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WERPONS OF MECHA DESTRUCTION 2

Requires the use of the d20 Future ™ Roleplaying Game, published by Wizards of the Coast, Inc.

Written By: Louis Porter Jr.

This sourcebook PDF is an additional continuation of the first
Weapons of Mecha Destruction. We have added all kinds of new
Mecha Body Sizes, Mecha weapons and all kind of new and inter-
esting things that can be used in your local neighborhood game.

MCCHA
BODY SIZC

ANIMAL TEMPLATED MCECCHA
= 7)

These types of Mecha have been built based and templated on the
specific body type of a particular animal type. Many of these body
types are used for specific needs or other issues that may be perti-
nent at the time.

Hawk: Hawk templated mecha are based on the shape of a hawk.
While these types of mecha are normally built for huge or large
sized mecha, they more than make up for it is speed and reaction,
while the Gargantuan and Colossal sizes are revered as being
“terrorsin the air. Hawk templated mecha are rarely seenin PL 7
societies, but are seen more often in PL8 but still not that often.
Hawk templated mecha are commonly in use at outer space envi-
ronments due to their control similarity to spacecraft. All Hawk
templated mecha are equipped with PS-15 Panther Claws.

Hawk templated have 10 equipment slots available for Huge and
Large sizes and 21 equipment slots available for Gargantuan and
Colossal sizes. These slots are located as follows for Huge and
Large sizes: Head: 2 slot, Back: 2 slots, Left wing: 2 slot, Right
wing: 2 slot and Torso: 2 slots; These slots are located as follows
for Gargantuan and Colossal sizes: Head: 2 slot, Cranium: 1 slot,
Back: 4 dots, Belt: 2 dots, Left wing: 3 dot, Left leg: 1 dot, Right
wing: 3 slot, Right leg: 1 slot, and Torso: 4 dots.
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Lion: Lion templated mecha are based on the shape of a
lions and other four-legged predators. This type of
mecha has come to see more use with military sources
as additional support for ground troops. Lion template
mecha are commonly seen in PL 7 societies, but are
standard issue is militariesin PL8. All Lion templated
mecha are equipped with PS-15 Panther Claws and XM-
3 Sabertooth Fangs.

Lion templated mecha have 9 equipment slots available
for Huge and Large sizes and have 21 equipment slots
available for Gargantuan and Colossal sizes. These slots
are located as follows for Huge and Large sizes: Head: 1
slot, Back: 2 slots, Front Left leg: 1 slot, Front Right
Leg: 1 dlot, Rear Left Leg: 1 dlot, Rear Right Leg: 1 slot
and Torso: 2 slots; These slots are located as follows for
Gargantuan and Colossal sizes: Head: 2 dots, Back: 4
slots, Belt: 2 slots, Front Left leg: 2 slots, Front Right
Leg: 2 dlots, Rear Left Leg: 2 dots, Rear Right Leg: 2
slots, Tail: 1 slot and Torso: 4 slots.

Scor pion: Scorpion templated mecha are based on the
shape of a scorpion and other multi-legged predators.
This type of mecha has come to see more use with mili-
tary sources as additional ground troops. Scorpion
template mecha are commonly seen in PL 7 societies
and are usually found in areas that are desert environ-
ment. All Scorpion templated mecha are equipped with
SM Scorpion Pincer Claws.

Scorpion templated mecha have 10 equipment slots
available for Huge and Large sizes and have 20 equip-
ment slots available for Gargantuan and Colossal sizes.
These dots are located as follows for Huge and Large
sizes. Head: 1 slot, Back: 2 slots, Left Leg Group: 1
slot, Left Pincer Claw: 1 slot, Right Leg Group: 1 dlat,
Right Pincer Claw: 1 slot, Tail: 1 slots and Torso: 2
slots; These slots are located as follows for Gargantuan
and Colossal sizes: Head: 2 slot, Back: 4 slots, Left Leg
Group: 2 dot, Left Pincer Claw: 2 dot, Right Leg
Group: 2 dot, Right Pincer Claw: 2 dot, Tail: 2 dots
and Torso: 4 dlots;

DEVIL'S WORKSHOP

MCECCHA SUPCR-
STRUCTURE

FNRICXT GENCRATION
CONSTRUCTION (FPUL 7)

This mecha is on the cutting edge of technology in direct
comparison to other mecha of a similar model and make.
Normally these mecha have been just finished prototype
construction and are the first active types off the
assembly line. In gaming terms, all mecha with Next
Generation Construction will have its hardness increased
by 10 points.

Hardness: +5
Base Purchase DC Modifier: +10

MCCHA DCECFFCNSC
SYSTCMS

HOULOGCNCGCRATORS (FPL 8)

Mecha with this system are able to generate a hologram
of their mecha that will appear with 100 feet of itself.
The holographic mecha will give off false readings to
sensor suite asiif it is real mecha and the real mecha will
increase the effects of concealment by two grades. Thus,
an object with three-quarters concealment (30% miss
chance) would have total concealment (50% miss
chance) instead.

Equipment Slots: 1
Activation: Attack Action
Range: 100 ft.

Target: Personal
Duration: Persistent
Saving Throw: None
Purchase DC: 30
Restriction: Mil (+3)
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MCECCHA
NWNVEAPFPONS

ARMOR DEFCATING
NWNEAPON SYSTCEMS
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This weapon system has come into play more and more
often in recent years. The basic nature of this weapon
system makes it quite valuable and wanted by many. All
weapons on a mecha equipped with this weapon system
when attacking will reduce their target mecha's hardness
by 20 paints.

Equipment Slots: None
Activation: Per Weapon
Range: Per Weapon
Target: Per Weapon
Duration: Persistent
Saving Throw: None
Purchase DC: 30
Restriction: Mil (+3)

CRNVCLOPING WWEAPOMN
SYSTCMS (L 7)

All beam weapons that hit will envelop the target in a
the same energy as the beam weapon. The energy
enveloping of the target mecha does massive damage to
that mecha. In gaming terms, atarget hit by a beam
weapon with an envel oping weapon system will cause
al damage from beam weapons to be doubled.

Equipment Slots: 2 (Large or Huge); 3 (Gargantuan or
Colossal)

Activation: Per Weapon

Range: Per Weapon

Target: Per Weapon

Duration: Persistent

Saving Throw: None

Purchase DC: 30

Restriction: Mil (+3)
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MIRN MISSILE SYSTCGCM
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A multiple independently targetable re-entry vehicle, or
MIRV, missile system is one of a collection of small
missile that are launched together using the MIRV
system with the effect of having multiple missiles
attacking on target. In gaming term Mecha that are
equipped with this missile system will gain an additional
50% damage to a target.

Equipment Slots: None

Activation: Attack action

Range: Per missile type

Target: Per missile type

Duration: Per missile type

Saving Throw: Per missile type

Purchase DC: 25 + one-quarter the mecha's base
purchase DC

Restriction: Mil (+3)

OVCERULOADCD MISSILE
SYSTCM (FPUL &)

All missiles on this mecha have been rewired to produce
amonstrously more powerful explosive effect upon
detonation. Missiles with the overload missile system
will cause al damage from missile to be doubled.

Equipment Slots: 2 (Large or Huge); 3 (Gargantuan or
Colossal)

Activation: Per Weapon

Range: Per Weapon

Target: Per Weapon

Duration: Persistent

Saving Throw: None

Purchase DC: 30

Restriction: Mil (+3)

SM SCORPFION FPINCER
CLAANNNYS (FPL 7)

A mecha equipped with this weapon has had the hands
replace with oversized pincer claws similar to a scor-
pion’s. These claws are quite powerful and can easily

rend and tear the strongest of metals or material. The
amount of damage is based on the mecha's size: Large
2d8, Huge 3d8, Gargantuan 4d8, and Colossal 5d8+2.
The pincer claws have acritical threat range of 20. The
pincer claws are one size category smaller than the
mecha’s size category.

Equipment Slots: 1 must be hand (Large or Huge); 2,
must be hand and arm (Gargantuan or Colossal)
Activation: Attack action

Range: Touch

Target: Single target within reach

Duration: Instantaneous

Saving Throw: None

Purchase DC: 15 + one-quarter the mecha's base
purchase DC.

Restriction: None

XM-3 SABCRTOOTH
FCANGS (FPLU 7)

A mecha equipped with these reinforced alloy fangs and
teeth can rend and crush most armor plating with child
like ease. The fangs claws convert the mecha's slam
attack into a bite attack that deals slashing damage. The
amount of damage is based on the mecha's size: Large
2d8+1, Huge 3d8+2, Gargantuan 4d8+3, and Colossal
5d8+4. The fangs have a critical threat range of 19-20.
The claws are one size category smaller than the
mecha’s size category.

Equipment Slots: 1, must be Head

Activation: Attack action

Range: Touch

Target: Single target within reach

Duration: Instantaneous

Saving Throw: None

Purchase DC: 15 + one-quarter the mecha's base
purchase DC.

Restriction: None

MCECCHA
MISCCLLANCOUS
SYSTCMS

CXO-MECHA SUPPORT
HARNGSS (PU 6)

Increases Equipment Space by +5 for Large and Huge
Mecha; and +10 for Gargantuan and Colossal Mecha

Size Equipment Hit
Size Mod. Slots Points
Colossal -8 Per each Mecha Per each Mecha
Gargantuan 4 Per each Mecha Per each Mecha
Base Fighting
Size Speed Space Reach
Colossa 50ft. 30 ft. by 30ft. 20 ft.
Gargantuan 40 ft. 20 ft. by 20 ft. 20 ft.

Equipment Slots: None

Activation: None

Range: Personal

Target: You

Duration: Persistent

Saving Throw: None

Purchase DC: 18 + one-quarter the mecha's base
purchase DC.

Restriction: None

GCESTALULT CONMIGURATION
e 7)

This system makes it possible for two or more mechato
join together to create one much larger united mecha of
either Gargantuan or Colossal size. This system is quite
useful in making several less powered mecha that may
not be able to handle a situation one-on-one operate
together as a singularly powerful mechathat is more
powerful as awhole then its part.
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Gestalt configuration mecha with equal slots totaling 12
to 22 are considered to be Gargantuan sized; Gestalt All text on all pages is Open Game
configuration mecha with equal slots totaling 23 and Content as defined by the Open Gaming
more are considered to be Colossal sized. Only mecha
with the same gestalt configuration can from a united
mecha. To form with more than one Gestalt
Configuration, a mecha must purchase one Gestalt
configuration for each united mecha.

License. See page 5 for more information.

Equipment Slots: 3 equipment slots, only for Large and
Huge Mecha

Activation: Full action

Range: Touch

Target: Per Mecha

Duration: Instantaneous

Saving Throw: None

Purchase DC: 15 + one-quarter the mecha's base
purchase DC.

Restriction: Res (+2)

WVWEHICLE
TRANSFORMATION
CONFFIGURATION (FPU 7)

This type of mecha was created to have a dual purpose
of being not only a mecha but aso that of some type of
vehicle. Thisvehicle can be anything from a small car
to atractor-trailer to ajet. When the mechaisin its
vehicle transformed configuration the mecha will act
just like the vehicle it is templated like. For example, if
the vehicle transformation configuration is of jet
airplane then the mecha will perform just like a jet,
including flying, but till has al of the equipment that it
possessed in its mecha form. The transformation from
mechato vehicle or vice versa will take a Full action.

Equipment Slots: 4 equipment slots, only for Large and
Huge Mecha

Activation: Full action

Range: Personal

Target: You

Duration: Persistent

Saving Throw: None

Purchase DC: 20 + one-quarter the mecha's base
purchase DC.

Restriction: Res (+2)
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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 mate-
rial including derivative works and tranglations (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 trandations 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 supernat-
ural 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 iden-
tify itself or its products or the associated products
contributed to the Open Game License by the Contributor
(9) "Use", "Used" or "Using" means to use, Distribute,
copy, edit, format, modify, translate and otherwise create
Derivative Materia 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
Licenseitself. No other terms or conditions may be applied
to any Open Game Content distributed using this License.

3.0ffer 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 COPY -
RIGHT 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 compati-
bility, 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 awork 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 |dentity
used in Open Game Content shall retain al rights, title and
interest in and to that Product Identity.

8. ldentification: 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 isimpossible 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, judi-
cial order, or governmental regulation then You may not
Use any Open Game Materia so affected.

13. Termination: This License will terminate automatically
if You fail to comply with al 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 Licenseis 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.

Modern System Reference Document Copyright 2002-
2003, Wizards of the Coast, Inc.; Authors Bill Slavicsek,
Jeff Grubb, Rich Redman, Charles Ryan, Eric Cagle, David
Noonan, Stan!, based on material by Jonathan Tweet,
Monte Cook, Skip Williams, Richard Baker, Peter Adkison,
Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker.

Weapons of Mecha Destruction, Copyright 2004, Louis
Porter Jr. Design, Inc.




