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Malcolin Hee With Mike MacDonald gone (and missed), Mektnn Zeta's guiding hand has left

: ! just as the game has established itself. One could say that, having seen what he
(9.8 (=N I had wrought and decided that it is good, Mike declared "My work here is done’
Benjamin Wright L nd rode off into the sunset. Or rather sunrise—Mike is now enjaying himself as

o.an
COVER' .
GRAPHICS
' Benjamin Wright
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a cyberspace engineer (or something) in the far-off land of Singapore.
Al However, right before Mike struck out to forge new frontiers on the other side
| of the warld, he sent the very first Mekton Wars battlebook off to the printers. Mr
._ MacDonald had conceived the battlebook idea as a way Lo supplement Mekton
" COVER DESIGN, Zeta's strong roleplaying potential with the added aspect of wargaming.
Y e -l 0 - ls L | Wargaming has been a core element of Mekton from its inception over ten years
Benjamin m}pighj; _ 5 ago, so this type of book practically screamed to be published.
Ted Talsorian | x,ﬁ,m:::t;ﬁkhd ﬁubllsh it we did, once we received thr::- manus-:rupt from veteran game
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EF”TEB BY . Cmi’"g ﬁbac:kgrmmd mc]udes a truly impressive amuum of expenence with hnth
L Clel eI L= LI | roleplaying and wargaming, as well as strong fiair for the dramatic and an expert
'+ Edward Bolme . grasp of all things military. Keeping these facts in mind, it should have come as

RGOl =Dl e B | o surprise to us that Craig's “Invasion Terra’ manuscript, despite being a pri-

= Ve =Ll L | miarily wargaming-oriented book, was practically bursting with roleplaying poten-

Derek Quintanar tial as well!

SPECIAL T"I'ANKE | The |DF’TQEI“ we worked on Mekton W&HFSI l: |ﬂV35ipﬂ Terra, the mDFE‘“WE |f|(_E?d
Junichi Inoue—wihose it as a r_ule?Iawng resource; so why not publish anuthar'? The pmpmed{ Invasuqn
! ar-i;wbr‘k in "Mekton TE'.IT_EJFITES seemed to shmﬂ_.f a gt:-{::-q deal ﬂl‘ftP—rnmlﬁg_;gwen what we'd seen in
Craig's battlebook—and besides, Mr. Sheeley already had half the material nec-
' inspiration for many. .|, essary for such a book in note form. Hey, thaw what happens when you write a
lﬂ’ustr'at:rnns here ' book based on your campaign! | s
R As we read it now, Craig's mlepia}fing—ﬂﬁﬁhfed follow-up to Mekton Wars 1:
. Everyorie who . Invasion Terra is even better than we expected, Mecha Manual 2: The Invasion
worked on this Terra Files is one sweet book; we hﬂpa }'mu’ﬁ think so too. Our collective hat is
| off to Mike MacDonald, who helped make Mekton what it is today, and Craig
Sheeley, who writes killer Mektun Zeta ‘books!
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WAIT A MINUTE.,. "

MEKTON MECHA

MANUAL #27!7
' Yep, this is the sec-

ond Mecha Manual.
But don’t worry—if
vou missecd MIVIM 1,

. you argn’t missing
. anything from the
| “Invasion Terra”

universge.' * ,
MMM 1 provided a
varigd selection of
=2 mecha from ten
different universes,
including Algaol,

'Mekton Empire and

Hardwired. Cool
stuff, but no rela- .

L]

| tion to this book.

MEKTON MECHA
MANUAL #1:
ISBN#0-937279-53-6
$8.00
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OLD WIND FROM SPACE

llT hey were a race bred for war, whose galaxy-spanning Empire knew no

equal in ferocity or tactical brilliance. Their most terrible weapons were

the war machines they commanded: Titanic armored humanoids, wielding
city-vaporizing cannon and beam swords, churmed out in an unending flood. When
the invasion came, it was swift and savage. We barely had a chance, but a chance
was all we needed...”

Welcome to Mekton Mecha Manual 2. The Invasion Terra Fifes. This book provides
roleplaying information on the major characters and mecha which appear in Mexton Wars
I Invasiaon Terra—all o which were hinted at in the opening color pages of Mekion Z.
While you do not need Meklorn Wars 1 to use this book, it will be helpful.

This book is broken up into five sections. The first discusses the setting of "Invasion
Terra” including a timeline, examinations of the UNWO and Imperial military structures
and cultural essays on the Terrans and the Imperials.

This section is followed by a catalog of characters, which gives backgrounds and
game-value writeups for the major heroes and villains of “Invasion Terra,” as well as sam-
ple soldiers for Terra and the Empire.

Next comes the mecha section, which covers all the major mecha of the Terran-
imperial War. Each of the mecha has background information, a MZ+ playsheet, and (usu-
ally) three variations, each with its own background information and record sheel.

Al the end of this book is the last “Invasion Terra” combat scenario, Final Run, which
makes use of almost everything in this book. Final Run's structure is the same as the sce-
narios in Mekton Wars 1; Invasion Terra, and is designed to provide a spectacular ending
to the “Invasion Terra” storyline.

Even if you don't intend to roleplay in the "Invasion Terra” world, this baok provides
a variety of ready-to-use characters, mecha and-sh?ﬁﬁswhifzh can be ported into other set-
lings. So please—read on and enjoy.
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eline A
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10T B = [ 0 7 IR The |Imperial destroyer Grivaatzal encounters and captures the probeship Bellerophon.

T -4 o LR The Terran cruiser Sentine! engages an Imperial ship in defense of the stargate at Mu Cassiopei.

5T -0 -4 [ TR The Imperial fleet invades Terra.

N1 2T e TR [he Imperial Occupation begins. Imperial forces are increasingly hamstrung and harassed by

Aucust, 2105 rebellious Terran guerrillas.

Aucust 10, 2105 = mhEREh =R eI mil=lre:)

STV -t M- o | lB== The Battle of the Oort Cloud. A Terran fleet, led by the newly finished-battleship Adamant, encoun-

ters and defeats an Imperial fleet led by Jevex Giraan.

SB[ = The first Terran starcruisers enter Iimperial space.

TRV [ s The first attack on the industrial world of Pharkad.

YT A D [ The crew of the Galant discovers the indigenous lifeforms of the planet Skorponos (The Enemy

Below).

= Intelligence crews from the cruiser Courageous discover references to an Imperial asteroid fortress

vital ta their war eftort.

= The Siege ol Longos 111,

The Battle of Relira

The flight crew of the Galant destroys an experimental Impenal terror weapon

Moosebrugger's Massacre. Captain Moosebrugger, commanding the Argus Destroyer Sword

of Destruction and two other Argus Destroyers, meets and ambushes four Imperial ships,
A , destroying three of them and driving the other into hyperspace, without loss to his own forces.

oo - R L R [he Battle of Midway.

(o T o150 M- 4 [ [ The flight crew of the Galant steals the expernimental psychic enhancer mecha from an Imperial lab.

W ST TR 0 Sl The assault on the Imperial command center, code-named Iwo, begins,

a1 VWP [ [l The Terran fleet meets the Imperial fleet in the Battle of the Solar Sea.

TV -4 o = | retreat, the Imperials fall back to a defense ring, a series of fortified planets and outposls.

May 14, 2106 ~

June 20, 2106

June 26, 21086
AucusTt 21, 2106
SerTEMBER 14, 2106 -

January 10, 2107 r

January 12, 2107
January 13, 2107
January 14, 2107 »

January 18, 2107

January 20, 2107 ==

Fesruary 4, 2107

Feeruary 18, 2107 ==

FEBruaRYy 27, 2107 =+

!

Even though these forls could be bypassed using hyperdrives, anyone doing so would lie open
to assault from all sides. The Imperials have arranged defense in depth, with outposts and hid
den mecha bays about a light year apart, so lhat any assaull could be countered by reinforce-
ments from a day away. The only way to beat il is a slow, grinding war of attrition, assaulting
the outposts one by one and tearing a hole in the delenses

A massive Terran warfleet takes on this task, and on January 10th proceeds with the assault of
the defenses of Golgo Xl Subsidiary LINWO Space Force [leets are spaced around the Terran
warfleet in neighbornng systems in an attempt to intercept Impenal reintorcements. Starcruisers
warp into still more distant systems, there to lie in wail, spying out the location of hidden Imperial
hases and attacking them once their garrison forces leave to reinforce Golgo X1,

' Imperial reinforcements engage Terran blacking fleets in and around the Golgo system.
= The starcruiser £/ Dorado raids and destroys the Imperial base at nearby Loupan 3.

The fleet battles in the Golgo system escalate to the point where the Terran covering fieets fall back
to the main fleet, which leaves Golgo Xl orbit to trash the weakened Imperial reinforcements. The
assault on Golgo Xl proceeds slowly, with Terran attackers using nuclear charges to destroy sub-
terranean Imperial forts.

: Golgo Xl is rendered ineffective. Terran and Imperial losses have been nigh-catastrophic: The

lerran fleet only has 30% of its ships effective, and 50% of its ground forces. Imperial losses total
half a dozen dreadnoughts, 21 smaller cruisers, and scores of mecha, not to mention the entire gar-
risons of Golgo Xl and Loupan 2

» The Terran fleet withdraws to recuperate. Groups of starcruisers remain behind, lurking to attack

Imperial vessels seeking to reestablish the base on Golgo XL

The starcruiser Galant captures a courier vessel bound for Tartarus, the very center of the Empire
in the Milky Way. It warps back to the Terran rendezvous point at Rama. The information is used to
plan a lightning strike on Tartarus.

The Astra-class supply ship Loveless encounters the drifting hulk of a Scyffa-class dreadnought. The
crew is dead and the hull breached in many places. Huge, alien carcasses found on board,; they bear
a startling resemblance to the native lifeforms of the planet Skorponos.

The Battle for Tartarus. The main Terran fleet invades the adjacent system of Kishin 11, while a much
smaller fleet under Admiral Khazaks moves in on Tartarus.
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SPACE FORCE
 ORGANIZATION:

Starship’' squadrons
.are usually ad hoc
affairs, certering a
group of spaceships
around a single large;
_primary combat ves-
sel. On paper, proper
UNWOSF squadrons’,
were supposed to
consist of one large
ship of cruiser or
dreadnought size and
-5 smaller vessels,
with fleets being con-

' structed of multiple

Fighters have a
L
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squadrons. O

fixed organizatian:
. 16 fighter craft in a

a’ squadrpn, with'd
. eleménts of <
| aircraft apiece. '

Mecha are.deployed
in the same way, '
when possible; ;
otherwise, they are
deploved in two
units pﬁ five, like.
infantry. ;

S Bl |

g P,.D.F.
 ORGANIZATION; '
For maximum flexi-'
bilicy, the PDF main-
tains the battalion
as its largest unit.
BATTALION: " |
, &3 companjes.
‘ComMmpPANY: . - o
command squatl.
SauaD: '’

sfuad of ihfantry.
‘Minuteman powered

armor are deplnyép'
in fives, or detached

to infantry units, at
71 per squad, of
| ' imfantry.

_

= |

'3 platoons and 1,

Sl 10 men or 4 A
' combat vehicles:; A
transport vehicle -is

‘supplied for every |

able centuries, humanity (Homo sapiens terra) has waged war for dominance of

resources, waged war over cultural hatred, and sometimes waged war just to
keep in practice (or so it seems). However, from this humble past, we entered the 20th
Century, a time when it appeared that humanity finally had what it needed to achieve
peace—the peace of final destruction.

Nuclear weapons and bio-weapaons stood poised to knock humanity from the roster
of conquering life-forms, yet somehow, this ugly fate was avoided. Instead, economic
upheavals and the accompanying cultural shockwaves replaced large-scale warlare.
During this interval, the smart and powerful parlayed their superior positions into practi-
cal domination of the race, tearing apart the middle-class legacy of the post-World War ||
period and plunging human society into a new technological Dark Ages. This sectarian rift
couldn't last—ready access to information made it as easy to wreck the high and mighty
as it had been to destroy the previous governments through war; authoritarian gaovern-
ments soon began to reform in response to the virtual anarchy which remained. This peri-
od was later dubbed the Interesting Time, after the Chinese curse, "May vou live in inter-
esting times.”

In the aftermath of this period, a few clever people and organizations look advantage
of the chaos and led mankind into space—in a big way. Most ventures were for profit, some
were for scientific research, and some were part of an escape from the cesspool Earth had
degraded into. But no matter the reason, all managed to achieve their goal of establishing
human habitats in space: in Earth orbit, on the Moon, on Mars, and even as lar away as the
asteroid bell. And, of course, as man went inlo space, his weapons wenl along too

The first spurt of space colonization was driven by a desire to dominate Earth's local
space, in order to deploy intelligence and weapons satellites. As governments regained
power on the planet, there were threats 10 use those weapons, and newer ones arose I

I Iumankind: the tool-using, hairless apes that war with themselves. For mnumer-

the intervening years. The very real threat of budding conflicts forced a practical impos-

sibility in Terran politics: a number of the smaller powers allied to deliver an ultimatum to
the stronger. Join together in an all-world governmenl, where all separate governments
would be equal, or humanity would die in a single suicidal trenzy,

This was the birth of the Linited Nations World Order. Based roughly on the old Linited
Nations, LINWO was often described as "the LIN with teeth.” Linder its rule, all natians
hecame voting equals, burgeoning military forces were reduced in size, and severe global
reqgulations were set regarding destruction of habitat—these last despite the cries from
industrialists; the overwhelming majority of the votes in favor came from countries whose
ecosystems had already been wrecked by short-sighted development. At first, these rules
were enforced by the threal of UNWO missiles, then later by a multi-national army created
from disbanded national forces. The last resistance to the new order wilted when opporiu-
nities were given to invest in space-based ventures, sure-fire profit-makers that they were.

The pattern of human politics was set. No longer would there be wars fought over
terrestrial goals; instead, all competition would lake place in space. The profil from the
first nickel-iron asteroid brought back to Earth made it's investors instant millienaires, and
practically destroyed planetary mining at the same time. Lunar hydroponic farming could
not only feed orbital populations, but also generale a surplus, allowing environmental
reclamation of overworked and misused farmlands on Earth. Improvements in powerplant
technology necessary for space were also applied to the homeworld, enhancing perfor-
mance and salety. Life on Terra began to improve, almost approaching the standard of
living on the orbital habitats.

Then came stunning news: after decades in transit, the first interstellar probe reached
the Alpha Centauri system. According to its instrunients, there was a planet in the system
that fit the parameters for sustaining humans—oxygen-nitrogen atmosphere, plenty of plant
life, water (although a little too green), and a reasonable temperature (although, much to the
disappointment of the extra-terrestrialists, there were no signs of intelligent life). Inspired by
the idea of a distant world just waiting to be settled, the human race launched itself at the
stars. Al first, siower-than-light vessels were constructed, and the stargates these ships later
planted served to vault humanity onward still, Though few worlds were found that were jew-
eled paradises like Earth, or even slightly flawed paradises like Centaurus, there were still
enough suitable places to hold an expanding species like Homo saprens terra.,,

..Or another expanding species: para-Homo sapiens kaldara.
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hysiologically, para-Homao sapiens kaldara is nearly identical to Homo sapiens
Pferm—a 99.92% similarity, according to genetic tests run by both the Imperials

and the Terrans (with the edge in genetic science, the Imperials tested to sev-
eral more decimal places than the Terrans). This convinced some researchers that the
Imperials were an offshoot of the human race (or vice versa), while others maintained
that the points of similarity weren't much different from those between humans and
great apes, and parallel evolution was a much better explanation than intergalactic
kinship ("chariots of the gods,” ef al,

Everyone al least agreed that the Imperials were certainly better looking than great
apes. All of the males were large and well-formed, while the females were even more well
formed, and attractive to boot. This bountiful level of pulchritude raised the inevilable gues-
tion of inter-species breeding; tests found that answer was No, at least, not withoul the aid
of Imperial bio-science, which could modity genetic material just enough to do the joh

Which was part of the Imperial invasion scheme.

One of the mam prizes represented by Terra was the vast gene pool available to the
Empire. Little did the Impenals suspect that it came with a booby prize: Terran culture.

Imperial culture tas described in Mekton Wars 1. Invasion Terra) was heavily based on
a warmor ethic. Its basic elements were honor, obedience, and unswerving dedication o
the cause of the Empire. The honor portion of the code received the most emphasis, par-
licularly the virtues ol single combat-—charging alone into batlle agamst multiple but less-
er foes or inlo one-on-one combal against a worthy loe. 11 also involved showing respect
for a warthy opponent, even to honoring the rather medieval practice ol capturing skilled
opponents and ransoming them for Imperial pilots taken pnisoner by the other side (in the
Impernals mecha-heavy military. pilots were highly valued. even a clone pilot took months
o train and transport to the battle front). The Impenals were more disturbed to find thal
the Terrans, survivors of millennia of conflict, were quite comfortable with wars of atirition,
and definitely didn't wage war in the Imperial fashion.

The emphasis on a warrior cull, and their pattern of perpetual expansion, had never
given the Imperials much time to develop a sophisticated culture. Even womb-born
Imperials found little to accomphsh within their culture except the pursuit of glorious bat-
tle and the status thal came with it. While |ejsure tlime was a reward offered 1o success-
ful Imperials—leisure time in itsell being a sign of success—it was largely spent trying to
find a suitable gene-maltch (or a gene-matched mate! instead of the pursuit of art, music
or other cultural interests. For the clones, barracks talk was all the socializalion lhey ever
received, trading stories of battle prowess, listening for rumors and exchanging informa
tion, This, it seemed, was the high point of Imperal saciety as a culture, so Terran saociety
came as a distinct shock to the Imperials.

Once the dust of the initial invasion had settled, the Imperials set about trying to estab-
lish management of their new property, and were astounded to find thal Terrans consid-
ered their leisure pursuits as essential as food, sheiter, clothing, and medical care. Some
Impenal scientists, noting the lack of any sorl of warmor cull in human society, theorized
that leisure entertainment mighl serve a paraliel role

Linfortunately for the Impenal war efforl, Terran entertainment had an equally devas-
tating effect on Impernals. Seeking collabarators Lo help Lo restore order, the Impernals began
lo mingle with their Terran subjects Wunfortunately, they did not check for spies, which often
allowed Terran qguerrillas to infiltrate Imperial adminisirative areas), The Terrans invited their
new friends to share in entertainments like sports and films, which, while conlusing to the
Imperials, introduced them to new ways of thinking that served to undermine their society.
The concept of recreation, especially free Inter-gender contact, was loo much for the aliens
to resist Morale broke down, as did discipline—many Impernals snuck off post to 'recreate”

against orders, having been shown that there were other things to do besides fight!

Imperial command soon desperately sought to segreqate their troops from the
Terrans they had come to rule. But it was too late; the damage had already been done. In
point af fact, it is guestionable as to whether the Terrans ever really needed to militarily

drive the invaders from the Sol system, things were hecoming so unmanageabie among
Imperial ranks that they might have withdrawn on their ewn. Indeed, many of the clones

that had taken part in the invasion had to be brain-wiped and reprogrammed once they
returned to Imperial space.
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LIEUTENANT DONCHOI YU
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top test pilot, Donchoi Yuh had flown everything from jet-
packs to orbital fighters, and was considering bucking for
spacecraft when the war broke out. A typical Donchoi com-
sl ment was: “If | can't fly it, it can’t be flown.”
:ﬁ o He never considered piloting mecha, distaining "toy robots” as
; strictly ground-pounder material. Then Terra was invaded, and flying
went from merely dangerous to nigh-impossible. The Impernials ruled the
skies, scanning the entire planet for unauthorized flights, and the only
Terran aircraft flying was an occasional stealth unit. This cramped Don's
style, to say the least. So when Dr. Graves approached him as a test pilot
for the new Rapier mecha, the cocky pilot jumped at the chance. After
all, the Rapier was supposed to be able to fty . sort of

A hotshot loner, Don wasn't a team player, bul as part of Operation
Phoenix, he found that didnt work. He also saw himselfl as a love-'em-
and-leave-'em fighterjock, but fellow test-pilot Mariko Lim changed that,
loo. He wasn'l sure she was psychic, but she definitely had hs number,

Being a poor student of Impenal culture, Don didn't understand Lars
Kandrax' reaction to him. Although he relished the challenge to his skills,
he had a hard ime understanding why Kandrax had singled him out as
his sole reason for fighting the war. Don didnt actually mind this;, Don
eventually grew 1o anticipale his duels with Kandrax—and even look for-
ward o them

Personality: Donchol Yuh 1s an extremely competent pilot and
mecha warmor, as well as beng a lair leader His cavalier attitude
towards danger has been tempered by his responsibility to his squadron
and his relationship with Mariko—he's steadying down, but is still the wild
card of Operation Phoenix
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LIEUTENANT MARIKO LIM

hen the war began, Mariko Lim was a student at UC
Berkeley. The most promising subject of the UC's much-
maligned “Psycho-Electric Phenomena” research project,
she alone demonstrated the ahility to interact with computers from
a distance, using an highly-experimental neural link.

This parlor trick received a substantial amount of news coverage;
sa much so, that when Dr. Marcel Graves started up Operation Phoenix,
he remembered the voung woman's ability thaving noticed references
to similar phenomena in captured Imperlal databanks), and was
intrigued enough to requisition her for the project.

Mariko wound up becoming a key member of Project Phoenix—in
the process receiving extensive mecha-pilot training, which is how she
met Donchot Yuh. Don was already an accomplished mechajock, work-
ing on the cantrol responses of the experimental Rapier. He offered to
help with her training, leading to their mutual discovery that a cockpit
coudd hold two people ... if they were [nendily.

When the starcruiser Galant took Operation Phoenix into space,
Mariko found her mental abilities expanding. Exploring new worlds,
Mariko learned to sense each one's psychic patterns; the refiection of the
gestalt of its lifeforms. This “fine-tuned” her psychic faculties, allowing her
to differentiale these resonations instinctively. The discovery ol Imperial
psi-teaching techniques also accelerated Mariko's development—by the
end of the war, she had become Terra’s mast powerful psychic.

Personality: While thoughtfully removed, Mariko Is always cheerful.
Her only worry is Mark B. Michaels; she's convinced thal he needs some-
one to take care of him. Hence, if for no other reason than to keep him
from walking into doors, Mariko acts as Mark's surrogate "older sister
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ER NORTH FROZEN

e

orth Frozen was bom aboard the Good Neighbor, Terra's first
colony ship bound for Alpha Centaun. Being a “starchild,”
spaceflight was the only career North ever wanted to pursue,
and pursue it he did: winning command of the Centourus. a slower-
than-ight civilian transport operating between Alpha Centauri and
Sol (taking a litile over five years each way).

Frozen and his ship were already en route when stargates were
introduced—by the time they'd arrived at Sol, its stargate had been oper-
ating for a full vear! During that time, all civilian commissions had been
snapped up; no captaincies would be availlable tor at least another year

Naorth barely had time lo be disappointed. Once in-system, his ship
received a distress call from a freighter besieged by pirates. While too
far away to save the lreighter, the Centaurts was close enough to pur-
sue the freebooters, chasing them directly into the clutches of a LIN
Space Force cutter Sentinel—Henry Antares ship

North entered the LINWQO Space Force at Antares’ urging. There,
he received mecha combat training and soon became Antares’ execu-
tive officer The pairing was perfect. Frozen's lactical acumen, flavored
with more than a dash of audacity, neatly counterbalanced his captain's
natural cautiousness, North served as flight commander tor the Sentimel
throughout the first part ol the Impernal War tneluding the terrible Battle
for Terral, and accompanied his captain and Inend aboard the Galant,

Personality: North is a popular man—understanding, charismatic,
and friendly. Thanks to the time he spent chasing liahtspeed aboard the

Celers

LB - -%:'.- :

117

= | Centaunus, he's chronologically older than he looks (the often makes
e T e ; i & 2 .

. = . & | anachronistic relerences from his childhood). A testament to his charm
. .o b| isthat he eventually worked his way into the cold heart of Maria Logan.
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[:APTAIN HENRY ANTARES

_Twﬂb?

hough Henry Antares had trained hard for a position aboard
one of Terra’s Seeker-class exploration vessels, he was des-
tined for greater things. Newly-deveioped stargate technolo-
gy reduced the proposed number of Seekers, and good starship per-
sonnel were needed elsewhere: colony ships were being sent
through the gates to distant worlds, and new combat ships were
being produced for the UNWO Space Force. Antares worked his way
up through the fledgling force, and acheived the position of captain
aboard cruiser Senting/

Then the Imperials began probing Terran space.

The invasion proved the heavily-armed LINWO fleet to be a god-
send in disguise; while the scale, firepower and expense of the
Sentinel and her sisters had been condemned as "overkill” for use
against pirates, they proved to be |ust enough to deal with the Imperial
dreadnoughts that were attacking lerra.

Antares Sentinel fought valiantly throughout the war; it even sur-
vived the bloodbath of the Battle for Terra. It was this skill as a ship com-
mander tand tus early training as a scout for Seeker service) which land-
ed Henry Antares the command of the starcruiser Galant—atfier all, who
was more qualihed to take command of a starship that would be jour-
neying into the middle of unknown space, dealing with unforeseen sit-
uations, and facing the rigars of discovery and war?

Personality: Antares is a stable and steady man with a laconic man-

ner, patient and given to thoughtful contemplation, He is a canny obsery: " -: I e AL
er of humanity, accomplished at reading peoples’ moods and interpret . | TR T, o e
ing their actions. This alsc makes him an excellent strategist. as he takes N e & %":‘f
care to analyze his enemies’ actions and anticipate their plans. § B =
et - Z ot
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'DR. MARCEL GRAVES

Fm A e SRR A RN

r. Marcel T. Graves was humanity's leading authority on innov-
ative technologies. A card-carrying genius, his world-famous
knack for dissecting technology, reproducing it, and improving
upon it won him countless awards (ncluding the Nebel Prize), and
eventually led to his appointment as head of Operation Phoenix.

Al this time, Terra was in a desperate situation. The Imperials
enjoved total air superiority, but merely driving them from the skies
would not be enough-—the LUNWO's leaders knew that Terra would have
o go to the stars to defeat the Imperials on their own lerms.

In order to do that, they'd need a single combat platform for all roles
Dr. Maria Logan had offered her Guardian as thal multimission platform,
but Dr. Graves soon convinced evervone thal the Guardian wouldnt do—
it couldn't passibly incorporate all of the lechnologies he had reverse-engi-
neered from the lImperials. S0 Dr. Graves proposed the Rapier instead.

This was the starl of a lonastanding animosity between Drs, Graves
and Logan a conflict which was aggravated by their inherent personali-
ly contlicts, She was appalled by his lack of qualifications, tus unfarmilian
ty with mecha design. and his "slipshod and inexact” methods. He was
angered by her snobbery, repulsed by her coldness, and trustrated that
she was the one person he couldnt dominate. Forced to work fogether,
their rivalry evertually cooled o mere sniping and occasional argumernts,
and they managed to cooperate enough 1o assemble the hirst Rapier, the
Model Zero. They argued over chaosing its pilol, but Yuh's ability 1o cope
with unforeseen complications finally won out over Michaels raw reflexes.

Personality: The bnlhant Dr. Graves 1s a mercunal man: charnsmat
ic, bul eccentric. Me 1s given Lo blustering and vocal intimidation 1o get
his way—combined with his everpowering intelligence, it usually works
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DR. MARIA LOGAN

v

r. Maria Logan was the perfect candidate to design the PDF's

new “Guardian” support mecha: The waorld's foremost expert e I
in balanced force-feedback systems and the field of electro- '- ,;ms% s .
; T R : i i :

responsive myomer "artificial muscle" mechanics, she also held e « =
degrees in simulated intelligence theory, materials research, and "
nuclear engineering.

Dr. Logan's Guardian exceeded [ts original design parameters,
but it scarcely saw action before the Impenal invasion—in which it
proved to be no malch far the invaders’ superior mecha. Most of the
Guardians produced were blown to bits in the initial attack.

On Project Phoenix, Dr. Logan was teamed with Dr. Graves and
ordered to develop a combat unit that could defeat the invaders, Maria
staked her reputation on her Guardian (upgraded with Dr. Graves' retro-
engineered Imperial technology). The resultant "Gun-Guardian” was a
vast iImprovement over the original, but no matter how much she tried,
Maria couldn't adapt it to the ngors of fleet duty. She eventually had 1o
resign hersell 1o assisting Dr. Graves with his Rapier-Zero instead.

Once stationed aboard the Galant, Maria found herself suddenly
and unexpectedly in demand—she was one of the few women on the
Galant, and an attractive one at that. While her remoteness made her
largely unapproachable, gessip flew about her and Mark B. Michaels;
only. an eventual relationship with North Frozen dispelled that rumor.

Personality: Dr. Logan maintains a cool and confident demeanor al
all imes and prizes efficiency and competence over all else. Severely
self-controlled, she cuts loose only when exercising her dry and sarcas
tic wit. She delights in being first to get her hands on newfound tech, and
in personally conducting field repairs and modilications.

PrROFESSION TEMPLATE

CHARACLTER STATS

INTELLIGENLCE
A COOL 55 Stability
5 REFLEXES 15w | Run

Education

ATTRALTIVENESS | /Dy | Jump
e EMPATHY - Anime Leap
J | TECH ABILITY 2 Stun

LLUCK 40 | Lift

MIODVE ALLOWANCLCE i EV

BODY TYPE 120 | Throw

PS5l

POTENTIAL

e (. —— )

CHARALTER SKILLS
LVL | SKILL

Psi Points

| JLEY RiG 5
MECHA TECH g

PEESUNAL (ZROOMING 4
FERGUASION a
FROGEAMMING @

S0CIAL 2

LERD (GES




LT. MARK-BENJAMIN MICHAELS

D= orsSetie 2 RATIA.

resh out of basic training, Lieutenant Mark Benjamin Michaels
was assigned to the 7th Guardian squad based in Phoenix, AZ.
His first post-graduation exercise was to defend the city against
the Impenal invasion. The action was short and brutal; though he
fought well, Mark’s mecha was destroyed. In the aftermath, he joined
up with a group of PDF commandos and participated in several raids.

By the end of the first week of the occupation, short-wave commu-
nications had been re-established. Mark responded to the desperate
calls for replacement mecha pilats and made his way 10 the SoCal sub-
sector. There, he met two women who changed his life.

The first was Dr. Maria Logan. She needed a pilot for the upgraded
Guardian design, and Mark-Benjamin was just what she was looking for.
The new Gun-Guardian, armed with Talos weaponry, proved reasonably
effective against the enemy. And despite persistent rumors, his relation-
ship with Dr. Logan was that of student and teacher—nol lovers,

The second was Jalia Zell, an Imperial Medusa pilot he'd shot down
Bringing her in for interragatian, he lound she would only speak ta him—
when she escaped, she even abducted him! He eventually turned the
tables, recapturing her, but by that time 1t didn’t matter-—-stie' d captured
his heart. She was prepanng to lormally detect 1o Terra when her com
mander, Gates Shann, mounted a strike that “rescued” her.

Along with the resl of Projecl Phoenix, Mark was assigned to the
slarcruiser Galant. There he became second-in-command to Donchoi
Vuh—by the end of the war he was leading a squadran of s own

Personality: Mark-Benjamin is an eternal teenager—shy and clum-
sy (outside of a cockpit). Ever since meeting Jaha Zell, though, he's
begun 1o lose some of his gawkiness _..
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hen Zell 8935 emerged dripping from her clone tank, no
one could have predicted that she would become a pivotal
personality in the the Imperial War. Yet during one of the
first skirmishes against the Terrans, she was instrumental in the cap-
ture of an intact enemy freighter (and all its information and datal.
This eamed her the right to a personal name—Jalia Zell.

Promoted to Gates Shann's squadron, Jalia had the honor of taking
part in the invasion of Terra. Occupational forces were besieged by guer-
rilla attacks within a day of the invasion, so Jalia and her comrades were
reassigned as an antl-rebel response force. However, when a guerilla mis-
sile nailed her mecha, Jalia had to eject and found herself captured.

Still, fortune smiled on her: She was incarcerated in the secret facil-
ity where the Terrans were developing their weapons of liberation.
Seizing the opportunity, Jalia kidnapped a Terran pilot, intending to force
him to steal the new Mekton and take it {and her) back to her side—but
Mark-Benjamin Michaels tricked her and she discovered his lies too late,

By then she really didn't mind, Michaels intrigued her, He treated
her well—nct like a prisoner ar a warrior. Nor did he treat her as an infe-
rior, He was nice 1o her, and friendly, and self-effacing ... she felt good,
even comfortable around him,

By the time Captain Gates Shann arrived to rescue her, she didnt
want o escape—she wanted to stay with Michaels, and despaired of ever
seeing him again. Shann, suspicious of Jalia's motives, was about to recon-
dition her errant pilot to restore her devotion to the Empire when Mark-
Benjamin appeared again; he rescued Jalia and she finally defected.

Personality: Jalia is highly motivated, savage in battle, bul
charmingly naive, curious and enthusiastic about life beyond war.
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Co

rarity among the mostly vat-grown Impenals, Gates Shann was
the naturally-bom offspring of two gene-matched warmiors,
and was closely monitored by the Imperial clone masters to

see if her gene-mix would make her a good clone progenitor.

Maost womb-born children were

terminated before birth, as pre-natal

examinations usually found no newly-beneficial genetics. Those allowed
to be bom were raised together in a creche, learning (o be an Imperial
warnor, techmician, or officer, depending upon their genetic suitability. But
(ates showed such promise that she was grantetl the rare chance 1o
grow from infancy to adulthood, raised by her birth parents.

The growth process gave Gates many advantages over the run-of-the-
mill clone wartior; the natural-bom had years 1o leam every useful trick,
Every reflex could be honed, the mind sharpened, and routines developed
o fully use the mind and body. Few realized that the natural-bormn also had

a supenor grasp of the intncacies ol I

npenal society (and of other people);

they were natural manipulators, so it was no wonder that the vast majority

of the womb-borm became officers

Gates used these advantages to scheme her way to alory i
seemed that there was no height to which she could not rise; selected
as a Medusa pilot, Capltain of her squadron, granted her own Scvlla
class dreadnought; nothing could stand in her way. Even Lars Kandrax
was no threat, he was as easy to manipulate as all the others; knowing
nothing aof her methods, he even approved of her ambition.

Then, without warning, Donchoi Yuh stepped into the picture, and
she lost her grip on Lars ... and everything else

Personality: Strong-willed, selfish and cunming, Gates will do anything
o ensure her success—including lving, cheating, blackmail and murder

PrROFESSION TEMPLATE

CHARACLTER STATS
S | INTELLIGENCE 7 Education
(O | CO0L 25 | Stability
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uried in the prehﬁ’g@"ry of the Empire, surviving only as leg-
ends, are tales of Imperals who could use the powers of the

.......

......

L L

According to myth, these Superdmperials disobeyed every stricture
of Impenal Glﬂhﬂ&they awegfwrﬂmut warning, killed without reason,
When they were finally defeated, only their gene-codes remained. Strict
orders decreed that these genes only be used in times of direst need ..
and that their progeny be slain once the emergency had passed.

- o
mmmmmmmmmmmm

Empire decided that Superdmperials were needed. They were 1o he
meticutously supemvised and programmed.. and booby-trapped.
Of the criginal batch of 500 clones, BO%: were flawed and had lo

‘be destroyed. Whether the flaws in the gene stock were native 1o Super-

Imperials or the result of millennial mutation was unknown. Either way,
the experiment was a failure, save for one exception, Annar Quint
Annar became obsessed with creating more of his kind, his chance

socn came. While psychically digging for secrets within the minds of
‘human captives, he accidentally bonded with Mariko Lim. Realizing thal

she was a fellow ESPer, he decided that her genes could mesh perfect-
ly with his to produce a new, improved Super-Imperial! It is possible that
their telepathic link altered his perceptions, creating an obsession with
Mariko. Quint was convinced that she was the answer to the ESPer prob-
lem, and even went so far as to reprimand Lars Kandrax when the
Colonel held Lim captive and didn't te turn her aver to him.
Personality: Cold and logical, he is part raging psychotic and part
obsessed mad scientist. He is also a skilled mecha pilot with few equals

AGE
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5 EMPATHY = Anime Leap
Z | TECH ABILITY 7 | Stun
9 | LUCK 90 | Lift

7 | MOVE ALLOWANCE & | EV

2 | BODY TYPE 200 | Throw
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TERRAN PDF SOLDIER
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ith an entire planetary population to choose from (in
addition to nrhatal hai:utai and colonial populations), the
Terran Planetary BefEﬂﬁe Force could afford to be
choosy about its sni:cli'em With a T?% wash-out rate, the PDF
clearly was not for :eweryﬂne; i

Once in, PDE meth:ﬁ Lﬁﬂﬂlly found themselves stationed in (and
supplied by the same regions. from which they were recruited This
practice hardly reprasentad a change from the standing national armies
that the LINWO had ‘been created to abolish, and in fact, it fiew in the
face of the PDF's charter,

PDF forces were deployed in battalions of 300 soldiers (or 40 vehi
cles). Battalions were further split into 100-man (13 vehicle) companies,
themselves split into platoons and squads (for Tables of Organization,
see the sidebar on page 61, At the unit level, a FDF fire leam cansisled
of a half-squad; Five soldiers trained to work, live;, and fight as ene, mak-
ing them ideally flexible units for tactics, firepower and support,

Of the five soldiers in a fire team, one was armed with a heavy
weapon of some sort (a machinegun, auto grenade launcher, or clip-
fed missile launcher), while the other four carried assault rifles and
sometimes one-shot anti-armor missiles (popular equipment fol-
lowinag the Imperial invasion). All soldiers in a fire team carried
rapid-fire individual combat weapons and supply packs, and were
protected by hybrid-material body armor.
MNote: The statistics below represent the "average” soldier fielded
by the FDF (Soldiers from elite forces, such as FPDE anti-terronst
units, often have greater capabiliies)

t
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early all Imperials were clones of superior soldiers. Some
progenitors were lost in the distant past, while others were
more recent—for example, Magnar Chron's clone-ancestor
commanded the conquest fleet sent to the Milky Way galaxy.

should an Imperial warrior demonstrate abiliies which place him
above his brethren, he would be gene-matched with a similar success
of opposite gender so that they might breed. Their children would be
observed, and any truly superior specimens would become progenitors
for new clone lines—the ultimate hope and goal of any Imperial.

Normal clones were gestated in vitro and speed-grown to physical
matunty tage 22 in Terran termsl, which took around 70 hours. During
this time, the sensoryv-deprived clones would be connected to a neural
education matrix (@ complex merging computer technology and organ-
i brain materials! lor programming.

The malrix poured data Into each clone's cortex through a sus
tained dream state First would come neural and physical feedback
excroises, then the growth of calluses would be stimulated (this was nec-
essary for the immediate use of weapons and armor—if the extieme
sensitivity of the clones’ newborn skin was not reduced, even pushing a
button would cause pain, and would impair performance). Next, the
tenets of Imperial culiure and society would be taught, and finally the
clones would be trained in their eventual occupations. The finishing
touches would make the clones masters of thelr crafts.,

Lising this frighteningly efficient process, an Impenal clone-facio
ry could produce 1,000 seasoned, physically-fit warriors in 72 hours
Luckily tor Terra, clone factories were considered too valuable (and
cumbersome! to be sent alang with the Imperjal invasion flest
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stolen Imperial technology. The brainchild of Dr. Marcel Graves, it was

seen as the first all-purpose Terran warmachine—a unit capable of fill-
ing the roles of air superiority, ground and space combat, construction and
reconnaisance.

It was first trumpeted as being able to replace the aging Talos Main Battle
Tank and Warhawk atmospheric fighter. This would have been a dream come
true for any supply officer—a single vehicle that could fill all functions! At the
time, there was no opportunity to test these claims, since the first Rapiers assem-
bled were rolled off the hidden construction lines and were sent directly into
combat with the Imperial invaders. To its ¢redit, the hastily-designed and hastily-
built mecha, when rushed into the field, proved themselves worthy against
enemy Gorgons and Furies. The Rapier fared somewhat less well against the
more agile (and fearsome) Medusa; a Rapier could fight a Gorgon on its own
terms and win more often than not, but thanks 1o superior maneuverability and
heavy firepower, the Medusa could outmanguver and destroy a Rapier with one
guick thrust of its paired beam swords. Dr. vaas anﬂ his design team resolved
to rectify this as SDDT"I as they could. i

The Rapier Zero was the first Terran mecha to be constructed using

mmmmmmm

aaaaa

tle unit in rem::rded military history: Dep&}y&ﬁ% IFI Iate summer, |t was obsolete aﬂcl
discontinued by late winter. Still, within. this ilme the Rapier Zero served well
enough to manage a 2.3:1 kill ratlﬂ 'E!r.ﬁen Wwith less- experienced pilots at the
controls. o

In retrospect, the Raﬁier Z“E!‘ﬂ ;was nDt all that its designers claimed. There
was no way that it could outrun {31' outgun the Warhawk at range, and the Talos
outstripped it in firepower and survivability. Still; lt;}fﬂved to be a sturdy and use-
ful battle platform, with agreat deal of tolerance for improvements and conver-
sions (including numerous field mﬂdlflcatfﬂﬂs aﬂtrﬂduced by combat pilots and
field engmeers} | A

aaaaaaaaaaaa
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RAPIER DNE
17.8m

55.85¢
. 66.2¢t

HEIGHT:
WEIGHT:
THRUST:

. ARMAMENT:
e Hleavy Autocannon
x4 (Handheld?

* Aut.gcannon x&

', Linked]

"l ﬁ?kph Ew

o, Missile Rack x2

RARPIER
' DUELLIST
HE:EHT. 17.s'm'
WEIG‘HT.
THRUST: 66.2t
SPEED: . T165kph

AEMAMENT-.
2 Eeam Swnrd x".'

55.85¢

{MHandheld?

. Aﬁtnﬁannnn x=

Ty G - ; rL'"kEdJ H
. Missile Rack x2 "

e Sh;eld x T

nAbliE.n 3MP
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THRUST:
SPEED;

" - o None

235
1,346kph |

RaApIER:
The Duellist class began as a field modification. Frustrated by repeated

‘—"'I

' -;7. Em

Rarpier: RAPIER NE

he biggest problem with the Rapier Zero was that the Medusa could
I beat it two times out of three; the Raplafs missiles were almost use-
less against the Medusa’s armor, the Rap:er Zero was slower and less
agile than the Medusa, and its armor was madequate against the Medusa's
linked beam swords. Impruvementﬁ had 1o ‘be made. Captured Medusas
provided data on that mecha's E;apablbties and the Rapier's modifications
were desngned to counter the MEﬂUEﬁ (figuring that if it could beat the
The basic Rapler proved, in tﬁéﬁ‘énd to require only minimal modifications
to meet this challenge. The leg missile racks were removed to free up space for
extra maneuvering verniers. The unit was sealed and modified for the rigors of
space, and the torso armor was upgraded to maximum capacity. The result, the
Rapier One, was so encouraging that it was immediately declared the center-
piece of the PDF's armor forces, and became the base unit for almost every
Rapier variant.

RAPIER DUELLIST

melee battles with Medusas (and not a few Gorgons equipped with

melee weapons), Lieutenant Robert Chin took a captured beam sword,
discarded his autocannon, had his crew chief knock together a huge shield,
and went out to dice the next Medusa that tried to get too personal. The
design caught on, and squadrons were issued the necessary equipment to
retrofit their normal Rapiers into Duellists when the tactical situation
demanded it.

The Duellist Rapier was usually flown by specially-trained pilots (the average
Rapier pilot's mecha melee skills were normally less that sterling), and filled the
dual roles of melee defense and attack, moving swiftly to counter-attack enemy
charges (normally against Medusas), or charging forward themselves to assault
the enemy—a tactic best used against Gorgons, which weren't designed for
close-ranged combat,

RapieEr: SMP VIECHARIDER

hen the Rapier was first proposed, the point was made that it was
a remarkably short-ranged vehicle—after all, even small aircraft

could cruise over 1,000 km, the range the Rapier was saddled with.
Since, at the time, the unit was 5uppnsed tu be deployed against terrestrial
targets, this point was ignored.

Once the war moved into space, hﬂweuer the problem came back with a
vengeance In space-combat terms, the Rapler just didn't have enough fuel or
thrust to be considered anything more than a slow, short-ranged fighter.
Something had to be done about it. Various suggestions were made, but the
most reasonable proposed giving the man-shaped Rapier a big MMP similar to
those used by space personnel on EVA.

The result was the Mekton Movement and Maneuver Pack—the extra thruster
fit neatly over the Rapier's existing backpack while still EHOWII“IQ the main thrusters
to function. It was easy to make and was soon issued in great quantities. Strangely,
the Imperials never really emulated its deplﬂy}nent some elite units used similar
packs, but for the most part the Imperials continued to depend on spaceships
and shuttle carriers to move their combat umts over long distances.
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MEKTON VARIATION

TERRAN MEKTON “RAPIER ONE”

COST WEIGHT MANELVER POGL RSN SE S

CONFIGLRATION MV MR | Lanm MA | OrveEr MA ConFIGURATION Lano MA | Orser MA
=

Humanald Mekton -3 4 Hewas 9 Hexes

NOTES: | Eemove [£g missiles & lasera. Add +1 Verniers to each lea. Move back-up sensors to torse. Add space environment protec-
tion. Uparade torso armor to SF

Svstem  |Lvi | WA Ranee | Dvs | #Su | K |SP | DC[AsC | Notes  |Loc| CP | Err| Spc | Cosr |
Torss Armor | H - - - - - s ] : +75F 1o base B T i = +2
-2 Verniers - : = - - - - | -2 Spaces efficiency |R/LL| - | 1P | 4/4 L, %02
Jack-Up Sensorg | - ] - - - il e - - | 2 Spaces efficiency 2| O |
opace Env, | = I = ) 3 2 = | = § _ | AP

|

T e e e L T R T T S e e e e s e anT e e L0 epa e e e e

MEKTON VARIATION
CoST WEIGHT MANELVER: POUS BRSNS AT I,

CONFIGURATION MU MR | Lano MA | ODvuer MA ConFIGLURATION
Humahald [ =5 4 Hexgs 3 Hexes
NoTES: %ﬂp-ﬁr One variant, Remove heavy autacannon, add 10-Kl Eneray Melse Wes ApPOT] ang BoF PA-C' Beta Shislg

BYSTEM SP DC AsC
Beam Sword . +] - 10K o0 2 - - | - | -BSopacesefficiency] H | 1| 25| 5 2.5
Shisld FAS - - - . - &3 4 - - | A 2 '| 12

MEKTON VARIATION
OSSR W MANEUVER PUOL. SERERIIEN A< I

ConFIGLRATION MR Lano MA | OTHER MA CONFIGLURATION Diuer WVIA
S H 7
L.l“'_- i S

(LM

Mecharigar -

- =

NoTES: | Wnile not an aclual Kapigr varlant, this mecharider is shaped like a huge backpack which is deslgned to fic over the raplers
hormal back-mounted pod. Can carry up to 71.25 ton mecha '
SYSTEM Lvi. | WA | Ranege | Dvic | #SH SP | DC | AsC | Notes Loc | CP | Err | Sec | Cost
| Torso W [ - = - - o - - - - E - | 12
Armior | H - - - = : 7 ' _ Standard AFor T - ) -
Thrusters 2 i : = = = ; = - |1 SSZTons (208 Ga) T |18 | 36| 48 | 185
TLE : : = 2 - : - = | 2000km "| E | 44| 72 | 124
Zpace ehv = = - - - - . . . Protection ) SR e 7 S
| .
| | | |



- -l= - e RapiEr: SUPPORT RAPIER
RAPIER ' ' The twin autocannons mounted on the Rapier Zero's shoulders invited

- - this second-most-manufactured variant. The Rapier One’s shoulder

HEIGHT: '18.89m cannons were removed and a pair of weapons mounts were affixed in

WEIGHT: 66.45¢ their place. This allowed the Rapier to carry the heavy artillery necessary to

Imissjles 62.28t) back up its less-heavily armed compatriots, albeit with less maneuverability.

i THRUST: 66.2¢ 1 Considering the firepower boost, thé-siighf loss of mobility was considered

0 SPEED: 144"9’1 =:: acceptable.

ARMAMEN L The beauty of the shoulder mounts became immediately apparent. With them,

il ° Heavy AUtﬂdﬂnﬂﬂ" l | the Support Rapier's armament package could be changed in a matter of minutes,

X T. [Handhelr_:ﬂ fram heavy mass driver cannons to missile launchers. (The missile configuration

2 ,M'TEE"E‘ Rack x= listed here is the most popular type. There are many others, including barrage mis-

» * Mass-Driver siles, smoke missiles, cruise missiles, and anti-ship torpedos). In addition, the

EE""‘”" xe "-'"k'-’-'d" ®  support Rapier retained the rest of its weaponry, and could fight almost as well as

®  any of the normal Rapiers, including the provision to outfit it as a Support Duellist

model (this was later scrapped, since the best Support pilots tended to develop
crack marksmanship rather than sword and-shield competence).

Rapier: RAPIER FIVE

Thank5 to captured Imperial mecha designs, it was eventually possible
to switch the Rapier to an entirely energy-based weapons suite, pow-
ered by an Imperial-style fusion powerplant.

The finished prototype was hailed as a complete success. It combined all the
Rapier's dependability and sturdiness with the independence of energy-based
systems, the only weapons that needed reloading were the missile launchers.
The Five's advocates gleefully extolled the virtues of not having to haul ton upon
tan of autocannon ammunition in the mecha carrers.

On the other hand, its critics pointed out that for every three model Fives,
four model Ones could be manufactured. They also pointed to the fragility of the
new energy systems, and to the relative difficulty of maintenance. When the
argument was settled, the model Five went into limited production—one model
Five for every four model Ones.

HMT 18m, WT 53.85T1, 66.27 THRUST, Max SPEED 177kPH

ARMAMENT: Beam RiFLE x1, BeEam GunN X2,
MissiLE Rack X2, Beam SHIELD X1.

Rarpier: COSMO DEFENDER RAPIER

ﬁ s the first pilot of the Rapier Zero, Donchoi Yuh earned the mantle of
' = the premier test pilot for new designs and modifications made by Dr.
! DEFENDEH Graves and his team. His "personal’ Rapier went through various
_ ..n.I_ALF'lEn i quises as Dr. Graves tested new ideas—stealth modes, new weapons con-
HEIGHT: 18. 4,." figuratiﬂnﬁa, different *electrpnic:f., even an experimental re_cunfiguratiun
VA7 . : mode which allowed his Rapier to transform between humanoid and fighter
forms. The joke aboard the Galant was that each morning it was customary

5 PEED. » -:; to stroll back to the mecha bay and see what Donchoi's Mekton looked like
ARMAMENT: ] thatcay, , .
= Eeam $ward xT & Mﬂ_st of _lhe ﬂmch’ru:_atluns proved less than useful._ Cnlnngl Lars Kandrax

o Beam Shield x1 ul;seag!mn with Danchoil _}fuh placed the young Terran_ in cﬂngaderable danger
» Beam Rifle: x1. e?ery time he Ieft_ the ship, gr?_thﬂﬁe m-::_uchﬂcaﬂcms vu_fhlch provided Extria offen-
sive and defensive capabilities remained, The final variant, the Cosmo

e ,Eeam Blaster x2 Defender," featured reinforced external armor with added shields and weapons,
' Il..mkedj _ as well as improved electronics and missiles. This is the model Donchoi took into

o M;Tssﬂe Rack x2 21 he Battle of Barnkran.
(Linked) @

4 Eearn Cannon x1°
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MEKTON VARIATION TERRAN MEKTON “SUPPORT RAPIER"

CoST WEIGHT MANELVER Pro BRI 1 S
CONFIGURATION | MV | MR | Lano MA | ODraer MA ConFIGLRATION
“umanald Mektaon | . A Hexes & Hexes

|
Notes: | Rapier One variant, Remove twin autocannens and add linked shoulder weapon mounts.
Wezpen contlauration #1: Twin massdriver catinors.

—

Weapon cohfiglration #2: Twin misslle launchers (mass = 62.25 tons, cost = 217,25 CF)

|

Mags Driver - + -8 2K : g1 - - | - Hypervel, Linked WM | 1.3 3] M3
Mass-Driver - + () G-51 SK - i - - - Hypervel, Linkad WM | 1.3 1.5 1.5
HE Ammo - < : : 20e | B | - : - - T | 24 54 | 24
AP Amme - = - 10e 1 - - - - T | 45 1.1 z) F
ar- 2 . - : E 2 = 3 _ . - 3

Vizsiles - | +2 | &-#& 7K. & | 5] - . : Lirked Wm | 2] - [ T2 nZ
Missilzs : + 2-&1 7K 10 5 - = z Lirtked WM | 12| - | 2] N2

“

MEKTON VARIATION
cosT WEIGHT MANEUVER POOL BEEEVEEEN APT DRSNS

CONFIGLIRATION MV MR  Lawn MA m MR | Lano MA | Orer MA

Humanoid i 4 Hexes 100 Hexes

NOTES: | Fapier One variant. Move left arm missiles to torse, remove heay Ay autocannet!, replace twin autocannons with linksed bearm
sLns: Asd beam rifle and beam shizgld,

SYSTEM lvi | WA | RanGe | Dvs | #Su | K | SP | DC | AsC | NoTtes Loc
Beam Eifle - +1 =100 10K - & - - : Handheld -H| & 2 & 1
Ezam (5un - +0 E-56 2K o 2 - - : Linked, BV& T | 1351 48 i 15,2
Bearr: L N -0 25 oo 2 . - - Linked, BYE T 1135|428 4 152
Wisslle Eack - - - - - - - - - Moved to Torso T - 7 7 4.2
Beam SHield R E PR - -/ 8K oa z | (&) - - Varigklz WAl 2 o5| 5 335

MEKTON VARIATION
[OST WEIEHT MANEUVER POOL APT I

CONFIGURATION MR | Lano MA | Ovuer MA | ConFicuRATION Lano MA
Humanaoid -1 4 Hexes 2 Hexes
m Fagier One unigue variant, Add command armor to torso & arms, Eemove all autocannons & missilas. Add +2 verniers (+1 K
each led ). Ada misslles ana beam blasters to torse and handheld beam rifle & beam aword. Add ACE and reflex controls: Torso command
armor containg CA varniers and beam cannion, A command armor Coniaine A varriers ana beam shield (left only).
Svsrew Lv. | WA | Rance | Bwe | #5u | K [ SP] BC
lorea C-Armor MW | +T | 1&6-324 | 20K |WU=2| 1 & 1 - Cannon & Verrigrs | T | 38 | 72 & | 455
Art C=Armor x2 | HS | DA=O - &5 = 2 5 | - verniers, L. Beamahleld| B/LA| &6 | 21 ae 27
Missilzs 2 - |+ 12-144 519 20e | Te - : Linked [ |355|226] 4e 2l
Eeam Blaster x2 +0 a-3e 2K oo 2e - - = || Linked T Z7 | 88| 4 | 5365
Bearm Rifle - +1 1C-100 %1 o & - - =] BV4 Var A-Miss H 405 lf,_ e | 87.75
Seamm Sword - +2 | - 10K oo 2 = Il = - Quick H | 32| 12 2 42




Shoulder
Rocket Bays

he Gorgon is the best-known and foremost face of the Imperial inva-
sion force. The most heavily-used warmachine in the entire Imperial
arsenal, its ominous visage has become synonymous with the threat of
extra-terrestrial hostility. Stationed at every base, floating around every war-
ship, the Gorgon is the ubiquitous symbol of the militaristic Empire.

The Gorgon assault mecha is firmly ensconced in Imperial culture, the end

GERGQN ; product of countless years of Imperial design and improvement. It was the first
. mecha clearly seen and examined by Terrans, encountered in the space battles
HEIGHT I'METEHEJ iy near Terran colony worlds. The image of fhe green goliath was molded into an
o DD 5 : icon for the Impenal invaders by the media.

FULL EQUIPMENT Al first, it seemed that the Gorgon was fully as fearsome as its appearance
WEIGHT (TONS): and subsequently-generated reputation. it could be hit by weapons fire and not
o FE S5 seem to nofice. It was huge, towering over houses, incapable of concealment
THRUSTEFI GEAER behind anything short of a skyscraper. It could even fly, lifting ponderously on
BATING C’TDNEJ‘ | ¢ . nillars of blue flame to whistle through the air and bring destruction with its blaz-
N -H-8 | N9 autocannon, rockets or the massive bazooka that looked even taller than the

TOP SPEED kPH): [ISEERNES
il 1,#4 Among the Terran detenders, this impression was soon dashed to bits. True,
ABMAMENT: : the Gorgon was huge, impressive and hard to kill. But it was also clumsy, slow
e Autocannon X7 and almost completely ineffectual against men on foot those were its deadliest
.. CtHandheld) enemies. It was soon discovered that a Terran soldier armed with an anti-tank
' v o Bazooka x1 - missile could sorely damage a Gorgon and the brute could do little in response

: (Handheld) A squad of men with such missiles could make short work of this Mek_ It turned
"o Rocket .LEHHEHEI'" out that the Gorgon's armament was well laid-out to deal with other mecha—

x2 (Linked? W afterall they easily trashed most of the PDF Guardians—but was ill-suited to han-
& dle small targets, such as PDF guerrillas and Minuteman powered armor
The Gargon is crewed exclusively by male clone-soldiers. The taboo against
female Gorgon pilots runs deep through Imperial culture for no known reason,
even the Imperials themselves seem to have forgotten why:.
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GORGON -’
\ ALF' HA
HEIGHT. 2‘2 Ern
WEIGHT: 75.5¢
THRUST: 76.9t |
. SPEED: . 1d3kph .
ARMAMENT: '~ ' |
' ® :,Aur.pcannnn x1
* Rocket Launcher
; =
- Baznnka > & IO |
B Ant:l-Per'sﬂnnsl g~
Mass Dmver JI'E

GORGON
BETA .
HEIE'HT. 22.5m
. WEIGHT: 68-74t
THRUST: - 76.9t
'SPEED: ', 140kph
ARMAMENT: ;-
o' Aubocannon x
*» Mass Driver x2
® Han‘ Gun x2

Vs | -or- &
e Missile Rack x2 .

GanEbN
c:ETA

HEI’GHT.
. \WEIGHT:
| THRUST:- ' 76.9¢c
SPEED:. 142kph |
ARMAMENT: v &
. Hnnket Launcher
. ! ' . : xe
Anti-Personnel:
Mass Driver x&2
Las.er l:annnn x 1T 35-

GorconN: GORGON ALPHA

he Imperials wasted no time in dealing with the Terran problem.

I Clearly, the Gorgon's equipment was inadequate to deal with the

Terran commandos and their powered armor. Furthermore, it needed

to be faster: the Terrans were even Kkiling Gorgons with upgunned

Guardians in gunfights where speed and reaction time meant victory or
death.

The modifications were extremely simple—lighten the arm shields, add
maneuver verniers, and install a linked pair of mass drivers in the head servo.
Since Terrans had a nasty habit of shooting the head off first (to blind their toe),
the back-up sensors were relocated to the torso as well.

With these easy refits, the Goargon regained some of the ground it had lost
to the Terrans. It nearly pulled even with the proposed Rapier Zero prototype, a
fact which was not lost on the Project Phoenix team

Gorcon: GORGON BETA

he Gorgon chassis, like the Rapier modeled after it, was an excellent

I basis for all sorts of mission modifications. The Gorgon Beta (the sup-

port version) was a good example of that; simply by removing the mis-

sile launchers and bazooka, the Gorgon Beta could carry a vast assortment

of armament tailored for specific missions. The most common configurations

included dual railguns (used for smashing targets at extreme range) or mis-

sile racks (capable of shooting vast salvos of rockets or launching a pair of

large cruise missiles) and could handle any missile size in-between as the
mission dictated.

Gorgon Betas were usually deployed singly, assigned to join a pair of normal
Gorgons or Gorgon-Alphas in the typical triad combat group. Sometimes Gorgon
Betas would be grouped into their own trios, when the assault was large enough.
Gorgon Betas were almost never left on their own, for they were too valuable to
be left unescorted for the enemy to pick off.

Gorcon: GORGON CETA

n their travels through space, the Imperials had encountered a great
many waterworlds (or at least worlds that were mostly covered with
liquid). For those environments, they modified the Gorgon slightly to func-
tion in liquid environs, adding a hydrothruster pod and substituting an
appropriately attuned laser gun.

The "Hydro-Gorgon,” as the Terrans nick-named it, was dropped onto Terra

as soon as the Imperials learned that the Terrans, too, had taken to the water. Its
ability to fly over large expanses of water faster than its prey could flee was use-
ful, and its weapons worked fairly well in the depths. It was, however, outclassed
by the Terran Substriker.

Terrans encountered the Gorgon Ceta on other worlds as well, wherever
there was an Imperial garrison on a waterworld, there would be Gorgon Cetas.
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IMPERIAL MEKTON “GORGON ALPHA" (REFINED)

MEKTON VARIATION

coST EEEEFEE WEIGHT MANEUVER PoOL BESECHEN APT NN
COnNFIGLURATION MV | MR | Lano MA | Oruer MA ConFleURATION

“Humanoid =) 2 Hexes & Hexes

|

NoTES: | Change armi shields, move back-up sensors to torse, add +2 verniers (+1 each arm), add anti-pereannel auns to head.
SYSTEM Lvi | WA | Ranse | Dvs | #SH
Arm Shiela | LW |DPA=D E - - . o 1 - ga | 9 2 ] g
Arm ShHigla LW | PA=0 3 . & 1 - - LA | © | 0
Backup Sensars il - - - S - : - Moved to Torso i - ' o |
Brriere +Z - = - - = - - - +2 MY RILA| - - 10 | ®BE
A-Fera (oUp - +0 | BO-500m| 30Ch 100 - - s 1110 Seale, Linked H | 28 'l 06| 2 4.5
A-Fers Gun M + | 8BO-200m| 20nh 10 1.2 ; - - W10 Seals, Linked H | 26 | 06 7 4.3

L= = FERE SRS e e e R

MEKTON VARIATION IMPERIAL MEKTON “GORGON BETA” (SUPPORT)

[osT WEIGHT MANEUVER POOL IEEECEEEE APT I
WV MR | Lavo WA Grwen MA_| Comicunamion WV VR | Lawo WA Gree A

Nunanoid 3 Hexes & Hexes
||R .“I |F|Ifﬂ{ﬁ'| |‘J‘l:

Notes: | Support model of Gorgon Alpha, Remove tiissiles and bazooka; add 2 weapon mounts ot torse.
femament Lonfiguration 1 £ Rallaune with 40 shots intorso: 72.5t, 248.8 CF

ArAEHE f".ﬂ-’|'FiL:1u*'jt'-r'lr' 2: 2 Missile po ods, varlaple missile loge:
201, 244 LI Long-range Mmissiles: 85791, 290 GF

ohort-range missilgs: /2.

SYSTEM Lve | WA

| Rail Gun z =] 110 2] 20 & ) T Hypervel, LR, Xlink [WM | B | 0B ]| 14 55

Rall Gaun - 1 | 110 518 20 & = - - I-‘.y'rpsr‘vsl. LE, XLink | WM | 15 | 05| 14 oD

SR Missilee K - | 40 749 Ak I35 | Se - - = = Wiids| 25 . 28 | 28

= Ii

LE Missiles 2 = ' 5 57 12K Bs | 48| - - ] Long-Range 'r*a-’M{-i 5o 1.6 | T4e | Ba4
.

MEKTON VARIATION IMPERIAL MEKTON “GORGON CETA" (HYDRO

(0ST ECEE WEIGHT IEECNE MANEUVER an— APT
[ovFiGURATION MR | Lavo WA Grven MA
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GORGON . .

. DELTA

| HEIGHT:
. WEIGHT:
THRUST:
. SPEED: 14

¢ Autocannon x71 '}

e Rocket Launcher

o x2

. e 'Bazooka x1
' ¢ Anti-Personnel |

' *Mass Driver x2

& Beam Sword x1

XANITHES .

 HEIGHT: 23m |
" WEIGHT: 79t

FHRUST; ''118.5t
S00kph -::-

SPE.E D:
ARMAMENT: '

e Hand Cannon x1

¢ Missile Launcher
. . : X1

e Bazooka x1:
+ » Anti-Persdnnel

Gorcon: GORGON DELTA

he Delta, or command version, of the Gorgon was almost indistin-
I guishable from the normal troops it commanded. Snipers strove to
become familiar with Imperial script so that they could read the
legends inscribed on the Gorgons they faced, hoping to pick out com-
manders. It soon became apparent that commanders could be found at
the front, leading their troops into battle; the Imperials believed firmly
in leading through example: Later it was learned that specially-colored
mecha were only issued to major acheivers in the Empire, but that not
all of them would reguest such a thing—Lars Kandrax, for instance,
made a peint of retaining the classic Gorgon color scheme for his com-
mand mecha.

Another way of discavering that a Gorgon was a Delta version was [he hard
way—by actually engaging it. Gorgon commanders were even betier shots and
warriors than their superlative troops, and the Delta was a faster, more agile and
better-armed Gorgon: It boasts a beam sword and armor that would resist such
killers as the Rapier's twin aulocannons.

Gorcon: GORGON GANVIMA

The wild weasel Gorgon saw most of its use in space, protecting for-

mations of its brethren from detection and missile fire as they closed
on Terran ships. An exotic electronic warfare pod was added to the
back of a Gorgon Alpha, and the machine was crewed by a specially-trained
pilot who might not be quite as good a warrior as his brothers, but was a
crackerjack EW expert.
Even so, the concept of a battle-armed electronics warfare plattorm came as
a surprise to the PDF warriors who first tackled it, thinking that it would be a light-
-armed or unarmed pushaover. It was not. The Gamma succeeded in fending of
the hovertanks that attacked it, and made its escape. This encounter convinced
the Terrans of the wisdom of outfitting their wild weasels similarly.

HEIGHT: 22.5m

WEIGHT: 75.75T

THRUST: 76.97

SPEED: 147 xPH

ARMAMENT: AutTocannonN X1, RoOcKeT LAUuNCHER X2,
AnTi-PERsonNEL Mass DRIVER X2

Gorcon: XANITHES TYRE

he Gorgon Xanithes was Lars Kandrax' personal mecha. A modification
I of the Gorgon Delta, it was outfitted with the latest in Kaldarian tech-
nology—or at least as much as Kandrax would permit. Despite the
protests of Colonel Chron and Gates Shann, Lars always maintained that a
true warrior did not need gadgets and new tricks to defeat his foes. Although
offered developments such as cloaking devices, teleporters, improved
weaponry and armor, and more, Lars refused to allow any improvements.
What few were placed onto his mecha were done over his objections.
The Xanithes type was, in his opinion, the ultimate fighting machine for him.
Its simple but massive handgun was well-suited to his style of combat (Terrans
called it "The Gunslinger"). The beam sword was retained as a standard weapon
and almost as an afterthought, since Kandrax usually didn't like getting quite so
close He considered the force field a precaution against mega-weapons, the sort
of thing that could easily shatier his mecha with one shot—he normally didn't acti-
vate the field unless he saw such a weapon in use. The missiles and bazooka he
kepl for appropriate situations, since he preferred to stick to his “pistol.”
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IMPERIAL MEKTON “GORGON DELTA" (CGMM&HD)
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IMPERIAL MEKTON "GORGON GAMMA” (WILD WEASEL)
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5 Hexes
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sazonka, Add reactive shield. Add AC l—
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TERRBRAN “HERMES” SERIES
-

HERMES '

| LENG

s 52.25

THRUSTER GEAR

BATING [TONS):

£ : ! 1. . .'- 71-5 i;
TOP SPEED [(KPH): |
« 1,074 |

. ARMAMENT:
) Heavy Beam Gun x7%
v Pulse Cannon x1

. » Rocket Launcher x2:
v o Rocket Pod x2 .
e Missile Pod x2

TH (METERS): |
' . 16.25"

SDINA AZD Y — %

P
R

space fighter. The old lcarus, still in service after 25 years, was dan-

gerously close to becoming completely obsolete, despite upgrades
using new Terran technologies. Faced with an unknown alien menace using
superior fighters, the Icarus was desperately trying to hoid its own but was still
losing out to the Imperials’ Furie fighter.

General AeroSpace submitted the winning design on May 30, 2105. It was a
completely new concept—a sort of half-fighter, hall-EVA pod, with a servo arm coun-
terbalancing a weapons pod on the ather wing. The arm, it was explained, would be
for manipulation work and other EVA activities, allowing the new Hermes to assume
a multi-unction role. In addition, the weapons pod would be interchangeable, to
enhance multi-function capabilities.

The original armament package consisted of an interchangeable pod, a light rail
gun in the fuselage, and several anti-ship missiles. This was changed during the
Terran-lmperial War. The first Hermes mechafighters were assembled at Ceres
Dock, and the spacers—who were pessimistically preparing to drive their inade-
quate lcarus fighters straight into the heart of the Imperial fleet--thought the
Hermes armament similarly inadequate. To that end, they stuffed every available
square centimeter with weaponry, adding the newly-developed pulse gun and
beam cannon lopting for a recoilless weapon rather than a compact, space-saving
onel. Missile and rocket pods soon poked out from every forward surface of the
Hermes, marring its ariginally smooth lines.

The first few Hermes mechafighters acquitted themselves (and their over-blown
armaments) fairly well. Their baptism of fire was the Battle for Terra, a maelstrom of
weapons fire and exploding ships where the immense rocket barrages were used to
good effect. The pilots and commanders of the Hermes attack craft, escorted by flights
of lcarus fighters, were so imopressed by the new vehicle's firepower that the jury-
rigged armament package was retained and soon became a permanent fixture

With the Imperials driven from Terran space (by all accounts), terrestrial produc-
tion of the Hermes was put on priority for use in pursuit of the retreating enemy

O n April 12, 2105, the PDF Arsenal issued procurement orders for a new

S
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. Hermes Variants A

':r-,»bzz@-—-- A a0

HEFIMES 1

LENETH.
WE'GHT.
| THRUST:
E SPEED:
ARMAMENT:
¢ Heavy Beam Gun x1
e Beam Sweeper x1
o -Missile Pod x2

56.4¢t
4.6t

o Heavy Missile x4

'HERMES IIE.
LENGTH:
WEIGHT:
THRUST:
SPEED:

ARMAMENT:

e Heavy Beam Gun x1
. Beam Sweeper x1

16.25m
51.4¢t

e Heavy Missrle x4

HERMES 1IB

LENéTH.-

THHUST-
SPEED: -
ARMAMENT.
Heavy Beam Gun x1
¢« Bebm: Sweeper - x1
' e Torpedo x2'
- Heavy M.rsslle er

16.25m

1,210kph |

84.6t
'1,480kph |

1,2 ‘I’kah ,;

Hepvies: HERMES i

he heavy armaments of the Hermes proved to be less useful in
Tdetached service. Once beyond the easy ability to replace four sepa-

rate types of missiles, the Hermes' firepower was reduced by attrition.
In addition, the pilots were less than fond of the combination of a hot pow-
erplant and thin armor. It was clear that modifications had to be made.

For the updated Hermes I, the powerplant was removed and replaced with a new
cool-usion powerplant, which powered the rockets in the aft fuselage. The range was
doubled with more internal fuel, the sensor suite was vastly improved, and the missiles
were removed. The booster rockets in the arm-and-pod servos were replaced with
maneuvering thrusters. The wings were the next component ta undergo modification;
thrusters were removed from them and external hardpoints added. The launchers and
pods were replaced with a pair of long-range missiles in each. New missiles, variants
of those empioyed by the Rapier, were installed in the hardpoints,

Finally, the pod was modilied. It was made into an interchangeable mount,
per the original design. The basic armament of the pulse cannon was changed
to-a new LKL model that would fill a multitude of roles, from anti-missile to anti-
personnel (remembering the difficulty that Gorgons had in attacking personnel).

‘With these modifications, the Hermes |l was pul inlo service.

HERMES lIE

HERMES:

_The electronic warfare version of the Hermes |l required nothing more

than replacing the missile launchers with specialized electronic war-

fare pods. In this guise, the wild weasel would accompany other fight-
ers on assault missions, using its enhanced sensors to detect enemy targets
and protect its fighter group with 1ts broadcast ECM. Fighters operating
inside a half-kilometer radius also benefitted from ECCM, a necessity when
fighting Medusas.

The Hermes |IIE model was commonly designated the “Mercury Type,” due
to the fact that its ECM systems employed jamming systems with effects similar
to those of a solar flare. Sometimes the llE's ECM effects actually were mistak-
en for solar flares by Imperial space patrols—an advantage not lost on Terran
strategists.

Alternately, the wild weasel could be used for reconnaissance duties, using
its sensor array to scout out enemy formations and masking itself with ECM while
L made its getaway.

HerpmvEeEs: HERMES 1B

s another example of its versatility, the Hermes |l can become an anti-
Acapital ship torpedo-bomber, Even so, this specialized craft is capable of
holding its own against Furie and Harpy fighters.

The lIB's so-called "Torpedos” are extended-range terminally-guided missiles,
receiving target-designation data from the Hermes but using the sensors mounted
in the Torpedo itsell to seek and track its target. While the |IB was originally intend-
ed to carry the same cruise missiles as were used by the LINWO's largest cruisers,
these weapons turned out to be too large. Each missile was a near-twenty-ton mon-
strosity; most ships could only carry a couple of them.

Scaled-down versions of ship-class cruise missiles proved ineffective (as the
Imperials could easily jam or biow them up), so development of a smaller, less-expen-
sive Torpedo was undertaken. Performing raids and clandestine missions to steal
Imperial weaponry, the Terrans buiit the |IB's current Torpedos using enemy technol-
ogy. These new. lighter-weight Torpedos resembied the Imperial "Javelin” missile in
almost every respect, thereby proving that necessity, the mother of invention, also
had an illegitimate child—reverse enginnering.
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WEIGH’T (TONS):

e 23.75"
THHUET’EH GEAR
H’ATINE l'T' ONSJ: .

. 30.9

TOPRP SPEEEI IKPHJ
. e 17, EHE
AF?MAMENT. A
o EE-EIh"I Cannon'xT
e Missile Pocl x"l
v . Beam Swssper xE

s time went on, Terran command discerned a “triangular” logic behind
the Imperial invasion force. The Gorgon was the mainstay unit of the
Imperials’ firepower and the Medusa was their surgical mecha, spe-
cialized for close-combat attacks. The nimble Furie mechafighter completes
the Imperial combat triangle, fulfilling the strategic necessity of speed.

With an acceleration of three gees and a lateral acceleration of nearly two
gees, the Furie certainly did qualify as a speed demon. Analysis suggested that
it was primarily built to accompany the Medusa into hostile atmaospheres, using
its beam sweepers and missiles to suppress enemy fire long enough for the
Medusas to reach their target. The Furie could also funchion equally well In the
airless, gravity-free environment of space. It was widely used as an interceplor
during the occupation of Terra.

The Furie was less-well armed than its heavier counterparts—the Gorgon
and the Medusa—but it wasn't supposed to fill the assault and fire support roles,
instead, it was designed to use its speed as airborne light cavalry, flanking the
battlefield and diving in from behind to strate the enemy's rear.

Its lack of heavy firepower did hurt the Furie somewhat when taking on
tough nuts such as the over-armed Hermes or the maneuverable Rapier
Generally, Furies stay away from these formidable combatants, leaving them to
heavier, more robust Imperial mecha. In the case of the Hermes, though, its high
speed meant that Furies could not escape them, leaving pilots to hope that
superior maneuverability could cancel out vastly superior firepower. Therefore,
a common strategy was to lure the Hermes into traps laid by Gorgons or
Medusas.

On the paositive side, the Furie's relatively heavy armor did contribute
towards the fighter's survivahility. A Furie could take damage that would punch
great holes in a Hermes or obliterate an Icarus space fighter

The Furie fighters (and variants) were crewed by Imperial clones of both gen-
ders, just like their spaceships.
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Furleﬁllarlants A

' EW FURIE
- SCOUT

. LENGTH:. ' 'Om
WEIGHT: '+ - 289t
THRUST:. W20.9t
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ARMAMENT: ’

# EE.Eﬂ'n Cannon x1
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Fumie: EW FURIE SCOUT

ike the Hermes |IE Wild Weasel, the Furie Scout was made by attach-
Ling an electronic intelligence pod—in the case of the Furie, the elint

pod was mounted above the fuselage. This scout variant was quite
popular with the Imperials, judging by how many were sighted. While it did-
n't boast the ECM/ECCM capabilities of its Terran counterpart, it was capa-
ble of plunging straight into planetary atmospheres to do its scouting. This
capability was used several times to good effect as an escape route for pur-
sued Furie Scouts.

Furie Scouts often preceded Imperial mecha formations as pathfinders and
early-warning systems. Furie Scouts were also used a few times as guidance
platforms for remotely-directed cruise missiles fa very few of them were modi-
fied into remote-unit command plattorms!. For the most part, Furie Scouls were
deployed as pickets for Imperial fleets

Furie: HARPY

The Harpy is basically a Furie, but modified with light-weight low-gravi-
ty construction. This allowed the mounting of a quartet of long-ranged
space combat missiles in the fuselage, along with a pair of heavier
beam guns to replace the single beam cannon and the sweepers (the latter
of extremely limited use in space combat).

The Harpy was the space fighter of choice for the massive Imperial fleet car-
riers, and frequently made up nearly half of the complement of said ships. In
space combat, the Harpy was superior to the Furie.

As the war turmned against the lmperials, they found themselves running
somewhat short of Furies and thought to replace them with Harpies. However, it
was found thal the Harpy's low-gravity design made it impossible to use m an
atmasphere—the stresses put an the frame when supercruising would almost
dlways tear the fighter apart within twe minutes. This restriction was crucial to
the Imperials’ loss of ground In the occupation of Earth—without air superiority,
they could not effectively protect their ground forces from marauding squadrons
of airbarne Terran mecha.

Furie: COCKATRICE TYPRPE

he Bomber-type Harpy, the Cockatrice, is a minor modification of the

I Harpy—with extreme consequences. The missile launchers are

removed from the fuselage, and four exterior hardpoints are mounted

{two on the fuselage, and one on each wing). These hardpoints are tailored

for huge anti-ship missiles, each nearly the size of the craft's fuselage itself.

In fact, these missiles resemble their parent craft so much that they were at

first mistaken for integral parts of the fighter—Terran observers initially mis-

identified the Cockatrice a high-speed variant with external boosters. This

notion was soon dispelled when an attack flight of them destroyed the star-
cruiser Kobe with one volley.

While a fearsome attack vehicle, smaller vessels could avoid the
Cockatrice’'s huge missiles with relative ease. Therefore, this Harpy variant was
largely deployed against capital ships, which would take extreme measures (o
prevent the bombers from getling into effective range.
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weight carried by an individual soldier—attempts were also made to
render all wargear invisible to radar and practically invisible to ther-
mal detection. These efforts were largely successful (see the section on PDF
troopers on page 20), but operational mass kept creeping back up. In the
end, progress in the field of powered armor resulted in most support
weapons being stripped from infantry units and allocated to powered armor
suits (i.e., the Minuteman). These suits were farmed out to infantry units to
serve as mobile heavy support, as well as complete powered-armor units.
The ratio was generally one support suit per four infantry fire teams; while
this meant that those fire teams had to work in closer order, the ability of
the support suit to jog along at full speed and put out indirect auto-grenade,
suppressive machinegun and anti-tank fire—all at the same time—greatly
enhanced the mobility and combat ability of the section.

For the powered armor units themselves, the inclusion of one support suit
per five-suit unit turmed oul to be insufficient firepower to handle the really big
iobs; the Birmingham Blitzkrieg of 45 was a case in point. A terrorist group stole
a number of tanks and invaded Birmingham, England. Protected by screens of
infantry and the tight confines of the city, the terrorists defied attempts to force
them out with airpower—the city streets were too confining an environment—and
threw back troops and powered armor with their tanks. It took obsolete
NorthAm bipedal recon waikers, hastily uparmed with recoilless cannons, to
advance behind a powered armor screen and put paid to the MBIs.

The powered armor simply couldn't carry heavy enough weaponry and
remain mobile. In addition, infantry could easily destroy said armor with rockets
and grenades. Something bigger was needed, like a big powered armar for the
powered armaors... thus was born the Guardian, armed with a cannon that could
damage most armor and blessed with urban maneuverability no tank could
match.

ﬁ s the 21st century rolled in, great efforts were made to reduce the
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GuARDIAN: GUN-GUAFIDIAN

During the planetary occupation period, the PDF defenders needed

something that was more mobile than a Talos, but carried the same
massive armament—particularly the 164mm smoothbore main gun.
Also, the Guardian's significant shortcomings—comparatively light armaor,
sensor placement, the volatile rocket launcher—needed rectification.

Dr. Logan had long wanted to make the Guardian a real combat unit, not 4
second banana to the Minuteman. She had already made out the design speci-
fications, taking the best features from the Minuteman design and applying them
to the Guardian.

Heavier armor plating replaced the standard armor. The modular rocket pack
came oul, being replaced by the backup sensor array and mounting points for the
shoulder guns. Once supplied with a cut-down 164mm smoothbore, the Gun-
Guardian stalked out to terrorize the Imperial invaders. The first one, piloted by Lt
Mark-Benjamin Michaels, racked up an enviable score of five Gorgon kills in one
week—the Gun-Guardian's lighter mass and long-range smoothbore enabled it to
engage in long-range desert gun duels, blowing away Gorgons as they attempted
to return fire while closing from four kilometers

GuarDiaAN: ASTRO-GUARDIAN

The Astro-Guardian was Dr. Logan's bid for the PDF space mecha, mod-

ifying her Guardian design to fit the needs for a mobile space combat

platform. It kept the heavy armor of her upgraded Gun-Guardian, but
couldn't retain the weaponry—when the thruster pod and fuel were added,
the mass climbed to such a degree that the armament had to be cut back
to a single Livermore laser cannon. The dreaded torso rocket launcher also
returned (numerous Gorgon explosions during the occupation made Terran
pilots leery of so much ordnance stored close to the cockpib.

The Astro-Guardian lost the competition, the Rapier design winning for obwi-
ous reasons. Despite its greater maneuverability and armor, it was incapable of
mounting the diverse and heavy firepower of its land-bound forebear, and came
off second-best by a long shot when compared to the Rapier's cannon assortment.
Most telling, though, was the lack of capability left in the chassis. All previous expe-
rience had shown that main battle platforms would be modified and changed dur-
ing the course of any conflict lasting longer than a month or two, so the chassis of
the PDF standard mecha would need to be able to be heavily modified. The Rapier
was up to this, but the Guardian had reached its limits.

GuarDiaAN MecHarIDER: G-APOLLO

The Apollo was the standard PDF all-purpose light vehicle for every mis-

sion that could be undertaken by hovercraft. A simple cab, engine and
cargo-bed configuration, it was used for everything from troop trans-
port to mobile HQ, evac, fire-fighting and recon. There were even tank-
hunter and AFV versions of it. Small wonder that when it was decided that
there was a need for a rapid transport module for the Guardian, the Apolio
was chosen. The chassis was strengthened and special heavy-duty fans
were installed to manage the weight.
It worked out better than planned. Instead of lying on the bed, as proposed,
a Gun-Guardian could actually stand upright in foot braces. A crude fly-by-wire
contral system was jury-rigged between the mecha mounts and the hovercratt's
controls, enabling the driver to mesh his own controls with the gyros in the
Guardian. The resulting “G-Apollo” was a curious merging of mecha and hover-
transport, with the hovercraft's driver co-managing the maneuvering with the
mecha pilot, allowing the Guardian to maintain heavy and accurate fire at
remarkable speeds (the reinforced fans being actually an over-compensalion)
The combination surprised its field-engineer mechanics and crews, it certainly
surprised the Imperials, who weren't expecting a 85m/sec Guardian assaull




MEKTDN VARIATION TERRAN MEKTON "GUN-GUARDIAN"
COST WEIGHT MANEUVER POOL APT

ConNFIELIRATION MV MR | Lano MA | Ovaer MA ConNFIGLRATION MV MR | Lane MA | Braer MA

Huhanaold -4 4 Hexes 0

- =

uardlan varant. Uparade torso & ngad armor To SF6; upgrade limb armor tio 2F5, Move backup seisors o torsn Lamive

racket launcher Add 2 weapon mounts to torse, Add minigun to head, place deavy cannon I ssarpoard weapons molns, mlssile launch-

+|I|I“"|uf apons mount.

SVSTEM Llvi | WA Range | Dvs | #5u | K | SP | DC | AsC | Noves Loc| CP | Err | Spc | CosT

|‘iu:3.=31_xl % Torsc SF MY - 5 = - - P 1

- Loaac A6 Fr""T' ofd| T.H | 4 : =

Limb Servo 2F HS ' - | +le 'i : Ly :'errqjﬂm mam Dra | Alls] 4

r o= ey e = = = ] : = e—— —
Mingur : HO | 20-200m | 20 nite | 20 b | 0:5 ] 10th Scale, BY& | H ‘ "
~gavy Cannon - ) S ted STk, il ) o : Multi-Feed 2 RWNA WO.8 1 P R | 150

(FE Ammo] - - | c = 10 | ; L 1 ' ]

T;..[_ FCFE T - - - - 103 | Arimor-Fiar il [ 14 | TSl A4

Kiesile Lalkchs) - 2 [Z-168 | 14K 4 4 ' : LWM| 7.2 | T

MEKTON VARIATION TERRAN MEKTON “ASTRO-GUARDIAN"

cosT WEIGHT MANEUVER POOL IEEECEEEE APT
(nriaURATION | IV MR | Lavo MA | Grnen VA

Hlrrann o 4 Hexes | & Lienes

Nortes: | Guardiah variant. Uparade Torec _‘.’1 neaa armeor Lo SFo; ada Mz pod with SFG armor. Flace thrusters in pod and legs. Ade

MY verniers toarms; ang replace handhelz alug cannen ml‘n heawy beam gun,

—

SYSTEW Lvi | WA | Ranse | Dms | #5u | K | SP | DC | AeC | Noves Loc| CP | Err | Sec | Cosr |

Head & Toréo SF | MW : = 2 : - | +Za ] ] - Upgraded from SF4 | T B | 4 - 4

Limb Serve SF =S - 2 - . . +1a ' - Upgraded from SF4 | Ajls| 4 | . A

b= ""'_"Jf-| wi bl v'%.'" :’;.f L\|1_" AN - & . L ,r" = 1 » B I

[nmnmm.qnnm

Thrusbers . . . . - C . WasEs 4ilag, &6 Fod| B La| 148 - " 148

Vo pecs, - . - + AV ;:1'.'_'-' - ¢ i_-':" g

= - - - - - - Bk Fre

e

Heawy Beam Gun | - | 4] @K o & - - - “ancheld 2=k 9 | 05| © | 95

VMEKTON VARIATION TERRAN MECHARIDER “G-APOLLO"

COST WEIGHT MANELVER POOL IESTIIN AFT SN

LONFIGLIRATION Lang MA | Orvver MA

e e e e e e S e T e T T T T e e | e e ] e | By T
SYSTEM Lvi WA | RAnGE Dvic | #84 | K | 5P | DC | AsC | Norves Loc| CP | EFF | Spc | CosT

Armnored Toreo Servo - 14} - E=d 4

ol wd MW Armor | MS | - | - L= L2 &

Y [ Eh

)

Armorsg Head Serve | Hull | 1 - Sy i

(5

—erma

“yrret, H5 - 2 - - 2

Coskp't - - : . : E ? Filot & Gunngy Hull

GES - : - - =| = | = . WATZ wll | 4.7 47 | AT

anE0Hs HTE 1 : . - Zirm - BO0Ukm Hyll 2 | - z

ulear un : +( 2 || 4R L4 ) “F - BV=E | A P

1 i ) T [ e T o = s - - ; -

I i ladie : 2 o - : - 25 aurets LEIT X {0 2]
1




¢ @)‘tl‘f‘? "’?‘@ -~ ” - &

MEI:I*UBA

HEIGHT (ME TEHSJ.

- “« 20.6 |

WEI’EHT (TONS):

T e 49,9
THRUSTER GEAR
RATING (TONS): '

e B2.4

TOP SF'EEEI (KP#-]:
e 180
ARMAMENT. .
R - » Baam Gun a2
.+ o Beam Sword x2 .,

Vs —

he Medusa is an ancient Imperial design, almost as old as the time-
honored Gorgon assault unit. it serves the functions of space-to-plan-
et assault mecha and complement to the Gorgon.

In the first function, the Medusa Is equipped to precede an attacking fleet,
diving directly inte a planetary atmosphere to attack the enemy and secure land-
ing zones for the shuttles that bring the Gorgons down from orbit. Its heal-
shields blazing, the Medusa descends on the enemy like a comet,

In the second role, Medusas charge towards the enemy to come to grips
with them, while the Gorgons stand back and maintain covering fire. Once in bat-
lle, the paired beam swaords in the Medusa's arms come into play, dicing the
hapless foe with coordinated attacks.

In order to protect it in bath roles, the Medusa s upper arms are swollen with
sophisticated jammers, making it difficult for enemies to focus on the oncoming
attacker, and confusing missile guidance systems so thal they go astray, allow-
ing the Medusa to survive long enough to get within range of its beam swords.

The beam guns mounted on the Medusa's arms are its secondary weapaons, there
s always the necessity lor some ranged weaponry, if only to fire while closing.

The Imperial custom ol crewing Medusas with female pilots 1s unexplained,
its roots buned deep in ancient Imperial history. The lmperal name for the
mecha translates as "Large Female Warrior,” and the single-gender pilot rule
appears to be a tradition rather than a rational plan, Adimittedly, the Medusa's
cockpit layout favors a female humanoid pilot, as do the alignments of the beam
swords (used n a swiping motion, like a martial arts chop, rather than a full-force
punch), but these minor customizations do not seem significant enough 1o
explain the tradition.

The fact that Medusas are piloted by women was enough to build a mys-
tigue around them as far as Terran pilots were concerned, the Medusa was seen
as a tougher, and somewhat less honorable and predictable opponent than the
Gorgon falthough the Medusa's ability to destroy a Rapier with one coordinated
swipe of its beam swords may have had something to do with this, too).
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Mepusa: MEDUSA |I

he Medusa Il was first encountered at a battle near Bamard's Star. In the
I beginning, the Rapier pilots merely thought they were normal Medusas,
and used the common tactic of picking off the Medusas’ arm guns with
rapid fire—this entire plan consisted of staying out of the Medusas' reach and
blasting their arm guns so that they could be picked off at range. When employ-
ing this tactic, the Terrans (much to their surprise) were badly injured by pairs of
heavy energy guns mounted in the chest plastrons of the attacking mecha, and
barely managed to rally away under fighter cover.

The Medusa lls completely threw the Terrans; here was a Medusa that was
deadly at close and intermediate ranges—and it still couldn't be accurately hit
with missiles! No common battle tactic seemed to wark against it ejther, save the
old standby of trying to blow the dickens out of it before it got close enough to
use chest bilasters or beam swords. It became customary to concentrate fire on
those Medusas which sported back-pods, since these would be the deadly "Mae
West" models. The Imperials responded by fitting all their normal Medusas with
fake back-pods and "falsie" chest-blaster mounts, confusing the issue.

The Medusa || modification served as the basis for several other modifica-
tions, including the infamous "Ghost" and Gates Shann's "Medea" model.

VieDbusa: GHOST MEDUSA

The first encounters with the "Ghost" Medusa occurred in 2106, deep

within Imperial space. The first actual encounters can only be sur-

mised, since there were no survivors, but the first recorded encounter
occurred on July 9, 2106, near an un-named star (subsequently named
Altoth).

The starcruiser Glonous was brought under attack by an undetected foe. lis
Rapiers rallied in an attempt to thwart the unseen attackers, and a Rapier Duellist
piloted by Lt. C. Foster managed to spot ane of the attackers against the light of
a distant star (Altoth). LL Foster drove in and bisected the machine with a single
lucky stroke of her beam sword. The Ghost's systems failed, revealing the foe,
and [ts pieces were recovered, allowing Terran technicians a good look at the
cloaking device. No effective way was ever found of penetrating the masking
effect. It is currently being duplicated in the Rapier Eight.

AN uncommon, commando-type Mek, the Ghost Medusa is normally col-
ored white and black, rather than red and orange:

Mepbusa: MEDEA TYPE

ates Shann's special Medusa was little more than a normal Medusa Il
G made beefier by armor capable of resisting the efforts of Rapier light
autocannons, beam blasters, and the Hermes' beam sweepers. It
was, of course, faster and more maneuverable, as befits an upper comman-
der's personal unit. What came as a surprise to those Terran soldiers unfor-
tunate enough to face her was that her beam swords were heavier models,
easily the equivalent of the Rapier Duellist's.

Shann's normal mode of combat fit her mercurial personality. She would
throw herself fully inta a fight, coming in close to slash and mangle her targets,
trusting to her extraordinary skills to keep her from harm. This approach usually
worked, except when applied against exceptionally skilled opponents such as
Donchaoi Yuh, Mark-Benjamin Michaels... or Lars Kandrax himsell.
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on Imperial fortifications pointed out the need for heavy firepower on

the battlefield. On Terra, this was achieved through the use of Talos
MBTs and support artillery, both from guns and ground-effect missile carri-
ers. The prospect of trying to take any of these platforms into space daunt-
ed Terran tacticians; they couldn't really use standard weapons and support
platforms, but they desperately needed the firepower. Plans for support
models of the Rapier were already on the drawing board, but it didn't look
as if it'd be able to walk right up to enemy forts and blast them.

However, that's what the generals wanted: a unit thal could stomp right Lp
to the enemy in the face of massive hostile fire, and blow away the target. Faced
with that definition, design teams from Lansing Robotics tinkered with thei
already-existing SCR (Superheavy Construction Robot) to meet the require-
ments. The SCR was already fitted for heavy work—stripped of its tarso-mount-
ed crane and shovel arms, the designers added weapons and armor, and came
up with the Gunther.

Named from a hybridization of "Gunnery” and "Panther” (alter the Panzer
tanks fielded in WWII Germany), the Gunther was clearly not conceived as a
wartime project, unlike the sold design of the Rapier As a new unit, it was fes
tooned with the heaviest examples of the new energy weaponry available: a
torso-mounted LKL particle cannon and GeWang mega-lasers in its arms. The

Terrestrial battles with the Imperial Gorgon assault mecha and assaults

dependable Hughes missile pods were added almost as an afterthought,

Doubts were raised about the unit from the onset—it was far too large and
ungainly, it was unbelievably slow, its armaments were new and untried. There
was, however, no time to test these problems, as the first Gunthers rolled (or per
haps one should say lumbered) off the line just in time to lake their places
aboard the Argus-class carriers. The Gunther, it was decided, would just have to
take its chances in the field—the Gunther pilots were the envy of no-one
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MEKTON STATS

MR | Lano MA | Fusar MA

2 Hexes .

|tonFiBLURATION
Mekton

MANELUVER POOL -

VIECHA COMBAT SKILLS
MecHA PioTing | + MIR=
MercHA FIGHTING WMiR=
MecHA MIELEE MR=
[MecHA BunneERY MiR=
MecHA MissILES MR=

+ |+ |+ |+

: e o R s i el

COVMIMAND ARMOR, ARMOR & SERVOS

ServomoouLE s
. Arm 10 . 10

L. Arm

K. Leq

L. Leg

Toreo

. Fod

L. Poa4

o
friens
"

MECHA PROFILE

Tertan Mekton WEIGHT CosTt
“*Gunther” B7.0 tons | 2386.8

| NamEe

SUBASSEMBLIES
“Cockeir | #Crew | Tvee | Enc. |OPTIONS
| Torso | 1 | Screen | Armory | E-Fod |
SUBASSEMBLIES [
: S500kg Storage
S00kg Storage L :
Littwire i -
2 Spatlights T
Antitheft Codelock T -
Z Micromanipulators Arms

MODODVEMENT SYSTEM SENSDORS
Main |[Backups
Torsa | Torso
Tk Tk
1000km | 300km

: 2

SHIELDING

A i
CEl e

rRrMAMENT 022 = REMOTE INFORMATION

SERVOS & ARMOR WEAPONS

RangE | DaMAGE| BHOTS

Heavy Beam Catinon
Heawvy Beam Gun +] 10 Gk o & B A -
Heavy Beam Gun +1 10 &k oo %) LA 3

Misslle Fod 4] 13 ok 12 x2 Ax? | BF |4 2alvosof B
Missile Fod +1 e F. 1252 | 4x2 | LP |4 salvos of 5

i uTI'IEH ETETE'“ 5

B s [V ViR (WA St [ WA Acce [ |
T ) 0 G O IR
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GunTHER: GUNTH =R

dooaas e
he Gunther's baptism of fire.came &1&: j f'_'y; as mleaguered comman-
I ders tried to use it in combat.. Battlefield uﬁe’ of the Gunther revealed
several crippling flaws. Amo _””“j"m;w%aﬂhe frailty of the LKL particle
s A cannon in the field; its dellcatﬁ: "’""ffl_“_-lqgﬁ’ ﬂiﬂ not respond well to the rigors
" GUNTHER landard repair parts. The lack of tar-
M AR l'(.-'ll geting systems was alsu nuteq, as eﬁéﬁ Eo‘rguns. easily avoided the clumsy
e S weapons fire. The fanal si:rawﬂwas thE wer lack of mobility; the Gunther
HEIGHT: 12.5/18m could scarcely move fastﬂr ttggn fﬂﬂt Infﬂﬂtr}f, and was easily out-maneu-
WEIGHT: 89t vered by its enemies and left ﬁﬁﬁfﬁ‘d by its more mobile allies. On defense,
THRUST:. NI/A the Gunther pmved itself adequate on offense, it failed almost completely.
SPEED: 36kph, Before the Gunther would be useful to the Terran space offense, these fac-
ARMAMENT: ' tors had to be dealt with. A new design team was brought in to make the nec-

‘o Rail Gun x1 LR EhsaﬂgEE with the stipulation that their changes be small enough to enact

et

aaaaa

W= without massive retooling.

-I- mmmmmmmmmmmmmm

Gun x2 ol [he particle cannon was replaced with a Generic Electrics rail cannon, placed

aaaaaaaaaa

aaaaaaaaaaaaaa

aaaaaaaaaa

VA FI'IA BLE-CARGO: F inan external mount. The space thus freed in the torso was turned into an ammo

W= N iy o= = - ¢l | siorage area and increased cockpit space for an extra crewmember—a crew chief,

IPER POD): . S | acting as on-board mechanic, occasional gunner, and replacement pilot (should

* Anti-Armaor Mini- ~ the need arise). Indeed, there was enough space left over to turn the Gunther into

Missiles x20 a sort of mobile base, complete with cramped living facilities for four!

a safvaes of 5] I8 Grasping waldos were added to the arms, in order to enhance the unit's

~-Or- nen-combat utility. An enhanced computer tracking system was added, facilitat-

. e Lung-ﬁange ‘ing the acquisition and engagement of fast-moving targets. To enhance the

l:"rurse-Mfssﬂes x< Gunther’'s multi-role capabilities, its port and starboard missile pods were modi-

| ~or-" fied for interchangeability. Finally, in an attempt to increase the Gunther's maobil-

¢ Heavy Anti-Ship ity, @ reaction-motor ground-effect system was installed in the legs. The beauty

: Missiles x2 of these modifications was that they could be fitted to existing Gunthers in the

=or- | field; all that was required were the directions and the new parts. Across the

o Mektnn Eustmg 8 front of the Terran-Imperial War, Gunther crews unsealed ceramic crates filled
Strike MIEEI{EE x5 with upgrade gear; soon Gunther Mark-lIs took the battlefield.

: - Once outfitted with the modifications, the Gunther turned into the fearsome

' Bl combat unit its designers had envisioned. It could cruise along with:its fellow

mecha and concentrate its fire on pesky targets, eliminating them while virtual-

ly ignoring return fire. Its missile pods could be changed to fit the occasion, even

firing salvos of the massive anti-ship torpedoes normally carried by fighter craft.

GunTHER SMP: STORM BOOSTER
ven with its Mark-ll refit, the Gunther found itself left behind by its

Efaster brethren. When the 3MPs were introduced to the Rapier and
Minuteman, the Gunther was left practically standing still. A solution

had to be fuund or the now-vital flre-suppnrt pruwded by the Gunther

. GUNTHER

3SMP: STORM
i BDDETEFI
HEIGHT: . 7.8m'"
WEIGHT: 18.22¢
THRUST: . =35t
SF'EED.* <3 Eﬂﬁkph
AHMAMENT. .

¢ None The unl;.f drawbﬁt‘:& ii‘:'rft!'!ew umtwas the Gunt ;s raﬁtrlcted mﬂvement—whlle

‘ i “wearing” the unit, . a Gunther's legs are hﬂuégﬂmiiﬁfthe coupling, rendering the
Gunther mc&pﬂbie ﬂf ﬁiﬂnning and sheclr.;hﬁ[ th ?imn without major help from

mmmmmmmm

aaaaaaaaaa
e e



MEKTON VARIATION

| COST NN WEIGHT MANEUVER POOL IESETENNS APT S

NoTes: | Add QCMs to pods. Crosslink arm auns, Add TM-5 1 targeting computer (x0.25),

CONFIGURATION MR | Lano MA | OtierR MA | ConFisuraTiIon.  |MV | MR | Lano MA | Orier MA
Mekton 2 Hexes 9 Hexes
(GES)

lerso gains a gunner seat, passenger space

| |for four, a ©-space cabin and 1 ton of storage. Add manipulators (non-quick hands) to arms. Add GES to iegs, with 1000km of fuel,

Remove the heavy beam cannon and add a weapons mount with a railcannon and store cannon ammo in torso, Add space protection

ConFIBURATION

(x0.05)
Svsrem Lvi | WA | Ranee | Owe | #5n | K | 5P| DC]ASC | Nores  [iec] 0F (B Sec Eomr
(CMs/Crosslink - - = . - = - - - Fods / Arm Guns | AIA] 5 & : 5
Weapon Mount ‘ 8 8 = For Eailcarnnon T 2 %
Crew & cabin - - - - Fassenger Space T 10 - 10
Manipulators - 40 Melee 1+2K e . - Two; handy AlA | 15 5 5 1.5
GES w/ Fuel - 1TQ00km . - 2 = 4.5MA per Leg LiL | 20 10 20
Rallcannon +1 B-04 ERAF | (below)| & Hypervel WM 1B | - 15 15

il oD = s = 20 T & - - - AF, Tracer T 198 | = |45 | 54

MEKTON VARIATION TERRAN MEKTON “GUNTHER MARK-II” POD MISSILE LOAD OPTIONS

COST WEIGHT MANEUVER POOL ESECHENN APT SN
MV [MR [ Lavo MA | Orien MA_| ConriGURaTion - [WV | MR | LAND MA | Oore DA

Noves: | These are assorted missile load options for the Gunther Mark-l. Costs are added to the MKl's totalled cost.
SYSTEM
| Cruise Missiles -2 100 SK 4 2 - = - omart-), Long Range | - - - 1.1
Anti-Ship Missiles +0 | NO-1210 | 100K 2 13 10x Seale +4.5
Mekton-Busters - +2 | 16-256 | 20K o & - . g =

 |CONFIGURATION
bMecharider

-5

ViR

Lano MA
O

I]THER MA

CONFIGURATION

20 Hexes

MEKTON VARIATION TERRAN MEKTON “GUNTHER MARK-II” STORM BOOSTER

| cosT mmEEE— wEiGHT VIANELVER POOL NENEINEN APT I

| Noves: | This mecharider is sledlike—when the Gunther rides it, it squats down and canvot use its legs. This craft has 3500km of

fuel—high-speed whoopiel It can carry up to @1 tons of mecha.

SystEM  |[Lvi | WA | RanGe | Dvs | #8n | K | SP | OC

Tarso wi Armor

AH

Ay

I Thrusters

-—

Space Frotection

S500km Fuel

AL | Nores Loc| CP | ErF | Spc | CosTt

E 15 8 1 - - 27 - | (1&) =%

- = - - - MA 26 | VES) 5 | &8 | 228

i 3 g e + = - - | ®0.:65
= - E - T 5 - 10 &




SKORPON XENODRON

> L R~ - Sams /Z@‘t/ | 8 = e

. SKORPON -
ALPHADRONE

HEIGHT (METERS):

v 5.2

LENGTH (METERS):
Sk - 26.3

FULL EQUIPMENT

WEIGHT (TONS):

e a5.5 |
THRUSTER GEAR |

RATING (TONS):

s NONE |

TOP SPEED (KPHI:

ARMAMENT: .
e Missile Bay x4

* Pincers x1 |

e Tail x1 |

e Arm Claw x1 >

. 108 ||

L e

nous, exoskeletal arthropods of unknown intelligence. They have no
single physical somatype or form, running the gamut from legless slith-
ering torsos to multi-legged torso/abdomen combinations. They range in
size from microscopic to 20+ meters in length. -

A certain amount of the lifeforms do display signs of intelligence, including
cooperative behavior, problem-solving ability, and behavioral adaptability, These
lifeforms live in a series of communal, insect-like hives. Inter-hive cooperation
appears to be non-existent; the hives war on each other for territory and mate-
rials (often the dead slain in these wars).

One amazing faculty of these lifeforms is the ability to breed entirely new life-
forms to perform new functions for the hive... sometimes it takes a hive as little
as 200 hours to fashion and deploy a new form!

When the Imperials landed on Skorponos te mine its mineral-rich sands,
they were attacked by small (2-meter) native lifeforms. These were mowed dewn
by mecha, of course. The attacks continued i declining amounts for nearly 300
hours, then almost stopped. 500 hours after their landing, the Imperials were
attacked by huge new native lifeforms HEEﬂ% ive meters tall and over 15 meters

The native inhabitants of the planet Skorponos are classified as chiti-

long, equipped with a nightmare array of Bio-powered guns, spore missiles, and

razor claws. The attack was repulsed, but at & eost of four Imperial mecha.
That was the beginning ofithe war for Skorponos, a conflict pitting belea-
guered Imperials against evef-changing, ever-improving néw bio-monsters rising
from the sand to attempt.fo scour their world of the invaders.
The Alphadrone isifairly representative of the somatype that has come to
dominate Skorpon xénos: A thorax with a pincerfestooned head, a long, whip-
like tail, four legs, and an arm-like appepdage beneath the thorax. The
' 31 run by immense static current,

: R
: [Bf spores launched by muscle

aaaaaaaaaaaaaaaaaaaaa
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[ONFIGURATION
Mechabeast

MEKTON STATS

MV
-2

MR

mmmmm

Lavo MA | Fussr MA |

& Hexes

O

MECHA COMEAT SKILLS

MANEUVER POOL

" MAIN SYSTEMS

L IPoweERPLANT XS:
Ihternal Automation (IAS, x4)

COMMAND ARMOR, ARMOR & S

ServomonuLe | CA-SP | CA-DC |CA-AsC

T e

ERVOS

| IMeEcHA Piotineg | + MIR= Environment: Desert
MecHA FigHTING | + MIR= 10 Thought Control
MECHA MIELEE + MIR= 10 Techno-Organic

 MecHa GUNNERY | + MIR= . Tunneling
MecHa Missiies | + MR= 10

Torse

Head

KF Leg 5 :

LF Leg 3 +1

RE Leg S +1

LR Leg 3 +]
Arm 4 +0)
Tail 4

MECHA PROFILE

NamE oxorpon Xenomecha | WEIGHT
“Alphadrone” 455 tons

Cost
252

SUBASSEMBLIES

|_Head | Brainl | Std |Armored| - |

Linkage for Missile Pays

e

Loc

5 S ,,-.5 R T e e
MOVEMENT SYSTE '
MovEMENT SysTEM

Ml

SENSORS

——

E =L

MAMENT

e i':ﬁ'.'

T —
e

mmmmmmm

S —

WEearon RangeE | DAMAGE| SHOTS
Back Gun 7-49 ok-AF 20 ) T A-F Gun
Missile Bay +1* || 5=25 2K 16 2 L | Right-Front

I Misslle Bay +1* | B-25 2K, 16 7 L | Left-Front
Missile Bay +1* | 5«25 2K & 2 L | Right-Rear
Missile Bay +1" | B-25 2K 16 2 L Left-Rear

I Tail +0* | melee | B+2K - & | Tail | Entargling |

Claw +1% | Melee | 2+2KAF - z A Gluick, AF
Flncers r2* | Melee 4+ 2K 4 H .

“These WAS already include the +1IWA bonus from Thouaht Control,

SHIELDING

Swietn DA |SP | OC [ AsC | Loc | Noves

= T e N I
Servos & ArvioR WEAPONS

IR A AT AT
[ | R e
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. SKORPON

OMEGADRONE

HEIG,HT‘:
LENGTH:
WEIGHT:.
THRUST:' : None,
. SPEED: ‘I'DEkph

ARMAMENT:
.o Claw x4

L] 2

= e Tail x1

S5.9dm
=2=6m
45‘ 5t

. SKORPON

SIGMADRONE

HEIGHT:
LENGTH.
. WEIGHT:
THRUST:" . 'None,
SPEED: - 1EEkph
ARMAMENT

=M
- 26.94m
59.5¢t

4 Mrssﬂe Bay x5 |

St e Tail x1
E F’lncers xT-

SKORPON
DELTADRONE

HEI’EHT 7m
LENGTH
WEIGHT:

THRUST.:
SPEED: .
ARMAMENT
" ¢ Claw x2 ;

¢ Tajl x1

e Pincers x1

Ll
o

i |1‘|-|'

. ’45- Et 'EE
None
108kph |
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! ! a;i;gﬁhat tactics revolve around
q s R\%qt@;g target, erupting from the
sand, and literally shreddlng ltS ﬁiﬁg ith powerful ripping claws and
spines attached to the ends | ﬂf itﬁiéﬂfmﬁt forelegs.

This "variant” of the mﬂr%“@ammﬁﬁ . :ﬁ_;%rnne eschews ranged weaponry
altogether in order to/concents é@ﬁiﬁf*ﬁiﬁar{et of mangling appendages. These
claw-feet act in unisen, ciutchlﬂg“ﬁnﬁf “lawing in a frenzied fit of destruction.
Based on c:c:ml;aat raadﬂuts l‘he @megadrnne IS capable of destmymg any

aaaaaa

Even the maﬁSwa armﬂr q_f _the Gunther IS HD protection.

SKoRPON: SIGMADRONE

genetic engineering. The entire beast is nothing more than a gunless

Alphadrone with every available surface covered with sporelike "mis-
siles." It is not known whether these spores actually grow on the
Sigmadrone or are separate bio-organisms grown elsewhere.

The implications of the Sigmadrone are frightening. Its spore missiles are
capable of enough damage to threaten a starship; in addition, different missiles
with different functions (burst effect, smoke, incendiary, even beam refraction
gas! have been encountered being fired by the Sigmadrone. Copy-cat missile
types will appear within a week of a new warhead being used against the
Skorpon Xenodrones.

mThe Sigmadrone is a disturbing example of the breadth of Skorpon

SKORPON: DELTADFIDNE

e
fffffffffff

%%%%%

The Deltadrone is a specialized » ;gﬂﬁnt dﬁﬁ[gﬂ&ﬂ for swift above-ground

movement. Its legs are incre éd allowing it to make 350

meter bounds with unerrlng“"_{'f:_ ra ?é#en in the hurricane winds of
the Omegadrone, and can do half the

e z** 'sw
%'ic-'-' its rapid bounding muvement the

rrain and close wfftly with a target

hideous damage of that »
Deltadrone can jump nve
to be shredded. - . A
What makes it even W@EEE i$ 1at a Deltadrnn&ac%n remam hidden beneath
the metallic sands of Skorpones, waiting to Iaaﬁ“{m a yictim from its ambush
position. This tactic is nearly impossible to atg]:;é;;f "‘:;;““bnundlng overwatch" tac-
tic of I1awng h&lf tﬁe sqm‘:‘d hang back a_. d ;_‘f _fn"f for activity while the other half
cl against it.

<<<<<<
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] MEKTON VARIATION

C0ST NEECEN W

MR
~2 o

[ONFIGLURATION
Mechabeast

Lann MA
& Hexes

O

SKORPON XENOMECHA “OMEGADRONE”

—

GHT VANEUVER POOL ENENENN APT IS

Orier MA MR | Lano MA | OTHER MA

| NoTES: Alphadrone variant. Replace Alphadrone’s arm with 2 MS arms. SP4. Delete all Alphadrone guns & missiles, A

da claws, Cross-

ik all claws, Increase internal automation to |A-8 x2 (Pilating & Melee 14).

‘ VMEKTON VARIATION

COST

MV

| |[LonNFIBLURATION
Mechabeast

5

| o

Lanno MA
& Hexes

O

SYSTEW Lvi | WA | RAnGE lmmm
Arm Claw - +1* Melee |B5+3KAP| - 5 - AF, Cross-Linked 5 5

Arm Claw - +1* Melee |5+O5KAF| - 5 - AF, Cross-Linked Lﬁ 5 2, 5
Leg Claw > +1" Melee |B+3KAP| - o E - - AF Crose-Linked |RBFL| & - 5 5
Leg Claw = +17 Melee |[B+3KAFP| - 5 5 - AR Crass-Linked | LFL| B i 5 5
Arm wl Armor MS | - - +] - 5| 4 1 ; ; T8 = (B 5
Arm wl Armor MS +1 = s #F7T1 1 - - O ORGS0 T [

Lano MA

|]‘I1—IEH

e

NoTES:

SKORPON XENOMECHA “SIGMADRONE"

WEIGHT MANEUVER POOL BESEHENN APT Pl
Omier MA_| Covricumamion VIV | MR | Lavb MA | e A

Alphadrone variant. Replace the Alphadrone’s ranged weapons with 5 new, eross-linked missile bays.

Svrem L [WA T Rves T Dwe | 7Sn [ K [P [ OC]AsE | Noves ——ior] 07 B[ Sec Coor
Misalle Bay - +1* 11-121 9K 10 & Cross-Linked 9 5 8 =
Missile Bay - +17 11-121 9K 10 & - Croes-|inked EFL 3 S 9
Missile Bay +1" 11-121 9K 10 & - Cross-Linked LFL | 9 = 9 9
Misslle Bay - £1% 11-121 9K 10 & - - Cross-Linked EEL| © - & S
Missile Bay - % 11-121 9K 10 & - - Cross-lLinked LRL | @ = 9

CoNFIBURATION
Mechabeast

MEKTON VARIATION

—2

Lano MA
& Hexes

OrHeEr MA
-Hex Jumps

LONFIGURATION

SKORPON XENOMECHA “DELTADRONE"

{COST METE. WEiGHT MANEUVER POOL BESCHNEN AFT |

MR

VIR OtHer MA

Notes: | Omegadrone variant. Replace ranged weapons With jump “muscles” in legs and replace terso gun,

#SH
20

sSP

DC

AsL

RoTeES
Armor-Fiercing

WA | Ranse | Dwms
Torso Gun = +1* 7-49 | BR-AF
Jumpiets g 2 2

7-Hex Jumps




 MINUTEMAN

HEIGHT (METERS):

- . . ot 3:7
FULL EQUIPMENT.

WEIGHT (TONS):

» 4.48 (averagel
THRUSTER .GEAR

RATING (TONS):

TOP SPEED . (KPHI:
ARMAMENT:
* Autorifie x1

e Others x3: |
. =Machinegun @
. -Autocannon

~-Rocket Pod

. ,'-Grenade Launcher'

TR e el e ; e ""'.-. e e
RS e e e 7 e A e ﬁﬁii!-u-:'::--ﬂ':‘:-:-:':-: !

e e R 2 e ST c
R e o S S . = e e e e e nte - e
W

B3OS T

Minuteman shown
with Rocket Pod
and Anti-Tank
Missile

e N/A'L

e 111 |

designs. These exoskeletons were widely used for urban combat as

well as in other close terrain. When the PDF was authorized to form
units for urban support combat, the Minuteman was the natural choice to
provide fire support for the commandos.

The basic mission of the Minuteman was reflected in its interchangeable
weaponry and weapon mounts—each of the Minuteman's weapons was essen-
tially a scaled-up footsoldier version of crew-served infantry weapons. The
grenade launcher, for instance, could be easily removed from the Minuteman's
weapon mount, slapped onto a tripod, and used by foot soldiers or vehicle troop-
ers (from a pintel mount).. Some of the weapons (specifically the Anti-Armor mis-
sile pack) retained their bipods and sights, ready for instant dismount and use.
Minuteman weapon mounts used quick-release clamps, with electronic linkages
and actual "trigger-finger" actuator servos to fire the weapons. For use in the mas-
sive hand servos, clamp-on "pistol-grip" arrays were provided that would slot onto
the appropriate weapon. The advantages were obvious: not only could a
Minuteman surrender its weapons to more-maneuverable commandos as need-

The Minuteman was the child of early 21st century exoskeleton

-Missile Pack ||
~Antitank Missile [

i
Sl




[ONFIGLURATION ViR Lano MMA
Humanold (walking) 40m

Humanoid (rolling) -4 © Hexes 0

POOL | MAIN SYSTEMS

PowerPLanT X§: 5
| WMECHA COMBEBAT SKILLS Hot Fowerplant

Mecua Piomive | + MIR=
Mecua FigHTING | + MIR=
MecnAa MEeLEs + MiR=
MecHA GuUNNERY | + MR=
MecHA Missies | + MIR=

Source: Power Cell (12 hours)

_BC | Ant|
02| -

[servomanuie | CA-5P | CA-DE |CA-Ant | 5P

Head 1.0 0.5
Tarso W'l 02 » .o
R. Arm 0l oz - 1.0 +0.2 MECHA PROFILE
L. A 10| oz g 10 102 Name Terran Minimecha WEIGHT Cost
R. Leg 0loz| - | o | +02 @ Minuteman” 1448t (avg)|25.5 (avg)
. Leg 0lozl - | 10 | +02 Kk

= 0.2 SUBASSEMEBLIES

| Cockpiv | #CRew | TyPE | Enc. |OPTiONS |

SUBASSEMBLIES Loc | K|
Twin Weapons Mounts

Torso | -

] MOVEMENT SYSTEMS

IMODVEMENT SYSTEM Loc | Kius | ISEnsoRs

C
rocket-asslsted Wheels EL 0.4 _"'_1
rocxet-assisted Wheels L 04

Eackups
Head Torso
4Km 1km

E00km | 300km

0.4

SHIELDING

SP | DC | AsC | Loc | NoTes |

SHIELD

Ml
b T

| ARMAMENT REMOTE INFORMATION

Wearon RANGE | DAMAGE| SHOTS Loc/Notes [ ConTRoL MuimipLle | ContrRoL | OPERATION
Right Hand +0 | Melee |0.2+02K| - DZ |R&Quick Haniylll s o= =00 5|
Left Hand +0 | Melee |0.240.2K| - 0.2 | LA |Quick, Handy SeErvos & ARMOR WEeAaPONS
Autorifle -1 [40-400m|  O.8K 10 G | EA |IBY=8, \/10th

Scale
Machinegun -1 | 748 1.OK 20 8 |- BY=5
Autocannon +0 | 7-49 1.2K 10 x5 1.2 | 2-H BV=3
Rocket Fod +0 | &-64 LOK 10 0.87 | WM Blast=1 m
Grenade Launcher -1 7-49 LOK 10 1.0 | WM BY=5 |
Misgile Pack +2 | 16100 2] 3 2 1.0 |WM | 1x Scale
Antitank Misslle +0 | 12-1e82 14k 1 1.0 | WM 1% Scale : mmm m m
(SR [ S P 58
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MINUTEMAN i

. 2

| 4.7t [av]
THRUST: . 4.74t ||
ACCEL:  '9.9m/s:

ARMAMENT: _

.2 Autorifle x1

HEIGHT:
WEIGHT:

* QOthers x3 per
standard Minuteman

MINUTEMAN. IL
. MECHA
MOVEMENT &,
MANEUVER
PACK
":3M|= ..IUNIDFI"

LEMGTH: 1.5m

WEIGHT: 1.2¢

'THR‘IJS‘I‘:.' 23.49¢

- ACCEL:  31.9m/s D

AHMA MENT:
- o None

MINUTEMAN i

HE'IGHT' 3. ?m
. WEIGHT: 6.2t (av]
THRUST: N/A
SPEED: ', 108kph

ARMAMENTS: '

‘e Machinegun x7
o Dthers x3 per
' 9a standard
Mrrmteman - but
Recoilless Rifle
instead of |
Macﬁlhegun

he basic Minuteman mlmmec
Planetary Defense Force anc&

sasam b

mmmmm
ffffff

Impenal -style hydrngenﬂpﬁwerﬂﬂ. mﬁﬁﬂﬁ Were housed in the legs, and the

e
A R
o SR
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’-i_dwﬁfyle cold fusion engine. This came
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pack” on their backs.

The Minuteman IlI's lack t::lf high speed propulsion, combined with its mod-
ast physical size, prevented it from serving well in any kind of defensive role;
faster mecha (like the Furie) could dash past or around a tiny Minuteman ||, and
larger mecha (Gorgons and Medusas) were capable of plowing right through a
Minuteman |l squad. The Minuteman’s chief advantage was its use of cover—the
lack of such in space demonstrated a need for a faster, more maneuverable
minimecha...

B MecHARIDER: SMP-JUNIOR

he solution to the Minuteman II's shortcomings was borrowed from the
new Rapier, which was suffering from similar problems; when the deci-
sion was made to augment the Rapier with a Mecha Movement and
Maneuver Pack, it was logical to make one for the Minuteman as well. The
Minuteman II's 3MP-Junior was developed and designed quickly and effi-
ciently, but what really surprised everyone was that it was so beefy—this was
a BIG pack, half the height of a normal Minuteman |l, and easily capable of
hurtling the minimecha along at nearly 7 gees! That is, if the acceleration
governors holding it to 3.25 gees were overridden.

Everyone wondered why the thing was so huge and overmuscled. Some
Minuteman Il pilots decided not to look a gift three tons in the mouth, and took
to carrying excess weapons and ammunition strapped to the thing. However, the
reasons for the 3MP-Junior's speedy development (and considerable bulk) was
soon answered when the "Muscleman" began appearing in the field—all gues-
tions about the 3MP-Jr.'s capabilities ceased around that time...

MinuTeEMAN Ili: MUECI?EMAN

he Minuteman Ill had been on tne”i:[rawing board for some years

e e




I MEKTON VARIATION

tnm FIGLRATION

Humaneid (walking)

40) meters

& Hexes

Lanno MA

OTuer MA

| cosT WEIGHT MANEUVER POOL BESCCHENN APT I

ConFIGURATION

Humaheid (rolling)

o Hexes

NOTES: | Minuteman variant. Add space protection. Replace hot power cell with cool fusion-type powerplant. Flace SMA thrusters in
2.
| BysTEM Lvi | WA | Ranse | Dves | #Su | K | 5P | DC | AsC | Nores Loc| CP | EFF | Sec | CosT
|Space Protectior * * = - - = = - = - | XOAGE
3| Cool Fowerplant - - - - - - 2 XS=] - t - | 02
Thrusters - - = = E - - s - AMA per Leg L1148 ] 2 | BB | el
Fuel - c s - - : . 500km T - O

Mecharider

VIEKTON VARIATION

CoST T

MV

20 Hexes

TERRAN MECHARIDER “3MP-JUNIOR"

WEIGHT MANEUVER POOL IENRCHEN APT IS

ConFIGLURATION

Dvier MA

Notes: | Big thruster pack for Minuteman—hauls up to &
g P P

tonsl

SYSTEM lvi | WA | Range | Dve | #SH | K | SP | DC | AsC | NoTes loc| CP | Err | Spc | Cost
Torseo with Armor | MW - 24| 0.8 - - - E - 16
Thrusters - O = = 26 MA N7Zlz28| & 14.6
Fuel - - - - - ~ - - BO00km 5 2 & i

} Space Frotection = - = £ - - || 20D
opace Hyadraulics 5 - : 2 = - - . -xO.1

J

1 s 1 TERRAN MINIMECHA "MUSCLEMAN" (MINUTEMAN II1)
: &7.4 6.2t (av . 3 0L +0 A
| |CONFIGLURATION MV MR | Lano MA | OtHErR MA | ConFIGURATION MV | MR | Lano MIA | ODreer MA
| Humanoid (walking) -4 50 meters & Hexes
[ Humanoid (roling) | -4 7 Hexes >

NoTe=:

Superheavy Minuteman Il variant; all eervos MW, all armor LH. Replace autorifle with machinegun. Boost powerplant to

Overcharged (+x0.2). Add optional recoilless rifie as option weapon, All other equipment as normal Minuteman |,

SYSTEM Lvi | WA | Range | Dvie | #Su | K | SP | DC | AsC | Noves loc| CP | ErF | Spec | Cost
| Torso & Armor MW - = : . 24| 14 | 6.2 n LH Armor a1 - | (12) 19
| Head & Armor MW - = - - 2| 1% |LE2 5 LH Armor H 13 < (&) 13
| Limbs & Armor MW | - - : ~ |14e| 14 | Q2| - LH Armor Allsl 58| = | (V)| 56
Thrusters ¢ = - - - - : - | Poost vor new mass | L/L |12.6| 48 | 5/5 | 24.4
| | Recolliess Rifle . +0 | 15-108 | 4K-AF | 10 |40 . Armor-Fiercing Z-H| 28 | &4 14 32




IMPERIAL “HERCULES” SERIES

(@ﬁ7%L7®fU_jwm

T W

' HERCULES

HEIGHT I'ME'TEHEJ..
e 3. 7.
FULL EHUIPMENT
WEIGHT (TONS):
e 562
THFHJETEF:’ GEAR |
=A TI’NG (TONS): |
e B5.66 |
TOP SPEED (KRPHI): |

ARMAMENT:
e Carbine x1 |
» Shoulder Cannon x2
LS ke ‘opr-
. Ehnulder' Cannon x1
e Missile Rack x"l
-or- |
» Missile Rack x2 *

Hercules shown with
twin Shoulder Cannons

Handheid
Carbine

he Hercules came as a roaring great surprise to the PDF The first Terran

I encounter with them occurred during the Terran assault on Station 235, when a

squad of Minutemen encountered a similarly-sized group of Hercules armors. At

first glance, the Imperial armors were mistaken for some sort of Gorgon variant. It was

soon discovered that the Hercules was a great deal more nimble than its grown-up

look-alike, and packed quite a wallop. With weapons that were powerful out of pro-

portion to their size, manned by superb Imperial pilots for once unhindered by clum-

sy armor, they annihilated the Minuteman squad and drove the invading Terrans off
the station.

The Hercules, it seemed, was not a new development at all, but had been in the
Imperial armory for millennia. Whether it was a precursor to the Gorgon or a smaller variant
made after the Gorgon is not clear (the Impenals themselves may have forgotten, it was so
long ago). Like the Minuteman, it filled a niche in the combat order of the Imperial military.
Why the Imperials failed to use these mecha on Terra during the attack and accupation is a
mystery. It is suspected that the Imperials, with their emphasrs on big mecha disdained the
Hercules because it would mean fewer Gorgons in the ﬂegt. As a pmaﬂcal consideration,a
powered armor the size of the Hercules requires a tetal running crew of 3-4—one or two
pilots and two maintenance personnel. A mecha like tha Gorgon only requires one more
maintenance technician, so using Hercules instead of Gorgons would require quarters and
supply for 15-20 personnel instead of five. '!‘I'le Terran Minutemen platoons aboeard the
Argus Tr{}ﬂpers solved this problem by mak.mg Every ﬁ.’-ﬂ;‘.}}t an assistant technician as well, so
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e e

INFIGURATION MV _| MR | Lano MA | Fusit MA |
Humanoid - 40 meters & Hexes :;
per turn

)

L

| MANEUVER POOL MAIN SYSTEMS

PowerPLANT X5:
| MECHA COMBAT SKILLS Space Environment Protection
IMecha Pioming | + MR=
IMecHA FisHTING | + MR=
IMecHA MIELEE + MR=
(Mecua GunNERY | + MIR=
MecHa Missies | + MR=

r

COMMAND ARMOR, ARMOR & SERVOS

ScavomoouLE [SP| DC [AsC [Kius | Aoo+
Torso 402| - 2.4 -

| Head 1.0 -

| E. Arm 1.4 +0.2 MECHA PROFILE
L. Arim 1.4 +0.2 Name Imperial Fowered WEieHT CosT
R. Leg 1.8 04 Armor "Hercules” 5.62 tons | 654
L. Leg 1.8

SUBASSEMBLIES

| _CockeiT | #CREW | Tvpe | Enc. |OPmions
|
MSimassewoes —— — Tioc (K
2K Weapon Mounte Ti
Spotlight T

! Antitheft Codelock T -

| Fuel: 1000km it

MOVEMENT SYSTEMS
MOVEMENT SYSTEM Loc | KiLs

Main
Torse | Tarso

Tkm Tk
1000km | BO0Okm SHIELDING

0.2 OC | AsC | Loc | NoTes |

K. Shield -0 | 1.2 |2Bh - RA
L. Shield -0, | 1.2 | 25Hh =

N
ST

REMOTE INFORMATION

|Wearon WA | RanegE |DaMase SHoTs | KiLes |Loc m lm

|

|‘ Right Hand 40 | Meleg |0.240.2K - 0.2 | KA |Guick, handy —_—

; Left Hand +0 | Melee |0.2+0.2K| - 0.2 | LA |Quick, handy SERVOS & ARMOR Weapons

_. Larbine -1 4 1.2K 10 1.2 H Handheld

|2 extra clips for Carbine| - - - 10,10 | 028 | - On hips

Shoulder Cannan +0 2 208 APl 10 20 |Wmt| AP Ammo |

(or) L OmHEr SvysteMs |
e > 5 = : s _ _

| | WeieHT MV | MR [MA | Skiti [ MAAccer [ MP_




Hercules _Uarlants /_\

HEFII:LILES
BETA .

' HEIGHT:
WEIGHT:,
) THHUET.' - :
SPEED: 12l kph
AHMAMENT. '
e Arm Blades x2
* o.Chakram x2

e Carbine xT

.'.5'.7n1
5.6t

HERCULES
INFERNO
" TYPE

¥
]

HEIGHT:

" WEIGHT: .
THRUST:
SPEED: - T138kph
AFIMAMENT

o C.'arbme x1

U ' e Flamer xT
e Shnulder Cannm x1

] . 31 ?”1
5. 72t

L

-HERCULES
DAEDALUS
 TYPE_

HEIGHT:.

WEIGHT: 5.91¢

THRUST: , 10.33t

. SPEED: ° ﬂSEkph
AHMAMENTE
+ @ Fncket Cannohn x1

' 5.66¢t |

S5.66t "

3.7m‘

A

immediately to slash and rend their ﬂp »Aﬁ&r the lightning attack, the Betas
withdraw into a previously hidden Esﬂﬂﬁmﬁﬁ féaving their prey in disarray.

The "chakram" thrnwnfreturnnig b:l’aﬁe \%ﬁ@@n s a weird example of Imperial mag-
netic/gravitic technology. A magn&irﬂ}ama@ag ﬁf’@s the curved blade at velocity. The tum-
bling scythe slashes the target, thﬂil is H’ftfacteed back to the launcher by following a spe-
cific gravomagnetic frequency | i;‘r;;i&dcaﬂ by the shield-mounted unit.

The hand-to-hand thﬂng style and general tactics used by the Hercules Beta
seemed more like those practiced by the Medusa mecha units, Small wonder that when
a Beta's pilot was actually recovered it was discovered to be a female clone who had
been transferre_d: from Medusa training. One of the other uses for Medusa pilots, it
seemed, was _exfﬁﬁ_siue training in the Hercules Beta, complete with intensive teamwork
drills and a sort of powered armor kata skills specifically designed to enhance the per-
fﬂrplancé-.ﬂf the Beta in close combat. In game terms, Hercules Beta pilots receive an

 extra action in melee combat only.

HercuLes: INFERNO TYPE

he Inferno is another special modification of the Hercules, designed for
anti-personnel applications. The only addition is a flame-thrower mounted
in the arms where the normal Hercules mounted its maneuvering

- thrusters. This made the Infemo clumsier than the regular Hercules, but thanks

to the nature of its weapons, it scarcely needed dexterity.

The Inferno is a flame-throwing terror weapon, nothing more. It is as suited
to combat in restricted terrain as its soul-mate, the Hercules Beta. The Inferno
uses a binary chemical to produce its trademark flame bursts. These chemicals
make a heat source that can burn even in vacuum, under water, or in fire-fight-
ing foam. The shells of the shoulder cannon are loaded with the same chemi-
cals, allowing the Inferno to project its flames over considerable distance.
Although these same shells could be used in the Gorgon's autocannan, it's
thought that they weren't used because of the volatility of the ammunition.

The Inferno was used almost exclusively for anti-infantry work. One well-posi-
tioned Inferno could bring an entire commando attack to a halt, working from behind
a blind and denying a crucial corridor or other access point to the.commandos.

HerpcuLes: DAEDALUS TYPE

hese interceptor mecha were deployed from Imperial bases and vectored
to block incoming enemy mecha and.fighters, swooping in and around
them Iike nasty fleas. Their speed aﬂd ‘maﬂ'euvérahiiity made them hard

aaaaaaaa
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n ,5;; pecessary In an age of QIEH'l'S
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Mlnuteman suits ha{! to be emplu}' """" ﬁm‘t of escort fighter cover for their
maneuy ng packs, they could outrun and out-
fight their Daedalus cnunterp&iﬁ“ keaepiii “them off the heavier Rapiers and




Humanoid

VEKTON VARIATION

& Hexes

: MV MR | Lano MA | Otier MA | CONFISURATION

50 miturn

Lano MA

COST WEIGHT MANEUVER POOL BENECHEN APT NS

OTHeEr MA

NoTES:

Remove weapon mounts and 5 spaces worth of verniers. Move +1 verniers to torso, Medify shields to binders. Add blades to

larms. Cross-link blades. Cross-link cnakrams, Lross-link blades to chakrams. Eetain carbine.

SYSTEM LvL K
| [Flades = [ 3@ | Mslee | 24028 - | Z | - : : Armor-Fiercing | BA | 5.5 | 1 | 0.8 | 4.5
| Blades : +(J Melee | 2+0.2K - 2 : = - Armor-Fiercing LANSED T | OB | 43
|| Binder 3 -0 = 0o | 02 5 1.2 Opace Binder | RA | 38| - | 02| 38
Binder - -0 > - - - | 0| G2 1.2 Space Binder | LA | 39| - | 02| 38
| Chakram - +1 40m |08+02Kk| - [0&]| - Thrown, Returning |Bndr| 1.2 | - 1.2 1.2
Lhakram +1 40m |08+02K| - |08 4 Thrown, Returning |Bndr| 1.2 . 1.2 12
Crosslinks = - - - - All Blades 4 - 4

T T T e ——— ==

i
J MEKTON VARIATION

Humaroid

MV
-5

Lanp VIA
AO0m/lturn

Oruer MA
& Hexes

ConFIGURATION

Lano MA

{ cosT WEIGHT MANEUVER POOL EESETIN APT I

DR MA

held carbine.

|Notves: | Remove verniers. Put inferno ammo in shoulder cannon. Install flamer, split between arms (nozzle in right arm). Retain hand-

| SysTem Lvi | WA | RANGE m K | SP | DC|AsC | NoTes Loc| CP | Err | Spc | Cost
Inferno Ammeo -0 7 Ek 0.2 - - - Incendiary, Blast=2 | Gun| +3.3| - : 2.5
Flamethrower - -1 2 1.2K ED 1.2 Incenaiary, Blast=1 | A A| 73| 2 | 06| 953

| MEKTON VARIATION

ConFIGURATION
Humanoid

Lano MA
40miturn

DrHeER MA

IMPERIAL MINIMECHA "HERCULES DAEDALUS"

| cosT I WENGHT MANEUVER POOL ESECHEN APT IS

Druer MA

14 Hexes

LConNFIGLRATION

Lanp MA

| Nloves: | Remove weapons mounta and carbine. Modify shields to binders. Add binder thrusters and rocket cannon. Add L1000k Fuel

(2000km total)

AsLC

Noves  |Loc| CP | Err| Sec| Cost

Binder - -0 . = & | 0.2 l.2-Space Pinder | RA| 38| - | D.2] 328
Dinder = -0 - - - | O] B2 1.2-Space Binder | LA | 3.8 02| 39
Thrusters = = - - - - - - = 2.4 per Binder B.Bl24e| - | 24e| 4.5
Rocket Gun - +2 14 3.0k 10 2 - - Missile Weapon 2H | 5 17| 28 | 8




TERRAN “SUBSTRIKER” MINIMECHA

‘E,é'r? G’)*T‘?:?I—

BPV Scout
Camera

 SUBSTRIKER

LENGTH (METERS):
. . ¢ 6.5

FULL -EQUIPMENT

WEfGHT (TONS):

sl S II__._..

THRUSTER  GEAR 'e‘
RATING (TONS): g

. o N/A
TOP SPEED (KNOTS): |
« 97 |

APMAMENT:
* Torpedo x8

Noisemaker

he invasion of Terra threw the Imperial forces head-first into a new and
I forbidding battlefield. Beneath the waves, Imperial mecha troops
found themselves facing small, nimble vehicles propelled by hydrojets,
protected from high pressure and armed with advanced high-maneuverabil-
ity torpedoes (not to mention other lethal subsurface weapons). These
agagressive, swarming minisubs were feared for the same reasons as their
land-based Minuteman counterparts. These specialized aquamecha
eschewed legs in favor of flange-mounted hydrojets and packed tube-
launched torpedoes instead of the hand-held projectile weapons so often
fielded on dry land.

The Substriker serves as the close-in defense craft for the “Megamouth”
class Subcarrier. It is capable of operating at a distancé from its mothership, is
fast enough to keep up with a submarine at flank speed, is fierce enough to drive
off other aquatic mecha, and can injure larger prey.

The first encounter with Substrikers r:arr_ue as .quitéla' shock to the first

remnte—cnntrﬁiﬁeﬁ“fmntatme scr:uut carnh '- :fgather intelligence from a dls—

iE:ﬁiL i
CEo

ye from behind enemy lines.
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Fusur MA
10 Hexes
(Underwater)

Mechabeast -4

MANELUVER PODL MAIN SYSTEMS

: e | PowerPLANT XS-
MELHA COMBAT SKILLS Environment: Underwater
- [MecsA PiLoTing | + MIR= Environment: High-Fresaure
. IMEcHA FieHTing | + MIR= Loal Fower Cell
MecHA MELEE + MR=
MEecHA GUNNERY MR=
MecHaA MissiLES MR=

e
e

= ;
COMMAND ARMOR, AHMBH & SERVOS L
SERVOMODULE | CA-SP | CA-DC | CA-AsC mm KiLs | Anp+
Torso 1.4
Kight Wing
| Left Wina

MECHA PROFILE

NaAME Terran Minimecha WEIGHT
“Substriker” 2:95 tons

SLUBASSEMBLIES

mm
__Torso | One | Goreen | Canopy | E-Seat |

1 SuUBASSEMBLIES
Linkage (Torpedos)

2 Searchlights T
Micromanipulators T

Remote Control for RFY Scout Cam

MOVEMENT sw_iTEms SENSORS
MOVEMENT SYSTEM Loc Main

Hydrojets (4MA) RW Torso
Hyarojets (4MA) LW = RANGE Tem
HCovmm | 1000km | SHIELDING

SHIELD 5P | DC

0.2

ABL

ARMAMENT e INFORMATION

RANGE | DAMAGE ControL MuLTiPLE

SHOoOTS

WEAPON

Torpedo Tube 1 8-64 | 40K | 4 , Link __m
Torpedo Tube +1 | B-64 4,0K 4 08 | T Linked. SErRVDS & ARMOR WEAPONS
Countermissiles +3 | (na) 0.2K 10 02 | LP - STR Torgo: 15h, Space=6/0

STE Armor: SFP=58h MNoke
Cool Fower Cell
1 10th-Scale Cost: 4.5 CF

Underwater Protection, Hi-Presslre Frotection,
MAS Hydrojets, STR Sensors: 2km/400km (3h),

Advanced Sensor F’a‘ﬁaq&,yar'iﬁﬁ Suite
MR | Sk | L-MA |S-MA | MP




TERRAN “MEGAM[II]TH” SUBCARRIER

'MEGAMOUTH
- SUBCARRIER

LENGTH (METERS);
: e 500

- FULL, EEUIPMENT

' WEIGHT ( TCINSJ '

e - 50,000

'anus TER  GEAR
HA TING (KILOTONS]):
o N/A
TOP SPEED (KNOTS):
. e 58

 ARMAMENT:

v e 20-Shot Hydro-

Missiles x2

CRAFT CAPACITY:
e VTOL Craft, x26
L e Substriker x20

CREW COMPLEMENT:'

e 23 officers,

", 137 crew

MI’SEIDN PARAME TERS:

< Submersfbfe

aircraft carrier

and attack craft
EHIPB IN CLASS:

. 18 fMegammJﬁh, ]

(e Hammerhead,,
Cromwell,

Trojan,

, Mahta,

Sidebiter,

" ‘Nemo,

Stingray,

Nep!:uns, ‘

S‘l:ar'ﬁsh-
Nautilus,' 3

T; é’f o @_,}*737'?*71

; g
o et -
e R =
Hj i .
- y . s
T
-, L;C T mar

s
e S e e
R 5 SR L R E

he Megamouth submeralhie;‘“ﬁ r,rié? ﬁﬁé nf the nastiest develop-
ments of the Second Eﬁﬁﬁmﬂiﬁ %rﬁf:ﬂﬁ -2030. At that time in his-

e

tory, the Eurocoalition and its Mﬁglfezi -astern allies had been vying for
domination of South Amenca, ﬂppbﬁéd:j ii'le Linited States of America and
its Pacific Rim allies. T?ie war was anyiglhg but a hot war, with Qﬂﬂd reason—

aaaaaa
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tipped, cumpnterudirected missiles. A cold war of cat-and-mouse developed
with the Eu’m]:leans and their allies attemptlng to invent new ways uf finding
and Chlna) cﬂncentrated on ways to baffle cletectmn ancl hide mure EﬁEE—
tively from the Europeans. Finally, the situation evolved into an entirely sub-
‘mersible navy for the Pacific Coalition.

The Megamouth replaced huge surface carriers. It couldn't haul as many air-

. craft—26 aircraft barely making two strike wings—but it was fast, could operate

-alone for months at a time, and could surface anywhere to launch its aircraft and
_ water/surface/air hydro-missiles to attack distant targets.
Fﬂrtunately, there were few chances for the Megamouth to demonstrate its

aaaaa

: capabllltles Except for the Bermuda Incident of 2027 and the Bremerhaven Fly-

By of 2029, the Megamouths were largely restricted to patrol and exercise
duties.

PDF members often objected to North America maintaining the
Megamouths for decades after the war, citing them as a waste of resources, and
a not-too-subtle bit of saber-rattling by the powerful NorthAm government.
NorthAm spokespeople replied that it would be more expensive to scrap the
Megamouths than to maintain them; besides, who could tell when they would
come in useful?

That lame excuse turned real in 2105, The Imperials, it seemed, had no infor-
mation about the NorthAm undersea fleet. The first time they had a base destroyed
by a Megamouth attack, they changed their minds and deployed an aquatic
Gorgon, dispatching these new mecha to hunt down and destroy the subcarriers.

ARMAMENT BRIEF

The Megamouth serves the role of a submersible aircraft carrier as much as it
serves that of an ocean-prowling attack craft. Therefore, it is armed with neither
a variety of long-range weaponry nor a thick screen of defensives and counter-
measures. Instead, the Megamouth relies upon u;s complement of VTOL aircraft
and Substrikers for attack and defense :;igg

S teelgrave, ||
e M oray, ||Jk1
Subsonic, ]
Nlcaragua s [
Lurkish,
Atlantis,
Ravenger,
Leviathan)

sary to prme::t»iﬁﬁ [JﬂndErDUS (500m) ME‘%* a1
sider the tl'zﬁeat-”it ﬁﬂﬁﬂ& to be nDntrlwa Mﬁmﬁ o :;:_f“
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CPs

| SUBASSEMBELIES

PASSENGERS

SPALCE

CosT

= CARGD [T'

]
SPACE

200

SYSTEMS
CREW SKILL

# oF MEcHA

SPACE

Cost|

CosT

B-Grade 1441010
MA (Day Move | SPACE

5000 1:1 x26, 1/5 x20

ScrREEn SP

2
SPACE

2000
CosT

|

Hydro-Missiles

ARMAMENT

DaMAGE | Suors | Kils

%)
HyPERLIGHT DRIVE

TURN RADIUS

MuLr

Hydro-Misslles

10x Scale
10x Scale




TERRAN “SEEKER"'"pnnBEstp

 SEEKER
PROBESHIP -

; LENETH -‘.'METEREJ
.+, 300"

FULL EQUIPMENT

WEIGHT ( TDNSJ.

- ' 2,500
THRUSTER GEAR
HAT!NE (KILOTONS):

' iAS *» 1.95
ACCELERATIDN

e 7. BEmXSEEE
ARMAMENT:
. | ¢ None
CRAFT CAPACITY:

.20 EVA Pods:

CREW COMPLEMENT:
‘ e 5 pfficers, 35

‘crew with |

25 years of
consumables.
| . MISSION. PARAMETERS:
' ¢ Intersteliar Probe
: SHIF'S IN CLASS: .

e 16 [Seeker,"
Darkstal,
Hawking,
Copernicus,
'Gglileo,
DOawrrstar,
Corbett,
Bellerophon,

Discovery,

. Eureka,,

' Einstein,
Von, Braun,
Gociclard,

; Nerva,
rishna;
Breakthroughl

=

1

o

LB |

HISTORY OF SEF

he Seeker-class probe ship;::f“:
was launched in the rnid-?ﬂ:st

mmmmm .-\.-\..-\.-\..--\..g
mmmmmmmmmmm
mmmmmmmmmmmm
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appmachmg a Irkely system the crew would be awakened and all avai abie data
analyzed tﬂ see if thE system cmntamed or had a likelihood of contammg hab-

| were present, the sh}p would decelerate to a mere D 5C (from its O 97+0), and
ideplny probes to more completely survey the target system. A frenzy of data-
- gathering would occur, looking for anything noteworthy. After the pass through
the system, the ship would shoot a message torpedo back home (preceded by
a lengthy laser-message containing a briefing on said data) and then accelerate
back towards lightspeed.

When stargate technology was developed, the modus operandi changed
somewhat. Each probeship would carry the necessary equipment and assembly
gear to put together a small stargate. Lipon reaching a system of interest, the
crew assembled the stargate and staged directly back to the Sol, summoning a
crew to stage back to the new system and start assembling a large cargo star-
gate. In this fashion, a new system could be exploited within a matter of months,
not the years normally required for information transfer and slower-than-light
colony ships to reach the new system.

Thanks to the service of these ships and crews, Terra was able to extend its
reach into a half-dozen far-flung star systems, providing room for expansion and
new materials. The Seeker class continued to contribute to Terran expansion
even after stargates had changed the role of the colony ships.

When the Bellerophon met up with the Imperials, it changed Terran history
and technology forever. Although the ship was captured within a few minutes of
being boarded by the Imperials, it told the invaders of the existence of Terra, and
pointed the invasion towards the Sol system. Because of this, the benefits of
superior Imperial technology were brought to Terra.and placed within easy reach
of Terran adaptability (viewed In retrospect, the mvasmn can only be seen as a
benefit to Terral.
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NAME Terran Probeship
“Seeker”

H HyPeERLIGHT DRIVE
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ARGUS
E‘.AFIFIIEF!

j.ENG TH IMETEHSJ
e 525

FULL EQUIPMENT
WEIGHT (TONS]):
« 18,000

[} THFIJSTEH GEAR

HATING [KILDTDNSJ
L E‘E 5.
AEC:ELERA TION:
' 12.25m/sec®
ARMAMENT. +
o Medrum
., Railcannon’
Battery x1

TERRAN “ARGUS” l:m;:mEn

¢ Light Missile .|
Launchers x2 |
e Defensive |

, Turret x16
: CH‘AFT CAPACITY-

', *» Rapier x10 -:

e Hermes x<
e Gunther x7,
@ '1’ 00t Shuttie »x2
CREW COMPLEMENT:
e 20 officers,; 50
crew, 20 pilots
with 3 mohths of
: . cnnsumab les.
MISSION PARAMETERS:
: e Independent -
raiding,, intelligence
gathemng and fleet
' supporrt.

SHIPS IN CLASSI
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2
=
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' e 52 &
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e o
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planning St_age, .and ﬂ'gﬁre was ﬁu need for escorts for a non-existent fleet.
Instead, what was needed were small, well-armed and inexpensive ships
that Cﬂuld operate independently, far from supply lines—in short, Terra
needed commerce raiders.

- With minor madification, the Argus could be used for this task. Instead of
molnting an additional rail-gun battery, it was changed to include a cargo hold

‘and a mecha bay, the former to enable the ship to remain in deep space for long
periads, and the latter to provide the ship with escorts, scouts, and assault capa-
 bilities independent of the vessel itself.

The “commerce raider” design proved to be well fitted indeed to its new

‘strategic role. With its moderate firepower and moderate Mekton group, Argus

captains learned very swiftly that they couldn't compete directly with the huge

‘battleships which made up the majority of the Imperial fleet. A face-to-face
~encounter with even a heavy cruiser could be fatal to an Argus starcruiser; even

a wounded Imperial cruiser was too formidable an opponent. The only viable
tactic was to avoid the bruisers, and restrict offensive actions to smaller, less
well-armed vessels and installations. Fortunately, as the Terran planners had
speculated, the Imperials had a large number of available targets. After all, their
empire spanned a sizable distance across a stellar arm; even with their tremen-
dous production capabilities, the Imperials couldn't afford to use battleships to
haul troops and cargo.

The Argus attacks served many purposes—they bit directly into lmperial
capability to wage war, they forced the Imperials to divert troops to protect their
resources, and they enabled the Terrans to gather intelligence on their enemy
and on the star systems the Imperials had already discovered.

Many of the raids were made with single Argus starcruisers and their fight-
ers. As the war progressed, starcruisers grew more populous, and easy targets
declined. Starcruisers began to band together in small battiegroups, making
small massed assaults on tougher targets of opportunity. Even these small fleets
weren't big enough to directly assault planetary forts and large garrisons, but a
few ships' worth of fighters and troopers were sufficient to make damaging raids
on such positions.
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ies and missile tubes could, in quaﬂtﬁjf ;{MI: i:'mt an aamnlshlng volume of fire.
Only the maneuvering capabilities of the Argus were not up to snuff. The Argus’
m:-abmty to keep up wrth the high 51;:@&63@1‘ the Arasai supemarrlers was dealt
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Argus \larlants A

ARGUS
TROOPER

LENGTH: 526m
WEIGHT: 18,000t
THRUST: 22.5kt
' ACCEL: 12.25m/s=
'ARMAMENT:

L] Etandard :

SRAFT E.'APAC:ITY.
e M:nuteman x<3 0
e Hermes x2

B “IDI:H: Ehur.t:le K=

CREW EDMFLEMENT
‘e 20 offs, 60 crew,
10 pilots, 40
troopers w/ 3
' months’ consumables.

MISSION PARAMETERS:

* Independent’

. raiding, intelligence
gather'lng and Fleet
‘support.

SHIPS w CLASS:
L

LARGUS
DESTROYER

LENGTH:
' WEIGHT: Eﬂ,.ﬂﬂﬂt
THRUST: " 35kt

. ACCEL: '17.15m/s%

ARMAMENT:
o Titan Mass-Driver
: '‘Cannon xT,

.CFI'AFT C.‘AF'ACITV.
* None

CREW CDMPL EMENT:
‘e 20 offs, 70 crevﬁr
w/ 6 weeks’

consumables.

MISEIDN F*EHAME TERS:
" » Fleet suppnr'r. and'
. bombardment.

SHIRS IN CLASS;
S IR -

S26m B

tl‘t& ;‘ﬂﬂther ship. Five weeks into the war,
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&qmpped w;th an "EIITHE‘.IF ]aun-::her —a mr::u:l:ﬂcat:ﬂn of the the Argus standard metha
" launch tube, so that the suits could be boosted out like rounds from a machinegun—and
plenty of disposable re-entry packages. Parachuting in for a landing, the Minutemen of
© the 2nc| Platoon, 3rd Company, 1st Battalion, 2nd Regiment, Fullbore Division took the

I lrnperial defenders of the installation at Domus by surprise and not only defeated the gar-

nsmg but completely destroyed the installation.

aaaaa

ﬁg‘gus Troopers proved useful as fleet escorts as well as planetary raiders. Armed

e

‘with anti-mecha missiles and anti-missile batteries, the 40 Minutemen that each ship
could field provided protection for a small squadron. Alternatively, they could be
. equipped with limpet mines and thruster packs and used as a small-scale assault

force, getting in under the batteries of enemy ships and disabling them through
boarding actions.

Arcus: DESTROYER

The Argus Destroyer was made with two plans in mind. The first was a plan

to provide Terran fleets with a great deal of cheap firepower, the second

was to make an escort vessel that could keep up with the proposed Arasai
carrier. Originally, they planned to make a separate vessel for each reguirement,
but this idea was quashed when the first estimates came in for cost-and produc-
tion time—even diverting production facilities from other projects; building a new
line of ships would take at least 9 months to initiate. And that didn't even take
into account the time for actual production and deployment!

The solution was simple: rather than making up new vessels, adapt an already-
existing hull to the purpose. The Astra hull was considered, but it was teo small to
hold the enhanced drives and main battery that were to be the central features of the
new ship class. But the Argus, on the other hand... Plans were drawn up and rushed
through testing and approval stages to make a new conversion of the Argus-class
starcruiser. o




SHIP PROFILE
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" SUBASSEMBLIES

SYSTEMS

Argus WEIGHT Cost PASSENGERS SPACE CaosT
Troop Carrier 186,000t |57,554.8 250
e CARGO 1)

SUPERSTRUCTURES S500T 1 500
CLass CPs | Space # oF MEcHA SPACE CosT
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CrREw SKILL
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AD#MANT d the people below—when a ship in

yer on the ground to see the shape

: EATTLESHIP ¢ i's, it was awesome.
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LENGTH (METERS]:
o 7 ,000 of any fleet, and weré"ﬁécessarﬁ“tﬂ t:arra.r the heavy ﬁrep-::wer that would be needed to

FULL EEUJFMENT destroy a fleet such as the lmgenal one in orbit above. For instance, the proposed
WEIGHT ETEINSJ .;;,_11"»- _+= n would reqmrﬂ a vessel Iength of at least a kilometer to mount, and

v o 300,000
THFIUS TER . GEAR
ﬂAT"NG (KILOTONS): lntﬂ ﬁ bameshlp and a fEE!S!DIlII}’ study was undertaken The rr:*sulta of this study deter—
| c 376.5 N :vmmeﬂl that the boxy hull of the Arasai, while admirable for small craft storage and deploy-
ACCELEF?ATIGN. . e ment, was unfit for use as a dreadnought—it lacked the internal bracing necessary to
: e 12. g = mount the heavy weaponry that the battleship would need.
| ARMAMENT, QR o o ke ok s st w813 st
e Light Missile" wf t the role. The larger main hull was big ug |

. L --arﬁ unt of variable weaponry.

L_.aunc:her, X2 ""’"fff ?{n order to simplify and speed up production, the Adamant hull was augmented by
< L'Qrft ‘BE'IQ'“" ‘the same engine pods used on the Argus, containing the same nuclear engines and
BRRNERNY —- - -l o 4B (= 11ti-missile launchers, Extra thrusters were mounted in the aft-end of the main hull, pro-
Wl = 1P/ =lal s =P ATV AW -2 \iding the additional thrust needed. Although detractors of the Adamant complained that
DF!VEI"‘ =FoiAA-1o"0 & Ml the Argus-type engine pods were inferior, the use of such predesigned elements did cut
v e Defensive off a month of construction time per ship. This time savings resulted in the Adamant com-
L,"" =T = -2 | ing into service in record time—the prototype cruised out of its dock in only six months,

'5 CRAFT CAPACITY: seventeen days. _ , ——
e Rapier x16 Al that period of the war, the Imperial mmm_ander Jevex GIFE:EIT‘I waslieadmg his fiﬂtl!-
;-,:; o Marmes x18 la towards Alpha Centauri. He had brushed aside Astra-class picket frigates and deci-
- : - mated several system defense patrol groups on the way; this had proved to be his biggest

|
=
Fan

'_ Gunther H 7 mistake, because news of his progress was taken back to Terra via stargate messengers.
(. - ° 100t Shuttfe_ x3 | Knowing of his advent, UNWO Space Command worked feverishly to scrape:up some
| =LA == S M U AV | sort of fleet that could repulse Giraan's forces from the Alpha Centauri system. Terra and
N = == 1ail=-Tal-TIN—1—1= | the Sol system were relatively immune to attack—a great deal of defenses had been built

i T I VT dm i -T][-1 7= | immediately following the Imperial retreat, with the idea firmly in mind thatif the Imperials

" with B8 months of were foolish enough to return, they would face annihilation. But the Centauri system had-

: consumables. n't been so heavily fortified. Even though it was vital to the Tgrrap war eflort as the sec-
MISSION PARAMETERS: ond-largest population base and ten percent of Terran industrial capability, it was thought

that the Imperials would be incapable of venturing far enough from their own territory to
strike that deeply into the heart of Terran space, and so the task of fortifying Centauri was
Ig nc:-recl

" Gunline and
bombarcdment.
- SHIPS IN CLASS:
|
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iy [Adamant_;
H : ) ‘ Ti lr-pltz,_
" . Royal Sovereign, ’
| ., Queen of the Nile,
" Yamamoto, &
. Mrssnum, f
Heavenly Dragqgn, .
Saladlin ;o
Gueen of the Amazaon,
Jean Bart,
"Arizona,

Warspitel,

¥




- ; 1

5
R

NAME Space Battleship

“Adamant”

i 0.6
SUPERSTRUCTURES [P E
Ciass  |CPs | Seace | Kiits | SP 2520k
12

10
& 200 1500 12500 I, ET HYPERL

x1.0)

Liaht Missile Launcher
Light Missile Launcher

Superheavy




ADAMANT
GUNSHIP

LENGTH: 41,000m
WEIGHT: 311,000¢
THRUST: S376.5kt
. ACCEL: 11.8m/sec?®
AHMAMENT.

‘ 5 nght Missile
: Launcher x2'
o« SHARP-5 Core

Cannon x1
» Defensive

o None

C.'HE w C.‘DMPLEME’NT-
0 55 offs, 295 crew w/

" 8 months’
consumables.

{ MISSION F'AF!AMETEF!E.

e Gunline and %
bnmbardmeht.

SHIPS IN CLASS:
e 3 {(Courageous,
Furious, Glorious)

ADAMANT

MISSILE SHIP

LENGTH: 1,000m
WEIGHT: 292,000t
THRUST: 376.5kt

" ACCEL: . 12, 6Em/secs
AHMAMENT.

e Light M:ssrle !

_ lrauncher =
* Heavy Battery x1

o Multl-Mjsslle Rack x2
* Defensive
Eal:t:er-y x22'F

ERAFT CARPACITY:

s .Mektons x33 |

o Shuattle x3

GFIE W COMPLEMENT:
'+ 65 offs, 255 crew,

1 . 70 pilots w/

:nnsumaEIes

MISSIDN PARAMETERS: |
iyl Gunhne and | F’
bnmhardﬂ*:ent:.
SHIPS IN CLASS: i
| e 2 (Katyusha,

- Perthl

‘Battery x22 |
BH‘AFT CAPACITY: |

" ', 6 months’ |

aqueezed I"|ydrngen gas to fantastic pres.smes then released it in stages—the
first set refeased the Cﬂ[‘l’lp[’ﬂSSEﬂ gas behind the projectile, bunatmg it up the
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prulacnle achlﬂved a muzzle velocity of 12,000 feet per second. A gaE capture
S}rstem at the muzzle of the gun would recover 98% of the used gas, to be recy-
cled into the system again.

. The huge gylinders, their feed and power systems, and recoil buffers took up
& great deal of cubic space—the gas storage and feed systems alone filled the area
normally allocated to the mecha bay. In the end, most of the main hull was devot-

‘ed to the gun. Detractors cited the volatility of the hydrogen, the mechanical clum-
siness of the system itself, and the intense amount of labor and care that the gun

required to operate. In addition, its rate of fire was restricted to one shot per 30-
45 seconds, due to the need to recycle and recharge the gas.

Proponents countered that the SHARP process wouldn't take much more
space than an alternate mass-driver system, that its recoil was far less, and its rate
of fire was nearly equal. All in all, three gunships ended up with the SHARP-5.

ApamANT: MISSILE SHIP

he missile-packing variant of the Adamant was initially designed as a
I stop-gap measure. Opening clashes with Imperial ships brought out
the fact that Terran designs, while robust and functional in. many roles,
just didn't pack enough rapid-delivery firepower to destroy_their Imperial
counterparts with satisfactory speed. Instead, battles tended to rapidly bog
down into slug-fests between ships standing relatively toe-to-toe, blasting
away at each other until one was destroyed... and by that time, the survivor
usually wasn't combat-effective any more.
This problem plagued all Terran ships, from the Aslra to the Adamant. In
order to try to deal with this problem, the Argus Destroyer was brought into ser-
vice, hui it just wasn't tough or fast Enﬂugh Thus it was decided that a palr of
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railgun battery was also installed to augrnent the missiles.
Battle results were less than |rnp£e$swe Itfturned out that the Impenals were
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"Adamant”
Gunﬁhip Yersion

SUPERSTRUCTURES 45,500

SHIP PROFILE

WEIEHT
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O O @
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SKiLL
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MIA | Day Move | Space
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MuLr
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10
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SHIF PROFILE
WeiGHT

Cosy

" SUBASSEMBLIES

PASSENGERS

SPACE

CosT

Missile Ship Version | 292,000 |141,172.2 51510 1 500
Carao [T1] SPALCE CosT
SUPERSTRLLCTURES 45,500 1860 tons 1 500
CPs Kiis | SP | CPs Bl # or Mecha EPAEE CosT
00 12600 70% 1:1) EDDD ._-:_
500 (12600 Ml Screen SP sp.qce ’

WEAPDN

ARMAMENT

DAMAGE

SHOTS

KiLLs
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h— - B I.:.;. "IE':"F b Wb :

SYSTEMS

%,

TURN RADIUS

Crew SKILL
B-Grade 1441010 %x0.6
MA | Day Move | Seace | Muwr
10 4520km 1 x0,0
8 HyPeERLIGHT DRIVE Murry
TLO (1LY/Day) 1.0

NoTEs

Deluxe CIDS 10K oo na A 1 BY = o

| Light Missile Launcher +0 | 10 100K, 10 &7 F | 250 1 |10 5eale
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. 'GALANT
'STARCRUISER

LENGTH rMETEns.:.

c 275

FULL EﬂumMEmT
WEIGHT I'TEI‘NSJ

‘e 13,681

THF.'UETEH GEAR'

RATINE IKJLDTDNSJ
Wiy L7 gl |
ACCELERATIEIN. :
' e 12.25m/sec”
ARMAMENT:

L. Med:um Railgun’

Battery '»x1

e Light Missile
Launcher x2

® 'Défensi\.«*e Gun
. Batteries x36

CRAFT CAPACITY:
L H_'EIFH“EF x10

. *'Hermes x=

Iy e 100t Shuttle x2
N CRE w CﬂMFLEMENT'
. *10 officers

e 3 manths of
. consumables.
MISSION PARAMETERS:
* Scouting and light
. assault.

SHIPS IN CLASS:

 COMMAND OFFICER:

e Henry An t:ar'es_ '

ENGINEERING CHIEFS:

* Maria Logan

e Marcel Graves
FLIGHT LEAEEH

o North Frnzgn

| nECDnA TED PILOTS:
¢ Donchoi Yuh
1 « Mariko Lim
e Mark-Benjamin
.M:'c:haa_efs.

L]

e Gunther x1:

: . <40 crew :
' e 20 pilots
L =20 technicians |

e 1 [(Galant]

“GAI.ANT” STAHI:RI.IISEH
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exhausts prDVI{iEd the Dﬂi}’ entrance and egress to the mecha and shutﬂe bay

The final decision on the Galant was that, although it was a serviceable
désign, It was far too difficult to construct—taking twice the time need to con-
struct the larger but simpler Argus—and was, by terms of the Argus, underarmed.
The Galant itself was the only one built.

The single Galant actually built turned out to be the single most distin-
guished ship of the war. Its roominess and large living section made it a perfect
ship for experimental facilities. With that in mind, an elite crew and a comple-
ment of technicians were assigned to the ship, along with a hand-picked group
of scientists and test subjects... er, pilots. The concept was that new developments
iIn mecha design would be stimulated by actual battlefield use. More conserva-
tive elements decried this as a senseless risk; after all, why put Terra's two fore-
most mecha designers out on the front lines as clay pigeons, when they should
be safely kept back on Terra to develop more mecha? The pro argument, offered
by Drs. Graves and Logan themselves, was that they wouldn't have the infoerma-
tion lag (estimated at six-plus months) that would occur between front lines and
home front, and they would be more able to rapidly adjust to new developments
sighted on Imperial units. Communications, they said, would be provided
through frequent rendezvous with other ships, to disseminate information rapid-
ly back to Asrra class tenders, thereby 'SDWIFIQ the “Refit Dllemma
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ARASAI
 SUPERCARRIER

LENGTH (METERS):
i e 1,150
FULL EQUIPMENT
WEIGHT (TONS):
, Lo 362,000
- THRUSTER GEAR:
RATING IKILOTONS):
e 534.0
ACCELEF?ATIBN.
¢ 17.2rh/secs
AHMAMENT- '
| v e Defensiver
‘battery x36 | |
CRAFT CAPACITY: ||
» Shuttle x5-10'
i * Work Mecha' x6 ::
! e 17 squadrons of |
”% - 16 mecha each |
| ' (Rapjers & Hermes)
N CREW COMPLEMENT:
.'I‘i 40 officers, 110"
erew and techs,’
S0 pilpts with 5
months of
consumables.
MISSION F'AFIAMET ERS:

e Attack carrier,

TERRAN “ARASAI” SUPERCARRIER

' mecha support.

-SHIPS IN CLASS:
. 5 (Arasai fige
Ark_ Royal, 'ﬂ
Enterprise,
E' ssex, i
.'lnd’nm:f:able] o

N

-----
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Naturally, UNWO Space Cﬂmmand planners included mecha in the nuﬂines for
their new. Space fleel. Neariy every combat line vessel in the new fleet was to have
a mecha bay, in order to carry its own fighter support. This wasn't a stretch from the
old Space Force, where every cruiser carried at least two fighters for escort and pick-
et dutles

mmmmmmmmmmmmmm
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pl&ments wuu[d be sufficient for independent actions, but fnr massed combat more
mecha would be needed—on an order of up to five times more mecha. In order to pro-
vide thls, the fleets would need carriers.

This was hardly a new concept. Since the mid-20th century, the carrier had dom-
inated naval operations; by the 21st century, this domination had extended so far that
the only surface combat vessels left were patrol boats, coast guard cutters, and the like.
All combat vessels—even carriers—had become submersible in order to avoid aerial
detection (see the Megamouth, page 68),

With this firmly in mind, Terran fleets were arranged around the new carriers, even
though those carriers hadn't even been made yet (this hardly mattered, since the rest
of the fieet that was supposed to accompany them hadn't been made yet, either). The
tactical deployment was to have the carrier and one to three Adamant-class battleships
as the core, escorted by two to four Argus-class starcruisers per capital ship, and a
screen of ten to twenty (depending on the size of the fleet) Astra-class tenders and
frigates. It was hoped that such a sizable fleet would provide the firepower and
resilience necessary to combat the Imperials on equal, if not better, terms.

The Arasai's design was dead simple. The basic shape was that of a long box,
housing mecha squadrons in the central section, a large launch bay sunning the
remaining length of the ship and the thrusters in the rear. Crew quarters were in rotat-
Ing habitat domes tacked onto the outside of the box hull, a plan that was criticized
because of the vulnerability that it presented—one good hit could clean the lifesection
off a carmer! However, since the carriers weren't supposed to seeé direct combat, the
argument was made that if an Argsal was hit well enough to destroy a crew section,
then the rest of the ship was in dire peril, too. The exposed crew carousel remained.
The sensor disks (mounted on the exterior of the crew roundels) were equally exposed,
but their position was retained rather than rearrange the mecha bay inside. The end of
the hull was left devoted to the mecha recovery lays, located between the engines.
Standing amidships in the central mecha bay, one Eﬂulﬂ ﬂbserve both the launchiexits
fnrwaud and the recovery bays aft. .

mmmmmmmm
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SHIP PROFILE SLUBASSEMELIES 7000 |

NAME Terran Supercarrier | PASSENGERS SPace LosT N cnrew SKILL MuLT
“Arasai” B6G2,000t |67,681.6 4 490 1 500 B B.Grade 141010 :

Carao [7) SPACE Cost|
SUPERSTRULCLTURES 17,000 2450 tons ] =500 E

Ciass |LPs | Seate Kiis | SP | CPs W1 7 or Mecwa | Seace | Cost [l —o -
LH Hull 7000 14 1400 400 10000 294 & c000 -
L9 (1LY/Day)

Screen SP SPACE CosT 8
. TURN RADIUS

ARMAMENT
DAMAGE
Deluxe CIDS +J 15 (@] o0 n/a A 172 i BV = oo




IMPERIAL “scvuA” nnsnnmnusm

SCYLLA - .

D,FIEALDNL".IUGHT

LENE TH IMETERS):
o 1,700
FULL EQUIPMENT
WEIGHT (TONS]:
. +.478,000
'an-usrsn GEAR
RATING rx;:.arams:

* ZAZ,

A CC.‘ELEHA TION:

e 14, 7m/sec®
AHMAMENT* a4
. Heavy Particle

e Battery x71 .

e Light, Missile
Jdaunchers x6

e Rapid-fire dsfense-

turrets x198
CRAFT, CAPABITY

* Gorgon x28

\'* Medusa x28

e Furie x28
e Mvrmidan

work-mecha x5
e Shuttle x<

CREW COMPLEMENT:
» 100 officers, 150
crew, 98 pilots,
142 warriors with

: 12 months of

cnnsumab!es. :

MISEIDN PAF!AMETERS
¢ Carrrer dut:y,

| :::lmbat Emd barrage.

4 'SHIPS IN GLASS. *

g . Closest estimation

] ""-‘
1

.. s at least 68+ |

class. F[eet dt:mtnne was |:ﬁ:‘3ﬂ'tu::|.1I.e.wlyr predictable, following a standard set of engage-
ment guidelines: On the attack, the Scyllas would move forward as a group, flanked by
the cruisers, with some of the destroyers arrayed out front as a mecha screen and the
rest. dlspersed around the formation to cover flanks and rear. The fleet's mecha would
be out front wr.th the mecha screen, moving ahead of the destroyers to engage the
enemy first. Once they made contact, the mecha would try to destroy most of the
enemy's mecha, then work to cripple one or more of the enemy's larger vessels, hop-
lngtn slow up the opponent. Then the ships of the fleet would arrive, the picket
destroyers collapsing their formation inward towards the Scyllas and cruisers, falling in
behind the larger ships as they came up to barrage the foe.

- On the defensive, the tactics were similar, only in this case the destroyers would
be set in a loose globe around the fleet to guard from mecha attacks and shoot down
incoming heavy missiles. The cruisers would form a smaller, similar globe around the
dreadnoughts, augmenting Scyfla firepower with their own. The destroyer globe would
collapse in, fighting all the way, trying to deal damage to enemy capital ships and
destroy as many mecha as they could. The cruisers would concentrate on damaged
vessels, and then the dreadnoughts would let loose with their missiles and batteries,
concentrating on the crippled enemy first, hoping to demoralize their opponents.

With the Imperial emphasis on missiles, a prime target for mecha attacks were
the anti-missile systems of the larger ships. Of course, this meant that the atiacking
Imperial mecha would suffer from the attentions of those same defense systems, but
with their heavy armaor, the attacking Gorgons and Medusas could usually survive it.

These tactics had apparently been refined into the Imperial playbook untold
years ago, and the Imperials followed them rigidly. This didn't work too well against
the Terrans, who rapidly adopted a "dispersed formation" tactic. This gambit used
Terran ships working in two-to-four ship battlegroups, augmented by mecha from the
carriers. Each group would come in from a separate tangent, probing for a weak
spot. Once a weak point developed in the Imperial formation, the battlegroup would
attempt to widen the penetration, and a reserve group of assault ships would move
forward to exploit the break.
imper'ral response to this tactic was varied Ahﬁxzst, thE'ImperiElls arteminlecl to.cleal
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they could deploy into their formation. This: r;ilcfnt WEIFI( too well, as the Terrans took to
deploying into their attack formation as. sﬂtﬁm as the;: detected the Imperial fleet. The
next reaction pEan was to send an assault group Gf m@éha out to mter-::ept one or imore
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H ACCEL:

SCYLLA
. CARRIER
LENGTH: 1700m,

WEJGHT- 474,000t
. 'anus'r. 717kt

ACCEL: 14.8m/s=
"ARMAMENT -

e Light Battery x1

o Light Missiles x2
LA Turr'ei:ﬁ x198
CRAFT EAPACITY.
AT Myr'mldnn x10
' e Shuttle x<}
CREW COMPLEMENT:
e 100 nfﬁrcers, SDE‘I
crew, 196 prfnts,
384 warriors,
"IE.'rnn adnsumables
MISSION DUTY:
e Carrier support
SHIPS - IN CLASS!:
» At least 20

SCYLLA
GUNSHIP
LENGTH: 1700m

 WEIGHT: 476,000t
L THRUST:

ARMAMENT:
e Light Battery x1
* Multi-Missiles x2
¢ Strike Missile x2
. . ® Turrets x198'
CRAFT CAPACITY:
e Mektons x48
o Shuttle x1
CREW COMPLEMENT:
e 100 officers, 300
. crew, .49 pilots,’
41 warrigrs,
12mo consumables
MISSION DUTY:
e Gunline
SHIPS IN CLASS:
Taoe At least 15-

' » Mektons x180 o

717kt i
'14.8m/s2

I modifications were simple, cnmpﬁ%ﬁﬁ %mr«emqwa]nf Most of the offensive
weaponry and substituting me¢ha bays and launch rails for the missing guns
and missiles. Given the long, narrow dgsigui’ﬁf“ﬁm t;gajc dreadnnught fi ttmg in the
copious mecha storage bays rﬂqtﬁ‘ﬂﬁaﬁmﬁﬁﬁ lever eng

free up some space, but they were locate ¢l g :

areas, which was not the meost %ébﬁﬁ“fﬁ_ggluwa}* to store and supply mecha.
Furthermore, the best lnfatlon ﬁﬁfﬂ'l& Ia“_ %‘EIIE the area formerly employed as
be [y, was up in the forward quarter of the

mount the other fnur hays anJrunl:! the shlp {one dorsal amidships, one starboard, one
ventral amidships, and one to the port side).

This wasn't all that bad a modification. In combat, telling the difference between a
normal Scylla and a carrier version was practically impossible. It lacked the tell-tale mass
Iauﬂt:h tube ESSEmhlzes that normally served to identify carriers, and had usually

/ '1aunﬁhed its mecha long before the enemy could get close enough to visually identify it

The Impanal commander Gates Shann came up with the cunning trick of holding back

most of her squadron aboard her carrier, waiting until the Terrans had achieved their

hrﬂakthrnugh into her fleet, then releasing the squadron from what looked like a normal
@dm; surprising the attackers.

At least twenty ships of this class have been positively identified by UNWO intelli-
gence. The lack of overt carrier characteristics makes these ships difficult to identify from
a distance. It is probable that the Imperials are converting more of their standard dread-
noughts to this model (since it is a conversion rather than a design modification). Since it
is easier and faster to build mecha and fighters, and breed and educate new pilots, than
it is to construct a 474,000-ton dreadnought, this is a highly economical and tactically-
sound plan.

ScyLLa: GUNSHIP

The gunship version is a less common modification of the Scy/la dreadnought.

Like the carrier, it features minimal modifications to the starship's structure,
while achieving significant changes to the ship's mission and capabilities.

Here, the major changes involved combining the missile bays into larger multi-
missile bays, and making a massive combined launch bay for the strike/missiles. This
did result in some external differences, most notably the "beer-belly" bulge of the
strike missile launcher. This meant that Scylla Gunships would oftén be targeted for
destruction before any other ships, in order to negate the destructive effectiveness of
its anti-ship missiles.

The Imperial ship-killer Strike Missile was a massive thing, weighing in at over 23
metric tons. A veritable mechafighter in its own right, capable of extreme speeds over
a range of 1,000 miles (1,700 km), the missile was designed for multiple uses, rang-
ing from anti-ship purposes to planetary bumbardmant Some of thern were even fit-
ted with MIRV (Multiple Independent Reuentry EEI warhead& for use against
mecha clusters—the same warhead would h;;iﬂ lﬁp t’fi-ﬁ} IndEpEﬂdently targeted 10-
Kill missiles! Typical examples of strike mrsﬁi[@waj'hﬁaﬂs are ship-killer (700K range
10,125km, WA +1, Long Range), fleet-ijster (200K, Blast Radius 2, range 750, WA
+2). delay mine (800K, range 1,000, WA +2¢”‘]‘“Llsﬂ=1 planet-buster (100K, Blast Radius
5, range 600, WA +2, nuclear), angj seaker %%E@K range 500, WA +0, Smart-2, Skill
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SHIP PROFILE

Imperial “Scylla” WeeHT | Cosrt PASSENGERS SPACE Cost CREW
Carrier 474, G‘DC‘T ‘]‘45&59 490 2 "EGG B-Grade | 14+1D10 | x0.6
Carso [T SPACE OST§
SUPERSTRUCTURES 4@9@2,;15 2 000 Bl “‘;‘;;""“ SR M{']"TT
LiLass LPs | SPACE mm # oF MEI:HA EPAI:E Costl — i 1 —
LH Hull 7000 14 1400 | 700 175@'{] 4[}DU TL® (ILY/Day
Etneem EP EPAEE

1) g —

AHMAMEI\.‘IT

Deluxe CIDS +( 15 A
Light Missile |auncher +2 | NC-1210 100K 10 &7 = 250 1 10% Scale
Light Missile Launcher +2 | NO~1210 100K 10 &7 R 250 1 10w Seale
Light Battery +C | 50-2500 100K oo 100 5 208 1 -

|

O %m:}m" Wﬁ“ iﬁﬁﬁtﬂiﬁf@?

"h-u.

-
frois ol
o 3
U, Sy 1 :l i et il s
- = — ; [ - e i - T
el = 3-- . L e CRL e =
s ": ey o e 4
e o b L S
SR —
S e

| SUBASSEMBLIES SYSTEMS
PASSENGERS | SPACE | Cost|]
4930 1 500
Carsn [T) SPACE CosT
2450 tons ]
# oF MECHA SPACE CosTt
49 ?

Screen SP SPACE

CREw SKILL
B-(Grade 4110 0.0

MA | Day Move | Seace | Mulr

T255km ]
HypPeErRLIGHT DRIVE MuLr

| TLS (1LY/Day) 1.0
' TURN RADIUS

NAME |mperial “Scylla”

Gunship

476,000t |BE65T72.5

SUPERSTRULCTURES 24,500

CPs Kius | SP | CPs
| 700 17500

SPALCE

ARMAMENT

5564

DamAace | SHots | KiLLs m
Deluxe ClIDS +0 1% 10K oo nia 172 1 £
Light Battery +0 | BO-2500 100K o0 100 F 1oz 1 .
Multi-Missile Launcher +2 | B5-7225 150K 10 100 F 1300 2 -
Multi-Missile Launcher +2 | B5-72725 150K 10 100 F 1500 2
Strike Missiles +2 | 185-54K TOOK 2 20 F 1780 2

Nate: The Imperial Strike Missiles are exceptionally well-armored, and absorb 47 Kills of damage before
being destroyed. Likewise, the Multi-missiles absorb 10 Kills of damage. No "one-kill" missiles herel
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IMPERIAL “aninﬁn” FLAGSHIP
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appeared to be larger to vie%rsvﬁn;?rm sﬂue to the fact that it was hmferlng
at a mere 400km altitude. At thatdmﬁ@;@e, some gross detail could be made

HYDRA ' Two and a half kllmmeters'"i.:?i:i” !Ength and 400 meters tall, the Hydra served as
FLAGSH|F the H‘I{JDIIE cammanﬁ center ﬂf the invasion fleet, carrying command staff and

mmmmmmmmmmmm
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: LENETH "METEHEJ. all the fUﬁCtiﬂnﬁ Df a EElCtﬂf' hEﬂ{jquartE'FS could be carried out—its "I-"'DTLII"I'!II"IDLIS

« 2, 500 mecha bBay included plenty of docking space for a squadron of hyperdrive-

FUL L EQUIPMENT equip}ped corvetie-class ships to be used for scouting missions, courier duty, fleet

WEIGHT (TONSI: reconnaissance, and general officer transport. This feature, it turned out, was
e 2,000,000 | iR | .

THRUSTER GEAR Anqther feature unique to thg class was the utter Iaj-:k of missile wEap?nry, The

F.' ATING. (KILOTONS): Hyelra !:_ild;l‘l-'t mount a single missile launcher, although its cargo bays carried plen-

. 3,000 t}'af missiles for its mecha. Instead, the ship depended completely on its powerful

el energy-weapon batteries, which could be clearly seen once in visual range—the

‘ACGELEHA T'DN“ ' titanic Zeus-class particle gun provided the ship with its "eye,” the emission hole in

* 14. 7"1"55“2 the prow. A smaller, backup particle gun rode in the secondary hull below.

AHMAMENT- , This use of directed energy weapons provided Terran technologists and strate-

" ¢ Focused Energy gists with a mystery. Why break so much with Imperial tradition—a very strong force

.Eh'ﬂfﬂ -G_'E"E"'Etﬂr' x1 within their society—and fail to mount any missiles at all, particularly when a pair of

= T ETVER RS  50-meter wide turrets rode atop the main hull? These turrets, apparently used for

Battery x360 directed sensors, furnished one possible clue: since no other Imperial ship used

» * Light Laser missile turrets, preferring to launch their missiles from side vents, it was thought

Battery x1- that the Hydra's design might be a hold-over from a previous mode of ship config-

E ‘Mgdiurnibarﬁcle uration. The forward gun mount might have once held a fairly large mass-driver;or

., Battery x1 housed a larger mecha bay for small craft. The secondary hull nestled in beneath

: * Superheavy the main hull neatly, but still appeared to be an add-on—perhaps once upon a time

" Partjcle Eat:t:ery S o | it wasn't really part of the ship, but actually another ship, capable of independent

GHAFT CAPACITY: action. After all, the secondary hull was very near the size and configuration of the

: e Shuttle x6 ' standard Scylla dreadnought. On that basis, it was theorized that the Hydra might

¢ Mvrmidon x12 be a modification of the Generation ship transports which originally brought the

e Gorgon x60 Imperials from the Kaldar Nebula to the Milky Way.

o Medusa x60 The peculiar armament package had its advantages; though. Long after the

e Halpy x60 other Imperial ships had run out of missiles, the Hydra could continue to put out a

e Corvette x10 withering volume of fire, capable of destroying an Astra-class frigate with two vol-

CREW COMBLEMENT: leys, or of crippling an Argus starcruiser with one._lts powerful engines provided all

e 200 officers, 300 the ammunition necessary, charging the energy capacitors with ease. The gav-

crew, 500 pilots & -

- warriors with ‘TE
mnnths of |

] cansumahles.
'MISEIEI’N PARAMETERS:
| e ‘Fleet cummand.

——— 3
e e

RE= 7
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e
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ernous cargo bays aboard could be used, it was theorized, for spare mecha mis-
siles an{:l actual shlp repair components as wﬁl as fur cﬂnsumables
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inside this mobile starsc::raper Only Dunchﬂi ym and Marlkn Lim ever Enterecl one
and returned m tell of it, and they were prls:::ném at the time, seeing very little of
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NAME |mperial Flagship

“Hydra”™ | 57,4124 | 200

A D LT
SUPERSTRUCTURES [EEN0 SPACE| MU

Ciass  |CPs | Seace | Kivis ' 258k |
2000 e

SHHull  lioooo] 2o i

e
e
a

HyPeERLIGHT DRIVE MuLr
|

ARMAMENT
Weapan | WA RAnGE| DAmAsE | Shots.
soK 50 | ¢
Medium Battery O 12
: ' . & S 500 E5eE




as those found in Mekton Wars 1: Invasion Terra, except that Final Run has thr
combat, and a person-to-person struggle. This scenario includes almost all the
book, culminating the entire Invasion Terra universe.
The basic punuple I:Jehmd Final Ruﬂ is for two {r:.rr more) pia}rers to engage inaj

Furthermme strategy tups are prnwdf-ci for each side. o
Flr"ial F{un s three- Staqe structure deaewes EGf‘I‘IE e:nplanatu::n the final part {“Bnrn

Mehtcm .4 Tﬂd:cﬂf Drapk?w Hmwever the first parl ("The Space Battle™) is dESIﬂHEﬂ tﬂ-:_..
combat tactical wargaming system (which can be found in A lekton Wars |, .-‘nvasrﬂn TErrﬂ:r if w::u cjn::nt have Mekton i"v’bﬁ 1, you can convert

: artarus: an asteroid twenty kilo-
I meters long and ten thick. The
first settlement of the invaders
from the Kaldar Nebula, central com-
mand to their entire Empire in the
Milky Way. The Terrans had managed
to find it at last, and the action was
clear: destroy it and end the war.

The assault on Tartarus was envi-
sioned as a simple approach and
destruction mission. The Adamant
Gunship Glorious would maneuver to
bear on the structure, then bombard it
into bits from a range the Imperials
couldn’t match. This plan assumed that
the Imperial defenders would be
drawn off by the main fleet, allowing
the Glorous the leeway to accﬂmphsh
this task.

‘Don’t come with us, Mariko. Mark
and I and the others are just grunts. But
youre special. Terra can't afford fo
lose you. Besides, | can’t afford to lose
you eith...

‘Hush up, Don,~ Mariko silenced
Lt Vuh's protests with a soft kiss. "f've
gone through far too much with you to
fet you out of my sight now.”

Don smiled. Hand in hand, the two
young heroes stepped onto the flight
deck. As they tugged on their helmels
and nodded to each other, thew faithiul
Mektons gleamed under the harsh
lights. Dr. Graves gave them a thumbs-
up.

They boarded their Meks.

As usual, the battle plan didn't survive
contact with the enemy. The Impenals

had left a fair amount of their fleet
around Tartarus, ready for just such an
assault. Massed firepower drove back
the Terran attack, leaving Tartarus with
a smoking crater where one of the
Glorious' shells had struck it.

As the Terrans regrouped, Captain

Antares called Admiral Khazaks with a
new plan: If a sufficient diversion was
made, a small group of mecha could
close with Tartarus and infiltrate it
Carrying backpack bombs, the pilots
could plant them and leave, dooming
the entire asteroid. Admiral Khazaks
reluctantly agreed.

‘Well once more into the breach—
and all that kind of garbage,”
Commander Frozen grunted. Captain
Antares nodded and added. "Even if
we die, | expect our descendants. will
be able to read about us in the history
books after this one.”

The two friends saluted each other
solemnly. North Frozen hurried out of
the bridge.

Dr. Logan was waiting for fim on
the flight deck as he stepped out of the
elevator. Saying nothing, North strode
forward. swept Maria into his arms dand
kissed her hard. Without breaking
stride, he let her go and leapl into his
Mekton, leaving a slightly disheveled
and very apprehensive Dr. Logan 10
wave as he closed the hatch.

The Terran fleet advanced again,
seeking to englobe Tartarus, and
spread out to minimize enemy ability
to concentrate firepower. The

the elements of “The Space battle” to The Movie's tactical sy':tfam with a little wnrk Nﬂw go kick some mechanized butt!

Imperials could concentrate on one
section at a time, but not before the
Terrans had infiltrated the asteroid. All
weapons primed and mecha launched,
the Terrans closed with the Imperials,
who sallied out to meet them.

"Are you sure you're up to this?”
Asked Jalia as she pulled on her flight-
suit’s gloves.

‘Me? Hey, I'm not the one who's
about to face my ex-comrades in mor-
fal combat, Jalia!” Mark zipped up his
own flightsuit, trying not to sound too
worried. Bul he was.

“Don't worry about me, darling.
Just stay focused, and we'll both kick
some, uh.. tail. ves?” Jalia patted him
on the shoulder and kissed his cheek.

‘Right' on,” said Mark as they
entered the flight deck. Everyone else
weas powering up theiwr Meks already.
Mark and Jalia climbed into their own
Rapiers. Moments later, the launch
doors apened.

Outside, they could see hundreds
of mecha, dozens of starships and, in
the far distance, the looming mass of
Tartarus. And outnumbering them all,
our heroes could see countless
sparkiing stars...

FINAL RUN is a multi-part sce-
nario: the first part is the space bat-
tle, the second part is the battle
through the cavernous halls of
Tartarus, and the last part covers the

Terran pilots making a run for
Tartarus' central core, pursued by
their Imperial counterparts.




___Final RBun A

: The Space Battle A

he first part of the battle focus-
I es on two different goals. The
Terran goal is to sneak the
Galant’s mechanized squadron into
the Tartarus base and destroy it. The
Imperials, on the other hand, are try-
ing to destroy or at least cripple the
Glorious before it can bombard the
Tartarus base into rubble.

Note that in this, the first stage of
the Final Run scenario, players are
expected to wuse “Mekton Fleet
Battles,”
tem which can be found on pages 4&

48 of Mekton Wars 1: Invasion Terrﬂ """

TERRAN FORCES

The Terrans have a fairly nasty fleet tﬂ
use agalnst Tartarus the Adamaﬁf tiat‘ |

e
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Destrnyers Sward c:rf ﬂe&ﬁucﬂon
Sword of Light Lfghtswa,rx?i Sunsword,
and Sword of the Gods. Mecha
squadrﬂns consist of seven squadrons
of Rapiers and three squadrons of
Hermes fighters. Ship crew skills are
noted in the ship descriptions, with one
exception: Khazaks' flagship, the
Missouri, has an A-class crew. All of the
mecha and fighter squadrons have B-
Class' skills (that is, skill and reflexes
totaling 14, minus maneuver ratings),
except the Galant’s Rapier squadron.
That squadron is, of course, led by
Donchoi Yuh, and is packed with
heroes f(including Mariko Lim, Mark-
Benjamin Michaels, etc.). They may use
Donchoi’'s relevant skills for rolls, if
desired. In addition, one squadron of
Hermes fighters is led by North Frozen,
and uses his skill totals.

The Missouri

MA 1, DC 24, SP 10

Weapons: Superheavy and Light
Battery F, Light Battery R, 2 Light
Missile Launchers F, CIDS

Skill: 16+1D10,

The Glorious
MA 1, DC 24, SP 10

Skill: 14+1D10.

The Galant
MA 1, DC 12, SP 6

Weapons: Medium Battéry F

fffffffffffffff

MISSﬂE‘ Launchers F, CIDS Exfﬁ‘g
mz DC 16, SP 8
~ :i-é. wﬁ eapons: Light Battery and 2 Light
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Missile Lau_rgghers F CIDS
Skill: 14+1D10.

Argus Destroyers
MA 1, DC 12,5P 6

- Weapons: Superheavy Battery F, 2

the tactical mass-combat s;gsw Light Missile Launchers F, CIDS
Sﬂu 14+1D10.

A 7, DC 4, SP 1
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Beam Guns: Rng 0, Dmg 1

Heavy Missiles: Rng 1, Dmg 3, Ammo 2
Missiles: Rng 0, Dmg 5, Ammo 6.
Skill: 9+1D10.

Galant’s Squadron

MA 2, DC 4, SP 2

Autocannon: Rng O, Dmg 1

Missiles: Rng 0, Dmg 4, Amimo 2
Special Weapons: Rng O, Dmg 3.
Skills: Pilot 177+1D10, Gunnery and
Missiles 15+1D10.

IMPERIAL FORCES

The Imperials aren't exactly hurting for
lirepower. They have Chron's Hydra flag-
ship, the Laldrandan, a Scylla class
dreadnought, six light cruisers, and 24
squadrons of mecha—12 squadrons of

Gnrgnn Alphas, 4 squadrons of Medusa. -
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The Lafdrandan
MA 2, DC 40, SP 20 + 20
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Light Mlssne Launchers F, CIDS

Kandrax, and one of the m“'"‘;
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~Missile Launchers F, CIDS

kill: 14-+1D10,
Gorgon Squadrons
MA 1, DC 3, SP 1
Bazooka: Rng 1, Dmmg 2
Missiles: Rng O, Dmg 8, Ammo 2
Skill: 10+1D10.
Medusa Squadrons
MA 1, DC 3,SP 1
Beam Guns: Rng 0, Dmg 1
Beam Swords: Rng n/a, Dmg 2
Skill: 12+1D10.
Harpie Squacdrons
MA 11, DC 3,SP 1
Beam Guns: Rng 0, Dmg 1
Missiles: Rng 0, Dmg 1, Ammo 2
Skill: 11+1D10.
Shann’s Squadron
MA 1, DC 3, SP 1
Beam Guns: Rng 0, Dmg 1
Beam Swords: Rng n/a, Dmg 2
okill: 16+1D10.
Kandrax’s Squadron
MA 1, DC 3,SP 1
Bazookas: Rng 1, Dmg 2
Missiles: Rng 0, Dmg 8, Ammo 2
Skills: 16+1D10.
Tartarus
DC 100
No weapons to speak of; the only thing
that can damage the asteroid is the
Glorious® Core Cannon, so don't waste
othier ammo on this rock.

SHIP WEAPONS

TABLE
WEAPON RNG DMG AMMO
Lt Missiles 2-4 10 2
Lt Battery 1=2° 1 -
Med Battery 1-3 2 -
Hvy Battery 2/4 4 ~

S.Hvy Battery 3/9 10 -
Core Cannon 5/25 20 (ror1/3)

:, L,
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SET-UP
The Terrans start with all ships and
mecha on the outside edges of the map.
The Terran ships must set up in at least
two groups, each group centered
around one of the Adamant-class ships,
a group being defined as at least two
ships within one hex of each other. The
Terrans may, if they desire, set up in indi-
vidual array with everything else, so long
as they have two groups of at least two
ships within one hex of each other.
Mecha squadrons may set up any way
they like on the map edges.

All Imperial units start within three
hexes of Tartarus.

VICTORY CONDITIONS

The Terrans win if they manage to slip the
Galant’s Rapier squadron into contact
with Tartarus (at least, that's the end of

Part One of the scenario). Once the
Galant’s squadron touches Tartarus, Part
One is over and it's on to Part Two.

The Imperial player shouldnt sit on
his mecha while the Terrans approach to
do what heroes do. Nor should all the
Imperial mecha back-pedal and form an
impenetrable ring of iron (or whatever
mecha are made out of) around Tartarus.
No, the Imperials have their own prob-

lem. First, they know nothing of the less-+
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There's another hitch: the Glorious
and the Missouri look identical until an
Imperial unit approaches to within 5
hexes of either one; then the sensor
responses will identify the target unit, and
the Imperials will know which one is the
Glorious. Of course, should the Terrans
fire either the Glorieus” Core Cannon, or
the Missourf's batteries, the masqueracde
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urge to blow the enemy out of Tartarus
with the Glorious, right? And then there's
the optional tactic of having the Glorious
and the Missouri lie low, tempting the
Imperials to come out and play battle-
ship tag—put the battleships on opposite
sides of the map, hiding behind screens
of smaller ships, and dare the Imperials
to take a gamble. Which one’s the
Glorious? If they quess wrong, they
probably won't have enough ships or
mecha to wreck the Glorious.

In addition, devious Terran players
can send multiple Rapier squads con-
verging on Tartarus, and limit the Galant
squadron’s skill and firepower to that of a
normal Rapier squadron, just to confuse
matters. The only way to find out which:
squadron Is the Galant’s is to close to O
hexes, or observe the Galant squadron
using its superior firepower and/or sk.ltl

Imperials
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concentrate your firepower on it. Leay
some of the slower Gorgons arm:mcl
Tartarus to intercept intruding Rapiers;
you'might even leave a Harpy squadron
or two around to check ‘em out. When it
comes to taking out Terran ships, please
note the new rule below, and figure how
it affects the Medusa squadrons.
Iimportant Rules Note

In the Mekton Fleet Battles, a mecha
squadron in the same hex with a 10x or
100x scale ship may inflict an automat-
ic critical hit if at least 5 of the
squadron's mecha survive the CIDS
attack (if there is one). This attack con-
sumes all of the squadron's movement
and attack actions for the turn, and the
ship's CIDS gets to fire before the
squadron does the attack.

THE MAP

The map is an empty space map with
Tartarus at the center. Tartarus takes up
the entire hex at the center of the map, at
Altitude O. In the name of fairness, any
larger and the Imperials won't be able to
reach the Glorous before it destroys
Tartarus; any smaller and the Terrans
reach Tartarus in about six Turns.

-\.z-\.
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tories, hangar hays, shlﬁ}fﬂm fﬁ
ties—even factories capable of buﬂﬁ—
ing the: huge Imperial si’ulzi”s”“-and a
cloning facility. Beyond the outer ring
of. masswe rooms is the lifesection
and core of Tartarus, but that’s not
important to the Terran attackers,
save that they want to fight their way
through to the core!

MNote that in this, the second stage
of the Final Run scenario, players have
the option of using either standard
Mekton 7 combat rules or “Mekton Z:
Thu_s; Movie,” the cinematic combat sys-

mec:ha enter at one Df the noted entry
points (Imperial player decides). On a
roll of 10, two such trios enter! All
Hercules are normal Hercules or
Hercules Alphas, piloted by normal
Imperial pilots, and are armed according
to the Imperial player's discretion (within
the strictures of the listed design—that is,
big cannon or missile rack).

Reinforcements might arrive from
outside, too. Keep the Part One map
and counters around, noting the posi-
tions of Imperial mecha squadrons.
Every six turns of combat inside
Tartarus equals one turn outside;
Imperial squadrons may move toward
Tartarus, but Terran squadrons may still
try to cut them off, of course. Once
reaching Tartarus, the Imperial mecha
in question enter the Hanger Bay map
one turn later, at the same point thatthe
Terrans entered. For example, if a
Gorgon squadron is 4 hexes away from
Tartarus when the Hangar Bay fight
starts, on the sixth turn of the interior
battle it can move to Tartarus, and enter
the Hangar Bay miap on the seventh
turn of the interior battle.

Each DC.of damage represents one
mecha in a Imperial squadron,
Kandrax's' squadron includes Annar
Quint in & psi-Gorgon (the next-to-last
DC]I and Lars Kandrax in his Gargmn

TERRAN FORCES

The Terrans have the Galant’s squadron,
with all its heroes (less battle damage
suffered while getting there—each point
of DC that the Galant squadron loses on
the way translates to 1.5 Rapiers, round-
ed down, for example, if the Galant
squadron loses 3 points of DC during
Part One, then only 7 Rapiers are avail-
able for this scenario. The last four points
are, in order: Jalia Zell, Mark B. Michaels,
Mariko Lim, and Donchoi Yuh—if the
Galant squadron has DC 3 remaining,
Jalia is gone. If DC 2, it's Donchoi and
Mariko; if DC 1, it's just Donchoi.
Donchoi has his Cosmo Defender
Rapier, Mariko has a modified Rapier
Five (remove missiles, add Rank 5, "fff%ﬁhadmnl Shann s in Her Medusa

mmmmmm
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son to.the Officers’ Bay, with or without
meghal GE: on to Part Three. The
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Love and War

There are more interpersonal entangle-
ments in this scenario than an average
spap opera episode. On the Terran side,
there is the Donchoi-Mariko pairing, and
the Mark-Benjamin Michaels-Jalia Zell
pairing (Jalia is in the Duellist Rapien). If
one member of a pair is in danger (out-
numbered, mecha is down or heavily
damaged, etc.), then the other member
of the pair will go to the aid of the other.
If one of a pair has to eject, they will
allow their partner to pick them up (no
contest on the Grab attack; it's automat-
ically successfull and put them in the
cockpit in the same action.

On the Imperial side, if Lars Kandrax

and Gates Shann are in the battle, Gates

will seek to protect Lars, just like the
Terran pairings above (maybe she really
is in love with him!), and will go absolute-
ly berserk if Lars is killed, throwing every
action into destroying  the
person/mecha that killed him. For his
part, Kandrax is out to face Donchoi in

single combat, and will ignore less-capa-
ble targets to do it In addition, Annar

Quint only -has eyes for capturing
Mariko, and will key on her, attempting
to cripple her mecha and grab her
Should she eject, he'll go after her, trying
to pick her up (remember the -6 to hit
modifier for scale difference when he
makes the Grab attack).

THE MAP

The Hangar Bay is huge, an impression
which is magnified by the fact that they
are currently empty (@almaost all mecha
and ships are out fighting right now).
There are three hangar bay chambers;
each one is 325 square meters, with lit-
tle in the way of cover. At the back end
of the third chamber is an access tunnel
which leads to the Officers” Bay. That is
the objective of our heroes.

The Hercules entry points are too
small for the Rapiers to enter (there's a
slight height difference). The hangar
bays themselves are too small to allow
any flight for any unit (too dangerous;
a flying unit would end up crashing
very swiftly). Remember that 1/5 scale
units don't move terribly quickly in
here; these are 50m hexes, and
Hercules' don't have wheels like
Minutemen do.
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TEHRAN FORCES
' The Terrans get the reminants of the
Galgnts squadron from Part Two; the

pilots must exit their mecha, grab their

guns and bombs, and go in. Since by this
point they are in the Offcer's Bay, the
Terrans can (and really should) rig the
ft:ﬁntrﬂls there—any pilot has the technical

'Imperials from entering and destroying

the empty Mektons while the Terrans are
hotfooting it to the powerplant. The nor-
mal pilots have REF 9, BOD 6, Auto-
weapon 1, Awareness 4, Dodge &
Escape 3, Handgun 2, Rifle 1. The Terrans
have space armor (SP 25), Combat or
Energy Pistols, and Machinepistols. In
addition, Jalia has a sword and Mark-
Benjamin has an assault rifle. One Terran
may carry a Machinegun, The backpack
bombs weigh 10kg—dont forget
Encumbrance! (Page 24 of MZ)

IMPERIAL FORCES

Each guardroom has 1D6 soldiers
(@armored to SP 10, with energy rifles) in it.
The reactor control room has 1D3+1
technicians in it (REF 6, Body 6,
Awareness 4+, Dodge/Escape 3,

Handgun 2, eneray pistols). The cnm;w

mand room has 2 soldiers, 2 technigians,
and 1D3 officers tSP 6 armor, stats as EEH*:
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Make an exira copy of the map for the
Imperial player. Allow him to move his
people on that map, placing them on the
main map only when the Terrans catch
sight of them—the Imperials can follow the
Terrans’ movements through cameras.

THE MAP

The Terrans enter the map from any of
the four corridors; if there is more than
one Terran character, they may enter
from more than one corridor. All of the
corridors lead to/from the Officer's Bay
on the previous map. All doors on this
map are SP 10; equipment consoles are
SP 12. Hexes are standard 1-meter size.

VICTORY CONDITIONS

The Terrans must get at least one person,
with their bomb, into the Power Roam.
Once there, the character must spend
one turn setting and arming the bomb.
Then, the characterts) must. destroy the
controls in the Reactor Control Room
(one good burst from an autoweapon will
do the trick). To escape, theyll have to
fight their way back outin pretty much the
same conditions that they fought their
way in through.

The.Imperials win if they prevent
the Terrans fram planting their bombs. If
they fail, however, the Imperials have
one more frump card—a: captive
Skorpaﬁ Xenm:lmne' Only ifthe Terrans
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The ONE TRUE Anime Mecha Roleplaying Game

MEKTON ZETA
SUPPLEMENTS:

The complete sys- 58 .
tem for real anime T -
sci-fi adventure! -
Streamlined con-
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* Mekton Zeta gets even better

struction for all
types of mecha,
from transformable
automobiles to kilo-
meter-long star-
cruisers. Fast,
detailed rules cover-
ing all kinds of anime
action, from planet-
busting devastation
to kung-fu furyv—all
with the style and
flash of your favorite
Japanese animation
shows!

Action. Romance.
Giant robots. It’s all
waiting for you in—
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with the Mekton Zeta Plus, which
allows you to build any mecha
from any anime ever! Zeta Plus
also includes a host of new rules
to spruce up your Mekton Z
games.

« The Mekton Zeta Tactical
Display completes the core rules
of the Mekion Zeta game Sys-
tem. It includes a cinematic com-
bat system, six short adventures,
and several extra goodies.

» Also available: the Mekion

- Mecha Manual, Volume 1, which

" gontains 24 different mecha
from 12 different anime-style
backgrounds, and Operation

Rimfire, a 22-episode Mekton

adventure album full of refer-

ence material.
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. 4 THE INVASION »;fj%
| [ TERRA FILES _ ;

he Terran-Imperial war turned the ({ \

cold depths of space into a raging \
infermo, a firestorm of blazing

; . plasma weaponry wielded A " :

by rampaging metallic A, [T N

Y warriors—Mektons! '

“ n the pages of /|\/ _

=7 this, the secon d {7/ /4
| of the Mekton Mecha  [\/\
o Manuals, are all the

=) D o), . mecha and their || O
= A  variations ([47 in
& all) fielded by

= E 7 / both the brave
‘\\, X ,’j” ﬁ\. Terrans and the '

: : ]
e B ‘ Y fearsome Imperials. * |
N - | ‘ /I .'1:'.":‘!
‘ B reea mnomn e
I The i~ fl i —

| Terra Files also give [ /'
| full descriptions of Jf &
14 major characters ¥
Y and 14 Starships, as
= well as history and 7
. background info. If
L you've wanted to |
. \ roleplay in the ,
™. > Mekton world {
of “Invasion

Terra,” or if you just like
mecha, then THIS is the book for youl

INVASION S
Nemeat L

!; | ‘: N ﬁ | * Trademark for its ygame of Japanese animation adventure. All situations, incidents and persons - oo SEVY

” lh N ] L portrayed within are fctional and any similarity without sativic intent to indviduals Iing or " g8
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dead s strictly coincidental,
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