not an advantage (but charac-
ters may need an Unusual Background
advantage to start with mecha of 4 higher-
than-narmal 1ech level )

PCs may want to starl the campaign
owaning a mecha outright. The simplext
way 1o do this is W have the characier use
a portion of hix starting wealth 10 purchuse
the mecha s starting cquipment. This rep-
resents @ mecha he inherited, buill, stole or
otherwise acquired befure entering play.
not necessarily one he bought in u slore.
While a small battlesuit can run (o over
.00, and a large mecha is in the mil-
lion-dollar range, thiy is well within reach
of a Filthy Rich or Multimillionaire chur-
acter.

Also remember thal rootless characters,
fike wandering mercenarics or nomadic
mecha-bikers. can put [00% of their start-
ing wealth inte equipment: the character
may be “Filthy Rich™ in name but — aside
from his $1,500000 mecha and his trusty
sidearm — may stitl own little but his uni-
form. This is also apprapriate Tor the tech-
no-knight or mecha samurai who inherited
his father's mecha, his title and very litde
clse.

Qther ways to starl with enough cash
for a mecha are the "trading points for cash
option” (pp. BI6. B82) and the Trading
Points for Fquipment and Temporary
Wealrh options (pp. CI17-18).

Combat mecha or exetic prototypes arc
probuably not sold on the vpen market. 11
mecha are restricted, the GM should make
sure the churacter’s background squares
wilh him starting with one. An inventor
who built it himself should have
Engineenng {Robativs) skill, an uristocrat
who inherited it needs Stalus. a thiet who
stole it should huve an Enemy and a good
story explaining how he did it a bounty
hunter should have the appropriate Legal
Enforcemen: Powers. a mercenary
who salvaged someone else’s mecha off
a battleficld needs Military Runk und
the Mechanic skill to have repaired it
and so om.

GURPS Mecha characters can be built on whatever point lotal the GM
wants for the campaign. We suggest [00-150 points for realistic campaigns,
150-250 points for cinematic games, and 250-300 points for over-the-top cam-
paigns.

Major villains should be built on 250-730 points. The difference between
them and the PCs should mostly be spent on advantages like Ally Group.
Military Rank. Status and Wealth.

CHARACTER TYPES

This section detaits some of the types of characters likely o use mecha. as
well as several archetypes from mecha animation and some suggested advan-
tages, disadvantages and skills. Remember, these are simply archetypes. and
many characters will combine a couple of character types into une -
Outlaw/Idol/Vigilante for instance - or ¢volve from one type (o another as the
CAMPALEN PrOEresses,

Note on Skills: “Mecha operation skills™ are Battlesuit or Driving (Mechan.
as well as Flectronics Operation {Sensors} and (Communications). "Mecha
combal skills™ consist of Gunner (the specialization depending on the weaporns
used) and whatever hand-to-hand combat skills (Brawling. Broadsword. Karare,
el cotera) are appropriate.

Armored Trooper

A soldier who operates a drivable mecha or batrlesuit. He's trained and
equipped mainly for ground combat, although he will often be space-dropped
into action from orbit. Armored troopers can serve in a regular army tormation,
a mercenary unit or an elite force like the marines. All tend to think of them-
selves as 4 superior breed compared to ordinary infantry or tank crews.

Even so. ground combat is dirtier and Icss glamarous than air ot space com-
bat — unlike the mecha flyboy. the trooper often lives on the front lines or spends
days on parrol rather than just flying back o base after a short mission. Combat
veterans are more fikely 1o be shell-shocked survivors than daredevil aces,

Advantages: Alertness, Combat Reflexes, Luck. Military Rank.

Disadvaniages: Extremely Hazardous Duty. Sense of Duty (Comradesy. A
rookic often has Gullibility or Overconfidence. A veteran may sulter from
Fiashbacks or Paranoia,

Skilfs: Battlesuit or Driving (Mecha) and Guaner are vital. Armoury.
Camoullage, First Aid, Electronics Operation. Forward Observer and Survival are
uselul, as is a hand weapon skill. if the mecha uses one. Some units require Free
Fall. Parachuting and Vace Suit. Brawling and Carousing are common. Officers
need Intelligence Analysis. Leadership, Navigarion, Strategy and Tactics.

Exainple. Johnny Rico in Starship Troopers.,




Bishonen

A hishonen is o beautiful but deadly micfe wanior, “Beautiful™ is used pre-
cisely: a bishonen has long flowing hair, large dreamy eyes and a slight build.
I'heir androgynous. “rock star” looks appeal equally to women and men: some
get mistaken for girls at one time or another, with embarrassing consequences.
A few bishonen go one step further: they affect a languid manner. dress in
women’s clothes ar suck on roses between thewr teeth. Others aren’t so keen on
the fact that men keep asking them out,

To compensate for this — or thanks 1o all the lights they gel into with
embarrassed suitors — the elemunt bishonen is often an extremely deadly war-
rior. More than that, though. he's & erafty and devious planner, Odysseus rather
than Achilles. not above using assassination, betrayval. disguises and other
stritagenms to achieve hix ends, even if he's one of the good govs. The
Bishonen character type 18 generally combined with one of the athers. like
Fnemy Ace. Idol or Techno-Knright.

Advaniages: Beautitul or Very Beauliful (with Bishonen Look oplion - sce
p. 33 Combat Retlexes. Composed. Fashwon Sense. Reputation, Voice and
often Status.

Disadvanrages: Luziness. Repulalion (as transvestiie).

Skilts: Acrobatics, Acting, Artist, Detect Lies, Disguise, Interrogation.
Knife or Force Sword. Savoir-Fare, Sex Appeal, Shadowing, Stralegy.

Fremiple: Yellow Duncer in Roborech: New Generation.

Lastaway

The character could be anvone. but often he's cither @ trained soldier or a
hgh school student. His lite was pretty normal until he crash-landed on a
primitive planet, was vavght at ground zero when a dimension-ripping super
weapon exploded or was kidnapped by fairies, Now he's ot in Kansas any
muore. e may be trapped in another time, an alien culture or even an entirely
new dimension. like a swords-and-sorcery world.

There's some sort of war or power struggle gaing on. he’s fallen right into
the middle of it and if he wanrs 1o stay alive. he's got o choose a side — proba-
hly the same vne as the cute alien girl who pulled him out of his crashed ship
and who is now hunted by the local villain's secret police. yes?

Worse. fur one reason or another he's nportani: maybe his crashed mecha
is more advanced than the local technology, he's a natural-bormn pilot or the
space warp he fell through has given him psionic or magic powers. Perhaps he
wus summoned here by 2 mage casting a Planar Summons spell to answer a
prophecy thut a magical knight {from another world would save the Ringdom!
Whatever, he's now got a chance to be more important than he ever was at
home. o parley his influence into power, marry the locel princess and lead the
revolution against the dictator! But what it he’s not the only human who ended
up 4 castaway  and the others jorned a different side?

Advanrages, disadvantages and skitls depend on what kind of characrer
Lvpe ended up a castaway.

Frample: Sho Zama (rom Awia Battler Dunbine.

Cop

A puolice officer in a mecha-equipped unit, Mecha cops often have more
combat and less investeanve training than normal police. They range from
wdealisiic rookies o cynical. streetwise veterans. If a mecha unit hasn't yet
been accepted by the regular pelice, 1 may be a dumping ground for frouble-
makers ...
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Mecha as Assigned
Equipment

Someone serving in a mecha-using
organization (whether his boss is a PC or
an NPC) may be assigned & mecha, rather
than having to buy one. This costs no
points. but the characier should have the
appropriate  Military Rank. Legal
Enforcement Powers or Patron. The mecha
is the property of the organization, nol the
pijot, and can always be taken away:
“You're suspended, Detective Masao. |
want your badge, your gun and your
mecha.”

Other Races

Non-human rzces are fairly common in
the mecha genre, either as opponents ar
allies of humanity. See Compendium 1
{pp. 173-180) for racial design rules.

Hive Races

Fierce alien warriors that vaguely
resemble giant insects are comman appo-
nents For humanity's mecha warrions. They
usually have a sorl of super-cominunist
hive society in which various castes exist:
fierce Warriors. mindless Workers. intelli-
gent, breeding Queens and perhaps other
castes as well. Hive races wre often ton
alien to communicae with, Since this can
he preity horing, they sometimes have
more humanoid allics, or perhaps a special
interpreter or diplomatic caste. Hive races
breed rapidly, look icky and arc at least us
xenophobic as people. making war with
humanity almost inevitable,

Advantages: Some or all of Enhanced
Sirength, Extra Hit Points. Extra Legs,
Fearlessness, High Pain Thresheld. Tnfra-
vision, Mindshare, Secret Communication.
Super Jump and Teeth (mandibles). Upper
eastes may have psionic powers. such as
Telepathy. used 1o relay ondes,

Disadvantages. Bloodiust, Fanaticism,
Hive Mentality. [niolerance {other
species), lnvertebrate.

Mecha: Hive ruces may not have
mecha, although they usually have star-
ships. lnstead, they mulch superiof num-
bers of infantry against human technology.
If they do have mecha. the machines often
have an inscctoid appearance. with mulii-
ple tegs.

Examples: The pscndo-arachnids of
Starship Troopers are the classic “hugs.”
Other eramples of mecha-fighting bags
gppear in Robert Steakley’s Armor. the
space tnsects of the anime Gunbnster. the
movie Afiers and the BEMs of the radical-
ly uttered Starship Troopers anime.

Continned on . 20, ..

Besides ordinary police agencies, mecha cops may be corporate security.
military police, frontier sheritfs. bounty hunters or space patrol officers.

Advantages: Legal Enlorcement Powers. Beller cops have Alertness.
Combat Reflexes. Common Sense. Contacts, Danger Sensc and Intuition.

Disadvantages: Duty, Honesty and Sense of Duty (1o partmer or the law).
“Bad cop” disadvantages are Bully, Greed. Intolerance (Minorities) or Secret
(On the Take).

Skills: Law and Professional Skill: Law Enforcement. along wilth mecha
operation skills, are vital. Brawling. Judo or Karate. Criminojogy, Computer
s<kills, Driving (Auto), Fast-Draw. Mechanic, Motoreycle, Fast-Talk, Beam
Weapons or Guns (Pistol). Forensics, Intimidation and Shadowing are all worth-
while. The space patrol adds Astrogation. Piloting, Free Fall and Vace Suit.

Example: Deunan Knute from Appleseed.

Criminal

Mecha-vsing criminals are those who necd mobility and firepower, such as
pirates, bank robbers. marauding bandits. enforcers, world-conquering master-
minds ot terrorists. Criminals are normally motivated by greed, lust for power or
revenge, but some claim “highet™ motives: the “Robin Hood™ bandit, the terror-
ist-cum-frecdom fighter or the soldier whose government surrendered but who
fizhts on as a pirate or guerilla.

Advantages: Ally or Ally Group (henchmen). Wealth (if successful) or
Zeroed. A criminal with a cause may have a positive Reputation with some
STOUPS.

Disadvantages: Enemy (law enforcement or vigilantes). I[ dishonorable,
Bully, Greed, Megalomania, Fatron (crime hoss}, Reputation. Sadism. Secret
Identity. Social Stigma or Vow of Revenge. Honorable criminals may have
Pacifistn: Cannot Kill or Pacitism: Cannot Harm Innocents. or perhaps some
Code of Honor.

Skijls: Combat and Thicl/Spy skills. Intimidation. Crime bosses need
Leadership.
Exaimple: Doctor Doom. [rom The Famasiic Four

Enemy Ace

The chiel enemy mecha pilot. an honorable warnor who just happens to be on
jhe wrong side. He is usually serving a superior. but often has a secret agenda of his
own. The Encmy Ace conforms io the Armored Trooper. Exotic Wartior. Flyboy,
Special Operative or Techno-Kni ght character type. but with these addations:

Advantages: Ally Group tlesser minions), Patron. Reputation.

Disacdvantages. Bloodlust, Code of Honor i Samurai). Duty. Secret. Status
and Vow ol Revenge are all good.

Skiffs: Often adds Politics. Sex Appeal and Strategy.

Evample: Char Aznable. trom Mobile Sulr Gundam,



Esper Weapon

The character is the fruit of a secrct project to find or produce a psionic
super soldier through drugs, mental conditioning or genetic engineering.
Sometimes the project works perfectly. Often. the result is a dangerously vnsta-
ble “lonse cannon™ with uncontrollable powers. Esper weapon characters are
normally teenagers who have just begun to manifest their powers.

There are 1wo main types of esper weapon: natural and artificial. An artifi-
cial esper weapon is a test-tube baby or vat-grown android. bio-engineered for
psionic power. Those who were vat-grown have no real past, which can result in
very inhuman personalities. Alternatively, they may have been raised by surro-
gate parents as normal people, while their true onigin 15 kept trom them until
their powers begin to develop.

A natural esper weapon ts someone with psi powers (often latent) who has
beern trained as a mecha pilot. Ollen, his innate abilities are enhanced by drugs,
special training or implants. Unwilling subjects may be brainwashed or mind-
wiped into amnesia and then coerced by the promise of getting their past back
in exchange for cooperation. A mindwiped victim may even be tricked into
believing he is an artificial person,

Esper weapons may still be working for whoever created or trained them. or
they may have run away or been captured by the other side. A runaway may be
gncertain about his origin and true identity: finding this out makes an interesting
quest for a PC!

An esper weapon often has a super-mecha that only he can properly use.
which enhances or 1s controlled by his powers.

Advantages: Psionic powers. Unusual Background.

Disacvantages: Amnesia, Berserk, Enemy {groups trying to capturc or
recapture the character)., Flashbacks, Involuntary Duty, Social Stigma (Valuabie
Propertyy or Split Personality.

Skills: Psiomie skills. plus tusuatly cursory) training similar to an ordinary
Armored Trooper or Flvboy.

Excmpie: Four Murasame. from Mobile Suit Zeta Gundan.

Exotic Warriar

The character is a visiting mecha warrior from a more advanced culture.
She (less often. he) 1s often a runaway alien princess. bounty hunter or cop sent
to apprehend a lugiive. or a super android come 1o defend Earth against
imvaders, The warrior typically resembles an attractive human with a few cos-
nietic changes.

Exotic warriors sometimes have psionics, magic or super advantages, but
may simply rely on advanced technology. An exotic warrior should be created
like @ Techno-Knight. Armored Trooper. Flyboy. Cap or Vigilante, but with
these additions:

Advaniuges: Appearance, High Technology and sometimes Unusual
Background (Superbeing). Superbeings take some of these advantages: Damage
Resistance. Enhanced Strength. Extra Hit Points, Flight, Magery, Psionics., !
Rapid Healing. Super Jump and Vacuum Support. . 7

Disedvantages: Add Secial Stigma (Qutsider). As an alien. the character S/ <
mnay have an Uinnatural Feature or unique racial disadvantages as well.

Skitls: Regardless of profession. Acrobauces. Karate and any necessary
Magic or Psiemic skills are common.

Exaniple: lezer One, from fezer One.




Other Races
(Continued])

Tentacled Horrors

Fhese are “indescribably horrible”
afiens inspircd by the works off HLDP.
Lovecraft. H. R, Giger and E.LE "Doe”
Smith. The ones in amme have spacecrall.
mecha and bizaree weehnological devices.
making them cven worse. Sometimes they
can shapeshilt Lo masquerade as humans!
They may be inhumanly evil. or simply
very alien,

Advantages: Some of Enhanced
Strength. Extra Filexibility. Extra 1
Paints, Morph, psionics, Super Jump and
Teeth.

Pisadvosnages: Fonaticisnn, Hideous.
inconvenient Size, Intolerance (nther
species). Invertehrate. Cinematic monsters
typically have Bloodiust, Lecherousness.
Megalomania and Sadism,

Mecha: Oicn have a biomechanical
stucture.

Evctples: Vhe Puranowds of Gatl Farce
or the Cthulwol i fezer One.

Comtinged on next paye ..

Fiyboy

A military pilet ol a flight or spuce-canable mecha. ofien one that can
transform into a fighter plane and which is based on a carrier ship. His missions
take him into the high blue vonder or deep spacc. he'd rather tight in the sky
than on the ground.

The archetvpal flyboy is young. hot-blavded and supremely confident he
cun outmaneuver anvthing ever built. He maintains an icy cool in battle. wears
aviaror shades and a rakish silk scarf and races fast motoreycles when he can’t
fly. Of course. that’s just one of the stereotypes: he’s just as likely 1o be d grim.
scarred veleran of shy teenager

Some flyboys are aces: by military wradition. an ace is someone with five or
more kills. The best aces are known for (their “situationai aw areness.” the ability
to keep track of everytng in a canfusing haitle so as 0 avoid surprises aned
strong opposition while spotting and picking oft vulnerable fous.

Advamiaees: Military rank 2-4 und ofien Appearance. Mecha pilots more
likely to make ace than buy the fann should have one or more of Acceleration
Tolerance. Alertness. Combat Reflexes. Danger Sense. Luck and 3- Spatial
Sense. GMs building cannon fodder should avoid these advantages! A fovul
wing man or buddy may he an Ally. Aces will have Reputation.

Disacvaniages: Duly (1o the military). Bad Temper, Fnemy (a rival i one’s
awil unil. or an enemy out to get kim), Common are Compulsive Carousing.
Flashbacks. Impulsiveness. Lecherousness. Obsession (Mecha Piloung) and
Overconfidence.

Skills: Driving (Mecha), Pitoting (Mechar. Gunner.
Electronics Operation. maybe hand weapon skifls. A
minimum level of skill in Beam Weapons or Guns, First
Aid. Navigation and Survival. and maybe Free Fall and
Vace Suit, Officers need Leadership and Tactics. Add
Brawling. Carousing. Motorcycle and Sex Appeal for
Ayboys who live up to the mecha-jock image.

Example: [lsamu Dyson in Macross Plis.

Gladiator

A professional arena fighter whe uses 4 mevcha. I
fighting is for fun. gladiators are casentially sports per-
formers. like pro wrestlers: up-and-comng rookiv
heroes. overconfident champions or brutal villains. 11
battles are bloodier. gladiators are often discharged
combat veletans or meres balween jobs.

Advanrages: Allies (couch, Teammaltes). Adlractive.
Combat Reflexes, High Pain Threshold. Repuration (as
hero). Patren (manager or eoach). Toughness or Wealth
(f successful),

Disadvaniages: Bloodiust (il a “villain® fighter).
Enemies (rival fighters) or Reputation (as villam).

Skills: Battlesuit or Driving (Mechal. Brawling. any
combar skills needed for the mecha' s weapons.
Somelimes Acrobatics. Karate, Judo or even Wresthng,
Some gladiators are Tdols (sec p.27) with skills Iike
Acting and even Singing!

Example: Miku (tom Meral Fighiers Miku typilies
the flashy mecha wrester: Chirieo (Armeared Trooper
Voromis) is an example of a soldier-turned-arena lighter.



Idol [(“iIdoru’’)

This is a modern Japanese term for a celebrity performer. like a popular
singer or movie star. An idol is traditionally the hero's love interest, and mayhe
the villain's as well. but some are also mecha pilots — rock singers who have
double identities as mecha vigilantes. gladiators. or treedom fighters. In
wartime. an idel can inspire mecha warriors or rally a dispirited populace to
resist invaders. Ocecastonally, their influence extends to both sides — think of
“Lili Marlene™ in World War 11 Thus, they can become powerful tools for pro-
paganda. At least in cinematic games, music can be a form of cross-species
comumunicuation in the event of alien contact! A few idols are more than human:
alicn 1dels are possible. and the “virtual 1dol™ {a computer-generated singer) has
appeared in at least two anime series.

Advantages: Beautiful or Very Beauwuful (with Bishonen Look option 1f
male: see p. 333 Charisma. Musical Ability. Reputation. Voice.

Disachvantages: Glory Hound, Manic-Depressive, Obsession (Performing).
Stubbornness, Weirdness Magnet.

Skitie: Acting, Dancing, Bard, Musical Inspruments, Performance. Singing,

Fygmple: Minmei in Macroess or, for mecha-piloting singers. Priss and
Vision in Bubblegunt Crisis.

Instructor

This includes space marine drill sergeants, mecha academy instructors and
gladiatorial coaches. Generally experienced veterans. they are harsh but fair dis-
ciphinarians who act as surrogate parents 10 their students. These may st out
hating them, but often come o respect them and. it of the opposite sex. even fall
in love. In the military, a drill instructor may he reassignad back to active duty,
where he can continue o serve as a mentor for his graduates - who nuy now be
of higher rank.

An instructor is built like an appropriate mecha pilot characrer (Armored
Trooper. Gladiator, et cetera). with these changes:

Advantages: Composed. Eidetic Memory, Fit or Very Fit. Less Sleep,
Reputation (as teacher).

Drsedvaiiages: Obsession (Physical Tramning). Odious Personal Habit
(Loud Voice) or Reputation tas harsh). Sometimes crippled (One Eve. One
Hand. et cewerad.

Skitls: Intimidation. Running, Savoir-Faire (Military), Teaching.

Excnple: Serceant Zim in Strship Troopers.

Mascot

A mascol iy traditionally a child or teenager. younger than other team mem-
bers and cute bul not beautiful. Typical mascots include younger siblings.
neighbors, yeomen. and arphans. A mascot may be a character’s love interest: if
so, she 15 the sensible “gil next door™-type the hero went to school with. who
will probubly be dumped laier for someone more sexy and mysterious,

Other Rares
[Continued]

Synthetic Soldiers

These are members of & warrior race
that reproduces artilicially, usoally by
cloning or “test tube” births. Synthetic sol-
diers may have been created by aliens or
humans. They couid still serve ihetr cre-
ators. ar may have replaced them — some-
times humanity will evelve into such a
race after a very long war. As they repro-
duce by artificial nmcans. synthetic races
uften have liule knowledge of naturat pro-
creation and sometimes consist only of o
single sex.

Svnthetic seldiers can be highly skiiled
elite” warnors, cheap cannon todder or
something in hetween. They typically jook
human, although sometimes they have
unusual size or other physical ditferences.
A few such species are genelically-altered
human/animal hybrids. with hestial fea-
wres. sharp teeth. fur and even tails.

Synthetic soldicrs ofier have nothing to
live for besides war and military training,
and little in the way of culture.

Instead ol a race of synthelic soldiers.
vmgue mdividuals may be crealed. These
are “living weapons” with exotic special
abilitics or even physical or psionic super
POW LTS,

Ariributes: Racial ST, DX and HT
bBomuses dre Conimumn.

Advaniages: Varics. Combat Retlexes,
Hizh Pain Threshoeld, Toughness and 3-D
Spatial Sense are common. Qucasionally
Alertness. Attractiveness. Extra Hit Points.
Fearlessness. Fur, Hard o Kill ar Teeth.

Disachvantages: Duly or Funaticism iy
usual., sometimes Slave Mentality.
Bloodiust, Intolerance (nun-warriors.
opposite sex or non-clonesy and Sovial
Stigma are common. Glant wWartiors may
fiave Inconvement Size. A society of syn-
ihetic soldiers may even have a Hive
Mentality, Zero-gee space warriors often
hive Shinny.

Fvamples: The Sulenonds in Gali
Forve. the Zentraedi from Mucrovs/
Robotech, the Space Marines [rom
Christopher Rawley's W far Ererity, the
Taurans  {and later. humanity) in
Huldeman™s The Forever War the
humanoid Crhulwualf in Yezer One and
the Hawhs und Glovers in Greg Bear's
Hreird Feaghe.
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Military Unit
Compositions

Characters in mecha cumpaigns vlten
belong 1o military organizations. Military
forces can have infinitely variable tables of
organization, but these sidebars should
give some jdea what a Lypical unit’s com-
position might look like.

Armored Mecha Unit

This is the mecha equivalzot of a mod-
ern tank or armored cavalry unit. The low-
est tevel of organizauion is an individual
tank-sized mecha piloted by u sergeant
¢rank 1-2). or a sgrad of four w eight battle-
suits. ed by a varporal or sergeant (rank 14

Higher levels of arganization are:

Platoan or Troop: Three o six lank-
sized mecha nr three to six battlesuit
squads, under 4 lientenant (rank 31 and a
sergeant trank 2).

Company or Squadron: Two o five
platoons fed by a captain (rank 43 LCwill
have support personnel such as medics or
technicians attached 1w ic Battlesuit and
tunk-sized mecha platoons are sometimes
mixed at this level One platoon may be
equipped with specialized scout or com-
mand mecha.

Banralion: A sel-contained fighting
force consisting of three to five companies
under & mjor Gank 31 AL batadion levell
mecha and batleswit companies are usoally
mixed to form a combined arms [orce. A
hattalion aften has speciatized plutoon- or
company-sized units attached w it such as
artillery, reconnaissance platoons or engi-
neers. bowill also have a support company
of mechunics. vooks, medics, military
police. stafT, et cetera. Ap exception ix
units serving aboard @ ship, which may use
the ship's resourees instead of having their
QW support [roops,

Larger Units: A regiment of brigade is
three to six buttalicns under a colonel frank
61 A division is Lhree to Tive hrigadues
under « seneral izank 7). An army 8 sever-
al divisions.

Nate that pure-mecha forces cun he
pretty small: as usingle pluteon only necds
3-6 mecha pilots, even a small group of
PCx can miake up a good portion of a com-
pany's fighting strength! This allows am-
ing vut reasonable Miliry missions with-
out the GM having 1o warry about (0o
many NPCs being involved in the battles.

Cemtinwed o p. 30

A mascol can be a player character. but is more often a Dependent. Pre-feen
mascots mostly get into trouble. A teenage NPC mascot typically fills “stay at
home™ jobs that action-oriented players find boring: cook. medic. radio operator.
technician or whatever.

If the mascot can pilot a mecha. it's usuzlly not very dangerous — perhaps
somcthing like a cargo loader.

Advantages: A mascot’s most important advantage is Charisma: this
explains why everyone looks out for him when he’s fairly uscless - and why the
villains avoid shooting him. Appearance {Attractive) and Luck are nice 1o huve.
Some mascots have Common Sense; others display a total lack of it

Disadvantages: Youth is essential! Combat Paralysis, Curious and Gluitony
are comman. Mascots sometimes have Dependents of their own: a cute pet or
robat, or a toddler they ve adopted.

Skitls: Cooking. Computer Operation. Computer Hacking. Driving,
Electronics Operation, First Aid, Mechanic. Running or Scrounging.

Example: Mackie in Bubblegum Crisis.

Masked Warrior

This is & mystetious character who wears a mask or battlesuit disguise his
true identity. While most superheroes (it into this tradition. this chiché is also
common in anime.

A villainous masked warrior is useally one of the top enemy aces or war-
riors, whose mask enhances his aura of menace among friends and foes. The
heroic version is the anime equivalent o Clint Eastwood's "man with no name.”
He first appears as a mysterious stranger who aids our heroes against the villains
and vanishes into the sunset, enlv to return later on as things get tougher,

The masked warrior hides his face for a reason. offen a scar marring his oth-
erwise handsome visage. That's jusl an excuse. though — the real reason is 10
disguise his true identity. Maybe he's a PC™s long-lost relative. a woman dis-
cuised as @ man, part machine or secretly working for the good guyvs cven
though he's on the cnemy’s side. Maybe he's just shy. Maybe all of them o
once! The secret can be revealed at an appropriately dramatic moment in the
campaign - during a final showdown, or after he has been captured.

Kemen is Japanese for mask. so masked warriors with « flair for stating the
obvious somclimes go by the name Kamen-something, like Kamen Rider
(“masked rider”). This 1s more common for superheroic types.




A masked warrior character normally conforms to the Armored Trooper.
Crimsinal. Enemy Ace., Exotic Warrior, Flyboy, Special Operative or Vigilante
archetype. with these additions:

Adveonages: Appearance. Military Rank, Reputation.

Disadvantages: Appearance. Reputation, Secret.

Skills. Disguise, Intimidation, Savoir Faire.

Example: Char Aznable in Mobile Suit Gundam.

Mecha Base Personnel

I the mecha crew are part of a larger military or police organization, they
may operaic from a base or spaceship. A base crew can be ali NPCs, or can
include some PCs; it's a good source for dependents or love interests. The char-
acters most likely to encounter mecha pilots or battlesuit froopers are:

The stoic commander. Often calm and unrueftled in the face of crisis, he
rarely seems 1o leave the control roon.

The second in command, a younger version of the commander and possible
love inferest for a mecha pilot.

The perky dispatch or communications operator who acts as the link
between mecha pilots and buase. A possible Mascot,

The aperations crew. who mun the base’s sensors or weapons from the con-
trol room and, if the base is a ship, pilotit.

The ground crew who service the characters” mecha. One of them may be a
full-fledged Mecha Engincer (see below),

The doctor. medic or nurse who patches the characters up.

A large base will also have cooks, quartermasters, gun crew. techs, security
guards and others. Some ot them can be Tull-fledged characters. but most are
stmply Faceless “extras.”

Advamiages: Appropriate Military Rank er Legal Enforcement Powers. The
commander (and mayhe second in command) may have Chartsma, Intuition and
Strong Will if he is competent. Love interests [or PCs need an appropriate
Appearanve,

Disadvantages: Dty is common. plus a few others to round them out. Most
base commanders have one or more eccentricities. plus u Sense of Duty o their
Crew,.

Skills: Whatever is needed For the job. The commander and second in com-
mund have Leadership and Strategy, the operations and communications coew
need Electronics Operation, ground crew require Armoury and Mechanic. and
SOOI,

Evemple: Commander Gloval in Roborech.

Mecha Engineer

An inventor or engineer who specializes in mecha, This archetype includes
ils Tair share of absent-minded old professors, but just as many are clear-headed.
twenty-somcthing prodigies. Al share an obsession with tryving out new mecha
technology and a prnde in their designs. "Second generation™ designers are com-
mon: these are continuing a parent’s work, often after a brutal murder by rivals.
Muchi engineers may work tor the military. a corporation or themsclves. Some
arc motivated by a cause (like winming a war or helping people) while others arc
in it for the wealth. faume or simply the desire to invent things,

In realisnic campaigns, a mecha engincer rarely pilots his own machine, but
i cinematic settings, the mecha designer is sometimes also o wealthy techno-
knight or super.

Achvantugey: Dependent (younger relative). Gadgeleer. Reputation. Wealth

and sometimes High Technology and Multimillionaire, 'y
Characters ﬁ




Military Unit
Compositions
[Continued])

Fighter Wing

Mecha that are flight- or space-vapable
sometimes use navy or air foree-style orga-
nization, especially il they are deployed an
carriers.

Pair or Section: Two mecha. a leader
and a wing mun. both usually hentenants
(rank 3). Pairs often operate independently.

Squadron: Three to six pairs under a
squadron leader {rank 4] A small base or
carrier may anly have one squadron
abourd, with the squadron leader reporting
dircedy to the ship™s vaptain or base com-
mander (who is usually rank 3 or 6).

Group or Wing: Two Lo four squadrons
under a major or colonel (runk 3. and often
stilt flying his own mechal reporting ¢ u
rank 6 or 7 carrier captain ot base com-
mander.

Mecha Police

A paolice unit equipped with mecha
might be organized something like this:

Team: Two police officers (paripers)
with mecha or batlesuits.

Squad: Three to five teams under a
police sergeant.

Two or more squads will then form the
actual unit. which may be cualled an
“Armored SWAT Team.” “Special Vehicle
Division™ or the like. normally under @
“squad commander” or “eaptain.”

Disadvantages: Absent-Mindedness. Alcoholism. Sense of Durty.

Skifls: Armoury. Computer skills, Electronics. Engineering. Mechanic or
Research: in over-the-top games, Science!

Example: Yang Newmun in Macross Plus, or [or inventor-turned-mecha
pilot, Tony Stark in fron Man.

Outiaw

A young rebel whe combines disdain for authority with a fove of fust motor-
cycles and mecha. In a post-holocaust or frontier setting, he’s a member of an
outlaw pack that rides mecha instead of motoreycles, or maybe a guerilla free-
dom fighter. In a modern or cyberpunk background. he’s often an ex-biker
recruited into a mecha team tor his quick reflexes and fighting spirit .. oF
maybe he just stole & cool-looking motarcyeie o take it for a joy ride. only 10
discover it can transtorm into a battlesuit: who built it and why?

Advantages: Ally Group. Combut Reflexes. High Pain Threshold.
Toughness.

Disadvantages: Bad Temper. Pirates” Code of Honor. Enemies (police. nival
gangs), lmpulsiveness. Reputation. Youth.

Skilts: Mecha operation and combat skills. Brawling. Inumidation. Knife.
Mechanic. Motoreycle. Scrounging, Streetwise.

Example: Priss in Bubblegum Crisis.

Reporter

This is the crusading reporter. war correspondent or gung-he news photogra-
pher who chases mecha-connected stories. If government propaganda is cover-
ing up defeats that its mecha forces have suftered. the reporter heads to the front
lines to ferret out the rruth. When the alien mecha crash-fands on Earth and its
beautiful pilot cludes the authorities. he's the one who makes [irst contact with
her. Tf a conspiracy loses a top-secret super mecha. it's the reporter who stum-
bles upon the missing prototype.

Reporters also make good NPCs. A war correspondent assigned to a mili-
tary unit is usually more of a hindrance than a help. However. a crime reporter
with good investigative skills can be a usetul ally for mecha cops ar vigilantes.
A reporter can also be a usefud secret identicy for a vigilante! On the other hand.
if the PCs have secrefs or reputations to protect. a nosy (bul often attractive!
NPC reporier doing a story on thein makes 4 good subplot.




A reporter usually doesn’t have a mecha (unless he’s found one by accident).
but one anime series had war correspondents with their own flight-capabie news
mecha!

Advaniages: Alractive, Contacts, Favor. Intuition, Patron {news agency).

Esadvantages: Curious. Enemy (authoriticsi. Obsession (peoples” right to
know . Weirdness Magnel.

Skills: Computer skills, Detect Lies, Driving, Interrogation. Photography.
Shadowing, Streetwise, Video Preduction. Writing,

Evennple: Tlibiki i Macroxy 1

School Kid with a Destiny

The character s a teenager, not vet out of high school, who s living an ordi-
nary life that is suddenly turned upside down because he is ..

... the ¢hild of a mechy designer, When the enemy makes a sudden attack.
he’s the only pilot around. so he elimbs inte the protolype’™s cockpitl. reads the
"quick start” manual and shows why he is destined to be the world’s greatest
mecha warror,

. reveiled to belong o an ancient family line of warniors against evil. Now
evil has awakened and his mentor tells him 1's time te hght back.

.o transported into 2 magical dimension by someone who needs an other-
worldly savior and mecha pilot.

a newly-awakened psi, with exceptional abilities that make him just the
person needed 1o pilot the new super mecha.

... preked for wixlefinable reasans tsuch as inner sirength, sheer accident or
avute fice) by a visiting exotic warrior to co-pilot a super mecha in a fight to
save the world.

... the only vne who has the genetic or mental ability to properly meld with
anew super mecha’s neural mterface.

.. hwang acdie, and he's really part-alien. o clone or an android, destined to
become o mecha pilut. Now the enemy is here. and his guardians must reveal the
truth.

Or ~omething else equatty outrageous and lite-changing!

Whatever the reason. the safety of his tamily, school and maybe the entire
world is resting on his shoulders — and he still hasn’t had a first date! His worst
enemy 15 hikely to be hits own lack of self-confidence and youthtul naivety.

Muany Japanese school kids wear uniforms: a sailor suit for girls and a black,
high-vollured. button-up suit twr boys, These uniforms sre such a recognizuble
part of the anitme genre that they deserve mention here!

Adveorrges: Touck. Intuinon, and in some cases Bonded Mecha. Destiny,
Karmic Tres, or Reawakened. An Ally (an older menior figure or a best friend) is
useful.

Disadvantoges: Youlh, Dependents (family). Gullibititv. Honesty, Sense of
Duty. Shvness. or Truthfulness.

Skills: Whatever he teamed in school or whatever his family or guardian
taught him. This may sometimes include special training.

Fxaaple: Amura Rev in Mobile Suii Gundamn, Nagisa in Jezer One or Shing
in Neon Genesis Evangedion.

Special Operative

A member of an elite. mecha-equipped commando unit. usually working for
the government or military, Some operatives are freelance, such as a ninja clan or
a group of ex-special forces meres. Special operatives use whatever tools they
need W complete the mission. Batilesuils and mechu are very potent weapons.
espectally with advanced stealth, sensor technology and {light systems. However. W
aspecial-ops soldier doesr’t rely only on his suit: he's deadly with or withoul it




Advantuges: Military Rank or Legal Enforcement Powers (unless freelance).
Alertess. Combal Reflexes, Danger Sense. Eidetic Memory. Intuition. High Pain
Threshold. Strong Will or Toughness.

Disadvantuges: Bloodlust. Extremely Hazardous Duty. Fanaticism.
Overconfidence, Sense of Duty (comrades or nation}.

Skills: The same as for an Armored Trooper, but add some or all of Acting.
Climbing, Computcr Hacking. Demolition, Electronics Operation {Security
Systems). Escape. Forgery, Interrogation, Guns or Beam Weapons. Holdout.
Intellizence Analysis, Karate, languages, Psychology. Sex Appeal. Scrounging.
Stealth, Swimming. Tactics and Throwing. If there are aliens. operatives may be
trained in Xenology — know your enemy.

Example: Major Kusanagi in Ghost in the Shell.

Techno-Knight

In some cultures, mecha pilots are a feudal aristocracy like medicval knights
or samurai. A pilot might be an ordinary knight, 2 noble of part of a royal fami-
ly. Such a character could also be depoesed or disgraced and Irying 1o regain his
lost honor. lands or throne. The honorable warrior-prince living in exile from the
decadence and corruption of the wmperial court is a uscful archetype. So is the
noble or royal brat run away from home o see the world or avoid an arranged
marriage. If' an heir later falls in Jove with a commoner. this can get interesting.

Techno-knights should start with at least encugh Wealth to atford their par-
ents” mecha. Some inherited mecha could be damaged or obsolete (and thus
cheaper). but others are relics from an age when mecha were more advanced
than they are today!

Advantages: Status 2+, Ally (servant or squire, who is often a technician) or
Ally Group (retainerst. Appearance. Combat Reflexes. Heir or Wealth. possibly
with Multimilliongire. [nheciting an advanced mecha reguires High Technology.
In some settings, royalty have hereditary magical or psionic powers.

Disadvantages: Code of Honor (Chivalric. Gentleman's or Samurai) is a
must. Other good disadvantages are Duty (to feudal Jordy, impulsiveness,
Overconitdence, Stubbornmess and Vow.

Skitls: Driving (Mecha). Gunner and/or melee weapon skills are vital. Other
appropriate skills are Savoir-Faire, an Artistic skill and maybe Diplomacy.
Heraldry, Leadership or Politics. Techmical skills are often lelt to one’s retainers,

Example: Ladios Sopp. in Five Star Stories.

Vigilante

The vigilante operates outside the law to pursue a vendetta. oppose a von-
spiracy or simply to right wrongs and fight evil. A good origin is importaut.
Perhaps he was an armored trooper whose toved ones were killed by criminals.
<6 now he uses his militacy skills to fight crime, Or maybe he’s a mecha design-
er whose invention wus stolen by an evil organizaton; now he's dedicated his
jitc 10 opposing them. Vigilantes on & feam don’t all necd the same background.
but they should have 2 common cause!

Advantuges: Alternate Identity. Combat Reflexes. Reputation (s herol
Strong Witl. Filthy Rich. High Technology or Patron is useful to provide the
necessary advanced suits and headquarters.

Disadvantages: Enemy (villains or the law). Flashbacks. Obsession,
Repuration {as vigilante). Seerel {Vigilanie). Sense of Duty. Vow of Revenge.

Skitis: Mecha operation and mecha combat skills. Intimidation.

Examples: Tony Stark (fron Man). The Knight Sabers trom Bubblegum
Crisis are an example of a vigilante team.




ADVANTAGES, INISADVANTAGES
AND SKILIS

This section discusses particular options for character creation in a mecha-oriented campaign,

ADVANTAGES

Acceleration Tolerance
Thix s vseful for pitots of [lying mecha.

p- CI19

Ally Group p. B232, p. CI19

A mereenary captain, gang leader or feudal lord should take
the Ally Group advantage. The commander of o regular militury
lorce doesn’t need it — while he may have froops under him, they
belong 10 the orgamzation, not 1o him personally.

Appearance p- B1S5

Major characters (heroes or villains) are typically zood-look-
ing. They also may have ..

Chremaite Hair Colors: This 1 among the first things people
notice shout the characters m some anime mecha shows, They
have blue, purple, green or even pink hair! Why? Are they
punks? The real reason is to make it easier for new viewers to
tell the characrers aparr. bur feel free to give vour charvacrers
chroomatic hair anyway: mayvbe 17s o future Tashion tend!

s means vou are an androgynous beauty.
equutly appealing o bath sexes, In game terms., this is o +0% o
endri vost) enhaicement o Beautiful or Very Beautitul appear-
ance, [T o have i average vour reaction bonus [or either sex
aird apply the average to boths e.g. Beautiful would give a +3 o
reaclion from hordt sexes. rather than +2 from the same sox and
+4 from the opposite. Also, i vou are Very Beaotifull o sexes

Bizlionen Look:

can resent vour sood Tooks (i -2 penalty instead of the bonus) it

they hive reason 1o dislike you! Most Bishonen are male, buw ¢
female can have this Xind of androgynous beanty  although in
ihis cise “hishonen™ theautiful boy ) is & misnomer.

Cite Clraraetery, Some anime characiers, usoally young
temade miscols, are devestatingly cute tather than beautiful. with
huge eves and puppy-dog smiles. To create such a kawaif charac-
ter. take @ combination of these three advamages: Aulractive,
Charisma and Pitiable (5 pains. p. C129).

High Technology p- CI26
Use this it characters are to start with experimental or artifact
nrecha mere wdvanced than the campatgn’s average TL.

Military Rank p- B2#

The GM should curetully regulate the runge ol Military Rank
thut PCs ¢ start with, Rank 5 and vp involve commanding lurg-
er forces thun most GMs will wam 10 deal with — sce Mirary
Gnir Compasitions (p. 28). On the other hand, while anyone may
be assigned a battlesuvit. the military may require 4 nuninmuvin
rank of sergeant (1-21 or hientenant trank 3) before a soldier is
trusted with & multi-million dollar mecha.

If ane PC s supposad o outrank the others. 1673 a good wdea o
tisvuss this with all the pluyers belore the campuign begins.

Mulrimillionaire p- B237, Ci27
This is a vital advantage if a private citizen wants (o run & mer-
cenary company or bankrall a mecha-equipped superhero weam.

Patrons p- B4

An ordinary military or police force doesn’t count as a Patron
unless it 1s a faicly “intmate™ one like o secret agency. However,
a character in an organization often has a senior officer as a
Patron. This is usetul for characters wha like o disobey orders.
and can explain why they haven’t been drummed out of the ser-
vice. A typical admirad. general or police commissioner will he
waorth about 1) poinls as & Patron

Semeone who works for a non-militury organization will otten
have a Paron who provides equipment. ¢.g.. 4 scientist whao
ivented the mecha, bul does not adventure himself. A Patron of
this sort 15 worth at least 20 points (equipment worth more than
stariing wealth, echnology hetter than the world" < nom).

Psionicrs p- B165IT;

see also GURPS Psionics
Pei powers are fairly common in some mechy canpaians, usi-
ally as Telepathy o Precogmition. but the GM should atwuys have
the finat sav on whether they exist. Psi powers might mark the
character as a new wype of highly-oveived human, or they could
be the resutt of an experiment - sce Esper Weapon tp, 2510 Aliens
often have psi powers of their ewn. Some mechy are buill w
enhance or be contralied by psi powers - see felepathic interfoce
(p 98) and pyibernetic web (p. 1043 Being psionic normally
requires wn Unusual Background.

Unusual Background p- 8283

Mecha campaigns, especially cinematic ones. ollen leature
alien races. psiv or even supers or mages. Any such character
should require GM permiission to play. Since mecha end 10 coun-
terhalance super or pst abilittes, an Unusual Background charge
of 10 points for aliens. 25 points lor psienics and 30 points tor
magic or super powcers is lairly appropriate. See the Esper
Weapon 1p. 25) and Bxotic Warrior (p. 25) churacter types for in-
genre examples.

Wealth p- BIG6

A good starting wealth for most mecha campaigns is $13.000,
II' characters must purchase their own mecha, Wealthy or Very
Weulthy will buy a battlesuit. while Filthy Rich can aftord a tank-
sized machine. Also, expenscs such as hangar space. tuel. ammo.
lubricants. coolants and spare parts can be hefty. A million-dollar
mecha requires some $23.000-530.000 a yeur to mamtain, putting
its maintenance out of reach of characters with less than
Comfortable wealth — unless. of course. they are members of
organization thal can pick up the b,



New Advantages

Bonded Mecha 20 points

A mecha is “psychically bonded™ w0 you, When not in use. 1t
(v stared in an invisible extradimensionual pocker that is
anchored w either vour body or some sort of focus device. If the
mechi is in the pocket or stored within the focus, you nust con-
centrate for one [T fo cause I to appear.

A drivable mecha (1o, one with 4 cockpity will manifest
the neurest open space thut's big enough for it e fit into. 17 you
want 10 board it you don’t hieve 1o chimb i Instead. as long ay
you are no farther away from the mecha than wice its height.
vau can coneentrate for onc i and un exetic energy beam will
reach out and suck vou into the mecha. You pass directly
through the mechy’s hull, appearing in it cockpit.

A hattlesuil is cven more convenient. as it will appear around
vour body. This “ransfosmalion sequence” can be quie elabo-
rate, s Bt of the suit materialize and ock together around you.
If the suit can’t be worn with clothing, the suit tragies places
with your outlii, which is stored in the pocket dimension ontil
vou change back. In over-the-1op games. this Lransifion some-

times gives o briel glimpse ol your nude hody. especiully if

you're female. Modesty may be preserved by an instant change
or a flash of lght. or by spinning about at high speed in the
PreCess,

Bunishing the mecha adso tahes a turn ol concentrationt. If the
mechi is a hattlesuit. vou must be wearing it to banish it (Thus.
someene could knock vou vut and remove your suit if they
wanted 10 cupture . If the mecha has a cockpit. you must be
outside it but touching the mecha in order o make 1t vanish,

Bonding with a mecha is always the result of some unrique
process. accident or ritual. The symbiosis may resuli from a
magical enchanument or some form of TLL6 super-gadget.
Decide which: il iUs magic, 11 woen't wark i @ no-mana area.
while a “reahity stabilizer™ (p. UTR D1 would prevent a super-
eadget from working. You can only bond with a single mechs.
11 it i» vrippled or destroyed. geuting a replucement muy require
iy adventures,

This advantage costs more than the GURPS Supers Costume
advantage hecause il allows characters with hig. bulky machines
o mitilirate enemy installations while seemingly unarmed.

Various enhancements and limitations can be apphed to i

Boestiap Option: Foar +100% 10 cost you can send the
mechy into its dimensional pockel with you aboard! The pockel
is only as large as the mecha - you can’t move around . so
this just gives vou a sule plice to hide and rest. Rewrning takes
ene turn: vou and your mecha reappear where you vanished or.
if something occupics that spoL. in the nearesl 0pen ~pace.

Voice-Activaied: For <205 to cost. the mecha can only appear
or vanish if vou shout a code phrase or nugic word, You van’t
summon the mecha i you are gagged, lose vour veice. et eclers

Foeas: For -206 to cost, you possess a unigue focus tlike a
medallion or magic sword) which vou must weuar or hold w
cummon ot kanish the mecha, Optionaliy. the focus may be the
mechis it transforms into the mecha when the mecha is sum-
moned and transforms back info e focus when i s hanished.

Other limitaions ip. CITI0) can be taken: Costs Fabigue.
Limited Use. Preparation Required. Takes Farra Time. Tuhkes
Recharge, Uneonscious Only and Unrelinble are all reasonable,

Faamples of bonded mechu appeuar in many anime and
manga. See The Guyrer. Rearrle Binder Phis. Mogical Rutai
Ravvarih, Meted Fighrers Miku and Jezer One.

Interface Talent 5 points
In some settings. only certain people can use neural inter-
faces: anvone without a specist kind of interlace talent goes mad
or suffers other rawma when they try Lo use ther.
At the GM s option, Interface Talem may have other prerey-
uisite advantages or disadvantages, such as Strong Will or even
Youth (perhaps only the young can adjust).

Shojo Mallet 1 point

Only lemale characters in & sy anime-style campaign can
take this = and many do! Il vou have 1, you can instantly clob-
ber a nale who you catch acting rude. lecherous or uotaithtul
toward vou. For example. if you see your boyiTiend staring
another girl, or a guy insults you or makes a rude pass. you can
punish him! Take a [ree action (p. B107) and rolt o Contest of
vour Will vs. his own. adding +5 il you have Bad Temper,
Jealousy or Berserk. It you succeed. you puil a giani. multi-ton
mablet out of thin air and clobber the oftender {lat! He's mental-
Iy stunned and takes | hit damage (DR won't proteci). I you
(ail. no haminer appears: you give the jerk a withering ook and
you can’Luse this shtick {foran hour ol play.
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DISADVANTAGES

The stereotypicul mecha warrior PC often has (he standard
“heroie” disadvantages ol Impulstveness and Qverconfidence.
Other disadvantages worthy of comment include:

Code of Honar p- B31

[0 wetting in which necha are the new techno-knighis, the
Chivalric Code ix guite appropriate. Some high-ranking mili-
tury officers may alse honor the Genteman's Code, while a
ging of mecha-bikers o space prrates would (ellow the Pirate’s
Code. Some Jupanese-inltuenced warriors may tollow beslride,
the way of the warrior. which is the samurn code of honor.
This is perfect for the honorable enemy who loyaily serves an
2vil conse or vitlainous master: though they lind their master's
actons distasteful. they sl follow him out of bushido.

Savprul Code of Honor: A samurad must have 4 master: a
feudal lord or. in the modern world. the leader of 4 corporation,
government or military organization, The master must be
obeved in all thing< regardless of one™s own feelings, A samu-
rai must answer any challenge or insult wo his master. Pain. dis-
comfort and death must be tuced stoleally. Disrespect from a
social inferior must be punished as harshly as possible. The
only way 1o leave service without permission s (o commit yep-
priekee Coitwal suicide ). -5 poings,

Dependents p- B38

Characters in w mecha campuign have the usual assortment

of lovers. under- or nver-age relatives and so on — see the
Muscot character tvpe (p. 27) for typical Dependents
y =5

Duties and

Sense of Duty p. B39
Characters wha wre in the military or a police force may

have o Thty, A Sense of Duty toward comrades (-5 points) is

commaon for “good” characters and helps unily a group of PC.

Enemies p- B39

Enemies don’t have to be (rying 1o capture or kil you - the
disadvantage also covers people who “work against you.” In
the cinematic tradition. this includes the arch-rival who iy
ostensibly on your side but who i~ jealous of vour success or
wanls something you have: vour lover, your posifion as tcam
leader or your reputanon as ace of accs. One problem — usually
the rival 1s about as good ax you are. and often he is richer and
better looking! A nivalry may be recent thate at fiest sighty, date
back to a specific slight or even be a childhood thing. Trouble
is, olten you're both in the same organization. academy. school
or whatever. and when things gct tough, you have 0 work
closely together against the real enemy — cspecially it they re
threatening the person you seth love!

Flashbacks p- B240, CIS0

This ts a good disadvantuge for angst-rrdden mecha warriors
who have become tired of all the killing. Flashbacks also go
nicely with a Vow ol Revenge (p. 361 Characters who have
becn brainwashed often have Flashbacks!

Giuttnny p- B33

In anime. kids and voung women otten have this disadvan-
tage withowr being overweight — iCs a “cute” wrait.

Gullibility

Extremely common among raw recruits!

p. B33

Involuntary Duty p. B238, (177

Bramwashing is a commeon feature ol more angst-ridden
mecha storylines. One side (not always the villains!y brain-
washes a prisoner or talented innocent into serviog them as a
mecha pilot. A brainwashed pilot often has Amnesia.
Flashkacks and a Split Personality as well! They aren’t the only
ones in trouble — if vou've just discovered your missing kid sis-
ter 1s pitoting the encmy mecha. do you open fire?

Lecherousness p- B34
Lecherousness is common for both realistic and cinematic
mecha pitots, who tend o be 2 hot-blooded lat. A comman cin-




ematic truil of young anime males 1s to combine Lecherousness
with Sfiveess, The shy lech is 100 nervous or inexpericneed o
directly make o pass at an attractive female if he lails a Will
roll. [nstead. he will spy on her while she is undressing or
showering, steal her underwear, buy pholos of her from her sis-
ter. ot ceterd, The appropriate female response is o helty slap or
hlow. which leaves the lecher mentally stunned. In unime tradi-
lion. a Shy and Lecherous male should also have the quirk
“(jets nosebiceds when aroused.”

Lecherous alicns. especially humanoids or those with fenta-
cles. may he attracted (o humans.

Pacifism p. B35

A few student demonstrator anti-war activists can be an
intercsling encounter tor military characters when they gel hack
(o the home (ront un leave! A common character lype in the
military genre Is the “failed pacilist” - someone opposed Lo
fighting in principle. hut who tights because he's heen dralted
or to protect himself und his comrades. He doesn’t sulTer penal-
Lies in hattle, but may end up working toward a peaceful resolu-
tion of the conflict (or deserting!). This is a quirk.

Secret p- B238, p. (178

This i a very vommon disadvaniage for honorable villain
characters and lso for the Masked Warmior type (p. 28). 1o the
anime tradition, common secrets arc.

« Born heir o @ deposed monarchy or political dynasty.

¢ Havine a parent who is. or was. o major villain.

+ Being an alien prince oF princess.

» Having been born as a bred-for-hartle “living weapon.”

e Being o battlesuited vigilante ta “secret identity ™).
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» Having psionic powers.

= Being a clone of a dead wartior ar SCIRTIist.

» Being a member of 4 secrei sociely like the Yakusa
{Japuncse mafia} or an outlawed revolutionary group.

« Disguised as the opposite sex (with ishonen ook

A wvariaiion on this is the “Unknown Secret™ - the GM
comes up with a secret thal the player doesn™t know either. but
which will be shattering to him wheun it is revealed during play.
This works well il the seeret is something that happened during
the PC's childhood: he may nol know that he is really the want-
ed heir 1o the threne., or was born in a fest tube as an Esper
Weapon (p. 25).

Shyness p. B37

This is common because i's a stereotypical Japanese cultur-
al trait, Tn 2 Japanese sctiing. many youths have it those who
don't stand out as lzaders or rebeis. Mild Shyness is also
good trail for young. clean-cut mlitary or police recruiis,

Social Stigma p- B27
DPsis or androids crewted as Esper Weapons (p. 255 or ulu-
mate mecha fighters will usually be “valuable property” (10
points).
11 the GM decides to set a campaign in fapan. a foreigner {or
“zaijin™) has the “ontsider” Social Stigna, For that mutter. so
will an alien living amoeng humans, or vice v orsa.

Vow of Revenge p- B37

A vow of revenge for a dead loved one or friend Killed by
the cnemy is a staple part of the gente. offen explaining why
(he character became a wecha pilot. This also gives the GM 4




good “hook™ for adventures. “Blood-stained revenge™ is an

inlegral part of Japanese samurai radition and an element of

many anime mechit shows, Characters who feel particularly
wronged may vow to destroy an catire organization or even an
empire!

However. revenge does not have to be “personal™ in the
sense that a vengelul character 1s consumed with hatred. The
Japanese see: “revenge” as a facet of girt. “an acquired debt.” A
character may simply feel an overpowering burder — a fechng
that the departed won't rest until the debt of honor is fulfilled.
[t's even possible that & character will respeet the persen he has
vowed (o destroy. Sometimes the pressure of giri turns a good
person inta a villain, at least temporarily. For instance. the

daughter of @ villain may be a good person. hut if her luther

was Killed by the heroes, she may still feel a need to tollow in
his footsteps to avenge him.

A with other vows. point cost is variable, It can range from
15 pointy (vou devote all your time 1o hunting down and
destroving a powerful foc) to a -1-point quirk (you'll seek
revenge 11 you meet the enemy, bur make no special effort to
track him down).

Youth p. B29

Underage characters are very common as mascols or even
mecha pilots. A mulitary disaster or high casualty rate could
resulu in fresh caders being soddenly thrust into front-line ser-
vice as mecha pilos, Guertlla wars will also use danyone. In very
cinenuilic games, a kid often ends up i the cockpit because hig
father was the mecha designer, or because he has some unigue
tilent - see the School Kid with a Destiny characrer type (p. 31
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SKILIS

Severul skills are especially useful or noteworthy in games
uslitg mecha.

Mecha Operation Skills

These skills are used to drive or pilot a mecha. or to operate
ils s arious subsyslems.

Contred Skefls, DX andd Skild Rolts: If o character s wearing o
hattlesuit. or doving or prloting a larger mecha, s DX and DX-
hisedd skitls when using its limbs are limited by his conteof skitl.
This is Bartlesuit okill for bagtlesuits, Priving (Mecha) for driv-
able meehs moving on te ground and Pileting (Mechay Tor tly-
ing mecha. When making a DX roll (e to use a mecha’s
arms, maneuver or avoid falling). use the fower of the operatar™s
DX or conirol skill, When making o DX-based skill roll that
involves the use of the mecha’™s arms or legs {except w fire
rangzd weapons). use the fower of the appropriate skitl-1 or the
operator's control skill-1.

Battlesuit p- B49
Noteo Bartlesuit shonld be ireated ax o Plivsical/Average
Velticte s this is a change frean the Basie Set.
Battlesuir skill 15 wsed 1o make all control rells when operat-
ttig a mecha that has o battlesuil system, and determines the bai-
tesuit's Dadge,

Driving (Mecha) p- B68

This skill s used 1o operate mecha equipped with cockpits.
Driving iMecha)y skill is used 10 make all control rolls or dodees
while moving on legs or jumping.

It the mecha has raasformed imo a configuration in which it
moves on wheels or another motive system. use the appropriaic
vehicle skill, vsually a Driving specialization, Motoreyele or
Piloting. For example. a mecha that has effectively tianstormed
into a four-wheeled vehicle would use Draving (Automobile

Electronics Dperation p- B58

Mecha pilots normally have some skill in Flectronics
Gperation (Sensorsi and Electronics Operation (Communi-
cations).

Piloting p- B69

Filoting (Mecha) can be wsed o flv a mecha in any environ-
ment. Alternatively, use Piloting (Vertol) pnless the mecha is
transtformed inte fighter mode or 15 tlying in space. in which
case Piloting (Acrospace) applies.

Mecha Combat Skills

These skills are used (o operate 4 mecha’™s weapons.,
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Gunner p.- BSO

Weapous built inte or carnied by mecha gencrally use Guoner
rather thin Guns or Beam Weapons skill. Specializations for the
weapons described in GURPS Mecha are.

Beany - Covers all beam weapons, The GM can break il
down into one skill per beam weapon type (laser, X-1ay laser. et
ceteray if desired. but really. the operating principles should be
much the same for all of them.

Cunnon — Covers all autocannon, minicannon and Galtling
LCannon.

Geiitss Cran — Covers (Guuss guns.

Grenude 1amncher - Covers all grenade launchers.

Mechine Gun — Covers machine zuns and miniguns.

Missite  Covers puided missiles,

Martar - Covers all mortars snd gun/mortars.

Raifeun — Covers alt raguns and Gauss cannon,

Brawling, Judo, and Karate
pp- B50-51

These «kitls. along with Boxing {p. CH 32 and Wrestling (p.
C11361, con all be used in hattlesuits. Karate or Judo cannat be
used it mecha has a cockpit rather than a battlesuit syster.
unless it aiso hus a neura) interface. Brawling and Karate can
alsi be used with claws. talons and contact weapons built into
arms or legs tsee po 51,

Other Combat/Weapon Skills
p. B49fr
A mecha wiclding o giant sword, axe. forceblade. or other
hand weapon uses the normal weapon skill. This also applies
shields and thrown weapons.

Other Skills
Acrobatics p- B48

Acrobatics tand acrobatic dodgess are possible in a mecha.
but with a penalty equal to its Size Moditier plus i extra —4 iF
the meeha has a cockpit rather than a hatilesuit systen.

Armoury p- B53
Use the "Vehicular Weapunry™ specialization for mecha
wWeapons.

Engineer p. B60O

The specialization (o design mecha is Engineer 1Vehicles),
The GM can optionally require Enginger {Robotics) or Enginecr
(Mecha.

Heraldry p. B58
In *fendul” backgrounds. mecha shields. banncrs or armor
may be painted with heraldic designs'!

Mechanic p. B549
“Rohotics™ is the specialization for mecha and bartlesuits.
Parachuting p- B48

Mecha often deploy by parachute, hence this skitl is useful.

Stealth p- B67

You can use Stealth with a mecha. but at a penalty equal to
its Size Modifier.

Tracking p- B57

A hig mecha is vasier w track becaise it Jeaves wider foot-
prints amd makes u larger wrail threugh brush. Add the mecha's
Size Modifier o Tracking rolls, Success gives an tdva of sive
and also weight (from the depth of the print relative to s1ze.
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Battlesuit
Faceplates

A battlesuit with an armored wmet has
a transparent faceplate. This lets the wearer
use his own vision. even if ne sensors are
nstalled.

Anti-Glare: A butesuit vser can be
blinded by sudden bright flashes. so the
{aceplate is designed to polarize 1o protect
the uscr against blinding light. [f desired.
the user can hide his features hy always
keeping the plate tinted or mirrored.

Visor: The faceplate has a hinged visor,
and can be opened or closed in one Lurn.
exposing the wearer’s tace w0 the world.
{Someane can also force it open by grap-
pling the head and making & ST-20 roll) 1f
the visor is open, the suil loses its armor
PD and DR on the front of location 5
tface), is no longer sealed or air-tight, and
its sensor, HUD, computer targeting and
anti-glare functions will not work.
However. opening the visor does jet the
wearer talk without a comsuite. cat or
drink. kiss someone. [eel the wind on his
face ar use his sense of smeli

Suits with No Faceplates: A batllesuil
with the “ro laceplare”™ option has na visor
— it ¢can’t be forced open. but the user 15
dependent on o PESA for vision: il it stops
working. he can’t see out,

There are two main (ypes of mecha: drivable mecha. which have cockpits,
and battlcsuits, which have battlesuit systems. A rule referring simply to
“mecha” applies to either type.

INSIDE YOUR MELCHA

In the Cockpit

A drivable mecha’s cockpit consists of a seat. computerized controls and
various integral electronic, lite support and safety systems.

depending on the design. If a mecha is three or more yards tall. it is diflicull or
impossible for a normal person to climb aboard from ground level unaided.
Mecha hangars come with step ladders, gantries, shdes or other devices, or the
mecha assumes a kneeling position when parked

Conrrol: A pilot usually uses joysticks and fool pedals o control legs, arms
and any thrusters: tiring controls are also ptaced on the control sticks. A com-
puterized gyro-stubilization system keeps the mecha balanced. Some designs
supplement or replace ordinary controls with neural interfuces (see p. 971
Instrurnent. targeting and sensor data are shown on mwulti-functional displays
controlied by a computer terminal.

HiDs: Vital data 1s superimposcd on a “head-up display™ over the pilots
field of view or projecied onto his helmet. At TLY+. the pilot is surrounded m a
holographic virtual reality display. The HUD adds +1 to Electronics Operation
skills for mecha sensor or conmmunication systems, and gives an extra +1 to Free
Fall and Piloting skill. It also lowers weapon SS numbers — see Runged Combey
Mudifiers. p. 0.

The View: A mecha cockpit has either a trunsparent canopy or armored view
ports. In battle, a biast shield slides down o protect them, and the piiot’s only "natur-
al” view is through a smalt optical periscope or tny vision shit (-2 to Vision rolls,
Far better vision. i television camera is built into PESA sensors — see Seisors, po 47,

Hearing and Speech: All cockpits include an external microphone and speaker.
so the pilot can hear things or talk with people outside the mecha. The speaher vol-
ume can he cranked up. enabling the pilot 1o be heard over the notse of a battlelield,

Wearing Battiesuits

A battlesuit must it like a glove lor its kinesthetic control system to func-
tion. This puts semme limits on who can fit inside a particolar suit and whai the
operator can wear,

Pilot Weight: A Dattlesull is rated for its pifar weight, which detennines how
large 4 person can wear that particular suil. A wearer will only fit into o suit it
his own weight and that of any armor or clothing is no greater than the suit's
pilot weight rating, nor Less than 80% of it.

Fitring: Even if a person fits into the correct pilot weight range. a bartlesuit
systemn must still be refitted each time a different person uses it. {The one excep-
tion is it the new uscr is of the same sex and has exactly the same height and
weight.) Adjusting a suit to & new user takes two hours and requires a successful
Armoury (Mecha)+2 roll. Failure means two more hours are required: critical
failure damages the suit, requiring minor repairs using Mechanic skill before it
can be used agatn.

Clothing: A person wearing a battlesuit may not wear elothing anv heavier
than & skin-tight outfit like 4 body stocking or briefs. Some tvpes of ultra-tech



armor are described as skin-tight, and these can be wom with 4 suit. Their DR
will protect the pilot. but not the suil. from any damage that penetrates. There is
one exception to these restrictions: if a suit has no armor at all, or has only
open-frame armior, the user can wear any armor or clothing compatible with the
pilet welght,

Swiving Up: A bharlesuit is generally designed with a haich or clamshell
hinge at its waist, This allows the wearer to open it up. step into the legs and
pull on or squirm into the rest of the suit. The helmet may be attached. or it may
be screwed on separately. A battlesuir takes four minutes to put on and two to
remove. Much of this time is spent screwing or locking fastenings securely into
place and checking out systems like power or life support. Some suits have a
“guick access” option. Via superior ergonomics or technology. these take only
(30 - Batlesuit skill) seconds to put on, or half that to remove.

Controd - A battleswit 1sn't driven. it’s worn. In a normal suit, the wearer’s
limbs extend fully or partially into the arms and legs. When the pilot mes o
maove his limbs, sensors in the suit detect the attempt and the suit’s arm or leg
motors copy the intended motion while amplifying its lorce. Learning o control
this requires considerable effort. which js the main reason thar the suit requires a
special skill.

Controls for other systems, such as thrusters or sensors, may be located
within suit gloves, on the suit arms or within the helmet. A battlesuit hetmet
meludes the same head-up display (HUD) a mecha cockpit has. Helmert controls
are operated by using reck or jaw muscles, voice control or even by sensing eye
movements as the user stares at @ menu on the HUD. Some suits may also use a
direct neural interlace.

WMIECHA AND MOVE

A mecha is maneuvered very simply: the pilat chooses any normal basic or
advinced combal maneuver and the mecha follows that mancuver, just as if i
were i person, Thus, o mecha can take o Move maneuver, aim or make a snap
shot. feint in hand-te-hand combat or even enter close combat with another
mecha.

Mecha use the normal movement roles for humans, with the modifications
deseribed below: flving mecha use the rules for flying animals described in the
Basic Set. Translormable mecha can alter their configuration and with it their
pertormance: see pp. HK-103.

Sometimes. mecha pilots must make a contof rofl. This is a roll against the
skill used to control the mecha, usually Driving (Mecha) or Battlesuit.

General Movement Rules

Order of Action
A mecha pilot uses his own Maove score, rather than that of the mecha, o
determine when his mecha acts o« twm.

Move Score

A mecha’s Move score 15 equal to its basic Move modified by Encum-
brance. A mecha uses s Move score exactly like a character, with one excep-
tion. Its Move attribute may be a split score, e.g.. 10/15. It so, the first (lower)
Move 15 psed normally. while the second (higher) “enhanced Move™ is used
only when sprinting in a more-or-less straight line.

Besides Move, mecha have two statistics that humans lack:

Staging Combat

Mecha have high speeds and their
weipons have very long ranges. For this
reason, GMs may wish 10 avoid using a
hex map for combat unless the fight comes
down to close quarters. We recommend
“abstract advanced movewent.” in which
spatial relationships are kepr track of in the
GMs head or on a large-scale mag, but
which uses all normal movement rules.

Ta prevent the game from turning into
4 turkey shool the GM should carefully
deseribe terratn. structures and distances.
Be sure to inciude leatures that can block
line of sight. provide cover, and so on:

“Okay. your PESA shows two Seraph
Delas have just crossed the ridgeline
1900 yurds away.”

“Yikes! Do 1 see anything nearby for
cover?”

“A stole tarmhouse 40 vards away o
your right, and those tight woods you came
out of are stilt 10 vards behind you.”

“T sprint for the building at Move 30,
finng my Gauss gun al the lead Seraph . ..~

; Mecha in Action



Fast Movement and
Encumbrance

Te hetter retlect the eftect of encuin-
brance vin very fast movement (Move
104). the penaltics 1o Speed and Move lor
various engumbrance levels become . ..

Light: Move » (0.8, round down.

Mediom: Maove x 0.6, but minimum
Move 7.

Heuvy: Move x D4 but minimum
Move 6.

Exra-Heavy: Move x 0.2, but mini-
mum Move 5,

Example: A mechy has Move 22 bt
medium encumbrance. 18 Move heconies
13,2, rounded to 13

Traveling by Macha

Uise the mecha's top specd in mph.
moditied by encombrance as abosve. 0
determine how fast it can travel.

Actual “cruising” rates should be ahout
60% vl this top specd. See Terrain (p. 58)
for the eflects of terrain on movemeont

spead.

Walking

Walking and running are not at all like
moving on wheels. A running mecha. like
a running human, moves by rossing iis
center of gravity off the ground while kick-
ing backwards. A mecha gong much faster
than 20 mph does so by muking a series of
leaps.

This means that a mecha nmoving at 40
mph will unly touch the ground every 10
vards ar so, 1wl skip blithely over 20-
foot diches. minefields and the like with-
out even huving to use thrusters. So what
happens when a 40-ton mecha nuirches
down the street’?

Very litle, A mecha 1v menerally lairby
lizht For it sive. and the soles ot s teet
are like snowshoes, disproportionately
furge. The ground pressure exceried by maost
mecha is nor much more than twice tha of
@ human bemg, A mecha won't normmally
punch holes in the pavement with its teet

However, the full welght of the mecha
will come dewn on any imperfection in the
erriein, A mecha’s footprint may only he
hall wa inch deep on solt ground. but
twigs. branches. unthills, rises in the
ground and enemy infantry will be fla-
tencd.

Step

GMs may wish w use the fncreaved
Step for High Move rules (p, CHT2) for
meoha,

MR 15 the mecha’s grownd manetver rating, a measure of the maximum g-
foree a mecha can safely use during 2 mancuever on the ground. It s normally
used only when atterupting 1o rum while traveling at high speed. Flight-capable
macha alse have an 2#MR (geriaf MR statistic. used when the mecha ix flying.

SR is the mecha’s srabiline raring. If a conurol roll fails by more than g5SR
(on the ground) or aSR ({f flying). the pilot loses control. A walking mecha talls
over, “colliding”™ with the eround at a speed equal o s height plus the distance
it moved this turn (hoth in vards). A flver spirals out of control: the mecha can
do nothing bur dive downward at its present speed + 14 vards/turn until the pitot
can recover (a Piloting-3 roil),

Encumbrance and Move

Rather than recalculate a mecha's statistivs whenever 1t carries something.
as is done in GURPS Vehicles, GMs should use the standard encumbrance rules
with mecha. If the mecha is moving on (wo or three legs. use the rules on p.
B76. Otherwise, treat it as a beast i maving on the ground (p. B143) or a flver if
airborne (p. B139). See also p. CHT4 for detailed encumbrance rules.

When caleulating encumbrance, use the mecha’s LifF ST 00 it ix Qyimg or
Body ST it it is moving on the ground.

Lncumbrance subtracts {rom both normal and enhanced Move,

Multi-Hex Mecha
Mast large mechs vecupy mubtiple hexes, Use the rules for multi-hea ani-
mals on p. B141.

Move Maneuvers

A mmecha uses a Move mancuver just like a human. Remember. iU's possible
to move and tire ranged weapons at the same time! {See p. B117.3 A mecha with
lees can move across just about any terrain a human can. moving at full speed
either on or off road. Sce Terrain, p. 38, and p. B1O7 tor rules for movement
points and crossing rough terrain.

Enhunced Move and Spriniing: Some mecha have u spht Move score. with a
normal and enhanced Move. The mecha can only use an enhanced Move while
sprinting (p. BLOS). instead of a +1 vard bonus. the sprinting mecha uses s
higher enhanced Move. (A mecha without an enhanced Move can sprint normat-
v,y GMs may allow a sprinting mecha fo change facing. but if so. use the
Turning Radiuy rules on p. BI13Y: the maximum g-force a mecha can use is
equal to its gMR statistic when on the ground or its aMR statistic when in the
air. (i offect. enhanced Move works the same way as the Enhanced Move and
Super Running advantages do for churacters.)




Casty for Movemeni: The sidebar of this name on p. B107 applies to mecha.
except that the rules for ohstructions and bad fooring are somewhat altered
becuuse mecha can be very large.

bad Fooring: On treacherous gromwd such as swamps. muod, loose gravel or
ice. the cost 1o enter each hex is increased by 1. 2 or more movement points at
the GM s aption. Movement on stairs costs double. Movement in waler or other
liguid whose depth is at least 1/6 the mecha’s height costs double. Water that is
al feast 173 the mecha’s herght reduces movement to | yard per second; in a
swift current, a control roll is needed as well. Failure means the mecha makes
nu progress. while failure by more than gSR means it falls over and is carried at
beist 3 vards downstream.

Dense Woods: A mecha moving or {lying through dense woods or similar
lerrain can safely use its normal Move. If it uses its enhanced Maove, the GM
should require o control roll cach turn W aveid colliding with a tree (DR 6,
2410 HPy.

Obstractions: A moecha that 18 using legs [or movement can step over
ehxtriuctions - such as bodies, wrecks or barricades — withoul penalty if the
mecha’s Size Modifier is ar least 2 greater than that of the obstacle. If the
mecha’s Sive Modifier is only one greater than the obstacle’s, it costs +1 move-
ment puint per obstruction to pass through the hex. If the mecha’s Size Madifier
s equil o or tess than the obstruction’s, the hex is effectively blocked. and try-
ing 1o pass through 1t will resuli in a collision. The Size Moditier of an obsiruc-
ton can he found using the table on p. B208. based on the obstruction’s height;
e, a & wall (2 yards) is Size Modifier 0.

Mecha en Wheels: A mecha using wheels or foot roflers only gets its full
Maove if il spends the entire turn on a tloor, road or smooth rock. Across ordi-
irary firm grass or packed earth its Move is halved: through thick woods or other
soft sand, Move s 15% ol ponal. and it is reduced 10 [0% ol normaui over bro-
ken ground. or 1720 normal through swamps or mud.

Movement in the Air

Elying mecha use the flying rules on p. B139. along with the rules deseribed
ahuve, However, some mecha designs will have a stall speed. Tl a mecha has a
stall speed. it can oaly take off by moving along the ground untl it reaches that
specd. Onee arborne. 1t cannot Oy any slower than its stall speed: 1171 tries. it
will lase control and eventually collide with the cround.

.4'“‘.- 3

Jumping VMiecha

Anv mecha or battlesuit with legs can
Jump, but because of the way mecha limbs
work. they use slightly different rules than
humans!

A high or broad jump may replace the
movement portion of a Move, All-Out
Attack or Step and Attack maneuaver.

High Jump: Height is up w 257 {ar §
vards) ® (ST/WL.)

Broad Jump: Distance is 5307 {or 17
vards) % (ST/W (.} and height is 12.57 {or 4
yvards) 2 (5ST/WL ).

Wi is loaded weight in pounds and ST
is the mecha's lower body S8T. Note that
distances in vards are rounded off.

Boosted Jump: A mecha with thrusers
Or contragray can cut them n for a4 second
L boost a jump. Subtract their combined
thrust and Lift from Wt when calculating
Jumping distance (but effective weight
cannat ao below 5% of actual weight),

Il the mccha is jumping tw a kigher or
luwer elevation, it reaches the chosen ele-
vation at the end of the jump. Otherwise, it
reaches s maximuem height halfway
through the jump.

Landing

A jumping mecha normally fands fac-
g the same dircction it was facing when
il jumped. Fhe pilot can choose to make a
control roll w change his factng. I he sue-
ceeds. e can assume any desired tacing
upen landing. If he fatls. he 1s still facing
furward. while it he wers 1 eritical failure.
he land< prane and “collides with the
ground™ ar a spead of (jumping distance in
vards + 10) yards per second.

Skill Rnlls and Jumping

No skill roll is needed for a jump unless
the mecha uses thrusters, 11 using thrusiers.
make a control refl when the mecha lands.
Failure means the mechi trps and falls
mstead of landing, and 5 assumed o “eol-
lidde with the ground™ as described under
Landing. above.

Comrinntod on next page . . .
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Movement UOn or
Under Water

Sealed mecha can walk along the botlom of a body of water:
this is usually mud - see Bad Fooring, p. 43, An unsealed mecha
submerged in water will flood. It will lose id pereent of its body
and turret hit points {minimum 1d hits) plus a fusther 1d% every
minute until disabled. The occupants will start o drown.

Space Movement

The normal rules for mancuvering do not apply in space.
since there is no gravity or friction. nor is top speed a [actor
{assuming the mecha does not approach the speed of lighty. A
mecha’s Move, MR and SR statistics are not applicable. Instead.
its space performance is determined by its sAccef (space aceeler-
ation), which is rated in gravities (g).

Every turn. a mecha that uses a Move maneuver can inerease
or decrease its veloeity by up 1o 10 vards per second per g of
space acceleration. Thus, a mecha with 0.2 g acceleration could
alter its velogity by 2 yvards per second cach iurn.

In space. & mecha that accelerates in one dircction retains is
valocity until it cancels it by aceelerating 1 the epposite direc-
ton. Changing facing will not atfect this.

The step portion of a mancuver in space cannol be used to
moeve one or more hexes. but can be used to change facing.

Jl.lmpil'lg Mecha To determine the time required [or a space voyage, decide the length of time
(Continued) the vehicle aceelerates, and calculate the speed which that gives. Then divide
- - that by two (to allow or deceleration). This gives the speed: the trip time is the
fombat While Jumping - ) S = i _.p ‘ I
A echa can lire ranged weapons do-  2reater ol the selected acceleration time or distance divided by speed.
L= ' . . . - - .
ing a jump. It it jumped high encugh. it With constant acceleration 1o a mid-point. followed by deceleration o slow

may he able to sec over intervening terrain - Jown (and assuming the mecha has enough [uel or power to manage thisi. the
or the horizon — but remember. everyone e ; .
s . ) . Lo travel time (T in hours is:
else can also see 1tt A jumping mecha fires o
at -6 b0 shill, T = Square root of [0.0000508 x (D/A)].
A mecha that is jumping over terain whare 7 is the distance in miles and A is the acceleration in g.

ignores it Tor movement penalty purposes. [T time is vital and duration (T3 and distance (D) are both fixed. the necded
but dues nol ger any cover from it either!

A mecha whose jump intersects with acceleration in g (A} Is:
something will collide with it - use the A = (0.0000508 < DT =« T).

nurmal callision rules. with spoed esual to Similarly. when a mecha travels this way in space [or a fixed time (1) with
(jumping distance in yards + 10) yords pa y

cevomd = Tocal eravin, The tareet awive AT acceleration A (given m g). the distance it covers (D) 1
al gravity, arget alwiy s

gers @ Dodee roll o avold o jumping D=19700 x A =xTxT.

mecha, The normal collision tp. SHr and

Janding rules (abovey upply.

A mecha that can jump higher than i Erﬂunﬂ-to-s!)ace Movement ]
turgel’ s height can try to forgo a coilision Ter gel into space from a planct. a mecha must be uble o reach arbilal veloc-
"11"11 i"}“Ft“cld Lﬂmd =ll°ﬁ its rargel. r“‘ml-"ns it ity For Farth, this is 17.800 mph. For other planets. this is 17.800 mph » the
lar while wking no damage itsell e e  NA il 1o T

This requircs a skill roll at -3: ailure squ‘puc ‘ruul‘ ot {ZVUR”!, where M s the p.]ﬂﬂL[ 5 n.ms\ in Earth masses dl]'Ll R s
means the mecha collides normally with  radius in Barth radii. To leave the orbital gravity well and head out inta deep
the body of the target instead. Success  space, an escape velocity of 1414 times orbital velocity is required. or just over
inllz Joubl | | ] ; : ’ ] /

. , A s o duamiee — _ .

m lLl:\ t.c)l-i 21 nOTinu hT.U!TipLﬂ: .Ldl'l'l It[‘ . 23{)00 mph 1“1, Eaﬂh.
see Coblisions (p. 5D Damage is applied . T o . ) )
to the target's wrret, or to the wp of it If 4 mecha’s air speed is higher than arbital velocity, the mecha can fly inte

body il i has no trret. I the target is orbit. If its top speed is lower (as is more likely ). it can sull reach orbit if it has
prome. it will go to the front or hack. The 0 gAceel rating and its space propulsion system can operule for the necessary

mecha must mzke a control toll at -5 after . . . . R . .
doing so Lo avoid falling over fime without running out of fuel or power. The required time in seconds is
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[orbita] speed (in mph) - top air speed (in mph)[/{21.8 % sAccel (in 2}].

This assumes the mecha has a means of Lift independent of its thrusters, like
wings or contragrav. If it doesn’t, the thrusters must atso Iift the mecha. so sub-
tract local gravity (1 g on Earth) from sAccel — obviously, an sAccel over 1 gis
required in such a case.

Lse the same procedure to see if 4 mecha can reach escape velocity. substi-
tuging it for the urbital velocily.

An object in low orbit is normally at least 150 miles up and moving at
orbital speed.

Space-to-Ground Capability

There are two steps involved in getting down from orbit: shedding orbital
velooity and making a soft Janding.

For a planet with no atmosphere. the only way to shed velocity is with a
mecha that hus @ sAccel raling, Use the same rules as for entering orbit, except
there is no need to worry about lift. Once the vehicle has killed its orbital veloc-
ity. it lands safely provided it can mainiain sAccel greater than the local gravity
for at feast 30 sceonds,

For a world with an atmosphere. velocity van be shed as above. but if the
desired »Aceel can’t be maintained. the only way o do it 1s via aerobraking -
using the atmosphere itself to slow the mecha. Even & mecha without a sAccel
can aerobrake. Time required for this reentry maneuver is (orbital velocity - top
air speed )/ 1,300 minutes. The maneuver is dangerous. requiring a Piloting
(Acrospace) skill roll. A great deal of heat is generated: the mechu takes (4 %
minutes spent gerobruking) points of fire damage fo the underside of its body.
any wings and any subastemblies {like legs) mounted under the body or on the
wings. All other subassemblies take /4 this damage. Standard ablative armeor
will burn off. while fireproof ablative armor and non-lanmumable armor survives
intacr. It the Piloting roll fails. multiply the damage to each location by the
amount the roll failed by; on a eritdeal faiture, treat as a failure by 20!

Atter acrohraking, the mecha can be assumed to be about 15.000 feet up
and moving at its wop air speed., or shour 1720 ol orbital velocity il it has no air
speed. Homakes o soft anding 0 it can deploy a parachute (sec below) or is
Hight-capuble. Otherwise. it will colhide with the ground.

Reentry via Drop Capsule: It can be risky to drop mecha “naked” trom
arbil. However, special capsules (see Drop Capsules. p. 109y are available that
are shaped and armored o resist the heal of reentry. Pick an intended drop zone
(DZ) and roll vs. the Piloting skill ol the deopping ship’s pilot w see it the cap-
sule ends up there. Svecess by O means it is within 2,000 yards of the DX
reduce this error by 200 vards times the degree of success. Failure means it ix
off by 2.000 yvards tinics the degree of tailure. A drop capsule will usually break
up 4 lew thousand yards up. releasing the mecha on g parachuie.

Pargelinting Down: Non-flight-capable mecha that are making an orbiral
drop usually kill their speed using parachutes. The mecha deploys a series of
chutes, typically at about 12000 vards altitude, which kill its velocity by about
20 mph per second. After 50-60 seconds. the mecha reaches the ground. As the
mecha is descending. the pilot can try to steer the chute via a Parachuting roll,
the D7 can be adjusted by 400 yards tmes the degree of success, A Parachuting
rull is needed to land safely. Failure can mean a drift off course. being snagged
in o tree or dumage equivalent to a fall from 10 yards up. A mecha being blown
off course can shed its chute and jump down. The GM can apply maditiers for
terrain or buiidings in the DZ (e.g.. -3 1 heavy woods or over & cily). A pari-
chuting mecha cannet dodge.




Using Computers

A computer 15 incioded in all mecha
cockpits. A battlesuit system with the “suit
computer” upgrade atso has one. Mecha
computers use i voice iterfice.

Every computer has o Compiexity rat-
ing. which governs the software it can run
and how fast it will run. Each +I
Camplexify represents an order-of-mugni-
tude increase in performance.

In order 1o do anything, 2 compuicr
must be provided with programs (see
Sfsware, p. 94, which ulso have o Com-
plexity rating. A computer of a given TL
and Complexity cannot run higher-TL or
higher-Complexity programs.

The number ol programs that cuan be
run concurrently i» also based eo Com-
plexily: i COmpUICT Can run Lwo Programs
of its own Complexity., 20 programs of ils
Complexily-1. 200 of its Complexity-2 and
su on. Programs of various Complexities
can be mixed; c.g.a computer can run one
pragram ol its own Complexily and ren
programs of one lower Complexity
instead. Running or switching a program
takes one second.

(R R ——

MECHA SYSTEMS

This section describes how certain subassemblies and components function.

Using Legs

A mecha can use its legs to walk, run. kick, jump and so on. Walking and run-
ning are covered in the movement rules.

Lower Body §T: A mecha with legs has a Bodv ST value based on s log dri-
vetcain power. This is used when pulling. slamming or caleulating encumbrance
[or ground movernent.

Kicking: A mecha’s effective ST when kicking is based on its Bodv ST If the
mecha has more than two legs. each individual leg won't be as strong: divide
effective leg ST by half the number of legs when kicking. An ordinary kick from a
mecha’s leg does thrust+2 crushing damage. based on this ST

Reach: T it becomes important, & particular leg can kick with a reach of tils
area/20) + | yard.

Lising Arms _

If & mecha has arms, it can use them like a human can. A manipulator arm has
a hand similar in capability, if not shape. o a human’s, Thus. a mecha with two
arms will have the same manipulatory ability as a human. while a mecha with &
single arm will have the same capabilities as a one-armed human.

Some “arms” may be yrrikers, A striker 15 an arm that lacks a hand. it can
push or smash, but not wicld. manipulate or lift things, If a mecha only has one
arm that isn't a striker. it will be effectively one-handed. It all its arms are strikers.
it has no manipulatory abiliry.

Arnr Morors and Arm ST: ANl mecha amis have an are motor, representing its
artilicial muscles, serve molers or whatever, Each arm motor is rated for Arn ST,
which may differ from the overall Body ST of the mecha. Use Arm 3T when
asing that arm to punch, push. lift, grip or wield a weapon. Semetimes. Arm ST
may vary between arms. If a mecha uses a pair of arms with ditferent ST for a
two-handed task. average their 5T scores,

Buasic Pamage.; This is based on the ann’s ST. See p. B248 or CT10 tor thrust
and swing damage lor ST 204+,

Punching Damage: A mecha’s metal arms do the same punching damage tha
a human with brass knuckles does: thrust/crushing. based on their 5T,

Recch: Mecha arms often have a reach of 2 or more hexes, Each hex of reach
beyond the first adds +1 1o swing damage when using 4 weapon and +2 w0 any
attempt Lo grapple. Note that long arms can be attacked in other hexes, just fike
long weapons (p. B110Y

Extra Arms: A mecha mav have more than two arms. This lets it perform
multi-handed tasks, fike carrving multiple ready weapons, The pilot can use them
all in concert during normial siwations, like lifting, catching. digging or carrying.
The ability 10 make multiple combat actions 15 only possible if the pilot has the
Full Coordination advantage (see p. C1536). However, a mechy in ¢lose combat can
erappie with multiple manipulator arms al once, This gives 4 +2 modificr per extr
art (over the first two) on agempts to grapple or pin. or Lo break free from a grap-
ple or pin.

Throsving « Mecha: A mecha that has grappled its oppenent can throw it if
the grappler is strong cnough to lift its victim. I a mecha s thrown, it rakes the
same damage as it inflicts (sce p. CLIT).

Rocker Arm: An arm with this option can launch its fist as a ranged attack.
The rocker fist attack has 8§ 5. Ace 2. 172D range equal to Arm ST and Max
range equal 10 twice Arm ST. Picking up and reattaching the fist takes 30 seconds:
untit then. the arm is effectively a striker arm. At TH1 2+, the fist can {ly back and
realtach itself a turn later! Damage inflicted by the rocket arm is normal punching
darnage plus 2d.



LOW LIGMT VIEW

Sensors

Mechir use two main types of sensors: the PESA and the AESA. Sensors arce
normally controlled by the mecha’s pilol and what they see is displaved on his
HUD.

Passive Flectromagnetic Sensor Array
{PESA]}

Thi~s 1s o multi-mode. eleetro-optical sensor: bastcallv, a television camera
with addiional telescopic and infrared settings. bt can function 0 any one of
the modes deseribed below: swilching modes takes one second. Ity ling of sight
i~ blocked by very solid abjects, and it cannot see over the horizon. A PESA
cin alse function as a digital camera. storing images of anything it sees in the
mecha’s computer memory, Multiply PESA range by 1} in (he vacuum of
S,

“Davlighy TV Mode™ - In DLTV mode. the sensor transmits an ordinary
elevision picture from an array of external cameras to the pilot’s monitor sereen
suthe pilot can see outside the mecha without needing (o rely on vulnerable
windows. [t also tunctions as an clecironic telescope. The TV camera can zoom
in on distnt objects and magnify them, provided there isn't something in the
way, ke lerrain or a cloud. DETV mode sutfers the same penalties that human
siston does from feg, darkness, smoke, et cetera, The degree of telescopic mag-
nificaton i~ equitd to the PESA’S range in miles: thus o 2-mile range PESA hay
I magnification, 1f ¢ mecha has a chumeleon systen. rolls to hit or spot it via
erther DLTY or unaided vision are at -3 it instant chameleon (-6 i unmoving  or
-6 i imtruder chamelzon 10 i unmoving).

“Lowe-Licht TV Mode”™ - LTV mode is exactly dike DLTV mode, bui the
mecha electronicatly amplifies low light levels. This gives the pilot the equiva-
fent of Night Vision and Color Blindness. [t won't work in total darkness, but
faint starlight is adeguare.

“Thennagraph Mode™ - This 1s a high-resolution infrured mode. Within the
PESA™s runge. it allows the user 10 recognize objects by their heat contrast: peo-
ple and machines show up as sithovetes. While surface detail is Tuzsy, the user
can ell hot objects from cold ard {(or exampler can spot a cold metal gun under
anian’s jucket. track warm foomprints left on cold ground or spot a hidden. pow-
ered-up vehicle or warm-bodied person. 1t adds +2 to rolls to spot living beings
during davlight and +4 to Tracking ralls it the trail is no more than an hour old.
Thermograph works in up to total darkness with no penalty and can see through
fog. ¢loud or simoke. though not spacial “hot smoke.” A thermograph is sensi-
tive enough to be able W resolve heal shapes concealed behind brush or through

Using Comsuites

Most mecha have communication
saites teoimsiites ), Liere’s how they work:

Rudio: Al comsuites have a multi-
channel radio. In o mini ot basic comsuite,
it has o range of 10O miles at TLS. OO at
TLR or 3000 miles at TL!O+. An
advanced comsutle has 10 times that range.
Any radio 1n range and on the correct
channal will be able to detect the broad-
cust, unless it is also within the radivs of a
working area jammer. A radio can he set to
Iransmit with reduced maximum range to
reduce the likelihood of delection.

Scrambler: All radios incorporate a
serambler encrvption system. If the sender
and teceiver use scramblers with the same
settings. o message will be gibberish 1o
anvone clse listening i, A computer can
be used o decode some or all of a scram-
bled muessuge: see the Crpranalysis skill
ip, BI45. p. CLESG)

Global Positiondag Svsrem (GPS): Al
comsuites have this system. Tt links ap
with frieadly orbitmg navigation satelltes
or ships overhead 1o provide precise loga-
ton data. decurate 1o within 3 vards,
However, withour a satellite or ship it is
useless, which can be a problem if one side
lris fust spuce superiority.

Kodor wind Laser Detecteor: Al com-
sites hiave sensors that deteel the presence
of an operating radur (or an AESA operit-
ing in radar or imaging radar modey ot out
e bwice the radur’s ringe. Yassive radar is
not derected. They will wirn the pilm
whenever o new redar is derected. All
comsuites will also detect working ladars
or amy laser beam. such as a laser sight or
commauntcator., but only it the laser is
pointing ar the mecha. and thea only out
the laser’s normal range. Advaneed com-
sables can also pinpoint the distance and
direction to the sensor, and cun wWentify s
type. if i known (e.g.. "Eurth Space
Force APG-702 ALSA i mmaging radar
minde”

Continued on next page . . .
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Using Comsuites
(Continued)

Laser Communicator: Basic anmd
advanced comsuites (only) have a tight-
beam communicator that uses a modulated
kaser beam. It hus a range of 200 miles wt
TL8 or 2.008) miles at TL9+. 1t requires a
direct line of sight to another laser commu-
nicalor io use, but its signal can’t be inter-
cepted or jammed, However. intervening
clouds, smoke, fog or (alling snow inter-
fere with the beam und bluck communica-
tion.

TFF: Only basic and advanced com-
suites have this system. which stands lor
“identify friend or foe.” A mecha’s IFE
responds automatically with un encoded
“friendly” sipnal whenever it is derected
by a radar or ladar set to a properly-coded
frequency. This allows mecha to identiry
their allies using long-range sensors. where
they would otherwise be just bhips or sil-
houettes on the screen. Ta work, both
mecha must he using the same set of Up-w-
date wdentity codes. There is a risk that the
enemy might be able 10 discover the
respanse codes. by capturing an LFF sys-
iem or via espiomage, and mimic them. As
a security meusure. a foree will regulurly
change all its [FF settings: in the chaos of
war. though, 11's possible o parficolar unit
may not receive the epdates i time. lead
ing to ragic mistakes.

Mierita! Nuvigation Svstem (NS
Advanced comsuites hiave a precision iner-
ti] miapping and mavigation sysiem, 1t uses
w gyroscopiv system, updated by star truck-
Ing Or geomagnetic systems, 1o continu-
ously 1ix the mecha’'s postilon relative o
know map coordinates, ftadds (UL-25 w
the pilot’s Navigation skill when tryving ©
find position, and efTectively pives the
piiot Absolute Direction.

The Horizon

The distanee at which a viewer can no
longer sce something becuuse it bas vao-
ished behind the curvature of 4 plunel or
similur body is called the harizon. AESA
and PESA <ensors cannot see over the
horizon; neither cun vision. Weapons fire
is only possibie vver the herizon using
guided missiles or indirect fire,

A rough formula for determining the
huorizen in yards:

Harizon = Square root of (I} x 1,760
= H} + (H x H}].

Where H is the sum of object™s and
observer’s heights in vards above the tocal
base level and £ is the planet’s diameter in
mikes (Tor Earth, ahout 7.915 miles).

thin walls, though this requircs an Electronics Operation {Sensors} roll at a
penalty equal 1o the wall's (HT + DR). and the shapes are fuzzy silhouetles,

Active Electromagnetic Sensor Array
[AESA]

An AESA is basically an advanced form of multi-mode radar. It cannot see
over the horizon and is blocked by terrain features such as buildings cr hills. An
AESA is never affected by darkness.

It can use the tollowing modes:

“Search Radar Mode” — The sensor [unctions as a long-ranged radar set.
emitting putses of radio or microwave cnergy over a wide area. It detects objects
as these pulses reflect off them and bounce back to the sensor. Tank-sized or
smaller targets detected by scarch radar show up only as “blips™ on a screen
with a range, course and speed: detuils such as the target’s shape or color are not
resolved. Smoke, hot smoke. fog and clouds have ne effect on search radar
mode.

“Low-Res hnaging Radar Mode” — Wheo switched 10 low-res imaging
maode. the radar’s range is half that listed for the AESA. However, resolution is
much sharper. atlowing it to determine the general size und shape of objects of
any size.

“High-Res hnaging Radar Mode™ - This reduces range to 1/30 the scarch
radar range (about 35 yurds of range per mile of AESA range). bul detail equiva-
lent to human vision can now be resolved. A face might be recognized. for
instance. atthough tlat details like color or writing cunnot be determined.

“Letar Mode™ — This mode uses a luser beam rather than a radar beam for
«cannine. It has 2 range cqual o halt that of the ARSA and gives detail cquiva-
lent to high-res imaging radar. However, it does not function through clouds.
smoke. heavy rain. lalling snow. thick fog or special anti-laser smoke such as
orism or blachout gas. Ladar works underwater at 3¢ ol its normal rangs.

“fuiseting Mode™ — Al of the above modes also have a targeting maode.
This allows the AESA o fecd runge-finding information o all ranged weapons
that are fired al a single target that is in range and already detected by it giving
+2 10 hin In targeting mode. an AESA may not detect new targets. bul may tack
those 1L has already detected.

Sensor Skill Rolls

A pilol can use only cne type of sensor (and sensor mode) per . or
ignore sensors and use his own eyes. A player who switches sensors should
inform the GM!

The GM can assume that sensors will normually detect unything within their
range. line of sight and arc of vision. Assume that unaided human vision is good
up to about 1.5 miles (muttiplied by any magnification for a PESA) or the hori-
zon. and that thermographs and AESAs are limited by their range.

Otherwise, assume detection is awfometic if the enemy is on fire or
announces his presence by firing. signatting. et cetera. Skill rolls shouwld only he
required to deteet important objects under difficult conditions. In general. oniy
roll il one or more ol the penaltics in the Sensor Modifiers sidebar (p. 4%
applies. These take into account objects that are in cover, darkness or concealed
by ECM or stealth systems. Once an objeet s spotted. there’s no need to roll
again untess it somehow becomes harder to detect than it previously was.

A detection roll is made against Electronics Operation (Sensors) skill it
using & PESA or AESA. or against 1Q if using normal vision. Add the Size
Modifier of the abject and apply any appropriate modifiers for distance:




Obrecr within 10 sensor range. +0

Objecr within 174 sensor range: +4

Object within 172 sensor range: +2

Objeci within sensor range: +0

Lse the result that gives the highest bonus. Treat naked-eve vision as having
a range of 1.3 nules, or about 3.000 yards; this is multiplied by the magnifica-
tion of any DLTV/LLTV. binoculars, et cetera.

Other Modifiers: Situational modifiers for cover. ECM. et cetera appear in
the Sensor Modifiers sidebar.

Comsuites andd Derection: A comsuite can detecet the use of AESA sensors —
see Comstiites, p. 47, No roll is needed.

MECHA IN COMBAT

Attacks on a mecha can be made against either the mecha’s body. individual
subassemblies {turrel, arms. legs, wings) or wheel positions, cach of which iy
- vonsidered a “location.”

Normally, the atacker chooses which location will be struck. If firing at
locations other than the body, use that location’s Size Modifier.

It a subassembly is folded {in a (ransformable mecha). it can’t be hit. Also,
in collisions or in hand-1o-hand combat. the GM can rule that the relative size of
the combatants limits what can be attacked. For example, if a human swings a
sword at ¢ M) tall mecha. the only location he can really hit is the muachine’s
legs,

Area attacks, such as concussion from explosions. are always assumed to
strike the mecha’s body.

Using Muldriple Weapons: Even il 2 mecha has more than one weapon, a sin-
ele character can fire only a single weapon or a single set of linked weapons at
once. I a character fires linked weapons. they must all be used against the same
targel. Fveeprions: Linked homing missiles can be tired at different targets, A
neural interface allows the interlaced characier 1o lire several different ranged
wedpons or sels of linked ranged weapons at once. at a -2 to skill per exua
weupan or sel of linked weapons firing. (No single weapon can fire more than
s normal RoF however.)

Multi-Crewed Mecha: In a mecha with more than one crew member, each
crew member with a set of controls may lire a weapon or set of linked weapons,
provided they adl fire different ones! However, weapons built into or ¢arried on
wings, arms or hardpoints can only be fired by the person piloting the mecha.

Sensor Modifiers
Al Detection Raolls

Chject in cover:

Prone behind cover, head/turret down: -7

Prone/crawling without cover: -4

Any position, only head/turret exposed: -5

Body halt exposed or behind light cover:
-2

Crouching/Kneeling with no cover: -2

Gbject eoncealed by

{use ondy highest perality):

L.ight waods: -1 per 50 yds*

Dense forest: -| per § yds*

* Bused on 1he thickness between the

observer and the target.

Visiaon Rolls Only
including DLTV or LLTV]

Bad light: -1 to -9, unless LLTV mode
Towal darkness: Taily automatically!
Naked eye from within closed cockpit: 4
Line of sight passes inta/through:

Blackout gas: totatly blocked
Dense smoke: -1 per yd*
Cloud bank, fog or blizzard: -1 per 5 yds**
Water: -1 per § yds*
Licht mist: -1 per 50 yds**
(ject using tuse onlv highest penalivj:
Good camoutlage: -2
Tnstant chamelecn: -6 (-3 if moving)
Intruder chameleon:  -10 (-6 if roving)
* Buased on the thickness between the
observer and the target. ** Based on range
between the observer and target,

Viston tincluding DLTV/LLTY) fails
automaticully il the line of sight passes
through 104 yvurds smoke or dense tog. or
S0+ vards of blizzard. water or dense for-
NS

Thermograph or
Infrared Only

Objecris idden by:
Blackout yas ur hot smoke:
Being underwater:
Blizzard:
Fulling rain or snow:
Object wxing:
Infrared Cloaking:
1t Basie: -1 % {TL-yr*
if Radical: -2 (TL-4)¥*=
* Based on the thickness between the
observer and the target.
## Based on range between the observer
and target.
i tinless ohject is presently using a
fusion air-ram, TL9 reactionless thruster or
any kind of rocket engine.
Thermograph or infrared detection fails
automatically if line of sight is blocked by
H0+ yurds of blackout gas. hot smoke or
water, of 50+ yards of blizzard or dense
forest.

-1 per yd*
-1 per yd*
-1 per 3 vds**
-1 per 50 yds**

Continued on next paye . . .
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Sensor Modifiers
([Continued])

Radar or Imaging Radar
Only

Ohject is using:
Basic Stealth:
Radicul Stealth: 2 (TL-4)
Deceptive jammer: -1 % jammer raling
Line of sight passes intofthrough:
A bodyv of water: -2 per yd
Falling rain or snow: -1
Radius of active jammer:
-1 % jammer rating
-2 peryd ora {lal -5,
whichever is worse

-1 % (TL-4}

Chaff clowd:

Ladar Only

Object ix wsing:
Basic Stealth:
Radicul Sweatth:
T 10+ distortion jummer:
-1 < jammer rating.
[nstant chamelean: -6 (-3 i1 moving)
Intruder chameleon: -0 (-6 il moving)
Line af sigi passes inled/through;
A body of water: -8
Thick tug or smoke: -1 per yd
Mist. clouds. falling ram or snow:
-1 per 5 yds
- per vd or o tlut -5,
whichever s worse
Prismi cloud of bluckouwt gas:
Tarls automedically!
Chatt, decepuve jamimers and area
jammers have no effect on higher-TL sen-
sors. Rudar detection awtomatically fails il
line of sight is blocked by solid objects. 5+
vards of chaff. or 30+ yards of dense
woods or jungle. Ladar detection hus the
same fimit, and also fals swomaticaly if
EOS is biocked hy 5+ vards of dense oz
or smoke, or 30+ vards of cloud banks o
misl.

-1 xil'L-h
S iTl-4

Chaff cloud:

Ranged Combat

Ranged Combat Modifiers

These considerations apply especially (0 mecha:

Size Modifier: The Size Modifier for a mecha is determined during the
design process. For other targets. use p. B201. It the target is the body of the
mecha, use the mecha’s Size Modifier. If the target is a subassembly. use the
subassembly’s own Size Modifier, If an attack against a wing or wrret sub-
assembly misses by 1. it hits the body instead.

Fived-Weapon Skill Level Limir: 1f firing a beam or gun that 1s built into the
body (untess in a cascmate). 2 wing or a hardpoint, the user must aim the
weapon with the mecha’s body. so his Gunner skill may not exceed his mecha
operation skill-3.

Recoil: Recoil penalties do not apply when using mecha weapons: the
mecha's body safely absorbs the recoil.

RuDs: All normal mecha and battdesuit cockpits incorporate a HUD with
built-in pupil scanner. If the mecha has a head-op display, the §S of its weapaons
is -4 tor TL.8 HUDs or -7 for TL9+ HUDs.

Newrad Tnterfoce: If 2 mecha has a neural mterface accessory, 10 gives a +4
bonus to Gunner skiik.

Active Targeting: 1f a mecha has an ARESA sensor system. It can use it to
“targel’” with. giving a +2 to oitack any one object within range. See Acrive
Electromagnetic Sensor Arvay (AESA). p. 48,

Targeting Computer Bonus: Most mecha have computers that give a bonus
to hit. This applies to all ranged attacks made by the mecha, unless the computer
is disabled.

Moving while Firing: A mecha that fires while moving suffers the penaltics
noted onp. BH7.

Terrain: A mecha or ather vehicle in a elump of light woods is -2 o be hit.
or -4 il in dense forast or jungle, Mecha can also drop prone. just like a human
{see p. BI118).

Cover: Battlesuits and mecha can take advantage of the same cover modi-
ficrs that humans gel when leaning around buildings. over ridges or crater rims,
behind wreeks, et cetera. The GM should remember that the cover must be pro-
portional to the mecha's size. A 47 high garden wall can provide half cover to
7" 1all hatticsuit standing behind it. but not a 307 wull drivable mecha! On the
ocher hand. a sturdy brick heuse would be just the thing to kneet down and take
cover behind.

Sensors, Conceatment and ECM: Attacks are assumed to be aimed visually
unless the attacker was using a different sensor mode that turn — il @ mecha has a

!



PESA ar AESAL players should inform the GM at the stan of the wurn which
sensor mode s being used. Tor bad weather, smoke, darkness. ECM. et cetera
apply the penalties from the Seasor Modifiers table (sidebar. p. 49), depending
on which sensor the mecha is using to aim its weapons with (or the visual modi-
fiers if nol using sensors ).

Firing in Space

Withoutl gravity or aimosphere to gee in the way, guns and beam weapons
have superior range in spuce.

Beair Weapons: Multiply ranges as [ollows: <100 if an x-ray laser, x50 if
rainbow faser or particle beam, or = 14 it flamer, plasma. blaster or ordinary laser,

Guns: Tenore Max and 172D ranges — the projectiles will keep on going.
Indirect fire is not allowed.

Missiles: These maneuver the same way as mecha: replace their normal
Speed. End and Max figures with sAccel 10 ¢ (15 g at TLil+) and End 1.5
minuges.

For more detailed space combat rules, see p. VE187.

Critical Hits
IT the attack was a critical hit, the mecha gets no defense roll. See the
Criical Hit Tuble {p. 57).

Hand-to-Hand Caombat

Assuming they have arms or legs, mecha can fight ke targe humans t(or
animalsy. This requires a Step and Attack or All-Out Attack maneuver. and can’t
he combined with ranged weapon fire.

See Using Army (p. 36) and Using Legs (p. 46) for punch and kick damage.
I 4 mecha has manipulator arms, it can use a hand weapon. A mecha can
dedge. or it can parry melee altacks with is arms or a hand-held weapon. It may
alse bloek, it it has a shield (see p. 110),

Skl When brawling or using a hand weapons, use the lower of the relevant
combat skill (e.g.. Brawling or Broadsword}y and the pilot’s control skill,

Collisions

When u moving vehicle crashes into somethine, this is a collision. For small
mecha like battlesuits, the GM may wish to use the normal GURPS Slan rules
tp. B2y Otherwise (and optionally. af any timel the GM should use these col-
liston rules,

Note: GURPS Velicles has much more detailed rules for collisions.

Avoiding a Collision

I two objects maneuver inle contact with one another, this normally resalts
in a ¢ollision. However, one or the other object may be able to avoid & danger-
Ous ek

Dexdging: A mobile object may ha allowed 2 Dodge roll to avoid a collision.
On the ground. only an object that 1s much smaller than the one it is about to
collide with can dodge: its Size Maodifier must be ar least 3 Tess than the larger
object’s. It mid-air or space collisions, there is ne size restriction. Make a nor-
mal Dodee roll, except PR doesn’t help. A success will move the dodging char-
acter the same distance as hus usual “step.” If that's tar enough o escape. the
dadee succeeds!

Swepping Cher: In a potential ground collision. 2 mecha with legs and a Size
Modifier af least 2 preater thun the other object can opi 10 step over it without
colliding at all. Thus. a large mecha can choose o avoid running a person over.

Dischargers

Some mecha have divchuryers. These
are launchers for countermeasures such as
smoke grenades or flares. Each discharger
is loaded with a single shot. Any or ull of a
mecha’s dischargers may be fired per turn.
Firing u discharger is not a combat manca-
ver: it can be combimed with dodging.
Multiple dischargers can be fired at once,
which is usetul if you want ro taunch a fow
different types of decoys. Countermeasures
include:

Swrerke s used 10 create @ thick smoke
sereen, 20 vards in diameier, that obscures
viston and blocks ladar, Sece Sensor
Maodiffers (p. 49) for the penalties. It lasts
for 3K sceonds divided by wind speed in
mph (max. 300 seconds).

Hot Smerke: As above, but lasts half as
long and penalizes infrared and thermo-
craph sensors as well.

Chaff bursts into a tOO0-yard diameter
cloud of conductive strips designed Lo
reflect radar signals, which produces a
huge . diffuse larget that can conceal things
hehind or within it. It penalizes radar and
ladar detection: see Sensor Modifiers (p.
49). However, the cloud itself shows up
very well on radar or ladar, so the presence
of “a cloud of chaff” will be known at
leust, It disperses in 150/(wind speed in
mph) seconds {max. 150 scconds), Air-
launched chalf drifts downward a1 5
wardsmirn.

Flares burn brightly in the infrared and
visual spectrum. at frequencies designed to
lure away incoming homing missiles {see
p. 53
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Angle of Fire

A weapon can normally only {ire in the
Jirection it is facing. plus a few degrees offf
to either side (“ungle oft™r and up feleva-
tion) or down (depression). The exact are
of fire is described below, and depends on
where the weapon is installed:

in Body: The weapon van fire with a
157 angle off to right or left and witha 157
elevation or depression.

It Turret: As above, but it can be rotut-
ed 1o face any direction, effectively giving
a 180% horizontal arc of fire for linited
ratation. or a 360° horizontal arc of (ire for
[ull rotation.

fn Wing or on Hardpoini: The weapon
can fite with 4 15" angle off from the side
it is attached 10 {thus, @ weapon i a right
wing can fire at 157 off to the right). The
weapon also has a 15% elevation and
depression.

In Arn or Hand-Held: A weapon mount-
ed in or held by an arm can fire i whatever
direction the arm is pointing in — the same
are of fire us a human holding a gun.

In Leg: The weapon can point in what-
ever direction the leg points — bul it cannat
be fired on any durmn that the mecha is mov-
ing further than a step. Also, unless flying,
no mare than half of the vehicle's legs can
fire weapons at ¢nce.

in Pod: If mounted on 4 wing or arm.
the weapon fires Jorward, as if in a wing or
on a hardpoint; if mounted on the back. it
fires upward and can only be used to hit tar-
gets directly overhead. or for indirect fire.

Sensar Arc of Vision

Use the angle of Iire rmiles for weapons
{abave), based on where the sensor is
mountad.

Damage from Collisions

An object that collides with something inflicrs dice of crushing dumage equal
(0 (its original hit points % collision speed in yards per second ¥ 100. rounded up
{0 the nearest lull die. This is the same as (hit points % collision speed 1n
mph)/200. For mecha. use body hit points: for living beings, hil points narmally
equal HT.

Collision speed is based on how far the striking ohject moved in a straight
line the turn hefore it hit; normaily, the struck object can’t inflict more damage
than the striking object, unless the collision is head-on (in which case their
speeds should be added together). If the damage die spread trom a collision is
awkward, the GM should simplify it into whatever spread he prefers: F10d cun
become | 1dx10, for instance.

Hitting Buildings and Immovable Obstacles: 1t a moving object hits a lixed
structure like a building. it inflicts normal collision damage on it and fakes the
same damage. to a maximum of the damage it intlicted or the sum of the struc-
wre's HP and DR, whichever is fess. If colliding with the ground. a hill or some
other object with more-or-less infinite hil points, the moving object takes (its own
body hit points x collision speed in yards per second)/] 00 dice crushing damage.
Reduce damage by -2 per die for collisions with water or -1 per die for collisions
with snow. soft mud, et cetera.

DR and Collisions: DR will protect the vehicle normalty. but the crew may
get mashed up anyway — see below.

Coilision Aftermath: If two objects collide. check for knockback. If one
object knocked the other back but wasn’t knocked back itself, 1t pushes the other
aside and continues on. The other object may also be knocked down - sec the
knockhack rules (p. B106) and Mecha and Knockbuck (p. 545, If a moving object
crashes into an immovable object, il also stops.

Whiplash and Concussion: 1f a mecha is knocked aside or stopped by a colli-
sion. its occupants take whiplash damage: d-2 damage per 10 vards per second
of collision speed. This damage is nor absorbed by armor (but Toughness does
protect!). Damage doubles if not either weartng safety belts or in a battleswit. A
womb seat reduces whiplash and concussion damage by an effecuve DR equal w
twice its TL.

Stomping: A mecha moving on legs can avoid a colliston and instead stomp
an object that has a Size Modifier two or more less than its own. The victim can
dodge to avoid the stomp. Otherwise, a stomp does normal kicking damage. with
an exira +1 per ton of loaded mass (round fractions up). This doesn’t ¢count as an
attack. but a mecha can only stomp one person per two legs unless the mecha is
really huge, in which case a single leg’s stomp can cover iteg surfuce area/100; 1-
vard hexes.

Defenses
When hit, a mecha gels a passive defensc rofl based on the armor on the loca-
tion hit or its deflector screen PD. unless the aftack was an explosion. PD also
adds 1o Dodge and other active defenses - again. ¢xcept versus explosions.
Shelds: A mecha with & ready shield can get extra PD from it against trontal
attacks, but the shicld risks destruction; see Shields (p. 1101, in Chapter .

Dodge

A mecha with a gMR of 1+ {on the ground) or an aMR of 1+ (in the air may
dodge. A mecha’s Dodge score is not based on its Mave. Tnstead. it depends on
the pilor’s control skill and how the mecha is moving:

On the ground, Dodge s skill/2 it on two legs, skill/3 it on three or more
legs. or skill/4 il moving on wheels.

[n the air or in space. Dodge is skill/3.

Round all fractions down. Combat Reflexes and mecha PD will increase
Dodge in the normal fashion. However. if the sum of PD and Dodge exceeds 14,
treat i as 14,
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Dodge oned Drop: A mecha moving on the ground on two legs may drop
prone while dodging. carning a +3 bonus to Dodge. even vs. ranged weapons. It
can’t do this if it used its enhanced Move this turn. For more on Dodge and Drop.
see p. Cl63.

Parry

The pilot of a mecha with arms can parry just like 2 human does, cither bare-
handed or. in the case of manipulator arms. with a hand weapon. The normal
restrictions on parrying apply (i.e.. ranged attacks. except for thrown weupons,
can’t be parried),

The combat skill {e.g.. Brawling, Broadsword. et cetera) the pilol uses to
parry cannal exceed Battlesuit skill if wearing a battlesuit or Driving (Mecha) if
in a drivable niecha,

Block

A mecha can use a shield or Jorce shicld to block with; see Shrelds (p. 110),
in Chapter 6. The pilot’s Shield skill cannot exceed Battlesuit skill il wearing a
battlesuit or Driving (Mechat 1l in a drivable mecha.

Retreating
A mecha can only retreat {sce p. B109) 1t it 15 either moving on legs or flying
and has no stall speed. and only if it did not use its enhanced Move that tum.

Misses and Scattering

When an attack that produces an explosion or releases smoke, gas or other
chemicals misses or is dodged, it will still go off somewhere, Use the Scaftering
rule oa p. B119, except the distance may he greater: take the amount by which
the atrack roll failed or the Dodge roll was made, treat it as a negative number
and look it up on the Speed/Range column of the table on p. B201. Read across
to the adjacent Linear Measurement column to find the distance the attack
missed by, (0 a maximum of 1710 the range to the target (at least I yard). In the
air or space. scatter can be ignored unless the largetl was close to the ground and
the attack came from above.

Homing Missiles
, Homing missiles are rockets fitted with a homing guidance system and
steering capabiliry.

GURPS Vehicles has extensive rules for missile guidance systems that e
mto 1ts detatled clectronic detection system. For Mecha, a simpler system is
used, as only a few types of homing missiles are included.

Lock-Oni: Tocking on rzquires an Aim maneuver. Roll to hit normally with
the mussile. using the missile’s skill as both its skill and its Accuracy. The gun-
rer’s skill does not apply. These additional modifiers do apply:

Fareet is using:

Basic IR cloaking ... .. .. . .. .. . .. . .. -Ixfeloak s TL-4)

Radical IR eloaking ... ... .. ... .. .. . .. -2xfeloak's TL-4)
O this or the previous twn, targel discharged o flare

of cqual or higher TL than the homing missile ... .. . ... . -5
Targerusing IR jommier ... . o o L o 0L -1 > jemmer reting
Target using TLIOK deceptive Jammer .00 0000 -1 X jemmer Faring.

IR cloaking hus no effect it the target used a fusion air-ram or any kind of
rocket engine on this or his last turn. A jammer or flare has no effect it 10is of
lower TL than the homing missile 1t is irving 1o jam.




Fire and Explosion

A fire isn'ta pleasant thing Ter a
mecha. There are several wayvs a mecha
can cateh fire:

{lame Anachs: These are attacks that
are especially Jikely to start fires, including
explosions. flamers, lasers. lamethrowers,
Molotov cockiails. depleted uranium
rounds uned anything else the GM thinks
likely 1o start a lire. I a fame attack pene-
trates the DR of a mecha tor hits o mecha
with Mammable ablative or wooden
armor), it may cateh fire. Roll 3d vs. the
penetrating damage done by the flame
attack {or vs. any damage. il the mecha has
flaramable armor). iF the roll is less than
the dumage, the hit location ix en fire,

Fuel Turks: Some types of fuel have a
Fire number, as described under Fuel and
Fuel Tanks sidebar {p. 86). A check for
fire must be made any time a body or sub-
assembly housing such a fuel tank takes
damage greater than halt its hit points from
any Kind ol attack. Roll 3d; il less than or
equal o the Fire number, the tank cutches
fire tadd +4 o Fire number if the atuack
was a flame atiack).

Once o fuel tank catches fire, toll 3d
euch second versus half the tank’s Fire
namber. “Success”™ means the tank
cxplodes. The vehicle takes 0dx 15 damage
per gailon of gasoline. diesel or jet fuel in
the tank, or 6dx23 per gallon of rockel
fuel. If the vehicle has a self-sealing tank.
only oneg-quarter damage is doene — the rest
of the energy is dissipated Learing the tank
apart against the resistance of the seal,

Every ten scconds that a fucl tank is en
fire, 1dx5% of its total fuel capacity 15
burned away., When all the Tuel 1= gone.
the Lank is no fonger oo (ire,

Power Pluant or Thruster Hits: Damage
to a power planl. jet or rocket engine that
uses Nammable fuel may result in a fire. 17
the power plan! or engine is disabled (us
the result of a critical hit or by disubling
the locatian il occupies). roll three dice vs.
the Fire number of the power plant or
thruster's fuel, 15 equal w or less than (he
Fire number. the vehicle catches fire.

Contined on p. 56 ..

Firing: 11 the lock-on roll succeeded. the missile can be lauched on the tol-
lowing turn: launching a missile is an artack. I it tled. the firer can try again
next urn. Frceprion: if the roll tfailed by 1 or 2. or was a critical [ailure, and the
target had an IR or TL10+ distortion jummer, the missile is launched at the
wrong target. Tt will miss: al the GM's option. 1t may chase an encmy mecha.
building. rock. et cetera.

Tracking and Flight: Once launched, the missite will move toward the target
al its listed Speed. covering (hat number of yards each turn. A missile will
always try to keep its target in front of it and in its arc of vision {see p. B1IS) -
il ir camnol do so, it has lost its targzet. To do so, each tum it may change direc-
tion by up to 30°. climb or dive. A missile can only move lor a number ol scc-
onds equal to its Endurance. After this is exceeded, it will scli-destruct.

Decovs: If the larget has a decoy discharger loaded with flarcs, it can launch
one to confuse the incoming missile. (Launching more than one tlare has no
exfra effect.) Flares only work if they arc of the sume or higher TL as the ms-
sile. On any wrn a flare is launched, the missile’s owner rolls 3d vs. the missile’s
skill minus the Mare™s TL; if the roll fails, the missile is decoyed away and effee-
tively destroyed.

Shooting ar Missiles: Missties can be fired at. though their small size and
high speed makes them hard 1o hit! Small missiles have a Size Modifier of -4,
mediwm missiles are -2, Jarge missiles are 0. The missile’s speed 15 its Spd
attribute. Ten points of damage will knock any missite off course or blow it up.

Dodge. Missiles that hit can be dodged. If the Dodge roil fails. the target
will be hit. PD is treated as ¢ vs. homing missiles.

U

EFFECTS OF DAMAGE

When a location is hit. subtract its DR from damage. (If the mecha has a
loree screen, {irst subtract the screen’s DR

Ablarive Armor: The PD and DR of this armor work nornatly, but for every
100 points of damage that sirike the armored location, whether or not 1t 1s resisted
by the ablative DR. onc point of ablative DR i< destroyed: for body or turrel
arinor, DR ix only lost on the [ace attacked — right, left. back. front top or
wnderside. If a mecha has an outer force screen or a laver of non-ablaiive armor.
only damage that actually penetrates to the ablative armor reduces its DR Lost
DR cun be replaced the same way hit points of damage are repaired.

Mecha and Knockback

Fven if no damage penetraies DR, a mecha can suffer knockback. The num-
ber of hits required to knock a mecha back 1 hex is 100 times its loaded mass in
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lens. The pilot of a mecha that is knocked back must make a control roll 10
avoid falling over. 11 a mecha overturns, it can narmally right irself in two turns,
rising to a kneeling and then standing pasition.

Damage Effects

Damage that penetrates DR is applied only to the location hit and reduces that
location’s hit pomnts. Thus, unlike a human. damaging an arm does not atfect the
hody’s hit poants. Each body. subassembly or wheel is a location. If a location is
reduced to ) or fewer hit points. it is disabled; see Disabled Locations (Below).

[f"a Jocation helds a cockpit, baltlesuit syslem. explosive ammuniton or fuel
tank. penctrating damage may have further effects:

Any damage thal penetrates DR may injure an occupant in a cockpil or bal-
tesunt system in that location: see Oocupan Injuries, below.

Damage of halt or more a location™s original hit points may cause an ammeoe
explosion i1 the location houses volatile ammo: see Annnunition Explosions (p.
7).

Damage of hall ur wmere a location’s original hit points may cause a fuel fire
it the location houses a tuel tank with a Fire number: see Fire and Explosion (p.
S

Occupant njuries

I a battlesuit system or cockpit occupies the damaged location, there is a
chance that the occupant may be hurt.

IT a location containing a cockpit, standing room or a battlesuir system loses
hit points from an atack, anyone in the location may be injured by Mragments or
Lhe attack itself. Roll 1d for every 100 points of penetrating damage {or fraction
thereof). On a 6. one tandom or GM-chosen accupant (normally the pilot, unless
there is more than one persen) takes half the penctrating damage iaflicted. up to
a maxintum ol 30 hits. DR (e.g.. from worn armor) protects normaily, but it the
attack has an armor divisor. then that is also applicd to the DR of the charucter’s
OWT armor.

Eveeption: 1f the attack’s damage was greater than the location’s acrual hit
points. damage is inflicted on a 5 or 6 and the maximum damage is 100 hits.

[n wldirion 1o the above, i1 any bartlesuit’s turrer, arm. leg or body takes dam-
age that reduces it to 0 hit points or less. the wearer will always be damaged.
Apply half damage past O hits 1o the matching focation on the pilot. For example.
il o battlesuit were hit in the turret and the damage reduced the tusret’s hit points
to -3, the pilots own head would take half that, rounded down, or 2 hits of dam-
age. If the rarrer were hit again for 3 points of damage, the pilot would take
another 2 points of damage and the turret would be at -9 hit points.

Note that & person in o master-stave battlesuit (see p. 96) only accupies one
tocation, and a person is nor “ingide™ a battlesnit that has transformed into o
cvele-like configuration.

Fire: Ha character is in a location that is on fire, he takes normal fite damage
cach wirn. os described on p. B129.

Disabled Locations

[ 4 Tocution 1y reduced to ¢ or fewer hit points, it has sulfered very serious
damage and may stop working, The effects depend on the location. and (ake
place in addition to any checks Tor occupant damage. ammo exploston or fire.

All Locations: Disabling anv lecation disables all components within it if a
litesystem s disabled. it will sull have its remaning man-hours of life support
onee 1t s repaired.

Msalled Bodv: The mecha’s Speed and Dodge are hatved. cumulative with
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Fire and Explosion
[Continued])

Effects of Fire

A mecha on fire suffers 2d damage. plus
another 2d every 1) seconds, ignoring DR.
Fire damage is always applied (o the loca-
tion where the fire is taking place. The crew
may be able to put the fire vut by using fire
extinguishers (see p. 81}, diving the muecha
into water, ¢ celera.

Any crew who occupy the location thal
is on fire suffer the effects of fire and sulto-
cation described in the Basic Set. Their per-
sonal armor protects notmally.

Fire can spread or die. Bvery ten seo-
onds, each fire may spawa another fire. This
aceurs if the fire did 8 or more hits of dam-
age after modifiers. However, it an individ-
ual fire did less than 4 hies of damage atter
modifiers. that fire dies cut. If o fire 1otally
destroys a location, the tire there also dies.

Fire-Fighting

A mecha cockpit normally includes o
compact fire suppression system. This is un
sutomatic chemical fire extinguisher with
outlets throughout the mecha’s bady. Fire
suppression systems get a roll to put out a
fire immediately, with an extra rof) every
ten seconds. Make o sepurate roll for cach
fire raging in the vehicle. rolling ugainst the
system™s TL+3 on 3d. Modifiers: -1 per sep-
arate fire going on al once.

A mecha cockpit with the “no fire sup-
pression” duwngrade lacks this system, bul
the crew van use hand-held fire extinguish-
ers to fight any fires in the sanwe location as
the cockpil. A pilot or crew member can’t
do anything else 1f fire-fighting. and can
only fight one fire at o time. Roll the extin-
guisher's TL+2 or Jess on 3d to succeed. or
roll 6 or less without an extinguisher. every
1en seconds. A critical Lulure means the
fire-fighter lakes 2d bum damage. The DR
of lirepraof clothing wilt help against this
damage.

A battlesuit facks fire-lighting gear. If a
fuel ank or power plant is on fire. the wear-
er should abanden the suit — although 1l »
companion has & hand-held fire extinguish-
er, he can try to use it 1o deal with the
flames {see above). See Wearing «
Buitlesuir (p. 4 lor the time required to gz
out,

any penalties [or leg damage. The mecha is also on the verge of massive system
failure — it will stop working in a short time. Roll 3d vs. the mecha’s HT when it
is first reduced to 0 or fewer hit points, and again at the start of each turn. On a
failed roll. the entire mecha is effectively “knocked out.” If it was moving on the
ground on the previous turn, it will crash. If it was fiying, it enters an uncontrol-
lable dive. If it was in or under water, it starts to flood and sink. If it was in
space, it simply floats there.

Disabled Subassembly: The subassembly no longer functions. All compo-
aents in it stop working. Cargo stored therc is inaccessible. Energy. fuel or
ammunition in it cannot be used. In addition, some specilic effects apply to cer-
tain subassemblies:

Arur — The arm can no longer move. strike, manipulate or hold anything.
Anything the arm was holding is dropped and may take damage from the fall, if
the mecha is tall enough.

Leg — The leg is crippled and cannot be used to move or kick. If a mecha has
two legs and one is disabled. the effects are the same as when a human sutfers o
erippled leg: it falls down and can only move by crawling. If it has three or more
legs. the pilot must make a control roll to avoid falling: also. divide ground
Speed and Move using legs by the aumber of legs. rounding vp — that’s the
speed lost for cach leg that is ¢nippled. It afl Tegs on one corner or side are gone.
ihe mecha talls and can enly crawl.

Wing — The mecha may no longer safely fly in a configuration that has
unfolded wings (the acrodynamics are wrong). Il it attempts 10 do so. its acriul
Move, Speed and MR are cut in haif and it gains an “infinite” stall speed: the
pilot mast make a control roll each turn. On a faited roll, the mecha goes out of
cantrol and enters an uncontrollable dive. When it hits the ground. inflict tfalling
damage on it multiplied by its weight in tons.

Turret — The turret can no longer rotate. 1t is stuck facing in whatever its last
direction was.

Wheel — Each wheel is an individual location. If an attack cripples one
wheel and the mecha has anly two, its Speed and Move on wheels drop to 0. If a
mecha has three wheels, its Speed and Move on wheels drop to 0 when the front
wheel or both rear wheels are crippled. If it loses one rear wheel, halve Speed
and Move. Tf the mecha has four or more wheels. its Speed and Maove an wheels
drop hy 105% when a wheel is lost. and are halved when half or more are lost: it
it loses all wheels ol two comners, Speed and Move are reduced to 0.

Disabled Locations & Trapped Lrew

Tt a pilot or crew member is within a location that is disabled. he may be
trapped. Roll 1d. On aroll of 5-6. he is stuck in debris. One frantic roll to escape
is allowed each turn, made vs. ST-7. or a more defiberate atlempt can be made
every ten seconds, rolling vs. ST-3. A failed roll intlicts 1d damuge: DR does
not protect. A trapped characier cannot gjcct.




Destroying Mecha

If o locatton 15 reduced o -5x its original hit points. it isn't just disabled —
it's wially destroyed. If this happens to a subassembly. there isn’t much differ-
ence Im game terms exeept it s much harder to repair and the subassembly is
blown clean off. If the body is destroyed, so is the mecha: all subassemblics
attached to it are disabled.

Mecha Critical Hit Tabile

Critical bits allow individual components to be damaged. It a mecha takes a
critical hit, it gets no defense roll.

Mecha Critical Hit Table (Roll 3d)

’ 3~ ‘Triple normal damage; also, if there is 4 computer in that hit lecation
and any damage penetrated DR, it is destroyed! (If Ihere are multlple
computers, the largest one 15 destroyed.)

4— Double normal damage. Also, if the hit struck the body of a wmged
mecha and did damage in excess of 5% of body hit points {minimum 1
hit) after DR, the rudder system is damaged. In a configuration with
unfolded wings, aMR is halved, rounded down, and it may not dodge.

5~ Bypasses 90% of armor DR (i.e., divide armor’s DR by 10) and does
normal damage. Also, whether any damage penetrated the mecha or
not, a sensor in the location hit (if any) is disabled.

6 - Normal damage; also, if there is a power plant in the location, the
largest one is badly damaged and its output is halved (if this result
occurs a second time, the plant stops working). This will reduce the
mecha’s speed if the mecha cannot provide sufficienl power to the
propulsion system. If the mecha has an energy bank but no working
power plant, treat as #14.

7- Normul damage: also. if the attack penetrated DR, fire breaks out in
the area hil! See Fire and Explosion (p. 54).

8- Normal damage; also, if the mecha has weapons in the location hit,
one 1s struck in the barrel and disabled.

9-11 - Normal damage only.

12 - Normal damage; also, it the attack penetrated DR, any one ilem of
miscetlancous equipment in the location hit is disabled (GM's option).
This can include things like overload boosters, cargo or the gear neces-
sary for o transformable mecha to transform (trapping the mecha in iis
current shape).

13~ Bypasses 90% of DR (i.c.. divide armor’s DR hy 10) and does normal
damage.

14 — If the mecha has an energy bank in the location hit, half the maximum

. kWs of storage capacity (along with half the stored power) are lost. If
the mecha has no energy bank. treal as #6.

15 - Normal damage; also, il any damage penetrated DR and there is a
communications or electronic countermeasures system in the location
hit. one such system is disabled (GM's option}.

16 - Double nornal damage: also. if the mecha has a fuel tank in the loca-
tion hit, check for fire and it develops a leak. 1d% of the tolal fucl
capacity leaks out immediately. plus (unless the tank is self-sealing)
1d% every nuaute.

17 - Triple normal damage.

18 — Double normal damage: if the location hit contains explosive ammuni-
ton and any damage pernetrated. 1t explodes. See Ammunition

Explosions sidebar, 1 no ammunition, treat as #3, ghove,

- 7

Ammunition
Explosions

If a body or subassernbly that contains
cxplosive ammunition or missiles is
reduced to O hit points, check for an explo-
sion. Roll id: An explosion oceurs on a
rofl ol 6, or on u 5-6 if the damage was
inflicted by a Name attack (see above).

To determine the damage of an ammu-
nitian explosion, use the damage of 1d
shots (or whatever's lefl) in the weapon or
any magazines in the locaton. If there are
multiple choices, use the largest-caliber
weapon. That’s the force of the explosion.
Damage from the explosion is applied
immediately to the boady or subassembly
where the ammunition was stored. The
mechu’s DR does not protect!

If the amme was in an anti-blust maga-
zine. roll 3d against s TE+6. 1f the roll
succeeds, the explosion does no damage,
but all explosive ammunition in the Ioca-
hon was destroyed,

Antimatter and
Nuclear Power
Plant Explosions

I an antmater power plunt is disabled.
it explodes: damage is 6dx10.000 per kW
of output per year of useful Iife left in the
plant. All danrage is cxplosive concussion
damage. The area may also be contaminat-
¢d by radiation — see p. CITI430T for radia-
tion rules.

Nuclear power plants incorporate tail-
safes 1o keep bad things Itom happening
should they break down. They work - . .
muost of the uma, However. thereisa lin 6
chance that a fission or fusion plant will
ungdergo an energy release if disabled - this
15 not a nuelear blast, but the release of
Ipussibly radiouctive) steam or high-cner-
oy plasma conined within the system,
Damage is 6d concussion per kKW of ount-
L.

An antimatter. fission or fusion power
plant (but not an NPUJ cun be rigged to
sell-destruct. For an antimatter plant. this
1s merely a matter of turning off the con-
lainment systemt. For a fission or fusion
plant. a successful Engineering (Nuoclear
Weapons) skill roll is needed. Damage tor
antimarter plants is as above: damage lor
fusion or fission plants is 6E<100 per kW
of vulpul.
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Ejection

Mecha cockpits with the “ejection sea”
upgrade possess a rockel escape Sy siem
that can insianty blast the occupant ot of
the mecha and then Gif in aunospherce)
deploy @ parachute 1o fand him salely. A
person strapped inlo an ejection seal can
activate it in one second: a pancl slides
open and the seat blusts out.

Ejection unscals the mecha, compro-
mising life support and walerprooting. The
mechanism hlasts the user and his seat (60
yards up. If the seat scoses 11 1s within an
alinosphere, it auwmaucally opens o pari-
chute. enabling the occupant o {loat down
for & soft funding. If the wser is inside a
building when ejecting. he (and anything
he slama into) takes ¥dx<d damage.

Ejecting counts as the character’s
action for the turn, I one crewman is
unconscieus, anuvther can eject both of
them.

An efection seat has a 50% chunce of
working il the body ur subassembly hous-
ing it is disabled, 1 not, the scat. canopy.
el cetera is stuck and the occupant can’t
get out. He can try a ST-6 or Mechanic-6
raill 1o unjam it each turm. This can ger des-
perate if the mechu is on fire or out of
control!

For more details on gjection, sce pp.

VELG]-161.

THE BATTLEFIELD

This sccrion discusses things that mecha can blow up. get stuck in, hide
behind or crash into.

Terrain

Mosl lerrain will 11 into one or more of these categories. Terruin often
reduces the top speed that a vehicle can reach while moving through it.

Hard: This is a paved road, salt flat. aircraft runway or the like. All vehicles
move at full speed.

Sojt: This is ordinary grass. dry carth, packed sand or muddy dirt roads. A
vehicle with legs moves at tull speed. One with wheels moves at half speed (2
movement peints per hex),

Brozken: This 1s rocky. cratered or very hilly terrain. It may be barren or cov-
cred with vegetation. A vehicle with legs uses its full speed. while one using
wheels moves at one-guarler speed (or 4 movement points per hex). Visibility
depends on whether you are atop 2 hill, in the open or in a gully. Theres lots of
cover {p. B118&).

uagnive: This includes mud. swamp. riverbanks. marsh. very soft sand.
the sca bottom and decp snow. A vehicle with legs uses half speed for pays 2
movement points per hex), while one using wheels will be stuck,

Light Woods: Soft. broken or quagmire terrain may also be covered wilh
light woods. The only offect is thar visibility is reduced: it rarely exceeds 500
vards. A mecha in light woods is -2 to be hit.

Foiest: Soft. broken or quagmire lerrain may be covered with dense woods
or jungle, Visibility rarcly exceeds aboul 50 yards. Vehicies with a Size Modifier
under +2 ar¢ not penalized, nor are these massing 50 ons or more that have no
wings and a front body DR of 30 or more. Most other vehieles bave their speed
halved {(or pay 2 movement points per hex), but vehicles that have a Size
Modifier of +2 or more and unfolded wings cannot move at all' A mecha in a
forest is normally -4 to be hit.

Saow-covered or oy Any of the above 1ypes of terrain can be described as
“spow-covered” or “icy.” Mecha using enbhanced Move musl make a controt roli
each turn or fall over.

Ridges andd Buildings: A mecha over a ridge line or behind a building van’t
be spotted except from a higher elevation. A mecha with a turret can choose
expose only the turret. making it harder to hit but still allowing it o artack with
wrrel-meunted weaponry, Battlesuits and mecha can take advantage of (he same
cover modifiers that humans get when leaning arcund buildings. over ridges. et
cetera.

Buildings

Mecha will often crash into, out of, or through buildings. or simply shoot
them. A mecha’s dimensions govern whether it can fit through doors. hallways
and so on withour breaking things. white the Coflision rules (p. 51) cover the
damase a wecha inflicts when it crashes into a building. But what happens to
the huilding?

A building is rated for its width and length in yards. its height in stories, ity
DR. its hit points (HP) and its breach capacily (BC).

DR is the building’s average damage resistance, while it points are per hex
of wall Typical DRs and hit points: wood (DR 4. HP 203, concrete (DR 4. HP
60). glass and steel (DR 5. HP 10). light brick (DR 6. HP 40). stone (DR 8, HP
903, thick stone (DR 8. HP 1805 bunker or fortress (DR FO(, HP 2004



If damage equals or exceeds building hit poiats. iU causes a one-hex-wide
breach. Dumiage from @ single attack in excess ol hit poiats “blows through™ the
building rather than doing more damage, nniess the damage resulted from either
an explosion or a collision with an object of Size Modifier +2 or greater. If so.
divide the penetrating damage by hit points w determine the total number of
ane-hex hreaches inflicted on the building. (For a collision, the maximum numn-
ber of breaches is the Size Modifier of the colliding mecha.) New breaches are
created alternately to the right and left of the original breach {and then upward
or downward from i, if the building has additional stories above or below the
breachy.

Breach capacity (BCY is the number of breaches a building can take before
collapsing into rubble. I the number of breaches to a single story exceeds BC. it
and ull storics above st fall. For buildings with a reinforced frame and founda-
tons (like steel-framed skyscrapers or bunkers). BC 15 .25 x length (yds.) x
width (vds.) x number ol stories. For other buildings, like ordinary brick or
wooden houses, shops. barns or schools, BC is 0.125 x length (vds.) x width
(vds.), with a minimum BC of |,

Collupsing Buildings: A building whose breach capacity is exceeded takes
three seconds 1o collapse per story of height. Everyone im il takes dice of dam-
age equal to building (1P + DR per story ol building height. The buitding
could also tall sideways, crushing mecha or people outside.

Fire: A building can be set on fire. Use the same rules as for vehicle fires
tsee Fire and Eaplosion sidebar po 54, with wooden buildings being more vul-
nerable. Fire damage accunmulates from tura to iurn for the purpose ot causing
breaches.

OPTIONAL RULES FOR
MECHA COMBAT

The GM devides which ol these rutes are in force al any given time. For
cxample. al the start of a large battle, rules for Quick Kili might be in effect. to
be dropped after most of the minor NPCs on both sides are eliminated.

Playability Rules

Mecha have a Tot more weapons and systems than individual characters do.
and ~o regquire more wark from the playver and GM. These rules are anned at
casing that workload.

Duick Automatic Fire
Armed with a par of 30mm Gatling guns, you close on the enemy mecha
and squeere the trigger, releasing a spitting hail of hypersonic death . . .

Indirect Fire

Muecha. like tanks, normally fire at tar-
wets in direcl line of sight using high-
velocity projeciiles or beam weapons.

Heowever. guns can also use indirect
fire  lobbing a projectile in a high ballistie
are. like an artillery shell. Heavy homing
missites can also use indirect fire. A mecha
can angle s weapons (¢ perlorm indirect
tire simply by ulting its body using ity
legy, Indirect fire has 2.3 times normal
maximum range. but has a mindimum range
of 14 normal maximom range.

Indirect fire can he made against a visi-
ble larget. or against a map reference
beyond hne of sight with the help of a for-
ward ohserver in communication with the
firer. It takes two seconds W0 iransmit target
coordinates berween Datalinked computers,
or 2d43 seconds by vowce communieation.

Onty aimed shots are allowed, and only
range madifiers apply o the attack roll;
size and speed ol the target uren’t impor-
tant. nor are cover. concealment, smoke or
ECM (except in preventing the gunner or
observer from spotling the tatgel in the
tirt place). [ndirect fire 13 always treated
as being bevond 1721 range. regardless of
actual tange. Thus. there is oo Accuracy
benus. Hf relying on an observer to spot the
targel. there is a -5 penally; this is reduced
ur increased by the amount by which the
observer makes or lails his Forward
Observer skill roll (see p. B243, p. CI151).

[F @ hit is achieved, it means the round
came in over the rarget hex. striking from
overhead. Explosive and special damage
trom indirect fire is normal; crushing and
impaling damage 1s hulved as il the attack
were being made at or beyond /21D range,
regardless of the actual range. 1t the attack
nusses. see Scafrering (p. 531 however.
Further shots may be corrected for greater
accuracy, provided the guaner or forward
ohserver can see where they lell. The sec-
ond corrected shol at the samwe largel s at
+4., the third and subsequent shols at +8. 1
tsing a forward abserver. correcting {ire
takes the same timne as transmilting coordi-
nates,

Maore detnied rules for indirect fire

appear on p. CI160 and pp. VE179-180,



Orbital Strikes

Beam Weapons

Cralt in orbit may lire down at map
coordinates to attack targets they cannal
sce, but which someone in cosnmunication
with (hem can. Use the indirect fire rules
tabovey, except thal the Accuracy bonux
still applies up 1 2D range, and maxi-
mum range is not increased, The normal
runge o tareet for an orbital sirike tlow
arhit) is about 200-700 miles. Most heam
weapons won't have that kind of runge. but
a few might!

Kinetic-Kill Weapons

Mecha or spaceships in low orbit can
also taunch orbital strikes with missiles. To
do so. the orbiling craft must have detecied
a target or be in communicalion with
someone un the ground who has.

Kinetic-Kili Missifes: A homing missile
with B/IRH guidunce can be used as a
orbital kinetic-kill missile, Afrer ic iy
launched, it takes ten minutes o fall
through the atmasphere. About one second
from impact, the missile will switch on its
homing sensor and scun the ground below
it. It will pick the closest object 1o s target
hex hat matches the profile of whatever it
has heen programmed 1o home against —
usualty anything with a Size Modifier of
+1 or more that locks like a vehicle, robot
or baulesuit, unless il has been pro-
grammed to attack a building. b ignores
friendly units equipped with functioning
[FF systems.

If there is a potential target, resolve the
attack as f the weapon were an ordinary
homing missile launched down at the tar-
get from §0,000 yards up. Because i has
gravily on its side, the missile’s stalistics
alter. It has its normal skill, but its effec-
tive endurance 15 only onc tum and speed
is 10,000. If it hits. its damage is weated as
crushing rather thun explosive and is mul-
tiplied by ten, but it loses its armaor divisor.

gl
AL

... and then play grinds 10 a screeching hall as you realize that with Rol* 60
per gun. you may have to rol} 1 see whether 30 different four-shot greups hit.
were dodged and did damage before you know whar state the enemy is leftin.

But don't despair; high volumes of automatic fire can be playable.

Verv High Rol: For identical automatic weapons with a single or linked
RoF of 20 or more. instead of resolving fire in normal 4-round groups. use 0-
round groups and refer to the tble below:

Roll Made By -3 -
Number of Hits 0

-1 0-1 2-4 3+
5 14} 15 20

=

Thus. if the roll needed to hit is 14 and a 12 is rolled. 15 rounds hit the tar-
get. If the Rol does not divide evenly by 20. either ignose the excess or calcu-
late ixe tor it in groups of [our.

Defense vs. Groups: Make one defense roll per entire group rather than vs.
individual shots within the group. This can be used for 4-round (or smaller)
groups or tor larger. 20-round groups. This is fairly realistic and will speed up
play considerably.

Damege by Group: This is suggested when using weapons with very high
rates of fire {RoF 20+4). It is a real headache (o roll damage individually for 10,
15 or 20 shots at a time. Instead, rolt damage only once for the entire group.
subtract any DR. and then multiply the damage that penetrates DR by the num-
ber of shots in the croup. This will mean sometimes. it you get a low roil. no
shots in the group will penetrate, while other times a great deal of damage will
be done. However. this is not entirely unrealistic: assume the entire group hit at
a bad or good angle, or struck a particularly strong or weak pointin the armor.

Downgraded Autofire

The Aiming Successive Groups tule (p. B112) makes snap shots with auto-
matic weapons extremely lethal, and gives them a areat advantage over other
weapons which must aim for a turn 1o get an Accuracy bonus. For play balance.
see the optional combat rules in the sidebar of p. CII67.

Cinematic Rules

The rules in this section are intended to make combat more dramatic. They
include rules thatl favor high-skill characters and those that simply cnhance the
cinematic fcel.

Pinpoint Marksmanship

Autacks may be aimed at weak points such as hatches or gun barrels. Roll to
hit at -6 and do net add the enemy mecha's Size Maodifier to the hif roll, If the hit
succeeds, DR protects at 1/2 normal value. in addition to any other DR divisors.
Pinpoint marksmanship is not possible with homing missiles or when using
automatte fire,

Mecha in Action



Duick Kill

This rule allows PCs 1o quickly disable or destroy encmy
mecha, and reduces the burden of record-keeping for the GM.

I this rule i i foree, when an enemy mecha’s DR 1s penetrat-
ed by even one pownt of dumage. that locaton is disabled as if it
had been reduced to O hit points. As 4 result, there is no need to
keep track of damage . . . just which subassemblies have been
climinated. A hit o the body will disable the entire mecha. 17
desired, roll 3d vs. the mecha™s HT when damage penetrates the
body: il the roll Tails, the mecha blows up and the pilot is killed.
Otherwise it is crippled and the pilot can eject or escape.

This rute 15 best left to battles involving large numbers of NPC
mecha, as it speeds up the combat and reduces the workload
imposed on the OM. It should not be applied to attacks against
mechi controlied by PCs or by major NPCs (GM's option). It does
allow player characters 10 duplicate the massive carnage that anime
mecha aces often wreak on hordes of low-grade enemy units.
However, turnabout is fair play: the Quick Kill rule can also be used 1o allow
major villains to make short work of a PC’s Ally Group!

Silly Combat Rules

Many of the Silfy Combar Rules found on p. CII76ff are very applicable to
an over-the-top mecha campaign!

Hollvwood Automaric Weapons, Cinemaric Knockback and Imperial
Stormtrooper Academy should definitely be used.

Cinemaric Explosiors are recommended, but are only applicable o PCs
caught outside mecha or in unsealed mecha,

Bulletproof Nudity is definitely applicable. Wearing a battlesuit whose only
protection is cheesecake armor (p. 104) is worth a +1 PD for male characters or
+2 PD for females.

infinite Apmmuaition ts in genre, but should not apply if using nussile or
rocket launchers: in cinematic anime, these normally run out of ammunition
after a single salvo or two. foreing the pilot (o turn to different weaponry.

Gun Control Law, Larger than Life, Martial Artists Anorvmons and Mariial
Arts Eugnene don't fit most over-the-top mecha genre campaigns. Use them
only in mecha gladiators or armored supers campaigns where martial arts and
hand-to-hand battles are going to be emphasized over ranged combat.

The other silly combat rules (e.g.. Exploding Eveballs) can be used or not,
as the GM wishes.

Dogfhfighting Combat

Flving and space movement speeds are so high that actually mapping out an
aerial o space combat can be very difficult and time consuming. To simplily
pliy. these “doglight”™ rules can be used for purcly acrial or space combat
engagements between small numbers of mecha.

GMs may also wish o experiment with using these rules for high-speed
ground combat, especially if the mecha involved are jump or flight capable and
leaping aboul in alt directions!

Dogfights consist of two phases, initial contact and the dogfight itself. They
are played out in reunddy of 10 seconds cach.

Initial Contact
The GM decides on the range at which the encounter occurs and how guick-
ly the mecha are closing or passing. Range can be set at anything (usually line

Environments

One ol the main reasons for butlding
mecha is 0 operate in hazardous environ-
ments. GURPS Space gives very detailed
rules for the effects of alien environments
on individuals. These rules expand them to
cover mecha.

Tlead and Cold: 1f the mecha is sealed,
its life support system can protect against
extremes of heat or cold. Otherwise, the
crew suffer the same way an unprotected
individual would

Different Gravity: This will make the
vehicle lighter or heavier. However, do not
alter its statistics bused on this, since most
of them actually ure a function of mass
rather than weight. There are some excep-
lions:

Iy Il the mecha has no wings, recalcu-
late its effective motive thrust based on the
actual weight of the vehicle. This will
alfect Speed, Move and jumping distance.

2) Muliiply stall speed by the local
aravity.

3} Any penabtics for moving in hilly or
mounizinows lermain should be muluplied
by focal gravity.

4y Multipiy cellision. tfalling and
whiplash/concussion damage by lacul
eravity if the mecha fafls or crashes into
the ground.

53 In dess than | g, the mecha will have
less traction: thercfore. multiply its eftec-
live gMR by (he current gravity and round
(o the nearest 0.25 gMR.

Atmospheric Pressure: If the mecha has
a stall speed. divide it by atmospheric pres-
surc. In vacuum or trace atmospheres, stail
speed becomes infinite: however, if the
mecha could fly with € stall ¢peed 0 begin
with. recaleulate top speed as if it had radi-
cul stresmlining, due o the lack of air
resistance. Jet and air-ram engines are use-
less (no lift or thrust) in atmospheres with
o pressure under one-half atmosphere,



Life Support

Cockpir Life Sappori: Unless i has the
“no lifesystem™ downgrade. « mecha cock-
pit includes a life-support system. This
provides air. climate control and waste
reliet for the crew. and also ineludes space
for a day’s rations. At TLE-1{ it provides
onty 24 man-hours ol wir - that is. [ day of
air lor ene person. 12 hours if twe people
are squeezed in. and so oon. Stored air s
only used up if curside air is unbreathable:
otherwise, the mecha draws in outside air,
A cockpit with the “eatra air” upgrade has
12 addivonal man-hours of air. TLE+
mecha cockpits have unlimited wr due o
advanced molecular recycling systems.

Battlesuit Life Support: A baltlesuit
svstem only has a life-support system it i
has the “limited litesystem™ or “futl
lifesysiem’”™ uperade. A battlesuit life-sup-
purt system provides six hours of air. plus
six hours per "extra mr” upgrade.

Some mecha have NBC kits instead of
or as wall as life supporl. These filter
chemical, biological or radioactive conta-
minants oul ol the air, but are vseless in a
non-oxygen atmosphere.,

of sight or the best mecha’s sensor range. whichever is less). while speed should
be taken to be equal to one-third the sum of the mecha’s top speeds.

Every 10 seconds, each mecha should check to spot the other using the
detection rules. or the GM can simply rule both mecha begin with their oppo-
nents spotted. As soon as one mecha has spotted the other. proceed o The
Dogfight, below.

If there are multiple mecha involved. the range of the encounter is the same
for all and speed is based on the lowest i the group. If one foc iy detected.
assume all are. This isn’t realistic, but it is playable.

The Dogfight

A dogfight beging when one mecha that has detected another initiates combat
action. The 10-second round is used. The dogfight consists of five sleps cach
rn.

Step 1 - Maneuvering Contest

At the start of 2ach round. the pilots rofl a Quick Contest of conirol skills
(usuaily Piloting). 11 one mecha has not detected the other, its pilot doesn’trell and
is assumed 10 lose automatically. However. the tirst pilot must still roil. Modificrs
to skill are:

+1 per g (or fraction thereof) that your aMR (sAccel, if in space) exceeds your
oppanent’s.

+2 if you were closing on your [o¢ in the previous round and he was retreat-
ing.

42 if vou have detected your foe bul have not been detected yet.

-1 per full 50 mph of stall speed your mecha has: +2 if it can fly but has ne
stall speed!

A pilot who wins by 5 or more. or via a critical success. selects his and fis
opponeit's aspect from the Aspect Table. betow.

A winner by 1-4 gets his opponent to choose one of the aspects on the Lable -
but may prohibit his foe from taking one aspect fusually “Closing: front facing
opponent™) if he wishes. Alter his toe has picked. the winner then chooses an
aspect for his own mecha trom the table.

The two outconies above also apply to a pilol whose foe has not yet detected
him and who makes his skiil roll by 5 or more or by 0-4 respectively.

If the contest ix a tig. if both pifots fail their rolls or il a pilot whose foc has not
vet detected him fails his roll, the aspect is determined randomty for cach mecha:

Aspect Table

1 — Retreating: your back facing opponent.

2 — Neutral: your left side facing opponent.

3 — Neutral: your right side facing opponent.

4 — Neutral: your top facing opponent.

5 — Neutral: vour underside facing opponent,

6 — Closing: your front facing opponeni.

Il you arc on the ground and your toe is tlying. the only aspect possible [or
you is “vour top facing opponent.”

It both you and your foe are on the ground and your mecha is neither jump
nor flight capable. you can’t take (or foree your foe o take) aspect #4-5: veroll it
it it comes up randomly.

Step 2 - Range Determination

The GM determines the range (in yards) between the foes. This is the same
as on the previous round (or the initial encounter range. if this 15 the first round)
mochtied as follows:
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Both mecha are closing: The range decrcases by 1d vards times the sum of
their op speeds in mph.

One mecha is ofosing and the other is neurral: The closing mecha may
reduce the range by any amount up to either 5 yards thnes his Lop speed in mph
or the actual range between them. whichever is less. If he can reduce the range
to zero, he can choose to initiate a collision, ramming the side of the enemy that
1s fucing him; the other mecha gers a Dodge roll to avoid it

One wecha is closing and the other iy retreaiing: The faster mecha may
increase the range (it he is retreating) or reduce the range if he is closing) by
any amount up (o five yards times the difference in top speeds in mph. Again, if
runge is reduced to zero. he may initiate a collision, ramming the enemy’s rear
H o dodee fails,

Both wmecha aie mewtrod; Roll 1d. On a -3, range increases by 1d yards
tmes the difference in speeds in mph; on a 4-6, range increases by 1d yards
tmes the sum of the speeds.

One mecha 1s retreating and the other is neutral: The retreating mecha may
increase the range by any amount up 10 either five vards times his top speed in
mph or the actual range, whichever s less.

Boilr mecha are rerreating: The range increases by 1d yards (imes the sum
of their top speeds in mph.

Keep a record of the range — it will set the range tor next round. If range
cver drops to within a few dozen yards. the GM may wish to stop using the dog-
fight rules and swilch to regular combat.

Step 3 - Direct Fire

Mecha closing on their oppenents fire first, {ollowed by neutral mecha. foi-
fowed by retreating mecha. On a e, the effects are simultaneous: the GM can
resolve the shooting in whatever order is desired. Note that if a mecha hasn’t
detected its enemy yet, it cannot dodge or fire.

How a mecha faces its opponent and what the moditied range is (Step 2)
determines whal weapons can fire, based on the usual arc-of-fire rules and
weupon ranges. Resolve one rerit of fire — most of the ten-second round was
spent mancuvering.

Gun and beam lire is resolved using the normal ranged combat rules. bur
apply a -4 penalty on weapons not fired by the pilot into the forward arc.
Calculate Speed/Runge modifiers normatly. except that Speed 15 assumed (0 he
halt the target mecha's top speed this represents the changing speeds during
maneuvering). If a pifot has weapons he can attack with but hasn’t used. he may
destgnate some of them tor “point delense fire™ — i these aren’t used, they can
shoot al incoming missiles. Missiles are fired in the next phase.

Step d - Guided Missile Fire

A mussite launcher (or ser of linked Taunchers) can be fired if the range 15 no
ercater than 10y times the missile’s Spd statistic and the rarget is within are of
fire and maximum missile range. A pilot who has not detected his enemy cannot
fire at all. H he has detected enemy sensors ¢e.g., with a radar/laser detecior) but
not his foe, he can dodge or use decoys against enemy missiles, bui cannot fire.
All missile fire is simultancous.

I s missile requires a roll o lock on. make the roli. 11 the Tock-on fails, no
further tries are allowed this turn. I it succeeds. the missite ts fired. [f the target
can Lwmneh decoys (flares). give him one attempt o deploy them and sce what
happens. I not decoyed, assume a missile will hit the target unfess dodged or
shot down, I the target mecha has unused ranged weapons dedicated to point
defense, they can shoot at the missile, IF the missile is not shot down. 1t strikes

Maintenance,
Breakdowns,
and Repairs

Most mecha are at least as complex as
tanks or jet fighters. In 4 realistic cam-
patgn. GMs muay wish to wortry abouy
maintemnce, breakdowns and so on — see
p. CHi6 for maintenance and Ground
Vehicle Breakdowns on p. CII7. For this
reason. mocha in realistic settings may be
runsported to and from the battle front on
wheeled transports, just ltke tanks are.

Simple Cinemaric Breakdown Rule: 1Y
there hasn't been time for mainienance, or
thare gien’t any skilled mechanics around.
the GM can have a vital component break
down ul 4 dramatic moment — posstbly
pULtE R0Me System out of action. A few
mmnules and @ Mechanic toll can jury-rig a
spare. but if that rofl fails. it oy ake
hours fund mavbe o hard-to-tind replace-
niend purt) W gel that pariicular component
working again.

Repairing Mecha

"ixing damage takes halt an hour and
restores | hit point times the amount a
Mechunic (Robotics) skill rolf is made by.
Rols are at -2 3 a location is disabled. and
spare parks may be required. A disabled
locarion starts working agam when 11
reaches positive hit points. For much more
detil on repairs, sec Making Repairs on p.
CUT orp. VIZ147,



whatever aspect of the target the firing mecha is facing, unless the target can
successfully dodge.

fing to build and est the uli-  STEP 3 - Detection . o
See pp. C13121-127 or p. If one mecha has not yet detected the other, it may now roll again for detec-
; ongadgeteering and  tjon, as described in Initial Contact. Note that il one mecha is behind the other,

i every week ild th . P . o . . .
ﬁ;"i&f ;ech:_) flz ‘;lmechz it may be out of its pilot’s or sensor’s arc of vision, dcpending on its design. "

Ending the Dogfight

L This occurs when the enemy mecha are destroyed, surrender, run out of fuel,
: and Fuel et cetera, or if both mecha decide to stop fighting or move out of maximum sen-
wn: Mecha sometimes sor range.

gnserve power. A mecha

sesio fuel and only the

‘power (to maintain an Multiple Mecha Dogfights

a“d_‘-ﬁ?ﬁyﬁ systems that use These rules work best as a duel between two mecha, Once the initial contact
kﬁﬁﬁ? one turn for its phase is over, break the mecha up into one-on-one duels. If there are leftovers,
wér Célls: Batteries and  they may form into “flights,” ganging up on single foes as desired. For maneu-
wer cells can be recharged  vering and range, a flight is treated as a single craft. Skill rolls are made vs. the

plant: every second that L auarnoe of all pilots” modified skills, and speed is based on the lowest of their
Hed into’ the power cell
of energy. If the mecha's  (OP speeds.

t has.excess power output,

& mecha’s energy bank A Fpirunde
itf: other systems. When . : . . . o
simall; it's simpler to multi- Altitude is abstracted in this system. If it is important (e.g., when gjecting or
wer by 3,600 and keep  crashing), the GM can sclect it or assume the altitude is 2d-1 yards times the

 holir. slowest mecha’s top speed in mph
g Reactors gnd NPUs: Fission P 5P Ph-
snd anitimatter power plants can .
led afier. their duration expires. Tr avehng Bagﬁghts
1 reactors and NPUs must be Sometimes, onc mecha is fairly close to an objective (like a basc or a ground
at full cost. Fission fuel is ‘ ] . . . , .

target) while the other is trymng (o intercept it before it can get there. The GM
/KW ar TLLL, $0.5/kW at can rule that a cerlain number of rounds are needed before the dogfight reaches
fuelling or replacing a reactor o tha( destination.
éb_??t-two hours. If one mecha must go in a certain direction, it will be at -3 in the maneuver-
ing contest, since its path is somewhat predictable. If the mecha doesn’t take that
penalty, assume that the round doesn’( count toward reaching its objective.

LCongested Areas

Tf the fight takes place somewhere like a city, canyon or dense asteroid belt.
there is a danger of crashing into something. A mecha whose pilot gets a critical
failure on a Dodge roll or in the maneuvering contest is assumed to have had a
head-on collision with a solid object at half its top speed. Also, a mecha pilot
can, before the Quick Contest, declarc he is making a “wild maneuver” — like a
surprise swing between two narrowly-spaced buildings at high speed. This adds
+2 to skill for the purpose of winning the maneuvering contest, but any failed
skill roll results in a collision as above, and a critical failure does double dam-
age. Note that losing the Quick Contest doesn’t count as a failure — only failing
the skill roll.

At any time, the GM can rule that the fight has left the congested area. or
both pilots can mutually agree to do so.

Spacecraft Dogfights
In a space dogfight, assume top speed is equal to 4,000 mph x sAccel (in g+
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This section describes the various ranged weapons that
mecha can use.

Machine guns are bullet-firing automatic weapons,

Miniguns are machine guns that use multiple, rotating barrels
tusually 3 (0 6) for a higher rate of fire.

Autocannon, minicannon and Gatling cannon are large
machine cannon that fire bursts of armor-piercing, fin-stabilized
depleted-uranivm shells, Armor protects ai one-third normal
DR, but any damage that penetrates DR is halved,

Gauss guny are electromagnetic railguns that use a magnetic
impulse to accelerate saboted builets to hypersenic velocities.
Armor protects at half DR, but damage that penetrates DR is
also halved.

Gauss cannon are cannon-sized railguns firing the same
depleted-uranium ammunition that autocannon use. Armor pro-
lects at one-third normal DR, but damage that penetrates DR is
halved.

Auto GLs are chemical-propelient grenade launchers firing
shaped-charge explosive rounds. EMGLs are electromag
grenade launchers. Both can also fire any of the TL8+ grenade
types described in other GURPS books.

Mortarys are large-caliber, low-velocity guns designed to lob
cxplosive shells. They often use indirect fire,

Missile launchers fire high-speed guided missiles tipped with
powerful shaped-charge explosive warheads. They usc the guid-
¢d missile rules on p. 53. DR protects against direct hits
from shaped-charge warheads at 1/10 normal; otherwise (e.g.,
on a near miss), the damage is treated as explosive concussion
damage.

Lasers fire bolts of coherent light. In rain or fog, they do
half damage. Damage is also halved for every (1/2D range/5)
hexes of smoke or hot smoke (or fraction thereof) they cross.
Lasers fired at RoF 4+ use the special laser automatic fire rules
described under Damage from a Burst on p- Bizo.

Rainbow lasers are lasers that can alier their frequency, from
visible light (effective in atmosphere) to deep ultravivlet (giving
cxtra range in the vacuum of space).

X-ray lasers function like lasers, except DR protects at
one-half normal. Their damage is not reduced by smoke, fog or
the like,

Particle beams (also called blastersy lire bolls of charged or
neutral subatomic particles at near-light speed. The radiation

produced can also zap electronics. Since mecha are packed with
such systems, treat any particle beam hit on a mecha (or robot)
as impaling damage, just like a hit on a person.

Flamers (also called plasma guns) project streams of star-hot
lonized plasma. The wash of flame casily penetrates non-seuled
armor, which gets only 1/2 DR against the attack. It also melts
armor: for every 10 points of damage done before subtracting
DR, armor loses 1 DR on Lhe location hit, (1f the armor is abla-
tve, this is in addition to any DR lost to ablation.) A sealed suit

RanGgen WEAPoONS

or machine becomes unsealed after losing 20% or more of its
original DR on a particular sidc. Paper, cloth and wood ignite
autornatically it hit by a flamer. Flammable plastics and such
catch fire il their DR is exceeded.

A flamer can be nsed like a flamethrower — attacking more
than one target, as long as they are in the same arc of fire — as
described for area weapons (p. B121). When used this way,
divide the dice of damage by the number of targets; if they are

more than one hex apart, 1d damage is lost per hex between
them.

Ranged Weapon Statistics

The statistics used to describe ranged weapons are the same
as those in the Basic Set, with these additions:

Type: “Exp.” means the attack does explosive concussion
damnage (see p. B121). “Spcl.” means damage is special — see
the weapon descriptions above.

Damage: A number in parentheses after damage - e.g., (2) -
is an armor divisor; DR is divided by that number against the
attack. In the case of guns (autocannon, Gauss guns, Gauss can-
non, et cetera), damage is also divided by two after any DR is
penetrated. A number in brackets after damage — e.g,, [4d] - is
the fragmentation damage {p. BI21} of an explosion.

172D: Attacks doing Exp. damage don’t have damage halved
after the 1/2D range, but do lose accuracy. Missiles lack a /2D
number.

Weight: The weapon's empry weight in pounds.

Vol.: The weapon’s volume in cubic feet, Optionally, a
weapon can be “concealed” within the mecha (so that its barrel
is not visible). If so, multiply volume by 2.5.

WPS: The weight, in pounds, of a single tound of ammuni-
tion (bullet, missile, et cetera).

VPS: The volume per shot, in cf.

CPS: The cost per shot, in dollars.

Power: The power requirement (in kW) required to fire the
weapon ar its full rate of fire. I’ the weapon runs off an energy
bank, each second of fire drain this many kWs of energy.

Spd: Tor missiles only; this is the Move of the missile.

End: For missiles only; the number of seconds that the mis-
sile can fly before running out of fuel and crashing.

Skill: For missiles only; the skill of the guidance syslem.

Guid.: For missiles only; the type of guidance system used.
“IRH" is infrared homing. “BARH" is brilfians infrared homing,

Cost: See table. If buying weaponty of lower TL, cost is
halved if it’s obsolete by one TL and haived again il it"s two or
more TLs old.

No “Shots” statistic is given, as that depends on how many
rounds are carried aboard. “Rel” and “ST” are also omitted, as
they don’t apply to vehicular weaponry.
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BEAM WEAPONS TABLE

Ace

Weapon Type Damage

TLB Lasers
AssqultLager - - dmp - 5d

Md. Laser C1i1110ﬁ Imp. 6dx10
Hv. Laser Cannon Tmp.  6dx20

TLYS Rainbow Lasers
Asgault Rainbow Laser Tip. o 3d

Gatling Laser . Imp. .~ 20d -

Hv. Gatling Laser Imp. 65
L.t. Rainbow Laser Imp. 6dx5
Md: Rainbow Laser - Imp. ~ 6dx10
Hv. Rainbow Laser ., Tmp. . 6323

TLIO X-ray Lasers

Assanlt X-Laseg -+ " Imp.  5d(2)
Gatling XeLaser - kmp. - 6dx5(2) -
Hv. Gatling X-Laser Imp. 6dx5(2)
Lt X-Laser Cannon Imp.  6dx10(2)
: Lasezr Cannnn_ g, 6A%25(2)y

LL Plasma Cmﬂon o
Pldsmd Gathng

Mtgd Plasma Caﬁﬁon & Spel. 6dx250 .

TLES Partirl’e Beams
Blaster Canpon’ © :

Lt Particle Cannon ~ Imp.  6dx40
Md. Particle Cannon [mp.  6dxI100

Hv. Particle Cannon 7 Tmip. - 6dx200
Mega Particle Cannon- - Tmp. - 6dx400 "

TLD Particle Beams

Assault’ Blaxter Con U Impl L 6dx

Lt Blaster oo deaps 5d%15
Blaster Minicannon Imp.  5dx30
Gatling Blaster Imp.  5dx30
Lt Particle Cannon. - ~Imp. - 6dx50

‘Md: Phrticle Cannon Imp.s  5dx150.

Hv. Particle Cannon Imp.  6d%250
Mega Particle Cannon  Imp.  6dx300
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{lmp, "6tl‘i<513(2}' :

Cidmp L edR20;
Gatling Blaster . mp.6dx20

5S

7
20

25

30

' '23'. :

25
27

Coaw
I

23
23

28
27

12D

: 4,000
12,000
24,000
48,000

4,000
4,000 -

12,000
12,000
60,000

1,500

4,500

4,500
9,000

T23.000
45,000

Max

LUBD00
36000 150
1,200

72,000
144,000

36,000
36,000

2 T200

“180,000

4500
S X3,5007

13,500

27,000

69'000
135,

0

1.100

S A0

13,500

L0
2,300

5,600

211,300
-+ 23,000

500
830~

1,200
1.200

25000
16,2000

12,400
25,300

' 40 000

38000 0 LAl

6,900
16,800

33900
69,000

10007 -
1660

3,600
3,600

7.500

18,600
37.200
76.500)

8,000
12,000 .

Weight

7,500

110
230

'I 1 ‘-,0(}0

100
800
=5:000
20,000

2,200

BR800
35,0000 7

44
110

8,800
35.000

13
Tosay

S5
254

sl

350, -

Vol.

034

150

5026

22
4.6

.36,
220.

011,

16

<100
400. .

n0.4
L 04
0.88

22
7

176
700

oy

=
A
1
1

RoF

R
gl
o

4

4‘(<
8*

8

R LA e
'$20.000

g*
8:—

—_

-.___.a,,...__-

— i

6*

Cost

Power

10,000

$70,000
$390,000

o $zo';ooo

$21,000

$28,000

330,000
< $740,000 .

$67,000

~$350,000. 4

C§IRO00 28800
l l‘i 200

720,000

L1200
M- 400 -
32,400
64,800

C 259,200

1,620,000

7% 0 20

$ 38390,
76.780

3()7 120

s 35000&--:-;;; 7

$43,000

$4 700,000

'$55.000

$240,000

§900,000
$3 500,000

81200
©$3,000-

56,600
$16,000

$27,500
sxzeeao...-';:
1,125,000

$450,000
$1,750,000

J79.000

S SERPO0

168,750
112,500

2,812 500

250
67,500
45,000
281,250

1425000
4500,000

o EB00
L 5,000

11,250
67.500

245,000

381,250

4,500,000



GUNS TABLE

Weapon Type Damage SS Ace 12D Max Weight Volume RoF WPS VPS CPY Cost  Power
TL8+ Machine Quns

7.5mm Machine Gun Cr. &d 14 13 920 4600 13 026 20* - 0.063 - 00042 013 3975 - O
7.5mm Minigun . .Cr. &d 17 13 920 4600 18 036 50% - 0.063 - 000042 0137 $2,000° 0315
15mm Machine Gun  Cr. 16d 20 14 1,300 5.600 51 1.2 20% 0.5 0.0033 | $3.800 (
15mm Minigun Cr. L16d 2014 1300 350600 71 142 50% 0.5 0.0033 1 $8.000 25
TL8+ Cannon

20mm Mimicannon  Cr. 6dx4(3) 20 12 1,260 6450 30 06 8* 0.34 0.0034 - 12.24 $1,800. . 0
20mm Mini-Gatling Cr. 6d4(3) 20 12 1,260 6450 63 126 50 034 0.0034 1224 $5,700 255
20mm Autocannon  Cr,  6dx7(3y 20 14 2250 9150 90 1.§ 20% 0.4 0004 144 $5.400 0
2mm Gatling Cr. 6dx7(3y 20 14 2250 9,150 136} 26 50* 0.4 0004 144 $9.900 3
30mm Autocannon  Cr.  6dx9(3) 26 14 2250 9150 230 . 46 12* 1.1 - 0.0 41 $8.600 - 0
30mm Gatling Cr, 6dx9%3) 20 14 2250 9150 320 6.4 30 1.1 G.011 41 516,000 -5
Hiimm AGL Exp. 4dx2(534d) 20 7 90 1,200 27 054  4* 0.48 0.0048 4.2 $2.000 0
13mm Autocannon Cr. 9dx%3y 25 14 2700 10350 680 136 8* i9 (0039 70 $18.000 0
45mm Gatling Cr. 9dx9(3) 25 14 2700 10,350 960 192 20% 19 (.039 70 835000  1te
Hihmm Autocannon  Cr.  &Ix15(3) 25 14 2250 9150 {100 22 -6 93 G093 336 $26000 0
simm Gatling Cr. 6dxI5(3 25 14 2250 9050 1300 30 6% 9.3 0.093 33 350000 224
amm Autocannon  Cr. 9dx 153y 30 14 2700 10350 3.600 72 4 31 031 LJod 876,000 0
YOmm Gatling Cr. -odx15(3y 30 14 2700 10350 5100 102 1% 31 031 1,104 $160.000 30.6
120mm Auwtocannonr Cr, 6303y 30 15 3150 11400 6500 130 3+ 73 0.73 2,640 $130.000 t]
200mm Auwtocannon Cr. 6dx50(3y - 30 15 4050 13,350 18000 360 2% 340 34 12240 $360,000 102
TLHB Electromag Guns

0mm EMGL  Exp. 4d<2(10) 12 11 360 2600 6 0.12 P 032 0.0032 114 $8.800 15
25mm Gauss Gun Cr. 3dx5(2) 20 16 2850 133350 28 (.56 20%0.00052 00000052 002 334000 624
imm Gauss Gun Cr.  6dx52y 20 i6 4050 13350 100 2020 00042 0000042 04 5120000 736
iimm Gauss Gun Cr. 6dxt(2y 25 19 8550 22500 450 9 10% (1033 0.00033 2 8260000 3.000
20mun Gauss cannon Cr.  6dx20(3) 25 18 . 5100 15600 600 12 20 0.2 0.002 12 °$320,000 18,000
23mm Gauss cannor Cr. 6dx40(3) 25 20 13500 30,600 3,200 64 2~ G.39 0.0039 236 $1.36mil. 7,080
mm Gauss cannon - Cr. 6dx80(3) 30 20 19500 26700 7.500 [50 | 1] 0.031 188 $3mil. 28,200
Smm Gauss cannon Cr. 6dx160(3y - 30 20 27.000 50,000 3,000 600 113 25 0.25 1520 S12mil. 75.000
20min Gauss Mortar  Exp. 6dx4(5){4d] 20 13 B8O 4400 75 1.5 i 1.5 0.5 54 8120000 288
TLY Electromag Guns

225mm Gauss Gun - Cr. 6dx2(2) 12§15 2250 9150 6 0.12 3% 0.00038 00000038 0015  $4.400 57
A0mun EMGIL Exp. 62010y 12 11 30 2600 48  0.09 f 0.32 00032 114 $3.900 15
“num Gauss Gun Cr. Bdx2(2) 200 15 2400 9600 16 (132 207 0.00093  0.0000093  0.056 $9.600 t40
“mm Gauss Gun Cr.  6dx52) 20 t6 4050 13330 68 1.36 20+ 0.0042  0.000042 04 $41.000 756
Himun Gauss Gun Cr. 6dx10(2) 25 19 8550 22500 270 54 10% (1033 - 0.00033 2 $94.000 3.000
20mm Gauss cannon Cr. 6d>20(3y 25 18 5100 15600 360 72 200 02 0.002 12 $110.000 18.000
23mm Gauss cannon . Cr. 0dxd0e3) 25 20 13.500  3L600) 1.900 iz 2~ (.39 0.0039 236 420000 7.080
SOmm Gauss cannon - Cr. 6dx80c3) 30 20 19500 26,700 4.500 90 1 31 0.031 188 3940000 28,200
{00mm Gauss cannon Cr. 6dx160(3) 30 20 27.000 51000 18000 360 1A 25 025 1520 $3.6mil 75000
200mm Gauss cangon Cr. 6dx200(3) 30 20 159060 34500 24000 480 /5 200 2 12,000 $4.8 mil 130,000
S0mm Gauss Mortar Exp. 6dx<6(5)[4d] 20 13 880 4400 45 0.9 | 1.8 (.015 54 $77 0()0 258
Abbreviarions: “EMGL” = electromayg grenade launcher. “AGL™ = automatic grenade launcher, "LE™ = light, "Md.” = medn, - = heavy.

Optional Ammunition
Cannon 20mm or larger are assumed to be firing armor-

piercing, fin-stabilized, discarding-subot depleted uranium
rounds {APESDSDU), except tor AGLs and EMGLSs, which fire
shuped-charge explosive warheads. Two other Lypes of ammuni-
HON N COMMOn UsSe are:;

High Explosive Concussion tHEC): Used to blow up build-
ings or infantry, these rounds are usable in any gun or launcher
that is 20mm or larger. They do explosive concussion damage
cqual to projectile diameter in mm cabed, *0.00025 at TLE or
«0.000375 at TLY+. HEC rounds have a lower velocity, and

hence less range and accuracy: Acc iy -1, and 1/2D and Max
range are x2/3. HEC is also cheaper: Divide CPS of HEC gun
ammo by six.

Chemical (CHEM): Used 1o deliver gas or smoke, this ammo
can be used by any 20mm or larger gun or missile. CHEM uses
the rutes for HEC, except that it inflicts no damage: instead. it
releuases a gas, smoke or hot smoke cloud over a radius of {pro-
Jectile diameter squared) x 0.00375 yards. Sce pp. B132, UT70
or VEI91 for gas effects. It disperses in 300/(wind speed in
mph) seconds. maximum 300 seconds. Individuals in sealed
suits will be unaffected.

Mecha in Action
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LAUNCHER TABLE

Weapon Guidance Type Damage SS Speed Max Skill End Weight Volume RoF WPS VPS CPS§ Cost
TLB MIESI'E Launrhers
‘ CARHUEXp 610y 147 5000 1,000 13 0 2 ) SA00: -

' Md:M CIRH L Exp. 62 10Y 2{1 _:-1-2(10"_. 20001 I(NIG()* 3,100
250mm Hy. Msl Lhr B/IRH Exp. 8dx50(10) 25 1200 61,200 66,000 $36,000
L9 Launchers _ _
S i RE " Exp,  4dx5(10y 120700 ° 700 4 580 8250

il 6 o Exp UK IR0y 34 5007 2,000 CL200 T BAT0
lUOmm Md Msl Lhr IRH Exp. 6dx40(10} 20 2.800 8.400 8,200 $4,100
2506mm Hv. Msl. Lhr. BARH  Exp. 6dx100(10) 25 1,200 122,400 47,000 $18,000
TL1O0+ Launchers _ _ _ o o o
ASmm Mini-MsL Ebr. IRH . Exps - 4dxS(10) 12920 00 020 470 b 05 el b 2 004 580 §130
S7min Lt Ml L, 0 IRH . CBxp, - 6dXI000) 14 C1400 028000 19 2 L IZS 028 oL 5 il 1200 B4
100mm Md. Msl. Lhr. IRH  Exp. 6dx40(i0) 20 2800 12,600 23 4.5 125 25 12 30 1 8200 $2,000
250mm Hv. Msl. Lhr. B/IRH  Exp. 6dx100(10) 25 1200 244800 27 204 1.230 25 1/4 500 10 47,000 $9,000
Abbreviations: “1.t”" = light, “Md.” = mediom, “Hv.” = heavy, “Lhr.” = launcher, “MsL.” = missile, “IRH” = infrared homing,

“B/IRH” = brilliant infrared homing.

Bunr-iv Contact WEAPONS

These are weapons usable in hand-to-hand or close combat.

Sharp claws are built into arms or legs. They convert that
limb’s kicking or punching damage from crushing to cutting.

Talons can be built into an arm or leg. They let the limb do
thrust/tmpaling or swing/cutting damage. The samc weapon sta-
tistics also represent switchblade- or bayonet-like blades.

Cutting Jaws: One set of mechanical jaws may be placed in a
turret, rated for its own jaw ST. It bites lor cutling damage (p.
B140).

Vibroblade: This is an option for claws, blades or talons —
the weapon vibrates at supersonic speed, improving penetration
and damage. The vibrations are powered by the arm or leg dri-
vetrain, so there is no extra power requirement.

Monommolecuiar Edge: Claws, blades or talons (unless vibro)
can be given 1« monomolecular edge for even greater penetration.

Mecha in Action

Limpet Mine Dispenser: This is a spring-loaded arm (is-
penser for sticky limpet mines. The user slaps his victin and
triggers the release, attaching a mine. He then steps back and it
detonates an instant later, using a shaped charge to blast a hole
through armor. A dispenser includes live mines; extra 5-mine
magazines have half the weight, volume and cost of the dis-
penser. Reloading with a ready magazine requires a free arm
and takes two seconds. To allack, use DX, Brawling or Karate
skill. A successful hit attaches the mine, which sticks with mol-
ecular “suction pads.” Limpet mines do shaped-charge damage
to the target; anyone else within 2 yards of the blast takes one-
quarter damage from the concussion, though armor protecis
fully against this. At TL9+, add 50% to damage. This weapon
can’t be used to parry with.

Plasmafaust: This is a contact plasma-discharge weapon
mounted in an arm. DR protects at one-tenth normal (or one-
fifth normal for laminate armor). The user suffers 4d damage to
his arm from the backblast of the plasma discharge; however,
his own DR protects fully — il is not divided by 10. A plas-
mafaust has no blade and cannot be used {o parry.

Eleciroshocker: An arm or melee weapon equipped with an
electroshocker can deliver a powerful electric jolt. The victim
must make a HT roll to avoid being stunned, at -3 for a light, -6
for a medium or -9 lor a heavy electroshocker, but at +1 HT per
10 DR on the location struck. If stunned. the victim loses 1d
fatipue and remains physically stunned for as long as the arm is
in contact, plus another (20-HT) seconds before any HT rolls to
recover are allowed.

Plasmablade and Forceblade: These are energy blades built
into an arm. DR always protects at onc-fifth value, Use Force
Sword skill to wield them. Any weapon that successfully parries
a lorce or plasma blade (except another energy-type blade) will
be destroyed, unless the parry was 4 critical success. Higher-TL
versions do more damage: for each TL after they first appear,
add +1 damage per dic, to a maximum of +3 per dic.




Contact Weapon
Statistics

These use the same format as the Ancient/Medieval Haned

Volume is the volume in cubic feet.
Cost: Except for claws, talons and blades, this is halved one
TL after the weapon tirst appears and halved again two or more

TLs after it appears. Cost of claws, talons and blades (and of 3

- pon Table on p, B206, with (hese changes: monomolecular ot vibre options for them) is per limb so 3

T pe may also be explosive (Exp.) or special (Spcl.). equipped. i

Somage, il sw (swing) or thr (thrust). is based on the ST of Power 15 the power requirement (o use the weapon continu-

*: zrm that is being used. Otherwise, the weapon is powered ously. If the weapen runs off an energy bank, it drains this many A
.2 nas a fixed damage. “Spel.” means the weapon does special kWs of stored energy cach tumn it is activated.

—.ge — see the individual weapon descriptions above,
T
BUILT-IN CONTACLT WEAPONRY TABLE
W capon Type Damage Reach Cost Weight Volume Power TL
srarp Claws 70 Cat i S S5
TLons or Blade CCht Ly [ oy

_m o Jaws Cut C

E.f:troshockcr Spel. C s

* Electroshocker '+ Spel G k

= Eie‘.troshockér o0 Spel: R oet N :
_.mpet MD Exp. ”cl+4(l()) C

o Zimpet MD Exp. 6dx5(10) C i

=+ Limpet MD i Exp.. .ﬁdx,‘}{)(m)- SR s I

- Plasmafaust w00 U Bxps U USEAGY ol S !

“asmafaunst 3d><5( 10 C $ 1 2, ()()() it

- Pamataust 5dx10(10) C $20,000 I

.. Plasmablade >l . Yo G s IR0 e

wh: Plasmablade . AL o e "$1OGD()G

= aumablade dei()(i) c-9 $3.2 mil. )

- roeblude Hd(i) C-1 !

— Forceblade ' 2dxI008) G
- Forceblade - Adw10¢! ST

© - molecular +1d{10) ok

-- lade Aok +1d(5) *k

= 7 .ons and blades can also do thrust/impaling damage.

= _ %> blades and talons may be retractable at 1.5 times cost.
“:- oint of jaw ST.
- -z and force blades can also thrust to impale for half their cutting damage. ¢.g”, 4d(5) for a It. plasmablade.

-otion for claws, talons or blades. Use the modified weapon stats, but DR protects at 1/5 normal against vibro or 1/1¢ normal ﬂ;
LN 'nnnomolecular and damage is +1d. . I
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hupter describes four mecha and three battlesuits
z_2» 1o use. These designs are compatible with the
~z 0% Damacles setting (p. 111), but can also be used in
- = oworounds.
- -nations of the mecha systems and weapons can be
*: = Chapters 3, 5 and 6.

Seraph Deilta (TL9)

z »ctaph Delta is a humanoid flight- and space-capable
=.2 mecha. In the Damocles setting, it is a war-surplus
- ~+ battle mecha lavored by elite mercenaries.

cmblies: Two manipulator arms, two legs, limited-

A

- 1.225 kW motive power leg drivetrain, in legs.
oy ST 4,000 motor in gach arm.
= Fusion rocket thruster with 51,000 Ibs. thrust, uses
- -7 aater (.28 gallons per second).
~ In body. with Complexity 4 computer and ejection

.o oL

- Weapons: TLY medium rainbow laser in each arm.
. - med. msl, launchers in body with 8 shots in anti-blast
e . ~# Launchers are linked; lasers are linked.
[(K)-mile range PESA in turret facing forward. 200-
<722 \ESA in wrret facing forward.
oo Advanced, in body.
Decoy dispenser in turret with chaff decoy plus 3
+ 7272 and 4 hot smoke reloads.
- Planr: 1,500 kW fission reactor in body, powers all
+ e except medium lasers with 184,36 kW excess.
Bank: 15,552,000 kWs rechargeable power cell in
s wie 2ech laser fire for 30 seconds.
Two 170-gallon light tanks filled with water {onc in
znve 20 minutes thruster endurance.
“« Eich arm 60 cf, turret 20 of, body 320 cf, legs 128

“ere und Hit Points: Heavy frame with very expensive
;= ~~ Lkach arm 600 HP, body 900 HP, each leg 525 HP,
< HP.

Surface Features: Scaled. Basic stealth and radical infrared
cloaking.

Armor: PD 4, DR 600 on body, PD 4. DR 340 elsewhere. All
armor is [aminate.

Statistics: Loaded weight 50,392 Ibs. Empty weight 46,902,
Loaded mass 25.2 tons. Mecha volume 716 cf. Size Modifier
+4, arms +2, turret -1, legs +3. Price $7,907,550. HT 9.

ST and Reach: Body ST 1,800, Arm ST 2,400/4,000 (with
reach 5, damage thr 24 1d, sw 243d).

Dimensions: 11.3 yards tall, 3.8 yards wide and long,

Ground Performance: Speed 55 mph, gMR 1.5, gSR 2,
Move 15/27. Jump-capable,

Aerial Performance: Flight-capable. Can hover. Effective
motive thrust 608 lbs, Lift ST 40. Acrodynamic drag 900, speed
70 mph, aMR 3, aSR 4, Move 30/35,

Space Performance: Space-capable. sAccel 1.01 g.

Deathstriker [TL9)]

The Deathstriker is a light scout mecha designed to be fast
and very difficult to spot. It is four-legged, with two clawed
arms and a large, round, antenna-studded laser turret. In the
Damaocles setting, it is the basic Gebberoth drivable mecha.

Subassemblies: Four legs, two manipulator arms, full-rota-
tion turret.

Driverrain: 175 kW motive power leg drivetrain in legs.

Arm Mators: ST 200 cheap motor in each arm.

Cockpir: Basic cockpit. Complexity 4 computer,

Buili-In Weapons: TLY 1t. rainbow laser cannon in turret,
facing forward. Six TL9 It. missile launchers, three in the right
arm, three in the left, two shots each. Sharp claws on arms.
40mm AGL in body, facing forward, with 100 shots. All
launchers are linked.

Sensors: 25-mile range PESA in turret, facing forward.

Comsuite; Advanced, in lwrrel.

ECM: Infrared jammer (rating 8) in body,

Power Piant: 180 kW NPU in body, powers all components
except laser for one year.

Energy Bank: 1,296,000 kWs rechargeable power cell in
bady, provides for 20 seconds of laser fire.
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Cargo Space: Camies 10} cubic feet and 200 1bs. cargo.

Volumes: Turret 10 cf, arms 3 cf cach, body 50 cf, legs 8.8 cf
each.

Structure and Hit Points: Heavy frame, standard materials.
Body 300 HP, turret 90 HP, each arm 78 HP, each leg 81 HP.

Surface Features: Sealed. Basic stealth and infrared cloak-
ing, instant chameleon system.

Armar: Overall PD 4, DR 240 armor, except body front,
right and left are PD 4, DR 480. All armor is laminate.

Statistics: Loaded weight 8,902.6 1bs. Empty weight 8,394.6
Ibs, Loaded mass 4.45 tons. Volume 101.2 cf. Size Medifier +3,
turret -2, arms -1, legs (0. Price $1,233,720. HT 12.

ST and Reach: Body ST 600, Arm ST 200 (reach 2, damage
thr 21d, sw 23d).

Dimensions: Length 4.1 vyards, height 4.3 yards, width 1.4
yards,

Ground Performance: Ground speed 75 mph, gMR 1.25,
gSR 3, ground Move 12/37.

Kuonoichi 5 [TLS)

This is a four-wheeled mminivan that can transform into a 25°-
tall humanoid mecha equipped with fold-out missile pods and a
hand-held sword or particle cannon. It can fly, but only for a
few seconds. In the Damocles setting, it is used by UNISTAR.

Subassemblies: Two legs, two manipulator arms, limited tur-
ret, 4 wheels, two pods (on shoulders).

Drivetrains: 150 kW motive power leg drivetrain in legs. 150
kW motive power wheeled drivetrain in body.

Arm Motors: ST 480 motor in each arm.

Thrusters: Chemical rocket with 8,000 Ibs. thrust in each leg,
burns total of 17,600 gal. rocket fuel per hour (4.9 gal. per sec-
ond).

Cockpit: Basic, in body, with extira passenger seal and
Complexily 4 computer.

Built-In Weapons: Each pod has two medium missile launch-
ers, each with two shots. 20mm minicannon with 200 shots in
turrel Facing forward. Missiles are linked.

Sensors: 25-mile range PESA in turret, facing forward.

Comsuite: Basic, in turret.

ECM: Three dischargers in body — one with chafl, one with
flares, onc with hot smoke — each with four reloads.

Power Plant: 156 kW NPU in body, powers all built-in sys-
tems for one year,

£

Energy Bank: TLY rechargeable power cell (in body) stores
1,350,000 kWs, used to power the hand-held beam cannon with
30 shots, or runs the mecha for 2.4 hours if NPU is non-func-
tional.

Fuel: Two 30-gallon self-sealing tanks, one in each leg,
holds total of 12 seconds rocket fuel (Fire 10) for thrusters.

Cargo Space: 25 cubic feet and 500 Tbs. in body.

Volumes: Arms and turret 10 cf each, body 100 cf, legs 30 cf
each, pods 9 cf each, wheels 10 cf.

Structure and Hir Points: Heavy frame strength, very expen-
sive materials. Transformable with two configurations:
“humanoid” (wheels folded), “van” (arms, pods, legs, turret
folded). Body 450 HP, turret 90 HP, each arm 180 HP, each leg
180 HP, each wheel 45 HP, each pod has 81 HP.

Surface Features: Sealed, Basic stealth and infrared cloaking.

Armor: Mecha has overall PD 4, DR 750 except body front,
right and left are DR 1,200. All armor is fireproof ablative.

Statistics: Loaded weight 13,939.3 1bs. Empty weight
11,971.3 1bs. Loaded mass 6.97 tons. Mecha volume 218 cf.
Size Modifier +3, arms, wheels and pods 0, turret -2, legs +1.
Price $1,433,015. HT 11.

ST and Reach: Body ST 900, Arm ST 480 (reach 3, damage
thr 49d, sw 51d).

Dimensions: Height 7.4 yards, width and length 2.5 yards.
As minivan, 5 yards long, 1.7 high and wide.

Ground Performance (humancid): Ground speed 35 mph,
gMR 2.5, gSR 2, ground Move 17. Jump-capable.

Aerial Performance (humanoid): Flight-capable. Can hover.
Effective motive thrust 2060.7 lbs. Lift ST 137. Aerodynamic
drag 429. Air speed 190 mph, aMR 3.5, aSR 4, Move 35/95.

Ground Performance (van): Ground speed 75 mph, gMR 1,
gSR 4, ground Move 10/37,

Space Performance: sAccel 1.15 g.

The mecha also carrics a giant sword and a particle beam
rifle, in its hand or slung on its back:

Giant Sword: 48x weight hand-held thrusting broadsword
with vibroblade, Damage: thr+96 imp., sw+48 cut. reach 7, ST
480, weight 144 1bs., costs $48,004. Powered by 48 B cells for
20 minutles.

Beam Rifle: TL9 lt. particle cannon (p. 66} built as an
armored rifle. Use normal stals, except Acc 18, $29,250, HP 33,
Size Modifier +0, PD 3, DR 45, weight 525 Ibs, ST 88. Draws
power from mecha’s energy bank.
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Stormhbhawk [TL9]

This aerospace combat mecha looks like a sleek jet fighter
- e but it can transform into either a humanoid battle mecha
——=d with a hand-held cannon, or a hybrid “raptor” form that
©.~ & ings. arms and legs. Tt is capable of flying into space. In
-z Dumocles setting, it is used by UNISTAR.
runassemblies: Two legs, two manipulator arms, limited-
“27on turret, two wings. Has radical streamlining.
~teiverrain: 480 kW motive power leg drivetrain, in legs.
<~ Motors: ST 2,400 motor in each arm.
Torusters: Fusion rocket thruster with 80,000 lbs. thrust in
.o consumes 1,600 gallons water per hour. Two reactionless
—~izrs. each with 320 Ibs, thrust. one in cach leg.
~ckpit; Basic, with ejection seat, genius computer
© —plexity 3) and 12 hours extra ait upgrades, in body,
S.ci-In Weapons: TLY It. particle cannon in torret, facing
~eand.
~.vdpoints: Three 500 1b. hardpoints under each wing.
osiars: 50-mile range PESA in turret. 100-mile range
- >A 1 body facing forward.
~msudte: Advanced., in body.
Z:M. Deceptive Jammer (rating 8) in body. Two decoy dis-
©_-zzrs. one in cach wing, right with 9 chaif, left with 9 flares.
= wer Planz: 1,000 kW fission reactor in body powers all
27« save particle cannon for two years, with 130.36 kW
.z-~ power available to recharge energy bank.
zuorgy Bank: 2,250,000 kWs rechargeable power cell in tur-
. ~onvides energy for 50 particle cannon shots.
i 500-gallon light tank in each leg and 300 gal. light tank
:_.nwing hold 1 hour water for fusion rocket,
“irzo Space: 5 f in right leg, 5 ¢f in body with load of 200 Ths.
aemes: Turret 20 cl, arms 15 of each, legs 155.4 cf each,
2o 1S of, wings 51.8 cf each.
> mucture and Hir Poings: Heavy [rame strength, very expen-
- materials. Transformablc. Three configurations:
. —anoid” (wings folded), “raptor” (no subasscmblies folded),
© =27 tarms, legs and turret folded). Turret 150 HP, arms 240
- :2cholegs 525 HP each, body 1,200 HP, wings 600 HP each.
wrace Features: Sealed. Basic stealth and infrared cloaking.
<oy PD 4, DR 00 laminate over DR 800 fireproof abla-
: «»erywhere except for front, right and left body, which have
7 <. DR 100 laminate over DR 1,400 fireproof ablative.
“onsties: Loaded weight 63,895 Lbs. Empty weight 49,895
—saded mass 31.95 tons. Mecha volume 982 .4 cf, Size
Loer +4, arms +1, turret -1, legs +3, wings +2. Price
-7.195.300. HT 9.

ST and Reach: Body ST 2,400, Arm ST 96(/2,400 (reach 3,
damage thr 97d, sw 994),

Dimensions: 11,9 yards tall, 4 yards wide and long. As plane,
12.2 yards long, 3.3 yards tall, 2.7 yards wide.

Ground Performance (humanoid): Ground speed 30 mph,
gMR 1.5, gSR 2, ground Move 15. Jump-capable,

Aerial Performance (humanoid): Flight-capable. Can hover.
Effective motive thrust 16,745 lbs, Lift ST 1,116, aerodynamic
drag 360, air speed 590 mph, aMR 3, aSR 4, flight Move
30/295.

Ground Performance (raptor): Ground speed 30 mph, gMR
0.5, gSR 2, ground Move 5/15,

Aerial Performance (raptor): Flight-capable, Can hover.
Effective motive thrust 80,640 bs. Lift ST 2,400, Acrodynamic
drag 427, air speed 600 mph, aMR 5.5, aSR 5, flight Move
55/300.

Aerial Performance (plane): Flight-capable. Can hover.
Effective motive thrust 80,640 Ihs. Lift ST 2,400, Acrodynamic
drag 26, aerial speed 4,825 mph, aMR 5.5, aSR 5, flight Move
55/2,412.

Space Performance: sAccel 1.26 g, Note: using only reac-
tionless thrusters (no fuel consumption), has sAccel 0.01 g.

The Stormhawk often carries a TLE 60mm autocannon as a
rifle (it is locked facing forward in plane mode) and one TL9
heavy missile on each hardpoint. As the added weight is less
than light encumbrance, its Move is not reduced when doing so.

60mm Hand-Held Autocannon: TL8 60mm auvtocannon (p.
67) built as an armored rifle. Use normal 60mm autocannon sta-
tistics, except Ace 12, $31,500, HP 75, Size Modifier +1, PD 3,
DR 60, unloaded weight 1,650 lbs., Shots 60, magazine weight
781.2 Ibs., loaded weight 2.431.2 Ths., ST 463,

Missiles on Hardpoints: As per TL9 heavy missile launcher
(p. 68); one shot allowed per hardpoint. Missiles can also be hit
(8ize Moditier 0) while they are on hardpoints.

Kamen Panzer (TL9)

The Kamen Panzer is a heavy battlesuit that can transform
into a large motorcycle. Designed for use by Ranger or other
Special Forces teams, it uses a simple but reliable gas turbine
for power, allowing it to run off normal diesel fuel. [n the
Damaocles setting, it is used by UNISTAR.

Subassemblies: Two manipulator arms, two legs, limited-
rotation turret, pod (on back), 2 wheels.

Drivetrain: 4 KW motive powcr leg drivetrain in legs. 50 kW
motive power wheeled drivetrain in body.
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Arm Motors: ST 100 motor in each arm.

Thrusters: Chemical rocket with 2,400 lbs. thrust in pod,
uses 2,640 gallons rocket fuel per hour (0.73 per second).

Batilesuir System: Pilot weight 180 pounds. Upgrades:
Complexity 3 suit computer, quick access, NBC kil.

Builr-in Weapons: 3mm Gauss gun in right arm with 2,000
shots. Three TL9 mini-missile launchers in left arm, with
three shots total.

Sensors: 5-mile range PESA in turret facing forward.

Comsuite: Busic, in turret.

ECM: Infrared jammer (rating 2) in body.

Power Plani: 52 KW gas turbine in body, powers all systems
except Gauss gun, uses 2.86 gph diesel oil.

Energy Bank: Rechargeable power cell in right arm, storing
14,000 kWs, powers Gauss gun for 2,000 shots.

Fuel: 15-gallon self-sealing foel tank in body with 5.24 hours
diesel fuel (Fire 6} for power plant. 11-gallon self-sealing fuel
tank in pod with 5 seconds rocket [uel (Fire 10) for thruster.

Volumes: Right arm 0.83 cf, left arm 0.9 ef, turret 1.06 cf,
body 7.8 cf, cach leg 2.34 cf, pod 2.37, wheels 0.78 cf.

Structure and Hit Points: Heavy {rame, very expensive mate-
rial. Transformable with two configurations: “humanoid” with
wheels folded, and “cycle” with arms, legs, pod and turret fold-
ed. In cycle maode, the pilot is outside the mecha. riding it as a
motorbike. Fach arm 36 HP, turrct 18 HP, body 72 HP, each leg
33 HP, cach wheel 15 HP, pod 33 HP.

Surface Features: Sealed. TL9 basic infrared cloaking,

Armor: Arms, legs, wheels and pod are PD 4, DR 200. Turret
and body are PD 4, DR 300. All armor is laminale.

Statistics: Loaded weight 2,316.36 1bs. Empty weight
1,928.5 1bs. Loaded mass 1.16 tons. Mecha volume 18.42 cf.
Size modifier +1, arms -2, turrct -3, legs -1, wheels -2, pod -1.
Price $379,263. HT 11.

ST and Reach: Body ST 144, Arm ST 100 (reach |, damage
thr 11d, sw 13d).

Dimensions: 3.1 yards tall, | yard wide and long.

Ground Performance (humanoid); Speed 15 mph, gMR 3,
2SR 1, Move 7. Jump-capable.

Aerial Performance (humanoid): Flight-capable. Can hover.
Effective molive thrust 83.64 lbs. Aerodynamic drag 77.5.
Speed 90 mph, aMR 4.5, aSR 3, Move 45.

Ground Performance (cycie): Speed 105 mph, gMR 1.75,
£SR 2, Move 17/52. Jump-capable.

Vandal [(TL9)

A humanoid “heavy infantry battlesuit” intended for intense
combat operations on terrestrial planets. It has only six hours of
air (used in vacuum), but with ils provisions and NBC filter, it
can keep the pilot alive for days in a contaminated war zone. In
the Damocles setting, it is used by Gebberoth mercenaries.

Subassemblies: Two manipulator arms, two legs, limited-
rotation turret, one pod (on back).

Drrivetrain: 3 kW motive power leg drivetrain in legs.

Arm Motors: ST 50 motor per arm.

Thrusters: Ducted fan with 1,600 Ibs. thrust in pod.

Battlesuit System: Pilot weight 175 pounds, pilot occupies
body, turret, arms and legs. Battlesuit upgrades: Complexily 3
suit computer (in turret), limited lifesystem with six hours air (in
body). NBC kit (in turret), trauma maintenance system and five
days provisions (in body). Provisions can easily stretch to 10
days it pilot goes on half-rations.

Built-In Weapons: TLY 3mm Gauss gun in right arm with
1.000 shots. Two 40mm EMGLs in body lacing forward, 20
shots each.

Sensors: 5-mile range PESA in turret facing forward. 2.5-
mile range PESA in turret facing backward.

Comsuite: TLY basic comsuite in turret.

ECM: Infrared jammer (jam rating 4) in pod.

Power Plant: 5 kW NPU in body powers all systems save
Gauss gun, EMGLs and ducted fans, with 0.15 kW left for
recharging energy banks (at 9 kWs per minuie). Lasls one year.

Energy Bank: Rechargeable power cell #1 in right arm stores
140,000 kWs for Gauss gun. Rechargeable power cell #2 in pod
stotes 3,240,000 kWs for ducted fan, powering it lor 2.25 hours
of flight. Rechargeable cell #3 in body stores 13,500 kWs and
powers EMGLs for 450 shots cach.

Volumes: Each arm 0.76 cf, pod 5.48 cl, turret 1.15 cf, body
5.49 cl, cach leg 1.65 cf.

Structure and Hir Points: Medium frame, advanced materi-
ais. Each arm 15 HP, turret 11 HP, body 29 HP, each leg 14 HP,
pod 29 HP.

7T < Mecha Handbook



Surface Features: Scaled. TL9 basic infrared cloaking.

Armor: Body and turret, PD 4, DR 100. Arms and legs PD 4,
DR 75. Pod PD 4, DR 60, All armor is laminate.

Statisrics: Loaded weight 1,572.48 Ibs. Empty weight
1.323.33 Ibs. Loaded mass (179 tons. Mecha volume 16.94 cf,
Size Modiflicr +1, arms -2, pod 0, turret -3, legs -1. Price
3316.245. HT 9.

ST ond Reach: Body ST 58, Arm ST 50 each (reach 1, dam-
age thr 5d+2, sw 8d-1).

Dimensions: 2.9 yards tall, 1 yard wide and long.

Crround Performance: Speed 16 mph, gMR 3, gSR |, Move
~. Tump-capabie.

Aerial Performance: Flight-capable. Can hover. Effective
motive thrast 27.94 1bs, Lift ST 2. Aerodynamic drag 73. Speed
353 mph. aMR 4.5, aSR 3, Move 27.

Often carries a hand-held heavy weapon, although cannot fly
when so encumbered. Two examples:

Hand-Held Hv, Flamer: Armored pistol, as TL9 hv. flamer
‘. B6). except 88 8, Ace 15, PD 3, DR 26, Cost $20,335, HP
-2, Size Modifier -1, unloaded weight 83.75 1bs., 540,000 kW
aen-rechargeable power cell gives 67 seconds [ire, loaded
w2ight 103.75 1bs., ST 39.

Hand-Held Missile Pack: Armored pistol, as TLY light mis-
stie launcher (p. 68), except SS 12, Cost $532.5, Size Modifier
-3 PD 3. DR 18, HP 4, unioaded 15.625 Tbs., shots 5, magazine
~2ight 35 Ibs., magazine cost $6,000, louded weight 50.625
ST 22,

Darkangel (TL10O)

This is a sleek, form-fitting light bartlesuit built for urban
- -mbat or shipboard boarding actions. The right arm is some-
«hat thicker, with a built-in contact encrgy weapon, In
Dumiocles, the Star Force and Tessanak bounty hunters use it.

Subassemblies: Two manipulator arms, two legs, limited turret,

Drivetrain: 0.6 kW Leg drivetrain in legs.

A Motors: ST 30 arm motor in each arm.

Thrusters: Chemical rocket with 500 Ibs. thrust, consumes
=20 callons per hour rocket fuel (0.15 per second).

Battlesuit System: Pilot weight 150 pounds. Upgrades: suit
computer with Complexity 4, limited lifesystem, NBC Kit in
body, trauma maintenance, quick access, socket neural inter-
face.

Buil-In Weapons: Md. plasmafaust in right arm, assault x-
laser in left arm.

Sensors: 2-mile range PESA in turret facing forward,

Consuite: Mini-comsuite in turret.

Power Plant: 1.65 kW NPU in body powers all systems
except weaponry for 2 years,

Energy Bank: Rechargeable power cell storing 54.000 kWs
(cnough for 33 plasmafaust shots) in right arm. Rechargeable
power cell storing 110,864 kWs (enough for 13 seconds x-laser
fire} in left arm.

Fuel: Two one-gallon self-sealing tanks (in right and left leg)
with a total of 13 seconds rocket fuel (Fire 10) for thruster.

Volumes: Right arm 0.64 cf, left arm 0.38 ¢f, turret 0.455 cf.
body 2.18 cf, cach leg 0.705 cf.

Structure and Hif Points: Heavy frame, advanced materials,
Twrret 12 HP, right arm 30 HP, left arm 18 HP, body 30 HP,
each leg 15 HP.

Surface Features: Sealed. Basic infrared cloaking, intruder
chameleon system.

Armor: PD 4, DR 100 on body and turret, PD 4, DR 75 arms
and legs. All armor is laminate.

Statistics: Loaded weight 482.1 Ihs. Empty weight 312.1 1bs.
Loaded mass 0.24 tons. Mecha volume 5.063 cf. Size Modifier
0, arms -2, turret -4, legs -2. Price $117,003. HT 12.

8T and Reach: Body ST 29, Armn ST 30 each (reach 1, dam-
age thr 3d. sw 5d+2).

Dimensions: 2.1 yards tall, 0.7 yards wide and long.

Ground Performance: Speed 13 mph, ¢gMR 3, gSR 1, Move
6. Jump-cupable.

Aerial Performance: Flight-capable. Can hover. Effective
motive thrust 17.9 Ibs. Lift ST 1. Aerodynamic drag 32. Speed
65 mph. aMR 5.5, aSR 3. Move 32,

Space Performance: sAccel 1.04 g.
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This chapter provides a step-by-step system for creating
mecha, More options appear in Chapter 6, but it’s best to
become familiar with these rules first.

Mecha design requires some simple calculations, se you'll
need a calculator with a square root key and some scratch paper.

PART I, “STEP O0” - CONCEPT

What is the mecha built to do? What's its role in the cam-
paign? What’s its TL (normally 8-12)? Here are several possi-
bilities:

Military Mecha

Scout Mecha: Designed to find the enemy and return safely,
it needs a high speed (often 60-120 mph), good sensors, an
advanced comsuite and superior ECM and stealth. Weaponry
should be sufficient to deal with enemy scouts or battlesuits,
plus missiles in case a bigger foe is met. Armor rarcly exceeds
25% of total weight. To make it hard to spot and cheap to lose,
it should be small and light. Typical weight: 3,000-30,000 lbs.

Light Bartle Mecha: The walking equivalent of a light tank,
similar to a main battle mecha (below), but smaller. Its main
advantage is that is easier (o ship by aircraft or spaceship, which
makes it useful for rapid-deployment forces like marines or
space mercenaries. It is also cheap. and therefore atractive for
organizations or governments on a budget. or those that value
numbers above quality. Typical weight: 10,000-60,000 1bs.

Artillery Mecha: Built for indirect fire support rather than
mecha vs. mecha duels, a typical artillery mecha has heavy mis-
sile launchers, mortars or big autocannon, but only minimal
armor and low speed. Typical weight: 40,000- 120,000 Ibs.

Main Baule Mecha: A walking tank, built to light enemy
armored vehicles. Tt should have a speed of 40-60 mph and 2
main weapon powerful enough to punch through its expected
oppasition’s armor. Secondary weapons o shoot at missiles and
infantry are also important. From half to rwo-thirds of its total
weight should be armor! Typical weight: 60,000-200,000 Ibs.

Super Battle Mecha: A towering engine of destruction,
standing many stories tall, this is an ultimate weapon that can
single-handedly conquer or save the world! Super battle mecha
are normally experimental designs or artifacts one or more TLs
above the norm, and are so powerful that only another super
mecha can defeat them. They are built like main battle mecha,
but feature advanced options like force fields, exotic weapons,
overload boosters or teleportation. Two cockpits are common,
since a single pilot might be overwhelmed by the multilude of
weapons and other systems. Typical weight: 200,000-
20,000,000 Ths.

Space Combat Mecha: These are thruster-equipped mecha
optimized for space battles. Putting legs on a space fighter is
Justified if huge space installations housing terrestrial environ-
ments cxist, like L-5 colonies, hollow asteroids or domed cities.
The mecha fights its way past defending spaceships, then batiles
“on foot” oncc inside. Space combar designs use rockets with
extra thruster fuel (or rely on reactionless thrusters that don’t
need luel). Laser and particle beam weapons are often prelerred,
thanks to their superior range in vacuum.

Command Mecha: A combat Teader is sometimes issued an
upgraded version of the mecha his subordinates use. In a realis-
tic setting, a conunand mecha has superior communications and
navigation gear, and sometimes a hit more speed or ECM. In a
cinematic campaign, it's often higger and belter armed as well.

Police Mecha

Built to deal with criminals who use mecha, robots or super
powers. Often, they have weapons that can fire non-lethal
ammo; e.g., grenade launchers with tear gas. Missiles are rarely
carried. To avoid straining civilian budgets, the price should be
kept down, which means avoiding expensive options and mini-
mizing ECM, stealth, et cetera. Armor shouldn’t exceed DR
100. Typical weight: 2,000-20,000 1bs.

Civilian Mecha

Gladiator Mecha: In the coliseums of the future, armored
machines duel for the prize! A gladiator mecha can be a custom
design, but is often a surplus military or police machine. Any
size is possible, but since it fights in a closc-range arena ducl,
long-range weapons or sensors and cxpensive ECM systems
should be avoided or stripped out. Tf the rules ban ranged
weaponry, don’t stint on adding giant swords and the like!

Labor Mecha: These are multi-purpose construction
machines, strong but slow, with the simplest sensors and elec-
tronics. In some backgrounds, combat mecha will have evolved
from them; in others, the reverse is true. Armor depends on the
environment they are built for, but rarely exceeds DR 30.
Armed and betler-armored “combat engineering” mecha can
also exist. Typical weight: 2,000-120,000 lbs.

Ltility or Sports Mecha: A jeep or truck with legs! Most
have four or more legs and no arms, and are designed (o carry
people and cargo over very rough terrain. They have few sen-
sors and weapons, but add extra seats and cargo space. Armor is
normally under DR 20. Suggested weight: 2,000 1bs. ar more.
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Other Possibilities

Don’t let these examples limit what you build! How about
“safari mecha” that resemble mechanical beasts, to be used by
game wardens, hunters and poachers? Some additional concepts
that recur in mecha design also deserve mention:

Species Compatibility: A mecha with the same number and
type of limbs as its pilot (two arms and two legs for humans) 1s
“species-compatible.” A species-compatible mecha has superior
perfurmance, since it can be piloted almost instinctively.

Flight-Capable and Jump-Capable Mecha: Many mecha arc
strictly earthbound vehicles, but an equal number supplement
their legs with thrusters, such as jets or rockets. A flight-capable
mecha 1s one that has enough thrust o fly in earth-like gravity.
or which possesses wings. At TI.8-10, this is difficult to achieve
without sacrificing other components {usually armor) to save
weight. As a result, many mecha compromise by being only
Jjump-capable. Their thrusters are not powerful enough for tree
flight in earth-like gravity. but they can boost the length of a
normal jump. A jump-capabie mecha can often fly in space,
although it can’t reach orbit on its own.

Battlesuits and various exotic concepts such as Trans-
Jormable Mecha are detailed in the next chapter.

EXAMPLE: [.¢t’s create a sample mecha. We decide it's a
TL9 light bautle mecha, and it's going to be flight-capable and
species-compatible. We call it Seraph Delra.

Design Tip: Target Weight

A mecha’s actual weight will be determined at the end of the
design process, and is the sum of the weight of all components,
structures and surface features. This means that some perlor-
mance figures, like speed, won’t be known until the end of the
design sequence.

To get un idca of how efleclive a mecha is while building it,
pick a rarget weight to work toward. This makes it easy to esti-
mate how fast the mecha will be on the ground, how much
thrust it will need to fly and what kind of systems should go into
it.

A target weight should be in pounds (an even number, like
20,000 lbs., is good) — use the typical weights for the various
mecha concepts as guidelines. Divide target weight by 2,000 for
a target mass in tons, which is needed for some decisions.

When wvsing a target weight. keep a tally of the growing
weight of the mecha as components and other systems are added
to it. This allows you to ensure that the actual weight will be at
least fairly close to the target weight.

Target weight is strictly optional. It's okay to design the
mecha with no idca what the final weight will be, or to deviate
from your target weight during the design process.

EXAMPLE: Scraph Delta’s target weight is 50,000 lbs.
{25 tons).

PART Il - BODY AND SUBASSEMBLIES

A mecha has a main body (the torso on a humanoid
machine), with attached subassemblies, such as arms or legs.

Step 1 -
Cfhoose Subassemblies

Select the subassemblies that are attached to the mecha.

Legs: Decide how many legs the mecha has — at least two.
Each is a separate subassembly. Three or four legs mean less
maneuverability but more speed and stability. Further legs don’t
increase speed, but do make the mecha harder to cripple. A
human-designed mecha that is specics-compatible has two legs.

Arms: Dectde how many arms the mecha has. Any number is
possible, including none, but two are needed for a human
species-compatible machine. An arm may be either a marnipula-
tor arnt (one with a hand) or a cheaper, lighter striker arm (with

no hand). Arms are assumed to be attached 1o the sides of the
body. just like human arms. Other locations are possible; e.g.. a
tail would be an arm attached to the back of the body — it could
reach into rear or side hexes, but not front hexes.

Turret: Decide whether the mecha has no turret, a limited
turret (same degree of rotation as a human head), or a full turret
(that can rotate 3607}, A wurret is assumed to be atop the
mecha’s body; on a humanoid mecha, iU's a head. Multi-turret
designs are possible, but are beyond the scope of this book; see
GURPS Vehicles instead.

Pods: Decide whether the mecha has fixed (non-detachable)
pods and if so, how many and where they are attached. A mecha
can normally attach up to two pods to the back or top of the
body. Pods can also go on wings, provided each wing has the
same number of pods. They are generully used 1o house compo-
nents (normally thrusters, fuel or launchers) outside the torso in
order Lo make the mecha’s body smaller or remove the risk of
volatile fuel or explosive ammunition detonating inside it!

Wings and Wheels: A few mecha designs use these. See
Transformable Mecha (p. 100-103), in the next chapter.

EXAMPLE: We choose two legs, two manipulator arms
and a limited turret.

Step 2 -
Streamlined Mecha

A mecha that will be (light-capable can benefit from stream-
lining, giving it a sleek body shape. Streamlining increases cost
and overall voluime, but improves flight speed.

Decide if 2 mecha will be streamlined, and if so whether it has
“fair,” “good,” “superior’” or “radical” strearmlining, The beller
the streamlining, the greater the expense but the faster the mecha
will fly. A vehicle with legs, arms, or turrets can’t have superior
or radical streamlining unless it is going to be transformable.

Basic Mecha Design |
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PART Il - COMPONENTS

A component is an individval system - such as a cockpit,
weapon or power plant — which is placed inside the body or a
subassembly. The next several steps in the design sequence
cover various components. As each component is selected for
the mecha, record its basic description and statistics, which may
be fixed or determined by a formula. The statistics are:

TL: The TL of the component. Note: The TLs given match
the GURPS Space TI. scheme. GMs should feel free to adjust
the TLs of specific mecha components to suit the campaign set-
ting!

Weight (“Wr.”): Measured in pounds (lbs.).

Cost: In dohars ($).

Volume (“Vol.") and Locarion: Bach component has its own
volume in cubic feet (cf) and must be noted as occupying the
body or a specific subassembly. Some components st go in
certain locations (e.g.. arm motors in arms).

Power Requirement (“Pow."): In kilowsts (kW), “Neg.”
means “negligible™ — it requires too little power to worry about.
as long as the mecha has some sorl of power supply.

EXAMPLE: "TL8 heavy laser cannon (6,000 1bs., 30 ¢f in
body, $1,200,000, 300,000 kW).” This means a component
catled a “heavy laser cannon,” built at TLS, weighing 6,000
ibs., occupying 30 of in rhe body location, costing $1,200.000
and using 300,000 kW of power.

Step 3 - Leqg Drivetrain
A mecha with legs requires a leg drivetrain: the electric
motors or mechanical transmission needed to move its legs.
Select the leg drivetrain’s motive power, which is rated in
kilowatts. Any motive power can be choscn, but the greater it is
in refation to the mecha’s final weight, the faster the mecha can
run. Some typical ranges of motive powers:

Scout or light battle mecha .. ...... ... .. .. 100-500 kW
Main battlemnecha .............. ......500-2,500 kW
Supermecha ......................2,500-25000 kW

Tf you are using a target weight and have an exact speed in
mind, you can use this formula to find the motive power
required:

2 legs: Power (kW) = {[speed (in mph)/8] squared} x loaded
mass (tons).

3 legs: Power (kW) = {[speed (in mph)/10] squared} x
loaded mass (tons),

4+ legs: Power (kW) = {[speed (in mph)/12] squared} x
loaded mass (tons).
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EXAMPLE: A speed of 56 mph sounds good: with 2 legs
and 25 tons, this requires (56/8) squared % 25 = 1,225 kW,

Now determine the drivetrain’s statistics using the table below:

Leg Drivetrain Weight Table
TL Weight in Ibs. if motive power is.

under 5 kW 5 kW or more
B A T GOREWS T GKE W) 4 270,
9 4()><kW_ (AxkW) + 180
FQr T e e e SORKW L (BxEW) 135
11 20xkW (2xkW) + 90
120 e e e W (IR W R TO

Weight: Calculate the weight of the power plant as shown on
the table, based on kW of motive power. There are two
columns, one for molive powers under 5 kW, the other for high-
er pOwCrs.

Volure and Location: A drivetrain has one leg moltor located
in each leg. The volume of each leg motor in cubic feet is drive-
train weight divided by 100 if two legs, by 150 if three legs. or
by 200 it four legs. If more than four legs, each leg motor’s vol-
ume is drivetrain weight divided by (50 x number of legs).

Cost: The cost of the entire drivetrain is $200 times drive-
train weight if two legs, $100 times weight if three legs, or $50
limes weight if four or more legs. Two or three legs require
more expensive gyru-stubilizing and control systems!

Power Requirement. This is identical 1o motive power,

EXAMPLE: A TLY drivetrain with 1,225 kW maotive power
weighs (4 x 1,225 kW) + 180 = 5,080 Ibs. Since the mecha has
two legs, the volume is 5,080/100 = 50.8 cf per leg. The entire
drivetrain costs 5,080 x $200 = $1.016,000. It uses 1,225 EW. If
we were writing this on a record sheet, we'd record:

Leg Driverrain: TLY with 1,225 kW motive power (5,080
Ibs., 50.8 cf in each leg, $1,016,000, 1,225 kW),

Step 4 - Arm Motors

If the mecha has no amms, go to Step 5. Otherwise, pick the
strength (ST) for each arm. This is usually the same for each
arm, but can vary. Some suggested strengths:

Scomtmecha .......... ... ... ... .. .... ST 50-500
Light battle mecha ... ..................ST 100-1.000
Main battlemecha .......... ... ... .. ST 1,000-10,000
Superbattlemecha ........ ... ... L. ST 5,000+

Target weight/25 (with a minimum ST 20) also gives good
values. In supers or fantasy campaigns, a cap of ST 100-300 is a
gouod idea, to balance mecha with supers or dragons. At ST 70+,
a mecha’s punch does about 1 + (8T/10) dice crushing damage.

An arm melor can have one or more of thesce options:

Cheap: The arm motor uses less-advanced technology, mak-
ing it cheaper but heavier.

Flexible: A tentacle-like arm which can reach in any direc-
tion. Common on modqstrous alien mecha!

Racker Arm: An arm with this option can launch its fist as a
ranged attack. (This oplion cannot be combined with a striker
arm.) See Using Arms (p. 46).

Each arm requires an arm motor component. The arm
motor’s weight depends on that arm’s ST and options,




Determine each individual arm motor’s weight, volume and cost
using this table:

Arm Motor Table

a5 L 7
TLll Arm__

Type r)fA m

 Manipulator.
Striker

Options

) Flex1ble
Wezght Volume and Cost Th1s is per pomt of ST. Apply

modifiers for arm type and options; all are cumulative. E.g., a
TL9 striker arm motor with ST 200 and the cheap option weighs
200 % 0.15 x 0.5 x 2 =30 |bs.

Location: An arm motor must be placed in the arm it oper-
ates.

Power: Arms require ST/200 kW of power.

EXAMPLE: We give each of Seraph Delta’s arms ST
4,000 and the cheap option. Each arm motor weighs 4,000 x
0.15x 2 = 1,200 Ibs., takes up 4,000 x 0.003 X 2 = 24 ¢f. costy
4,000 x $300 x .5 = $600,000 and uses 4,000/200 kW = 20
kW. One motor goes in the right arm, one in the left arm.

As we are using a targer weight, we'll keep a running total of
accumulated weight. With the drivetrain plus the arm motors,
this is now 7,480 Ibs.

Step 5 - Thrusters

Jump- or flight-capable mecha have thrusters of some sort:
jets, rockets, fans or reactionless thrusters. Skip this step and go
on to Step 6 if the mecha isn’t jump or flight capable.

Thrusters are rated for mofive thrust in pounds, If not using a
target weight, a good thrust is 20-50 Ibs. per kW of leg drive-
train’s motive power. To ensure a mecha is flight-capable, thrust
must exceed weight: 1.1 to 1.5 times target weight is good.
Jump-capable mecha, or those that can only fly in space, usually
have thrusts of 50-100% of their target weight.
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All thrusters incorporate thrust-vectoring systems (which is
why they weigh 50% more than their Vehicles equivalents).

A mecha can have several smaller thrusters instead of one
big one; this is mostly useful if the thrusters are spread around
the mecha, in different locations. Their thrust is additive.

A brief description of the various types of thrusters:

Turbofuns are jet engines. They are heavier than rockets and
need an oxygen atmosphere to work, but use less fuel. If the
mecha won’t need to fly in space, they’re a good choice.

Ducted fans are high-performance propellers, the blades of
which are entirely shrouded within a cowling. They only work
in an atmosphere. They require no fuel, only power.

Chemical Rockets are powerful but have very high fuel con-
surnption. If the mecha is only designed to use its thrusters for a
few seconds al a time, they are a good choice.

Fusion Rockets (TL9+) have an integral micro-fusion reactor
that heats reaction mass and expels it to produce thrust. They
work anywhere and don’t use too much fuel. At TL9, they are
probahly the best choice, but they’re very expensive!

Fusion Air-Rams (TL9+) use a fan to suck air into the rocket,

which 15 heated by a fusion reaction and expelled to generate,

thrust. They require no fuel at all, but only function in an atmos-
phere — although it does not have to be a breathable one!

Reuctionless Thrusters (TL9+) transform energy into thrust
by means unknown to 20th-century science. They don’t use
fuel, only power. In some scttings, they may not exist!

Fusion Ram-Rockets (TL10+) are fusion air-rams that can
also function as fusion rockets in airless environments.

To install a thruster, select the type and motive thrust. Then
calculate its statistics using the table below:

Thruster Table

TL and Type Weight (ibs.} Cosi Fuel
TLS+ Turbofan: | S ESuthrast) + 1507 - $50 7 0.0150 gph
TL8+ Ducted Fan (0 I5xthrusty + 6.75%  $40 nong
TL8+ Cheritical Rocket ™+~ 0.015xihrust 5 5257 IR goh
TL9+ Super Turhofun (0.12xthrust) + 5. $50  0.03] gph
TL.9 Fuston Rocket . (0,075 xhrusty £ 75 $1000 . (002W gph -
TLY Fusion Air-Raimn (O 15xthrust) + 1‘30 $I00 I yr.
TLS Reactionless = FASx thrast B2 o'
TLI0+ Fl]SlOl‘l Rocket () O??“ixthrusl) +37. 5 $100  0.02W gph

0.075xthrust) + 75 $100 28yt

TII. 10 Re.ﬂ,mml.us "

o520 none
TH10 Seper Reactanlens 0 00xihrbiste 0 8100 nong
TL10+ I*usmn Ram_Rocket (0 09><thrust) + 9() $200

25 yrd

0.03xthrust

} it JO0 Sxihriist
“# 1.5 x thrust if under 20 Ibs. thrust.

# 0.02W when operating in an airless environment.

Weight: Calculate the weight (in Ibs.) of the thruster as
shown on the table, based on its thrust.

Volume and Location: This is weight/50 cf for most systems,
or weight/100 for ducted lans. Thrusters may go in a body. leg,
pod or wing.

Cost: Multiply the thruster’s weight as found above by the
“cost” number on the table to get its cost. For reactionless
thrusters only, treat costs less than $500 as $500.

Fuel: “None” means the thruster requires no fuel (although it
will require power — see below), “1 yr.” or “2.5 yr.” means the
thruster can operate for that many years on its reactor. A number
followed by “gph” is the gallons per hour ol liquid fuel or reac-
tion mass consumied per pound of thrust; multiply gph by thrust
to find it. J indicates jet [uel is consumed., R is chemical rocket
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fuel, W is water reaction mass. (Recording a consumption in
gallons per second is a good idea, if the mecha only uses the
thrusters occasionally. To find gallons per sccond, divide gph by
3.600; round Lo two places.)

Power: The only thrusters that need power are ducted tans
and reactionless thrusiers. Ducted fans need 0.25 kW per pound
of thrust. TLY or TL10 reactionless (hrusters need 0.5 kW per
pound of thrust; TL11+ need 0.05 kW per pound of thrust.

EXAMPLE: Seraph Delia is to be flight-capable. With «
50,000-Ip. target weight, it needs over 50.000 1bs. thrust. We choose
51,000 ths. and produce it with a TL9 fusion rocket. It weighs (0.075
X 3L000) + 75 = 3,900 lbs., takes up 3,900/50 = 78 cf and cosis
3,900 % 3100 = $390.000. It uses 0.02 x 51,000 = 1,020 gallons per
hour water. We put it in the body. Total weight is now 11,380 Ibs.

Step 6 - Cockpit

Every drivable mecha requires a cockpit. Most mecha have
only one cockpit, but multi-cockpit designs are possible — they
allow the crew to do several things at once, like engage several
targets with different weapons. Computerized controls allow
command of individual systems to be redistributed each turn.

Standard Features

A basic cockpit includes these standard features:

Compact Fire Suppression System: This is an automatic
chemical fire extinguisher with outlets throughout the mecha.

Computer: A minicomputer and terminal, with fiber-optic
hardening to protect against radiation and electromagnetic pulse.
Its Complexity equals the mecha’s TL-35.

Crew Station and Controls: A padded pilot seat surrounded
by a bank of computerized controls.

Head-Up Display (HUD): A holographic data display with a
pupil scanner that tracks the piloU’s eye movements and trains
weapons and sensors wherever he looks. At TL9+, the pilot is
usually surrounded by a 3-D display — if desired, this display
can even “edil out” the surrounding cockpit walls so that the
pilot and his controls seem to be [loating in space.

Lifesystem: At TL8-10, this is a limited-duration life support
system that performs ¢limate control and waste relief functions.
and has a 24 man-hour supply of air. At TLL 1+, it is replaced by
a system with indefinite duration. This system is only viable for
sealed mecha (see p. §9); unsealed mecha should take the “No
Lifesystem™ downgrade (below).

The weight of a cockpit also includes 200 lbs. per occupant,
The actual weight may differ, of course, but this is a playable
average that takes into account personal armor or clothing,

Upgrades

A cockpil can be turther customized by adding various
upgrades. Unless noted, an option can only be taken once per
cockpit. The upgrades are:

Ejection Seat: A tocket escape system that blasts the occu-
pant out of the mecha, then deploys a parachute to land him
safely. See Efecting (p. 58).

Extra Air: This option adds 12 man-hours ol zir. It can be
taken several times, if desired.

Extra Passenger Seat: A mecha cockpit can be fitted with
one or more extra seats for passengers. At TL8-10, remember to
divide the man-hours of air by the number of occupants! For
extra crew, add another cockpit.

Genius Computer: This upgrades computer Complexity by |,
but greatly increases cost.

Womb Tunk: This is a gel-filled fluid bath that provides supe-
rior prolection against shocks and acceleration.

Downgrades

A cockpit can also have downgrades, which will reduce
weight, volume and cost, but eliminate certain capabilities:

Dumb Computer: A cheaper but less effective computer.
Reduce computer Complexity by 1. This may not be taken if the
cockpit has the “genius computer” upgrade,

No Exiinguisher: The mecha lacks an automalic fire suppres-
sion system. A good option for cannon-fodder mecha!

No Lifesystem: Removing the lilesystem saves quite a bit of
weight and space, but it means that the occupants can only
breath if there is a breathable atmosphere outside, or if they
wear their own air supply, such as a vace suit and air tank.

Lockpit Statistics

The weight, volume, cost and power requirements of a cock-
pit depend on its TL and the upgrades or downgrades it has. A
cockpit may be located in the mecha’s body or turret.

Cockpit Table

Type _

! "Bulsic Coekpit: - 1990 (7% 980,
Basic Cockpit 9 460 224 $41,100
*BasicCackpht? 151041 370033 2127 10 521850

Cost

TL Wezgh_r Volume

Power

Basic Cockpit 11+ 340 21.2 $21.850
Upgrades -
L Bjection Seat © ] 1< P 100 L 8% 1850000 1 0
Extra Air 75 $25() 0
CExwaARY i w5t R 7. (MR
Extra Air 10 25 $250 0
s bt Bt ¢ 1810 1220 40 2{):; co T B1600 L : 05
Extra Seat 1 l+ 250 3] $600 0.1
i Geniis Computer | "82 7 1 i 5 15 4500000+ + neg.
Genius Computer - - $225,000 neg.
: =Genjuy Comiputer 10+ - Lt PT8112.500 ¢ tneg..

Womb Tank 8 200* 4% S10,000%  neg.
Downgrades
< Dump Computer 8 &« vL° 77 1 L0 L E 8600000 -7 T <
Dumb Computer 9 - - $30,000 -
I Dumt Compatér: 4047 TN L v $15000 00 1~
~ No Lxtinguisher - -50 -1 -$500 -
 Nolifesysterns 7758 51 205001 53 1151 8500, [ D5*
No lifesystem 9  -100 -2 -$500 -0.5%
s oMo lifedysteln b« 1 10 % 2 50w L U500 5%
No lifesystem 11+ -20% -1* —$500* 0.1

* It mecha has extra seats, this is per occupant.
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EXAMPLE: Seraph Delta has a TL9 cockpit in the body
(460 lbs., 22.4 of, $41,100, 0.5 kW). We add an ejection seal
option for an extra 100 Ibs., 5 cf and $30,000. Toral weight is
now 11,940 lbs,

Step 7 - Built-In
Weapons

Combat mecha usually devote up to 10% of target weight 10
built-in weaponry, but any size arsenal is possible.

Mecha, especially those with manipulator arms, may supple-
ment any buili-in weapons with external armament: giant hand-
held guns or modular weapon pods bolted onto hardpoints. This
way, a weapon load can be tailored [or the mission and takes up
no internal space, allowing a smaller, lighter machine. However,
external weapons arce also vulnerable to damage, less accurate
and compromise any stealth systems while attached.

Some mecha rely mostly on their built-in weaponry, while
others rely on cxlernal weapons of a mix of both. Decide if the
mecha will have any built-in weapons. If so, add them now, as
described below. If not, go on to Step 9. (External weapons
aren’t part of the mecha design — they are covered after the
mecha is built.)

A wide variety of built-in weaponry is available. For ranged
weapons, refer to Ranged Weapons (p. 65). For melee weapons,
refer to Built-in Contact Weapons (p. 68). Decide what weapons
the mecha will have, and record each one’s statistics:

Weight, Volume, Cost and Power are shown on the appropri-
ate weapon tables.

Location: A ranged weapon can be located in the body or in
an arm, turret, pod, wing or leg — although firing leg-mounted
weapons is awkward. In general, putting weapons in arms or
turrets gives a better are of fire, while putting them in the body
means they are less likely 1o be knocked out of action.

I a ranged weapon goes in the body or a turret, decide which
way it laces: forward (F), right (R), left (L), up (U}, down (D) or
backward (B). Weapons in arms and legs face the way the limb
points.

A built-in contact weapon can normally only go n an arm.
However, claws and talons may go on legs, and jaws in a Lurret.

Note; Weapons in an arm can’t be used if the pilot is using a
hand-held weapon at the same time. Mccha that rely on external
hand-held weapons often have no weapons in manipulator arms.

Ammunition is required for built-in guns and launchers. Sec
the weapon tables on pp. 67-68 to find the weight per shot
(WPS), volume per shot {VPS) and cost per shot (CP§).
Multiply this by the desired npumber of shots carried Lo find
ammunition weight, volume and cost. Ammunition must go in
the same location as the weapon that uses it. If multiple. identi-
cal weapons are in the same location, they can share amununi-
tion.

EXAMPLE: We give Seraph Delta about 1/10 its rarget
weight in weapons: four TL9 med. missile launchers (total 300
ibs., 10 cf in F Body, $16,400) for punch, and a TLY md. rain-
bow laser in each arm (each is 1,800 ibs., 36 cf, $130,000,
259,200 kW). The launchers require ammunition. We choose 2
shots each: 8 med. missiles (total 400 lbs., & ¢f in body,
$63,600). This is 4,500 ths. of armament. Total weight is now
16,440 Ibs.

Step 8 - Weapon
Accessories

Built-in weapons can be modified with various accessories.
Decide il the mecha has any of them, and work out their statis-
tics.

Links: A group ol ranged weapons can be electronically
linked together, enabling one person to aim and fire some or all
weapons in the group at a single target in a single turn. Weapons
can only be linked if they face in the same direction. Launchers
can only be linked with other launchers. Weapons may be cross-
linked to allow different combinations of weapons to be fired.
Links cost $30 per set of weapons in the link. Links don’t have
a “location,” since they have no volume.

Casemate Mount: This is a swivel system that can be added
to any weapon built into the hedy. It gives that weapon a much
wider arc of fire (457 1o either side). It weighs 0.5 Ibs. per pound
of empty weapon weight, takes up (.5 cf per cf of weapon vol-
ume, and costs $1 per pound of empty weapon weight, A case-
mate must be located in the body with the weapon it upgrades.

Anti-Blast Magazine: A useful option for ammunition that
can do explosive damage, such as missiles, grenades or explod-
ing cannon shells. It encloses the ammunition in a specially-
built ammo box, designed to prevent damage from an ammo
explosion by vectoring the blast harmlessly out of the mecha. It
is 25 Tbs. and $250 per ¢f (or fraction thereof) of ammo protect-
ed. Tt has no volume.

EXAMPLE: We decide the launchers are linked together
{for $50) as ure the lasers ($50). The 8 ¢f of amme has an anti-
blast magazine: 200 ths. and $2,000. Total weight: 16,640 Ibs.

Step 9 - Sensors

On the futuristic battlefield. a mecha’s electronic sensors are
nearly as impertane as its weaponry! Almost all mecha have sen-
sors, though if they are lost (or not installed), the pilot ¢can still
see out through a vision slit, canopy or faceplale.

There are two types of sensor array:

Passive Electromagnetic Sensor Array (PESA): This is the
mecha pilot’s clectronic “eyes.” It can switch belween telescop-
ic day or night vision and high-resolution infrared thermograph




made. Telescopic vision can be hlocked by smoke, and thermo-
graphs by special “hot smoke” or infrared cloaking. So mecha
often have an . . .

Aclive Electromagnelic Sensor Array (AESA): This is a multi-
made active sensor array that can switch between radar and laser
imaging (ladar) functions. It gives more precise ranging informa-
non than a PESA, and when used for targeting adds a +2 bonus
10 hit in combat, There are ways of jamming or fooling an AESA
using stealth or ECM, baut its big disadvantage is that its use can
he detected — this can be crucial in a hide-and-seek battle!

Muost mecha designs have PESAs alone, or both AESA and
PESA systems, To delermine a sensor’s statistics, decide on its
twpe (PESA or AESA) and range in miles. Civilian and police
mecha usually mount sensors with ranges of 1-3 miles, while
ranges of 5-50 miles are typical of military mecha. Mecha built
sor air and space combat often have even longer ranges!

Use the tablc below to find each syslem’s statistics:

Sensor Table

Tvpe  Weight Volume Cost FPower
TLE AESA: -+ a3 0 50060 85000 i O2S
TLY AESA L5 0.03 $2,500 0.25
TLIOAESA" 5 =075 70 00150007 081,250 025"
TL.II1+ AESA  0.375 0.0075 $625 0.25
TLEPESA - . "4 008 BIE000: o negl”
TLY PESA 2 0.04 $8.000 neg.
TLIOPESA 5 0 1 CAR020 L 4000 L neg,
TL11+ PESA 0.5 0.01 $2,000 neg.

Multiply the range of the sensor in miles by the numbers
snown on the table. This gives the weight, volume, cost and (if
AESA) power requirement. Exception: If a sensor has over 1235
miles range, multiply its cost by only 100 + (range/3).

Location: A sensor is usually located in a turret, but can go
1 any body or subassembly except wheels. When it is installed,
Jecide which direction it is facing, just like a weapon.

Scnsors can only look in one direction, so it is useful to
sither place sensors in a rotating twrret or install multiple sensors
ot the same type facing in different dircctions. A turret with one
~ensor facing forward and one facing backward gives cffective
3607 coverage. (Multiple sensors of the same type facing the
wamme direction give no exira benefit, but are useful as backups.)

Magnification: PESAs are also rated for their power of tele-
~<opic magnification: e.g., 20x is a 20-power scope. This equals
2eir range in miles or 13, whichever is better.

EXAMPLE: We decide Seraph Delta will have a 100-mile
winge PESA (which iy 200 hs., 4 cf, $800,000, [00x magnifica-
~ e and a 200-mile range AESA (300 lbs., 6 cf $350,000, 50
-\ Both systems are in the furref fucing forward, Total weight
o 17140 Tbs.

Step 10 - Comsuites

Almost all mecha have comsuites, which incorporale com-
—anication and navigation systems as well as sensors that detect
-.dar and lascr emissions. There are three main types. For rules,
s Using Comsuites (p. 47).

Vini Comsuite (TL8+): This is a scrambled, medtum-range
~odio. o milidary GPS system for satellite-aided navigation, and
= rudar/laser detector, Used by small or cheap mecha.

Basic Comsuite (TL8+): A mini-comsuite plus a laser com-
runicatorgnd “IFF” (Identify Friend or Foe) transponder. This
:~ the standard type of mecha comsuite.

Advanced Comsiite (TL8+): A scrambled, long-range radio,
aser communicator, IFF, military GPS system, incrtial naviga-

tion system and advanced radar/laser detector. Mostly used by
command, scout, ranger, air or space combat designs.

A mecha will normally only have one comsuite. Decide what
type of comsuite — if any — a mecha has, and record its statistics:

Comsuite Table

Type L Wi Volume Cost Power
Mini Comsuite - 28 375 0075 - $2275 - teg.
Mini Comsuite 9 225 0045  $1,175 neg.
Mini:Comsuite: 5 304 220 5004 5 $1,0000 1 neg.
Basic Comsuite 8 19 038  $5775 0.1
Basic Comsuite "9 125 < 025 . §3425 0.1
Basic Comsuite 0+ 9.5 0.19  $2.,625 0.1
‘Advanced Comsuite - 87 .0 62 01247 $32,600. . 014
Advanced Comsuite 9 41 0.82  $17.550  0.14
Advanced Comsuite: F0¥: . =36 - 072, $17275 + . 0.14

The table shows the weight, volume, cost and power require-
ment of comsuites al various tech levels. They can be located in
any body or subassembly except wheels.

EXAMPLE: We give Seraph Delta a 119 advanced com-
suite (41 bs., .82 of, $17,550, 0.14 kW) and place it in the
body. Toral weight is now 17,181 Ibs.

Step 11 - Electronic
Lfountermeasures [ECM)

These systems are designed primarily o decoy enenly hom-
ing missiles. For detailed rules, see Homing Missiles (p. 53).

Infrared Jammer (IRJ): This system emits thermal radiation
to distract and conluse infrared homing missiles of the same or
lower TL. It has no effect on sensors. Its “jani™ rating is sub-
tracted from the chance of these missiles hitting the mecha. At
TL10+, a deceptive jammer (see below) can also jam homing
missiles, so IRJs are generally no longer used.
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Deceptive Jammer (DJ): A deceptive jammer detects an
incoming sensor pulse, then fools the sensor by mimicking the
signal and sending it back in an altered form. They make Lhe
mecha harder to track using radar (at TL§-9); those built at
TL10+ use “distortion field” technology which works vs. any
sensors and against infrared homing massiles.

Area Jammer (AJ): Broadcasts static that interferes with all
radar scans and radio use (friend or foe), over a radius of five
miles times its jamming bonus. However, the jamming field
itself can be detected by an AESA (using its radar) or a com-
suite that is in line of sight of it.

Dischargers: A launcher box for various decoy or conceal-
ment munitions. It is used to fire smoke, flares (to confuse
infrared homing missiles), chaff (to confuse radars} and hol
smoke (to block a PESA’s infrared sensors). A decoy discharger
can firc one shot per turn; mecha sometimes mount several dis-
chargers. Decide what each discharger is loaded with and how
many reloads, if any, it has.

ECM Table

Type TL Weight Volume Cost Power
slnftdréd Fapmer <+ -8 U0 208 - 0.4 - 540,000 ARZSH:
Infrared Jammer 94 10# 0.2# $20,0008 0.25#
DeceptiveJammer + 8: . - 40# | 08#: - 400008 | | 4%
Deceptive Jammer 9 204 04# 3200004 2#
PisforGon Jammer * 1077 < A0# = 02 7 1 §10,0004 . . 1#
Distortion Jammer 11+ S# 0.1# $5.0008  0.54#
Ared amniier © 0 08 L2080 0. 0.44 | [ $4,000#:  100#
‘Arca Jammer 9 104 024 $2,0008  S0#
Area danitfier ¢ (¢ 104 0 - (S# 004 - - 10008 - 254
Decoy Discharger

t@onded) . ;v o8+ 020 el s T H100 0 000
each reload 8+ 10 0.5 $20+ 0

# For a jam rating of 2. For a more potent jammer, multiply
wt., vol., cost and power by x2 (Jamn 4), x5 (jam 6), x10 (jam 8).
»20 (jam 10), x50 (jam 12}, x100 (jam 14) or x200 (jam 16).

* Reloads available are smoke, hot smoke, chalf or flare.
Smoke is only $10; all others are $20.

ECM can go in any location cxcept wheels,

EXAMPLE: We give Seraph Delta a decov discharger
with a chaff decoy plus 3 chaff, § flare and 4 hot smoke reloads
(170 tbs.. 8.5 ¢f in turret, $400). Total weight is now 17,351 Ibs.

Step 12 - Power Systems

Any mecha whose components have a power requirement
requires a power system: a powet plant or energy bank.

A power plant, like 4 reactor, produces power constantly. It
has a power output in kitowatts (kW), and may require fuel,

An energy hank, such as a battery or power cell, stores a
finite amount of energy, which is drained as it is used. It is rated
for the number of kilowatt-seconds (kWs) of energy it stores.
One kWs provides one kW of power for one second.

ower plants are betler for the long haul, while energy banks
permit greater outputs for shorter periods. A mecha will usually
have both, combining the benefits.

Examine the power requirements of all components on the
mecha that require more than negligible power. then decide
which will be met by power plants and which by energy banks.
Most mecha designs will run any beam or eleclromag weapons
{which require huge amounts of power) off of energy banks and
everything else off of a power plant. However, it is possible to
run a4 mecha entirely off one or the other system.

Basic Mecha Desigin

EXAMPLE: Scraph Delta’s power requirement is 1,225 kW
for the drivetrain, 40 kW for the arm motors, 518,400 kW for the
lasers, 50 kW for the AESA, 0.14 kW for the comsuite and .5
kW for the cockpit for 519,715.64 kEW.

We decide the 518,400 kW for the lasers is he met by an
energy bank; the other 1,315.64 kW will be met by a power
plant.

Power Plants

IT the mecha has a power plant, decide on its output in kilo-
watts (kW) — the amount of power it produces. The output
should equal or exceed the power requirements of all systems it
powers. If it exceeds their power requirements, the excess ener-
gy can be used to recharge the cnergy bank or to power any
external gear, such as hand-held or hardpoini-mounted weapons.

A mecha will sometimes have multiple power plants (possi-
bly of different types). These can either add their output togeth-
er or be designated as backup systems that only work when the
main system gocs down. A backup system wili nol use up fuel
or deplete its endurance when it is not in use.

Several different types of power plant are available. Decide
which type thc mecha will use. In some settings, only certain
types may be availablc — this is up to the GM.

Steam (TL5-6) — See p. 109,

Ceramic Internal Combustion Engines (TL8) are advanced
versions of modern-day, high-performance diesel, Sterling or
Wankel rotary engines. They are cheap and lew-tech, but
require a lot of fuel. They only funclion in an oxygen atmos-
phere, making them useless in space, underwalcr or on some
alien worlds.

Gas Turbines (TL8) are the same as the turbine engines that
are used on helicopters and some tanks today. They are lighter
but more expensive than ceramic engines. They also only work
in an oxygen atmosphere.

Nuclear Power Units (NPUs) (TL8) are compact but expen-
sive, high-performance “radiothermal gencrators™ that convert
the heat produced by a decaying radioisotope into energy. They
operate for months or years. AL TL9+, an NPU can also repre-
sent a micro-fusion unit, such as a hydrogen-injection
fission/fusion torch being used to drive a high-tech steam
engine, or even & “cold-lusion” device, depending on the back-
ground lechnology.

Fission Reactors (TL8) produce power by splitting atoms,
The fuel rods in the reactor will last for years.

Fusion Reactors (TL9) generate energy by hot thermonuclear
fusion. They are more efficient than NPUs, and their internal
hydrogen fuel supply lasts fot centuries.

Antimatter Reactors (TL11) produce energy through the
mutual annihilation of matter and antimatter. Again, an internal
fuel supply provides power for years.

Total Conversion Power Plants (TL14) produce power by
dircctly converting matter into encrgy. They use trivial amounts
of normal matter for fuel, which provides power indefinitely.

The most efficient (if not cheapest) choice for a power plant
varies with TL and output, depending on what is available:

TL8: A gas turbine — if being limited to working in an oxy-
gen atmosphere and the high fuel consumption are acceptable.
Otherwise, use an NPU to 950 kW, then pick a fission reactor.

TLY: As above. but after 23,750 kW, a fusion reactor is the
optimum choice.

TL10: An NPU is best up to 2,468 kW, then fusion.

TLII: An NPU is best up to 9,910 kW, fusion to 20,000 kW,
then an antimatter reactor.

TL712: An NPU is best to 13,273 kW, then anlimatter.




TLI3: An NPU up to 5 kW, then antimatter.

L {4+ An NPU up to 5 kW, then total conversion.

Select the type of power plant and its output, and work out its
~zizht. volume, cost and fuel usage, as shown below:

Power Plant Table
T Weight if output is:
um]fr SkW  5kW or more Cost Fuel

L+ Ceramic Engine: * " oWt £ & (BAW] £10° "7 $12% 0103 gpb
~_ =~ Gas Turhine dxkW {IxkW) + 15 $30 0.035 gph
TLA Nuclear PowerUnit 5 & s T 7 %_(mw‘jizm Wy 82000 L WS E

T~ Nuglear Power Unit 2xkW  (2xkW) + 50 $200 | yr
L0 Nuclear Power Upit + W, . « (BEWr+257 " $200° © - 2yr
“_71 Suclear Power Unit 4xkW (0.4>kW)+18 $200 Syr

TL12« Nuclear PowsrUnie 2xKW =+ ¥ (02600490 £ 7 $2001 5 10 Y7, |
"L~ Fusion Reactor ) no (4xkW) + 4,000 ‘SI 00 2yr
L9 Fission Reactof « « » & ino< t 7 (DEWy TR0 = 0 840~ - 29k &

~. = Fission Reactor no (1xkW) + 1,000 $20 2yr

L9 Fusion Reaetor® %, © ¢ #o | (1WTL+.20,000 7 L8200 7 200 yr

~_ . Fusion Reactor no 02EW)+ 2000 §50 200 yr

LT+ Fusion Redctor - - * np- ¢ (DKW £ 2000 - *$25, 20077 *
_ . Aptimatter Reactor no (0. 1xkW} + 4,000 $20) 25yr

TLi2 Antimater Reactors £ Y por L(”Q,Qs‘ka_)-;}fg;gm.: L83 Sye
_ = Antimatter Rcactol no 0.05xkW 20 30yr
T Total Couw;rsmn :né S0 002%KWr 2 - EAgA0 # mﬁmw
Weight: Calculate the wc1ghl of the power plant as shown on
%z lable, based on output. There are two columns, one tor
- wer plants with outputs under 5 kW, the other for larger
~ower plants. A “no” in the “under 5 kW column means a
~wer plant of that type cannot be built with less than 5 kW out-

Volume and Locarion. Divide weight by 50 to find volume in
2. except for NPUs. For these denser power plants, divide by
+. The power plant goes in the mecha’s body.
st This is the cost per pound of power plant weight. There
- in extra added cost for the reactor core of fission, fusion and
- -me antimaltler plants:

TLfission ... ... $200.,000
TLOfission . ... ..o $40,000
TLOfusion .. ... $1,000,000
TL10 fusion or TL11 antimatter ....... ... ... $200.000
TL1! fusion or TL12 antimatter ............. $100,000

Al power plants except gas (urbines and ceramic engines
wzve a minimum cost of $20,000. Tf the cost works out less than
~i~ minimum, raise it to the minimum cost.

Fuel: This determines how long the power plant can operate
tor. If a number followed by “gph™ is given, operating the
Tawer plant requires thal number of gallons per hour of diesel
“2el per kW of output. If a number followed by “yr” is given,
72 power plant does not require a fuel tank. Instead, it operates
-1 that number of years, using an internal isotope, hydrogen or
=ntimatter fuel supply, after which a major overhaul is required.
‘Infinite” means the power plant can operate indefinitely.

JEXAMPLE: We need a 1,315.64 kW power plant. We
fecide upon an even 1,500 kW: the rest can recharge our ener-
2 bank. The lightest weight for a 1,500 kW owtput plant up fo
FLY weould be a gas turbine, but that requires fuel and air. We
zecide 1o choose the next-lightest option, a T1.9 fission reactor.

It weighs (1 th. x 1,500 kW) + 1,000 = 2,500 Ibs., takes up
2300450 = 50 of in the body and costy $40 X weight =
S1O0.000, plus $40,000 for the reactor core = $140,000, It lasts
= vears. Total weight is now 19,851 Ibs.

Energy Banks

An energy bank stores electrical energy. A mecha may have
one instead of a power plant — or it may have both. If the power
plant outpul fails to equal or exceed the total power requirement
of all systems, the mecha must have an energy bank.

An energy bank stores energy, measured in kilowatl-seconds
(kWs) — one kilowatt of power for one second. A kWs of stored
energy provides the same power as a | kW power plant — but
only for a second. Thus, if a mecha had an energy bank holding
360,000 kWs, and it had systems that required 10,000 kW, the
energy bank could power those systems for 360,000/10,000 =
36 seconds.

To design an energy bank, decide how many kWs of energy
it will store. The best way to do this is to multiply the power
requirements of the systems the energy bank powers by the sec-
onds it is intended to power them for (1 hour = 3,600 seconds).

Decide what kind of energy bank is used:

Advanced Barteries represent various contemporary and pro-
jected battery technologics. Tn some early- 0 mid-TL% cam-
paigns, power cells may not be available, only batteries.

Rechargeable Power Cells arc either sophisticated supercon-
ductor loops or highly-advanced flywheel designs. They can be
recharged. A power cell storing 90,000 kWs x (TL-6) is the
equivalent of a rechurgeable “E cell” from GURPS Space.

Non-rechargeable Power Cells are volatile electrochemical,
nuclear-thermal or exotic-fuel batteries. They can’t be reused
once drained — remove the cells and install new ones at full cost.
A power cell storing 180,000 kWs x (TI.-6) is the same as an “E
cell” from GURPS Space.

Find the weight, volume and cost using the following table:

Energy Bank Design Table

Type ) Weight
TL8+Advanded Batrery - e R ERL L RN G000
TL3 Rechargeable Power Cell h 0.00011
TLO'RetHargeable Power Cell . » 0000074 -
TL 10 Rechargeable Power C ell 0.000056
“BL kL 'Rechargcabilé Power Cell <ET LAY ¢ L O0BOK: -
TL12 Rechargeable Power Cell 0.000037

T1 3 RechargeablePowenCell £ 5«5 2777 ¢ 177 0.000032 "

TL 14 Rechargeable Power Cell 0.000028
1516 Rechargeatils Power Cal] & e s B0 DI0D02S |
TL16 Rechargeable Pawer Cell 0.000022

Non-rechargeable power cells have exactly half the weight
of rechargeable cells.

Weight: Multiply the weight given on the table by the energy
stored (in kWs) to find the weight (ibs.}. Il the weight is over 1
Ib,, round fractions up to the nearest whole number.

Volume and Location: To find volume, divide weight by 100
if a power cell or by S0 if a TL8+ battery. Energy banks can go
in the bady or any subassembly except wheels,

Cost: Muluply weight by $30 il an advanced battery or $100
if a power cell to find the actual cost.

EXAMPLE: Scraph Delta’s energy bank is designed to
power its lasers, which require 259,200 kW each. We decide we
wani to be able to each laser for 30 seconds before draining the
energy bank. This requires 2 x 30 5. X 259,200 kW =
15,552,000 kWs. A 15,552,000 kWs energy bank using TL9
rechargeable power cells weighs 0.000074 x 15,552,000 =
1,150.848 lbs., rounded to 1,151 [bs. It takes 1,151/100 of =
1151 ¢f, and costs 1,151 x $100 = $115,100. We put it in the
body. Total weight is now 21,002 hs.
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Step 13 - Fuel and
Fuel Tanks

Mecha with fuel consumptions (in gallons) for power plants
or thrusters must instali a fuel tank.

To design a fuel tank, decide on its capacity in gallons, what
type of fuel it holds and its location. A mecha can draw upon
fuel from tanks in different locations. if desired.

The best way to sclect capacity is to multiply the gallons per
hour of fuel the power plant or thruster consumes by the desired
endurance in hours. $ix or more hours is a typical endurance for
a power plant, but fuel-thirsty thrusters are sometimes only
given a few hours (or even minutes) of fuel.

There are four types of fuel tank; decide which is used:

Standard tanky are the cheapest kind.

Light tanks have reduced weight but greater risk of fire if
they carry flammable fuel.

Self-seualing tanks prevent leakage and reduce risk of fire. but
are heavier and more expensive.

Light self-sealing tanks combine the virtues and flaws of
light and self-sealing tanks.

If the meccha uses different kinds of fuel (c.g., one for
thrusters and one for a power plant), install separate tanks. They
can be in different locations in the mecha. In game terms, a
mecha cannot have more than one fuel tank that uses the same
fuel in a given location (it might have more in reality, but they
are treated in play as if they were a single tank).

Work out each tank’s statistics using the table below, and
also determine the weight and cost of the fuel itselfl (there’s no
extra volume, since the fuel is in the tank).

Fuel Tank and Fuel Table

Type Weight Vol. ~ Cost  Fire
Standard Tapk " - 05 L 0585 2
Light Tank 0.25 0.15 $10 -1

Seltssealing Tank SUDES RN ¢ N E Nt L
Light Self-sealing Tank 0.5 0.15 $20 -2

Fuels

Dieselifgel: 2o e e DT e 312009

Jet Fuel 6.5 - $3 13

RocketFuel 0 10 o= 823
Waler 8.5 - - -

Weight: The table shows the weight per gallon,

Volume and Location: The table shows the volume per gal-
lon. Fuel tanks can be located in any body or subassembly

cept wheels, bul usually only go in the body, pods, legs or
wings.

Cost: The table shows the cost per gallon. Note that water is

/4

\

free on an Barth-like planet. In space — or in a desert civilization
— it may be more expensive, perhaps $1 a gallon.

Fire: Some fuel types have a “Fire” number. This is the
chance on 3d that the fuel will catch fire if the tank is badly
damaged. 1t is modified by the type of tank used.

Endurance: Record how many hours the fuel will power the
power plant or thrusters for. This is the gallons of fuel carried
divided by the consumption in gallons per hour.

EXAMPLE: Seraph Delta requires fuel (water) for its
fusion rocket, which uses 1,020 gph of water. Its power plant
does not require fuel. We decide that Seraph Delta is designed
only for fairly short “hops™ rather than long-range flight — and
we don't want to have too much weight., We give it 20 minittes of
fuel, or 340 gallons. We use rwo light, 170-gallon tanks, putting
one in each leg. Each is 42.5 lbs., 25.5 ¢f, and $1,700. 340 gal-
lons of water is 8.5 x 340 = 2,890 Ibs. and is free. Total weight
is now 23,977 lbs.

Step 14 - Cargo Space

Mecha may have cargo storage space. Most mecha (and
almost all battlesuits) don’t have cargo space, but some have
space for extra ammunition, provisions or the like. A few mecha
types have large cargo bays — a mining mecha might have space
for ore, or an assault transport may carry troops and cargo.

Fach space 1s rated for its location in the vehicle and its voi-
ume in cubic feet. Cargo spaces can be located in the body or
any subassembly except wheels, and can be in different loca-
tions.

Cargo spaces have no weight in and of themselves, but their
cargo will weigh something; decide on a usual payload of
between 20 and 50 lbs. per cf of cargo carried.

EXAMPLE: Seraph Delta has no cargo space.

Step 15 - Access Space

Mecha (except those with battlesuit systems) are designed
with extra access space to allow mechuanics to maintain their
power plants, drivetrains and thrusters.

For each drivetrain, thruster or power plant that occupies a
location (but not for energy banks), add extra cf of access space
equal to its volume. This is effectively a component with vol-
ume but no cost or weight. Exception: Thrusters in pods do not
require access space.

EXAMPLE:- Scraph Delta requires 50.8 cf aceess space in
each leg (for its leg drivetrain} and 128 cf in the body (for its
fusion rocket and fission reactor).
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PART 1V - VOLUME AND STRUCTURE

The components arc now selected, so now the mecha’s inter-
nal structure can be designed and the components installed with-
init.

Step 16 - Body and
Subassembly Volumes

Find the volume of the body and each individual subassem-
bly, in the order listed; skip subassemblies the mecha doesn't
have.

A note on body proportions: a humanoid shape that matches
human proportions should have a body about 5 to 20 times the
volume of its arms or head-turret, and legs that are each about
one-third the bedy’s volume. Howcever, many mecha do not
have humanoid proportions — anime-inspired designs olten have
small arms and head, but oversized legs.

Arm, Pod and Turret Volume

Add up the volume of all components located in each indi-
vidual turret, pod or arm. For example, il & turret has a 0.2 cf
AESA and a 5 cf laser cannon, it has volume of 5.2 ¢f,

Extra empty space can be added to an arm, pod or lurret fo
“even out” the volume. For example, if one arm has less volume
than the other, but you want the arms to be identical in size, a
few ¢f of space could be added to the smaller arm so they
match.

Empty space also allows for later modifications and, more
importantly, can be used to make the subassembly larger and
thus heavier and tougher. Arms often have very low volumes if
weapons aren’t installed in them: adding lots of “empty space”
Lo the arms is common.

EXAMPLE: Scraph Delta’s turret houses the AESA, PESA
and decoy discharger, for 18.5 of. We add 1.5 of empty space
for an even 20 of. The right arm houses its arm moror (24 cf)
and a laser (36 of) for 60 cf. The left arm is the same.

Body Volume

Calculate the total volume of all components located in the
body, in the same way as for a turret, pod or arm.

If & turret is attached, one extra component will take up space
in the body: the turret rotation space. This space, for the turret’s
socket, is 0.1 cf times a limited-rotation turret’s volume, or 0.2
cf times a full-rotation turret’s volume.

As with arms or turrets, emply space can also be added to a
body. This may be required: the body must have a volume
greater than that of any single arm, pod or turret directly
attached to it. If necessary, add empty space to the body to meet
this minimum volume requircment!

If the body is streamlined, its final volume will be increased.
Multiply the combined volume of all its components (including
turret rotation and empty space) by || if the streamlining is
“fair.” by L2 if it is “good,” by 1.3 if it is “superior” or by 1.4 if
it is “radical.”

EXAMPLE: Scraph Delta’s body houses the fusion rocket
(78 cf), four medium launchers (10 ¢f), eight medivwm missiles (8
cf), the comsuite (0.82 ¢f), cockpit (27.4 cf), fission reactor (50
cf), energy bank (11.51 ¢f) and access space for the rocket and
reactor (128 cf). The turrer rotation space for a 20 of limired

turret is 2 of. Adding everything up gives us a volume of 315.73
cf. We add 4.27 cf of empty space to make the body an even 320
¢f. Seraph Delta isn't sireamlined. Had it heen given “fair”
streamlining, for example, its “hodv volume" of 320 ¢f would be
been multiplied by 1.1 10 become 352 ¢f,

Leg Volume

Add up the total volume of all components located in each
individual leg subassembly, in the same way as was done for
arms, to get the volume ol cach leg.

Extra empty space can also be added to legs. This may be
required: all legs must have the same volume. Tn addition, to
support the mecha, the combined volume of all its legs must be
at least 0.6 x body volume. Since all legs must be the same vol-
ume, this means a two-legged mecha needs legs whose volume
cquals 0.3 x body volume. If volume is less than this, add more
space to the legs to make up the difference.

Note that legs do not take up space within the body — the ref-
crence Lo body volume only refers to the size of the leg.

EXAMPLE: Scraph Delta's right leg houses its leg motor
(50.8 ¢f), fuel tank (25.5 cf) and access space (50.8 cf), for a
total of 127.1 cof. We add 0.9 cf to even it out to 128 cf. Its left
leg is the same. With two legs, each leg must be al least 96 cf in
volume {0.3 3 body volume); this is no problem.

Wheel and Wing Volume
This only applies if the mecha has wheels or wings — see p.
101, in Chapter 6.

Step 17 - Surface Area

Each body or subassembly is rated for its surface area
(“arca™). Area is an approximation of the body’s or subassem-
bly’s area in square feet, and is used to calculate the mecha’s
structural weight, cost, hit points and other attributes.

Calculate the surface area individually for the body and for
cach subassembly by looking up the body or subassembly's vol-
ume in the “volume” column and reading the surface area from
the “area” column directly to the right of it. If a value falls
between two numbers, use the lower.

Area Table

Volume  Area Volume Area Volume  Area Volume Areq
o029 05 33355 34 T 2530 T o807 1 BATERI80T 2,000
003006 1 3639 15 3244 75 6088495 2500
DO7012 LS 4043 16 4568 000 - 8496-11180 3,000
003019 2 4447 17 6995 125 {LISI-17.085  4.000
0202625 4851, 18 96125 11500 ITI86-24180 . 5,000
02703 3 5256 19 126157 175 2401135630 6500
0405 TUEIB0.20: 1 15888 200 - I5651:48,650 8,000
06075 5 6165 21 139268 250  48.651-G8025 10,000
08105 6 CEET0 022 260353 300 68.026:60.440 12,000
L1125 7 7174 23 354543 400 89.441-125000 15,000
IS BT TSRO 2400 54AT50. 7 5007 TT25001:192420 20000
16-1.8 9 8184 25 760-1000 600 192421-268,960 25.000
PO B REGS BT L001:) 540 1 B0 < 268.061-353.450 30,000
2325 11 9611 30 15412150 1,000 353451544335 40.000

26287 U BT M0 LESIEE01,200. 544536:-T66:610 50,000
29-32 13 1824 S0 2.831-3.375 1,506 760.611-1,000,000 60,000
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Note on Wings: As these are wider than usnal, their surface
area is doubled after it is calculated.

For larger surface areas use this formula:

Surface area = [(cube root of volume) squared] x 6.

Round te nearest 10,000 sf.

(If desired, the formula can be used for «ll volumes, replac-
ing the “rounded off” surface areas given above.)

Total Surface Area: Omnce the surface area of the body and
each subassembly is known, find the tofal area by summing
these areas.

EXAMPLE: We use the table above to calculate surface
areas based on volumes, then add them together to get the total
area. We record turret 50, each arm 100, body 300, each leg
175. Total area 901).

Step 18 - Structure

After surface area is calculated, the mecha's internal skeleton
and frame — its structure — must be designed.

Choose the mecha’s frame strength and materials:

Frame Strength. The heavier the frame, the stronger and
tougher the mecha, but the more its structure weighs and costs.
Choose either a light, medium, heavy or extra-hcavy frame.

Materials: This determines the quality of materials used:
choose either cheap, standard, expensive, very expensive or
advanced. Better materials mean less weight but much higher
cosl.

Some other design decisions also affect the mecha’s structur-
al cost, as shown under Other Modifiers. Some of these are only
available in Chapter 6, Advanced Mechu Design.

Refer to the table below to find the structural weight and cost
of the mecha:

Mecha Struciure Table

Feature Weight

CTLSgtucturd v ey 1T iRy El T
TL9 structurg 3

CTLIOstReta? /0935 22000 (02700 1hhash
TL11 structure .

-+ TREZ+istrietir #

Frame Strength

“’Lfgt!tw s F AT RN

%‘&a
12 EXOFEe AEERAL IXAS
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Medium x1

H MR E e R TEE RIS
Extra-Heavy x2

Muaterials

TCHEAB AR Vi N e b e e N BB FT B DRES U &

Standard
- (Epéisive

Other Modifiers
If streamlined:

*%M . ** S N MW 6
& Superior seeamin

Radical strearnlining
¢ /If macha hasrwings. © &

If biomechanical
PAffvidgmenal oS Tn L ai el ETi R e bR
) If transformable:

FEBER SRR

#

< withrwo eodfiglimtions T LU TERI2E T 101D 02T
with three configurations x1.4 x3

 withfour configurations’ 7 i 1 ix s kIBL L DI i b ik

Weight: Determine the structural weight as follows:
Multiply the mecha’s total surface area by the basic weight
shown for its TL and then by every applicable multiplier in the
Weight column.

Cost: Determine the structural cost as follows: Multiply the
mecha’s total surface area by the basic cost shown for the
mecha’s TL and then by every applicable multiplier in the Cost
column.

EXAMPLE: We choose a heavy frame sirength, then
reduce weight but increase cost by using very expensive materi-
als. The structural weight is 900 (total area) x 3 (TLY structure)
X 1.5 theavy) x 0.5 (very expensive) = 2,025 lbs. The structural
cost is 900 {total area) X 330 X 2 (heavy) ¥ 5 (very expensive} =
$450.000. Total weight is how 26,002 lbs.

Step 19 - Hit Points [HP]

Once the mecha’s structure has been determined, find the hit
points for the mecha’s body and for each subassembly as fol-
lows:

Body ........... ... o the body’s area x 1.5.
Each Turret, Pod. Legor Wing ... ........ ils arca x 1.5,
Each Atm .. ... .. ... .. .. oL its area X 3.
Wheels . ........... ... o L. each wheel position

on the subassembly has its own hit points equal to the area

% 3 / number ol wheel positions.

Divide HP by 2 for a light frame; multiply by 2 for a heavy
frame or 4 for an extra-heavy frame. Round HP up to the nearest
whole nurmber, with a minimum of one hit point.

EXAMPLE: The body has 300 x 1.5 x 2 (heavy frame) =
900 hit points. The turret 50 x 1.5 x 2 = [50 hit points. Each
arm has 100 x 3 x 2 = 600 hit points. Fach leg has 175 x 1.5 %
2 = 325 hit points.
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PART V - SURFALE FEATURES

~ _rface features are layered alop the mecha's structure, and
- .3z things like armor, environmental protection and stealth
2.mgs. Surface features have a weight and cost, but not a vol-
-7 DT pOWer consumption.

Step 20 - Environmental
Protection

% mevha whose cockpit or battlesuit system has a lifesystem
- NBC filter must be sealed. A mecha without a lifesystem
~- oo walerproofed or it can be given no environmental pro-

“ rerproof: Waterprooling 4 mecha insures that it will not

-+ .7 Tloating or suffer corrosion from salt water, but does not

== et it trom the effects of cotrosive atmospheres or extreme
~e:siares. A mecha that is sealed is automatically waterproof,

*z.ied: The mecha’s body is totally scaled and its compo-
"=t~ are protected against corrosion, the effects of sudden pres-
--z cnanges and high or low temperatures.

- Sealing: As sealed, except the mecha’s interior has a
. -z7 0o plasteel. armor gel, micromachines, et cetera which
-.. matically seals any puncture within a second. Mecha with
«1-252ed biomechanical or living metal structures (see p. 103)
¢ zif-sealing for free.

o *ime and Waterproofing Table

1 L Weight Cost
- 8 - $20
S DL L P L e L SR
- “Sealing 9+ 0.1 $50

“Multiply weight and cost by the mecha’s total surface area.

EXAMPLE: We decide Seraph Delta is sealed. which costs
area 900 = 310 = $9,000.

Step 21 - Defensive
Surface Features

Trese protect the mecha from detection or vatious threals.
- =< noted otherwise, they can be combined. Sensor, vision
o wtiack roll modifiers for infrared cloaking, stealth and
-=7zleon systems can be found in the Sensor Modifiers side-
s 49,
“rared Cloaking: This disguises the mecha’s heat profile and
“.oeas engine emissions, making it harder to spot with infrared
-~ meteg., a PESA using thermograph mode) or to attack using
- -~oming missiles. Two levels of infrared cloaking exist:
2507 and the superior “radical” (which can’t be combined).
»afth; A mecha with a stealth surface is covered with radar-
-~ rhent materials and has a shape that is designed (o make it
s .zer to detect with tadar or AESA. As with IR cloaking, it
. 72> in "basic” and “radical” versions thal can’t be combined.
- ampleon Systems: These syslc,ms give the mecha Sensor-

S rh any background (mstant chameleon) or to make the
~ z.ha virtually invisible (intruder chameleon). The automatic
--mauflage feature can also be manually controlled, allowing
2 nilot to electronicully “paint”™ the mecha with whatever color
-.7eme or markings are desired, or to give the mecha a mirrored
»with PIX 6 vs. laser (but not x-laser) fire.

Thermal Superconductor Armer: This superconducting layer
doubles any armor DR the mecha has vs. shaped-charge explo-
sive warheads, lasers, x-ray lasers, disruptors, flamers or any
heat-based attack.

Defensive Surface Features Table

Type TL. Weight Cost Power
Basic Sicdlh be IR €HdKing: » w87 27 Eai3150, 0w
Basic Stealth or IR Cloa.kmg 9+ 05 $75 ©
‘Ratlichl Stezl , RIETT IR IB00 L0

Intrud r Chameleon
dmradét Clafklebn = ¢ 17277

A o

Intruder Chameleon

wtkﬁ“‘ﬁg'

L g,

I2+ 0 1"‘i

Thermal Superu)nduntff Anhor 025 _$|2s 0
‘Thietraal Sypercofdhivtor Aemer™ 134 D0625° 7 $6254 01 ¢
Multiply welght and cost by the mecha’s total surface area.

EXAMPLE: We decide Seraph Delta has basic stealth and
radical IR cloaking. Basic stealth is 0.5 x 900 = 450 Ibs. and
costs 8§75 % 900 = 367.500. Radical IR cloaking is | x 900 =
900 lbs. und costs 900 x §750 = $675,000. Total weight is now
27,352 lbs.

Step 22 - Armor

This is a mecha's armored skin or hull. 10s the last thing that
needs o go on the mecha, Armor is rated for its Damage
Resistance (DR), the location it covers and the armor material.

If using a target weight, it's a good idea to subtract the total
weight of components, features and structures installed so far to
find out how much weight is available for armor, then use most
or all of the entire remaining target weight for armor. Exception:
If the mecha is going to carry external hardpoints onte which
modular weapens or other equipment can be hung, leave some
weight for whatever hardpoint load is desired!

There are several types of armeor:

Metal represents steel or other alloys, with more exotic mate-
rials (e.g., “durasteel”) coming into use at higher TLs. No spe-
cial rules apply to its DR.

Laminate is similar to the “chobham” armor developed for
modern main battle tanks: it is a sandwich of metal, synthetic
and ceramic materials. While cxpensive, it gives greater DR for
its weight than equivalent-quality metal armeor. Lis effective DR
is also doubled against the deadly shaped-charge (“HEAT™)
warheads used by the missiles in GURPS Mecha.

Ablative armor is ultra-light, plastic-ceramic composite
armor designed to chip or be melted away (*“ablale™) in a man-
ner that carries away part of the energy of the attack. While very
light, even low-powered weapons like infantry small arms can
peel away ablative armor: every 10 points of damage the attack
causes (before DR} hlows away | point of DR.

Fireproof Ablative armor is also available, since ordinary
ablative armor is flammable.

For the body and each subassembly, decide what type of
armor is going to cover it: metal, laminate, ablative or fireproof
ablative. Then calculate its statistics as follows:

Basic Mecha Desigrr




Weight and DR of Armor: Multiply the body or subassem-
bly's area by the number shown on the Armor Table tor that
type and TL to find the weight per point of DR. Then muluiply
by desired DR to find the armor’s actual weight. Do the same
for each location armored. To give the cntire mecha the same
DR, simply use its lotal surface area.

An alternative way to install armor is to decide how many
pounds of armor a location is going to have. Then find the DR it
has by dividing the armor's weight by the surface area of the
armored location(s) and again by the number shown on the table
below for that TL and type of armor. Whatever works best!

I building a battle mecha, it's a good idea lo make sure the
body's armor is capable of almost stopping an average-damage
hit from the mecha’s own main beam or gun!

Armor Table

Type TI8  TLY  TLI0 TLII T1.12  TLI3+
Metal 015 000 006 004 - 0025 00150
Laminate 0.1  0.06 0.04 0.025 0.015 0.01
Ablative: 003 -+ 10,020,012 0.008 ~ . 0.005 *..0.003

Cost: An armor’s cost is its weight mulnphed by $20 if
metal, $100 if laminate, $8 if ablative or $16 if fireproof abla-
tive.

EXAMPLE: 5o far we have used up 27,352 lbs., so we have
22,648 lbs. befure hiiting our target weight of 50.000 [bs. We
aren't going to give Seraph Delta hardpoints, so we allot it all
to armor. We decide that the body should have the best armor,
to protect the vital power plant and cockpit. We armor the body
with DR 606 laminate, which weighs (.06 % 300 (its area) < DR
600 = 10,800 lbs. It costs $100 x 10,800 = $1,080,000. We
armor the rest of the mecha (fofal area 600) with only DR 340
laminate. This weighs 0.06 x 600 (area) = DR 340 = 12,240
Ibs., and costs $1,224.000. Total weight is now 50,392 [bs., a bit
aver igrget weight, but not enough 1o matter.

Passive Defense
PD is determined by the DR of the outer layer of armor: PD
1if DR I, PD 2if DR 2-4, PD 3 if DR 5-15, PD 4 if DR 16+,

EXAMPLE: All locations are PD 4.

Step 23 -
{Optional)

Some mecha are buill with hardpoints: reinforced points on
their exterior to which missiles or modular equipment pods con-
taining weapons, fuel or electronics can be bolted.

Decide if the mecha has hardpeints and it so, how many and
where they are placed. Mecha with arms can mount onc hard-
point on each arm (on the shoulder). Mecha with wings can also
mount hardpoints under the wings, usnally no more than three
per wing, Mecha muy also mount one or two hardpoints on their
back.

Since hardpoints add weight, mecha designs often include
only a single hardpoint, often on the back or shoulder.

Each hardpoint is rated for its individual load capacity in 1bs.
This is the maximum weight of equipment it can carry. Within
these limits, a hardpoint can be loaded with one cquipment pod
or from 1 to 10 missiles (see p. 94).

Sclect the load capacity of ecach hardpoint, subject to this
limit; the combined load capacity of all hardpoints placed on a
specific location (wing, arm, body, et cetera} may not exceed 20
lbs. per hit point that location has. Euch hardpoint weighs 0.05
Ths. and costs $0.1 per pound of load capacity. If the mechu i
designed to be [light-capable while carrying its full hardpoint
load, and doesn’t have wings. the target weight of the mecha
plus the combined load capacity of all hardpoints should be less
than the mecha’s thrust.

Rules for cquipment pods and missiles on hardpoints are
found in Appendix 2 (p. 94).

Hardpoints
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PART VI - STATISTIC(S

At this point, everything that the mecha needs has been
installed. Now we find out what it can do!

Loaded Weight: This is the “combat-ready weight” of the
mecha. Add up the total weight of everything that went into the
mecha, including cargo load. Tf weight was kept track of to meet
a targel weight, this has already been done. If it isn't close
enough to the target weight, add or remove some armor.

Empty Weight: This is mainly used when transporting the
mecha. To get empty weight, take the loaded weight and sub-
tract the weight of the mecha’s ammunition, fuel (hut not fuel
tanks) and the usual cargo load. If the mecha has a cockpit, also
subtract 200 1bs. {plus 200 Ibs. per extra seat) for occupants. If it
has a battlesuil system, subtract the pilot weight.

Loaded Mass in Tons: This is used in some performance cal-
culations. Divide loaded weight by 2,000 to get it. Round deci-
mals to twe places. (You can also do this for cmpty weight.)

EXAMPLE: Scvaph Delta’s Loaded Weight rotals 50,392
ihs. For Empty Weight, we take the loaded weight and subtract
400 Ibs. of ammunition, 2,890 Ibs. of water and 200 ibs. for the
eccnpant, which leaves a 46,902 1bs. empty weight. For Loaded
Mass in Tons, we divide the loaded weight by 2,000 and get
25.196, rounded to 25.20 1ons.

m Basic Mecha

Design

Mecha Volume: Add up the volumes of the body and all sub-
assemblies. This is the mecha volume. (Il the mecha is to be car-
ried in a GURPS Space starship, divide volume by 27 to find
the volume in cubic yards.)

EXAMPLE: The bodv and subassemblies total 716 cf.

Size Modifiers: Compare the mecha volume to the lable
helow to find the Size Modifier. The mecha’s volume will prob-
ably fall between two entries on the table; usc the higher one to
find the Size Modifier.

Size Modifier

Volume M{?dlfl’(’ Volume Moa'lﬁe
0.1 R 300007 0T 4,
0.3 -3 10,000 +6

| 2 30,000 AT
3 -1 100,000 +8
1€ : 40 300,000 +9
30 +1 1,000,000 +10
100 +2 3,000,000 +H
300 +3 10,000,000 +12
1,000 +4 el ete.

=



Do the same for each subassembly, but using its own vol-
ume. A subassembly’s Size Modifiers are used il il is specifical-
ly targeted. Subtract 2 from the Size Modifier of any turret atep
the body.

EXAMPLE: A volume of 716 ¢f gives it a +4 Size
Modifier. The 60 ¢f arms are each +2, the 20 cf turref is -1
(thanks to the modifier) and the 128 of legs are each +3.

Price: Add up the cost of everything except fuel and ammu-
nition to find out how much the mecha costs. This is its price
when purchased new.

EXAMPLE: Total cost is $7,907,550. To bring this info
perspective, @ modern (late-TL7) main battle tank averages
about §1-2 million, while a modern jet fighter is ahout
$20,000,000.

Health: This measures structural robustness, The heavier a
mecha is compared (o its structoral strength, the more strain it
puts on its systemns and the lower its HT will be. A mecha can
have a low Health but many hit points, Structural HT is calcu-
lated as follows:

Structural HT = (200 x Body HP/Lwt.) + 5.

Where Body HP are the mecha’s body hit points and Lwi. is
its loaded weight.

The maximum allowed structural HT is 12 or the mecha’s
TL, whichever is greater. Round HT (o the nearest whole num-
ber.

EXAMPLE: Seraph Delta’s HT is [(200 x 900 body hit
points) /30,3921 + 5 = 8.57, rounded to HT 9.

Dimensions [(Optional)

These formulae give a rough idea of how big the mecha is.
These are approximations, and can be fudged considerably if
desired!

Height: For a two-legged mecha, its height can be found as
follows: find the square roots of the body area, the turret area
and the area of cach leg, add them all together and then divide
this sum by 4.5. For a mecha with three or more legs, use the
same formula, but only count the first two legs and divide the
sum by 6, not 4.5.

Length: Tf the mecha has two legs, this is about 1/3 its height.
If three or more legs, it i the square root of (body arca/6).

Width: This is about 1/3 its length if 3+ legs, or equal to
length if two legs — although with arms and legs spread out, it
can take up a much larger arcu.

If a two-legged transformable mecha folds its legs, it swaps
height and length. If a mecha has streamlining, it will be 50%
longer but about 2/3 as wide.

EXAMPLE: Seraph Delta’s body area is 300, its legs are
175 each and turret area is 5. The square roots are 17.3, 13.2,
13.2 and 7.1, for a total of 50.8. Dividing by 4.5, we get a height
of 11.3 yards. Its length and width are 3.8 yards.

Strength and Reach

Mecha with arms or drivetrains have a ST attribute. This is
split into two categories: Body ST and Arm ST.

Body 8T is used when the mecha is pulling or kicking, for
calculating encumbrance when moving on foot, or when the
mecha slams into someene. It is normally twice body hit points,
but it can’t exceed (leg drivetlrain motive power in kW - mecha
weight in tons) x 80, nor can it be less than half body HP.

Arm 8T is the ST of each individual arm. It is based on the amm
motor’s ST, but may not safely exceed four times the arm’s hit
points. If it does, the mecha has a “split arm ST,” with a safe and a
maximum ST value. II' the mecha exceeds it safe ST (while punch-
ing, lilting, striking, et cetera), a HT+2 roll is required each second,
with failure causing the loss of hall the arm’s carrent hit points and
critical failure disabling the arm (it drops to (¢ hit points).

Arm Reach in yards equals Aalf the square root of the arm’s
surlace area, rounding to nearest whole number. This may differ
from arm to arm.

Thrust/Swing Damage may also vary if arins have dilferent
ST. See p. CI10 for ST over 20. A handy formula that works for
ST 100+: thrust damage (dice) = (ST/10) + |; swing damage
(dice) = (ST/10) + 3; round fractions down. If the mecha has a
split arm ST, calculate damage for the safe ST.

EXAMPLE: Scraph Delta’s body ST is twice ity hody hit
points, or ST 1,800, well under the maximum for motive power.
Its arm motors are ST 4,000, but safe ST is only 4 x 600 (arm
HP) = ST 2,400. With swface area 100, each arm has reach 5
and doey 241d thr and 243d sw damage.
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PART VIl - PERFORMANCE

Mecha performance statistics are divided into ground, air and
space performances. Advanced-design niecha with multiple
configurations or which can combine or split up may have sev-
eral sets of performance statistics.

A mecha whose power system doesn’t require air and which
is sealed can also walk along the hottom of a body of walcr.

Ground Performance
A mecha with legs and a leg drivetrain has a ground perfor-
mance.

Ground Speed
This is the top speed the mecha can reach, measured in mph.
Take the motive power of the drivetrain in kW, divide this by

design mass in tons and find the square root of the quotient.
Multiply the result by the motive system speed factor (see
below) to get ground speed.

Speed Factor Table

Motive System Speed Factor
Twi legs S e e 8
Three legs 10
Fourormorelegs - - o0 oo 12

If speed works out to 50 mph or more, add an extra 5% to
lop speed if “fair” streamlining or 10% il “good” or better
streamlining.

Round all speeds to the nearest 5 mph, unless they are below
20 mph; then round to the nearest mph.

l. Basic Mecha Design




EXAMPLE: To find Seraph Delta’s ground speed, we start
with its leg drivetrain’s 1,225 kW motive power and divide by
25.20 tons to get 45.61, the square root of which is 6.972. We
then multiply by speed factor 8 (two legs) for 55.78 mph, which
rounds to 55 mph.

Ground Maneuver Rating and
Stability Rating

Ground Maneuver Rating (gMR) is the maximum safe “g"”
(gravities) the mecha can pull while mancuvering on the ground.
Ground Stability Rating (gSR) is a measure of how stable the
mecha 1s. Both are determined using the table below:

gMR/gSR Table

Type of Mecha's Body Volume (cf)

Moftive 30 3t 161 10 30 to 3001

System or less 100 300 3,000 ormore
gMR gSR gMR ¢SR  gMR ¢SR gMR 4SR

CURTS P TS 20 1250 20 2075 02
175 2 125 3 1 3 075 13

T TN Wy LN S AT S (v T Sy Ay S
to leg gMR for species-compatible mecha (one
with the same number and type of limbs as the pilot).

EXAMPLE: Seraph Delta’s 320 cf body volume is 301-
3,000 ¢f, so with 2 legs it has gMR 1.25. With a human pilol,
this is increased for being species-compatible fo gMR 1.5, It hus
2SR 2.

round Move and

Enhanced Move

A mecha’s ground Move is the number of yards it can move
per turn, exactly the same as a character’s Move score. It is nor-
mally half its ground speed in mph, rounding tractions down.
ITowever, if this would give a Move greater than 10 X gMR, the
mecha has a split Move. Tts normal Move is 10 x gMR, round-
ing fractions down; its enhanced Move is equal o hall ground
speed. The mecha can only use the higher “enhanced Move”
when sprinting in a relatively straight line.

EXAMPLE: Seraph Delta’s ground speed is 55 mph,
which would give it Move 27. However, it has gMR 1.5. Since
10% 1.5 = 15, Seraph Delta has a split ground Move of 15/27.

Boosted Jumps

Mecha with thruslers or contragravity may use them to boost
their jumping distance, even if they lack sulficient Lt 1o y.
Record the mecha as “jump-capable.” See Jumping Mecha, p. 43).

EXAMPLE: Scraph Delta is jump-capable.

Basic Mecha Design

Aerial Performance

A mecha with an aerial performance is flight-capable. To be
Might-capable, the mecha requires both thrusters and a lift in
excess of its weight. A mecha’s lift is the thrust of all its
thrusters in pounds, plus any lift from contragravity.

When a mecha’s lift exceeds its weight, it can hover. This
means it can take off or land vertically and fly sideways or
backwards!

EXAMPLE: Seraph Delta’s thrust of 51,000 lbs. gives
51,000 1bs. lift. As this is greater than its loaded weight of
50,392 [bs., it is capable of flight and can hover.

Effective Motive Thrust and
Lifer §T

Effective motive thrust is the amount of thrust the mecha can
use to propel itsclf while flying. 1t is equal to the total thrust
from all thrusters riinus the mecha’s effective weight. Effective
weight is the mecha's loaded weight minus any contragravity
lift; treat negative weight as zero.

Lift ST: This is equal to the mecha’s cffective motive
thrust/15 or twice body HP, whichever is less. Use it instead of
Body ST when calculating the encumbrance of flying mecha.

EXAMPLE: Seraph Delta’s effective thrust is its rocket’s
51,000 Ibs. minus its loaded weight of 50,392 Ibs. = 608 lhs. It
has lift ST 40.

Aerodynamic Drag and Air
Speed

Aerodynamic drag is used to determine a mecha’s top air
speed. Use this formula:

Aeradynamic Drag = Sa/Sl.

Sa is the totul surface area of the vehicle.

5! depends on streamlining: | if no streamlining, 2 it fair, 3 if
goaod, 10 if superior or 40 if radical streamlining.

Note: Superior or radical streamlining only counts if a mecha
either lacks arms, turrets, wheels and legs, or has transformed
into a configuration in which they are folded. Otherwise, down-
grade effective streamlining to “good.”

Air Speed is the mecha’s maximum atmospheric [light speed
in mph. To find it use the following formula:

Top speed = Square root of [(Emt/Adr) x 7,500].

Emz is effective motive thrust.

Adr is aerodynamic drag.

Round the result to the nearest 5 mph if over 20 mph, other-
wise o the nearest mph. If the vehicle does not have effective
superior or radical streamlining (see note for acrodynamic drag)
and speed exceeds 600 mph, treat it as 600 mph.




EXAMPLE: Seraph Delta’s Emt. is 608 lbs. Its aerody-
namic drag (Adr) is its total surface area of 900. So its fop air
speed is the square reot of [(608/900} x 7,500] = 71.2 mph,
rounded to 70 mph.

Aerial Maneuver Rating

Aerial maneuver rating (aMR) is the maximum safe g (gravi-
lics) the mecha can pull while maneuvering in flight, Use this
formula:

aMR = (TL + 1 - Size Modifier)/2.

Minimum aMR is 0.125,

EXAMPLE: Seraph Delta can hover. As it iy TLY with a
+4 Size Modifier, its aMR is (9 + [ - 4)/2 = ¢MR 3.

Aerial Stability Rating
This depends on total volume: 3 if under 100 cf, 4 il 100-999
cf, 5if 1,000-9,999 cf, and so on.

EXAMPLE: Seraph Delta’s aSR is 4.

Filying Move and Enhanced

Move

This is the number of yards the mecha can move per turn
when flying. It is exactly the same as a character’s Move score.
Flying Move is hall air speed in mph, rounding down. However,
i this would give a Move greater than 10 x aMR, the mecha has
a split Move. Its normal Move is 10 x aMR; its enhanced Move

These appendices describe additional equipment that can be
added to a mecha after it is designed: hand-held weapons,
equipment pods for hardpoints and computer software, as well
as notes on using Mecha with GURPS Space.

Hand-held weapons and equipment pods or missiles on hard-
points count as encumbrance (see p. 42); if the total weight of
hand-held weapons and hardpoint loads exceceds twice the
mecha’s Body or Lift ST, it will reduce the mecha’s perfor-
mance. Note that a mecha cannot fly if its encumbrance exceeds
I 5xLift ST.

Appendix 1: Hand-Held
Ranged Weapons

Mecha with manipulator arms often carry giant-sized rillcs,
bazookas or pistols. These are slung on the back when not in
use. To design a hand-held ranged weapon, follow these steps:

Decide if the weapon is a pistol which can be used by one
manipulator arm or a rifle that needs two manipulator arms to
usc.

Pick a ranged weapon from the weapon tables on pp. 66-68.

Decide if the weapon will be armored or not. Most mecha
weapons are armored pistols or rifles, which arc heavier but
more Tobust. Some police mecha or battlesuils carry unarmored
weapons, though, when weight is more important than survival.

A hand-held weapon has the same statistics as a built-in ver-
~sion, except ity Cost, Weight, Acc and 88 are moditied, and it

is equal to half air speed. The mecha can only usc the higher
Move when flying in a relatively straight line.

EXAMPLE: An air speed of 70 mph gives a flyving move of
35. Since Seraph Delta has aMR 3 and 35 is more than 10 x
aMR, the mecha has a split flving Move of 30/35.

Space Performance

A mecha with a rocket, ram-rocket or reactionless thruster
may maneuver in space, but its crew requires some means of
breathing, like vacc suits or a lifesystem. lts power system can
only function in space if it does nol require air. If a mecha meets
both requirements, it is “space-capable” and has a space perfor-
mance, with one statistic: space acceleration.

EXAMPLE: Seraph Delta is space-capable.

Sparce Acceleration

Space acceleration (sAccel) is measured in gravities (g).
Total the motive thrust of all rockets, ram-rockels or reaction-
less thrusters used together and divide by loaded weight to find
the sAccel in g. Round to two decimal places.

(To find acceleration in yards per second per second, multi-
ply sAccel by 10.)

sAccel also doubles as space maneuver rating (sMR).

EXAMPLE: Scraph Delta has a motive thrust of 51,000
lhs. /50,392 lhs. = sAccel 1.01 g.

DICES

has Hitl Points, P}, DR, loaded weight, shots, magazine weight
and ST.

8§ and Acc: Pistols are -2 to SS and -5 to Acc. Rifles arc -2
to Acc if guns or launchers, -1 if beams,

Cost: 1f the weapon is armored, add $5 times the original
empty weight to the cost to cover the armor,

fP: Find the surface area of the weapon based on its volume,
using the Area Table (p. 87). Its hit points equal 1.5 times its
area. Also calculate its Size Modifier (sce p. 90, in case it is
shot at.

PD and DR: All weapons have PD 3. If the wcapon is
armored, its DR is 5 + [(Wt/Area)/A], where Wr. iy the weight
from the weapon table, Area is its surfuce area and A is 0.6 at
TL8, 0.4 at TLY, 0.24 at TLIO, 0.16 at TL11, 0.1 at TLI12, or
0.06 at TL13+. Unarmored weapons are DR 5.

Unloaded Weight: If weapon is armored, multiply weight on
the weapon table by 1.23 il a pistol or 1.5 if a rifle. If the
weapon is unarmored, multiply rifle weight (only) by 1.2.

Shors: Decide how many shots a magazine holds.

Magazine Weight (MW1.): Find (he weight of a loaded maga-
zine by multiplying WPS by number of shots and then by 1.4 (for
the magazine itselt). Except for launchers, MWLi. should not
exceed the empty weight of the weapon, and is usually much less,
Find Magazine Cost (MCost) by multiplying CPS by number of
shots. Magazines can be stowed as cargo: volume is MWUL/50.

Energy Cells: 1f the weapon has a Pow. requirement, it will
need energy. If the mecha has a power plant with unused output
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equal to or less than the Pow. requirement. or has an energy
bank, the Pow. can be mel by plugging it into the mecha - a
cable connection is assumed to come with the weapon.
Alternatively, the weapon can be given integral power cells:

Required # of C cells = [(Pow./RoF) x Shots)/P

where Pow. and RofF arc taken from the weapon tables, Shots
is the number of shots the weapen is to have and P is the kWs
of energy stored in a C cell: 3,600 at TL8, 5,400 at TL9, 7,200
at TL10, 9,000 at TL11, 10,800 at TL12, 12,600 at TLI13,
14,400 at TL14, 16,200 at TL15 and 18,000 at TL16.

It can be more efficient to use larger or smaller cells. If the
number of cells is 0.1 or less. use a single B cell. Likewise, one
1D cell can replace 10 € cells; one E cell can replace 100.

Record energy cells after the number of shots, e.g., if the
weapon has 20 shots on an E cell, this is written 20/E.

Loaded Weight (LWr.): Add the MWL to the new unloaded
weightl of the weapon, plus 0.05 Thy. per B cell, 0.5 Ibs. per C
cell, 5 Ibs. per D cell or 20 1bs. per E cell. This is the LWi.

Recoil and ST: Recoil is ignored for mecha, whose stabilized
arms act as shock absorbers. ST requirement is (LWe./8)+5 if a
rifle or (LWt./4)+5 if a pistol, multiplied as stated.

The weapon is now complete. It can be used by any mecha.

Appendix 2:
Eguipment Pods

Here's how to design equipment pods for a mecha's hard-
points. (An equipment pod is nof the same as a pod subassem-
bly!) As with mecha, iUs useful 1o design with a target weight in
mind — in this case, the load capacity of the hardpoint the equip-
ment pod is being built for.

1. Select the components to be nstalled in it. These may be
ranged weapons, ammunition, sensors, ECM, comsuites, fuel
tanks, energy banks, cargo or empty space. Fuel and energy can
be transferred through the hardpoint to and from the mecha, so
cquipment pods with extra fuel or power are commaon.

If components in the pod require power, this can be provided
by the mecha (if it has excess power plant output or an energy
bank) or by building an energy bank (p. 85) into the equipment
pod.

2. Add up the volume of all components in the pod. Use the
Surface Area Tuble (p. 87) to find the pod’s area. Refer to the
Structure Table (p. 88), sclect a frame strength and material
cost, then find the pod’s structural weight and cost.

3. Go to the Arnmor Table on p. 90 and add whatever armor is
deemed necessary for the pod. Find the pod’s hit points using
the table on p. 88, treating it as a body.

4. Record the pod’s total weight, cost, PD, DR, HP and vol-
ume. Calculate its Size Modifier (see p. 90) in case it is shot at.

Equipment pods housing sensors or weapons always face for-
ward. Hardpoint loads can be jettisoned by the mecha pilot at
any time (as a Ready maneuver). Bolting on a new equipment
pod (or missile} takes about five minutes and a Mechanic roll.

Missiles on Hardpoints

A hardpoint can also mount loose missiles. It may be loaded
with one or more identical missiles whose combined weight is
no greater than its load capacity and whose individual WPS is
no less than 1/10 capacity. Treat this as a missile launcher with
RoF 1, but it takes about 5 minutes to reload. It's possible to
shoot at a missile while it’s silting on a hardpoint — use the rules
for Shooting at Missiles (p. 54).

Appendix 3: Software

Computers generally run programs. Like a computer, soft-
ware is rated for its Complexity. This is usually abbreviated “C”
—e.g., 1 C2 program is Complexily 2. See Using Computers (p.
46) for how many programs can be run at once.

A computer can only run a program if the software’s
Complexity and TL are equal to or less than its own. While a
mecha’s computer can run the entire gamut of software (e.g.,
see p. VE62 or p. CIIL7ff}, a mecha will usually just run the
most complex Targeting program it can install. plus a Datalink
to keep it in ouch with any allies.

Datalink: This program enables a computer to link (via com-
municator) with external computer networks or with another
clectronic device — such as a computer in another mecha, vehi-
cle, or building — and share information. Using a Datalink also
permits communicators to send text and images as well as voice.
C1, $400 at TLS, $200 at TL9Y, $100 at TL10+.

Targeting: Each Targeting program adds 1o a Gunner skill —
e.g., Gunner (Machine Gun) — for a single weapon or set of
linked weapons. If more than one gunner is firing at a time, mul-
tiple programs must be run. A Complexity 1 program gives a +2
to skill and costs $1,000. Each tme an additional +1 to skill is
added, increase Complexity by one and double the cost. Halve
the cost at TL9 and again at TL10+.

EXAMPLE: Scraph Delta’s computer has Complexity 4.
We install @ +5 Targeting program (C4. $4,000) and Datalink
(C1, $200).

Appendix 4: Mecha and
GURPS Space

GMs with GURPS Space may wish use the abstract combat
system presenled there to resolve battles between mecha and
spaceships. See p. CII1({) for tirepower (FP) and defense factor
(DF) conversions.
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This chapter is a grab-bag of optional rules for mecha design.
It’s up to the GM which, if any, are available.

BATTLESUITS

A battlesuit is a mecha that has a battlesuit system instead of
a cockpit. The pilot’s arms and legs extend into the suit’s limbs
(see Wearing Battlesuits, below).

A battlesuit 1s designed to carry only a single person, and
must have the same basic shape as the intended wearer.

Most battlesuits are fairly light-weight, with a suggested tar-
get weight under 4,000 lbs. This is more a matter of practicality
than a general rule. Where small size is not critical, it is better to
build a mecha with a cockpil.

There are many possible types of hattlesuits, including:

Infantry Baitlesuit: Built to enable one trooper to carry the
same heavy weapons as an infantry squad, while protecting him
with armor and ECM against small-arms [ire, radiation, chemi-
cals and artillery barrages. The suit usually has DR 100 o 200.
Typical weight: 500-2,000 lbs., including wearer,

Ranger, Scout and Command Bartlesuits: These are special-
ized infantry suits. Ranger suits emphasize speed, electronic
countermeasures and stealth. Scout suits have superior sensors,
more speed and often extra thruster fuel. Command suits have
better comsuites and often superior speed.

Light Bartlesuit: A suit specialized for close-range combat,
small enough to easily move within buildings, vehicles and
spaceships. They are used by shipboard marines, commandoes,
SWAT teams, superherces and pirates, and arc usually DR 70-
150. Typical weight: 400 to 500 lbs.

Super Battlesuit: One worn by a superhero or villain, Super
battlesuits arc usually light-weight, but use very high technolo-
gy — often two or more TLs above the norm. Some are totally
unarmed, relying only on high-strength arm motors, while oth-
ers bristle with exolic weaponry; most fly.

Powered Exoskeleron: A non-combat battlesuit, also called
an “exosuit” or “power loader.” They perform manual labor,
exploration, rescue and construction tasks. The bare-bones
design consists of leg and arm motors, battlesuit system. power
supply and the suit’s structure. The suit often has no armor or
open-frame armor, but some “armored exosuits” are built for
operations in very hostile environments. Typical weight: 200-
2,000 Ths.

Battlesuit Design

A battlesuit is buiit like any mecha, with these exceptions:

Target Weight: It’s a good idea to aim for a weight between
250 and 5,000 1bs. {including the pilot). Heavier designs should
generally be built as cockpit-equipped mecha.

Step 1 — Choose Subassemblies: Battlesuits must be species-
compalible, with the same number of arm or leg subassemblies
as the intended wearcr.

Step 6 — Cockpit: Instead of installing a cockpit, give the
mecha a bartlesuit system and, possibly, battlesuit upgrades. It
can only have one battlesuit system.

Step 16 — Volumes: Unless you are designing a master-slave
battlesuir, the volume of the suit’s body cannot exceed the pilot
weight/10.

Step 20 — Environmental Protection: A battlesuit can only be
sealed if it either has a turret or is a master-slave design (p. 96)
with the pilot in the body.

Battiesuit System

A batilesuit system consists of space for the suit’s operator,
plus the suit’s control system. Decide on the suit’s “pilot
weight.” This is the maximum weight of the wearer of the suit;
with minor adjustments, a pilot with as little as 80% of that
weight can also use it.

Weight: The system, including pilot, weighs 1.2 X pilot
weight (in 1bs.}.

Volume and Location: The system musl occupy certain loca-
tions, where it takes up volume. It requires pilot weight/100 cf
in the body, pilot weight/1,000 cf in each arm, pilot weight/400
in each leg. If 4 turrel is installed, the battlesuit system requires
pilot weight/400 in the turret.

Cost: The battlesuit system costs $3,000 + (pilot weight X
$20) at TL8. This drops to $1,500 + (pilot weight x $10) at TL9,
or $750 + (pilot weight x $5) at TL10+.

Power: Negligible.

A Normal battlesvit torso should be small enough that its
pilot’s limbs will exiend into the suit’s limbs. Unless it’s a mas-
ter-slave model, design the suit so that the volume of the
mecha’s body doesn’t exceed pilot weight/ 10 cf.

Master-Slave Dattiesuits

Instead of occupying the turret, body, arms and legs of the
suit, the pilot may be placed entirely inside its body or turret. He
controls the suit using small, inlerior “master” arms or legs
which sense the user’s attempted movement and transmitl sig-
nals that control the external “slave™ limbs.

This system has the same weight and cost as above, but takes
up pilot weight/50 cf in either the body or the turret.

Battlesuit Upgrades

Unlike a mecha cockpit, the basic battlesuit sysiem does not
come with anything except basic controls, padding and a head-
up display. Life support and other features are entirely optional.
For more details, see Chapter 3, Mecha in Action.




The following upgrades can be added 1o 2 baillesuit;

Ne Faceplate: The mecha has no vulnerable visor. The pilot
relies on sensors (usually a PESA, p. 47) to sce out.

Suit Computer: A battlesuit system includes built-in dedicat-
ed compulers for feedback control, but the suit may also be
given a general-purpose computer to run software (such as a
Targeting program). This upgrade gives the suit a voice-con-
trolied personal computer with a Complexity of TL-6, but hard-
ened to resist radiation and electromagnetic pulse.

NBC Kit: This allows the battlesuit to filter out air pollution
and nuclear, biological and chemical {whence NBC) contami-
nants from otherwise breathable air. Tt also contains sensors that
automatically detect radiation or known forms of contamination.
Only usable on suits that will be sealed,

Limited Lifesystem: Taking this upgrade adds a life support
system equivalent to that in a mecha couckpit. A standard suit
limited lifesystem has six hours of air, but extra uir can be
added. Only usable on suits that will be sealed.

Full Lifesystem: Available at TL1 L+, this provides indefinite
air via a small molecutar recycling plant.

Lxtra Air: This option adds 6 extra man-hours of air.

Provisions: A suit can be equipped with a concentrated food
and water supply in a handy helmet-mounted dispenser. The
provisions can be consumed “hands-free” without taking off the
hetmet. The suit must have a turret or he a master-slave design.

Quick Access: This allows a bartlesuit (o bhe removed or put
on i seconds rather than minutes: see Suiting Up, p. 41.

Trauma Maintenance: This adds a medical system to the suit.
It uses a biomedical sensor to monitor the wearer’s vital signs,
and transmits that data to a superior officer on request, via com-
suite, The user can also call it up o a HUD. The data adds +2 1o
Diagnosis rolls made for the wearer. The systerm also includes
an auto-injector and 10 doses of drugs. The user can manually
trigger it, or it can be preset to inject a specific drug if vital
Signs warrant i, e.g., 4 painkiller if injured or a stimulant if
tatigued. This might also be remotely controlled by a superior
officer. It could also be loaded with non-medical drugs; e.p., to
trigger berserker rage. It has its own power supply {works for a
vear on an A cell) to make it independent of suit power loss. See
GURPS Ultra-Tech for drugs.

Bartlesuit Upgrades
_ D_escript_ir_m _ TI. Wt
No Faceplat

Volume  Cost

Pow. -

Fimited Litesyistan:
_Limi;ed Llfesy§ten1

Limited Tifosyst

Q
Trauma Maintenanice
Trauma Maintenance ¢
Trauma Maintenince 10+ - $500 :

Weight, Volume, Location, Cost and Power are shown on the
table above. Extra air is per six hours of air it provides; exira
provisions are per day’s food and drink.

Upgrades must be located in (he body, except for compurers,
provisions and NBC Kits, which may go in the body or trret.

Battlesuit Performance

These differences apply to battlesuits:

Skill Required: A battlesuit over 50 of in size uses Driving
(Mecha). It 50 cf or below in size, it uses Battlesuit skill unless
1t meels the criteria for Exoskeleton skill: this means it roust
have no buill-in weapons and any body armor must be either
entirely open-frame or less than DR 30.

Handling Modifier: A battlesuit much larger than its operator
is harder to control, due to the difference in size between the
user’s limbs and those of the suit, If the suit’s Size Modifier is 3
or more greater than its pilot's, subtract (difference-2) from the
wearer's effective Battlesuir skill. This is one rcason why large
mecha use cockpits and not battlesuit systems.

NEURAL INTERFACES

[n some backgrounds, mecha may use a neural interfuce that
iinks the pilot's nervous system with the mecha controls. This
lets the user control the mecha or any ol'its systems mentally, as
it it were part of his body. Neural interfaces often figure as an
important part of a mecha story — for instance, they can explain
why a l4-year-old can climb into a mecha cockpit and pilat it
with little or no training.

An interface adds +4 to the user’s skill when maneuvering
the mecha, firing its weapons or using its electronic systems. A
ncural interface tn a “species compatible” mecha gives a further
+1 bonus to Driving and Piloting {(but not Battlesuit) skill. There
are several types of interface systems, differing in detail:

Surgical Neural Inierface (TLR): The user’s body is surgical-
Iy linked to the mecha’s controls. He can't come out! Installing
a pilot takes surgery which Tequires a week’s recovery, It takes
half as long (and costs half as much) to remove a user.

Interface Web (TL9): Using this system requires the user (o
remove clothing, attach interface wires with electrode disks to
All areas of the body and don a special crown or helmet. This

takes 15 seconds. The user’s body is then “put to slecp” and his
fervous sysiem synchronized with the mecha, taking three more
seconds. He is then ready to control it. To leave the weh takes
the same amount of time: three seconds to shut down the inter-
face and wake up, and 15 seconds to remove the connections (in
an emergency, they can be ripped out in two seconds, but the
interface can’t be used again unti! repaired).

Auto-Interface Web (TL9): As above. but autoinated, cyber-
netic cables whip about the user like snakes, removing clothing
and attaching themselves, which takes only threc seconds, plus
another three scconds to synchronize. The detachment proce-
dure is just as swift.

Socket Interface (TL10): The mecha comes with a cable jack
that plugs into the skull sockel of anyone with an implanted
neural interface (see Inrerface Jack, p. CI26). Tt takes two sec-
onds to connect or disconnect the jack,

Neural Interfuce Helmer (TL10): A compact neural interface
helmet is built into the mecha’s cockpit or into the wrret of a
battlesuit, The user is connected when he puts the helmel on.
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which tikes lwo seconds. In a battlesuit, the helmet is part of the
suit’s helmet and connection occurs after a sccond of disorienta-
tion.

Induction Field (TL10): The user simply enters the mccha,
turns on the system and is interfuced. No surgery, implants or
helmets are required.

A neural interface is udded immediately after the cockpit or
battlesuit system is installed.

Neural Interface Table

Type T Wt Vol Cost Power
Surgieil: Interface g 20 . 04 0 510,000 - neg.
Interface Web 9 25 05 8520000 neg
Auto-Interface Web -9~ 50 17 $40,000- neg,
Socket Interface o 0 0 3500%  neg.
Neural Interface Helmet 10~ 3 0.06 $10,500 . neg.
Induction Field 10 25 05 $5,000  neg.

* User needs an interface jack implant: the operation is
$50,000, und it takes two weeks to recover (see p. CI26).

Weight, Volume, Cost and Power are per cockpit or battlesuit
system. Halve cost one TL afler the system appears and halve it
again two or more TLs after it appears. The system must be
located in the same location as the cockpil. In a battlesuit, it
muist go in the body il a surgical interface, interface web or
auto-interface web, or in the turret if a neural interfuce helmet.

The TL shown is only a guideline: the GM can rule that inter-
face systems appear at higher or lower TLs than those listed.

Interface Options

Any interface type can be built with one or mare of these
oplions. In some backgrounds, aff neural interfaces will auto-
matically have one or more of these optiens. For instance, if the
GM wants interfaces to be rare and dangerous, they can all have
[cedback loops. Unless noted, these options don’t affect cost,
weight or volume. However, the GM may rule thal hostile.
weaker or leedback loop interfaces are half cost, or available a
TL or two earlier.

Interface-Only: The mecha cannot be turned on and operated
except by a neural interface — it lacks physical controls, or they
must be used in conjunction with the *face.

Interfuce Lock: This an interface that is programmed to only
accepl a user who has a specific genetic (or maybe personality
or brainwave) pattern, or which requires a specific advantage
(e.g., Intuition or Magery) to use. Some locks are attuned to one
or more individuals {e.g., the mecha’s creator), while others rec-
ognize family gene-lines. The “user list” can be hard-wired into
the sysiem (making it impossible 1o change); otherwise, any
interfaced user can alter the lock’s parameters. An interface lock
is usually combined with “interface-only.”

Hostile Interface: Using the interface to control this particu-
lar mecha is a disturbing or insanity-inducing experience. Make
a Fright Check at -5 when the interface iy first activated, and
roll again every minute il is used. Users with thc Interface
Talent advantage (p. 34) need only make a Fright Check once,
at no penaltly, the first time they interface with that particular
mecha.

Feedbuck Loop: The interface bonds the user so tightly with
the mecha that he suffers injury if the mecha is damaged. For
every full (mecha body HP/10) hit points the mecha loses, the
user alse loses 1 hit. If the interface is telepathic (see below),
this occurs even if he’s interfaced but vuiside the mecha!l
However, the interface is more sensitive: the user gets an extry
+1 bonus to skill.

Weaker interface: Tnstead of +4 to skill, it gives only +1, +2
or +3 to skill. I you like neural interfaces but want them to be
less of a factor in the game, use this option.

Telepathic Mterface: This device fits the mecha with psy-
chotronic circuits that enable a telepath to control it It is also
typically fitted with interface lock. When inside the mecha and
interfaced, the telepath gains the same effect as a neural inter-
face, cxcept that instead of a +4 skill bonus, the bonus is his
Telecontrol skill/4, rounded down. Moreover, when outside the
mecha, the psi can remotely operate the mecha at up to his nor-
mal Telepathy range! Doing so requires Lotal concentration.
Treat the psi as if he were on board, piloting the mecha through
a neural interface, except that he gains no skill bonus from the
interface and any skill he is using via the mecha (Pilot, Gunner,
et celera) cannot exceed his Telecontrol skill. A telepathic inter-
face is Sx more expensive (100x il a socket interface).
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EXOTIC WEAPONS

Nuclear Missiles (TL8)

Nukes are the ultimate weapon that a realistic mecha can
carry. In some armies, even battlesuit troopers may be issued
them. In others, they are “doomsday™ devices. under strict con-
trol.

A medinm or heavy missile {at TL&+) or light missile (at
TL10+) may have a tactical nuclear warhead. A one-kiloton
vield warhead does 12dx2,000,000 damage. For every 128
yards from the impuact site, divide concussion damage by 4. Add
$36,000 to CPS.

A heavy missile (at TL8+) or medium missile {at TL11+)
may have a stralegic nuclear warhead. A 100-kiloton nuke does
12d%200,000,000 concussion damage. For every 512 yards from
the impact point, divide the damage by 4. Add $48,000 to CPS.

The additional ammo cost is halved at TL9-14 and halved
again at TL15+.

Nuclear warheads produce radiation and (il the fireball
touches the ground} radioactive fallout; see p. CIT145 for
details, or improvise the effects! Anyone in a sealed vehicle or

o8

suit will be fairly safe, bul the GM can impose lingering deaths
on unprotected victims,

Omni-Beam Projector
(TLO)

This is a weapon that combines multiple beam weapons into
one unit. It can only use one beam type at a time, buf its user can
decide which to fire before attacking. An omni-beam is lighter
than buying multiple individual weapons, but more expensive.

To build an omni-beam, select at least two specific beam
weapons; e.g., heavy x-ray laser and light Mamer. Plasmablades,
forcchlades and plasmafausts can also be chosen. Each is a
“subcomponent weapon.” The omni-beam’s weight is the
weight of the heaviest subcomponent weapon (or one of them, if
all are equal weight) plus 20% the weight of the other subcom-
ponent weapons. The same applies to volume. The cost is fwice
the cambined cost of all weapons! The power consumption and
combat statistics are based on the weapon mode being used.
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In combat, the user can decide which beam to usce before
attacking. Switching doesn’t requite a maneuver unless a plas-
ma or force blade is chosen, in which case a Ready maneyver is
required to turn it on, though no time is needed to deactivate it.
While a forceblade is on, it can be used to parry, but using a dif-
fesent beam deactivates it; another Ready maneuver is required
before it can be used Lo attack or parry again.

LCombiner Beams [TL9)

A beam weapon can be built whosc components are split
evenly between two (or more) mecha. It can only be nsed when
the mecha are in physical contuct to establish 4 power connec-
tion. The advantage is that mecha can carry weapons too lurge
for them to handle individually. The pilots of mecha with com-
biner beam wcapons are often siblings, perhaps twins; the
weapon symhbolizes their fraternal bonds.

A power connection is achieved by physical contact between
the mecha — usually by linking hands. The beam forms as a
power discharge from both mecha and combines into a single
beam. Only aimed attacks can be made with a combiner beam,
and neither mecha may move on the turn they attack.

To make an attack, each gunner must roll to hit. Use the [east
successtul roll to determine whether the beam hits. Results of
critical failures apply to both mecha. The energy drain from fir-
ing the weapon is split evenly between the mecha.

Combiner beams can also he used if the mecha are designed
to combine together (p. 106). In that case, it is simply treated as
an ordinary weapon, without the restrictions given above, and
only cne attack roll is made, by the combined mecha’s gunner,

To build a combincr beam weapon, decide what beam
weapon will be instulled. Choose how many parts., usually two,
the weapon will have. The weight, volume, cost and power of
each component is equal to that of the original divided by the
number of parts. One component is installed in each mecha.
There is no extra cost.

Wave Projector [TL9)

This option modifies a beamn weapon to generate a fan-
shaped wave of energy. In realistic campaigns. only flaner or
plasma beams can be so modified. In cinematic games, any
beam can be.

The arca of effect starts out one hex wide. and its width
increases by one hex to the right and lefl lor each hex of dis-
tance until it reaches the fan's maximum width. Targets within
the fan-shaped arca are not hit antomatically; the attacker must
roll to hit (or miss) each individual target in the area. If the
weapon has RoF 2+, it can fire multiple cnergy waves in a
turn,

The weapon has a fan with a maximum width of one vard per
+10% Lo weight, volume, cost and power. However, the energy
wave projecter has one-quarter the weapon's normal range.

This option is recommended for creating cinemalic “main
guns” for colossal super-mecha. Just take a big particle beam or
flamer and augment it with a [00-hex-wide energy wave: the
weapon will be about 10 times larger than normal, but will be
very effective against massed enemies . . . or cities!

Barogue Weapons (TL9)

These are science-fantasy weapons that super mecha might
usc in over-the-top campaigns, or in fantasy or steampunk sct-
tings. The TL is arbitrary — feel free (o adjust it up or down to fit
the campaign.

Lightning Cannon: This weapon [lings lightning bolls! Metal
armor provides only PD 0, DR 1. If any damage penetrates the
DR of a machine (like a mecha, robot or vehicle), it must roll 3d
vs. its HT. Failure means its electrical systems short out, instant-
ly disabling it for minutes equal Lo the amount failed by.

Wind Cannon: Tires a blast of air with the concentrated force
ot a hurricane! No attack roll is needed. It covers a cone-shaped
area of effect, starting one hex in front of the weapon and
extending out one hex in either direction for each hex of range.
The attack aufematically hits everyone in thut cone unless they
can use a retreating dodge to escape the area of effect. A wind
cannon’s damage counts as a hand-to-hand crushing blow for
cawsing knockback. Even though full damage is counted for
knockback purposes, the actual damage inflicted is only 1 point
for every yard the subject is knocked buck.

Power Lens: This device acls as an amplifier for the power
ol @ mecha pilot who can use jet or missile spells or super pow-
ers. To design it, choose one spell or super power it can magnify
(e.g.. Fireball spelly and the amplification (e.g., x10). If the pilot
uses thal spell or ability from within the mecha, damage and
range are multiplied by the amplification.

Vibro-Cannon: This hideous weapon causes the target to
vibrate rapidly! Neither PD nor DR of armor protects against it,
[nstead. subtract 1 from the damage for every full 1,000 lbs. the
larget weighs. as larger things are harder Lo vibrate. Deflectors
and force shields protect fully, and force screens protect at one-
tenth their normal DR. Optionally, a vibro-cannon may rely on
sonic vibrations or musical notes; such weapons will not work
mn vacuum.

Flamers (p. 66) also make good baroque weapons.

Lreating Barogque Weapons

Lightning Cannon: Use any TLY+ blaster or particle beam,
but chunge Type to Cr. and give it half damage and range.

Wind Cannon: Use any flamer or plasma weapon with RoF
1, but change Type to Cr. and divide range by 10,

Power Lenses: These arc 2.5 lbs., take up 0.05 cf, cost
$1,000 and require 1 kW, all multiplied by the square of the
amplification.

Vibro-Cannon: Use any flumer or plasma weapon, but
change Type to Cr., and give it 1/5 normal damuge and range.
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OTHER ADVANCED COMPONENTS

CLontragravity (TL1Z2)

Contragravity (CG) is a means of artificially “screening” a
mecha against a planet’s gravity lield, negating some or all of its
weight. Not all backgrounds will have CG, since if it exists,
there is little justification for giving a vehicle legs. However,
many cinematic mecha designs use CG anyway!

Tf the mecha has contragravity, decide how many pounds of
lift the CG generator provides. In order to fly, the lift should
exceed the mecha’s expecled final weight, This lift is cumula-
tive with the vectored thrust ol a thruster — e.g., a 10,000-ih.
mecha could fiy with 4,000 1bs. of CG 1ift and 6,000 Ibs, of
thrust.

Note that CG cannot propel the mecha, only lift it, but a CG
generator is more efficient than thrusters for this purpose. A mix
of CG and thrusters is a very cost-effective design option. A CG
mecha usually uses TL11+ reactionless thrusters (p. 80), but
other types are fine. It’s also possible 1o use no thrusters — the
mecha would be able to jump long distances, or drift in the
wind. Weight, volume and cost of a CG generator depend on
TL:

Contragravity Table
TL Weight Cost Power
12 LAL000) + 207 $(LIfM0Y + $2,500 Litv1.000 kW
13+ (Lift/2,0000 + 10 $(Lift/200) + $500  Lift/1,000 kW
Weight, Cost and Power are based on the gencrator’s pounds
of lift. Volume 1s weight/50 cf.
Location: Contragrav gencrators may go in the body or in
pods.

Personal Teleporter [(TL16)

Some ultra-tech mecha are equipped with devices that allow
them to teleport! These warp space around the mecha: it can
vanish and reappear instantly at its destination, without crossing
the intervening space. In some settings, these devices are TL12-
15.

A personal teleporter is a component, rated for ils jump
capacity. The jump capacity must be equal to or greater than the

mecha’s loaded weight for it to lunction. It's a good idea 1o
keep to a larget weight when designing teleporting mecha!

Choose the jump capacity (minimum is 2,000 lbs.) and then
determine the teleporter’s statistics as follows:

Weight is (.008 Ibs. per pound of jumap capacity.

Volume and Location; Volume is weight/50 cf. It can be
located in the body or in any subassembly except wheels.

Cost is $7 per pound of jump capacity.

Power is 18,000 kW per pound of jump capacity, required
for 1 second (i.c., 18,000 kWs of energy).

Making a teleport uses the same amount of encrgy regardless
of the distance traveled. which can be almost infinite; however,
the greater the distance, the more diflicult the navigational prob-
lem. Roll vs. Piloting (Teleportation) to leleport without a prob-
lemn. Some teleporters require a simple skill-10 rell without any
other maodifiers, regardless of distance; an alternative is to basc
the penalty on range:

Personal Teleporter Modifiers Table

Range Maodifier Range Moadifier
Aamile o0 R 000 miles e
10 miles +1 10,000 miles -2
1()0!131!68 0 i ]0&000 m‘llﬂﬁ ‘.3

... and so on. If a range is between two numbers, use the high-
er to determine the modifier. If under one mile, treat as one
mile.

Failure means the mecha misses its destination (by at least
100 yards or 10% of the distance teleported, whichever is
greater) and the teleporter burns out, It will take a few hours of
tinkering and an Electronics Operation roll to get it working
again. Critical failure causes total destruction of the teleporter s
well as stranding the mecha somewhere very far away — maybe
in an entirely different dimension!

The teleporter circuits must always cool down after a jump,
requiring at least one hour before further jumps are possible.

Space-Fold Drive (TL107); More common in anime than
hyperdrive, treat this as a teleporter, except it is uscd at -10
unless both the starting point and destination are in space.

{00000 000004000 AT

TRANSFORMABLE MECHA

A transformable mecha mechanically alters its shape, shifting
subassemblies and components like a Chinese puzzle.

Mecha usually transform for one of three reasons: 1o opti-
mize their mobility for a specific environment (for instance,
retracting legs and extending wheels while on smooth ground),
to disguise the mecha as something it isn’t, or to fold into a
compact shape that is more easily stowed as cargo.

While at first glance this seems implausible, a lot of real-
world vehicles “transform.™ As an airplanc leaves the hangar of
an aircraft carrier, for instance, it unfolds its wings, cruises
down the runway and then, after leaping into the wir, retracis its
undercarriage — having completed a “transformation” from a
wheeled ground vehicle into a streamlined aircraft. Some com-
bat aircraft can further “transform™ themselves by using vari-
able-geometry wings, folding them back to reduce drag for
high-speed [light, or forward for low-speed maneuvering.

In a sense, mecha transformations are just wilder extrapola-
tions of this: folding arms, turret and legs flush with the hody
during flight for better streamlining, or shifting wings or wheels
out of the way when the mecha needs to fight on the ground,

Designing Transformable
Mecha

A transformable mecha is built just like any other mecha,
excepl for these additions to the design process:

At Step 1 - Wheel and Wing
Subassemblies

A transformable mecha can be built with wings, wheels or
both — subussemblies that would be awkward on an ordinary
walking vehicle, but which can be folded out for usc when they
become necessary.
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Wheels: Decide if the mecha has wheels. A transformable
«~2eled mecha can fold up its legs and unfold its wheels to go
“:ster over smooth terrain like a paved road. If a mecha has

rzels. decide how many wheel positions the subassembly has:
-+ three, or any even number over three. Unlike arms or legs,
are considered part of a single subassembly,

Wings: Decide if the mecha has wings. A winged mecha can

- laster (and with less thrust) than a wingless design.
= wwever, wings severcly hamper a mecha’s ground maneuver-
..ty until folded away. A winged mecha needs two wing sub-
_-~2mblies.

At Step 3 - Wheeled Drivetrain

It a mecha has a wheeled subassembly, it should be built
-1 4 wheeled drivetrain: a transmission or electric motor that
-_m.smifs power to turn the wheels.

select the wheeled drivetrain’s motive power in kW. A

=-na thal can race along at aboul the same speed as a car or

- wrhike needs 30-40 kW per ton of target weight. If you have
-~ 2xact speed in mind, the motive power needed to reach it, per

f target weight, is KW = (speed in mph/16) squared.

4 wheeled drivetrain’s statistics are calculated as follows:

Weighe: If the motive power is less than 5 kW, the drivetrain
== zhs 7.5 lbs. per kW_ If the motive power is 5 kW or more,
= Zrivetrain weighs 30 1bs. + (1.5 lbs. per kW),

“ofume and Location: Volume is weight/50 cf, located in the

St Cost is $20 x weight.

Sower requivement is zero if the leg drivetrain’s motive

~ 21 18 higher, as the whecls aren’t used when the legs are.
- zrwise. use the difference between the whecled and leg drive-
“. = 'mative power to find the additional power requirement.

~ote that mecha drivetrains are assumed to use all-wheel

At §tep 5 - Thrusters

~ mecha that has wings can fly with considerably less thrust

- ars weight, as long as its wings are unfolded. However, if

~rust doesn’t exceed its weight, it will behave like an ordi-
-7+ planc, unable to hover in mid-air or make vertical landings
- _seoffs,

A4t Step 16 - Volume of Wings
and Wheels

Zetermine the volume of any wings or wheels the mecha has
~: - determining body volume.

- ings: Bach wing has the volume of any components placed

However, minimum wing volume is 0.1 x body volume

2 2oth wings must have the same volume. Add empty space

as necessary to fill out the required minimum volume or even-
out the wings.

Wheels: If the mecha has wheels, the entire wheeled sub-
assembly has a volume of 0.1 x body volume, This contains no
components; the entire volume is filled with the wheels and sus-
pension,

AL Step 17 - Area of Wings
and Wheels

If the mecha has wings or wheels, their area must alse be cal-
culaled. Because wings are wider and flatter than other sub-
assemblies, their surface area is doubled after it is calculated.
Thus, a 20 cf wing would have area 100, not 50,

Wings and wheels add to total and structural surface area.

At Step 18 - Structure

In addition to choosing frame strength and materials, decide
how many configurations the mecha has, and what they are. A
mecha may have two, three or four configurations. The more it
has, the more versatile, expensive and mussive the mecha will
be - see the Mecha Structure Table, p. 88.

Each configuration consists of a name (make this up!) and a
list of which subassemblies are folded. A folded subassembly is
one that is folded flush against the body.

Example: We decide a mecha with a turret, two arms, two
legs and twe wings has two configurations: “walker,” in which
its two wings arc folded, and “flyer,” in which its arms and legs
are folded.

Some special considerations apply to what combinations of
subassemblies can be folded in a configuration:

Legs: A configuration can fold some, none or alfl legs, but
configurations with only one unfolded leg are not allowed.

Wheels and Legs: A conliguration with unfolded wheels
must fold all legs, and vice versa, A configuration with all sub-
assemblies but wheels folded can be disguised as a car, truck or
cycle, depending on its size and number of wheels.

Wings: Both wings must he folded at once. A mecha moving
on the ground in a configuration that has unlolded wings suffers
a severe MR penalty. If arms and legs are folded, a mecha with
unfolded wings can pass as an ordinary airplane. Il folding
wings have pods attached to them, the pods must also fold.

Transformuble Buttlesuits: The wearer of a battlesuit occu-
pies the arms, legs and turret as well as the body. For this rea-
son, a battlesuit’s configuration must have all of its limbs and
turret folded or unfolded at once. (This rule does not apply to
master-slave suit designs, where the wearer is in the body.)

Other Considerations: The more subassemblies that are told-
ed, the more compact the mecha will be. Tn addition, folding
subassemblies reduces acrodynamic drag; this means the more




subasscmblics (other than wings) that a flight-capable configu-
ration folds, the faster it will be able to [1y! On the other hand, a
folded arm, leg or turret housing weapons or sensors is less
effective, as its arc of fire or vision becomes fixed.

Example I: The Stormhawk (p. 73} has two arms, a turret,
two wings and two legs. We decide it has three conligurations,
which we label “rapter,” “plane™ and “humanoid.”

“Raptor” — No subassemblies folded. Lets the mecha switch
quickly between moving on the ground and in the air without
having to take time to wansform; useful for combat near the
ground.

“Plane™ — Legs, arms and turret folded. This greatly reduces
drag, allowing high-speed flight, but it can’t move on the
ground. The mecha can also disguise itself as an airplane.

“Humunoid” — Wings lolded. With them out of the way, the
mecha can't fly like an airplane, but it can maneuver properly
on the ground and takes up less space in a hangar.

Example 2: The Kamen Panzer battlesuit (p. 73) has a wurret,
two arms, two legs and wheels. We decide it has two configura-
tions, “cycle” and “humanoid.”

“Humanoid” — Wheels folded, to make it species-compatible.

“Cycle” ~ Turret, arms and legs folded. The mecha can now
race along on wheels and disguisc itsell as a cycle.

Performance

A different set of performance figures must be worked out
for each configuration. Space performance will not change, but
air and ground performance can vary greatly depending on
which subassembties are folded. The normal performance ruies
are modified by the effects of configuration as follows:

Ground Performance for

Transformable Mecha

A configuration that has folded all ground motive subassem-
blies (i.e., legs or wheels) has no ground performance.

Ground Speed: Use the normal rules if the configuration has
unfolded legs, hasing speed factor on the number of legs unfold-
ed. If the configuration has unloided wheels, use the usual for-
mula but substitute the wheeled drivetrain’s motive power for
the leg drivetrain®s and use a speed factor of 16.

gMR and gSR: A configuration with unfolded legs uses the

table on p. 92 based on its number of unfolded legs. However, il

102

it hus unfolded wings, its gMR cannot exceed 0.5. Also, a folded
limb doesn’t counl loward species compatibility — e.g.. a
human-piloted mechu must have exactly two unfolded arms and
two unfolded legs to get that gMR bonus.

A configuration with unfolded wheels uses a completely dif-
ferent table to find gMR and gSR:

Wheeled gMR/gSR Table

Type of Mecha’s Bodv Volume (cf)

Motive 30 3w {04 to 301 1o 3001

System orless 160 00 3000  ormore
MR gSR gMR gSR MR gSR gMR ¢Sk gMR ¢SR

Dwheels T LIS 2R 05 g B AL W v

jwheels 152 125 3 13 05 4 025 2
4Ewhaels L3530 b 4 B4 008 4 28
8+ wheels 1 3075 3 0,5 4 05 5 025 5

There is no species compatibility bonus if moving on
wheels. I the mecha has unfolded wings, gMR cannot exceed
0.5.

Ground Move: This is found normally, based on the configo-
ration’s top speed and gMR.

Air Performance for

Transformable Mecha

A configuration with both unfolded wings and thrusters may
be able to fly even if its lift does nol exceed its weight.

Effective Motive Thrust: If the configuration has unfolded
wingy, clTective motive thrust now equals the combined thrust
of all thrusters. (Thal is, eflective weight is no longer subtracted
from motive thrust.)

Aerodynamic Drag and Aerial Top Speed: 1f the configura-
tion has any folded subassemblies subtract half their area from
surface area before calculating the configuration’s aerodynamic
drag. Then calculate top speed normally, bascd on the configu-
ration’s elfective motive thrust and aerodynamic drag.

Aerial Maneuver Rating: I the configuration has unfolded
wings, a different formula is used to determine its aMR:

aMR = (Whp/Lwt.) x (TL+1) x 30.

Where Whp is the sam of both wings® hit points, Lz, is
loaded weight in pounds and 7L is the tech level of the wings.
Round (o the nearest half or whole number.

Aerial Stability Rating: Calculate aSR normally, but add +1
if the mecha has unfolded wings (unless it also has radical
stealth).

Flight Move: Calculate Move normally, based on the config-
uration’s top speed and aMR.

Stall Speed: A conliguration with unfolded wings will have a
stutl speed if the sum of its thrust and contragrav lift is less than
its weight. The configuration must be able to reach stall speed in
order for its wings Lo provide enough lift to fly. Once it is air-
borne, it cannot fly slower than this stall speed without stalling,
which means it will lose control and start to fall out of the air.

Stall speed depends on the configuration’s lifr area. This 1s
found by adding the cntire combined surface area of both its
wings to 10% of the area of the body. Use lift arca and the for-
mula below to calculate stall speed:

Stall Speed = [(Lwt. - Lift)/Lift Arca] X Sl x 2 mph.

Where Lwt. is loaded weight in pounds, Lift is equal to the
sum of contragravity lift and vectored thrust and S/ is 1 il no or
“fair” streamlining, 1.05 if “good” streamlining, 1.15 if “superi-
or” or 1.3 if “radical.” Round stall speed to the nearest 5 mph.

Advanced MWecha Construction




Other Configuration
Effects

In addition to altering performance, the new configuration may
resirict how certain subassemblies or components function:

Using Arms, Turret and Legs: When folded away, these sub-
assemblies can’t move or rotate. Each folded subassembly —
including the turret — is locked into one facing, which must be cho-
sen when the mecha is designed. Any ranged sensors or weapoens
that are mounted in a folded subussembly still work, but they can
now only fire or look in (he direction the subassembly is pointed.
Melee weapons in folded subassemblies cannot be used at all.

Using Hand-Heid Weapons: A hand-held ranged weapon that
was held by an arm that was [olded during the transformation is
still held, but is locked into the same facing as the arm, and may
only fire in that direction, A hand-hcld melee weapon held by a
folded arm cannot be used.

Auto Disguise: A mecha with wheels unfolded and all other
subassemblies folded can be mistaken for a wheeled vehicle: a dirt
hike (two wheels), powered uike (three wheels), car or van (four
wheels) or truck (six or more wheels). A folded turret forms part
of a cab. A mecha whosc wheels and turret were unfolded might
be mistaken for an armored car.

Battlesuit Systems: When a battlesuit (excepl a master-slave
design) folds arms, legs and turret, the suit’s body opens up to
form a cycle seat and the wearer find himself riding it. He is com-
pletely outside its structure and armor. When it transforms back
into a species-compatible configuration, the mecha instantly
enfoids the rider in the process, who is now wearing the battlcsuit
again.

Activating a _
Transformation

Transformation between configurations can be initiated by
the mecha pilot at the start of any turn, and takes two seconds to
complete. On the first turn, the mecha is assumed to be in the
configuration it was in before transforming; on the second, it is
in the configuration it is transforming into. At the stari of its
third turn, it has fully transformed.

In the two sceonds a mecha is transforming, it can move, but
cannot jump, attack or change facing or direction. A transforma-
tion can’t be aborted once started! A transforming mecha can
use active defenses normally, bul some configurations will pre-
vent some defenses; e.g., a configuration with an MR under 1
cannot dodge, and one with no arms can’t parry.

EXOTIC STRUCTURAL OPTIONS

These options can be added in Step 18 — Structure.

Biomechanical Structure (T1.9): A mecha with this option is 4
living (though non-intclligent) entity, although it may also have
non-living components grafted onto it. The mecha is self-maintain-
ing and heals 1 hit point per day for its body and cach subassembly
on a successtul HT roll. However, it can also become infected with
discases (GM’s option). This option multiplies the strucreral cost
of the mecha by 1.5,

Living Metal Structure (TLI3): This gives (he mecha a structure
built of living metal, a nanotech material that is capable of regengra-
tion. The tiny “nanobots™ contained within the living metal structure
repair damage to the mecha at 1 hit point per hour (as long as it isn’t
utterly destroyed). They also perform routine maintenance and
repait other components. If the mecha has ablated or damaged
armo, this also regenerates at the same rate. A living metal structure
enables the mecha to dispense with regular internal and external
doors — it “opens™ a hole to allow access, then seals it afterwards. A
living metal structure cannot be combined with a biomechanical
structure. Double the structural cost of the mecha.

Foot Rollers (TL8&)

Legs can be fitied with small, semi-retractable rollers in their
feet, allowing the mecha to move swiftly over smooth ground as
if on roller skates. Foot rollers are added alter Step 18, once the
mecha’s stroctural weight and cost have been calculated.

Weight: 0.05 x (combined leg area of mechastotal area of
mecha) x mecha structural weight.

Cost: $100 times their weight,

Weight and cost are for @/l the mecha’s rollers; there is no
significant increase in volume.

Using Foor Rollers: A mecha pilot can decide to extend and
usc them at the start of any turn that the mecha is walking on
flat, hard-surfaced ground. such as a floor or paved road. Using
foot rollers modifies ground performance with legs: +20 mph
ground speed, +10 to enhanced Move, -1 gSR. A mecha’s
Dodge when using foot rollers drops to Battlesuit/3 or Driving
(Mecha)/3.
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ARMOR OPTIONS

Armor and Facing

On some mecha designs, extra DR is added that protects a
particular face of a body or turret, rather than the entire location.
The faces are front, back, right, left, top and (except on a turret)
the underside. Use only one-sixth the normal surface area of the
locatiom o calculate such armor’s weight and cost. The armor
will only protect against attacks from that direction.

Open-Frame Armor

Any kind of armor can be an open framework, much like a
roll cage. This is common on labor mecha and exosuits. It pro-
tects normally vs. collisions, falls, rolls or swinging melee
attacks, but has only a 2-in-6 chance of protecting vs. thrusting
attacks, beams, arrows, bullets or other small missiles, It has no
effect at all against flamer or flamethrower altacks or explosive
concussion damage. Open-frame armor has 1/5 normal weight;
as cost is based on weight, this will make it cheaper,

A mecha with open-frame armor cannot also be streamlined,
walerproof or sealed.

Cheesecake Armor

Battlesuits may be built with “cutaway panels™ on the arms,
legs and torso. Ostensibly, this is to reduce the weight of the
suit. Actually, it is used in gladiator or superhero battlesuits to
provide a better view of the wearer's physique!

Cheesceake armor on body, arm or leg subassemblies weighs
half as much. Tts PD is -1 and its DR has only a 50% chance of
protecting vs. an attack. Cheesecake armor on the arms or legs
always protect against damage to hands or feet.

A suit using cheesecake armor cannot be sealed or water-
proof, and may not have life support unless it has a deflector
screen.

Compound Armor
It is possible to layer a body or subassembly with different
types of armor: for example, metal armor with an additional

layer of ablative armor underneath. Layered armor DR is added
together, but kecep track of the individual DRs of the layers
because of their special characteristics. E.g., if DR 25 laminate
armor is layered over DR 20 metal armor, the laminate DR is
doubled against shaped-charge attacks, but the metal armor’s
DR is not.

If ablative armor is layered under other armor and is
destroyed, the armor atop it will alse be destroyed!

Exo-Armor Husk

An exv-armor husk is a second, outer layer of armor that is
attached to the mecha by explosive bolts. In an emergency, it
can be blasted off to reduce weight. This is useful for situations
where speed is more important than protection — ¢.g., racing to
the tescue, pursuing an arch-enemy or making a quick getaway.

Buy it exactly like a second layer of armor covering the
entire mecha, but add 10% to its weight (which will increase its
cost by 10% as well).

Calculate two sets of DR and PD: one with and one without
exo-armor. When the mecha is complete, calculate two sets of
weight and mass figures: one with the exo-armor husk’s weight
included and one excluding it. Do the same for any performance
calculation in which the mecha’s weight or mass is important.

Using Exo-Armor Husks: Normally, the mecha functions
nsing the “with exo-armor” statistics. However, at the start of
any turn, the pilot can jettison the exo-armor. Switch Lo the
“without exo-armor” sels ol statistics for PD. DR and perfor-
maunce. An exo-armor husk that has been ¢jected is considered
destroyed. A new husk can be added at 50% of the cost ol the
original, since the connections, et cetera are still there.

Defensive surface features like steaith do not function until
the exo-armor is ejected. {Optionally, the mecha’s defensive
surface featurcs may be attached to the exo-armor husk. Add
their weight to the husk; this weight will be shed when the husk
is ejected. but the defensive features will be gone L0o.)

EXOTIC SURFALE FEATURES

Psibernetic Web [(TLY)

A mecha can only be given this option if it has a neural inter-
fuce system. A psibernetic web covers the mechu with a surface
web of psi-reactive material, enabling it to function as an exten-
sion of the user’s body with respect to psionic powers,

Design: This is a surface feature, like a stealth system. It
consists of two parts. First, the ncural interface system of the
mecha is 53 times more expensive {100 times more if a socket
interface), unless the mecha already has a telepathic interface.
Second, the psibernetic web itsell weighs one pound per st of
the mecha’s surface area and costs $1.000 times the mecha’s
area. Thesc costs halve at TL10 and again at TL11+.

Use: For purpose of psionic abilities, the mecha’s body is
treated as the pilot’s; so if a psi power requires a touch, contact
with the mecha is enough for it to work. It also means (for
instance) that 1 Mind Sword blow that hits a psibernctic
mecha’s leg effectively strikes the pilot’s leg. (Areas that don't
match the pilot’s body, like wings, are treated as touching his
torso.} This can also extend to magical attacks hitling the
mecha, if they affect the mind or soul.

Some psi skills that normally affect only the user’s body now
affect the mecha. This is the result of the scll-image of the wear-
er and mecha becoming one. Only a few skills are atfected, but
the results are dramatic!
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Energy and PK Shield: The shicld covers the entirc mecha.
Also, if the mecha has 10 or more body hit points, the shield is
strongert: it provides DR equal to the mecha’s (body hit
points/190) rounded down per level of Power!

Levitation: The entire mecha levitates. Instead of getting an
ordinary +10 bonus to PK Power for purposes of levitation, add
a bonus (p-5). where p is the minimum PK Power needed 1o lev-
itate the mecha’s weight. Thus, Power 5 or more can levitate the
mecha. Higher Power allows [aster flight.

Healing: The user can heal the mecha as if it were his own
body. Another psionic healer touching the mecha can heal the
mecha or the user as desired,

Surge and Dampen: The psibemetic web makes the mecha
immune to these two psionic attacks.

Photokinesis: If the pilot uses this 1o blur himself or turn
invisible, it affects the entire mecha.

Aspecr: The entire mecha radiates the Aspect.

Mind Sword: This ability can only be used from within the
mecha if it has 2 manipulator arm, but the mind sword’s rcach is
now Lwice the reach of the mecha's arm. Damage is the same,
but since it can reach through DR, this isn’t much of a problem
— the reach should allow the mecha-piloting psi to slice into a
non-psibernetic mecha’s cockpit to affect the enemy pilot
{whose Mind Shield will protect normally).

Autoteleport and Combar Teleport: The entire mecha tele-
ports with the pilot!

Skills listed here that are not in the Basic Set arc described in
GURPS Psionics. Note: Astral Projection is nor affected - the
mecha always remaing behind!

Force Fields

These systems allow the mecha to generate one or more
types ol protective force field around it, Force ficld grids are
added as part of a mecha’s surface features, just before armor is
installed. The mccha must have a power plant with enough
excess powcr left over to run the screen, or have an cnergy bank
the ficld can drain energy from. Since the power requirement of
a force field is bascd on surface area, which won't be known
until affer power systems are installed, it is a goed idea © run
the force field off an energy bank rather than a power plant.

Deflector Screen (TL11): This adds 10 a mecha’s passive
defense, warping space 1o deflect encrgy beams and physical
projectiles. Tt is visible as a laint shimmer around the mecha. It
can also keep out rain, wind and atmospheric contaminants. 1t
gives PD 8 (not cumulative with other PD).

Force Shield (TL11): Only available if the mecha has arms,
this is a deflector field in the shape of a shield. It has PD 6
(cumulative with other PD, to a maximum of PD 8) and only
protects the front of the mecha. It also be allows a Block
defense at Force Shield skill/2.

Force Screen (TL12): Surrounds the mecha with a barrier
that provides damage resistance (DR). It does not increase PD,
but may be used with deflectors. Its DR is always applied before
armor DR. Force screens don’t hamper the mecha’s own fire.

A force screen can be overloaded by a powerful attack. If the
damage from a single hit (or total burst damage from an auto-
matic-fire laser) exceeds half the screen’s DR, the force screen
gains an “energy level”; if the damage exceeds the force
screen’s DR, it gains two energy levels. The screen will often
glow, climbing up the spectrum from red to violet as it gains
energy levels. Upon gaining eight levels, it overloads, and the
generator melts and is desiroyed.

A force screen sheds one energy level every 10 seconds,
radiating encrgy in the form of neutrinos and visible light. Tt
cannot be turned off safely until it has shed all accumulated
energy levels, If turncd off prematurely, the shield generator
overloads and is destroyed.

Force screens do not block slow-moving objects (under a few
yards per second), so one can (slowly) walk through a screen.
They can’t be penctrated by active sensors (such as radar or
ladar), although the presence of the {icld can be detected.

Force Field Grid Table

Type TL Weight Cosit Poawer
Deflector:« 0l 0L 828036
Deflector 12 0.05 $125 3.6
Deflector 0 134 0 Q025 8IS R ¢
Ferce Screen 12 0.004 $5 0.01
Foree Scréen. 013 0002070 8250 00
Force Screen 14 0.002 $1.25 0.01
Force:Scredn: 18777 - 00005 - CUBE625 LT 001

Multiply weight, cost and power requirement by the mecha’s
total surface area. For force screens, also multiply weight, cost
and power by the desired damage resistance of the screen. Thus,
a screen with DR 1,000 has 1,000 times the listed weight, cost
and power requirement per sf. Minimum force screen DR is
100.

Force shields have half the weight, cost and power of detlec-
tors. They must be designated as built into an arm.

OVERLOAD BOOSTERS (TL10O)

An overioad booster is a system that allows all propulsion,
energy weapon and force ficld systems to perform at far greater
than normal efficiency for a brief period of time — at the cost of
eventually burning them out!

Design: Add this system alicr the mecha has been totally
designed but before price has been calculated. [is cost equals the
combined cost of all leg drivetrains, arm motors, thrusters, beam
weapons, built-in contact energy weapons (plasmalausts, force-
blades, ct cetera), power plants, energy banks and force fields.
The system has no weight, volume or power consumption, nor
does it have an actual “location.”

Use: The overload booster can be activated at the start of any
turn, with the following eftects:

1. The mecha’s Arm ST is doubled.

2. The mecha’s MR, speed, Move and (if using GURPS
Vehicles) acceleration scores are increased by 50%.

3. The damage of all built-in beam and contact energy
weapons (plasmafausts, plasmablades, forceblades, ot cetera)
doubles!

4. The DR of any force screens the mecha has doubles.
Deflector or force shield PD is +1.

5. The mecha begins to hum with power. In over-the-top
style games, it may glow with energy.

The overload hooster can be operated for as long as desired.
However, each turn it is in use, roll Id. On a 6, total overload
occurs, Circuit breakers pop, sparks fly and the mecha loses its
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bonuses. Worse, until the mecha has been repaired, it takes
these penalties:

L. The mecha’s Arm ST is 2/3 normal.

2. The mecha’s MR, speed, Move and acceleration scores are
decreased to 2/3 normal.

3. ATl beam weapons and contact energy weapons cease to
function.

4. All force screens and deflectors cease to function.

5. The overload booster wiil not work.,

The damage can be repaired by shutting down the mecha and
reptacing blown circuits, black boxes, et cetera. No actual physi-
cal damage was taken, so this requires Electronics Operation
skill; roll cvery 4 hours Lo gel things working properly again.

Empathic Overload Booster
[(rLin

This is a specialized version of the overload booster,
designed to convert emotional energy into raw power. The
mecha psychically synchronizes with its crew and temporarily
exceeds its normal operating parameters in extreme circum-
stances. It is only suitable for over-the-top campaigns! A good,
cinematic example of this kind of booster can be seen in the
anime Iczer One,

Design: An empathic overload booster can be added Lo any
mecha with a neural interface systeni, It costs the same as an
overload booster (above), plus an extra $1,000,000, A mecha
can have both empathic and regular overload boosters — their
cffects, if used together, are cumulative.

Use: The device can be triggered if any of the mecha’s crew
can couple a powerful emotion, like love, with a burmning need for
more power. Simple fear of one’s own death is not enough Lo trig-

ger il - what is required is something like an urgent desire to pro-
tect or avenge a loved one. The GM decides whether a character’s
feelings are strong enough o trigger it If so, roll vs. the user’s
Will-4 see if it is triggered. with a +2 honus {or characters with
Empathy and a +2 if Dependents or a Sense of Duty are involved.

Success: 1f the Will roll succeeds, the user successfully syn-
chronizes with the empathic booster. The mecha glows with
power as the booster channels and amplifies the pilot’s emotion-
al energy, supercharging the mecha’s energy systems exactly
like an overload booster (p. 105). Unlike an overload booster,
the effects endure for the length of the crisis and there 18 no
damage 1o the mecha afterward!

Failure: It the Will roll fails, the character can’t try again
until the sitnation produces even meore cmotional angst (which is
at the GM’s discretion).

Example: Akiko, pilot of the empathic booster-equipped
Zephyr Knight, is fighting her way into an enemy fortress when
a half-dozen foes arrive and bar the way! Only two minutes
remain before her lover, Sho, is due to be executed by the rene-
gade mercenary, Colonel Vulture. Akiko's player tells the GM
she thinks the Zephyr Knight’s empathic booster will trigger,
duc 1o her fear Sho will die if she doesn’t trash these new foes
quickly. The GM agrees and allows Akiko a Will roll.

Akiko has 1 Will of 13, which would give her a 9 or less. Her
Sense of Duty to Sho adds +2, for an 11. Unfortunately, she rotls
a 12! Her mecha gets no boost. She fights on anyway, but armives
a few seconds too late, and Sho is dead! Sobbing over his broken
body, Akiko spots Colonel Vulture trying to slink away in his
own mecha. She wipes her eyes and cries out that Sho will be
avenged! The GM allows another Will roll — this tme Akiko
succeeds. The vengelul Zephyr Knight glows with power and
Akiko accelerates at super-boosted speed toward her prey.

COMBINING MECHA

It's possible for two or more mecha to combine to form a sin-
-gle machine. Such designs are complex. since muliiple sets of
performance statistics are required for them when they are sepa-
rated, plus an additional set when they are combined.

Core/Shell Mecha

This is the simplest type of combining mecha, and the only
one recommended for realistic campaigns. A smaller “'core”
mecha is built within a larger mecha “shell.” The core contains
the mecha pilot, enabling him to escape or fight on in a smaller
mecha after the outer shell has been crippled or destroyed.

The Core

Build the core first as either a battlesuit or a drivable mecha,
using the normal design rules. Some core designs omit arms and
legs, and propel themselves entirely through thrusters, These
flying “escape pods™ can be armed, and will have an aerial per-
formance but no ground performance,

The Shell
After the core is [inished, build the larger shell. It is built like
a normal mecha with several exceplions:

1. The shell may not have a battlesuit system and does not
require a cockpit, since the core mecha's cockpit or battlesuit
system controls the shell.

2. The shell may omit power systems if desired, using the
core mecha’s power system. Alternatively, the power produced

by the core mecha can be used as well as any power system in
the shell, While the core is inside the shell. its power need only
be used to provide the core’s cockpit power requirement — all
other power can be diverted to the shell’s systems.

3, The shell mecha requires weight and volume in its body
for the core mecha and connections. The “core system”™ (with
mecha) is 1.2 Ibs. per pound of core mecha loaded weight, lakes
up velume equal o the core mecha’s volume and costs $3,000 +
{$20xcore mecha loaded weight). Cost halves at TL9 and again
at TL10+.

4, When the core mecha is inside the shell mecha, the combi-
nation is referred to as the “combined mecha.” The combined
mecha is controlled by the core’s pilot {and any other cere
mecha crew). The only systems the core can use whilc inside the
shell are its power systems and controls. If the core and shell
separate, the shell can function on its own if it has a power sys-
tem and has a manned cockpit or is remotely piloted by the core
mecha (see below).

If the shell can function independently of the core, it will also
need a second set of performance stalistics, minus the weight of
the core and with any changes that might be required duc to the
loss of the core systems.

Core/Shell Mecha in Play

Damage (o the combined mecha affects only the shell, not
the core, with one exception: if an explosion or fire does dam-
age that penetrates the DR of the shell’s body, one-quarter of
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that penetraling damage is also inflicted on the body of the core
mecha. The core’s DR protects against this damage, however.

The core can separate from the shell (or its wreck) al any
time. This takes two seconds and splits the mecha inlo indepen-
dent shell and core; a hatch slides open. magnetic bolts are
releused and out pops the core. Once independent, the core's
statistics are those of the original core mecha design. The core
and shell may rcjoin into a combined mecha, This reyuires con-
tact and Lakes two seconds.

Remote Control: The shell can be remotely operated if’ the
core remains in communicator contact with it and runs a
Datalink program. As the systems for controlling the shell are
alrcady in place, no other hardware or software is required.
However, if the pilot wishes to control both core and shell at
once, all ol his mecha-related skilts will be at a -2 penalty.

Super Combining Mecha

A group of mecha (called “sub-mecha™) can be designed to
combine into a single, larger mecha (called the “combined
mecha}. To design such a mecha, follow the steps below:

First, choose the combined mecha’s subassemblies as if you
were designing a normal mecha, Next, design cach of the sub-
mecha using the standard rules, but observing the following
restrictions:

L. Each sub-mecha will be assigned either to one of the com-
bined mecha’s subassemblies or to its body. Any number of
mecha can be assigned to a given limb, but at least one must be
assigned 1o the body, and nonc can be assigned to wheels or
wings.

2. Any subassembly that does not have at least one mecha
assigned to it (including wheels and wings) must have a sub-
assembly of the appropriate type assigned to il from one of the
sub-mecha that forms the body; e.g.. if the combined mecha has a
turrer and no sub-mecha are assigned to it. the wrret of one of the
mecha forming the body must be assigned as the combined
mecha’s turret,

3. Fach sub-mecha must have a transformable structure (sce p.
88), and one of its configurations must be set aside as its “com-
biner configuration.” This conliguration must have all of its sub-
asscmblies folded, unless that subassembly has been assigned as
one of the combined mecha’s subassemblies. The system neces-
sary to combine the mecha is integral to the mecha’s transtorming
structure.

Find the volume of each of the combined mecha’s subasscm-
blies by adding together the (olal volumes of all sub-mecha
assigned to that subassembly. If a sub-mecha’s subassembly is
assigned as one of the combined mecha’s subassemblies, use its
volume instead. All of the mecha’s legs must have the same vol-
ume, and their total velume must be at least 60% of the body’s.
Likewisc, its wheeled subassembly and each of its wings must
have at least 10% of the body’s volume. IT these conditions aren’t
met, redesign the sub-mecha which muke up the legs or provide
the wings and wheels.

Lfombined Performance
Use these rules when the mecha have combined:
Combined Statistics: The combined mecha's empty and loaded

weight and mass are equal (o the sum of the respective statistics
of all sub-mecha. The same is true of combined volume, which is
used to find a combined Size Modifier. Don’t work oul a com-
bined HT, however. Calculale dimensions by plugging the vol-
umes of the combined mecha into the applicable formulae on p.
91. The combined mecha’s Arm ST is found by adding together
the ST ol every body and arm of the sub-mecha assigned to the
arm in question.

Combined Ground Performance: The combined mecha’s
effective motive power is found by adding together the motive
powers of every drivetrain found in the mecha’s legs, plus 0.002
kW x the total ST of every arm motor found in the leg. Calculate
ground performance using this motive power and the combined
mass. Streumlining is the lowest among all the sub-mecha form-
ing the combined mecha. gMR and gSR are based on the com-
bined body volume.

Combined Aerial Performance: This is also based on the new
combined statistics. Motive thrust and contragrav lift from all the
combined mecha are additive. Aerodynamic drag is calculated
individually for each of the sub-mecha, then added together.

Combined Space Performance: This is based on the combined
weight of the mecha and the total thrust of all space propulsion
systems.

Stealth. IR Cloaking and Chumeleon Systems: If the mecha in
the combination have different levels of any of these systems, the
teast effective system is used; e.g., if one sub-mecha has basic
stealth, one has radical stealth and onc has none, the combined
mecha has no stealth.

Transforming: The sub-mecha cannot transform once com-
bined.

Super Combining Mecha in Play

Combining: All the mecha in a combination nwst move into
contact 1o combine. If flying, the GM can require skill rolls to
avoid collisions! Combining requires activating various physical,
magnetic or nano-locking systems and takes two turns, during
which the mecha can do nothing else. Combining is impossible if
any of the sub-mecha has a disabled body. A core/shell mecha
must be joined together before it can form its part in a combina-
tion.

Control: The combined mechu is piloted by one of the sub-
mechy, designed when the mecha is built. The other crews, if any.
may operate ranged weapons, communications, ECM or sensors
allocated to them by the command pitot. Note that it is possible
for some mecha in the combination to be unmanned: they simply
become non-functional when they are not combined.

Combat: The attacker decides which combined mecha tocation
to targel. If a location contains multiple sub-mecha, determine
randomly which sub-mecha is hit; damage is resisled by that sub-
mecha’s body DR and is applied to its body hit peints. If the body
of any sub-mccha is disabled, the combination breaks up.

Separating: Any of the involved mecha pilots can choose to
break up the combination. This takes one lurn. After separation,
the mecha end up adjacent one another.

Energy and Fuel: These can be transferred between mecha
while connected (fuel is limiled to 190 gallons/minute).
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EXOTIC TECHNOLOGIES

These rules drastically modify the way mecha are built,
Decide whether they will be used before the design is started.

Enerqgy Exosuits [TLIZ2+)

At very high tech levels, a battlesuil can be made largely of
cnergy fields rather than matter. A suit like this has a small
physical connection o the wearer — a beit or harness — while its
remaining components are composed entirely of energy and
remain insubstantial when not in use.

Encrgy exosuits appear in several comics and novels. The
most detailed descriptions are in Fred Sabethagen’s Berserker
Mun and Greg Bear's Hardfoughi.

An energy exosuit is built exactly like a normal battlesuit
except:

1. It cannot have any weapon thal requires ammunition.

2. It cannot have any thruster or power plant thal requircs
fuel or reaction mass.

3. It cannot have any cargo.

4. It has an “energy structure.” There is no extra cost (but see
below), but divide structural weight by 10.

5. It cannot have any armor, which is why it is an “energy
exosuit” rather than a battlesuit!

6. It must have a deflector field generator (p. 105), which
provides the “web” that holds the suit together. It usually has a
force screen as well, to prolect the wearer.

The energy exosuit is generated by a “harness.” The harness
is built after the mecha has been built and its weight and price
statistics determined. Decide which of two styles the mecha
uses:

Buasic Harness: This consists of bands round the chest,
ankles, neck and wrists that generate the field. Each band is
packed with sophisticated circuitry. I the suit has a neural inter-
face system, it may have no controls. Otherwise, it has an on/off
control on the belt. The harness weighs 2% of the loaded weight
of the mecha, with most of the weight in the belt. It costs 10
times the battlesuit's cost.

Compact Harness: As above, but requires only one set of
connection points — ¢.g., pair of wrist bracers or a belt — to gen-
erate the field. Harness weight is 1% of the battlesnit’s weight,
harness cost is 20 times the battlesuit™s cost.

The harness’ weight does not add to the suit's weight; the
harness becomes the suit when it is activated.

Only light clothing like swimwear, a body stocking or a
supcrhero costume can be worn under the harness. (This also
includes skintight armor, like the biosuit on p. UT26.)

Using Energy Exosuits

Activating an energy suit invelves putting on the harness and
turning on the deflector field. After this is done, the suit forms
around the user. It looks just like a battlesuit of whatever size
was constructed, except that it is made of shimmering fields of
gauzy, not-quile-solid energy. To remove the suit, reverse the
process.

Putting on or removing a hamess takes onc-quarter the time
normally required to do the same with a battlesuit. The harmess
does nothing when not activated. It has DR 5, and damage suf-
fered by it is doubled and applied to the body hit points of the
sutl.

Anachronistic Mecha

What il Victorian inventors had developed mechu? They're
just the thing for fighting Little Wars in the Colonies, don’t you
know? Or perhaps these Land Juggernauts could be the answer
to H.G. Wells” Martians, created with salvaged Tripod technole-
gy. For a step cven farther into the past, wizard-gadgeteers in a
medieval realm might alse build their own mecha!

TL: Assume the mecha has TLE components, unless noted
below.

Advanced Mecha: All advanced components and rules are
“in genre” except socket interfaces, nukes and perhaps force
ficlds. Redefine the TL to match that of the campaign.

Enchantments on Mecha: The GM must arbitrate the
effects. If the energy cost is based on size in hexes, multiply
cost by (mecha volume/85), with a minimum of 1. When energy
depends on weight, use loaded weight. For armor enchantments,
muitiply energy cost by (area being armored/25). When Fortify
is cast on a location with DR 20+, each +1 to DR instead adds
5% to DR. See also GURPS Grimoire [or useful “technomagic™
spells!

Drivetrains: Use rules for TLY drivetrains, but quadruple the
weight and divide cost by 5.

Arm Motors: Use rules for TLE arm motors, bul double the
weight, volume and cost.

Thrusters: Either these aren’t available at all, or assume that
TL10 reactionless thrusters are invented at a much lower TL. . ..

Cockpits: The mecha is controlled by levers, pedals, et
cetera. The cockpit has no HUD, computer or fire extinguisher.
It weighs 370 1bs., takes up 23 cf, costs $150 and requires 0.5
kW.

In a Victorian setting, life support lasts only half as Tong (12
hours, plus 6 hours per extra air upgrade). In a medieval setting,
always take the “no lifesystem”™ downgrade. The only other
upgrade or downgrade that can be taken is “extra secals.”
Lifesystem and extra air upgrades or downgrades cost $50.

Bartlesuits can’t have any upgrades except for provisions or
(in Victorian settings} a half-duration lifesystem.

Weaponry: Medieval mecha may have built-in claws or
talons (but not monomolecular versions), the baroque weapons
on p. 99, or carry giant medieval weapons (p. 110). Victorian
mecha can also use TL3 weaponry. The rotary cannon is a
Gatling-style gun operated by a hand crank. The 12-pounder is
an antique smoothbore firing cannon balls; it may be possible to
find one in a junkyard. The 105mm and 254mm are “modern”
shell-firing cannon of the sort used by the Royal Navy.



Victorian Cannon Table

Name Damage 8§ Acc 12D Max Weight Volume RoF WPS VPSS CPS Loaders Cost
37mm Rotary Cr. 6dx3 20 12 560 3,400 350 7 var* 2.8 0.019 30.56 0 $1.400
103mim Naval . Cri 6dxB(0.5) 30> 30980 46000 3000760 LA 043 6 8R000.
254mm Naval  Cr. 6dx19(0.5) 30 15 1500 6,100 12,000 240 1/42 610 6.1 $180 6 $31,000

* RoF for the 37mm rotary cannon depends on the skill of the gunner turning the crank: it is (DX+Skill)/4.

The 105mm and 254mm guns fire shells that do crushing
damage (bul armor protects at double DR against them) and
then explode for 6dx5[10d] il 105mm or 6dx64[12d] if 254mm.
If the crushing damage penetrates armor, DR does not protect
vs. the explosion!

Loaders: Some weapons requite loaders. These don’t require
cockpit seats — instead. they must be given standing room in the
same location as the weapon. Allow 20 cf and 200 Ths. (includ-
ing the occupant) per loader.

Sensors, Comsuites, ECM: Skip these systems — the crew
look out portholes, use hand-held telescopes, wave flags, et
cetera. PESAs (at TL8} are optionally available as improved
telescopes; they have only a DLTV setting, and are 1/10 cost.

Power Plants: These usc magic or, in Victorian campaigns,
steamn power!

Steam Engines can be TL3 steam cngines or experimental,
early-TL6 steam turbines. Either works only in a breathable
atmosphere. A steam cngine can be shut down to conserve fuel,
but starting it again requires five minutes plus one minute per 10
kW of power to “build up a head of steam.”

Mana engines transform local mana {magical energy) into
electrical power. They do not require fuel, but do not function in
no-mana areas. Their creation requires a variant of the
Powerstone spell (prerequisite: Power spell) and costs 1{X) enet-
£y per kW of power output,

The statistics are shown on the table below:

Anachronistic Engine Table
Type

Weight if output is
umder SkKW  5kW or more

Cost
$20
$50%

Mana Engine

10kW  (5xkW) +25

* Minimuom cost is $1,000, regardless of weight. This doesn 't
include the cost of the enchantment. [n 4 “commen magic” sct-
ting, add an additional $23 per encrgy point to cost.

Weighr: Calculate the weight of the power plant as shown on
the table above, based on output,

Cost; This is the cost per pound of power plant weight,

Fuel: “C” indicates the enginc runs on coal; this is the
amount of coal burned per hour, in cubic feet.

Volume and Location: Volume is weight/50 cf. It can be
located in the body, a pod or wings.

Energy Banks: Use clockwork (weight is 0.25 lbs. per kWs,
volume is wt./30 cf, cost is $20 per 1b.) or, if Victorian, early
batteries (weight is (103 Ibs. per kWs, volume is wt./200 cf, cost
is $0.25 per 1b.).

Fuel Tanks: Steam power needs a coal bunker rated for the
cubic feet of coal il can store. Its empty weighl, volume and cost
are 6 Ibs., 1.2 cf, und $1 per cf of storage. It should go in the
body. The coal itself is 50 Ibs. and $1 per cf.

Structure: Multiply the weight of a TLS structure by 3 if
Victorian or 4.5 il medieval, but divide its cost by five.

Defensive Surface Features: These are unavailable,

Armor: Only metal armor, and this is riveted iron or steel.
Use the normal metal armor rules (p. 89), but with a weight of
0.7 if medieval or 0.6 if Victorian, and a cost of $6 per Ib.

Some cheap mecha may use wooden armor instead of metal!
Wooden armor has a weight of 1 1b. but costs only $0.25 per
pound. It is flammable and its PD cannot exceed 3.

Performance: This is calculated normally, but there is a
penalty of -0.25 to gMR and -0.5 to aMR due to the mecha’s
lack of computerized controls.
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NON-MECHA

A mecha campaign can simply involve walking machines
slugging it out with each other, but it may also feature other
Aypes of vehicles. GURPS Mecha can be used to build non-
- mecha vehicles. For example, a fighter can be easily built: design
a mecha with thrusters but no arms and legs, or a winged mecha
that isn’t transformable. For a “drop ship” or “assault boat,” do
the same but add enough cargo space to carry several mecha or
battlesuits. For a full treatment of vehicles like cars, tanks and
starships, see GURPS Vehicles, Second Edition.

Drop Capsules
A drop capsule is a reentry capsule protected by an ablalive
heat shield, allowing a single mecha to be dropped {rom a ship in

low orbit. Reentry is automatic: after a series of braking para-
chutes have reduced descent speed, it breaks up a mile or so
above the surface and the mecha is landed via parachute or jump
jets. Assume that a capsule is 100 lbs. 1.6 ¢f and $1,250 per
cubic foot of cargo it can carry. Determine its Size Modifier
based on its volume. The capsule has DR 100 fireproof ablative
4rmor.

Stealth Capsule: This is a drop capsule equipped with extra
decoys and slcalth systems, giving a -5 penalty on any roll to
detect it and PI} 5 vs. any incoming homing missiles. [t is 150
Ibs., 2.5 cf and $5.000 per cubic foot of cargo it can carry.
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HAND WEAPONS AND SHIELDS

These can be used by any mecha with manipulator arms. As
with hand-held ranged weapons, these arc nol “part” of the mecha.
and when carried count toward encuimbrance, not loaded weight.

Mecha-Sized
Medieval Weapons

Wieclded by a mecha's powertul arm motors, even ancient
melee or thrown weapons can be devastatingly effective. Belter
still, they don’t use up great amounts of power or require ammuni-
Lion.

To build a mecha-sized medieval weapon, refer o the
Ancient/Medieval Hand Weapon Table on p. B206 and select a
weapon. Decide on the Weight Multiple (WM) of the weapon; ie.,
how many times heavier than a human-sized weapon the mecha-
sized weapon will be {e.g., a *20x broadsword™). The suggested
WM is (Arm ST of the mechua arm that will use the weapon/nor-
mal Min ST of the weapon). See p. B206 for Min ST if no Min
ST is listed, trealt Min ST as 5.

Meodify the weapon’s stalistics as follows:

Type: This remains the same.

Damage: Multply any damage bonus (e.g.. sw+2) shown
under Damage by the WM. If there is no damage bonus, (hea
add a damage bonus equal to WM/2. If there is a damage penal-
1y, like sw-2, add WM/(2 + absolute valuc of damage penalty) to
it. The absolute value of a damage penalty is that number with
its minus sign removed. Round fractions down,

For instance, suppose a weapon had a WM of 120x. If it did
sw+2 damage, like a bastard sword, its giant form would do
sw+240 damage! 11 it did sw damage, like a shortsword, it
would swing+60 damage. If it did sw-2 damage, like a large
knilc, its damage would be sw-2 + [120/(242)] = sw+28,

Reach: Mulliply the Reach by the square root of the WM,
rounding to the nearest whole number.

Cost, Weight and Min ST: Multiply these by the WM.

Note: These rules can also be used to create hand weapons for
giant-sized races. Simply substitute racial average ST for Arm ST.

Uiltra-Tech Edged Weapons

Giant Vibroblades (TLE): Any edged hand weapon may have a
vibroblade. This adds +|d damage and, more importantly, an
armor divisor of (3). It costs an extra $200 (il kaife), $400 if
sword) or $1.000 (if other weapon), multiplied by the weapon’s
Weight Multiple. It is powered by a number of B cells equal to its
WM, lor (60 minutes/original unmultiplicd weight). In some
anime, vibroblades are called “heat blades™ — the vibrations may
make the blade glow red hol, hence the name.,

Giant Monomolecular Blades (TL9): This is an edged weapon
with a monomeolecular wire along its edge, giving +1d additional
cutting damage and an armor divisor of (10). Any swung culling
weapon (but not thrusting or impaling weapons) can be made in a
monowire version, It increases cost by the Weight Multiplier x
$500 for knives, x $1,000 for one-handed swords or x $1,500 for
larger cutting weapons, including two-handed swords. Monowire
weapons cannot be vibroblades.

Giant Force Swords (TL11): These energy blades are described
on p. B50; use Force Sword skill. A force sword does 4d(5) impal-
ing or 8d(5) cutting damage. It is $3,000 and 2 Ibs. for a normal-
size sword with Reach 1-2. Larger versions [or big mecha are pos-
sible: doubling the weight and cost adds +1 reach, +2d(3) impal-

Advanced Mecha Construction

ing damage and +4d(5) cutting damage. In some cinematic sei-
tings, earlier lypes of energy swords may be built at TLY or TL1(.
They are identical, cxcept these “plasma swords™ or “beam
sabers” do only 3/4 damage at TL10 or 1/2 damage if builvat TLS.

Shields

Mecha often carry large shields, especially in cinematic cam-
paigns. A mecha shield is customized to the individual mecha. A
mecha can only carry a single shield. Only an arm whose strength
is at least equal to the body's surlace area can carry a shield big
enough to provide a PD bonus for a mecha.

Designing a Shield

Decide whether the shield is going to be a buckler or a small,
medium or large shield. A shield’s surface area is 10% of the body
arca of the mecha it is intended for if a buclder, 20% if a small
shield, 30% il a medium shield or 40% if a large shicld.

Calculate the shield’s hit points as its surface area x 15, then go
o Step 22 — Armor and give the shield its DR as if it were a sub-
assembly. Add 20% 1o the armor’s weight and cost to find the
shield’s total weight and cost. The shield’s tinal weight should
always be less than three times the ST of the mecha arm intended
to carry the shield.

The shicld's Passive Defense is not based on its DR. Instead, it
is 1 if a buckler, 2 if small, 3 if medium or 4 if large.

A shield’s damage scorc is equal Lo its DR and its hit points, in
that order, separated by a slash; see sidebar, p. B120. Thus, a
shield with DR 50 and 120 hit points would be rated as “50/120.”
After you have recorded the shield’s damage score, ignore its DR
and hit points — the damage score subsumes both of these func-
tions.

A shield may be given a single hardpoint (treated as an arm
hardpoint); its capacity can’t exceed 20 Ibs. % the shield's hits (i.c.,
the sccond number in its damage score).

Using a Shield

A mecha shield is used exactly like a normal shield. It can be
ready or stowed on the back. It is suggested that the Damage to
Shieldy optional rule always be used, to reflect the fact thar fire-
power can easily tear a light shield to bits.

An arm that has folded away (see Transformable Mecha,
p.100-103) cannot have a ready shield — before folding, the shield
should be stowed on the back or it will be dropped.

The cost of repairing one point of damage to a mecha shield is
equal to (shield’s cost/shield’s original hit poinis).

Using Other Mecha’s Shields: A mecha’s shield is customized
to the mecha it is built for, If a mecha’s shield is used by a differ-
ent mecha than the one it is designed for, its relative size may pro-
vide more or less PD. Divide the surface area of the shield by the
surface area of the new mecha’s body and multiply by ten. This is
the PD) the shield provides, up to a maximum of PD 4. Round frac-
tions down! If PD works out to O, the shield is too small o ade-
quately protect the mecha. If the shield’s PD is 4, the shield i3
treated as a “large shield” for purposes of skill penalties while
using it. Otherwisc Lhere is no skill penalty, regardless ol its size.

Shields Designed For Humans: A battlesuit may use a shicld
built for humans, but the shield may not be large enough to do
much good. Subtract the Size Modifier of the battlesuait from the
shield's PD! If this results in a PD of 0 or less, the shicld is use-
less.







We drove down the muddy dirt road in the fading light, Mara in the van,
myself on the cycle. We'd stopped a mile back to let the air out of a tire. It was an
excuse to knock on their door.

We 're so secret we can't gel search warranis.

T called Mara through my helmet radio. “Whar’s the census data say about
them?”

“The Wiley farm,” Mara said. “Two adults, a kid and a dog. Nearest neigh-
bor's a klick and a half down the road. I think they use some immigrant labor
come picking season.”

“Great.” The property looked normal enough: a wooden farmhouse with peel-
ing red paint beside a fenced-off field, rusty but serviceable tractor sitting idle
amidst the corn.

We still had six farms in the area to search. No reason fo believe this was it. |
saw a kid's red-painted tricycle in front.

Every reason to hope it wasn't.

We pulled into the gravel driveway, Mara's van lurching a little because of the
‘s fake flat. She leaned on the horn, and we waited. A minute passed.

“Something 's not right,” Mara said.

“Hey, no one’s working in the field, but it's just finished raining,” I told her.
“Maybe they're asleep or something. They turn in early in these parts.”

Just then u farmhouse door opened and a man stepped out. He lovked human
— he was wearing a checkered work shirt and jeans. He was holding a shorgun,
but it was evening and in this pari of the country, I'd have been suspicious if he
wast't armed,

He paused, taking in the brightly-painted cycle and Mara’s red, white and
blue van, the large, red eagle on the side, the flat lire.

“American Eugle Stunt Racers?"” he said slowly. “Is that a fact?”

“Sure ‘nuff” I told him, relaxing a bit. He sounded human. “We Il be at the
state fair. Thing is, Mura got a flat and the spare’'s a dud. We can t raise the AAA."

“A flat, huh?” he said. He glanced at the van, stared back. “Missus and the
kid is in bed. I can get you a tire from the pickup. Nice bike.” He stepped forward,
hand extended. “What's its make?”

Mara’s voice suddenly cut in, lowd and urgent:

“Ken —where’s their dog?”

The farmer’s grin widened, and his entire face just split. A wet tentacle
emerged and I saw three eyes.

“Human, you are meat,” he hissed.

A Gyre! No time to draw the gun! I slammed down the accelerator and hit the
supercharger. The Kamen Panzer leapt forward as I crashed into his body with a
wet squishing sound. Then the windows of the farm house shattered and a dozen
leaping shapes emerged. They looked like humanoid panthers and they carried
alien weapons. Good thing none were in battlesuits.

1 hit the lever marked “Transform.” The cycle bucked up and folded like sicel
origami, enshrouding me in laminated armor, and suddenly [ was wearing a bat-
tlesuit. Targeting displays popped into life in front of nty eyes.

| staggered as an energy beam from the house glanced off my armor. | raised
my arm, centered the HUD's deathdot and walked a burst along the building, saw
alien shapes fall and lie still. “That’s for the Wileys.”

I heard a noise behind me, whirled around. The tractor in the corn field shim-
mered like heat lighting and T knew we were in trouble. In its place squatted a
bulbous, insectoid machine, bristling with weapons.

An alien Deathstriker!

“Mara, walch out!”
“Let's do it!” Mara shouted. With a grinding of hydraulics, her own van




transformed. A moment later, a humanoid giant stood beside me: the Kuonoichi 5
cvbermech, latest product of UNISTAR s labs.

The Deathstriker swivelled to face us, its sensors glowing like red eyes, beams
pulsing from the cannon on its head. I threw myself flat as the pickup truck nexr to
me exploded.

Mara yelled like a banshee and triggered the Kuonoichi’s Jjump jets. As she
flew, she readied the sword on her back. laijutsu, the lightming draw! Her heat
blade hummed into life as the two machines crashed together with a noise like
colliding locomotives. The alien was larger, but Mara’s blade was Jaster: the
Deathstriker’s head was severed, bouncing into the corn.

The headless torso stood, gun pod wavering. The pilot was in the hody, but
he'd lost his main sensors. Now! I triggered my own Jjets and leaped behind it,
where I hoped its armor would be thinner. I fired my missile pods, the missiles
leaving smoky trails as they spiralled toward the Deathstriker. Three slammed into
its upper body just as Mara jumped backward, firing her beam cannon from only
ten meters away, and suddenly the alien mecha exploded. When the dust cleared,
only debris remained amid the lazily burning corn field.

“And that was for their dog,” Mara said. “Ler’s go find their lander”

Damocles .

It began in U.S. Space Command, a quiet reopening of Project Blue Book.
Some of us knew there were alicn ships, but they wouldn’t show up on radar;
often, they were invisible.

Then we found one that wasn’t. We detected it coming in at Mach 3 over
Greenland, gliding down from orbit. 1t was no meteor or satellite. We scrambled
from Thule AFB. This was it.

It crash-landed in the ice and we knew it wasn’l one of ours, Major
Mauckenzie's special team went in. They cxpected aliens, robots, Just about any-
thing — except a teenage girl with zebra-striped hair and two Earth kids, one of
them dead.

We cut her and the two children out of the wreckage, loaded cverything else
into choppers and flew them to Groom Lake. A Norwegian icebreaker, the Polar
Glory, had seen the flash, heard a bang, Space Command made sure the media
knew thal a big meteor had burned up over Greenland.

The alien girl didn’t speak any language we knew, and the surviving boy was
confused. His name was Pepe. he was from Spain, and the gitl had rescued him
trom bad people who had come down from the sky and kidnapped him. His par-
ents were dead.

We put “em in quarantine till we were sure they didn’t have the Andromeda
Strain, Some bastards back in Washington wanted to dissect the girl. We settled
for a thorough study. She had two hearts, different cellular structure, but she liked
hamburgers and hated Coke. She was fascinated by our machines. Tn a month she
learned English, Her name was Moth, and she was an alien, a Del Karva . . . and
Gebberoth.

The Gebberoth

Earth is on the fringes of a multi-species Galactic Hegemony., We're off lim-
1ts; a “protected world” with a primitive culture. The only visitors allowed were to
be infrequent Hegemony Science Institute covert survey teams, who would moni-
tor our progress toward civilization. Trouble is, we’re also an exploitable resource.

See, the Hegemony is at least a century more advanced than us. They've got a
faster-than-light hyperdrive, [usion power and pseudo-sentient bivcompurers.
These biocomputers are the heart of Hegemonic information technology, but they
require organic brain tissue. However, cloned brains proved to have poor myeliza-
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tion of the nerve fibers, making them less than efficient without expensive control
processes. To undercut their competitors, some unscrupulous Hegemony computer
cartels take a short cut: the use of the brains of sentient beings.

That's where the Gebberoth come in. They’re criminals, pure and simple.
These “mindslavers” raid primitive worlds whose natives have brain tissue com-
patible with the biocomputers. They kidnap and brainstrip the victims, then sell
the parts to the cartels. The Gebberoth began operations on Earth nine years ago.

Tostag

Overboss Tostag was the first Gebberoth to claim Earth as his territory. He
established a base on the far side of the moon. Stealthed “wingships” mserted
Gehberoth enforcers into rural areas at night. They set up bases and took their time
kidnapping people. When they had a full load, the wingship would take the cap-
tives o Farside. There, they were brainsiripped and frozen. Every few months,
renegade star traders would pop out of hyperspace 1o haggle for the goods and
resupply the Gebberoth.

Tostag was content. He was making vast sums of money, and while lacking a
mate. he had created two children, clones of himself. His son Linat was training to
succeed him as gang boss. His daughter Moth, a cross-sex genesplice, was attend-
ing a prestigious business academy. She was being groomed to establish a “legiti-
mate” corporation to launder the proceeds of his empire.

This plan was shattered a year after Tostag arrived on the moon, when Linat
died in a space suit accident.

Busy with operations on Earth, Tostag didn’t have time to create another
clone. He needed an heir he could trust. He summoned his daughter. Moth was
glad to come. She’d been playing truant anyway, cutting business classes (o prac-
tice piloting or play mechanic. She drcamed of becoming a dashing smuggler,
dodging the Hegemony laws in a fast ship.

Moth found Farside base fascinating. She poked into all the nooks and cran-
nies and tried out the controls of the sleek wingships. Then the [irst consignment
of mindslaves arrived for processing. Moth had thought Earth humans were primi-
tives, little more than animals. When she watched her first brainstrip, she was sick-
ened.

That dark shift. Moth didn’t sleep. Her father was a monster. Farside was suf-
focating. She had to act. An hour before dark shift ended, she sneaked into the
control room and carefully sabolaged the sensor and alarm systems, Then she
broke into the mindslave holding pen. There were only two humans Jeft — both
children. Murmuring alien reassurances, Moth led the confused orphans to the
hangar bay and stole a wingship.

Moth’s sabotage delayed pursuit, but her ambitions outweighed her skill. Her
reentry into Earth’s atmosphere was clumsy, and she lost control. Beneath her was
ice and water. The planet’s surface rose up to meet her like a giant fist.

The wingship hit the ice, skimmed, bounced. Moth blacked out. When she
recovered, she was in the hands of Americans.

Project Damocles

I was Moth's bodyguard when Major Muckenzie addressed the Senarte
Subcommittee on Alien Affairs. “An alien sword of Damocles hangs over us by a
slender thread,” he said. “Fate and compassion may let us turn it upon our Joe.
Fund UNISTAR, and we can kick these brain-stealing pirates off of Earth, wke
back the moon and drive them from the solar system.”

Beside me, Moth smiled sadly. “Sjas a'mal,” she said. But 1 had been studving
her language and understood: “Sorry, father”
The Damocles Project was as big as the Manhattan Project and twice as



secrel. We had special labs, top men. UNISTAR was the military branch. United
Nations Intruder Space Tracking and Response. US command, of course, or
Congress wouldn’t fund it. But we've got Brits. Japanese, Russians, Germans —
the Gebberoth raided everyone.

Tostag Gebberoth are kidnapping and murdering human beings. Our mission
is to stop them. With Moth’s help, the labs are working on spacecraft to take the
fight to the moon. So tar, we don’t have enough to risk it. So we try to stop them
on Earth.

UNISTAR

The first stage was CATSPAWS, the Covert Alien Tracking Space Passive
Array Warning System. Tt used what we got from analysis of the Wingship's
stealth and sensor systems 10 let us spot them coming. Problem is, we don’{ have
an aircraft or a missile good enough to catch them in the air. So we beat them on
the ground.

That’s what Mara and T are for. Section Six — Mobile Assault. Most of us are
ex-special forces, from diflerent nations: I'm ex-Delta Force, I've a buddy who's
British SAS, another who's Russian Spetsnaz. There are a few exceptions like
Mara - she was a Honolulu cop who stumbled onto the aliens herself, found her-
self in the middle of a UNISTAR op and got recruited afterward.

We didn’t always have fancy toys. My first time, we tracked a landing right
down to a junk yard off New Jersey. We sent in six choppers and still got our
behinds handed to us. We'd expected aliens on foot. Huh. They had armor.
“Cybermechs,” the labs called them — some of the Japanese techs just said

“mecha” They were death machines, spitting lasers and particle beams, and they
clawed the choppers right out of the air. Their ship got away with no casualties.
We had 30 dead. The headlines screamed “SWAT team battles Russian mafia.”
Right.

It was a disaster, and we were angry. See, the tech boys at Winterbloom
House (our headquarters) knew the Gebberoth had mecha, Moth had told them,
but no one briefed us grunis in the field. We didn’t “necd to know.” Tech division
had been working on prototypes themselves, but they were still Top Secret.

Colonel Mackenzic changed that: threatened to resign if we didn't get the
stuff pronto. Six weeks later. T was modelling 2,000 pounds of alien lechnology
powered by an all-AMerican gas turbine. The XM-12 Covert Transformable
Batile Mover. Brutally mixing Japanese and German, Mara dubbed it Kamen
Panzer: “masked armor.” We got others as well. Section Six had a chance.

The aliens are criminals. So [ guess we’re police.

The mecha and CATSPAWS make the difference. We started WINNiRE Some.
A few months back we even tracked them to a hidden base and took it out, caught
some prisoncrs for interrogation. We learned we were only nailing maybe onc in
six landings, but had put a dent in their profit margin. If we kept it up, maybe
Tostag might seek easier pickings.

Heh. We forgot that Tostag was only part of the Gebberoth.

Asog Gebberoth Arrives

Tostag started the morning as he always did, drinking the bitter earth stimu-
lant called coffee and staring ar his smiling daughter s hologram on the wall. He
had removed it many fimes, to replace it a shift or two later. As she had blinded
Farside’s sensors, he had not witnessed her death, but the Earth media had
reparted it: a fiery meteor breaking up over Greenland. Her ship must have
burned up in atmosphere.

An Earth expression came to him: Moth to a flame.
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Tostag threw himself into his work, redoubled his operations. The demand for
mindslaves had continued, and his profits mounted up. He had bought one of the
Biocomputer syndicates — a legitimate business front at last. For five years after
Moth’s death, everything had gone well. Then, the humans became a nuisance.

At first, that was all they were. Being discovered was annoying, but inevitable.
Then came a shock: they anacked with mecha, and an entire base was lost! How
did they get them? They hadn't captured any in the earlier skirmishes. Were
humans more advanced than the Hegemony had thought? They had reached the
moon once. It might be prudent to move his base. Or perhaps what they needed
was a lesson. Wharif ... ?

There was a beep on his intercom. He frowned. No one was to disturb him in
the morning. But it was Kaze Sekbet, his lieutenant. Her fur was stiff, her tail up. A
bad sign.

“What iy it, Sekbet?” he asked. “The hwnan mecha? Have they aitacked us
again?”

“Worse, mv lord,” Sekbet said. “It’s the competition. Another syndicate is
poaching on our territory.”

UNISTAR knew things had changed when we hit the temple in Hokkaido,
Japan. We'd tracked a few landings in the arca, and figured that was their base. We
were about to move in when the scouts reported a fire fight: mecha versus mecha.

We waited for the battle to end and hit the weakened victors. They weren’t
Tostag Gebberoth - they used different mecha. We called them Deathstrikers.
After the fight, there wasn’t much left, but we took two wounded prisoners. They
looked like, well. nightmares. They didn’t live long. Before one died, it said two
words.

“Asog Gebberoth.”

The Asog-Tostag War

The Asog are a rival crime syndicate within the Gebberoth. They also saw
profits on Earth. Asog smugglers set up a sccret base in Antarctica and began their
own mindslaving, until a Tostag wingship detected an Asog lander and tracked it
to its base. Tostag’s lieutenant, Sekbet, raided the installation. Tt went badly: the
Asog had been ready. Sekbet’s enforcers were forced to withdraw, though not
before killing two mecha and a lander.

Tostag didn’t want a war, but this couldn’t be tolerated. Tostag called a meet-
ing. The two bosses met face to face nine light years from Earth, in a gentlebeing’s
club at Sirius Station.

Asog’s overboss was a gross monstrosity named Balzoa. She oozed polite-
ness, apologizing for the misunderstanding, but suggesting Earth was big encugh
for both of them. Perhaps they could split it by hemisphere?

Cybermech Damocies



Tostag smiled and agreed, all the while seething. Earth was his territory! He
had lost his daughter and his son to that blue planet, but the Dark Bird damn him
i he would lose his respect! If the Asog thought he would roll over meekly, they’d
et a surprise. Before he left Sirius, he was hiring mercenaries.

Balzoa wasn't surprised. The meeting was to distract Tostag. While the gang
bosses dined on crottled greeps, Balzoa’s lieutenant Shalloth-Jault struck at the “\Q\
moon. A hired starship emerged from hyperspace and launched a squad of g 2
Deathstriker mecha against Farside base, Before Sekbet could beat them back, 8 ‘(ﬁﬁ-‘ ot
v caus S _ L ) ;.\\\Jj,g" )|
‘hey caused major damage. Similar attacks were launched at ongomg mindslaving  § J\ ){\ 4 n
“perations on Earth. The Asog raiders were successful — except at Hokkaido, U’,
where they ran into UNISTAR. =

Tostag forces retaliated, but the Asog moved their Antarctica base and Sekbet

-ouldn’t find them. She hissed nastily. She’d track their landers. They wanted hide
<nd seek? Fine. She hoped Tostag got back soon. It would be nice to have the new
Tercenaries ..,

UNISTAR

UNISTAR is a secret, multi-national agency which defends Earth from the
Crebberoth. CATSPAWS tracks alien landings while Section Six’s mobile units
deploy mecha to investigate alien activity,

Organization

UNISTAR is small, for security reasons and because no nation trusts a world
zrmy. It has about 1,000 personnel. UNISTAR is commanded by Colonel Robert
Mackenzie (rank 5). Under him are six majors {rank 4). Lesser ranks are captain

rank 4), lieutenant (rank 3), sub-lieutenant (rank 2), sergeant (rank 1) and special-
23t (rank 0). Outside the agency, about 5,000 scientists, soldiers and politicians
snow of UNISTAR and Project Damocles.

UNISTAR has six sections: Headquarters, Cosmos, Research and
Development, Intelligence, Security and Mobile Assault. Tts small size means it is
~ometimes short-handed. As a result, people may be attached to other sections for
a4 temporary assignment. For instance, if a Cosmos section pilot is sick or injured,
2 mecha pilot from Mobile Assault may be asked to fill her cockpit. UNISTAR
2ncourages cross-training, as well as permitting transfers between the different
sections.
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Spction Three - RED

This section is charged with learning more about the aliens and adapting their
technology to human needs. Sometimes Section Three agents are assigned to
Mobile Assault teams to help them salvage and deal with new alien technology.
Section Three is the least militarized of UNISTAR's branches, with many “civilian
consultant” scientists. Moth spends most of her time here.

Section Four - Intelligence

This section is responsible for learning about alien operations, predicting their
next moves and locating hidden Gebberoth bases. It does this by comparing miss-
ing persons and UFO reports with what is known of alien landings and takeoffs. It
also studies alien psychology and culture. Moth was helpful to them on Del Karva
life and the Tostag Gebberoth, but knew little about Asog Gebberoth, or about the
politics and military strength of the Hegemony — something UNISTAR is very
interested in!

Section Four also interrogates alien prisoners. A dozen have been taken alive
so far, mostly low-ranking mercenaries. UNISTAR does not torture, while drugs
are unreliable due to alien biochemistry. Psychological pressure and promises of
betler quarters, perks, et cetera are used. Captives often agree to reveal information
about their Asog or Tostag enemies even if they won’t spill their own secrets. A
few Intelligence members have learned the Del Karva language, but no one has
leamned Gyre or Tivaak yet.

Section Five - Security

This section is divided into the Base Security Unit and the Counterintelligence
Unit.

Buse Security (called “the thugs” by other sections) guards UNISTAR bases.
It has a 40-man platoon of soldiers stationed at each main UNISTAR basc. Base
security platoons have TL7 infantry weapons and Kevlar body armor, plus a four-
man squad of battlesuit troopers. As well as guard duty, Base Security provides
muscle for Counterintelligence operations, sending detachments to secure cap-
tured alicn bases or battleficlds until all evidence can be removed by R&D and
Counterintelligence.

Counterintelligence (“the spooks™) consists of specialists from agencies like
the FBI, RCMP or KGB, along with at least one reporter so good at digging out
the truth that she was hired.

Counterintelligence performs background checks on UNISTAR recruits and
roots out any spies within the agency. They also keep Moth under discreet surveil-
lance. So far, there have been no traitors or alien infiltrators, but some people have
been caught leaking information to journalists, and one was arrested trying to sell
UNISTAR technology to a French company.

The Unit’s most sinister role is as “Men in Black.” If people discover
UNISTAR's existence or proof of the aliens, it may seek to recruit them as
UNISTAR agents, steal or tamper with the evidence to discredit them, or — per-
haps — swear them (o secrecy. As a threat and a final option, UNISTAR has “The
Colony™ (p. 119). The Unit’s spooks retain contacts with their old agencies, so if
(for instance) an FBI agent stumbles onto a case dealing with aliens, the Section
can try to have him taken off the case and UNISTAR operatives assigned 1o deal
with it.

Section Five’s agents have the latest surveillance and security equipment.

Section Six - Mobile Assault
This section is intended to rapidly deploy anywhere in the world to find and
deal with alien intruders. Tt is divided into three Mobile Units — Alpha, Delta and
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Omega — each headed by a captain. Each consists of 5 to 10 agents (rank 1-3).
Each member has his own mecha or battlesuit. The types used are the XM-12
Kamen Panzer (p. 73) and the XM-13 Kuonoichi (p. 72). The R&D labs are tin-
kering with other designs and variants as they come to understand the alien tech-
nelogy. These may also be issued for operational testing.

Mobile Units may deploy together or be split up into smaller teams to handle
multiple missions. All members must be able to pilot a mecha or battlesuit and
have personal combat skills. The team is expected to have a mix of investigative,
combat, stealth, medical, technical and scientific skills.

UNISTAR plans to expand Section Six, but deployment of new units has been
slowed by limited numbers of mecha, budgetary constraints, a desire for secrecy
and operational losses.

UNISTAR Installations

The United Nations Building in New York City contains the offices of

UNISTAR. The cover is a “United Nations Intruder Space Tracking And
Research™ agency, which monitors asteroids or comets that might endanger Earth.

Winterbloom House is an clegant former school atop a hill in Peekskill, New
York. Owned by Damocles Research, an ecological crisis management company,
it 18 the headquarters of Scction Three and Four. The hill is honeycombed with
labs.

The Parish is a Georgian manor house in England. It does contain a small
chapel used for services, but most of it is taken up by the offices of UNISTAR's
Section Five.

Ruskograd is a ghost town in the Siberia tundra, evacuated after nuclear waste
contaminated its waler table. Section Three uses the town for testing new mecha
with the help of Section Two and Six pilots. Section Six use it for urban combat
training. There are rumors about the rats of Ruskograd, but HQ says they aren’t
true.

Stark Field in Australia, at a weapons test range near Woomera, is the head-
quarters of Cosmos Squadron. Signs marked “Restricted Area” and “Danger:
Unexploded Ordnance™ discourage casual visitors. A road runs through the wind-
ing sand dunes to a small complex of concrete runways, a control tower and beat-
up hangars that look left over from World War II. The real base is underground,
the fighters deploying from retractable launch pads.

The Colony is a camp on a small, chilly, South Atlantic island. Tt is used as a
prison and exile for individuals classed as “security risks” by Section Five.
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Field Depots

UNISTAR has 30 to 50 secret field depots around the world. They are placed in
cities or towns, often disguised as service stations or car washes. Each has a machine
shop with the TLS tools, fuel and ammunition to resupply the mecha of a mobile unit,
plus a modern comsuite and a small armory and infirmary. Field depots arc manned
by a couple of skilled mechanics from Headquarters section, operating under deep
cover. Their purpose is to assist Mobile Assault and Counterintelligence operations.

Facing the Threat

Once or twice a week, an alien vessel visits Earth. Usually, it is met by
Gebberoth ground agents, who deliver a cargo of humans and retrieve new sup-
plies and personnel. Sometimes, there is no welcoming party; instead, a lander
will be dropping off mecha and enforcers to establish a base or to raid rivals.

Alien ships are almost unstoppable by Earth’s air defense system, even when
CATSPAWS can track them. They are vulnerable on the ground, but usually take
off within a few minutes of landing. UNISTAR is rarely able to get forces there in
time to catch the lander, but sometimes they arrive in time to track down
Gebberoth agents leaving the scene. More often, though, UNISTAR must use
detective work 1o locate the permanent Gebberoth ground bases the agents operate
from. If a base is located. it may be attacked immediately or placed under surveil-
lance in the hope that its agents can be followed to landing sites or other bases.

UNISTAR looks for certain clues to lead it to alien bases:

Missing Persons: UNISTAR taps police department databases looking for
strings of unsolved missing persons cascs.

Strange Occurrences: The Gebberoth are fighting each other. Unexplained
fires and explosions, or sightings of “giant robots™ or “monsters,” can point to
alien activity!

Unexplained Deaths: If a facility like a prison, hospital or nursing home
reports an unusual number of deaths, hidden Gebberoth agents may have convert-
ed it into a nest.

UFO Reports: UNISTAR carefully analyzes UFO encounters described by the
media and ufologists.

Landings and Takeoffs: If UNISTAR has tracked landings or takeoffs to a
region, but has yet to find a base. any other clues in that area — like missing per-
sons or UFQ sightings — will be taken much more seriously and used to nasrow the
search.

Snarkhunter: Twice, UNISTAR’s UN offices have received untraceable,
anonymous email signed “Snarkhunter.” These pinpointed Asog Gebberoth covert
bases on Earth. Section Four suspects the messages may come from Tostag
Gebberoth agents,.
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THE GEBBEROTH

The Gebberoth are the largest crime syndicate in the Hegemony, with
interests in everything from smuggling to protection rackets, They are
divided mto various gangs. each run by an “overboss” who claims a par-
treular set of territories.

The organization is headed by a Directorate of senjor bosses, who
accept a percentage of the take. Part of this income lines the Directors’
nockets, while part goes to activities like bribing Hegemony politicians to
take a soft stance on crime.

Tostag Gebberoth

This gang was involved with piracy and smuggling before their
mindslaving racket, Their main base is Farside, on the moon, but smaller
Pases are hidden on Earth. Their goals are to keep the brainstrip operation
orofitable, eliminate Asog and avoid UNISTAR. Personalities include:

Overboss Tostag: This aging Del Karva pirate has settled down as
xingpin of Tostag Gebberoth. He has a Pirate’s Code of Honor and cares
for the welfare of his people but no one else. Tostag is determined to
2stablish Tostag Gebberoth as an enduring power. He is a classic
Crimninal character.

Lady Kaze Sekbet: The chief enforcer and tactician of Tostag, this
southful Tivaak woman is a cashiered Hegemony Star Force squadron
‘eader who was jailed for using nuclear weapons as a “demonstration”
against guerillas who captered and threatened to execute some of her
men. When Tostag pirates captured her prison ship, she joincd them.
Sekbet 1s an Enemy Ace, professionally Unfazeable, with a Samurai Code
2t Honor and the quirk ““You can’t use too much ficepower.” She is attrac-
five. in a pantherish sort of way; because she is an obvious alicn, she does
10t perform covert operations. She once had a Del Karva pilot as a lover,
aut he betrayed her by dating another mecha pilot and she had to kill him.
She still misses him, though.

gen Jothmeg: A Hegemony doctor, a Del Karva, caught doing unauthorized
drug experiments on his patients. He escaped the law and fled to the Gebberoth,
Disguised as a human, he is the director of a private mental clinic set up six years
ago as a Gebberoth nest. He also performs experiments on some inmates, aimed at
creating psionic warriors which Tostag can market. He is not sadistic, merely
ttally ohsessed with science, and actually fecls a fatherly sort of affection toward
his creations.

Here’s a rundown of Tostag Gebberoth resources:

Enforcers: Three or four dozen Del Karva and Tivaak thugs, These serve at
Tostag’s bases. Tostag is hiring more to replace losses. About half of them possess
TLY battlesuits,

Terramorphs: A couple of dozen Del Karva agents disguised as and trained to
pose as humans, led by gen Jothmeg. They run various operations on Earth.

Human Agents: The Terramorphs have recruited several dozen human crimi-
nals. Almost all of them think they are working for human slavers or people
smugglers, not aliens.

Nightstalkers: Two-dozen surplus Hegemony light battle and scoul mecha.
The pilots are Del Karva pirates or Tivaak mercenaries organized into six teams of
3-5 mecha, each led by a Del Karva or Tivazk sub-lieutcnant. Two will normally
protect Farside, while the rest are on Earth guarding operations or hunting the
Asog. Tostag can atford to add one or two mecha a month to this force, to replace
losses or build up strength.
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Technicals: Some 100 Del Karva and low-status Tivaak man Tostag’s various
bases. These are trained technicians and medical people (for brainstrips), not war-
fors.

Tostag “Wingships:” These manta-shaped craft are Del Karva commercial
shuttlecraft (TL10), modified for smuggling. They are propelled by a reactionless
thruster capable of 3 g acceleration, carry four people in the cockpit and have a
1,000 cf cargo bay that will hold 50 people, a pair of big mecha or a score of bat-
tlesuits. They have TL10 stealth, emission cloaking and chameleon systems, 4,000
hit points and PD 4, DR 200. Top air speed 4,700 mph, Move 50/2,350, aMR 5,
aSR 5.

Income: In a good month, Tostag will brainstrip around 500 humans. Fach
brain sells for $10,000, generating some $5 million gross profit. The base,
enforcers and technicians cost about $1 million to maintain, leaving about $4 mil-
lion for profit or new purchases. Tostag also has savings of about $100 million.
With the loss of bases, ships and mecha, the war is rapidly draining these funds.
but Tostag hopes that crushing Asog will be a worthwhile investment — provided,
of course, it can win,

Asog Gebberoth

An older Gebberoth gang, their strategy is similar (o Tostag’s, but they do not
use human agents. Asog Gebberoth evacuated their first Antarctica base and
moved to a larger one elsewhere on the icy continent. They also have other bases
on Earth and a secret supply depot in the asteroid belt.

Overboss Balzou: This ancient Del Karva woman is a cunning schemer
addicted to power and personal pleasure. Her indoor pleasure garden has alien and
human slaves who fulfil her every whim . . . or suffer brainsirip. Balzoa likes
stuffed animals, including humans. She is never without two Gyre bodyguards.

Sofenkak: The leader of the sinister Gyre (p. 115) and Balzoa’s second in
command. Always polite and deferential to her, his voice is tinged with mockery
when talking to other non-Gyre. He is a skilled manipulator, trained in psychologi-
cal warfare.

Shalloth-Jault: Balzoa's third in command, this Del Karva is one of the few to
show no fcar around the Gyre. His languid manner and androgynous bishonen
beauty disguise a heart steeped in treachery. While a good mecha pilot, he prefers
traps and ambushes. Sometimes he walks in disguise on Earth, seeking diversions
among the “barbarians,” amused by the primitive sights and smells. Jault has taken
human lovers, only to lure them into a Gebberoth nest after tiring of them. His
brother was lost on a mission on Earth, and he would like to find whoever was
responsible — UNISTAR or Tostag — and get revenge.

Other Resources: Asog’s strength is similar to Tostag’s, Its mecha squadron
(under Jault) is less well trained than Sckbet’s Nightstalkers, although just as
NUIMETOLS.

Gyre “Confusion Masters”: This band of twenty flesh-morphing aliens is per-
sonally loyal to Sofenkak. They lead infiltration missions, but Gyre are usually
spread among Asog forces rather than operating together. Each has a
“Deathstalker’” mecha.

Gebberoth Nests

Sending a ship down to pick up only a few mindslaves is expensive and dan-
gerous. Profit is maximized by waiting until a full consignment of 20-50 human
mindslaves can be carried off.

A nest is a base where humans can be quietly held and mecha and agents con-
cealed. A nest should also have landing sites (an isolated clearing, field, lake, et
cetera) within a few hours’ drive.
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A remote farmhouse is perfect, since it has lots of hiding places for vehicles
and captives (barns, silos, root cellars). Small motels (not part of a chain) or even
lurge houses are also good. particularly if the owner is reclusive and won't be
missed. Warchouses on the edge of town and junkyards are other favorites.

The rival gangs use different methods to acquire nests:

Tostag have been on Earth for a while, so they have more human contacts.
They use disguised Del Karva and human collaborators (blackmailed or bribed
into working for them) to purchase properties. Large nests may have a half-dozen
or so disguised Del Karva and possibly several enforcers hidden in the back-
ground as security against enemy raids. If there is a brainstrip facility (sce below),
there arc probably one or two mecha there for protection. A few small nests have
no aliens at all; instcad, human collaborators take and hold captives until a Tostag
agent appears to transport them to a larger nest.

Asog are newcomers to Earth. They have not had time to set up legal nests, so
they prefer to stcal them. They replace human owners with Gyre metamorphs. As
the Gyre do not steal memories, some humans may be kept alive while the Gyre
pump them for information needed to further the masquerade. This cannot be
maintained indefinitely, so if people become suspicious, the Gyre will often move
to another target. As the Asog have only a few dozen Gyre, they spread them thin-
Iy and avoid taking over nests that requirc replacing multiple people. A nest is
often garrisoned with one or two mecha and several Asog enforcers, who may or
may not have battlesuits.

Mindslaving

Various means are used to lure humans into a nest without attracling attention.
The more common “people traps” include:

Help Wanted: An agent poses as a foreman recruiting illegal immigrants to
work as farm labor or domestic servants. The farm or house is actually a
Gebberoth nest.

The Hooker: An agent poses as a prostilute who lures customers to a cheap
motel — a Gebberoth nest. As few people tell their friends or family they are going
to visil a hooker, the disappearance is mysterious.

The Hospiral: The nest is a private clinic or mental hospital. When a patient
dies, the Gebberoth make sure no one realizes he made an involuntary organ
donation first: his brain. In a mental hospital, patients may lapse into a catatonic
state. Their brains have been removed and they are on TL9 lite support.

Any number of other ploys may be used. All of these methods require some
time to set up, though, so sometimes more direct means are used — see Snatches,
p. 117.

Brainstrip Labs

Larger nests are often equipped to perform brainstrip operations. A brainstrip
lab has one or two automedics, each of which can remove a human brain in two
hours. Brains are stored in brainpods (small life support units, about 100 Ibs, and
4 ¢f) for easier transport and storage (no need to feed prisoners!). A wingship can
carry as many as 250 brainpods. The Farside and Antarctica bases can also per-
form brainstrips. Brainstripped bodies are normally disposed of (the Gyre eat
them!); Tostag agents have sometimes sold the bodies to humans for the OIg4ms.

Removing the brain kills a body. Hegemony science can transplant a brain
back into a living body (2 months to recover), but facilities to do that do not exist
within the solar system.
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STRANGE ALLIES

The Gebberoth were inside the old hotel’s ballroom, now turned into a brain-
strip lub. They had a Deathstriker and two Vandals . . . and we'd been caught nap-
ping. My Kamen Panzer’s gun arm was shattered. My own left leg felt wet and
sticky, but there was no pain yet; maybe I was in shock. Mara was in worse shape
— trapped unconscious inside her own mecha’s wreckage.

We'd gotien the Vandals but now the Deathstriker loomed over me, gun muzzle
raised for the kill. T braced myself — and then its canopy slid open and the pilot
stared out, the better to gloat. He had yellow cat’s eyes in his handsome face.
Otherwise, he looked like a youthful human. He brushed a lock of copper-gold
hair aside, where it always fell into his eves, and smiled wickedly. It was Tethrag-
Juult, Shalloth-Jault’s younger brother.

“So, Captain Ken Diomedes, we meet again,” he hissed. “We were warned
your organization might interfere. Well, after I've dealt with you, I will see
whether your female friend lives. 1 need a new brain for my wingship computer. As
Jor her body . .7

“Save i1, Jault,” I told him. “I'd rather die now than listen to your filth.”

“Ser be it. May the Dark Bird enjoy your soul. My master Sofenkak will reward
me well.” His mecha raised its weapon.

And suddenly the skylight shattered inward.

A slim silver figure somersaulted in mid air. Shalloth-Jault raised his gun and
fired, but the batilesuit dodged and landed on top of the Deathstriker. It brought its
arm down, there was a flash of light and the Deathstriker collapsed on the ground
like a squashed crab.

The battlesuit bounced off the wreckage and lunded next to my shattered
Kamen Panzer. My savior wasn't a UNISTAR design. It was slim, graceful . . .

“Nice mecha,” said a soft female voice. The helmet turned to me, and she lifi-
ed the visor. Wild purple-blue hair framed an angel’s face. Her large eyes were un
inhuman, beautiful violet.

“So you're the local law?”" She glanced at my mecha. “Didn’t think you had
these things vet.”

“Uh, yeah,” I managed. “We re kind of secret.”

“Kawaii.” She shook her head, closed the helmet, triggered the jump jets and
vanished, up through the hole into the night.

Somehow, T knew we would meet again.

Although the Hegemony’s Non-Interference Directive prevents Star Force
operating on Earth, the Gebberoth are not safe from Galactic justice. The syndi-
cate member’s nightmare is the Tessanak. It’s an archaic Del Karva word meaning
“one who takes government coinage to wash a public sewer”” A more idiomatic
translation is “bounty killer”” These private agents go after wanted criminals for
the reward money that the Hegemonic Magistratum offers for those on its
“Unlimited Wanted™ list.

That the Gebberoth are operating on Earth is known to some bounty hunters
with good contacts. As long as they send back proof they got their target, the
Magistratum won't inquire where the kill was made. Of course, becanse Earth is a
protected world, only the wilder Tessanak dare to operate here. There are probably
no more than a half-dozen Tessanak on the planet, operating alone or in small
teams. They are careful not to reveal themsclves publicly, or do teo much collater-
al damage: otherwise, if word got back to the Magistratum, they would go on the
wanted lisi too!

Tessanak characters are Del Karva Cop or Special Operative characters
equipped with TL9-10 gear. The Tessanak in the vignette used the Darkangel bat-
tlesuit (p. 73).
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