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MECHA ARE MORE VALUABLE THAN THEIR PILOTS.

Pilot your mecha through blasted wastelands, across alien worlds, or starship hulls — in Epic
Mecha: 01 Infantryman!

Each Epic Mecha attempts to give players and gamemasters new, giant robots for the
Starfinder Roleplaying Game in a single, small volume. Each book brings you one mecha,
designed for use against ground forces (troops and vehicles), other mecha, or even starships
in the Starfinder Roleplaying Game. The design of each Epic Mecha is to provide just enough
material to help you add the element to your game.

In Epic Mecha: 01 Infantryman, we introduce the most common mecha on the battlefield,
the Infantryman! This 20 foot tall combat machine may be a“beginners” mecha, but don't be
deceived, it's highly adaptable and can be very effective in the battlefield.




WiHAT ARE MECHA™

Mecha are heavily armored, giant robots,
usually controlled by a pilot inside the
mecha. Some races and species call mecha
“mechs’, or by other names depending on
the configuration of the robot. Most mecha
are humanoid in shape, however, variants are
sometimes shaped like animals, or extinct
creatures from the world of its designers.

Mecha can be used for a number of
functions, such as industrial construction and
demolition, military armored combat vehicles,
unique racing vehicles, or giant robot battles in
the entertainment industry. Your mecha could
have been outdated military hardware, turned
private gladiator, or, used aboard a ship to load
cargo and repeal pirates in space.

GamE MEcCHANICS

Mecha operate in the strange cross-section
between Huge vehicles and Small starships
in the Starfinder Core Rulebook. Vehicles are
outlined in Chapter 7, while Vehicle Tactical
Maneuvers are found in Chapter 8, and
Starship information is found in Chapter 9 of
the Starfinder Core Rulebook.

Because a mecha could be a Huge vehicle
used against a person, or a Small starship in
starship combats, we will list our mecha using
starship rules with adjustment for vehicle
stats listed in brackets next to the entry.

Additionally, mecha will be given equivalent
costs in starship tiers and vehicle levels.
Additionally, a credit-based option is available.
Note: Mecha are extremely expensive, and well

beyond affordability of of the average player.
That is why pilots are issued access to mecha
from a higher order of organizations; whether
that is the military, or a private investor. If a
PC were to steal a mecha, the owners of said
mecha would come looking for the thief, and
likely put a huge bounty on their head.

While mecha can operate in the vacuum
of space, they require thrusters to maneuver.
Additionally, mecha lack hyperdrives, and
cannot travel between worlds on their own.
Some mecha are equipped with shields, while
others are not. If a mecha lacks shield capacity,
there will be no entry for it in its stat block.

All mecha are equipped with cockpits, rather
than any form of crew quarters. The mecha'’s
cockpit is often built into the head or torso of
the mecha. Inside the cockpit is the instrument
panels, and the controls that enable the pilot
to command the mecha. In the design of the
cockpit in a mecha, the instrument panels
are almost wholly electronic displays, which
are themselves often re-configurable to save
space. While some hard-wired dedicated
switches must still be used for reasons of
integrity and safety, many controls are replaced
by multi-function re-configurable controls or
so-called “soft keys”. Controls are incorporated
onto the stick and throttle to enable the pilot
to maintain a head-up and eyes-out position
- the so-called Hands On Throttle And Stick or
HOTAS concept.

Pilots attempting to sleep in their mecha
wake with the fatigued condition, described in
Chapter 8 of the Starfinder Core Rulebook.




MEecHA

LEVEL 5

01 INFANTRYMAN TIER Y%
Size Tiny [Huge land vehicle (10 ft. wide, 10 ft. long,
20 ft. high)]

Speed 6 [10 ft., full 450 ft. 50 mph];
Maneuverability perfect (+1 Piloting, turn 0)

AC 15; TL +0 [EAC 13; KAC 16; Cover total cover]

HP 30 (increment 5) [300 (150)]; DT —; CT 6
[Hardness 10]

Attack (Turret) light laser cannon (2d4) [10d8 F (DC
12)]

Attack (Collision) 1d3+1 [7d8 B (DC 12)]
Power Core Micron Light (PCU 36 of 50 used)

Systems Cockpit, Mk 1 Defenses, Mk 1 mononode,
Mk 5 armor,

Modifiers +1 piloting Complement 1
Cost 9,025,000

Pilot Piloting +1

The history of the 01 Infantryman began in
the Inner System Wars, when armored all-
terrain fighting vehicles were first deployed
as a response to the problems of starship
bombardment, ushering in a new era of
mechanized warfare. Though initially crude
and unreliable, mecha eventually became a
mainstay of ground and ship-bound armies.
By the Colonial Succession Wars, mecha
design had advanced significantly, and were
used in quantity in all planetary theatres
of the war. The Second Inner System War
saw the rise of modern mecha doctrine and
the rise of the general-purpose main battle
mecha, the 01 Infantryman. This mecha still
provides the backbone to planetary combat
operations today.

INTERACTIONS

Mecha have a multitude of ways to interact
with many different things such as larger, same
sized, and smaller starships as well as buildings,
vehicles, and creatures.

ATTACKING

Mecha fill a unique gap in that they may
often be the size of a normal vehicle and not
really on the starship scale. This allows them to
target creatures and vehicles, doing massive
damage to these objects. Mecha may also
specifically be equipped with creature-scaled
weapons to save space compared to starship
sized laser cannons etc. Powered armors,
vehicles, and other such equipment that could
be outfitted to be in space are considered to
have 1 light weapon slot to place a starship
scale weapon per size equivalency.

Anything of size Colossal or larger is
considered to be at starship scale and remains
the same.

ComvmBAT RouNDs

Mecha are of a size that would allow them
to participate in both non-starship scale and
starship scale battles. These two types of
battles are different enough that they don't
easily translate without some explanation. In
non-starship scale battles, assume that there
is no Engineering phase, the Helm phase is
equivalent to a move action, and the gunnery
phase is equivalent to a standard action. A
mecha may fire its weapons twice as a full-
round action. Mecha do not get swift actions
or reactions.




The following are rules from Cosmic Odyssey:

Pirates of the Starstream from Fat Goblin
Games for ramming your starship.

RAaMMING SPEED

As a full action, you can pilot a starship at up
to its full speed in a straight line at its current
heading and try to ram one creature or object
at the end of the movement, dealing double
the starship’s collision damage to the target,
and half the starship’s collision damage to your
own starship. Movement during a ram action
has all the same restrictions as the race action
and requires the same Piloting checks. If you
fail any Piloting check during the movement,
you fail to ram your target.

If the target of the ram action is a creature,
it can attempt a Reflex saving throw against
your Piloting check to avoid being hit. If the
target of the ram action is another starship
the pilot of the defending vehicle can attempt
a Piloting check to avoid being hit, with a DC
equal to the result of your Piloting check. The
attacker wins ties.

Size also matters when it comes to dealing
damage. A ship being rammed always takes
damage based on the size of the ramming
ship. A ramming ship takes damage based on
either its own size or that of the ship being
rammed, whichever is less. (I.E. a gargantuan
battleship ramming a tiny fighter takes
damage based on the fighters size, but the
same fighter ramming the battleship takes
damage based on its own size).

Note: That if a starship fails to overcome its
opponents Damage Threshold, then it may
still take damage itself (assuming the damage
overcomes the Damage Threshold of the

rammer) - it is also worth noting that this can
cause critical damage to both ships, as normal.

If the two ships are NOT destroyed, then at
that point they will continue to inhabit the
same hex, until one ship is destroyed or the
crew spends several hours performing repairs
and removing one ship from the other. During
the time where the ships are entangled in this
manner, they can only engage with turrets and
weapons in the quadrant facing each other.

RAaMMING SPEED

TIER DAMAGE

1/4 2d8B

1/3 2d8B

1/2 3d8B

1 4d8 B

2 5d8 B

3 5d8 B

4 5d12B
5 5d12B
6 6d12 B
7 12d10B
8 14d10B
9 16d10 B
10 18d10B
11 20d10B
12 11d20B
13 12d20B
14 14d20B
15 15d20B
16 17d20B
17 18d20B
18 20d20B
19 23d20B
20 25d20 B

EpicLevelNPC. I



http://www.drivethrurpg.com/product/219253/Cosmic-Odyssey-Pirates-of-the-Starstream?src=WotCFineDimBook
http://www.drivethrurpg.com/product/219253/Cosmic-Odyssey-Pirates-of-the-Starstream?src=WotCFineDimBook

s T a8 ' » B h
WRBTRIRE 8 b e i e, A
ooy ot g ¥l ?? Ao Ly = : e
y rl . L . .ty . v’ .
. X e ge A
C R, S

RAaMMING SPEED SizE MoODIFIER

STARSHIP SIZE DAMAGE

Tiny -3 dice
Small -2 dice
Medium -1 die
Large —
Huge +1 die
Gargantuan +2 dice
Colossal +3 dice

OPr1TioNAL EQuUiPMENT

The following list are examples of optional
equipment which can be mounted to a mecha to
enhance its performance.

CLOAKING GENERATOR

Level 14; Price 72,000

By activating this generator, the mecha can
become undetectable, as though invisible.
Items dropped or put down by an invisible
mecha become visible; items picked up
disappear. Light, however, never becomes
invisible, although a source of light can
become so (thus, the effect is that of a light
with no visible source). Any part of an item that
the mecha carries but that extends more than
10 feet from it becomes visible.

Of course, the mecha is not silenced, and
certain other conditions can render the
recipient detectable (such as crossing water).
If a check is required, a stationary invisible
mecha has a +50 bonus on its Stealth checks.
This bonus is reduced to +25 if the mecha is
moving. The spell ends if the mecha makes any
attacks. For purposes of this effect, an attack
includes any spell targeting a foe or whose area
or effect includes a foe. Exactly who is a foe
depends on the invisible mecha’s perceptions.
Actions directed at unattended objects do

not break the effect. Causing harm indirectly

is not an attack. If the mecha attacks directly,
however, it immediately becomes visible.

Special The cloaking generator requires 5
PCU, and can be equipped in a 01 Infantryman
without any other modifications. This requires
an Engineering check, DC 32. If successful, the
cloaking generator can be used for 1T minute,
and requires an equal amount to time to
recharge before being used again.

ROCKET SLEDGE

Level 3; Price 1 BP [300,000]

This melee weapon is a rocket powered
bludgeoning weapon. The rocket sledge deals
2d4+1 [10d8+7 B (DC 12)], and can be wielded
as a two-handed weapon. When used in both
hands, assume the 01 Infantryman has a
Strength score of 25, which adds [+10] damage
instead of the [+7] listed.

Special The rocket sledge uses 5 PCU.

SHIELD, MECHA HEAVY

Level 1; Price 2,000

Mecha heavy shields can be held in one
hand by the mecha. They provide a +1 to their
starship AC, or a +2 to their vehicular EAC and
KAC. Mecha heavy shields require no BP or PCU.

Special As a standard action, you can use a
mecha heavy shield to grant any creature size
Large or smaller total cover until the beginning
of your next turn. When using a mecha heavy
shield in this way, you must choose one edge
of your space. That edge is treated as a solid
wall for attacks targeting any creature directly
behind the shield. They gain total cover for
attacks that pass through this edge and no
cover for attacks that do not pass through this
edge. The shield does not, however, provide
cover against targeted spells; a spellcaster can
cast a spell on them by targeting the shield you
are holding.




OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright
2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or trademark owners
who have contributed Open Game Content; (b) “Derivative Material” means
copyrighted material including derivative works and translations (including

into other computer languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c) “Distribute”
means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit
or otherwise distribute; (d) “Open Game Content” means the game mechanic
and includes the methods, procedures, processes and routines to the extent such
content does not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game Content

by the Contributor, and means any work covered by this License, including
translations and derivative works under copyright law, but specifically excludes
Product Identity. (e) “Product Identity” means product and product line names,
logos and identifying marks including trade dress; artifacts, creatures, characters,
stories, storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations;
names and descriptions of characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects, logos, symbols,
or graphic designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) “Trademark” means the logos,
names, mark, sign, motto, designs that are used by a Contributor to identify itself
or its products or the associated products contributed to the Open Game License
by the Contributor (g) “Use’, “Used” or “Using” means to use, Distribute, copy, edit,
format, modify, translate and otherwise create Derivative Material of Open Game
Content. (h) “You” or “Your” means the licensee in terms of this agreement.

2.The License: This License applies to any Open Game Content that contains a
notice indicating that the Open Game Content may only be Used under and in
terms of this License. You must affix such a notice to any Open Game Content
that you Use. No terms may be added to or subtracted from this License except
as described by the License itself. No other terms or conditions may be applied to
any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license
with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original
material as Open Game Content, You represent that Your Contributions are Your
original creation and/or You have sufficient rights to grant the rights conveyed by
this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion
of this License to include the exact text of the COPYRIGHT NOTICE of any Open
Game Content You are copying, modifying or distributing, and You must add
the title, the copyright date, and the copyright holder’s name to the COPYRIGHT
NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including
as an indication as to compatibility, except as expressly licensed in another,
independent Agreement with the owner of each element of that Product

Identity. You agree not to indicate compatibility or co-adaptability with any
Trademark or Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, independent Agreement
with the owner of such Trademark or Registered Trademark. The use of any
Product Identity in Open Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of any Product Identity used in
Open Game Content shall retain all rights, title and interest in and to that Product
Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate
which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated
versions of this License. You may use any authorized version of this License to
copy, modify and distribute any Open Game Content originally distributed under
any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy
of the Open Game Content You distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game
Content using the name of any Contributor unless You have written permission
from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms
of this License with respect to some or all of the Open Game Content due to
statute, judicial order, or governmental regulation then You may not Use any
Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply
with all terms herein and fail to cure such breach within 30 days of becoming
aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.;
Authors: Jonathan Tweet, Monte Cook, Skip Williams, based on material by E.
Gary Gygax and Dave Arneson.

Starfinder Roleplaying Game Core Rulebook. © 2017, Paizo Inc.; Authors:
Alexander Augunas, Logan Bonner, Jason Bulmahn, Thurston Hillman, Amanda
Hamon Kunz, Jason Keeley, Robert G. McCreary, Stephen Radney-MacFarland,
Amber E. Scott, Mark Seifter, Owen K.C. Stephens, and James L. Sutter, based on
material by Jonathan Tweet, Monte Cook, and Skip Williams.

Cosmic Odyssey: Pirates of the Starstream. © 2017, Fat Goblin Games; Author:
Kim Frandsen

Wonders of the Cosmos: Fine and Diminutive Starships. © 2017, Fat Goblin
Games; Author: Kiel Howell

Epic Mecha: 01 Infantryman. © 2017, Epic Level NPC, LLC; Author: Ben Dowell
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Cosmic OpyusseYy: PIRATES OoF
THE STRARSTREAM

Cosmic Odyssey is a line of Starfinder Roleplaying Game compatible
products designed to give you, as both a player and as a gamemaster,
all the tools you need to fully explore a classic motif of science fiction
with new character options, equipment and vessels, as well as a
location and NPCs. Designed to be dropped into your existing game, or
to serve as a starting point for your adventures, each Cosmic Odyssey
is ready-made for action. In Pirates of the Starstream we bring you to
8-Pieces Port, a safe haven to criminals that caters to the corsairs and
buccaneers of the spaceways. Included in this book are new themes
such as the brute and rogue, new drone options for mechanics, a new
spell, new equipment for boarding and ramming, new sample starships
like the gunboat, and several NPCs for you to drop into your campaign.

Cosmic Opussey: SERVICE BoTs

AND SuNTHETIC CoMPANIONS

Cosmic Odyssey is a line of Starfinder Roleplaying Game compatible
products designed to give you, as both a player and as a gamemaster,
all the tools you need to fully explore a classic motif of science fiction
with new character options, equipment, and vessels, as well as a
location and NPCs. Designed to be dropped into your existing game, or
to serve as a starting point for your adventures, each Cosmic Odyssey
is ready-made for action. In Service Bots & Synthetic Companions,
we bring you all the rules you need for building your very own robot
pal as well as several pre-made Service Bots, or SBs. These synthetic
companions exist in a space outside the fully-autonomous android race
and the advanced machine companions of the mechanic class’s drones.
Instead, our SBs are robotic companions for everyone (that can afford
them). And, rather than just generic rules, an entire corporate world of
competing manufacturers with different goals and ideals — as well as
of course designs — is presented to provide gamemasters with a rich
tapestry of backdrops and plot hooks, as well as to give players more
flavorful companions then just a string of letters and numbers for their
robotic buddies.
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