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Somewhere between
the First Mekton War
and the Orbital Con-
flict, there was a
fundamental change
in how we viewed
mecha. The first suits
were metal knights
engaged in solo
combat against a
background of petty
kingdoms and
dictators. But the
Archipelago War
changed that.
Suddenly, we were
fielding hundreds of
units in the sweeping
tide of intemational
warfare. Chivalry was
dead and the modern
mecha army reality.
—Talliar Alexander
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We have been blessad with possession of many of
these metallic giants, and must actio keap them safe
and secure. For if the people of Algal ever fall upon
evil timas, surely it will be these servants of man who
shall onee again lead man to the destruction of his
EMemies. . .

-Excerpt from the Book of Kellicar

Tha Mekton is a powerfu! togl, both physically and
amaotionally. There is something that happens to an
anamy when he sees his home and family stepped on
by a hundred ton mefal man.

-Arkon Verign lon the merits of Makton combat)

Some pifols beliave that thera iz a symbiotic refation-
ship between man and macha. That the maching
becomes an extension of the man, and that the man
becomes simply partafthe machine. Danatgetcaught
up in this mistaken belief. The mecha is simply a
weapon to hit the enemy with, and several inches of
armaor plating preventing the enemy from hitting yau.
You are the weapan, the mecha is simplya too! allow-
ing you to reach the enemy and do your damage.
Nothing more, nothing lass.

-Major Adar Alaris (speech to gradusting cadefs)

Of all the weapons of
the Empire, the
greatest, and most
respected were the
Metal Knights. These
Knights had served the
leaders of the Bendar
for generations,
righting wrongs, and
bringing fear to the
Empires enemies. It is
said that these metal
giants were shaped
like men, so the alien
servants of evil would
know that it was Man
who defeated them.

Take good care of her, and she N do you good. Abuse
her, and you'll be going home to manmma in a plastic
baggie.

-Any tech, anywhere,



INTRODUCTION

In & realistic universe, any weapan or vehicle,
even mecha-sized ones, would come in a great
numberafvarieties. ButgiventhelistingsinMek-
ton I, any military structure would have no more
than 22 differentweaponsto equip anentire army
ofmechawith. Not anlyisthis unlikely, butweap-
ons design itself would probably change from
nation to nation, creating an even greater num-
ber of options.

Itis also likely that any nation or planat that
had access to, and used, mecha technolagies
would design mektons for other than straight
combat, 5o, itis not entirely unheard of that a
basic Mekton, such as the Veltor MK- 11 {Makton
fl, page 31) would have dozens of variations in
both structure and weaponry.

It is for these reasons that MTS was
created.

MNow players (and gamemasters) are na
longer tied to using the same weapons and
other basic systems. MTS creates the
opportunity to create limitless weapons and
adds over a dozen new systems, both offensive
and defensive. Now you can create mecha
that are truly unique, from thair custom
constructed weapans tathe (expensive) ability
to teleport!

Not everyone will use all of MTS. But av-
eryone will use some part of it,

WHAT WILL
MTS po?
Glad you asked.

MTS allows for greater variety in the con-
structionofmecha, from massive firepower plat-
forms to small scout units, MTS will allow the
player to custom build every aspect of a mecha,
from sensors and servos, to weapaons.

Inshart, MTS will allow the Mekton [l play-

FIG. 1 COST POINT SPACES CHART

erto truly constructany mecha he wishes, lim- Arms & Legs: # Head, Wings & Tails # Main Body F
ited only by hisimagination. Superlight: 2 Superlight: 1 Superlight: 2
Lightweight: 3 Lightweight: 2 Lightweight: 4
: N EW SYSTE M S Striker: 4 Striker: 3 Striker: ]
Medium Striker: 5 Medium Striker: 4 Medium Striker: 8
Heawy Striker: 6 Heavy Striker; ] Heawy Striker: 10
Thmlfghnutihe!".ﬂefctnn Technical Supplem E.nt Mediumweight: 7 Mediumweight: 3 Mediumweight: 12
certain concepts will reprl.-atedln,r aFPeanl'.Whula Light Heavy: F Light Heawy:; % Light Heavy. 14
rnus._t of thesa are only ;Iu_;ht maodifications on Medium Heavy: 9 Medium Heavy: 8 Medium Heawy: 16
the ideas of Mektan |I, it is absolutely neces- Armored Heavy: 0 Armored Heavy: g Amored Heavy: 18
sary that these be read and thoroughly under- - .
stood before continuing on to build a mekton of o i it SAipar Heayy: " Suner eny =
Maga Heawy: 12 Mega Heawvy: n Mega Heawvy: 2

your own. All of these new ideas and rules are
best understood by thinking of them as nawer,
updated, or more complicated versions of the
old methads outlined in the Mekton || mecha
constructionsection. These concepts areusad
in conjunction with all other systems and will
be an overall influence on the construction of
the mecha,

COST POINT SPACES

InMekton [l the conceptof space forweapons
andothersystems hasbeen generalized so that
eachservohasagwvennumberofspaces, each
capable of holding one weapon {and most oth-
ersystemsrequinngno spacesatall). Because
there are so many more systems in MTS (many
of which would clearty require internal space),
and because the weapons of MTS range so
much mare dramatically in size and power, a
new system is necessary.

Ta determine the amount of space in a
serva, simply ignore the “spaces” column in
the Mekton [l rule baok and use the cost of the
serva instead. For this reason, the new space
units are called "CPspaces,” withthe CP stand-
ing for Cost Points. Thus a servo costing ten
CP'swould alsohave ten CP spacesinwhichto
mount weapons and other systems.

Forsimplicity’s sake, we have reproduced
the important information from the charts in
Mekton |l in Fig. 1.

As in Mektan 11, structural integrity may
be sacrificed for additional space. Now, how-
ever, because the new CP spaces are some-
what smaller than the old spaces, one sacri-
ficed Kill gives two additional CF spaces.

Example: The Shaitan Mark 2 a standard Elaran
mecha, has Medium Striker arms. However, the
heavy assault version has a 7 CP projectile
weapon mounted in its right arm. So, in arder
to make the weapon fit 2 extra CP spaces of
room are needed, Therefors, one Kill of damage
is sacrificed fram the servo in the right arm.

Hands {and other gripping devices such as
claws or "handy” melee weapons) may carry
as many CP spaces worth of equipment as
there are spaces in the arm in which they are
maunted. If Kills were sacrificed from the arm
for additional CP spaces, there would be no
increase in the capacity of the hand. It
continues to hold as many CP spaces as the
original cost of the arm.

[tmay seem that there is too much space

inevery sarvonow, butthisisincorrect, Weap-
ons and ather systems take up proportionate-
ly more space. Just the opposite of servas,
systems requiring CP spaces take up as many
spaces as they cost. Thus a Mekton |l "Plas-
ma Rifle” would take up four CP spaces. Some
systems take no CP spaces, and still others
take up only a fraction of their cost; such sys-
tems are clearly marked intheir descriptionin
the mechanical catalogue.

Because ofthe more accurate represen-
tation of realistic volume given bythe CPspace
methad, it is no longer necessary to assume
thata 300mm gun couldnotbe fitinto the space
provided by a mecha wing. Forthis reason, the
placement restrictions for weapons listed in
Mekton Il have been completely removed, Any
weapon may be mounted in any location pro-
vided that the necessary space is available.

WEAPON AND SYSTEM DESIGN

The Mekton Il rule book cantains alist of var-
ious weapons each with their own advantag-
es and disadvantages as well as their listed
costs. Though the standard weapon designs
listed in Mekton Il are notmade invalid by MTS
[in factgreat care was taken to insure that all




weapon casts would remain as unchanged as
possible) itis now possiblato custom build your
own weapons. In addition to weapons, a great
number of other systems throughout MTS will
make available to you some level of customiza-
tion; such systems are constructed in the same
manner as weapons.

SYSTEM DEFINITIONS:

There are three types of systems in MTS. These
are: Additive, Multiplier, and Weapon. Addi-
tive systems are items or machinery that are
directly added to the costofyour mecha. Weap-
ons are really a sub-unit of additive systems
and the rules concerming them are exactly tha
same. Multiplier systems have no basic cast,
and influence the performance of the mektan
as a whole, and their cost is based on the total
cost of your mekton, Transfarmers from Mek-
tan Il are an example of a Multiplier system.

WEAPONS

For your convenience, weapons have been di-
vided into five separate categories similar to
the weapon categories in Mekton |I; these cat-
eqgories differ in their inherent efficiencies and
deficiencies, aswell as a great number of spe-
cial options available specifically to individual
groups. The five categories include:

Beam Weapons: The plasma and laser
weapons from Mekton Il as well as any other
farm of particle or energy projector define this
category. Generally disposedto long range and
high yields, these weapons will aften have a
large or endless supply of shots and an equiv-
alently expensive cost.

Projectile Weapons: This category not
only includes the 150mm and 300mm guns from
Mekton |l, but also any other form of rocket-

boosted artillery, rail qun, or massdriver can-
nons, Weapons of this sort are generally dis-
posedtolower costs and greaterversatilitythan
beam weapons.

Missiles: That says it all- missiles. Self-
propelled, destructive projectiles, convention-
al or nuclear; rocket, mine, bomb, and grenade
types are all available.

Energy Melee Weapons: Both the EMW's
and Nova Swords from the original weapons
list aswell as the dastructive products of your
imagination. These weapons have no range,
and can represent any close-in combat sys-
temof an energy nature. Most EMW'saresome
form of contained laser or plasma field.

Melee Weapons: The final category;
Meles Weapons are similar to EMW's but are
of @ more physical nature, Swords, claws,
teeth, baseball bats, and mallets are all
members of this category, as well as many
other weapans,

The mechanical catalogue contains mare
detailed descriptions of these various weapon
types. Printed withthese descriptions arecharts
correspanding to each of the major weapon
statistics {damage, accuracy, range, etc...) and
afew additional chartsfor specialweaponvari-
ations (wide angle beam weapons, incendiary
projectiles, nuclear missiles, etc...). Of these
charts, only the damage chart gives costs in
whole numbers, while all other charts list num-
berstoone decimal place and are precedad by
an "x" symbal.

The reason for this is that the damage
determines the basic cost of the weapaon,
wheraas the other factors modify this basic
cost. To obtainthe cost of a weapon you have
designed, simply multiply the listed costs to-
gether. Clearly a range thathas a costlike ‘x0.6°
willreduce the costofthe weapon asawhole,
andthus is considered disadvantageouscom-

FIG. 2 ROCKET RUSSEL'S BEAMGUN FROM HELL

10 Kills: Good enough to level the Pentagon, Cost: 18 CP's
-1 Wa: Cheap targeting systems. Cost: x0.8
Range 8: Normal for a beam weapaon, why not! Cost: x1.0

1 Shot; Keeps with the design conception, and keeps the cost down. Cost: x0.5
Total cost: The product of the above: 18 x 08 x 1.0x0.5= 7.2CP

pared to the norm (e.g. range B hexes for beam
weapans), Similarly, a high accuracy (WA) for a
projectile weapon might have a cost associated
with it like 2.5 this would obviously increase
the cost of the weapon and thus maka it more
potentthan the avarage projectile with the samea
damage. All weapons must have a damage and
anaccuracy; inaddition, all beam, projectile, and
missile weapons must also have a range.

Asanexample ofweaponcreation, Rack-
et Russel- hot mecha designer and weapan
tech— decides that some form of back-up
weaponisneededfor hisfront-line EDFmecha.
MNoting that most already have beam sabers
(EMW's), Rocket decides that some farm of
limited-use, high-yield energy projector might
be desirable {sort of a mecha-size equivalent
to a modern LAW or AT-4 rocket system...)
Since Mr. Russel already has a design con-
ceptin mind (thatis always step onel} he naw
continues on to step two; he mustdecide what
the actual numerical values will be for the
weapon's statistics. He chooses the values
seen in Fig. 2 above.

This procedure is not used exclusively to
design weapans, some other systems have a
similar design and canstruction procedure. In
these cases, simply follow the method above
using the cost listed as a whale number fthe
one not preceded by the “x") as tha base cost,
and the others as modifiars.

LINKING WEAPONS

In Mekton [l it was possible to link one or maore
weaponswithin a single limb arservo atthe cost
af two CP's. Though this is still valid, two mare
linking methods are now available as well. The
way linking is purchased also works a little hit
differantly. Every weapon linked, after the first,
must paythelinking costlisted. So, four autocan-
nons linked in the torso would cost 6 points to
link. A link takes up no space and has noweight.

Interserva Link: Functioning in the same
mannar as the standard weapaon link, this option
allows a mecha to link weapans that are not in
the same serva. (Even if one or more areincom-
mand armor or binder locations.) Because it is
slightly more complex than the original linkage
type and requires longerwires, thismethod costs
three CP'stolink each additional weapon, rather
than two CP.

Melee Weapon Link: Similarto an interser-
vo link, butit allows two or more non-automated
melee weaponsto belinked. The costisfour CP's
per weapon, as the mechanics to make melee
weapons strike inunisonis more expensive than
a standard linkage.

Inter-Mecha Link: Yes, itis even possible to
link weapons between multiple mecha. The ad-
vantage ofthisis thatonly one pilot need rall, and
only one pilot need expend an action to fire the
linkedweapons, Here, a costoffour CP's must be
paid by each system not in the “controlling”



mecha {eg., the unit that fires the weapons)
Should there be multiple systems linked inside
the contrallingmecha, these may ba linked atthe
cost of two or three CP's each as described
above. The contralling suit must be designated
when the mecha are designed.

There is another advantage to the linking
method provided by MTS, Thisis called Weapon
Splitting or System Splitting. By use ofthis meth-
od, tha CP space requirement of a weapon or
system may be split between multiple locations,
orindeed, multiplemechal When using this meth-
od, each separate location must pay to be linked
to each otherlocation as if each were totally dif-
ferent systems {as described above), In bath
cases, the “controlling™ location (and the "con-
trolling” mecha if splitting inter-mecha) must be
stated when the weapon is designed. It is from
this controlling location that the actual system
must be used |eg. an inter-mecha split beam
weapon could only be fired by the cantrolling
mecha }inthe case ofinter-mecha splitting, each
mecha musthe withintwo hexes of each at least
one ather unit. Hand-held weapons need not be
splitbetween multiple hands; itis simply assumed
that the weapan is a twa (threa? four?) handed
weapaon and may be split at no cost.

Example: Linking can be a difficult process fe
understand at first, sowe give you the following
example to serve as a guide.

The Déstroyer is a Kargan heavy assaolt
mekian. ithas six identical, linked, aufofire beamn
guns, three in each arm. For the purposes of our
example the guns cost 6.6 points each, The first
gun costs 6.6, the others in the same arm cost 8.6
each, each paying the 2 points to be linked to the
first: they costintotal, 172 Tha three guns in the
otherarmmusteachpay three points to be linked
fo the primary gun in the other arm, so they cost
S.6CP each, fotaling 28.8. So the toial cost of the

weapon system is, 6.6 (primary gunl+17.2 (sec-
ond and third guns, in same arm}+28.8 (three guns
in othér arm}<52.6.

This mayseem a bit complex at first, butthere is
asimple rule tothis: Eachweapon afterthe first
mustpaythe linkingcosttathe cantrollingweap-
on. Large linked systems in multiple locations
need not link to each other, just to the control-
ling weapan.

Mote: The controlling weapon is & control-
ler for bookkeeping purposes only; if it is de-
stroyed, it has no effect on the system.

ADDITIVE & COST
MULTIPLIER
SYSTEMS

A great majority of the systems in MTS have a
definite cost associated with them, and with
that cost, a definite weight. Systems from Mek-
ton Il such as servos, armor, and weapaons all
fall into this category. The costs of thase sys-
tems are simply added together as a tatal basic
cost for the mecha.

Howavar,in MTS, asin Makton |, thera exist
anaothergroup ofsystems. These "Castmultiplier
systems” do not have a specific cost, but rather
they affectthe cost of the mecha as a whaole. For
example, a x0.2 cost multiplier system costs .2
times the cost of all of the standard (additive)
systems.

Example of Purchasing Multiplier Systems: The
Stealth Shaitan Zed has several multiplier
systems. It has a 1/5 Coefficient energy
absorption system (x0.1 system), advanced
jump rockets that give a +2 to its leap bonus (x

0.1 system), and a basic cloaking system with
fire contral and combat cloaking abilities | x
0.8 tatal system).

Ifthe Stealth Zed's total cost (before the multipli-
ers)was150 points, toobtainthe costwiththe mul-
tiplier systems added, we would need to multiphy
thesumofallthe muliplier systems (0.1+0,140.8=1)
by the basic cost. The result is then added ta the
original cost. So, in this case, the cost of the Zed
is150 (basic cost}+150 (multiplier cost}=300

Important Note: [tis assumed, unless oth-
erwise stated in the mechanical catalog, that
Multiplier Systems da not increase the weight
of the mecha.

HOLDOUTS FROM MEKTON II:

There are an assortment of smaller, non-vital sys-
tems in Mektan |l that you may wishtoplaceina
Maektan buittwith MTS.Ifthisisthe case, take the
amount of space that their cost indicates. For
example, escape pods take 1 CP space, and
Spatlightstake .2 CP space, etc. These should be
listed under additive systems onthemecha sheet;
they take up both space and weight.

DAMAGING & DESTROYING
SYSTEMS:

The rules for damaging and destroying systems
in MTS are virtually the sama as the rules for
damage in Mekton |l. However, there are some
special cases and modifications, which will be
listed belaw.

1. Weapons and armor: Follows the same
rules listed in Makton I1.

2. Additive systems: Ifthere is a value for Kills
listed on the system description, the sys-
tem may be tgrgeted and hit much in the
samea way sensors can be hitin Mekton I

Use random choice to determine what sys-
tem is hit

Multiplier systems: Same as above;ifthere
is a Kills value listed, the system can be hit
and damaged normally,

Systems with CP spaces but no listed Kill
value: These systems are only knocked out
of action when the servo that contains all,
or part of the systam is destroyed. So itis
critical to keep track of where all the CP
spaces for systems are contained in a
mecha.

Example: if a mecha has a beam weapon
thatis split betweenits arms, and both arms
have CP spaces dedicated to the weapon;
when the right arm servo is destroyed, the
weapaon is puf out of action,

ManewverVerniers arethe exceptionto this
rule. When a mecha loses 8 servo that
contains Maneuver Varniers, the number
of CP spaces worth of Verniers destroyed
is simply removed, The new bonus for the
verniers is then calculated by using the
number of CP spaces worth of Vemiars
remaining on the mecha, and checking the
new value on the chart.

Systemsthatuseno CPspaces: These sys-
temswill function no matter howmuch dam-
agethe mechatakes. They are assumed to
be anintegral part ofthe mecha as awhole,
and will only cease functioning when the
mecha is totally destroyed.




EFFICIENCY

With the introduction of MTS, not only
weapons, but Mektons in general will have a
tendency to grow much larger. it may appaar
that all suits with high damage capacity, good
armor, andfor powerful weapons are
exceaedingly large. This is bacause the
technology of Algol is such that large-output
weapons cannat be miniaturized and thus the
two CP pertonand one CP space per 5CP are
simply conventions based on the comman
norm. Should a more efficient Mekton be
necessary for your campaign ar cambat
scenario, it is possible to alter these
conventions, though doing sois generally vary
axpensive,

SPACE EFFICIENCY:

The first (and most commaon) efficiency style
is called space efficiency. This allows you to
put large systems (speaking in terms of CP
spaces) into smaller amounts of space. You
must simply pay .5extra CP for every required
CP space you remove from the weapon or
system.

Example of Space Efficiency: The Mako usesa
8 CP plasma gun. Unfortunately, its arm servo
is Striker level (4 CP capacity), so it cannot lift
its own gun! For the purposes of our example,
the Efaran weapons technicians decide to in-
troduca some new power relays and a new
confainment field for the power-source. The
overall effect: the gun is smaller.

In game statistics, 4§ CP spaces of size must
be removed, so at 5 CP per CP space remaved,
we have added 2 CP in cost fo the Plasma Gun.
So the Mako's gun now only takes up 4 CP's
worth of space, but costs 10 to buy.

FiG. 3 SCALING CHART

P
Scale Cost Type Examples
=115 ®1/3 "Roadstriker” Cars, Bikes, Power Amaor
x1 X1 “Mekton” Standard Mecha
x10 %25 “Corvette” Small Spacecraft, Huge Mecha
%100 ¥A00 “Starship” Starships, Star Bases.
WEIGHT EFFICIENCY: After all, one can hardly sneak with much

The other style of efficiency is weight efficien-
cy. By means ofthis, the weight of a given Mek-
toncanbedecreased suchthata mechaweigh-
ing 120tons could have itsweight reducedta 30
tons, making it smaller and much more maneu-
verable, though no less tough or destructiva,
This form of efficiency is much less common
than space efficiency because of its high cost.
The castahweightefficiencyistwo CP's perton
removed; this costis added tothe mecha’s final
costaftereverything else hasbheen done. {Scal-
ing is actually the final step, and is described in
greater detail in the next section.)

SCALING

The Mekton || construction systemwas designed
around a centralweightunit{the metric ton), whila
size wasleftsomewhatnebulous. [Dependingon
the design, configuration, and build ofyourmecha
itwas usually between ten and fifty meters in
height.) Mecha of these sizes serve as a good
standard, but arenotalways enoughto satisfy the
needs of many campaigns. For example, within a
stronglyrole-playing orientated campaign, large
mechamay simply be tooawkward and findthem-
selvesinthe parking lotduring most adventures.

subtletyintoa criminal lord's hideoutin a seventy
ton mechal On the other hand, the addition of
smaller macha are not necessarily enaugh to
suit your needs, either. Aftar all, what good is
the Rapier Mk. | when you're in the
weightlessness of space surrounded by Kargan
starcruisers!

Ratherthan create entirely separate con-
struction systems foreach ofthese size scales,
a method has been created by which a mecha
can be designed in the normal size (referredto
as1to1)andthenalteredintoa newscale{such
asone-fifth, ar Roadstriker, scale). Thismethod
is, apprapriately enough, called Scaling.

Tocreate mecha of a scale otherthan 1/1,
you must first decide which of the three other
scalesis appropriate for the mechayou havein
mind {see Fig. 3).

Onthe chart (Fig. 3), the first number is the
"scale factor.” This scala-factor is the number
by which all weights, weapon damages and
other factors are multiplied.

Once a scale has been chosen, the mecha

must be completaly designed to every last detail,

and it's cost figured. Once this has been done,
the following modifications are to be made: ¢
Servos: Scale damage capacity and hand
to hand damage bonuses.

Armor: Scale damage capacity up/down
as appropnate,

Refined Armor: Scale damage coefficients.

Power Plants: Scale damage capacity.

Sensors: Scale damage capacity.

Sensor Range: Scales up only,

Hydraulics: Scale damage capacity and
striking damage bonus,

Mecha Riders: Scale demage capacity.

Ground Movement |Legs, Jumping): Scale
mavernent spead,

Ground Movement (Tracks, Wheels); Do
not scale down, up only.

FlightMovement (Fans, Thrusters, Gravet-
ies) Scale movement speed up anly,

Weight: Scales,

MV & MA: Do not scale, and must be cal-
culated based on the
originalinon-scaled) weight.

Cockpit space (Includes Gunner Cock-
pit's):

Roadstriker: Does not scala,
Corvette. equivalent to roam-sized spac-
es{bridge, stateroom,etc...) Thisisspace for
a single Roadstriker or one-tenth required
space for a full mecha (eq. 10 extra cockpit
spaces required to house a 1 1o 1 mecha)
Starship.equivalent to complete decks
{command deck, crew decks, etc...JThis
is space for 10 Roadstrikers, ocne 1/1
mecha, or one-tenth the required space
for a corvetta,

Escape Pod:

Roadstriker: Ejection systam,
Carvette: Life bubble (halds 10)
Starship: Escape module (halds 100)
Storage: Scales volume.
Weapons:
Damage: Scales.
Range: Scales up only.
) Accuracy: Does not scale.

macha’s



Shats, Warm up turns, Burst values, At-
tack Factors: Do not scale,
Burst radii, Arioc-8B, beam reduction:

Techno-Organics: Scale Regeneration ef-
facts.
]
MV penalties. Do not scale.

recommend using the tutorial below when de-
signing your first few mecha, afterthat itis up to
wou and your imagination.

ans in Mekton || for a reference, then start
building your own. Weaponry in MTS offers
some ofthe greatestvariation; make use ofit.

Scale.

Teleporters: Ranges scale only up,

A: BuildWeapons. Gototown. Sitdown

Shock weapans:Cannotbe boughtabove Thought Control: Does not scale. 1. Have a concept in mind. with the weapaons systems and go to
scaleltol.Inthe case of scale 1/5shock Shadow imager: Does not scale. Thefirst,and mostimportant step. Whatistha work.
weapons, the original damage (in Kills) Transformables: Must meet scale con- mechadesigned for? |sita sleek, quickattack
should bethe numerical subtractionto the straints, unit, designed for in and out battles? Orisita B: Dotheyfit? Probably not. Spend some
target’s consciousness roll, not the new V-Max: Does not scale. Juggemaut, designed to stand there, take extra points in Space Efficiency and
lower damage, Statistical Enhancements: Do not scale. everything the enamy can throw at it, and putthemwhere youwantthem, Ortrim
Cloaking: keepon fighting? These are important gues- the cost of the weapon down, either
Beam refract/ beam protection: Scales.  Once these things have been taken care of, all tionsforthe balance ofyourunit. Thetenden- process has the same effect. Or pos-
Command armor; that remains is to figure the new cost. This is cy atfirstwill be to pile everything on a single siblyyouwould like to link the weapon
Armor, damage coefficiants: Scale. done by multiplying the old cost by the cost suit, and thiswill be disastrous, Trua, itwillba batweenmultiple locations? Atthe end
Electronic Warfare (ECM & ECCM): multiplieranthe chartabove (Fig. 3). Atthis point powerful, butitwil also costa fortune, Check of the process all the mecha-based
Beamer ranges: Scale up only. your macha is complete, outthe Mecha Catalogelsewherainthe book weapon systems should be in place.
Radius effect: Scales normally, This method is good for building things that tar some conceptualideas.
Energy pools: may not be mektons in the conventional sense, C: Don'tforgetammofor projectile weap-
Weapansin portfolias scale normally, (For — but are of use to a campaign or scenario. Such 2. Construct a skeletal design. ans. You'll be sorry if you do,
caleulating power requirements, costs  iternsinclude cars, bikes, starships, etc... Oftenit Mow that you know what you want your
arescaledbythe scalefactor,notthecost  is desirable to choose a transformer maode for mechatodo,it'stimetostartthe construction, Buy Shields.
factar.) these types of constructs as its “natural form” A: Choose a body form. 15 your mecha A Agood,cheapformofprotection. Does
Avaifable power, Maximum power: Scale.  {cf. Transformahles.) humanoid? How may limbs does it your mecha have a shield? If so, what
Portfalio sizes: Do not scale. have? Does it have limbs? kind?
Esper Lenses: Only scale effacts af ESPer
[OWETS. 2 BUI I.D ING YU UR B: Buy Servos. Once past Step A, pull B: Choose type of Shield: Standard, Re-
Internal Automation: Does not scale. out a mecha sheet and start buying aclive or Active. Do you have more
JumpRockets: Jump bonusesscale uponly, MEGHA the properservos, Keepyour concept than one type?
Maneuver Verniers: Do not scale, in mind; it isn't likely that a quick,
Reflector Systems: Quality does notscale.  Bynowyou should havea basic graspon howMTS transforamble scout-mek will have C: Doesitfit? Do youwant binder space
Calculations for reflections should be  weorks. Thera are certainsystems, like drones and MegaHeawvy servos. in the Shield?
done using the incoming beam's original  combining mechathatare fairly complax, butthara
damagevalues(Killsbefore scaling], rath-  is nothingin MTS thet can't be understood with a L. BuyArmor. Samerulesapply asstep D: Place systemsin Binder Space.
er than the new value. hasic caloulatoriwhichwe highly advise youusel, B. Don'toverloadan armor. Buy what
Remate Units: Building a mekton takes a little longer naw than it yau think would be appropriate for Other Additive Systems.
Ranges: Scales up only. ariginallydid, butyouwill discover thatthe more you the mecha, no more, no less. Mowe buy all other Additive Systems. EW, Sen-
Control Multiples: Do not scale. use MTS, the quicker itwill become, sors, and Environmental Protection are all
Reconnaissance Systems: Do not scale, In the following pages we will give you 3 3. Consider Weapons, bought now,

Shields:
Damage Capacity: Scales.
Parry Factor: Does not scale.

walk-through. Consider it an active tutorial, in
which we will go over all the steps to the con-
struction of a mecha, stage by stage, We highly

Mow comes the fun part. How is yourmecha
armed? Hundreds of smallmini-missiles? Or
asingle, huge beam cannon? Use the weap-

A Place systems in the mecha.

B: [DOon'tforgetto use Space Efficiency.




6. Figure Cost.
The sum of all the above steps is your Mek-
ton's basic cost. This number, divided by
two is the basic tonnage of your unit.

1.  Buy Thrusters.
If your mecha has any kind of flight plat-
farm, buyitnowthatyou have abasicweight.
Thrusters add weighttoyour mecha, soyou
may need to re-calculate the amount of
thrust neaded, but only once.

B. Buy Powerplant.
You could dothis after Weight Efficiency,
butitis simplerto do it here. Keepin mind
Weight Efficiency may change the level of
powerplant you need,

9. Choose Multiplier Systems.

MNow figure out all the multiplier systems

you want an your mecha, With this done,

add up allofthe multiplier numbers. Thisis
the Total Multiple for yaur mecha.

A:  Addonetothe Total Multiple, andthen
multiply the resulting number by the
basic cost of your mecha {from Stap
6). The resultis the costof yourmecha
with all multiplier systems,

10. Buy Weight Efficiency.
Use this to reduce the weight of your
mecha as a whole, then add the resulting
point cost ta the result from Step 9A

11.  Overview Mecha.
Look atthe mecha as a whole. Do you wish
tomake changes? Addsystems?Maybeyou
needtoadd Maneuver Vermiers?Gobacktothe
properstepand make anychangesyouwish,

12. Buy Command Armor,

MNow decide ifyou wantyn.urmav:ha touse

command armor,

A:  Fillthe command armorwith any sys-
temthatyou wish; rememberthatthe
costland weight) for command armor
is based on the armar itself, and all
the material it contains.

B: Add the costof the command armar
to the total cost of the mecha (from
stap 10.)

11. Scale as Appropriate.
Use the previous list to determine scale
effects.

14. Did you buy drones?

If you bought drones, now is the time to

build them. You design them just as you

would design a mecha. Repeat Steps 1

through 11.

A;  Add costs of drones to the number
from Step 12B. This is the Final Cost
of your mecha.

15. Figure Stats.

MNow figure the important stats and record
them on the mecha sheet. This includes
MV, APT, MA etc.

16. It's a Wrap.

MName your mecha, record the important
pilot’s stats, and go to it

A NOTE ON ROUNDING:;

The ideal rounding for costs on systems is ta the
tenth. Soaweapon that costs 23.46 should round to
235 We havediscoveredthatrounding tothewhole
numberdoes notaccurately representthe costofa
mecha or system, and keeping any further places
afterthe tenths place becomes too cumbersame.

Beam weapon with power capacitor

BEAM WEAPONS

Lathrin grimaced; he knew the Kargan pilot had
him dead to rights. Red lights showed on the dis-
play for both leg servos and the right arm. The
next shot would finrst him,

“Lathrin.” It was Karen, transmitting from
her Vantage, “Be careful, jerk, | don’t want Lo
fose you now.”

“Well“ Lathrin murmured to limself “the
boys back in development designed the Mako's
hack-up system with just this type of emergency
in ming.”

As Lathrin’s finger triggered the weapon, 8
bright fight filled his viewscreen, Hundreds of
matars away, the Kargan pilat barely had time to
register what had happened before the pillar of
rawplasma reduced his mechatomoltenscraps

While Lathrin was busy with his awn prob-
lems, he didn’t see Karen's Vantage explode in 8
ball of plasma and steel...

[
Beam weapons are any ranged rifle, cannon, or
similar weapon firing laser beams, protons, or

other particles. Generally, weapans such as la-
sers or plasma guns from Mekton |l are good
examplas af beam weapons, However, MTS al-
lows formuch greater diversitywhen dealing with
these weapans,

Ingeneral, beamweapons have the advan-
tage in range, accuracy, and the availability of
extremely high yields. Unfortunataly, they also
tend to be rather costly,

DAMAGE

Met damage in Kills from any single shot of the
weapon. Damage also represents the capacity
oftheweaponitselftosustainincoming fire. Thus,
aweaponthatdoes five Killsof damage, can also
taka five Kills of damage befare being disabled.

ACCURACY

Represents how easy, or difficult, it is to hit a
given target with the weapon. Increased accu-
racy may come inthe form of a laser targeter, an
auto-aim system, or a just plain bigger beam,

SHOTS

Beam weapons, because they do not use
ammunition in the sense of the modern firearm,



are usually content to draw power from their
mek's power plant. However, some weapons
aretoalarge, andthustoodrainingonthe mecha’s
pawer supply for this to be possible. Still others
require an additional one-use component (such
asthe nuclear core for an x-ray laser) that might
limit the number of possible firings available
before replacement or recharge.

Warm UP TIME

(WEAPON CAPACITOR)

Weapons with a warm up time contain a single
capacitor-like elementthattakes anumberoffull
turns worth of charging before it can be fired.
Once the weapon has been fired, the same num-
ber of full turns must go by before the weapon
may be fired again(eg. action onsubsequenttum,
second, or third following turn.) Because the
weapon will automatically begin the recharge
saquence, itis not necessary for your hot-shot
mecha jock to hole up in some corner of the bat-
tiefield halding down a recharge button on his
control panal, Weapons that warm up need not
be fired immediately after being charged. The
capacitors are assumed to be able to hold their
charge indefinitely until needed in combat. No
weapon may have both Limited Shots and Warm
Up Time.

WIDE ANGLE

Ingeneral, a spray of baams, each with destruc-
tive yield of the original beam, Why? Why else?
To destroy lots of enemy mechal These weap-
onsare particularlyfavored bylarge suitsfortheir
ability to attack great numbers of smallermecha.

When a wide angle beam weapon is firad, a
single Ta-Hit rall is made and is compared to
the defence roll of each and every target within
theweapon’s arc. Friendly or otherwise,ifit'sin

FIG. 4 BEAM WEAPON TABLES
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DAMAGE

Mol 12 "3 4 B
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Cost 1 2 3 4 F 4 10 12 15 18 11 2 1B 22
ACCURACY SHOTS
Wa -2 -1 1] +1 +2 +3 # 1 k] 5 10 e
Cost x6 x8 x99 x10 x15 x2.0 Cost =05 x0.7 x08 =x09 x1.0
RANGE
Hexes 3 5 B 7 ] 10 1 12 15
Cost B x7 x8 x99 «20 x13 22 xl4 x)B 25
WARM UP TIME WIDE ANGLE
Turns ] 1 2 3 Angle G0= 180« 300« 360
Cost x1.0 x9 xl 6 Cost x3.0 x50 x70 x9.0
MACHINEARE
Burst 2 3 5 ea
Cost x2.0 x3.0 x4.0 x5.0
OnNLY VARIABLE
Anti-Personnel x1.0 x1.8
Anti-Missle x1.0 x1.8
FRAGILE: x.75

range,it's indanger! Attacks are then resolved
normally, Wide angle weapons are nomore dif-
ficult ta avoid than normal beams, if a satura-
tion effectis desired, itcan be achievad by sim-
phy buying higher weapon accuracy. Wide an-
gle beam spreads are assumed to be thin
enoughthata single mecha within the firing are

will only be hitonce; if a thicker beam spreadis
desired {multiple hits per target) we might sug-
gest Wide Angle Autofira!

MACHINEFIRE
Machinefire reprgsents any farm of weapon
likely to strike a target more than once per fir-

ing. Nomatterwhatyou choose asthe nature of
your weapon, the game effect is always the
same. Machinefire weapons function exactly
as those from Mekton |l (see Machinecannon,
Mektan If pg. 41). Once a to-hit roll is made, an
additional hit is scored for each point by which
your attack scoreis above the target's defence
rollto amaximumofthe burstvalue of the weap-
on. Each hit strikes a separately determined
location doing the full damage of the waapon.
Limited shots arwarm uptime for machinefire
weapons are assumed to be for an entire burst,

ANTI-MISSILE

These beam systems, ratherthan beingdesigned
foroffensive purposes, are a collection of small-
er, rapid-firing beams; their purpose isto destroy
incoming missiles. Systems of this nature need
nothe purchased as autofire, asthis will have no
effect on their performance. (They are assumed
to already be of a fast-firing nature.}

When a missile or barrage of missiles is fired at
a mecha equipped with an Anti-Missile beam
system, the defender may elect to fire defen-
sively rather than parry with a standard shield
or hinder,

If this is dona, the defender with the Anti-
Missile system must make a beam weapon at-
tack roll. Thisrollisthen compared tothe attack-
ar's missile attack roll, For each paint by which
theattacker's rollis exceededbythe beamweap-
on roll made by the defender, one incoming mis-
sile is destroyed. The maximum number of mis-
siles that can be destroyed is equal to the Kill
value of the Anti-Missile system. Systems pur-
chased as "0nly” mayanly be used far defensive
purposes; systems with the "Variable” option
however, may be used interchangeably as of-
fensive weapons in the normal manner,




Mote: Range is not relevant to Anti-Missile
systems, 50 the range multiple is x1.0.

ANTI-PERSONNEL
Weapons ofthis type may be used to attack civil-
ian targets such as people and smaller vehicles
without needing to resort to those pesky mecha
vs. manrulas. Attacks ofthistype are resolvad as
if the target were simply another mecha. Weap-
ons ofthis type purchased as "Only” may only be
used againstcivilian-sized targets; systems pur-
chasedas "Variable®, maybe used freely against
man and mecha alike,

Mote: An Anti-Personnel and Anti-Missile
system that doesn't effect mecha targets at all
can be purchased for a 1.8 cost multiple.

FRAGILE

This disadvantage means thatthe weaponis not
asstructurally sound asitmight be. Itis destrayed
after taking a single Kill. This disadvantage may
not be purchased for weapons that do only one
or two Kills,

Example Beam Weapons: The primary weapon
on the Armored Mako is a vand held plasmarifle
that does 6 Kills, has a weapon accuracy of +2,
has unlimited shots, and a range of 8. The cost of
the Armored Mako's beam rifle is: 8x1.5x1.0=12
It costs twelve points for this rather powerful
weapon.

The Vixen, amobile artillery platform, uses
a10Killbeam that has a WA of0, arange of 9, and
asixty-degree wide angle spread. Unfortunate-
Iy, the weapon can only fire after a three twrn
warm-up period, The cost for the gun on the Vix-
en is: 18 x0.9 x1.1 x3.0 x0.6 =32.075

CLOAKING

“Whereisit!?" screamedthe Ettaran soldier, eyes
wild with faar. “Keep calm, you fooll” retorted
the gunnery Caplain, slapping the new recruit
across the face. “He'll soon give himself away,
they always da,..”

The Captain returned his gaze to the smal,
periscope-fike viewer. Seconds later, the Kar-
gan scout unit, too temptad by the sightof anun-
protected ammao dump, uncloaked and fired.

The officer slammed his fist down an the
fira switch for the missiles. The sound of the
amma dump explosion was folfowad quickly by
the sound of the missiles impacting on their
targat,

Oftenusedbyreconmecha, the cloaking system
renders a mecha virtually invisibla to the naked
eye. By distorting the light around it, the mecha
can make itself and any items it is carrying im-
possible to see at almost any range.

Any observers at a distance greater than
ten times the mecha's height must make a dif-
ficult awareness roll (204) to successiully spot
the suit. Closer observers need only roll greater
than 15+ to spot, and thus be able to shoot at,
the cloaked suit. Those who have made their
awaraness rolls are assumed to be able to re-
tain sighting on the cloaked mecha until it can
leave their field of vision (and thus gain the op-
portunity to hide itself once again).

Cloaking systems are cost multiplier
systems and take upno C.P.spaces. Because
the actual nature the system is rather vague,
the extent of its protection must be
determined greatly by yourself or the
gamemasterin whose world you are playing,
subject ta the original conception of the
cloaking system’s functions.

The cost of a particular system is equal to
the sum of the costs of its various aspects. lie.
base + magnetic refract = x.3 + x.1=x4)

%3 ..ocoven. Basic cloaking

x1 ......... Magnetic Refract

®x1 ..o Pulse Refract

x1 .......... Beam Refract

x3........... Fire Control

x2........Combat Cloak
BASIC CLOAKING

Provides protection againstvisual spotting and
narmal mecha scanner systems. Cloaked suits
with just the basic package are unable to fire
and stay hidden. Should & suit so eguipped
choose to fire, it must give away its position to
all observers who would ba able to see its
current location from where they stand. The
mekton cannot return to a cloaked status until
thair first action in the next turm. Returning ta
cloak takes one action,

MAGNETIC REFRACT

Without this, a magnetic lens could pick you out
inaninstant. Should however, your claaking sys-
tem have this additional option, you will be as
hidden from the lens as you are frem narmal
ohservers.

PULSE REFRACT

What a bummer to be invisible to everyone but
that one recon suit. With this, you cannot even
be spotted with Recon systams; without it, you
are wide out in the open! Your Pulse Refract
cloaking field is powerful enough to distort In-
fra-Red, Ultra-Violet, and other methods used
by the Recon system. This does nat mean that
your engines leave no heattrails, and thus you
could still be followed while moving by a meéha
equipped with a Recan system. (This effectcan
also be masked, see Steaith Systems.)

BEAM

REFRACT

If your cloaking field protects you against light
gnd other forms of electromagnetic waves, why
not against laser and other baam weapons?
Mecha with Beam Refracting cloaking systems
may subtractone Kill directly from the damage of
an incoming beam or energy attack befare re-
salving the hitin the normal manner.

FIRE

CONTROL

Fire Control allowsyoutofireweaponsfromcloak
without giving away your position as outlined
above. This only applies to ranged weapons,
because ta attack with a melee weapon would
clearly reveal you to the enemy, no mater how
invisible you think you are.

COMBAT
CLDAK
This option allows a mecha to return to “hiding™
aven while out in plain view, Once spotted, you
can return to hiding (eg. cause enemies to lose
spotting) at the cost of only one action.

Mote that no cloaking system can protact
you against major spotting radars. This is a
function of Stealth systems and may only be
purchased as part of these systems.

Example Cloaking Systems: Cloaking is a mul-
tiplier system. To accurately give an example
of this system we need to have a complete
mecha to work with. For this example we will
use the Viper A-1300 on page 33 of the Mekton
1l rulebaook.

We want to put a cloaking system on this
72 point mecha. We give it a Basic cloaking
unit{x.3) and Combat Cloaking ability{x.2). The
tatal system multiplier is .5, so the cost of the
“Stealth” Viper is [|72x.5)=32] + 72=108 points.



COMBINING MECHA

“Alright crew, let’s hitit, " Ran said, fingering the
main transformation switches,

The massive Shairt Omni began to combing.
Allthroughoutthe battlefield, combatants onboth
sides watched with awa as the two massive fly-
ing fortresses merged into & gigantic version of
the standard Elaran Shiart mecha.

“Here goes nothing.” Ran’s voice echoed
through the vacuum of space, heard only by the
other members of her squad, the Night Hunters.
Taking her coded command to disengage, the
squad started to retraat.

Manths of planning went into this opera-
tion; Ran thought while her targeting system
sattled on the Kargan sateflite. With Lathrin
down, | hope | have the skill to hit the thing on
the first shot,

She fired. ..

On Algal and elsewhere, the concept of two or
mare mecha combining into a single weapon of
destructionis understandably popular. Though
in theary combiners are little more than glori-
fied transformer mecha, the game mechanics
necessary for their inclusion into the rules is
somewhat more complicated. These types of
transformers (combiners) are subject to the
same rules asnormaltransformers, lone action
totransformetc...) and allof the following rules.

Todesign a combining mecha, first design,
construct, andwrite-up the “greater” suit. Thisis
the makton inta which the lesser suits will com-
bine to form, and it need not possess any special
mechanics or hardware,

Themechanics forthe transformation cost
x0.5 of the “greater” mecha and are payad for
and carried by the “lesser” component mecha.
Thus the machinery may be divided between

FiIG. 5 DAMAGE SCALE CHART

L COMEBINED MECHA SUE MECHA# SUB MECHAKZ
Destructor Bion Gamma Bion Delta
Right Arm(10K) A. Wing(3K) L. Wing(3K) Tarso(3K)
Head{3K) Head(2K) Head(5K)

Head Beam Cannon{5K)

Beam Rifle(6K)

anyorallofthe lessermecha aslong as, in total,
the entire costis paid. Transformation mechan-
ics take a number of CP spaces equal to one
tenth the number of points that particular com-
ponent suit is paying for the transformation.
These mechanics may be placed in any
location{s| and need not be linked. There must
always be atleasttwolessermechainvolved in
a combiner.

Example: fa combiner unit costs 300 points and
has two “lesser” orcomponent mecha, the two
mechamustpayatolalof 150 points. These points
may be spfit evenly, or in any combination the
player desires. If the mecha split it evenly. they
would pay 75 poinis apiece, and each would
need fo make space for 7.5 CF spaces for the
transformation equipment. Thesespacescan be
placed anywhere on the component mecha.

Once the greater and lesser mecha have been
finished, a “damage scale” must be designed.
A damage scale is a simple chart that corre-
|ates the various servos and components in the
lessermechatothe various servos and compo-
nents inthe single greatermecha, By means of
this chart, a hitto a sarvo on the greater mecha
(forexample the leglwill also cause damage to
the servas from the lesser units used to make
up that leg. The only limitation on the arrange-
ment of the damage scale far your particular
combiner is that every servo and component
that can be targeted {hit) must be accounted

for. In addition, every piece must have at least
ane corresponding piece on the other half of
the chart. Finally, servas and command armar
must map to either more servos or mora com-
mand anmor, weapons must map to Weapans
{weapons include energy pools), and other re-
maining systems may map to any other remain-
ing systems.

Partafan example chartmightlooklike Fig.5s.
Thus a hit onto the Destructar's head (after ar-
mar and other protection) that did five Kills of
damage, would have to also do 2 total of five
Kills [directly to the head servos) of the Bion
Gamma and the Bion Delta. This damage must
be divided as equally as possible between the
two heads. (Clearly 3K and 2K is the mostequal
division of the damage. In cases such as this
one whare the damage is not equal to all parts,
the defender may choose which receives the
2K and which receives the 3K.)

Should any system or servo be destroyed,
any systems corresponding toit onthe otherside
of the damage scale are also destroyed. For ex-
ample,were the Destructor's head be destroyed,
50 too would be the heads of the Bion Gamma
and the Bian Dalta,

However, were the left wing of the Bion
Gamma to be destroyed, the Destructor’s right
arm would also be disabled {i.e., only the items
on the opposite side of the scale are disabled.)
Thus in this case, the Gamma's right wing and
the Delta’s torsowould both remainintact even
thoughthe Gamma’s otherwing was destroyed.

TRANSLATOR'S NOTES:

This is the system that most people in the play-
test revisions had trouble with, and | think it
warrants a few notes here. The first thing to
rememberis thatitis simpler than itlooks. The
Damage Scale Chart exists for two reasons.
Firstly, it tells you what parts go whare on a
combiner {for the sake of artistic values), and
secondly, it is used to allocate damage to the
component units when the combiner is hit. It
serves no greater function. So looking at our
sample chart, we know that the right arm ofthe
Destructorismade upofthe right and leftwings
of the Gamma and the torso of the Delta,

TWO ANAL NOTES:

Regardless of total cost, the weight of the great-
ar mecha must be exactly equalto the combinad
weights of the lessermecha, Also, be sure yaur
pilots have somewhere to end up, thatis to say
that if mare than one of your lesser mecha has
pilots, you'd bettar buy some spare cockpits for
the big mechal

COMBINING WEAPONS:

Sometimes itis desirable to have two or more
weapons comhbine into one mighty tool of
destruction. This is done in a similar manner
to combining mecha. Firstdesign the greater
weapon, thenthe lesserweapaons. The lesser
and the greater must all be of the same type
te.q. energy, projectile, energy melee, ar
melee - but not missile} The greater weapon
must occupy the same number of CP spaces
as the total of the CP space requirements of
the lesser weapons. {This is a good use for
gfficiency!) Now pay .5x the cost for the
greaterweapan, allocate the CP spaces, and
you're setl Like any transformation, putting
together and taking apart combining
weapons takes one action,




FIG. § COMMAND ARMOR TABLE
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COMMAND ARMOR

“¥mri's eyes!” shouted Lathrin as the Armored
Makowas rocked fromthe explosion ofthe Alax-
ander next to him. " hope this stuff stays on...”
With the destruction of the fast Drone, Lathrin
was alone, speading toward the center of the
huge Kargan drydock.

Lathrin knewthe mission was a suicide run,
or Fool’s Errands as they were called in the mil-
itary, but with Karen gone he didn’t really care
abaout anything anymore.

“Target achieved.” The voice was her's, a
gifton his birthday; Karen had pragramed his on-
hoard computer to speak in her voice....

“Initiate firing sequenca: Alpha-Seti-
Walter-Tal.” The words triggered the missile
systems inthe Command Armor, igniting the first
valley, and readying the second.

When the explosions started, Lathrin
thought back to Tal's speech; how he had said
that with the extra armor the Maka had a 70%
chance of surviving the explosion of the base's
powerpiant. Lathrinrealized he reallydidn’t care.

Command armor is an ejectable casing that can
be attached to the outside of a mecha’s servos.
It provides extra armoras well asadded spacein
which to mount additional weapons, thrusters,
WEApOnS, MANEUVEr VEIMIErs, Weapons, Sensor
packages, weapons, other stuff, and weapons.
Command armor is purchased by level (ie. Su-
perlight, Striker, etc...], by the kind of armor it
carries, and by the amount of maneuverability it
confers ar removes,

A servo may mount command armor no
more than two levels greater in size than the
sarvo itself. However, it may be as small as
desired. Because torsos are larger than limbs,

comas in three sizes, only one of which is ap-
propriate for a given servo type.

Main BoDy:
Read acrass the row ta find the statistics for the
given level of command armar,

ARMS / LEGS:

Similar to above for main body, Clearly &8 Mega-
Heavy arm can support less equipment than a
torso of equal level,

OTHER:
As ahove. "Other” includes heads, wings, tails
and other such stuff,

CP SPACES:

Thisis the number of additional spaces provided
by the command armor location. Commandfar-
maortakes no CP spaces from the servo towhich
itis attached.

may be negated by mounting an additional spe-
cialmaneuververniardiractly ontothe command
armor itself (such verniers should not be can-
fused with tha normal maneuver verniers de-
scribed under Maneuvar Thrusters.) The vernier
systems take up some of the CP spaces and cost
alittle extra, howeaver they bring the weight fac-
tor down to zero,

Waight CPSpace Penalty Cost
A 1 2
2 3 4
3 ] 7
4 10 1
5 15 16

The weight factor of all command armar loca-
tions (thase not equal to zero) are then totaled
and subtracted from the mecha's MV,

ARMOR:

This is the number of points of armor provided.



The “type” of the armor {cf. Refined Armor) is
determined bythe column from which the costof
the command armor location was read.

CosT:

Each of the five cost columns corresponds to
a different type of armor protection. All
commandarmaran a givenmacha need not be
of the same “type.”

On any tum, the command armor on a suit
may be ejected atthe costof a single action {and
thus the maneuver penalty removed). Thoughthe
ejection processis quick and easy, this does not

mean thatit’s as easy to put back on; in fact, this.

takes substantially more ime (GM's decision).

When a servo with command armor is hit,
the command armor takes damage first and is
reducedin stopping power as appropriate. Then
the ramaining damage (if any) is applied to the
systems inside the armor, Should there be any
remaining damage, itis then applied to the servo
beneath as narmal. Mo matter how much dam-
age a command armor location sustains, it re-
tains its weight penalty until itis ejected.

NOTE ON PURCHASING

COMMAND ARMOR:

The player should pay for the command ar-
mor and all the systems it contains after the
rest of the additive systems are completed
for the mecha. Then the player must decide if
the multiplier systems {Stealth, Transforma-
tion, etc...) affect the unit when the command
armor is on or off. If the systems function while
the suit is wearing cammand armor, the cost
for the armor is added to the suit, then the
multiplier costs are figured. If the mecha can-
not use the multiplier systems when the com-
mand armor is warn, the multipliers are fig-
ured before the cost of the command armor
is added on the mecha’s final cost.

Electronic Warfare Svite
4

ELECTRONIC
WARFARE
(ECM & ECCM)

“Lordy, look atthose things. ™ Vino had his finger
painted at the dozens of tiny specks on his radar
SCreen,

“Looks like an entire Kargan attack force,
but f can't believe they're that stupid. Qur auto-
mated defense systemswill cut themtoribbons.”
replied Jana, looking suspiciously at the scraan.

“Must have been &8 malfunction in the sys-
tem, " Vino said looking closeratthe screen, "See,
the targets are vanishing off all our sensors, and

the readings show them to be too high to have
ducked under our radar. Who would be intarest-
ed in this rock anyway?"™ He spun his chair to
examine another sensor. “Missile target sensaors
read negative. Maybe it was a pack of Floatars
that the sensors picked up on a fluke?”
“Maybe,” said Jana, twirling a long strand
of blonde hair between her fingers. “But | don't
like the smell of this. I'm calfing in."
Shewashalfwayto the communicatorwhen

the Kargan missiles began to fall.

Electronic warfare systems come in two basic
categories {as far as the rules are concemed)
into which all such systems fall, The first, ECM
{electranic counter measures) serves to hinder
enemy electroniceurveillance ortracking equip-
ment. The second, ECCM (electronic counter-

countermeasures) is a special kind of electronic
warfare designed to counteract ECM type sys-
tems and thus penetrate their effects.

When EW packages are purchased, they
must be one of four types; three afwhich fall into
category numberaone;the fourthis catagory num-
ber two. Pilots need not make rolls to use ECMY
ECCMtype systems, rather, theirelectronic war-
fare system hasavalue (EW points)whichis equal
to the system’s listed value, though it may not
exceed the pilot's actual EVW skill.

Thethree ECM systems mustbe purchased
separately, but a single ECCM system is suffi-
cient to protect against all forms of ECM,

The three types of ECM are as follows:

MISSILE JAMMING

Suits attacking a mecha with this farm of ECM
must subtractthe target’s ECM points from their
to-hit rall.

ECCM vs, Missile jamming: ECCM may be
used to counter an opponent’s ECM points on a
one to one basis. If the attacker's ECCM paints
are greater than the defender’s ECM points (or
the opponent has no ECM system), the attacker
may add one to any missile attack rolls made
against the particular target, The bonus never
exceeds one, no matter how much larger the
ECCM system may be.

SENSOR JAMMING
Enemy suits must subtracta numberofranks from
the effective level of their sensors equal to the
number of ECM points the target has (to a mini-
mum of Superlight). This effective level is what
must then be used when checking to determing
if your suit is within sensor range,

ECCMvs. Sensorjamming: Should the scan-
ning suit possess ECCM, it may count jts ECCM
points againstthetargetmecha's ECM points on




FIG. 7 ECM EFFECTS TABLE

VALUE
# 1 2 3 4 5 B 7 i 9 10
Cost 1 2 4 G 8 12 16 20 25 30
RADIUS
Hexes 0 1 3 5 [ 10
Cost x1.0 x15 x2.0 x2.5 x3.0 x3.5
BEAMER RANGE
Hexes 0 2 4 B 8 10 20 100
Cost x1.0 ¥1.2 x4 x16 =20 x2.3 %2 b x3.5

a one to one basis. Should the scanning mecha
have more ECCM paints than the target mecha
has ECM points, no additional bonus is gainad,

RADAR JAMMING

When attempting to find a mecha with a long-
range spotting radar, the scanning mecha must
subtract the target mech's ECM points fram his
scanner-use/Awareness Roll.

ECCM vs. Radar jamming: As with ECCM
vs.missilejamming, ECCM points may be count-
ed against enemy ECM points at 2 one to ane
basis with the usual plus one to the scannar’s
roll if the scanner has greater ECCM than the
target has ECM.

ECCM

The secand type of EW, and the fourth buyable
system. ECCM only actsto counter athertypes of
EW. The effects of ECCM are listed under the
other types of EW.

IMPORTANT: All electronic warfare sys-
tems take one action to operate each time thay
are wsed. Thus it may be a good idea to have a
separate pilot whose sale function is to oparata

the EW equipment. &n EW system may be used
any number of turns provided the appropriate
number of actions are spent,

VALUE:

This is the actual maximum number of ECM or
ECCM paintsthe systemis capable of putting out.

RaDius:

Radius is an aptional advantage that may be
used with any of the three ECM systems to con-
fer the full bonuses of the ECM system upon all
mecha friendly or otherwise within the radius
inhexes ofthe generating mecha.Radius ECCM
has the effect of impeding the ECM systems of
all suits (friendly or otherwise) within the listed
range. Thus, suits within the listed range would
suffer just as if their targets had a number of
ECCM paoints equal to the ECCM points in the
raduis effect.

BEAMER RANGE:

This is the range up to which the protection of
one ofthe ECM systems may be conferred upan
anotherunitvia atight ECM beam. ECCM beams

serve to hinder the target mecha in the same
way as described above under Radius. In this
latter case, an attack roll must be made using
the EW skill of the firing unit, a successful hit
meaning thatthe beam hasachievedits desired
effect. ECM or ECCM systems with Beamers
and Radius may generate the radius effect de-
scribed above from any point within the beam-
er's range. EW beams may be reflected by re-
flector systems as per Beam Weapons and arg
considerad far purposes of that system ta be
Beam Weapons with a yield equal to the num-
berof ECM points being applied. EWbeams lose
[cumulatively) ane point of intansity if they are
fired from, fired art, or for each time it is reflect-
ed by @ mecha with an active Beam Refracting
cloaking system.

Becausa EW systems require anenarmaous
amaount of similar equipment for all four system
types they need not be replicatad, and thus all
EW systems purchased after the first (and most
expensive) cost half.

MNOTES: ECM & ECCM systems are de-
stroyed whan the mecha carrying them has its
sensars hit and destroyed.

The first ECM, ECCM system bought takes
full CP spaces forits cost, other systems bought
afterthe firsttake no space. They simply use the
existing equipment.

ENERGY
ABSORBERS

“Bythe Emperor, whatis that thing!?* Ebanflack
asked to the empty air of his cockpit. Qutside his
viewscreen, the Brotherhood mecha was laying
waste to all it cowld reach. Al the Kargan's plas-
ma weapons might as well have been masguite
bites for alf the harm they were daing.

“It’s those damnable black plates, | just
knowitis.” he stated as he watched throe Death-
staker mecha destroyed by one sweep of the
Brotherhood unit’s huge gun,

“Why doas this pifat hate Deathstalkers
so much? They are so out of date, they are only
armed with...” Ebonflack suddenly had the an-
swer—he couldn't believe he had been so stu-
pid. A quick look with hisimage enhancer con-
firmed his suspicions. In several places the
bfack plates covaring the mecha were chipped
and damaged.

“All units, attention all units.” Ebonflack
realized hie was breaking protocol by violating
radiasilence, butnow sunavalwas the anly thing
on his ming, “Attention,” he repeated, “All units,
usgonly projectie weapons, repeat, use only pro-
jechleweapons. Deathstalkers, Warstaikersand
Vipers use your 150 mm guns, alf others use your
secondary auto cannons, Blow the black plates
off this thing, then we can finish it off. ™

Ebonflack didn't toferate any interferance
with tis plans, by gnyone.

These systems absorbincoming energy pulses
and store a portion of the power in massive
batteries forlateruse. Whenevera suit equipped
with an energy absorber system is attacked by
an energy weapon [heam weapon, energy
malee weapaon, or nuclear blast) a fraction of
the damage equal to the systam's “absorption
coefficient” is remaved from the total number
ofincoming Kills before normal damage resolu-
tion, This number of Kills is then stored in any
available energy pools (see Energy Paols, pa.
18) as energy points to be later discharged as
attacks or screens. Forthese purposes all frac-
tions are rounded down.

CosT:

Energy absorbers are cost multipliar systems.



FiG. B ENERGY ABSORBER TABLE

COsT ABSORPTION COEFFICIENT o CP SPACES MAXIMUM ARMOR
x1 /5 | 4/5
%2 1/4 2 bl 34
xd 13 3 213
x4 12 4 1/2
ABSORPTION COEFACIENT: the listed number of CP Spaces. This number

This is the fraction of the incoming damage that
is removed and stored in the suit’s energy pools
on a one to one basis {one Kill to one point.) This
quantity is also removed from the Kills of the in-
coming attack before applying the damagetothe
armaor/servo that has been hit.

CP SPACES:
Due ta the cavering nature of the absorption
system, each component protected must pay

afspaces mustalsobe paid by shieldsthatare
to receive the protection of the absorption
system (thus such shields must be “binders”
cf. Shields.} A mecha designer may decide
which locations ha wishes to protect when
the mecha is designed. Only these locations
are “protectad” when hit, and only these must
sacrifice CP spaces. Regardless of how many
companents the system protects, the cost is
still the sama,

Energy Absorher system

Ene Absorber
system [detail]

MaxiMmum ARMOR:
Mot only do absorption systems occupy inter-
nal space, they must also occupy a portion of
the servo’s surface where armorwould usually
be found. For this reason, a “protected” loca-
tion may carry only the listed fraction of what
waould be the normal maximum far armor, In the
case of binders and command armor locations,
the amount of protection is simply reduced to
this fraction ofits original value. The absorption
process takes place when a servo is hit. If a
command armor location is hit that is not pro-
tected, absorption does not accur, except an
the damage that blows through to the {presum-
ably) protected serve underneath.

NOTE: All mecha with an energy absorp-
tion system MUST have an energy pool to store

the absorbed energy in. Without one, this sys-
tem is useless.

ENERGY MELEE
WEAPONS

Kinna was hard pressed; the Viper had de-
stroved her main laser cannon and her head
auto-cannans. Nowthat she was virtually weap-
anfess, the Kargan closed in far tha kil

“Comealittle closer, tough guy. " Kinna said
between clenched teeth, Her maneuver was a
risky one, but she had pulled it off befare. Luckily
the Kargan was falling for it He was trying to run
her down, forcing her to panic before he admin-
istared the final blow. Whoever this pilot was, he
Wwas a sadist,

A dumb sadist

Kinna's Shairt Delta held its hands out-
stretehed, almost as if it were pleading, begging
the Kargan to spage her life. The Kargan ignored
the gesture, fiying right up to the Delta and plac-

.
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Energy Melee Weapons

ing the huge plasma cannonin front ofthe Dalta’s
head, Atthe same time Kinna activated the ener-
gy lance built into the Deita’s wrist

The Kargan pilot was vaporized bythalance
before hehadthe chance to pull the triggerafthe
plasma cannon,

Energy melee weapons are commaon, var-
satile mecha-sized versions of the human-size
plasma sword, Highly costefficient, these weap-
ons provide massive destructive power, aswell
asaccuracyandeconomical costefficiency. Oth-
erthan the CP space requirements forthe hands
used to wield them, non-automated ENW s take
no CP spaces, Automated energy {pg. 18) Melee
weapons take CP spaces as normal.




FIG. 9 ENERGY MELEE WEAPON TABLES

—
DAMAGE
Kills: 1 z 4 6 8 10 12 15 18 20
Cost: 5 1 2 4 6 8 11 18 22 3
ACCURACY
Wa: -2 -1 1] +1 +2 +3
Cst: b %8 x4 x1.0 x1.5 x2.0
TURNS IMN USE
Turns 1 3 5 10 e
Cost %3 X5 %7 %9 X1.0
ATTACK FACTOR
AF 1 2 5
Cost x2.0 x50 x10.0
DAMAGE: ATTACK

The same scale as the damage done by Beam
Weapons. The damage done is approximateby
equal to ten times the power (in Megawatts) re-
quired to operate the weapon. Energy melee
weaponsare capable of sustainingdamage aqual
to one quarter of their yield.

ACCURALCY:

This is the ease with which a targetis hit with a
given weapon. This is related to many aspacts
the weapon's design, chief among which is the
weapon's length.

TURNS IN USE:

This is the maximum number of full turms {not
actions)thatthe weapon can remainin use. Sim-
itar to limited shots for Beam Weapons, thisis a
good way to reduce the cost of otherwise ex-
tremely expensive weapons,

FACTOR (AUTOMATED):

Like wide angle or autofire for Beam Weapons,
attack factor is an option that need not be
purchased, Weapons with an attack factor are
called “automated” or “point defence.” In the
form of small energy beams or an offensive-
ariented energy screen about the suit, this
system will automatically attack all enemy
mecha coming within one hex of the suit. Such
systems may attack a number of separate
targets up to its “attack factor” during the
course of a single turn, however, they will not
{during the course of single turn) attack asingle
target more than once without the mecha
expending actions for the additional attacks as
narmal. Although automated EMW's are never
hand held, they are often (not always) mounted
away from the main body of the mekton anwings,
pylons, or tails.

ENERGY POOLS

“Sowhat's this thing supposad to do?” asked
Kamir, pointing to & section of the readout in
the plans.

“lts nama isthe HyperSystems 4520; tech-
nically, a plasma relay subsystem and extan-
sion unit. We in development have nicknamed
it an enargy pool,” answerad the older techni-
cian, looking smug.

“Just what is an energy pool?” Jade, Ka-
mir's secand in command, inguired

“Wel, my lady, ” the technician continued,
payingmore attention to Jade's figure thamnta her
face. “In layman’s terms, an energy pool is the
power source for any number of plasma-based
systems: beam rifles, plasma swords and farce
fields. The only difference between this power
saurce and the anes already instafed on the
weapons inquestion, is thatthis one has multiple
extension units, With the potential for unlimited
varsatility!”™

"Izee, "interrupted Kamir, “Wecanuse this
thing, as a gun, a sword, or a force field, depand-
ing an the situation, The advantage in battle this
will give us over the enemy will be enormous!”

The technician simply smifed.

Rawenergy atyour disposal, seething, crackling
waiting foryour direction, waiting to do your bid -
ding; tokill, maim, destroy...ahem.Anenergy pool
providesa versatile method inwhich to give your
mecha access to a variety of different weapons
and defenceswithoutthe enormous costorspace
requirements or buying eachsuchsystemindivid-
ually. When a poolis purchased, thedesignercra-
atesa "portfolio” of BeamWeapons, Energy Me-
lee Weapons, and Reactive Shields{force fidlds ).
The pilat may switch between the various func-
tions in the portfolio atthe cost of one action.

Energy pools take up CP spaces in the nor-
malway, andtheir costis determined by both the
size of the systems that they can amulate, and
the number of weapons and shields allawed for
by their portfolios. Energy pools are targeted as,
and may be linkad like, normal weapons. Linked
energy poals may fire weapons simultaneously
but may not combine their available power,

Systemsinporifoliosare designedexactyas
normal,thoughweapons ofthis sortmay nothave
“limited shots,” “warm uptime, " or “turnsinuse.”
These systemsneednotworry about CP space re-
quirements. In ane action a pilot may switch the
function ofthe pool between any of the functions
of the portfolio. Though the systems in a portfolio
cannotbechanged during combat, itis often pos-
sible tomodifythemwith sufficientamounts of re-
programming, hardware modification, andtime. In
the case ofunlimited portfoliositis stillagoodidea
tohavethemostcommonly used systemsalready
designed. This will speed play and make these
“infinity pools” much mare usable,

CosT:
This is the cost of the pool in CP's and the CP
space requirementfor the system, Becausethe
space necessary for this system can be im-
mense, Energy Pools are often split betweaen
multiple locations. The energy pools may also
be hand held. One mightwant a beam rifle with
twa or three modes (one for autofire, one for
wide-angle, etc); this would be well accomma-
dated by a pertfolio two or portfolio three enar-
ay pool.

The netcostofan energy poolis calculated
by multiplying together the base cost for the sys-
tem and the multiplier for the portfolio size.

PUWEHRUA]LABLE
This is the number of energy points {CP's) that
any single weapon or shield may cost.



FIG. 10 ENERGY POOL TABLES

COSTESPACE POWER .ﬂ.'ul'E.ILAB].E MaxIMUR POWER KILLS
o 10 el Battery : 50 5
20 . 10 40 g7y 7
40 0 50 10
&0 20 60 13
Portlalio Size
# 1 2 3 ] 10 o
Cost x6 75 x1.0 x1.3 ¥15 xi.u S
"Batteries” have no available power. Keep in . KILLS:

mind that this energy is not “used.” Itis always
in the Pool, and all it does is requlate the level
af power that the Pool is capable of simulating
in its functions.

MaAXiMUM POWER:

An energy pool may store energy paints ab-
sorbed by energy absorbers, At any time the
current energy is equal to the available ener-
gy plus any absorbed (stored) energy. Energy
pools can emulate systems with costs greater
than their "available power” using stored en-
ergy to make up the difference; however once
the stored energy is used, it is gone, If a pool
or battery’s current energy should be forced
to exceed the listed maximum energy, the pool
or battery explodes, automatically taking with
it any servos, hands, binders, or command
armor locations in which the pool, battery, ar
partions thereaf are mounted. For the cost of
one action, 8 pilot may divert stored energy
from one poal to another or “purge” 5 points of
it, to help avoid this unfortunate catastrophe.
When extra power absorbed from an outside
force is used{allthe played need dois specify
that he is using it}, it is expended, unlike the
standard Pool energy source.

A poal may take this number of Kills of damage
before being destroyed.

PORTFOLIO:

The different pools have different ranges of ap-
plication. The portfolia value is the number of
difterent systems the pool is capable of emulat-
ing. The portfolio sizeinfinity is for “infinity pools™:
such pools may function as any Beam Weapon,
EnergyMelee\Weapon,orForce Reldasisneed-
ed. [tis advisa bleto designa numberof common-
use items to speed play,

TRANSLATOR'S NOTES:

Ok, this is another system that seems towarrant
a few comments. Firstly, an Energy Pool is a
weapon, and is treated as such. If it mounted in
the torso, it is treated exactly as a weapon
mounted inthe torso (for damage purposes). Ifit
is hand-held it has all of the advantages and
disadvantagesaofa hand-heldweapon. Secondly,
the weapons and shields that are designed for
the Poal are “functions” of that Pool. This is why
they don‘t take up space. If the Pool is hit and
destroyed, all of the “functions” are destroyed
as well, Thirdly, the Pool can look like whatever
youwantitto [see below). No matter what forms

or functions the Energy Pool has, it can always
take the damage listed under its kills,

As an example, we'll take a look ata com-
mon anime show. Inthe series Mobile Suit Zeta
Gundam,the Zetausesitsbeam sabersasranged
beam guns when transformed (in fact, this is a
common trend in the Gundam universe; many
mecha can), sothese weapons have two “func-
tions,” one as & beam gun, the other as a beam
sabre. 5o in MTS these would be designed as
low-powered Portfolio 2 Energy Pools, with
enaughspace efficiencytomake them hand-held.
We decide that the Energy Poals look like stan-
dard beam sabre "hilts,” and wa're in business.
While this does make the £eta’s “beam sabres™
fairly expensive, itdoes allow for a much greater
versatility when dealing withthose pesky Titans.

ENVIRONMENTAL
PROTECTION

These systems allow the equipped mechatofunc-
tion normally in an adverse environment, When
purchased, the mechawillignare alithe penalties
{listed under each environment) that will usualky
applyto mecha acting in that environment.

It should be naoted that all mecha are as-
sumed to be built with & certain level of enviran-
mental resistance, soa referee should only apply
the penalties to action under "extreme"” enviran-
mentalstrass; e, the north pole, or a desertworld.

Unless otherwise noted, all protection sys-
tems take up no CP spaces on a mecha.

ARCTIC:

This protaction takes the form of heawvy insula-
tors, keeping the mecha warm and preventing
the servo joints frgm becoming brittle.

Cost: 2CP

Penaltieswithout protection: For every day
inthe arctic environment, the mecha must make
a d10roll. On an 8-10, the mecha's servos have
seized up fromthe cold, andthe entiremecha is
useless for 1d6 days asthetech crews give ita
thorough defrosting.

DESERT:
This system protects the mecha from desert
gnvironments, protecting the servaos and
systems from overheating or getting clogged
with sand.
Cost: 2 CP

Penalties without protection: For every
three turns spent in active combat, the mecha
pilot must make a Luck roll. If the Luck roll fails
a random system overheats/jams and fails. A
Tech roll will bring the system back on-line.

CHART FOR SYSTEM MALFUNCTION:
1 Servo[chosen randomiy)

2 Sensors
3 Weapon{chosen randomly)
4 Other System{chosen randamly)

5 Transformation systems (if mecha is not
transformable, then serva)

6 Powerplant: all systems down.

UNDER-WATER:
This system allows a mecha to function nor-
mally in and under water. However deep sea
units should still buy high-pressure protection.
Cost:1 CP

Penalties without protection: -2to all attacks
by ranged weapons, and all ranges on projectile
weapons are halved. If a non-protected unit is




damaged in the torsao (i.e., armor is penetrated
and servois damagad)while underwatar, itmust
surface ar risk {75%) flooding and sinking.

SPACE:
This protection not anly allows protection from
the hard vac of space, but also fine-tunes the
thrusters of a mecha so it will not go spinning
out of control at the smallest turn.
Cost:3CP

Penalties without protection: -2 to all ac-
tions (piloting, gunnery, etc.), asthe unitis over-
raacting in the weightlessness of space. |f the
torso servois damaged in any way, tha pilatwill
be exposed tothe vaccum of space, and unless
protectad by a spacesuit, will die.

RE-ENTRY:
With this option, mecha can freely re-enter any
planet's atmosphere from orhit. Re-entry pro-
tectionisthe only environment system thattakes
up space, and may be placed in any or all ser-
vos of the mecha. The re-entry system takes up
space, so it can be damaged and destroyed
narmally, If any part of the re-entry system is
damaged or destroyed, it will not function.
Cost: 4 CP
Requires: 6 CP spaces

Penalties without protection: Ifa mechais
forced ta re-enter without protection, itis total-
ly destroyed. The only exception to this are
mecha with gravitic propulsion, which canmake
re-entry if necessary, butit may take aslong as
5 days to make the long, slow descent.

HIGH PRESSURE:

Mecha equippedwiththis option are better suit-
ed to handle the pressures of the deep sea, or
planets with an incredibly heavy atmosphere.
The protection takes the form of better designed
sarvos, capable of moving and functioning nor-

mally under immense pressurg, plus internal
OvEer-pressure,
Cost 4 CP

Penalties withoutprotection: Allactions tak-
enwhile inthe environmentare ata -2 penalty. In
a addition, all successful attacks that penetrate
armor on an unprotected suit da 2 extra Kills of
damage, as the high pressures continue to twist
and damage the servo after the initial attack,

ESPER LENSES:

“Da the Elarans know we have her?” asked
Jimbil Ran, the representative from the special
operations branch of the Kargan military.

“Notachance inthe world, " replied Ebon-
flack, "I shot her out from undar her own boy-
friend. Even he has given her up for dead.” A
wicked smile then crossed Ebonflack’s face;
insicle he was relishing the despair that now
gripped Lathrin Darkmoaor’s life.

"Are you sure using an Elaran far the test-
ing is 8 wise idea? The brainwashing might not
hold.” Jimbal looked nervous, realizing that the
Emperor would blame him for any mistake, “The
ESPar lans is a vary important project, and while
the woman has ranked high an all our tests, she
might still hold Elara too close to her heart to be
of any use to us.”

“Dan‘tworrymy friend, " Ebonflack s smile
broadened as the words came out. "She will
soon loathe the entire Elaran people for the
weaklingsthatthey are, especially hererstwhile
Tover'. The operation will be a complata suc-
cess. And our enemies shall be destroyed.”

ESPers, psionics, thenexteraofthe human race:
an evolution beyond normal men, these people
possess mental and metaphysical pawers so
greatthatthey are feared and revered. Anesper

Esper Lens Cockpit

lens is a form of psychic enhancer capabla of
tremendouslyincreasingthe psionic ability of the
pilat. By means of lens technology, esperscapa-
ble of teleportation would be able todo the same
fartheir entire mecha. Mare amazing is the abil-
ity of the lens to scale up offensive psychic man-
ifestationstothelevel ofmecha combat. Ina scale
one mecha, thetelekinesisthatonce moved kilo-
gramsnow moves asmanytons. Ablastthatonce
did a few Hits can now do as many Kills.

Esperlensas are constructed in the same
manner asweaponswith the axceptionthatthe
final resultis a costmultiplier number. Depend-
ing on the technaology, lenses vary in size and
are usually placed in the head, torsa, or linked
between the two. The-ESPer lens is a rare and
powerful item, It first appeared on Algal in
1519 outside of Muria), and was never a “cém-
mar item.” Itis unlikely that anyone othar than
a lord or noble would have access ta ana.

RANK:

Similar to ECM or ECCM value, this is the max-
imurn level of psionic ability (Psi skill) that the
system can scale,

DRAW:
This is the effectiveness with which the lens’
computers and electronic hardware
compensate forthe necessary powerrequired
for the enhanced effects rendered by the lens
system,

When an psychic pilot channels his en-
ergy through the lens, the energy expended
[psi points] is equal to the amount of power
thatwould narmally be required to perform the
ability undernormal circumstances, multiplied
by the listed value far the “draw.” Note that it
is possible to design lenses thatmake iteasier
to use psionics inside the mecha than else-
where (eg. draw equal to one half).



FIG. 11 ESPER LENS TABLE

RANK 2
F 1 2 3 4 5 B 7 8 9 10
Cost x2 x3 x4 x5 x7 x93 1 x13 XI5 X8
ORaw
# x1/2 %l x2 x5 x10
Cast x2.0 ¥1.0 %] x5 x3
BACKLASH
Hits 0 1 2 3
Cost %13 x1.0 x.7 =5
PORTFOLID
# 1 2 3 8 10 o
Cost x5 B x1.0 %1.3 %16 %x2.0
CP SPACES
Spaces 5 10 20 a0
Cost xl.3 x1.0 x.9 x.8

Example: If it is only necessary to expend one
P51 point to activate a Psionic power, a Draw
of x5 would take five poinis fo activate that
power through the lens.

BACKLASH:

Thoughthe greater partion of the electronics for
an esper lens are usually located in the head or
torso {or both), the fine electronic networks of
the lens must also reach through every ather
companent of the mecha. It is this network that
allows for the pilot's psychic awareness to he
axpanded ta the limits of his suit, and for his aura
to be magnified to the extent of the mechanical
body in which he now functions. Unfortunately,

this network often has a tendancy to carmy elec-
trical pulses and feedback to the pilat when the
mechais hit. Asthe pilotfeels the awe some pow-
erofhis mecha, sotoomusthefealits pain. When-
ever a servo, command armor location, or any
other companent with the exception of armor
plates and shields, is completely destroyed, the
pilot suffers the listed Backlash value worth of
Hits directly to his head, ignoring armor or other
protection the pilot may be wearing.

PORTFOLID:

Most lenses are designed only to handle a se-
lectgroup of psionic powers. The portfolio val-
ueisthenumberof such powers thatthe partic-

ular lens is capable of enhancing. Portfolio in-
finity lenses are the most potent of all; these
“infinity portfolios” can enhance any psychic
power. The powers in a portfolio must be spec-
ified when the mecha is designed.

CP SPACES:

This is the number of CP spaces that the lens
must occupy. Lenses are the only system that
may not be efficient, thus they must occupy the
listed number of spaces. Esper lenses may be
split between multiple locations (or even multi-
ple mechal as outlined in Linking Systems. As
usual, should any partion be destroyed, the lens
is no longer functianal,

OPTIONAL MEKTON Il

PSIONIC SYSTEM.

The People of Algal are the descendants of Hu-
mani and Elomoni settlers fleeing the Compact of
the Emparor of the Bendar Spiral. As a result,
almost every human on Algol has some of the
Elomani heritage in their genes. And, as a result,
in addition to wildly ranging hair and eye colors,
thereisalarge, but mostly dormant Psionic pool,

Histarically this pool has remained mainky
untapped, with the Murians “recruting” almaost
all of the Psi-capable Algolians into their
“bratherhood.”

But with the coming of the Orbital war, and
with greater exposure to the Murians after the
Murian peace, the various nations of Algol have
begunto acknowledge, and even exploit, Psion-
ic potential.

The ESPerlensisdesignedto be usedwith
this systam. If this system does not suit you as
areferee, feel freeto create onethatdoes. After
all, it's your game.

CREATING A PSIONIC CHARACTER:
First,create a characterasnormal, using allthe

procedures listed in Mekton |1, IncludeLifepath
and skills,

In order to qualify for Psionic potential, the
Character must have a Luck stat of greater than
7, and an Intelligence stat greater than 5. If the
Character meets these requirements, the player
must roll 1d10. If the character is male, he has
Psionic potential ona 10, iffemale she has poten-
tialona3-10.(Records showa greaterdominance
of Elomani genes in female children on Algol.)

[f character has Psionic potential, the play-
er then rolls anothar d10, recording the num-
ber. This is the character's Psi Power. It is &
stat, and should be recorded with all the other
stats, Aftarthe character’s Psi Poweris recard-
ed, the next step is to decide if the character is
Active ar Patential,

ACTIVE AND POTENTIAL PSIONICS:
After the character has recorded his Psi Power
on his sheet, the referee must decide if the char-
acteris an Active Psionic or a Potential Psionic.
If Active, the character is assumed to have full
knowledge andlimited control of their power, Add
four years to the characters life(they spent that
time being trained by the government of the ref-
eree’s choice.) All active Psionics automatically
start with 2 Psionic Skills at 1, and one at 3.

If the Character has Potential, they may
well spend tha rest of their lives without knowl-
edge of their power. There are only three ways
a potential Psionic’s powers will ever emerge.

1. Trauma Anycharacterin a life or death sit-
uation may manifest a level of Psionic pow-
ar, In this situation the referee may call for

a luck roll. If the luck roll succeeds, then

they charactermaymake a roll using his Psi

Power. Ifthe Rollis equalto, argreaterthan

fifteen, the character's powers manifestin

an attempt to save his life {or the life of a

loved onel,




2. Schooling: Almast all highly-trained and
powerful Psionics with the Aura Reading
skill have the ability to recognize a person
with Psionic ability. tis possiblethat a Psian-
ic may take the character under their wing
during the course of a game, andteachthem
how to use their powers. If this occurs, itis
left ta the referee on how quickly the char-
acterlearnstomastertheir abilities. Allgov-
ernment teaching is a long and complicat-
ed situation. If a character enters this type
of schooling, itwill likely put them out of the
campaign for multiple years.

3. Bonding: A often painful, rather abrupt
methodofintroducing anovicetotheir own
Psianic abilities. When two psionics, Ac-
tive or Potential, are within Telepathic
Sending range, and one uses a power
expendingmarethan 4 Psipoints, they both
run the risk of "bonding™ with the other.
Both must roll the same number on a d10,
if they do, they bond. The roll is made ev-
ery time the situation calls for it, until the
Psionic is bonded. Mo one is certain what
the banding is, or why it occurs, butitis a
documented fact. Once two people have
bonded there is no returning, they will be
bonded for life. The two people bonded
become obsessed with each-other, with
several possible outcomes.

The two may fall deeply in love (if the apposite
sex), or become bitter enemies, or any other
comhbination of strong emotions. They will be-
cometotally nbsessedwiththe other, evenifthey
have never seeneachother face toface(whena
ESPerlensis used, the rollis stillmade). This can
become vary deadly if tha two bonded are on
different sides of a war. While victim’s with a
strong will can demy the more physical aspacts

of bonding, they will always be "Eb“ ssad " with
each other. If a character with Potential has
bonded with an Active psionic, that charactar
will begin to shaw his own talents,

A person can only bond once in their life,
and once bonded need never roll for bonding
again (evenifthe onginalbonded parmerisdead).

PS1 POINTS

Once a character becomes an Active Psionic,
thatcharacterwill be assigned Psi Paints. These
points initially start at the same number as the
character's PsiPower. These pointsare record-
ed on the character sheet, They are a flexible
number, and will be expended over the course
of using Psionic abilities,

In order to use any Psionic skill, the character
must paythe numberof Psi points listed with that
skill. Psi Points are determined by the
Characters Psi Power, The resultingnumberis
the Character's Psi Points. These should be
listed as Hit Points would be on the Character
Sheet. Used Psi Paints are regained with a full
ghours rest. Thisrestneed notbe sleep, butthat
charactercanundertakeno strenuous actions
during this time.

How PsI POINTS ARE SPENT
Every Psionic power has a listed Cost Thisis the
number of Psi points that must be expended ta
activate a single lavel of that Psionic. So a Psi
with & cost of §would require an expanditure of
4 Psi points to activate 1level of the power, & for
2 levels, etc...

Example: Jillia has a Psi Powerof8, soshe
has 8 psi points. She has the Telepathy Psiat a
skill of 4. She wishes to activate the power. Te-
lepathy has a Psicostof1, so forevery skilllevel
she wishes to activate will cast her 1 psi point.
So she can “fully” use her power of telepathy;

it would only cost her 4 points. If she had the
skillat 10, she could only activate 8 points waorth
iher max psi points), or a skill level of 8 when
using the skill instead of her full potential of 10,

Thismeansthatmanycharacterswillhave
skills in psionics that they can’t use, at the
mament.

ADVANCING PSI POINTS

Psi points are eamed like IP. Itis up to the Ref-
eree on how powerful he wishes to allow his
psionics become. If the campaign is low-pow-
gred, don't allow the characters to have over
their Psi Powerin points. If the referee wants a
more powerful game, he should allow them 1o
advance however far he feels is appropriate,

PDINTS TO APPROX. POWER CHART

1-20: Low Power
21-40: Mormal Power
41-50:  Medium Power
51-60: Maedium-High
61-70:  High

T+ Very High

RESISTING A PSI POWER

Any person who is “attacked” by a Psi, [has a
Power used on them against their wishes) has
a chancetoresist, This resistance rollis a basic
opposition roll between the two partiesinvalved.
If the attacker wins, the Psiworks as normal, if
the defender wins, the Psi has no effect, but the
attacker expends all the Psi points he putinto the
attack (this includes the points he used to "acti-
vate” the skill, as well as any he pumped into the
attack asahonus]. Ifthe Defenderis Psionic they

have the option of adding their PsiPower and any,

extra Psi paints they wishto putinto the defense,
in addition to getting the normal stat defense.

The formulas for the opposing rolls are as
follows.

Artacker{using Psi)=(Psi skill}+{extra Psi
Points expended)+(Psi Power)+{Roll)

VERSUS

Defender{resisting) =[Appropriate Stat[see
below])+ Psi Power[if any])+Psi Points[if
any]}+{rall)

POWERFUL PSIONICS
Psi points work on a sliding scale. It is entirely
uptotherefersetoputa ceiling on Psionic points
far HisfHer campaign. If the game world has
powerful Psionics in it, they should give out Psi
Points like IP, and allowthe villains to gain great-
ernumbers of points, Ifthe mare powerful psion-
ics are nat desired, never allow anyone's psi
paints to go above the basic max of 10, this will
keep all Psi activity at a minimum.
Wheninterpreting the effacts of an ESPer
lens on various powers, the following chart
should prave useful.

Scale:  Ranges  Weights Damages
1/5 scale x10 x100 X2
1-1 scale x25 x1000 =10
10-1scale %250 x10,000 =100

100-1 scale %2500 x100,000  x1000
THE SKILL CATEGORIES

All Psionic skills fallinto 4 Categaries, they are:
Mind, Body, Force and Will. These categories
define how others resist Psi powers.

Stats used to resist each Psi are listed below:

Mind:  Intelligence
Body:  Body Type
Force:  Luck

Will: Coal

Mote: Luck points may be expended to help
defend against any form of Psionic attack.



PSIONIC SKILLS:

Fallowing is a partial list of the Psionics found on
Algol. An asterisk (*} by a power's name means
itis capable offunctioningthroughan ESPerlens.

MIND PSIONIC SKILLS: TELEPATHY*
Cost to Activate: 1 Psi Point per skill level.
Description:Telepathy is the basis for all mind
to mind communication. With it, two individuals
may communicate over distances, even if they
cannot see each other,
Level Effacts:

1: The Psionic may send simple thoughts or

ideas (Aunf, Look Jut!, A Bamb!, etc).

2: The Psionic may send or receive simple
thoughts {as abave),

J: The Psionic may send and receive simple
thoughts {as above),

4: The Psionic may send complex patterns
{narmal speech). Can send to two people at
ance.

5. The Psionic may send and receive com-
plex patterns {normal conversation). Can
send to 4 people at once.

6: Conversations with up to 10,

7: ThePsioniciscapableoftransmitting large
amaounts of data(10 minutes worth of talk-
ingintwo saconds). Can sendto 10 people
at once.

8: The Psionic is capable of receiving large
amounts of datalas abava).

9. The Psionic is capable of sending and re-
ceiving huge amounts of information (a

good hour'swaorth ofinformation exchange
can take place instantly). Can send to 20
paople at once,

10: Can send to 40 peaple at once.

Range: 100 yards per Psi level, +1Km per extra
Psi point expended.

Duration: The mind-to-mind contact lasts up to
10 minutes per skill level, and may be severed
by the Psionic at will, or by the recipient on &
successful resistance roll.

Special Rules: Atelepathic communication has g
certain “feel” to it. So the recipient will always
knowit's 8 cammunication, rather than an attack.

EMPATHY*
Cost to Activaie: 1 Psi Point per skill level.
Description:The ahility to “read” the emotional
state of the target, and at higher levels influ-
ence them.
Lavel Effects;

1: The Psionic gets basic feeling from target

\good, bad, indifferent).

2: Psionic receives more complex feelings
{very good, somewhat bad, pain, etc).

3: Basic emotional pattems {love, hate, joy,
sadness).

4: Moderate emotional pattems |hate Kar-
gans, love Nancy, jealous of JSim, etc),

5 Complex emational pattems and their rea-
sons|/amnervous because ! plantad a bomb

in the airport and | hope no one finds out).

6: Make slight modifications on existing

emations (mellow intense hatred, sup-
press homicidal rags, etc),

T: Make moderate modifications on existing
emotions {mellow hatred to neutrality, in-
crease like to a moderate love, etc)

8 Make massive modifications to existing
emotions (ke to passionate lave, dislike
to intense hatred, etc).

9: |mplant moderate emotions (ke or mod-
erate fove, dislike or distrust, etc).

10: Implantintense emotions (passionate love,
suicidal depression, etc).

Range: 10 yards per Psi level, +100 yards per
extra Psi point expended.

Duration: The active madification or reading of
a persons emotions are instantaneous. The af-
tereffects (ifany) lastone day per Psilevelused,
If the changes are massive, ar harmful to the
character they receive a Coal rall vs. diff. 15
{per daylto break the effects.

Special Rules: Any empathy skill usage on a
person is considered an attack, so the target
gets the normal chance to resist,

Psi BLAST

Cost to Activate: 3 Psi Points per skill level.
Description:The ahility to shoot a bolt of psionic
“force” against a psionic foe. The attackis use-
lessagainsta non-psionic foe. Thetargetmustbe
withinvisual sightin orderforthe power towork.
Level Effects:

1: Minor headgche, target loses one {next)
action.

2: Majorheadache,targetlosestwoactions.
3 Intense migrainge; target loses three actions,
4: Brain twists in its little pan, lose one turn.

5: Major feedback in the ol noggin; target
loses two turns.

B: Brain shuts down, target out of it for 3tums.

7: Ow! All synapses fire at once! Target suf-
fersone Hitofdamage directlytothe head.

B: MNewural pathways begin to re-route ran-
domly; target suffers twa Hits to the head.

9: An overload of Psionic power shorts out
most of the brain's functions, three Hits to
the head.

10 Massive structural damage, 4 Hits to the

target's head, and if he's not dead, a Body

Typerollvs.diff 15to avoid goingintoa coma.

Range: 5 yards per Psi level.
Duration: As above.

Special Rules: During any time where the tar-
get “loses” aturn oraction, any action attempt-
ed during thattime are ata -7, and no psionics
may be used. However, a dodge may still be
taken without a minus.

SUGGESTION
Cost to Activate: 3 Psi Points per skill level.
Description:The ability to implant and change
memories and ideas in others.
Level Effacts:

1: Minormodified memory{change of a num-




bar in an addrass or phone number, etc).

2 Largermodifiedmemory{aperson’s name,
an entire street address, ete).

3 Minor modifications to an important or
often used memorylForget one digit in a
security code or ownphane number, etc).

& Majormodificationsto animportantmem-
ory {lover's last name, your address, etch.

5 Slightimplanted memony| seeing someonsg on
thestreet recaivinganon-witsiphonecall ete).

6: Sizeable added memory ({just gave you a
100 dallar bill, you didn'treally have a date
with your lover, ete).

T: Massive modified impartant memaries
{ you already checked the fuel lavel in your
mekton, your arders were...elc).

B: Abletoplace smalithoughtsthatgoagainst
basic ideas in the target {you should leave
your front door unlocked tonight, etc).

9: Largeorimportantfalsememories in the tar-
get(your loverranoffwithsomeone else, your
next door neighboris a Kargan spy, ate).

10: The ability to put any memory or idea into
another's head { You want to kill yaurself,
you want to defact, ete).

Range: 10 yards per Psi level.

Duration: The false memorias orideas last ane
day per skill level used.

Special Rules: If actions taken on a false mem-

ory are going to have permangnt effects on a
characters life (suicide, defection, murder, etc.),
they get a cool roll vs. diff 15 to break the false
mamaory.

MIND
LOCK
Costto Activate: 2 Psi Points per skill level.
Description:The ability to "freeze™ another's
mind, to keep them from acting.
Level Effects:

1: -1toasingle action.

2. -2toasingle action.

3: -3toasingle action,

4: -2toall actions in a tum,

5 Unable to act for an entire action,

B: Frozen for two actions.

7. Frozen for an entire turn.

& Frozen for two turns.

9: Frozen for three tums.

10: Target frozen for as long as Psionic con-
centrates.

Range: 20 yards per Psi level, For another 2
points/ persan, the psionic may affectmorethan
one target

Duration: As above.
Special Rules: While a target is frozen, the

Psionic must concentrata on them forthe dura-
tion, 50 the Psionic suffers a -4 to all actions.

Psi
BLock*
Costto Activate: 2 Psi Points per skill lavel.
Description:The ability to use your own powers
to negate the effect of anather's Psionic ability.
Level Effacts:

1: Blocks level 1 Psi.

Z Blocks level 2 Psi.
3. Blocks level 3 Psi.
4 Blocks level 4 Psi,

5: Blocks level 5 Psi. Can use ability to ne-
gate attack directed at othars.

B: Blocks level 6 Psi, Can use ability to ne-
gate attack directed at athers.

7. Elockslevel 7 PsiCanuse abilitylonegate
attack directed at others,

8 Blocks level 8 Psi. Can use ability to ne-
gate attack directed at others,

9: Blocks level 9 Psi. Can use ahility to ne-
gate attack directed at others.

10 Blocks level 10 Psi. Can use ability to ne-

gate attack directed at others.

Range: Self, or another within 25 yard s,
Duration: Cancels one Psi power.

Special Rules: Any Psionic may, inste ad of ra-
sisting an incoming attack, use Psi block ta
cancel it, If the Psi used it of higher lavel than
the defender can block, the Psiis reduced in
levels bythe level of PsiBlockusedia level 6 Psi

becomes a lavel 3if a level 3 Psi Black is used.
Psiblock may also be used to break an attackor
angoing Psi during it's duration,

POSSESSION
Cost to Activate: 4 Psi Points per skill level.
Description:This Psionic allows the user to
“take control” or another's body for a limited
amount of time, At higher levels it can be used
to transfer minds between bodies.
Level Effacts:

1: The user can “see” through the victim's

eyes.

2: Usercansense all sensations sight, hear-
ing, smell, of the target.

3: Psionic can “take-control” of target's
voice, making himsaywhateverthae Psion-
ic wants him to.

4: The user can take total control of the tar-
get, butitis like a remote-control {the tar-
get can mova at the Psionic’s will, but the
body moves jerkily, like a zambie].

5 User may "move-into” the target's body,
and actnormally. The victim is forced inta
the sub-conscious mind,

6: Psionicmaypossessothers, with enough
contral to act and sound like them. On a
successful Coolvs, Cool roll, the psionic may
gain access to the victim’s memaories.

T Psionic may force a transferal between his
body and the targets. The Target will ba in
the Psionic's body, and the Psionic in the
target's.

8: Transferal becomes permanent.



% Transfer between two targets that are not
the Psionic.

10: Permanenttransferal between two people
other than the Psionic.

Range: Touch.

Duration: One day per level in Psi Power the
Psionic has. The Psionic may cancel the effect
at any tima,

Special Rules: The possessing psianic retains
all his skills, mental stats, and psionic abilities,
whilein the new body. Hisbody remainsin acoma.

BODY PSIONIC SKILLS:
REGENERATION
Costto Activate: 2 Psi Paints per skill level, This
costis paid ance, thenthe psionic getsthe heal-
ing as long as he concentrates.
Description:This ability allows the Psionic touse
the power of his mind to heal damage to his body.
Loval Effacts:

1: The psionic canheal one hit of damage for

every four turns of concentration.

2: The psionic can heal one hit of damage for
every three turns of concentration.

3: The psionic can heal one hit of damage for
every two tums of concentration.

4: The psionic can heal one hitof damage for
every one turm of concentration.

5 The psionic can heal cne hitof damage for
every three actions of concentration.

6 The psionic can heal two Hits of damage
for every two actions of concentration.

¥: Thapsionic can healthree Hits of damage
for every twa actions of concentration,
!
8: The psionic can heal four Hits of damage
for every action of concentration.

§: The psionic can heal five Hits of damage
for every action of concentration,

10: The psionic can heal all Hits of damage for
every action of cancentration,

Ramge: Self.
Duration: Permanent

Special Rules: Psicnic chooses whare to re-
move damage from.

TELEPORTATION*
Costto Activate: 10 Psi Points per skill level.
Description:The abilitytoinstanthy transport your-
salf and possibly others to another spot, instanthy.
Teleportationisthemostexaensiveand rare psiskill
on Algol. itis advised that the referee keeps strict
controlon its use and distibutionduringthe game.
Laval Effects:

1: Psianic may teleport himself up to one ki-

lomeater, to a well known location.

Z: Psionic may teleport himself up to two ki-
lomatars, to a well knawn location.

3= Psionic may teleport himself and one oth-
erup to three kilom eters, to a well known
location,

Y

: Psianic may teleport himself and two oth-
ers up ta four kilometers, to a well known
location.

Psionic may teleport himself and three
others uptofive kilometers, to a wall known
Iocation.

6: Psionic may teleport himself and four oth-
ers up to five kilometers, to & well known
location.

7. Psionic may teleport himself and five oth-
ers, up to ten kilometers, to & well known
lacation,

8: Psionic may telepart himself and ten oth-
arsuptotwenty kilometers, toaweall known
lacation,

9: Psionic may taleport himself and up to 10
others up to thirty kilometers, to a wall
known lacation,

10: Psionic mayteleporthimsalfand 10athers
up to 50 kilomaters, to a well knawn
location,

Range: As abave.
Duration: Instantaneous .

Special Rules: It takes the psionic ane action
of concentration to prepare for every lavel of
teleportation. So to activate aleval 4 teleport,
he would need to spend 4 actions in
preparation.

STAT

BoosT

Cost to Activate: 3 Psi Points per skl level,
Description:With this power, the psionic may
increase the one ofhis stats foralimited amount
af time. The stats that may be altered ara: Re-
flexes, MA and Body Type.

Level Effects:
1. +1 for one action.

2. +2for one action.
3: +3 for one action.
4. +1 for one turn.
5 +2foroneturn,
6: +3 for one turn.
7. +1 for one day.
8: +2 for one day.
9 +3 for one day,
10: Up to +3 for one week,
Range: Tauch or Salf.
Duration: As above,

Special Rules: This power may he used an oth-
ars if the Psionic wishes. Allnormal resistance

rules apply.

HEALING

Cost 1o Activate: 3 Psi Points per skill leval.
Description:This power allows the Psionic to
heal injuries on others.

Leve| Effects:
1: +1 Hit regained.

2: +2 Hits regainad.

3 +3 Hits regained.




4 +4 Hits regained.
5 +5 Hits regained.
B +6 Hits regained.
7. +7 Hits regained.
8: +8 Hits regained.
% +9 Hits regained.
10: +10 Hits regained.
Range: Touch.
Duration: As above.
Special Rules: All normal resistance rules ap-

ply. Fareach Hithealed, the Psionic must spend
an action concentrating on the victim.

FORCE PSIONIC SKILLS:

TELEKINESIS*

Cost to Activate: 3 Psi Points per skill laval.

Description:This ability alliows the Psionic to manip-

ulate physical objects with the power of his mind,

Level Effects:
1: 10Kg'smoveor 1Hit“blast, or1 Hit“shield.”
2: 20Kg'smave or2Hit “blast, or2Hit "shield.”
3: 30Kg'smoveor3Hit “blast, or3Hit “shiald.”
4 40Kg'smoveor4Hit "blast, or 4 Hit "shield.”
5: 50Kg'smoveorSHit “blast, or5 Hit “shield.”
B: 60Kg'smoveorBHit “blast, oré Hit “shield.”

1: 70Kg'smoveor THit "blast, or T Hit “shield.”

B: B0Kg'smoveordHit“blast, gr 8Hit "shield.”
% 90Kg'smoveor9 Hit "blast, or 9Hit “shield.”

10: 100 Kg's move or 10 Hit “blast, or 10 Hit
“shield.”

Range: 20 yards per level used,

Duration: Movemant lasts one action perlevel.
The Hit and Shield functions last one action,
and can only ettack or protect one target.
Special Rules: A TK attack is first resisted
against, theniftheresistance fails, the TK dam-
age is applied against armor in the standard
fashicn,

PYROKINESIS*

Cost to Activate: 3 Psi Points per skill lavel.
Description:This ability allows the Psionic to

creata fire from air, and keep it burning with-
out fual.

Level Effects:
1: Can start fire one {man-sized) hex large.
2 Can start fire two hexes large.
3. Can start fire three hexes large.
& Can start fire four hexes large.
5 Can start fire five hexes large.
6: Can start fire six hexes large.
T. Can start fire sevan hexes large.

8 Canstar fire gight hexes large.

9. Canstartfire ning hexes large.

10: Can start fire ten hexes large.
Range: 20 yards per leve| used.

Duration: All fires will burn naturally once set.
[f there is no fuel to sustainthe fire, the psionic
may maintain the fire for the level of the fire in
turns, atthe cost of ane action per tum.

Special Rules: Thars is no resistance rall for
Pyrokinesis. Eitherthe characterisin thahexes
when they catch fire, or they are not. If some-
one is ina hex that is on fire, if their first action
is to leave that hex, they will sustain no dam-
age. Other than this, the camage rules are the
same for fire as they are in Mekton 11,

ENERGY MANIPULATION®
Cost to Activate: 4 Psi Paints perskill lavel,
Description: The ability to move ar "deflect”
anergy in large concentrations.
Level Effects:

1: One Hit of energy daflection.

2: Two Hits of energy deflection.

3: Three Hits of energy deflection.

& Four Hits of energy daflection.

5: Five Hits of enargy deflection.

6: Six Hits of energy deflection.

7: Seven Hits of energy deflection,

B: Eight Hits of enargy deflection.

8: Nine Hits of energy deflection.

1 Ten Hits of energy deflection.

Range: Fiveyards perlevelradius centered fram
the psionic

Duration: One action per level+ 1 turn per extra
Psi point invested,

Special Rules: This power may be activated at
any time during a turn, at the cost of the Psian-
icsnext action. Ifthe incoming attackis greater
that the stopping power of the Psi, then the
number of Hits that could be stopped is simple
subtracted from the attack.

WILL PSIONIC SKILLS:

DANGER SENSING

Cost to Activate: [

This is a special skill, and it works differently
than the others, Whenever the Psionic is in
danger {ambush, explosion about to happen,
etc.], that will threaten his life, the referee rolls
a d10. If the resultis equal to, or lower than the
skill in Danger Sense, the Psionic gets a flash
warming. Wamings will be something like, "Ex-
plasion,” or " Sniper,” or “Behind Youw.” All Psion-
ics active or potential getthis ability atone. Only
active Psionicswill be able to advance the skill.

AURA VIEWING*
Cost to Activate: | Psi Point per skill leval,
Description:
Level Effacts:
1: Psionic receives basicinfoconcerningthe
target. Age, sex, general health.

2: Psionic can tell if the target has Psionic
potential.

3: Ifthetargetis Psionic, the caster can tell
if active or potential,

4: The caster can tell roughly haw powerful



the target's Psionics are: Low, Madiﬁrﬂ,
High.

5 Caster can tell what the Psi Power stat of
the target is.

6: Caster learns how many Psi Points the
target has.

7. CasterlearnswhatPsiSkillsthetargethas.

8: Caster learns what |evel the target's Psi
Skills are.

9 Caster can read 2 people at once.
10: Caster can read up to Speaple atonce.

Range: 10 yards per level + 10 yards per extra
Psi Point expended.

Duration: See below.

Special Rules: The viewing takes &n instant, but
once a person is viewed, the Psionic carries the
image of the aura around with him for a month
perlevelofviewing. Sothe Psionic will instantly rec-
ognize that persanif he runs across the target again
in that time. The narmal resistance rulas apply.

CLAIRVOYANCE*
Cost to Activate: 3 Psi Points per skill level.
Description: The ability fora Psionic to see with
his “mind’s eye,” events that are happening in
& known location, or near a knawn person. This
is visual anly, and the Psionic will not have any
other sensory input.
Level Effects;

1: Events at a known location, Tkm distant.

2: Events at a known location 3km distant.

3 Events ata known location, Skm distant

& Eventsneara known persan, 1km distant,
5 Events neara known person, 1km distant,
6: Events near 2 xnown person, 3<m distant.
T: Events near a known person, Skm distant,

8 Events near & familiar location 10km
distant.

9. Eventsneara familiar person, 10kmdistant.
10:

Events near an unknown person or loca-
tion, 10km distant.

Range: As zhave, +2km per extra Psi paint ex-
pended

Duration: The Psionic sees ane action's worth
of sight par skill level. This can be extended by
one turn for extra Psi Point expended (ahove
and beyand extra range Psi Points),

Special Rules: Tha Psicnic will generally see §
yards per level around the target,

OTHER SKILLS

The above list is not meant to be all-encom-
passing. The refereeis encouraged toalter, add
orin any way change tha nature of psionics to
suit his own campaign.

ADVANCING IN PSIONIC SKILLS:
Advancementin Psionic skillsisthe same as all
other skill, with one exception. All Psionic skills
cost 2¢ the normal | P for advancement,

GRAVITIC
PROPULSION

“Well, how does the machine stay in the air?”
Ehanflack asked, locking up at the huge construct
hanging inthe Kargan mecha bay. "It kooks like it
weighs more than a fan camier.”

“It does, ™ answered Kinnison, the main
angineeron the DeathBird project. “Wa havefit-
leditwith a second-stage conlra-grav unit, a unit
our spies managed to snatch fram the Ettarans.
The system will lower the overall effacts of the
mecha’s weight

“As far as the engines are concemed, the
DeathBird will weigh fittle more than a comman
Deathstalker.”

“Hawwanderfully ironic, " Ebonflack stat-
ed, “Thatthe machine which will destroythe Ela -
ran nationis made up of Etaranscience. And an
Elaranpitat.”

Useful in all forms of mecha design, a gravitic
propulsionsystemallows amecha ta liftaff of the
ground, levitate, and mave about in a manner

similartothatused by the cutting edgegrav-cars
and grav-hi<as. Because gravitic propulsion is
absolutely silent and in no way disturhs the sur-
rounding terrain, it is popular among stealth,
scout, and other reconnaissance mecha. Even
beyond this, gravitics have large applications in
starships and ather massive constructions, Only
with gravitics are such huge constructions ca-
pable of frealy entaring and leaving a planet's
atmosphere. In addition, gravitics are directly
powered by the mecha's powerplant and need
no form of solid fuel as do thrusters, so they are
idealfor space uses. Mechawith gravitic propul-
sion can hover in the same manner as helicop-
ters isee Transformables) and gaina +1 accura-
cy bonus for all weapons while doing so.

Gravitic propulsionis purchasedinthe same
manner as fans orthrusters. Gravitic propulsion
however, costs two CP's per point of thrust Like
fans and thrusters, three points of gravitics can
be putin 1 CP space.

The base movement for mecha using grav-
itic propulsion is fourteen, Like fans or thrusters,
for everythree additional paints of gravitic thrust
purchased, the mecha’s movement speed isin-
creased by one.

Grav Unit Leg




INTERNAL
AUTOMATION

“Systamcheckalpha, commence.” Karansvoice
was cold asice. Her hands moved over the con-
trol console as if that was the only purpose for
their, or her, existencs.

“Com-setsequence ruaning. " The comput-
er replied.

Good; she thought while loosening the col-
lar of her Kargan fiight suit. With the computer
able to command afl secondary functions, she
could concentrate onthe destruction ofthe Crys-
tal Palace.

Its pilot fastasleep; all tech-crews asleep for the
night, and yet when it hears the call of battle, it
awakens, Intemal automation; the no-care co-
pilot everylonermecha jock dreams of. Automa-
tive computersarea costmultiplier systerm;which
is based on the level atwhich all of its skills and
atributes are rated (the systams “automation lev-
el”). Automative computers can not be targeted
{ar hit) and take only one CP space from the
mech’s head or torso, regardless of cost

Automation Level
Level 1 2 3 4. 5 8

Cost xl x2 x3 x4 x5 xB
Portfolio Size
# 1 3 5 10 25
Cost x4 =7 x10 5 x20

Each computer may know anly a given number of
skills equaltothe system’s portfoliovalues. These
skills can not be altered during combat, though it
isonlya matter of rewiring hardware and shifting

chips in the mecha bay to replage one program
with another. There isno reason that a mecha's
computer shouldn’t be programmable with non-
combat type skills such as general knowledge,
mecha tech, or any other. The cost multiplier for
an autemation system is equal to the product of
the multipliers for the automation level and the
portfolio size.

Thoughtcontral systems may be purchased
for automative systems with portfolios of five or
greater; this addition will also provide true salf-
sentience and personality forthe computer. This
isusefulwhencesigningmechathatareinthem-
selvespartially orfully alive, and thus salf-avvare.

Ary number of automative systems may be
purchased fora givenmektor; eachfunctions as
a co-pilot would. This electronic co-pilot effac-
tivalyhasall stats{Tech, Reflex, Cool,ete..]equal
to its automation level, and all skills in its portfolio
are also equal to this value, Automative comput-
ers have theirown actions which are calculated
normally using the system's reflex.

JUMP ROCKETS

It was saventaen past the fifth hour of the mom-
ing when an Elaran scout unit had made visual
contact with the DaathBird. it was able to get off
only oneg message before the DeathBird de-
stroyed it with a single shotfrom the head-maunt-
ed plasma jei

Mearby, the only unit that was able fo re-
spond was the 102nd Heavy Ground Assault
Farce, “Ground Hogs” as they were known.

Thaanly reason the CrystalPalace had any
warning at all was because the Ground Hog's
had just been equiped with the new "Salvin l,"
& mecha with re-enforced legs and exira fuel,
withanincreased jumping range. The majority of
the squad managed to live by keeping to ground

Legs with Jump Rockets installed

cover and moving quickly; in the air they wouid
have been easily dastroyed,

By means of an explosive liquid fuel thrust, Jump
Rockets allow a mecha to leap distances great-
erthanthatwhichwould normally be allowed for
by the massive servos inmecha legs.

Though a mecha may leap as mary tmes
asithasactionsin a givanturn, it maytake the full
leap bonus from the rockets only once. It may
however, split up the bonus betwaen muitiple
leaps if this is so desired.

Leap Bonus Cost
+1 %05
+2 al
+3 %15

Jump rockets are a cost multiplier system and
take one CP space from each leg an the mecha.
If the mecha has no legs, four CF spaces are
reguired from the mecha’s torso.

MANEUVER
VERNIERS

“Look out!” Ran yelled, as the DeathBird un-
Igashed a volley of laser fire from its torso. Lath-
rin, the closest, seemed to be the main target

“Thanks Liautenant, " Lathrin called overthe
com system. “But | saw that shat coming a mile
off. Whoever is fiying this crate uses Elaran tac-
tics. | think we can take the thing out before it
raaches the palace.”

Lathrin was in the process of luring the
DeathBird into a position where Kai could get a
goodbackshotonitwiththe Delta’s maincannon
when the message came from the Kargan pilot.

“Surrender, Elaran fools, " Karen said over
the com, “Surrander or be destroyed.”

~ "Karenl?” Lathrin yelled.




costs. This is because the vernier thrustars ara
small and quantitative ratherthan onelarge item.

MELEE WEAPONS

FIG. 12 MANEUVER VERNIER TABLE

MANEUVER BONUSES
Bonus +1 +2 +3 +4 +5 4B +7 +8 #2  +10
Cost xl1 %2 x3 x4 x5 xB x7 xa x93 =10
CP3pcs 5 10 15 20 %30 35 a0 45 50

Inside the DeathBird, Karenwatched withamuse-
ment as the Armored Mako simply stopped mav-
ing. Her ploy had warked. She lifted the Plasma
Cannon and fired. Ifit were notfor Lathrin'straingd
raflexes, andthe excellentmaneuverability oftha
refit Armored Mako, harshot would have scored.

For every mekton of any size, maneuver-
ahility is a paramount consideration, Maneu-
ver varniers are sets of small rockets or other
propulsion units designed, not for straight line
movement, but to allow the mecha thrust and
movement directly to the sides, up, down, or

even backwards without even requiring the
meacha te turm. Neadless to say, this is a great
asset to the maneuverability of the suit, The
maneuver bonus given for the thrusters is ap-
plied directly to the mecha’s MV, This bonus
may not however raise the mecha's total MV
above zero. Thissystem is a great assetta larg-
ar or otharwise much slower units.
Maneuver verniers are cost multipliar
systems that require the listed number of CP
spaces, Unlike ather systems, verniers may be
distributed fraely aboutthe mechawithoutlinkage

"Newyou die, fooll” Ebanflack shouted overthe
com. He started maneuvering the Shadow Starm
closer to Lathrin’s crippled Armored Maka.

Il kilf you for what you've dane to herl”
Lathrin replied.

“‘Why?" said Ebonflack tauntingly. “She is
happy now. A respacted pilat in her own right
andthe lover of one of Karge's best. Why, we've
even talked about marriage and children; after
wa conguer your nation, of course.”

The two battered swits were now floating
face to face. Mo more than 10 meters separated
them. The Shadow Storm lifted its beam eannan.

“Goodbye Lathrin, * Ebonflack stated. “You
wara almost an apponant to worry about.™

"Dan't count me out yet. " Lathrn mutterad
underhis breath, His finger rasted an the control
thatwould release the blades intha Make's fara-
arms. But ha had totima it fust right He was hop-
ing Ebonfiack would gloat a little longer, come a
little closar.

He did.

Often, the sheer destructive capacity of ener-
gy melee weapons is not enough to compen-
sate forthe costefficiency, versatility, and pure
class of their more tangible cousins. Melee
weapons include swords, nets, whips, legs
from the mecha of ald enemies, or any other
form of close range tool. Like energy melee
weapons, melee weapons may be held in
hands, and in this case requira only that they
meetthe CP space requirementfor the hand(s)
inwhich they arg held; they take nc other CP
spaces. Melee weapons may also be mount-

ed diractly onto arms orother limbs, and in this
case take full CP spaces in the normal manner.
Such weapons include teeth, claws, spikes on
the knees or shoulders, and many other similar
examples,

DAMAGE:

Generally related to the size and weight of the
weapon itself, the damage of a melee weapon
can be enhanced by the damage bonuses pro-
vided by large servos and enhanced hydraulics.
Melee weapons are capable of taking as many
Kills as they are able to inflict.

ACCURACY:

Related as much to weight as to length, accuracy
providas the primary distinction between a whip, a
sword, and 2 mecha-sized sledge hammer,

THROWN (SPECIAL):;

Any weapons of this type may be thrown at an
opponent ata distance doing normal damage as
if the attack were a melee attack. Throwing dis-
tance is equal to the throwing distance given an
thahydraulic stable(cf Refined Hydraulics.) Once
aweapon ofthistype hasbeenthrown, itmusthe
retrieved befare it may be thrown again {cf.
Mekton If pg. 42.)

ENTANGLE (SPECIAL):

As whips or nets, thesewea pons canimmobilize
a mecha when applied properly. In addition to
normal attacks, an entangling weapon may in-
stead choose to grapple (cf. Mekton /i pg. 44.)

ARMOR PIERCING (SPECIAL):
A drill, saw, or simply very sharpweapon, When
amecha isattackedwith anarmor piercingweap-
an, its armor (this includes standard and active,
but not reactive shields) counts as if itwere four
levels lowar than its current value.
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DAMAGE
Kills 1 2 3 4 10 12
Cost 05 1 15 2 B g
ACCURALCY
WA -1 0 +1 42
Cost x5 w7 x1.0 x5
SPECIAL
Thrown Entangle Armor Piercing Shock Quick Handy
x1.2 x5 X0 x3.0 x2.0 %14
SHOCK (SPECIAL): sible death. When a suit is struck by a shock

Shock weapons deliver an electrical shock to
the target upon striking in addition to narmal
damage. Although a billion voltsis nothing to a
fifty ton mecha, it can prove to be a little exces-
sive forthe pilat, Ratherthan deingnormal dam-
age, thetremendous electrical surge will cause
tremendous pain to the target mecha's pilot,
causing inactivity, unconsciousnass, and pas-

weapon, thepilctmustmake adie roll adding his
body type numberand subtracting the Killvalue
of tha shock weapon. Ifthe result is ten or less,
the severe pain is enough to cause the pilat to
lase control of his mecha forone action {lose one
action), plus anadditional action for eachthrea
lessthantenthe resultis. fi.e. 2actions onarall
of 7, three actions at4, etc...)

Rt

P,

R Ryt

Should theroll be belowzero, the shock has
been simplytoo great and an additional rall must
be mace. If this unmaodified number is less than
the pilot's “stun/ shock” numbarthen the pilatis
rendered unconscious; ifitisgreater, heiskilled.

Ahlative and standard armor, and standard
and active shields have no effect against the
number subtracted fromthe pllot's resistanceroll.
Alpha type armor counts as one third its value
against this number, Beta type armor counts at
half, and anly Gamma type armaor and reactive
shields count at their full value,

QuICK [SPECIAL):

Claws,talons, hands, and pincers fromMelkton |
use this ability. This allows weapans with this
advantage to attack twica in a single action

HANDY {SPECIAL);

Like pincers and hands from Makton I, handy
melee weapans may nat be hand held, but may
themselves act as hands for all purposes.

General Example: The Talon V1, a Kargan shock
mecha has two scythe-like blades that extend
fromthe unit's farearms. The blade sdo six Kills in
damage, have 8 WA of +1 and are bath armaor
piercing and quick. The cost for the wezapon is!
4x1.0:2.0x2.0=16 points perblade. S0 aurblades
will cost 32 paints total.

MISSILES

"lncomingtargets, vectorsie-twenty-niner. “Kai's
voice was stressed: none of the Night Hunters
had mare than six hours sieep in the last forty-
eight and the fatigue was baginning ta show.
“Target acquisition computers shaw three
dazen Kargan missiles; class three Scorpions,
unless | miss my guess.” Whila she was speak-

ing, Eliza’s hands were flying over the contrals of
the Hell Cat, trying to activate the anti-missile
systems.

“Must be from an automated defanse sys-
tem, “ Kaistated. “Lathrin was right, the Kargans
dohave a basein the islands, Now all wa have (o
do is survive this missile barrage, find Lathrin,
and put the base out of commission.”

“If | ware you, I'd just warry about those
missiles.” Eliza interupted, “Sensors show one
missile in teris armed with a nucleanic warhead.
Whateverthe Kargan's are up to, they sure don 't
want any visitars.”

Self-propelled, high-explosive shapad charges,
missiles are purchased one atatime. Individually
missiles are ratherinexpensive, butwhatgood is
an individual missile? Because of their low cost
{and thuslowspacerequirement)a greatnumber
of missiles can be placed into a single servo,
Groups of missiles of the same type in the same
servo are referred to as packs.

All missiles in a single pack are assumed
automatically to belinked, howeveronly half may
be fired in 2 single round {and the other half some
subsequent round | Multiple “packs” of missiles
may be linked togather as if each pack were an
individual weapan.

Anather advantage of missiles is that they
may be fired in “salvo.” Particularly efficient for
large quantities of small mjssiles, this aption al-
lows the firer to treat the missile’s attack as a
single autofiretype attackwith a burstvalue equal
to the total number of missiles fired. When mis-
siles are fired in this way, the attack gains a WA
honus equal to the total number of missiles fired
divided by five. Though missiles need not be fired
“salvo” itis much faster to make the necessary
die rolls when large numbers of missiles are in-
volved. Itis this option which also makes it pos-
sible for large or slower mecha to destroy even
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DAMAGE

Kills 1 2 3 4 5 b 8 10 14 20

Cost | 15 2 B | 5 ) 1 i 5 10
ACCURACY

WA -2 -1 0 +1 +2

Cost %6 %3 x1.0 ni.3 x1.6
RANGE IM HEXES

Range Oflming] 3 &5 B _7 | 0 14 20 100 200 300 500

Cast X2 xh xB x7 =B 210 x1.5 x30 x60 x6.0 x100 x150 x22.0
Blast Radius a 1 3 5 10 20
Cost x1.0 x3.0 ¥5.0 xr.0 x9.0 %20
SPECIAL
Muclear/Balial  Fire Suppressant  ARIOC-B Smoke ARIOC-B+Smoka
x10.0 x0.1 %1 x5 xl.5
the mostmaneuverable opponents- given suffi- RANGE:

cient firepower!

DAMAGE:

This is the net warhead payload capacity of the
weapon. It is important to bear in mind when
purchasing missiles that houses are totaled at
four Kills and vaporized at eight, office buildings
goat sixand are unrecognizable at elaven, park-
ing structures are annihilated ateight and atom-
ized at twelve, and if this is not enough, entire
shopping complaxes aretoast atten and entirely
slagged atthirteen! A missile in flight takes one
Kill of damage before being destroyed {c.f. anti-
missile beam weapons), Missile launchers take
the Kill value of a single missile launched from
them before being destroyed.

The maximum cruising distance for the missile.
Range zeramissiles (mines) are not fired, simply
left bahind to explode automatically when a
mecha-sizedtargetenterstheirhex. Mines must
have a zero accuracy, but hit automatically

anyway.

ACCURACY:

Laser, wire, or TV-guided, IR or radar-homing;
accuracy represents the quality of the target
acquisition and tracking systems.

BLAST:

Though mostmissiles packshaped charges, itis
not impossible to use other types of explosive
charges instead, When a burst missile goes off,

NUCLEONIC/BALIAL

CHARGES (SPECIAL):
In the world of physics
[that is to say explosives
design), there are more
kinds of bombs and war-
headsthan simple chem-
ical blasts, With the com-
ing of advanced scienc-
g5, molecular reactions
gave way to the splitting
ofthe atom, thuswasbom
nuclear technology. Like
atree, this discovery bore

every mekton or other scenery item can axpect
soma demaging shrapnel. These targets must
alsomake pilotingrolls and comperethem against
the original attack roll as if thay themselves had
bean fired upon. Should burst missiles miss how-
ever, it is important o see where the missiles
detonate. Such stray shots deviate a number of
hexes from the targetareain a random direction
egualtothe amountthe attack rollwas missed by
{cf. Grenade Deviation Table, Mekton /f pg. 51),
In the case of salvo blast missiles, each missile
must go somewhere. For each successive mis-
sile aftzrthe firstto have hit, one higherrollwould
have been necessary. Thus should some mis-
siles hit, the remainder will string away from the
target hex (one missed by one, the second by
two, etc.... all the way up to the number of mis-
siles fired.) Should all the missiles have missed,
there would be a similar effect but beginning &
number of hexes away from the target macha by
the amount the eriginal to hit roll was missed by,
These strings continue untl either ak of the mis-
siles fired are accounted far, or the string trails
offbeyond the actual range ofthe missiles. Inthe
latter case, all remaining missiles are assumed
to hawve run out of fuel before detonating and are
thus lost.

many fruits of destruction. When a mecha is hit
with a nuclear weapon, it takes the full damage
of the weapon to every location, Note that if a
makton has command armor, only the command
armar is directly hit. Hand held weapans (other
waapons and components are assumed to he
more or less protected by the servos in which
thay are housed] take damage equal to half the
damage done by the missile. So do standard and
active shields; in addition, such shields provide
no protection against the blast; only reactive
shields (force fields) provide any true protaction.
Ingeneral, nucleonic weapons have a blastradii
of atleast one hex, howewver, it is notimpaossible
tomanufacture a form ofnuclearshaped-charge
(called a “Balial charge”|that will affe ctonly the
mecha at which it was fired.

FRE SUPPRESSANT

(SPECIAL):

Ratherthan beingan offensive weapon, this type
ofwarhead carnes afire retardant foam or other
substance. The number of Kills purchased for
the missila representthe chance inten (10% per
Killl the weapon has of putting out 2 fire in the
target hex. Each turn after a missile has failed to
extinguish a fire its chance is reduced by 5%.




This chance is based onthe assumption that the
fires arethe huge hex-filling fires ofthe Advanced
Cormbat Systens, smaller fires (firas too small to
be of dangertomecha-sized units| canbe putout
automatically.

ARIOC-B (SPECIAL):

Aerosol for Refraction and Interception of Opti-
cal and Charged Beams, ARIOC-B missiles pro-
vide a cover from laser, plasma and ather beam
weapons. ARIOC-B missiles must have a burst
value. Thoughthese missiles dono damage, they
canbetargetadata hexto create anarea through
which beam weapons either can not be fired, ar
can only be fired with limited efficiency, The
ARIDC-B cloud is centered onthe targethex and
has radius equeltothe “blast” value purchasad,
Any beam weapans fired through this area will
lase a numberof Kills worth of effectiveness equal
tothe Killvalue of themissile. Should the Kill value
ofthe cloud ba greater than that of the incoming
beam attack, the beam is assumed to have been
complately stopped. ARIDC-B clouds last only
one full turn, thus on the following round {during
the same action in which they were fired| they
disperse and provide no more protection. ARI-
0C-B missiles do not limit line of sight.

SMOKE (SPECIAL):

Smoke missilesprovide line ofsightcoveragainst
all mecha not equipped with recon systams or
magnetic lenses. Suitswhich arenotsoequipped
must make a 15+ Awareness rell subtracting the
Killvalue of tha smoke cloud to seetargetsinside
the smoke &nd a 20+ Awareness roll {also sub-
tracting the Killvalue of the smoke missile}to see
targets beyond (through) the smoke cloud. Lika
ARIDC-B missiles, smoke missilas must have a
"blast” value, do no damage, and disappear on
the following turn as above. Missiles may ba bath
smoke and ARIOC-B if desirad.

PROJECTILE
WEAPONS

“You nevergive up, doyou?” Karen asked, point-
ing the huge cannon of the Death Stalker at the
apen cockpitofthe Armored Mako, She couldn™t
believe the Haran was stupid enough to step in
front of a 300mm shell

“Listen Karan,” Lathrin said info his kelmet
radio. Hoping to find a way lo reach her, to braak
her canditioning. “Ebanfiack has brainwashed
you, used yowto gat atthe squad. Flease remam-
ber fiow much | fove you..”

Lathnn nevergota chance to finish his plea;
befare he cow'd confinue, 8 warning siren sound-
edallacrossthe Karganbase. Reacting byinstinct,
Karen pulledthe tngger of the huge cannom,

Lathrin jumped, and was knocked umcon-
scious by tha bfast. ..

Projectile weapans lia somewhere between
conventional human-sized pistols and rifles and
the massiva batteries aboard mostmodernnaval
vassals, batter resembling the latter. Of course
the classic 300mm guns are not the only weap-
onsavailab'e; anyformafhigh velocity projectile
thatisnot sel-propelled (missiles) qualifies. Rail
gunsand magnetic accelerators makea theirway
into this category, as well as many others.
Projectile weapaons may seem very cheap,
but ammunition must be purchased separately.

DAMAGE:

As with other weapons, damage is the ability of
theweapon (measured in Kills) to destroy enemy
mecha, buildngs, houses, house pets, and other
scenery. Darmage is also the number of Kills the
weapon can sustain from enemy fire before be-
ing destroyad,

Head Autocannon [detail)

FiG. 13 MELEE WEAPONS TABLE

DamAGE
kills 1 z 3 4 5 6 7 8 10 12
Cost B 1 15 2 3 1 B 8 10 12
ACCURACY
Wa -2 1 1] +1 +2
Cost %6 w8 x1.0 %15 ®2.5
RAMNGE
Hexes 2 3 i 5 i 7 8 ! 10 12
Cost 4 xb 18 x4 10 x12 x4 x18 223 x25
FIRE TYPE
Type Single Machina Autofire Selective
Cost x1.0 ¥2.5 x3.5 x4.0
BURST VALLE
BY 3 4 g rs bl 7
Cost x1.0 x15 x2.0 3.0




ACCURACY:

Generally lower than that of beam weapons, the
accuracy of a projectile weapon isthe sum tatal
of all relevant aspects of the weapon's design
(prajectile velocity, targeting, etc...)

RANGE:

Range in mecha-scale hexes.

FIRE TYPE—SINGLE:

Thisis the common mode offire (i e, whatyou get
if you don't buy anything batter!).

MACHINE:

Like machine fire from Mekton |1: for each paint
the attack roll is made by above the necessary
To-Hit rall, an additional hitis scored daing full
damage against a randomly determined
location,

AUTOFIRE;

An autofire attack hits one additional ime for
gach point by which the attack roll is made;
each hitdaing fulldamageto the same random
location,

SELECTIVE:
Selective fire weapons can, at the discretion of
the pilot, fire as machine fire or autofice.

BURST VALUE:

All machine fire, autofire, and selective fire
weapons must have a burst value; single fire
weapons do not need this. As in Mekton |,
the burst value is the actual number of
projectiles being fired, and thus maximum
number of times that a target may be hit from
a single attack. For example, a roll of fifteen
when a nine was necessary to hitwould give
four hits if the burst value of the weapon was
equal to four.

AMMUNITION: »
As stated earlier, projectile weapons must aisa
have ammunitian which is purchased sepa-
rately. This has many advantages: for one, the
weapon itself is smaller, and thus may be
placedin a smaller servo or hand. Additional-
ly, because emmunition comes in a greatnum-
ber of varietias, this is a cheap method to
achieve versatility without purchasing multi-
ple weapon sysiems.

Ammunition is purchased shat, by shot,
A shot is not necessarily a single projectile,
but ratherenough ammunition for a single fir-
ing of the weapon. (E.g., one entire burst for
autofire or machine fire waapons). Per shot,
the cost of ammunition is equal to one tenth
the cost of the weapon itself, This however
buys anly standard "High Explosive” rounds,
Any number of the special weapon advantag-
as may be purchased for ammunition, and the
costis equaltothe product of the base ammo
caost and the costs of the various ammunition
types chasan, Thus, given a 10CPweapon, HE
rounds would costone CP each. Armar Pierc-
ing Scattershot raunds however would cost 1
% 20x25=5CP's per shot.

Allammunition is held in clips, These clips
hold 10*firings " of the weapon, and take a single
CP spaceiromthe mekton. Eachammunitiontyps
must have 2 separate clip, and may not be com-
bined into ana.

Example: A mekion that carries 4 High Explo-
sive rounds, 4 Tracer rounds, and 2 AP rounds
st hold three differentclips; the 10rounds may
noi be combimed into a single clip.

HiGH

EXPLOSIVE:

Thisis the standard shell, nothing special, butit's
cheapl

FiG.14 AMMOTYPES

Type Cost MNates:
High Explosive x1.0 Standard Ammao Type
Tracer x1.5 +1 to WA,
Armor Plercing %2.0 1/2 Armor Protection
Scatter Shot %25 Shotgun Effect
Inc endiary ::E.Dw Flame Thrower Effect.

Burst Grenade ¥3.0 Area Effect n
Burst Grenade || 5.0 Maore Area Effect
Burst Grenade Il %7.0

Even More Area Effect

TRACER:

These include any farm of self-propellad, self-
targeting, or high velozity rounds. Such high
accuracy rounds give an additional +1to weap-
on accuracy when fired.

ARMOR PIERCING (AP):

These special rounds are desicned ta give addi-
tional penetration aganstthose mecha that are
simplytoc heavily protected fornormalfira. These
gauss,jacketed, orheavymetal core rounds can
prove effective even on those occasians where
narmal firepoweris justicafeeble, Whenamecha
is hitwith an AP round, all armar levels and shield
5Psmayonly be counted at halfirounding down|
the real value.

SCATTER SHOT:

Any shotgun-like ar othar disparsive shot attack
{flame thrower ete..) falls into the scattar shot
category. Though not guaranteed to be as effec-
tive as a single slug, scatter shot attacks have
the advantage of hitting every location on atar-
get at once. Damage for these weapons is not
doneinthe normalway, butratheras follows: for
each point the attacker rolls abova the requirad

To-Hitroll,the target takes one Kill of damage, up
to & maximum of the Kill value of the weapon. In
the case of machine or autofire attacks, the roll
is compared to the number required to hit with
eachparicularshat. Farexample afour Kill, burst-
four autofire, scattershot attack is made on a de-
serving Kargan; needing an eight to equal the
pilot's piloting roll the attacker rolls a thirteen,
Thus, one shot hit by five, another by 4, another
by 3, and the last by 2; sothe damage done would
be4, 4,3.and 2Killsinthatorderto avery location
onthetargetmecha. (Notethatthe shothitting by
five did only four Kills because four Kills was the
damage of the weapon.)

BURST GRENADE:

Unlike the shaped charge in a standard HEAP
round, burst grenade rounds carry heavier
payloads and are designed to explode in all
directions rather than simply straight forward
into the target’s suit. In some ways the
projectile equivalent of wide angle beam
weapons, burst grenade attacks not only do
damage to the target mecha, but alsa may hit
every other mecha, scenery element, orother
possible target within one hex of the target




Mekton. Like wide angle, every potential target
must make a piloting roll and compare to the
initial attack roll; if this roll is fziled, the
unfortunate bystander is hitin soma random
location. (Maybe everylocationin the cese of
scattershot burst grenade ammunition...) In
these cases, damage is resolved normally.
What happens if you miss? If you miss, the
round deviates in a randam direction (cf.
grenade daviationtable, Makton Il pg. 51) by a
number ofhexes equal to the amount the attack
roll was missed. Should a burst of grenades
miss, then each grenade deviatesbya number
af hexes equal to the difference betwean the
actual die rall, and the number required to hit
with each particular grenade (Similar to
missing with a salve of burst missilas.)
Direction in these cases, is rolled only once
for all of the grenades. Notice also thatis it
possible to hit with only some of the rounds,
and miss with the remainder in the burst.
Watch out for your friends; burst grenades do
not discriminate! “Burst grenade 11" and
“BurstGrenade 11" ammunition have achance
of hitting alltargets withintwo and thrae hexes
of the target hex respectively.

INCENDIARY AMMUNITION:

Fames, napalm, white phosphorus, thermite,
whatfun! Incendiary weapons will hita mecha
or other target and continue to burn doing
additionaldamageforseveral successive tums.
After the first round of damage, the target suit
will continue to take damage to any location
as many times as the location was hit. Every
successive tumn's damage is equal to half the
damage done the turn before. These weapons
must be purchased as 8,4, 2, or 1 Kill yield. The
1/2 Kill rounds to one, and the following 174 Kill
rounds to zero. Thus a four Kill hit would do 4,
2,1, and 1 Kills respactively on the four follow-

ingturns. Insituations where the damage is not
one of these numbers (scatter shotete..) after
the first turn, the damage should be rounded
down closesttod, 4,2 or 1 before being divided.
For example, If an eight Kill incendiary wera
to hit your shield {which has seen better days
and can stop only three Kills right now), five
Kills would ga through to your right arm. The
next turn the three that went to your shield
rounds to two and is halved thereafter down
to one. Similarly, the five that hit your right arm
would round down to 4 before being halved to
two Kills. Thus cn at the moment of impact the
shield would take 3 Kills and the arm five.
Additionally, the shield would take one and one
forthe next two turns thereafter, and your arm
would take two, one, and one Kill at the begin-
ning of the next three tams.

RECONNAISSANCE
SYSTEMS

"Alkir's teathi” Kai cursed, “Looks like we're loo
late. My sensors are showing the Mako on the
island, but ®t has & hoie blasted clean through to
the pilal's seciiom.”

“Any chance he’s still alive?” Ran asked,
loaking at & tactical readout of the small isfand,

“The shat looks ke it was delivered by a
300mm gun; it it panetrated the pilat's chamber,
Lathrin would be soread over the inside of his
cockpit ifke a layer of red paint.” Kai answered,
“On the other hand, our Kargan friends seem to
know we're here ©

Ranwatchedthe Kargan mecharisetoward
her squad from the island below. She still didn't
likatrusting fife or death matters to scanners, but
the infarmation was fairly conclusive. She sig-
naled for a general refreat.

The standard sensor packa ge (refined ar other-
wise foundinmostmecha contains litdemora than
visual, communicators, limited IR, UV, and the ar-
ray of heads-up displaysnecessary to fire weap-
onsandaperatethe otherspecialsystems aboard
This is sufficient for most framt line combat units;
howewver, it dogs not even coma near to the leve!
necessanyforspysatelites,orrecon/scoutmecha.
Both ofthesa carry surveillance systems farmore
powerful and diverse than the basic sansor pack-
age. Ta the bast of our abiity we have compiled
these systams and listad them hare:

ADVANCED SENSORS:

ASP the Advanced Sensor Package pravides the
array of systems onawould expact from a recon-
nassance unit full range electromagnetic sen-
sors (IR, UV, X-ray, microweave, and whatever
else), scanners for anergy sources, life forms,
and radiation, as well as the thermograph tech-
nology necessary to track currently moving
mecha (and onas that have already passed), an
the ground or flving, by their heat trails. In addi-
tionto this, ASP units canre cord sensorinputfor
later playback,

Cost: 10 CP

Requires: 2 CP spaces

GRAVITY LENS:

Slightly beyond the “standard” level of Algolian
technalogy, the gravity lens creates a gravitic
“pipe” throughwhichtha other onboard sensors
inthe mekton may look. Functioning like aninvis-
ible, intangible fiberoptic cable, mecha employ-
ing the gravity lens system may look around cor-
ners and obtain various angles an anygiven tar-
get. This "pipe” mey bend and twist any numbes
al times end extend as far as the range of the
sensors on board the macha, :
Cost 5CP

Requires: 1 CP space

MAGNETIC LENS:

The magnetic lens allows amecha to look right
through hollow metallic materials {such as
mecha); thus creating a three dimensional im-
age made solely of the outlines of the object
being viewed.

Cost: 15CP

Requires: 1 CP space

RESOLUTION INTENSIFIERS:

In a standard {or refined) sensor package, the
sansors provide little or no magnification far
optical displays. Every resolution intensifier in
a machawill provide x2 ( double} magnification
and resolution thus if a mecha had three reso-
lutionintensifiersobjects could be magnified to
eight times their griginal size (2x 2x2=23=8)
With fourteen the resolution would be x2" =
%16384; this would be sufficientto record a ret-
inal pattern from a human eye one kilometer
away! Resolution intensifiers may also be pur-
chased [separataly) to enhance sound in the
style of a parabolic microphane.

Cost: .5 CP per level

Requires: 1 CP space regardless of number.

RADIO/RADAR ANALYZER:

This sophisticated electronics package will al-
low a mecha totrace radio (communicator) and
radar(spotting radar) signals totheir saurce, pro-
videdthe source iswithinthe sensorrange ofthe
mecha using the radio / radar analyzer.
Cost:5CP

Requires: 1 CP space

SPOTTING RADAR:

Apowerful radar system, often requiringa large
dish array on the mecha itsell, spotting radars
can find any non-"stealth™ mecha within ten
times the sensor range of the macha using the
system, [fthetargetisunder cover by marethan



50% it cannot be spotted, unless the scanning
mekton is using a Gravity Lens.

Cost 10CP

Requires: 5 CP spaces

TARGET ANALYZER:

Can be set upon any mecha or large construc-
tion that is not cloaked, or stealth within the
sensor range of the mecha using the target an-
alyzer. The application of a target analyzer will
give weight, movement speed, and a list of all
majar systems aboard the targeted construc-
tion. Major systems include: hydraulics, sen-
sors, weapons, command armor, transformar
meacha, and maneuver verniers.

Cost:5CP

Requires: 1 CP Space

Mote: Itis up to the referee to decide how effec-
tive the target analyzer is. Some guidelines are:
Has the computer ever scannad this particular
unit? Are the systems on the target mecha of a
technology equal to or lesser than the scanning
mecha? Is the mecha new? How goodis the in-
formation gathering branch of the scanningunit's
intelligence corps?

Mote: All recon systems work off the
mecha’s basic sensor package. If the sensars
are hit and destroyed, the systems will cease
functioning.

REFINED ARMOR

“Listantome, Karen, " Ebonflack smiled pofitely.
“You did 8 good job in destroying the Elaran
pifot. He was endangering the security of this
basa.”

Karen shrugged and turmed her back on
Ebonflack, suppressing 8 shudder,

“In any case,” Ebonflack continwed. “The

axperiments with the duarum composites are
almost compiete, and soon we can leave this
island forever.”

“What is so impeortant about this ‘Quari-
um' anpway? The Karganempire has spent thou-
sands of Crowas on creating this base, what's
the story?™

“Wel Karen, it invalves the Shadowstorm
2 and tha foture military might of the Kargan
Empire; I'm afraid that's al f can tefl you,”

Asitbec ame possinle tadesign larger and more
dastructive weapons an Algal and throughout
MTS, satea did it hecome a necessity that better
and greater varieties of armor be developad.
Armaor is now divided irto five distinctive vanet-
igs, widely varying in orotective capacity and in
cost, Thougha mecha may not putany more Kills
worth af armar an & given servo than would have
been allowwed in Mekton Il enhanced protection
is available intha form of armors that are them-
selves superiar.

InMektonll, the staged penetration systam
says that when a Makron's armor is hit by a
blastof one Kill orgreater, the armoritselfloses
one Kill warth of stapping power. {Regardiess
ofthe actual size ofthe blast ) Newer and better
types of armor do not lose pieces as easily as
thealderarmor, hawsaver, Eachofthe newarmor
types has a “damage coefficient.” This is the
minimum number of Kills that will cause an
impacted armor area to lose the usual one Kill
worth of protection. If the incoming attack is
smallerthan the damage coefficient, the armar
is simply not damaged in any way. This form of
armoristhe reason thatinmany of your favorite
mecha shows, mecha carry very large energy
melee weapons as backups; in this way it is
insuredthatthe mechawillhave the necessary
punch, even against the best-protected
opponerts.

(4) Beta Armor

Armor

(5) Gamma Armor

The only armar type that does not have a
damage coefficient is ablative armor. Much
cheaper than the armar of old, ablative armor
does not reduce using the staged penatration
systematall; rather, it simply blows offlikz a serva
or gther component (take three Kls, lose three
Kills of armaor.)

1

Armor Size

Super Light(1)
Light Weight(2)
Striker(3)

Medium Strikeri4)
Heawvy Strikens)
Medium Weight{g)
Light Heawi7)
Medium Heawy!8)
Armored Heawy(d)

B 00 =~ On N & LI B =t

Super Eeaw{10| 10
Mega Heavy{11] 11
ArmorType Cost Damage Coefficient

Ablative (B) =05 il
Standard {S) x10 1
Alphala) =15 2
Beta (B) x20 3
Gammaf{d) 3D 4

Though refined armor may cast mare {or less)
than the armar of Mekton |, this has noeffect on
the maximum amount of armor allowed on any
givensarvo.Standard andactive shieldsmay also
be of the refined armor types, and their cost is
calculated by multiplying the costaf the shield by
the costofthe armortype, The extra costsforthe
rafined armor types do add weight to a mecha,




REFINED
HYDRAULICS

“The construction is proceeding accarding to
schedule.”

Ebanflack smited, foaking up at the huge
metal skeleton of the Shadowstorm 2, almost
totally ignoring the words coming from the
technician.

“Good, " Ebanffack said. “The DeathBird
was an excelfent test-bed for all the new
systems.”

“The hydraulics alone are twice as strong
as any mecha previously constructed,™ The
technician continued, “And the Quarium armor
will be nearly impenetrable.”

Neither Ebonflack or the technician no-
ticedthe figure in a torn Efaran fiight-suit hiding
in the ventilation shafts overhead..

Though hydraulics are normally free, it may be
desirable to purchase larger, more powerful
hydraulic systams capable of greater destruc-
tive heights. Larger,tougher hydraulics are now
available, aswell aslighter, streamlined hydrau-
lics. Thelatteris cheaperand provides forsaved
maney andspace. Hydraulics are costmultipli-
ar systems which use a unigue allocation for
CP space requirements.

The CP space requirements are paid from
eachand every servo, (Butnotcommand armor
locations or other systems that give additional
CP spaces such as binders.) Inthe case of the
lighter“space-class” hydraulics, all servos gain
an additional CP space because of the space
saved with the lighter hydraulics. The latter is
also the only system that has a negative cost
multiplier, and actually reduces the cost ofyour
mecha.

FiG. 15 REFINED HYDRAULICS

SERVO TYPE CosT KILLS SPACE STRIKE DAaM. BONUS THROW DISTANCE
Space  -x0.2 B -1 0 3 in Space)
Standard 0 ] a 1] 3
Heawy 0.1 10 1 +1 4
Super Heawy x0.2 12 2 +2 ]
Mechawith “Space”type servos canonlyfunc- TONMAGE ~ REQUIRED SIZE  COST & KILLS
tion in space or other zero-g (or near zerg-g) 1-19 Superlight z
environments such as lunar surfaces. 20-29 Lightweight 4
30-39 Striker 6
A0-44 Medium Striker 8
REFINED 5059 Heavy Striker 10
60-69 Medium Weight 12
POWERPLANTS Light Heavy :
80-83 Madium Heawy 16
Lathrin climbad through the skeleton of the 90-93 Armaorad Heavy 18
Shadowstorm 2 hoping the guard would keep  100-109 Supar Heawy - 20
to his schedule of making rounds once a howr. 110+ Mega Heawy 22
Soon he saw it the powerplant, Enough Mega Haavy Mk Il 26
fusion power te level the entire base. Mega Heawvy Mk. 1| an

As Lattnin fastened the jury-rigged bomb
to the casing ofthe powerplant; he wondered if
Karen was stilf on the base, and what she was
thinking.

When the bomb was attached, Lathrin set
the tfmer,

The two major additions to the existing Power-
plant technologyare oversized andfragile power
plants. These Powerplants provide both better
playbalance,and additionalvarietyinmecha con-
struction. Dversized powerplants representthe
highast technology in megapower output, pro-
viding encugh energy to supercharge even the
largest mecha. Thoughnomechais so large as
toreguire oversized powerplants, itis now pos-
sible to enhance mecha requinng superheavy
and even megaheavy powerplants (cf. Mekton
M pg. 66)

OPTION:

In the world of Mekton, mecha are run by heavi-
Iy-armored cold (or at least cool) fusion power-
plants. Unfortunately for the mecha and mecha
jocks in a great number of anime shows, many
mecha are constructed with the much more dan-
gerous hot fusion or free plasma power plants.
These "fragile” systems cost only half the listed
price, but take only one Kill before being de-
stroyed no matter how hig they actually are. Re-
fined powerplants {like conventional power-
plants) take no CP spaces regardless of size orty)

REFINED SENSORS

The entire time Lathrin was climbing over the
Shadowstorm 2, he was being watched.

Karen, sulking inside her Deathstalker,
observed him dropping from the ventilation
shafts onto the mecha below.

Herhand hovered over the comm-switch-
s in hersuit. One fiip of a switch and she could
alert the entire base...

Vantage Sensor Array (blister
glass removed) -




FiG. 16 REFINED SENSORS
SIZE CosT KILLS SEMNSOR RANGE COMMUNICATION RANGE @
SL 0 2 1 kilometer 300 kilometers
LW ] 3 2km 500 kn @
S 2 4 4km 800 krn
MS 4 5 7km 1000 km %
HS B B 11 km 1300 km
MW 9 7 15 km 1500 km
LH 12 8 20 km 1800 km %
MH 16 9 26 km 2300 km
AH 2 10 30 km 3000 km -
MgH 32 12 50 km Planetary (Moons & MNear Orbit) 4 T‘ ‘;
Reflector System in action; Reflector deployment.

Her sansors told her what Lathrin was
daing, and she knew that the small homb he had
would never penetrate the armor on the
powerplant

instantly, her hands flew over the controls
ofthe Deathstatker, punchingin s code hercon-
scious mind had long forgotten.

Miles away, a small light flashed on Kai's
sensor panel..

Again, where Mekton |l provides only simpli-
fied commo systems, MTS makes available 3
new,muchbroaderrange. Sensars contain simple
communicators, visual, limited IR and UV, as
well as heads-up displays, and other targating
and weapons displays. Larger sensor packag-
es (though they provide no new functions) can
take greater amounts of damage, as well as
providing enhanced range for communications
and ather sensorfunctions. Larger sensor pack-
ages will also provide enhanced efficiency for
manyofthe separately availablereconnaissance
and surveillance packages. All sensors take only
one CP space regardless of cost or size,

Secondary sensors are still available and
can be purchasad for two CP's. Such sensors
take two CP spaces, five Kills, and count as Su-
parlightforall other purposes. As manyof these
secondarysensor packagesmay be purchased
as desired.

REFLECTOR
SYSTEMS

“The signal came fram the island, Captain, I'm
sure of L™

“Kai, we're a itte bit busy hare, ok?" Ran
responded, as the bfast reflected from the Ra-
zorglanced off the Shairt Omni, fearing through
SORIE 87OV,

“But Captain,” Ellia interrupted over the
cam line. “The signal was Karen's emergency
code. Either Lathrinfound her, orshe’s snapped
out of it.”

“Listan, everyone.” Ran said with the an-
noyance showing in her voica. “0ur first priar-

ity is to knock out these damned reflector mir-
rors, 50 we can finish off this Kargan patrol,
Then, and anly then, will we think about going
back to that isfand! Am | understaod ™

“Yes, Captain.” Kai responded.

Inkeeping with the MTS idea, the exactnature of
reflector systems is arbitrary; the effect, howey-
er, is rigorously defined, as are the costs. Reflec-
tor systems ara mirrors or mirrored arrays/fields
which can be maneuvered into position by the
pilotto reflect (or atleastdeflect) away beam ar
automated EMW attacks and thusavoiddamage.
Thoughthe low maneuverability of many mecha
makes it difficultto make the necessary fine ad-
justments required for efficiant and reliable pro-
tection, larger mecha will often be found relying
onsmaller, reflector-equipped, remote dronesfor
such protection. In this way, their small size and
maneuverabilitymake it possible forthem 1o pro-
vide protection to boththemselves znd themoth-
arunitﬁmwusrq‘atila system, reflectorsmaybe
used for three different purposes.

1}

Deflection of incoming beam attack. This
is the simplest application of the three re-
flector system applications. Here a pilot
simply attempts to reflect an incoming
beam or automated EMW attack in a ran-
dom manner (heavier emphasis on de-
fencethan counterattacking). This type of
reflection may be attempted by a mekton
with a reflector systam, in lieu of a normal
parry. To deflect an incoming attack, the
defender must make a die roll adding
mecha reflex, piloting, and the quality val-
ue for the reflector. If this totel is greatar
than the incoming attack roll, then the at-
tack is deflected and no damage is in-
curred; should however, the attackerhave
rolied higher, the reflection was unsuc-
cessful and damage is taken as normal.

Reflecting an incoming beam at a target
(fireror otherwisel: Toreflect anincoming
beam back at the source or another tar-
get, the pilot attempting toreflectthe beam
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must make a roll adding mecha reflex,
beam weapon skill, and the reflector’s
guality rating. From this, the Kill value of
the incoming beam must be subtractedin
additionto anextraminus five penalty. 1d10
+ BW skill + MR + Quality - Kills - 5. [f this
totalis higherthantheincoming attack roll,
then the beam has been redirected and a
new target may be nominated. If this rollis
less than the attacker's total 1o hit scare,
the defender was struck by the beam and
takes damage in the normal way. When
firing back a reflected beam, the attack is
treated exactly as if it had been fired di-
rectly fram the reflecting mecha with the
follawing exceptions: wide angle attacks
arenolonger treated as such, and the to-
tal distance traveled |before and aftarthe
reflection) mustnot exceed the weapon's
original range maximum. The same total
for the reflection roll is also used as the
new attack score, Like deflection, reflec-
tion is done rather than a normal parry.

Redirection of friendly beams: Inadditionto
deflectionand reflectionofincomingfire from
gnemy mecha, redirection of beams fired
from friendly mechais also possible {this is
possible only for beam weapon attack and
notautomated EMVW's.) Toredirect a friendly
beam, the redirecting pilot mustmake a roll
adding onlymecha reflexandthe reflector’s
qualityvalue, Ifthisis higherthanthe beam's
Kill value, then the beam has been redirect-
ed and continues on asiffired fromthe redi-
recting mekton. (Subjecttothe same restric-
tions as aboveforbeam reflection.) Ifthetotal
islessthan the Kill value of the weapon, the
beamwas not correctly redirected and the
mecha attempting the redirection isgrazed
by the beam. Mektons thatare grazed take

one half the yield of the beam to @ random
location neglecting suchfactorsasautofire,

Inthecase ofredirection, noskillisused, though
it is entirely possible to develop 8 “reflector
systems” skill separstelythatcould serve asan
additionalbonusinredirection attempts, aswell
as substitute if desired for pilcting and beam
weapon skills in deflection and reflection at-
tampts respectivaly. In all three of the applica-
tions forthereflectorsystems, the quality value
plays animportantrole. Qualityvalue represents
both the size and the quality of the reflecting
surface armethod. A reflector may not deflect,
reflect, or radirectbeams with Kill values greater
than three timas the reflector system’s quality
value {lestthey be reducedto powder...) . Mecha
with reflactar systems may also deflect or re-
flect beams not directed at them at the cost of
ane action with the provision that the beam’s
path must take it through the hex in which the
intercepting mecha is located.

REFLECTOR QuauTY VALUE
0 Value: 1 2 3 5 & W
Cost: 1 4 9 25 64 100

Though reflectars require full CP spaces (and
are thus often very large) they may be split
between multiple locations but not multiple
mecha. Reflactor systems are destroyed if the
servao, command armorlocation, binderorother
location inwhichthey are mounted is destroyed.

REMOTE UNITS

“Incoming, smallmissilas atthree o'clock.” The
warning came over the infercom as Kard was
preparing for bis final bombing run on the Elaran
outpost

FiG. 17 REMOTE UNITS TAELE

REMOTE SYSTEMS
Class 5L W § MS HS MW LH MH AH SH MgH
Control Mu'tiple 5 1 2 3 4 5 6 ) ] q 10
Cost 1 2 3 4 B B 10 12 1 18 27
S el = .
RANGE
Control Range 0 1 3 5 7 10 15 20 )
Operzation Range d 5 g 15 21 30 45 o0
h Cost x0.4 x07 =08 x1.0 %11 x13 x16 x20

Faols, thought Kard as be continued to
streak downward, the fusion bomb clenched
firmly between the talons of his Razar. How da
they expect o stop me with simple missiles? |
can gut-manauver any missile made.

Kard ceased to pay any aftention ta the
small, rocketing forms. He didnt even iock at
his radarscreen, which showed the entire fight
of objects perform a tight 60 degrea turn in for-
mation; something missies just don’t do.

Kard was still smiling when the fight of
drones firedon, and destroyed, the fusian bomb
hewas camying, vaparizing the Razas, and Kard,
in the pracess,

Abowve, inhis modified Shairt Belta, Or. Tal
smiled to himself. he just hoped fie would make
it to the isiand in time....

A remote unitallows amecha piletto control nat
onby his own suit, but one or more drana units as
well.

Remote units contralled by this system are
built independently from the primary (“moth-
er”)unit, and the point cost totals are then add-
ed together after all drones and the mﬂtl‘er!unii
havebeencompletelydesigned andtheir points
calculated. Remotes can range from one suit
the same size as the mother unit, to dozens of

tiny "drones” with the capacity for flight and a
minimalweaapon which rely only on maneuver-
abilityand numbers. Remotes may be evenlarg-
eriscaledup)orsmaller (scaled down)thanthe
mather unit.

There are, however, same disadvantages
to being a remote unit, Because remote units
have no pilot of their own, they must operate
with the divided attention of the mother unit's
pilot. Because of this limiting factor, a remote
unit's skills [piloting, beam weapons, reflector
skill, etc...) and statvalues (reflex, intelligance,
etc..} are onlya fraction ofthose ofthe pilot. The
exact fraction (Never to exceed one!) varies
from mecha tomecha depending onthe contral
multiple of the remote system and the actual
number of dronas.

A remaote unit’s stat or skill is equal to:
[control multiple] x [pilot's skilll

[number of drones]

In addition to being a bitinferior to mecha with
actual pilots, remotes lack sentientthought, and
thusinitiative. Because of this, the remote's ac-
tions must be requlated by "programs.”

A program outlines the maneuvers a
remate or group of remotes will do during its



{A) Remote Unit with
Spy Camera

Talen

{€) Cable Remote

{B) Remote Melee
Weapon

{D) Remote Laser

actions. Anexample program for athreeaction
drone might be “dodge, move ta § hex range,
fire.” For a remote, or group of remotes,
programmingmay be changed in one action as
long as all the drones having their programs
changed are within the control range of the
mother unit's remote system,

Once given a program, a drane ar group of
drones will attempt to follow orders to the bast
of their ability and then retum to the mother
unit, It is possible however, to give drones or-
ders such as, "Move to within 4 hexes oftarget,
fire, move to 8 hexes from target, repeat until no
enemies remain.” In which case the drones
would fly in, fire, fly out, etc..until no enemies
remained.

Drones will only deviate from their orders if:

A} Their orders are no longer relevant (i.e.,
target destroyed] in which case they will
return to the mother unit,

Bl Themaotherunitisdestroyed inwhichcase
the drenes will continue as if a “repeat”
command has been givan, and simply da-
activate when and if their orders become
irrelevant (as case A).

C} The mother unit or the drone moves such
thatthedronels) arefartheraway thanthe
remaote unit's operation range.

CABLE GUNS:

Anothar, more primitive, form of remote, the ca-
ble gun is a single weapon mounted in a small
casing (torse] with a small maneuver engine in
it. The entire structure is connected to the moth-
er suit by a long reenforced fiber-optic cable.
All commandstothe remote travel through this
cable, and if it is severed the gun will fall use-
lessly to the ground. Cable guns have a three
hex maximum range for operation and control.
Cost: x 6

Allthe construction rules formaking cable guns
arathe same forconstruction of regular drones,
with the following rule additions. The wire has
a 1kill structure, so any atteck that does 1 killor
more to itwill sever the wire, making the drong
uselass. For defensive purposesthe wire moves
aswell as the drone itis attached to [the same
defensive maneuver bonuses].

Attacking the wire: The wire may be at-
tacked at any point (hex) between the mother
unit and the drone. All meles atacks are re-
solved normally, butall ranged attacks suffer g
-5to hit penalty, The -5 penalty can be avoided
only if the ranged weapan has an radius effect.

SHADOW IMAGER

“Deploy decoys on my mark.” Aan’s voice was
moreintense than evar. The stress ofthe last 24
hours was beginning to show. Lathrin was har
second in command, and her friend, IFf he was
aliva, the Night Hunters would rescue him. [f
not, they would make his kilfers pay.

“Now!" As the words left ber mouth, all
mine suits released their balloon decoys. Hope-
fully they would cover the squad during the ini-
tred descent,

This tims, as the Kargan mektons inter-
cepted, the Night Hunters were ready for them,

Theshadowimager creates multipla sensor-real
images ofthe mecha; so holographicaliy realitis
impossible for personsortargeting computersta
discern the real mecha. The addec images lor
shadows) appear totally real to the naked eye
andevento complex equipment such 2 s mekton
sensors. The effect of these sensor-real shad-
ows is that whenever a hit is scored cna mek, a
die roll must be mide to determine whethar or
not the true mecha was hit

Upon scorng a successful hit in the normal
fashion, the attacker must make an additional roll;
1010 +Intelligence + Awareness [ Perception.
Add +1for each active ECCM point and the fol-
lowing special bonuses as appropriateforany
special syslems:

+1 for ASP [See Recon Systems)
+1 for Spotting Radar
+2 for Target Analyzer

This totalis then compared to the following roll
made by the pilot of the target mecha:
1010 + Intelligence + EW skill. Add +1foreach
active ECM point and +1for each active shad-
ow, along with thefollowing modifiersforthese
extra systems as appropriate:

+1 for Chameleon System

+2 for Active Cloaking System

+1 for Stealth Package.

Onfy if the attacker's rollis higher is 2 success-
ful hitscored (damage is then proceeded with
a5 normal). Should the attacker succeed in this
roll, he may also opt to hit a shadow instead of
the true target at his discretion.

When a shadow is hit it is destroyad; it is
then clearto the attacker that particular image
iz no langer real and thus may no longer be
counted into the defender’s rolls against that
specific attacker in the given combat.

The cost of a shadow imager is based on
the number of shadows aveilable, and the na-
ture of the system itself.

COST  # OF SHADOWS
x1 1
%2 2
X3 3
xd b
Type Cost
glectronic/holographic |
balloon w7




&inflation)

"Balloon™ Decoy [deployment

|deal for thair cost effact-
nessandversatility, shialds
are popular among almast
all mecha-using culiures,
There ara thrae diffarent
types of shields, somemare
efficientthanothers, butall
are used o fulfill the over-
alldefensivaneedsofmany
mecha,

Thestandard and most
common type of shield is lit-
tle more than an enarmous
hunzofpla stesl plating, usu-
ally mounted anthe armofa
mecha. This plate servas as
mobile armor and may be
parriedwithas perthe shield
rules in Meiton |1 [pg.44}.
Because standard shiglds
argwholly axternal, the'yra-
quire only ane CP space
fram the arm in which thay
are mounted, regardless of
their actual siza.

Electronic/holographic is the type of system de-
scribed above; balloon represents a lower tech-
nology version of this same system with the fol-
lowing exceptions,

The balloons are giantinflatable mecha, the
outside of which are designed to have the same
“taxture” as the suit being duplicated, when
viewed by radar or othar sensor equipment. Bal-
loans, will not fool the naked eye, however, and
will function only in space. {Seeing as they have
little or no form of propulsion.) Also, they may not
mave, soamekton must stay stationary to benefit
from their protection. If they have not already
been deployed, howeaver, they may be launched
immediatelyin place of an active parry attempt.

SHIELDS

The battle was the longest the Night Hunters
had ever fought. The eguivalent of four mecha
squads had been housed on the island by the
Kargans

Earfyan, Ellia and Duncanwere shol down
by stationary missile batteries. Once they had
fired Kai made short work of them, and most
other ground-based defences.

Hen hersalf was almost destroyed twice,
but the shialds of the Shairt Omni stopped both
attacks cold.,

It ivoked fike they might just win this one.

The second type of
shieldis theactive orautomatic shiald. Automat-
ic shields, as opposed to being attached to the
mek's arm, are attachad totheir own senos and
thuscanmove inde pendently. Automatic shields
may parry oneincoming attack perroundwithout
the mekton's pilot expending an acticn, and one
additional attackforeachadditicnal actian. & pilat
neednotspacifywhichlocation is to be covered,
the automatic shield will decide for itseff whan
and where to parry. Because thase shields re-
quire an anonmous amountof machineryto move:
them about, automatic shields requira x.5 CP
spacesfromwhichewer sarva they are maunted
in (the other halfis outside and thus requires no
space fromthe servo).

Finally there are reactive shields, or force
fields. Force fields can parry a number of incom-
ing attacks without the pilat expending any ac-
tions, and without specifying which areas are to
be protected. All force fields have a “parry fac-
tor” associated with them, which is the maxi-
mum number of attacks the field caninterceptin
a given turn; unlike automatic shields however,
additional actions may not be expended for addi-
tional parries.

Also unigue, force fields do notuse staged
panatration {as is the case with standard and
automatic shields). Instead, force fields simply
regenerate to full strength after each hit, pro-
vided the hit is not larger than the damage ca-
pacity of the field. Should a hit be larger than
the damage capacity ofthe force fiald, the field
iafter providing whatever protection it can),
overloads and flickers out of existence. Once a
tarce figldis destroyed in this manner itcan not
be used againuntil the mecha is repaired and a
copiousquantityoffusesare replaced. Because
reactive shields are totallyintemal, they require
full CP spaces. It may not be desirable for a
force field to be up at certain times, because of
this, force fields may be turned on and off atthe
zast of one action,

Activeand reactive shieldsthatare “on™will
always parry the first attack(s) directed at the
mechain agiventurn—thus, the pilot has no con-
trol overwhat attacks will ba parried. Inthe case
of mecha with multiple force fields , it must be
specified (whenthemechais designed)whichis
“inside” and which is "outside”{i.e. the arder in
which the fields will interact with the incoming
weapons). Inthe case of mecha with both reac-
tive shields and other types, the force fields are
re solved first. A single attack can not be parried
by two shields that are not reactive shields lie.,
muttiple standards, multiple active shields, arany
cambination of the twa,



Standard Shields

Class 8L 5 HS LH AH MgH .
SP: 2 4 8 8 1m 12
Cost 1 i 3 4 & 19

PARRY FACTOR (PF):

Used only for reactive shields, pa-ry factoris the
maximumnumberof incormingattacks a reactive
shield may parry in a given tum,

Binder Space
K1 3 &% F BN
Capdcity(CP: 2 6 10 14 18 22
Cost x1.1 x1.3 x15 x14 x1.3 x12

characteristics for purposes of making skill
rolis; each such system requires 1CP space
regardless of added bonus.

Logic processors: + 1 int [cost 2] + 2 int [cost 5]

x1.0 x1.5 x20

twovarietiesof shield ssimply by furthermuliplying
the shield system’s cost bythe costmultiplier for
the appropriatenew armartype. Reactive shields
are notsubjectto staged penetration, may notuse
the refined armortypes,and use the specialrules
given above for damage capacity.

Shield with Binders in back

|sthe numberof Kills that must be s& crific ed from
the shield's stopping power ta give the listed
amount of Spaces for weapans anc ather 5ys5-
tems . A shield may nat sacrifica Kil sit doas not
hawve for spaces.

BINDER

CAPACITY:

Thecapecityistheactualnumbero! CP spaceswarth
of equipment that may be placedittothe shigld.

STATISTICAL
ENHANCEMENTS

Manymecha intheworld of Algolandelsewhere
are designed for purposes other than strict mil-
itary applic ations;indeed, guite a few machacan't
survive combat atall. Inall casesitis often desir-
able to have additional hardware that could aid
inspecific tasks. Clearly, evary applicationmight
raquira differant hardware. This however, is a
concern of design concept rather than system
mechanics,

It is possible to purchase systems that
will affectively add to the pilot's base

Active Shields CLASS: BINDERS: +3int[cost 11]

Classs 5L § HS LH AH MgH Is the generz| size of the shield, similar to class It is a common practice to putweapans, thrust-  Design and decor: + 1 cool [cost 5] +2 cool
sp: 2 4 6 8 10 12 for sarva's. ars, and other systems into standard and active [cost 1] +3 cool [cost 2]

Cost 2 4 6 8 12 18 shieldsto conserve spaca. Abinderis a shieldin ~ Technical analyzer: + 1 tech [cost 2] + 2 tech

STOPPING POWER (SP): which a portion of the inside has been hallowed [cost 5]+ 3 tech [cost 11]

Reactive Shields Thestopping pawer(in Killsj ofthe shield, Bothstan-  out and thus compromised for space.

Class: SL 5 HS LH AH MgH dard and active shields are subjecttothe normal
s 2 4 6 B 10 12 s:aged penetration rules forarmor, inadditian, the BINDER STEALTH

Cost 3 6 9 12 18 77 “refined” armortypes maybeused anthese first  SPACE:

Ebonflack smiled to himself; the equipment on
the Artimis allowed him to watch the battle
without giving limself away. He would be total-
Iy invisibie to alf sensors.,

He would dearly enjoy wailching the
Elarans get decimated.

Fram his hiding point on the side of the
mountain, he commanded an axcelfent vigw of
tha entire island. He watched with glee as the
Kargan mecha laft the hangar bay

The show would be delightful.

Unlike the cloaking field, stealthis a modifica-
tion ontheinternal systems ofthe mecha: spe-
cifically,the armor and flight systems. Special
plastics and alloy coating substitute for vital
sections of armar, eand external plating can
absorb radar energies and thus pratect the
stealth mecha from being located by spotting
radars. Mainly, however, modifications to the
powerplant, flight, and other locomative sys-
tems, allow the mecha to fly silently, move
near-silently onthe ground, and notleave heat
orradiationtrails. Thus stealth suits cannotba
followed or tracked with “ASP" systems.

Stealth requires na CP spaces andisax 2
cost multiplier system.




TECHNO-ORGANICS

One hundred tons of destruction; hundrads of
square meters of armor plating, weapons that
possess the power to level citiesf And some-
where, beneaththesecurityand near-invuiner-
able armored plating...there is life.

Though the human path of technological
evolution had followed the way of tools, ma-
chines, and eventually robotics and cybernet-
ics, many afien races, chief among which are
the Agendi, have chesen to follow the organic
routs. Though these cultures have developed
theirtaols from genetics rather than from phys-
ics and enginganng, there comes & poinl, as
with the human evolution, where inevitably the
technalegy of iife must meet the science of steal,

Mecha of this “techno-organic” type are built
exacthy as anyotherwiththe exception thatthey
mayalsopurchasethe “techno-organic™ system,

Techno-organic mecha are subject to the fal-
lowing rules:

1} Techno-organic mecha possessthe pow-
arto regenerate. Themostpotent of all the
abilities, the high level bic-enginering used
in their construction will allow any dam-
aged servo (torso, head, arm, leg, wing,
tail, etc...) or weapons system to regain
one Kill at the beginning of each new wm.
These systems may healinthisway anlyif
thay have not been completely destroyed.

2) Armor plates, command armer, armor lo-
cations, standard shields, and active
shields also regenerate, but at a much
slower rate, These systems will recover
only one Kill per day due to their higher
density and the power required to create

the nec essary materials fogr their construc-
tion. As above, thesethings willnotbe abla
1o return from complete destruction.

1 Powerplants, hydraulics, sensors, and oth-
er systems not listed above do notregen-
erate aopreciably, and so they mustactu-
ally be repaired by technicians.

4] Becauseatechno-organic mecha,likeany
otherliving thing, feels pain, it suffars a -1
penalty anall actions for each system (ex-
cluding armar plating) that is completely
destroyed. This penalty is cumulative and
$0 can bacome guite a problem.

31 Tachno-organic mecha gain an overall +1
MV bonus (though this may not bring the
mecha’s overall MV above 0).

Techno-organics are a x5 cost multiplier sys-
tem and require no CP spaces.

TELEPORTERS

A thousand years of technological advance-
ment ahead of the warp-drives used to propel
the million-tan gateships of the Mekton Empire
through space, the teleportation system used
ta transport mechais totally beyond the inhab-
itants of Algal. However, in games taking place
elsewhare, orin the hands of an alien race or
designer, such a system would be most potent
indeed.

The teleportation system can move a
macha up to tha system’s full combat range in
ane action, ignoring intervening terrain and
ather factors, provided anly that the mecha or
its pilot has some method of perceiving the
target location.

AG. 18 TELEPORTER COST

Combat Teleport (hexes) 2 K| 4 ] g
Glabal teleporter (km) 16 81 256 1296 A096
Cost Multiplier k1 x5 xb LR x1.0

Mecha withteleport capahilities may alsa
“global teleport.” Global telepartation has far
greater range, but requires almost an hour of
preparation beforehand, both to build up pow-
er, and to do the necessary computer work 1o
insure a safe and accurate teleportation. Inthe
case ofglobalteleport, thetarget area need not
be in sight. However Global Teleportation is not
as accurate as Combat Teleport, so the mecha
mustteleportto arefativelyopenaraa. (parking
lot, baseball diamand, open fields, etc)

Mecha may not teleport into, or out of, an
area surrounded with a force-field.

Teleportation systems are cost mu'tiplier
systems and take no CP spaces.

THOUGHT
CONTROL

The first Lathrin knew of the attack was when
the missiles fromtire Shairt Delta slammed into
the missile batiaries, It was g houruntillive bomb
would explode. He was stil sitting in the frame
of the Shadowstorm 2,

Inside the modified Deathstalier, Karen put
onthe interface hefmet While the Deathstalker
was only a practice unit for the Deathird, it
was still 8 nightmare in battle,

Outside, Lathrin sawthe Deathstalker apen
its pilat’s cockpit It only took him & second to
recagnize the pilat. 3

He almost had time to shout her name
beforethe mecha baywas filled withthe force

of an explosion. The Deathstalker rocked; it
had suffered a direct hit from bahind. He
watchedin horror as Karen was thrown out of
the apan cockpit of the Deathstalker, failing
sixty feet ta the ground below.

Once more on the farefrant of Algalian
technology, thethought control system creates
a directlink between the mind of a pilot and the
bady of a mecha, thus eliminating the need for
lavers, buttons, or other controls; indeed, elim-
inating any need far the pilot ta move at alll
Thoughthis systemhasitsdisadvantages,itcan
greatly increase the ability of a mecha to ma-
neuver and react. Additionally, this system will
almostinvariably cause a bond to develop be-
tween the mecha and the pilat. In most cases
this bond is beneficial, allowing greater com-
munication between the pilat and the mecha;
this too has its disadvantages,

Inthis bond between the pilot and the unit,
there is great possibility for psyechic feedback
damaga. This can cause extansive problems,
because the pilotactually feels the damage the
mekton is sustaining and it is possible for him
{orher)tosustaintremendous quantities of dam-
age, orevan be killed. So most thought contral
mecha are usually very well armored.

Meks equipped with thought control systems
are subject to the following rules.

1) Regardless of the suit's current MV it re-
ceives a +2 MV bonus. (Which may in-
crease this factor above and beyond the

. normal zero maximum.)



2} The mekton automatically receives an
additional action regardless of current
number.

3} All weapon accuracies are increased by
an additional +1.

4) If the suit has a remote unit, the control
multiple is multiplied by twao. Other than
this, however, remote units receive none
of the other thought caontral system
bonuses unlesstheythemselves purchase
thought control systems of their own.

51 Because of the bond formed betweenthe
mecha and its pilat, for every three Kills of
“internal” damage sustained by the
macha, the pilot suffers one hit directiy to
the head, past any armar or other
protection,

Mo single mecha may stack multiple thought
control systems. However, it may be desirable
far a suit to purchase multiple systems such
that two ar more pilots could benefit from tha
bonuses thusincurred. Thought control systems
may also benefitinternal automation systems.

Internal automation systems with thought
contral systems attached will in addition to
becomingmare efficiant (inthe mannerdescribad
ghove), will 2lso often take on parsonalities and
sentientbehaviorsuchasmanyintelligentmecha
from your favorite robot show.

Thought control systems are cost
multipliers.

However, x5 affords the listed bonuses (and
penaltias) for one pilot or 14 system anly.
Additional pilots and |A systems may be equipped
in the above manner for an additional x.1le.q.,
Two cackpits and an L& system could by equipped
with thought control for x5+ 1+ .1)=x.7)

TRANSFORMABLES

Lathrin rocked Karanin his arms, Her breathing
was shailow, and ha was sfraid she wouldn't
last forg. She had said his name once, before
falling inta unconsciousness. The blaod from
herwound drenched the torn strips of his flight-
suit that ke held to the back of her head.

“Iwilitaka kar: your squad needs you, " Lath-
rin's head spun at tha sound of the voice, ifwas
Dr. Tal. Latfwin locked pasthim tothe transformed
Shairt Deta inthe docking bay. Dr. Tal had fired
the shotthatdisabled Karen's Deathstalker.

“I, .. will nat leave her, | laft her once.
Mow we re together. " Lathrin stammered, hold-
img Karen's form close to him.

“| wilprotecther, GO!™ Tal'svoice seemad
to penetrate the haze around Lathrin’s mind.,

{ atfwin had tha Shairt inthe airand inmecha
farm wathin secands. Alhis hateand pain had finally
calmed'toa smoldering rage. Ebonflack would pay.

Similar ta the transformablas from Mekton 11
{pg.67), the transtormables here in MTS repre-
sent alternztive serva configurations in which
a macha may be built or changed into.

Transformable meksare constructedinthe
same way as humanoid mektons; ence this "nat-
uralform”is complete, any number of transfarm-
able mades can be purchased forthe listad cost
multipliers. In addition, a number of CP spaces
equalto one tenththe total cost of &l of the trans-
formear modes must be payed by any cambina-
tion of the servas includedin the mecha.

Also, the natural form of a mecha need nat
ba humanoid. Inthe case oftransforming ornon-
transforming meksthathaveno "humanoid” form,
4 more apprapriate mode may be chosen atno
costtothe suitand allof the advantages and dis-
advantages ofthechosenformare applisdinfull.

Many mecha transformer modes shown
herewill alsoanly be appropriate foragiven list
of scales; in such cases this will be listed with
the form description.

1) Tank-form: costx.30
Maodifiers: none
Propulsion:  tread, wheel, fan, gravitic
Hardpoints:  torsos, “mountec ” shigld
bindars
Special: half damage to torsa.
Scales; 1x, 10x

Designed to consolidate armored protection,
tankform mecha are so efficient at this that
they take only half damage from hits to the
torso. Designed for ground use, transforming
mecha usingfans or graviticsmay natfly mare
than one level {=1 hex) above ground. They
may, however, use such systams to slow falls
so as to take no damage. Additionally,
transforming mechawith standard shields will
retainthe benefitof such shields asif parrying
to the tarsa every turn. This costs no actions,
actingasifthe shieldis actuallyatta cked. Only
one such shield may remain functional in this
manner,

2) Agqua-form:  costx.20

Madifiers: +4MA an water surface,
+BMA underwater

Propulsion:  fan, gravitic

Hardpoints:  torsos, heads {shipform
anly)

Special: water anly

Scales: 1%, 10x

Futuristic submarines, agua-form mecha may
onby move on or inwater {lakes, ocgans, ete...)
hexes. Aqua-form mecha may also be shiplike
{non-submersable.) Such mecha may not trav-
el beneath the sugface of the water, but may
use head-mounted weapons {turrets.)

3} Fighter cost x.30
Maodifiars: +2MA, -2MV
Propulsion:  fan, thruster
Hardpoints: torsos, heads, wings,
hand held non-melee
Special: must have wings.
Scales: Tx, 10x

Designed for atmospheric use, fighters are fast
moving and formidable. Though they may not
be quite so maneuverable as humanoid form
(narmal) Mektens, thisis more than made up for
by their higher speeds and tactical versatility.

4) Astrofighters and Corvettes  costx.35

Modifiers:  +4MA, -ZMV
Fropulsicn:  thrusters, gravitic
Hardpoints:  torsos, heads, wings
Special; minimum move 4 hexes/
turn [in atmasphera)
Scales: 1x [astrofighters), 10x

[carvettes)

Sleeker and faster than fighters, astrofighters
need not even have wings. (Though they may
still purehase them if desired for the addition-
al MV bonus in atmasphere.) Because of their
design, astrofightars may move no slowerthan
& hexes per turn or they will be considered
falling. (Whereas by comparison, fighters may
fly so slow as to be moving less than 1 hex per
turn and thus be considered stopped.) Obwvi-
ously, this anly applies during standard grav-
ity situations,

Corveties are large ships. Midway be-
tweeen astrafighters and starships, corvettes are
capable of entry into and travel through the at-
mosphere. Corvettes follow the exact same
rules as astrofighters, but may purchase any
number of scale 1 weapon bays {see "Scaling
and out of scale weapons™).

Both astrofighters and corvettes are ca-
pable of achieving orbit and re-entry,




5} Walkermecha cost x4

Modifiers: +IMA

Propulsion:  fan, thruster

Hardpoints:  all

Special; -2Wa for hand held
weapans

Scales: 1% anly

Mid-way betweenfighterfastrofighters and man-
form meks, walkerforms may use all weapons.
Attacks however from hands, feat talons, pin-
cers and other hand held or armmountad melee
or rangedweapons are at a -2WA penalty dueto
the only parfiallytransformed position of the arms.

6] Helicopter form cost x.25

Modifiers: -2MA, +1 MV, +1 all WA
|while hovering)

Propulsion:  fan only

Hardpoints:  torsos, heads, arms,
wings

Special: may hover (see below)
MV not to exceed 0

Scales: 1% and 1/5x

Helicopter form meks, or gunships, serve mainly
as flying ground turrets. Theirlow fight speedis
mainly oftacticalimportance. Mostuseful forthe
gunshipformmechais the abilityto hover. Though
manform and some other mecha may danca
about in small areas and be considered non-
maving, anly helicapter gunships may truly hov-
erin one place. While so doing @ +1 WA bonus
may be added for all weapons.

7l Beastform  costx.30

Madifiers: +2MV on ground, +1K
damage in melae

Propulsion:  legs only

Hardpoints:  any

Special: no handheld weapons,
WMV not to excead 0

Scales: 1x only

Lians, tigers, or bears; beastfgrm mecha are
designed to take maximum advantage of their
servas énd internal mechanical musculature.,
Because of this they are both more maneuver-
able and more powerful. Thowgh they may not
usa any formof hand-held weapons, all arm or
leqg mounted melee weapons receive an addi-
tional +1 Kill bonus to damage.

8) Aviam and Dragonform cost %35

Modifiers: +1K damage in melee

Fropulsion:  legs, thrusters

Hardpoints:  any

Special; na hand held weapens,
MV not to exceed 0
Scales:  1xanly

Avianformmecha arain many ways similar to
beastformmecha,being subjecttoall ofthesamea
rules with the exception that avian form mecha
may fly and in fact many possess wings. Avian
forms possessing more than one setof lags, ora
setofarmsareoften referredto as ‘dragonforms®
onAlgol, suchmechafollowthe samerules asAvi-
anmecha.

9) Cycleform  costx35

Madifiars: +dMA, + 1Y

Propulsion:  wheels, treads, fans,
gravitic

Hardpoints:  head, tarso, hadheld
WEapons

Speciak MV net to exceed 0

Scales: 1x, 1/5x

Often itis dasirable for smaller mecha and pow-
eredarmorstotransforminto cycleformsfor eas-
iermovemnent and storage. Heavily used bypolice
and law enforcement agencies all over Algol,
cycleform mecha are efficientand varsitile. How-
ever, bacause of the pilat's small size compared
to that af the cycle, combat armar must be worn
for the transformation process to be possible.

10) Autoform cost x.2
Modifiers: +2MA,
Propulsion;  wheels, treads, fans,
gravitic
Hardpoints:  torso, shields
Special:
Scale: 1%, 1/5x anly

Similar to cycleforms, only larger, autcforms
may be any type of automotiva vehicle, Auto-
tarm transformable pilots however, need not
wear combat armor,

11) Starship/Starbase cost x3

Moaodifiers: +2MA

Propulsion:  thrusters, gravitic

Hardpoints:  “torsos”, “heads”,
“wings”

Special; only gravitics may enter
atmasphere

Scales: 100 only

Vastly largar than corvettes, starships are ca-
pable ofinterplanatery travel. In factnomecha
solarge asto be abletntransforminto starships
have ever beean manufactured in the history of
Algol; this however, doesnot meanthat it is not
possible. Mainlythis has beenincluded forthose
of you actually wishing to build starshigs, in
which case this mode would be chosen as the
mecha's "natural form.” Mecha of this form
without propulsion are often called “starbases”
and are placedin orbithighabove planetsurfac-
es. Surface bases and orbital colonies are also
of this farm.

*} Concealment costx.d

Oftenitis desirable foramechatatransfominto
another form in such @ way as to conceal the
fectthatitisreally amecha. Thiscanbe accam-
plished by paying x.1for eachform inwhich'the
mecha wishes “concealment.” Concealed
forms will appearjustasifthe mecha were one

of whatevervehicle is being chasen. (Obvious-
ly not so useful for beastform or avianform...)

Many of the above transformer modes pro-
vide MV bonuses. As with other forms of MV
bonuses, these may not serve to increase the
mech’s MV above zero. (This may anly be acom-
plished with thought contral.)

*} Efficient Transformation  cost x.1

This options allows the mecha to take up 1/2 CP
spaces for the transformation mechanics. This
will allow a smaller mecha the option ta use mul-
tiple transformer modes without taking up all
available internal space. The .1 cost multiplier
applies to all the transformer modes a mecha
has, so it need only be bought once,

V-MAX SYSTEM

Ebonflack had the advantage; the Shairt Delta
couwldn tgetany sortofweapon’s lock-on. Onthe
other frand, the Delta was an open target fo the
Artimis.

Ebonflack was winning; for every hit Lathrin
scorad, he returnad three. The Shairt Delta was
good, and Lathrin was a good pilot. But Ebonflack
was better. AllLathrin’s trickswera finallyusedup.

“Lathrin” It was Tal's voice, over the com.

“Get Karen out of here, old man!” Lathrin
snapped. “I'm already dead.”

I doubt she will like that idea when she
wakes up. Do you want to put her through what
you went through?” Tal was smug as usual,

"What choice do | have?”

"Simply initiate power over-run sequence
Oued-Selka-Ector. " Tal sounded like he was giv-
ing instructions fo a six-year-old,

"What will that d...." Lathrin was cut off as
Ebonflack sliced off the Dalta's right leg just be-
low tha kngs.




Ebonflack was circling around for the kilf
when the Shairt Delta began to glow noticeably.

It seemed Lathrin did have one mors trick
up his sleave.

Power capacitor systems allow amechato
burn almost all ofits intemal nuclear power sup-
ply, andindaing so, supercharge allinternal systems
for a bref but glorious instant of destructive power.

Unfortunately, this effect tends to be
samewhat dissapating to the mekton's effective-
ness once the fuel supplies are exhausted,

This systemis effective for alimited number
ofturns only; this duration determines the costof
the system.

Turns: 1 2 3
Cost: %75 x1.75 x2.0

During this time the mecha is subject to the
following rules:
1) Allnormalbeamweaponsand beamweapons
in energy pool portfolios have their range and
their damage yield increased by 50%.

2) Allenergymeleeweaponsand EMW sin port-
folios have theiryieldincreased by 100%.

3 +1MV.This, like thought control systems, may
increase the macha’s total MV above zara,

4]  Allnon-energy melee weapons do an addi-
tional 2 Kills of damage.

5) Leaping distances are increased by ona
extra hex.

6) All reactive shields (force fields) and point
defence systems {"automated” enargy
melea weapons) have their PFs and AFs
respectively increased by 100%.

7} Reactive shields (force fields) cantake 50%
again their normal damage capacity.
4

8) The mecha gains an additional action.

9) The pilot of the mecha may nat target spe-
cific systems on enemy mecha.

Onece, however, this system isno longer active,
thenow depleted mektonisata greatdisadvan-
tage, andis subjecttothefollowing rules. These
disadvantagesapply untilthe mechahasits pow-
erplant repaired ata mecha repair facility. The
repairprocess takes a minimum of 3 hours to
complete.

11 Normal beam weapeons and beam weap-
ons in energy pool portfalios do 50% less
damage and have 50% less range.

2| Al energy melee weapons and EMW's in
enargy paol portfolios do 30% less damage

3 -IMV

4) Al non-energy melee weapons da one Kill
less damage.

50  Jump ranges are reduced by one hex,

6) Al reactive shields [force fields) and point
defence systems (“automated” energy
melee weapons) have their PF's and AF's
reduced by 50%.

7} Reactive shields (force fields) take 50% less
than their normal damage.

8) (One less action {if amekton's total number
aof actions is reduced to zero, itis assumed
to be totally shut down),

Also,itis possible foramecha to have biva V-max
systems. Inthis casethey may be used indepen-
dently lat separate times,) in which case the
mechawill function aslisted aboveboth times, or
the pair may be applied simultaneously. In the
latter case, all of the effectslisted forane system
are doubled, {e.g. 100% increase in beam weap-
on strength, 2 extra actions, ete...)

Ineither case, themecha is notassumed o
have burned out the majonty of its internal fuel
reserves until after both V-max systems have
been used, When this has happened, however,
the drain is almost absolute; the machine suffers
double the penaltias listed above (beam weap-
ons are useless, -2 actions, elc..)

WEAPON MOUNT

In Mekton Il, hands are only allowed to be
placed on the ends of arms. In MTS, you still
need to pay for hands, butin additien to being
ablatoplacethemaonthe arms afyourmekton,
youmay place extra “hands” onvarioussemnvo
locations,

For clarity’s sake, these extra “hands™ are
called Weapon Mounts,

These meunts allow any servoto “hold” a
weapon of a CP value equal to the initial CP
spaces aveilable to the serve on which the
mount is Iocated. For all practical intent, the
weapon mount acts exactly like a hand, with
one exception, Weapen mounts may not ma-
nipulate objects, they simply exist for the hold-
ing and targeting of weapons,

Torso servo'smayholdiwoweaponmounts,
all other locations only one.

Unlike a hand, which takes no space onits
arm, a weapon mount costs 2CP and takes up
2CP worth of space from the servo itis mounted
in, Weapons mounted in 8 weapon mount may
be targeted and destroyed as if the mecha were
carrying itin a normal hand.

When a servo holding 8 mounted weapen is
hit, the defender must make a Luck roll, vs.
difficulty 15. [fthe roll fails, the attack is treated
as if it had simply struck the weapon, and is
resolved normally. If the roll succeeds, the
attack is resolved against the servo. Once a
maunted weapon on a servo is destroyed, all
attacks against that servo are resolved
normally. §




VIGIL ERahse™ o o

y 1508, it became obvious
to the Elaran High Com-
mand thatthe Vector was
hopelessly obsolete. In
combat against the Maul-
erand the Rampaga,itcon-
sistently came out second best. Because of this
disparity, the decision was made to produce 8
newer,mare technically advanced version hased
on the same frame,

The new unit,named Yigil, would use all the
technologiesthathad proven useful onthe Vec-
tor, while replacing obselete or outdated ones.
The first items screpped would be the primary
and secondary sensor arays. These "eye-like’
targating sensors on the face would ba replaced
by afar more protectakle “visored' sensor array,
andthe secondary arrayswould be remaved from
the obvious “arget-spice”to a protected area in
the unit's torso. Mo longer would Kargan pilots
practice their marksmanship by blinding Vector
pilots. The resultwasahead thatlooked lesslike
a face, and more like a helmet, An added bonus
wis an extended sensor package, allowing for
greater spotting and communication ranges.

The main obstacle the planning committaa
faced was showing that a mass-produced var-
sion of the Vigil could be built on an acceptable
budget. Their final design came in slighty great-
erthan the price of a proposed Vectar Mk, but,
desperate for a solid combat platform that could
match the Kargans, the Defense Council readily
approved construction.

With allof the changes and modifications,
the Vigilended up having a considerably differ-
ent look than its predacessor. Almost all Vigil
weaponry was upgraded from the Vector, with
rocketlaunchersandmachinecannon removed
from the main body to better facilitate armer
protection. The old 150mm cannonwasreplaced
by a powerful plasma launcher, &and the laser-
gun in the head was also upgraded to an auto-
fireweapon. Thisreducedthedamage pershot,
but multiple attacks could strip the armor off an
apponentbefore they hadtime toreact. Interior

missile pods were added to thg arms and legs
as well.

I SERVICE RECORD

During Arcripelago War of 1505 to 1510 the Vigil
becamethe standard of Elaran defense. Inorder
to guickly estaalish unit effectiveness, the first
squadron was deployed in a surprise attack on
the Kargan city of Korthad. The initial wing of
twelveVigils, led by Captain Johnathan Straggin
a madified Yigil-M, used their missiles in an ef-
factivecarpet barrage of military productiontar-
CEts around the city, The wing met only moder-
ate resistance as the Kargans never expected a
direct invasion of Kargan soil. The Vigils per-
farmed well during the battle, dastroying almost
zllMaulers engaged. After crippling the site, the
Elarans quiethy laft.

The rumer that 3 dozen new Maktons had
completaly vaporized Korthad and disappeared
withaut a trece swiftly spread through the Kar-
gan rancs, While this rumor was not guite true,
the marale dameage to the Kargan troops lastad
forweeks, and senttha Kargan High Command a
definite message: no place was safe from the
newvy Elaran mecha,

After a successiul first mission (withaut
Insses], the Vigil was soon assigned to conflict
2ones in all parts of Algol. One of the most sig-
nificantdisplaysofthe Vigil's com bateffective-
ness occurred during the Kargan raid on Arcal
and Loriel. This canflict, later named The Bay of
Blood, farced beva and a half squadrons of Vigils
ta hold out aga nst a substantially larger Kar-
gan invasion force. Through creative use of
missiles and se ‘ective use of theirone Vigil-M,
the besieced wnits managed to hold the Kar-
gans urtil supporting units arrived to drive the
invaders away.

B VARIATIONS:

Among the standard {and one of the first)
modifications of the Vigil was the Vigil Missile-
Type |[EMA-105M), vsually used for strike
missions or ‘m a support role. The Dreylan,Spp-
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549m Plasma Launcher was eplaced with a
large, hand-hald missile laurc her, givingthe Vigil
& heavyweapon withthe ability to de damage on
&large scaletomultipletargets. Filots preferring
the missile’sdestructive capabilities,ratharthan
the accuracy of the Beam carnor, were often
assigned to heawy assault duty.

A single variant of the Vigil [EMA-105F
had wings added for extra air speed and addi-
tional payload spacefarmere missiles. Most of
these sort of modifications were rezerved for
cfficers.

I DISTINGUISHED PILOTS:

Oneof the bestknown pilatsofthe Archipelago
Warwas Lt. Cmdr, Lonora "Auntie” Cursten of
the Deloyer Wing, Korial. Her sarvice history
(dating back to the last years of the Kargan
occupation of Elara) showed a fierce
determinationtoresistKarganaggression atall
costs, She had%hoped never to sea combat
again, but whan the first Kargan meks

4xDeckson Mk IV Missile Pods
Standord Rildium Plating

decimated Konel, Cursten knew that warwaould
again dominate her life. In spite of her age,
Lenora's determination got her through the
rigorous pilot training andwon hercommand of
2 Vigil sqguadron. With her seniority and
protective nature, her subordinatesnicknamed
her " Aurtie”andlabeled herVigil the "Vigilante®

One of Lt Credr, Curstan's more notawaorthy
combat experiences was surviving the long-
running battle in the archipalago known as the
Six Week Hall. Sguadrons and individual units
from bothsides were cutoff fromtheir respective
carriers asthe opposing commands decided to
launchpreemptive stikes, destroying everyone's
ride home. With scores of mektons stranded in
hostile, contested territory without orders {and
with the enemy lurking about inthe same fix), the
situatian rapidly degenerated. Because of
survival skills learned during the Kargan
occupation of Elara, “Auntie” managed to keep
hersquadron alive until other Elaran carriersand
rescue vessels could arrive.

MASS-PRODUCED STANDARD ASSAULT MEKTON




VANTAGE

nearly 1508itbecame obvioustotheEla-

ran high command that a replacement

wasdesperatatyneeded fortheVigil. The

Vigilwas currentiyfacingthe Rampaga,

asuitthatnearly equaledit, and the newdy
activated Deathstalker, whichwas superiorin ev-
aryway. The missile barrage thatthe Deathstalk-
er could deliver was capable of reducing an en-
tire Vigil to scrap with a lucky hit.

The design crews had three problems to
overcome in developing the Vantage. The first
problemwas how to increase the unit's survival
chences when hit with a missile barrage from
tha Deathstalker. The second was to design &
new back-up weapon, capable of putting the
finishing blowto an opponent, while still remaining
cheap and reliable. The last problem facing the
Elaran design teamwasthe new Kargan Hawk's
Eye IMS-007, designed to fulfill the support ro'e
in Kargan mekton units. The Hawk's Eye cou'd
useits long-range radar to spat Elaran units well
cutside conventional sensor range, which
allowed the Kargans to stage some rather
disastrous ambushes during the year 1507,

Tha missila problem was solved by
employing a new Daliaumtest-bed armorwhich
had been used on some earlier Roval Guard
mecha. Mass-produced, and used an the
Vantage, the result surpassed the designer's
wildest hopes; Deathstalker missiles couldn't
even penetrate thearmorcasing. NowVantage
pilots need never fear the dreaded "death
barrage” again,

For a back-up weapaon, the conventional
Las-Autegun in the head was replaced with an
experimental heawy plasma launcher, capable
of defivering more damage than almast any other
weapon on the battlefield. While powerful and
compact, itwas fairy fragile, and could only be
used once during a battle, requiring the
replacement of the entire Plasma Interface upon
returning to base. While rather useless as a
“pack-up” weapen, the Launcher was favared
by pilots as a very flashy way of finishing off
opponents.

The radar problem turned out to have a
simpler solution that the Elardns had hoped, A
tearn of farsighted tachs simply designed a low-
power ECM radarscramblerintothe sensor panel
of tha Yantage ‘s head. Whenever the heads-up
displaywas a ctivated, the device would randomly
reflect racarwaves. While not a parfect solution,
it did keep a good number of pilots from falling
inta Kargan death traps during the Archipelagan
campaign.

Thae rast of the mzterials and weapons on
theVantage were standard Vigil designs, slightly
updated.

This, gentlemen, may be the
solution to all of our problems. A
unit to face the Deathstalker and
survive...
-Cmndr Wilson Ardest, Central
Planning Committee.

B SERVICE RECORD

The first Vantages on the battlefield saw duty as
command units for Vigil sguadrons. The Vantage
sarvedinthis capacity from 1508t0 1510, when it
officially replaced the Vigil as the standard EMF
saldier's mekton.

The Vantage was the apex of the 100 se-
ries mecha line, and the meks that followed it
were merely copies. The Vantage became a
familiar sightallover Algol, even after the EMA-
113 Victory “replaced” it in 1513. Many pilots
continued fiying the Vantage up until the Muri-
an peace of 1519. The |ast known active Van-
tage was piloted by Lt Ellia Canstance af the
34th Tactical Wing (The Night Hunters), who
simply consinued to modify her unit using the
newest technologies, rather than replacing it
Constance retired from her wing in 1520. Her
Vantage, the EMA-103(EL) is now on display at
the Roval Museumn of Mekton Technologies at
the University of Koriel.

ELARAN VIEKTON SUIT
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375mph (oprox.)
Crew: |

Armor:
Max. Sensor Range:

M VARIATIONS

The Vantage saw more modifications during
wartime than any other 100seriesMekion, There
were over sixteen listed mods during the years
1508-09 alone. The maost common wasthe EMA-
108C Commander typa, which intraduced the
Blarans to the useful idea of Command Armaor,
while also upgrading the missile pads and sen-
s0r systems.

Another mass-produced vanation was the
EMA-1085, or undersea Vanta ge. This unit was
the first Elaran macha to ba fully operational un-
derwater and in high pressure. [t replaced the
Plasma weapons with high-yield missiles.

I DISTINGUISHED PILOTS

One hera not likely to be forgotten by the Elaran
peopleisEnsign HansolVagarra, While assigned
to the 1215t Sparrow Hawk recon squad during
early 1508, Vagarra was cut off and surrounded
by a heavy Kargamassault squadron onKalia. This
squadron was an advancad scout for an entire
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Battalion planning a surprise atack on the mili-
tary bases at Kandar,

The Kargans had jammed all communications
from the Sparrow Hawks and were decimating
them.Hansol, realizingthat hundreds of civilian
workers would perishifwarning did not reach
the mainland, dove his Vantage directly at the
opposing forces. Expecting lictle fight fram the
foalish Elaran, the Kargan commander inter-
cepted. ButVagarra had set his unitan self-de-
struct, and the resulting nucleonic fireball da-
stroyed bothVagarra’s Vantage andthe Kargan
commander's Deathstalker. While most of the
participants of the fightwere distracted, the Ela-
ran commander disabled the systems on the
ECM Deathstalker. The Elaran forces were
warnad, and the surprise attack was stopped
cald by the 1015t Naval detachment.

Ensign Yagarrawasinductedintothe Hallof
Heroesin the Crystal Palace, and his sacrifice
became a shining symbol ofthe Elaran cavse.

MASS-PRODUCED STANDARD ASSAULT MEKTQON



COME

ELARAN MEKTON SUIT

EMA-216X

ha Cametwasthe frst Elaran

X-Mekton; a unit capable of

functioning outside thaatma-

sphere as well as within it

Thisabilitytotransithetween

two environmentswasatrue
innovation in mecha technologies.

Previous to the Comet's construction,
Series 200mektons had long bean known fortheir
speed and maneuverability; the Comet was no
exception. Amekton of many firsts, itexcelled at
its appointad task: the protection of space
colonies from enemy attack. In the two battles
that Cometswere known to have participatedin,
victorywas absolute—complate Axislosses, and
no lost Comats.

Good Lord man, do you realize how
much this is going to cost!?
Larman Dekker, IMRT. (internal
Minister of the Royal Treasury)

LA O B B B AR BN BN B N NN NN

The Cometwas atransformar, a multi-farm
mekian nat unusual during the Orbital Wars pe-
riod, but unesual for a Series 200. Normalky, the
series 200 mechaweare basic soldier units, used
for gruat fighting. i the Comet's designers had
truly intended it for mass soldier duty, thay were
dasigning the single most expensive soldier suit
in history, with @ cost twice that of the Turbire
{the mekton that prececed it),

Each Comet was designed with a variable
anti-missile/mecha,wide-angle lasernetcapable
of hitting all tarnets, missile or mecha, within a 60
degrea forward arc. Standard equipment also
included an autofire head laser, normal for a
Series 200. The Elaran Military Force (EMF) also
saw fit to provide each Comet with 10 Salviane
220 explosive mines. Useful for battles in spaca,
these mines often gave defendars a great
advantage by allowing them ta herd enamy mek-
tons into handy fire lanes.

In the original Elaran defense plan, each
colany was o receive 40 Comets for colony
defanse. Ifthisplan had come to pass, the Elaran
colonieswrould probably have been totalyinvul-
nerable from Axis, ar Kargan, attack. But the
Comet was simply too expensive, and a far-
sighted Royal Advisor had the King limit
production to 40 units. This made it the only 200-
saries mektonin the historyof Elaratobe deemed
too gaoc far use, relegating it to an officer's unit
position before it ever saw action,

B VARIATIONS

The Comet was never modified by the Elaran
military, and the only record of a parsonal mod-
ification by a regular military officer was by
Commander Maxendar Everett of the 23rd
Tactizal Wing at Nielsen 3. His EMA-216XC
carried a smallamountoftorso command armar,
holding & payload of additional missiles. The
Comatwas so good for its Sme, that many pilets
keotfiying them foraslong astenyears after they
were introd uced. Even then, the Comet was st
a match far any basic level officar's unit the
Kargans could throw at it,

I SERVICE RECORD

The Comat was the only Elaran mecha ever to
achieve a perfect kill record in its first year of
release: 10 enemy pilots downed, no Comets Iost.
This is cue mainly to the fact that the only action
the Comets saw was against Axis terrorists.
Sadly, bythe time the Orbital War actually began
in 1531, the Comet had already been downgrad-
ed from & fromt line to a reserve position. Howev-
er,manyindraduals still flew Comets up untilthe
end of the Orhital \War, with great success.

M DISTINGUISHED PILOTS

Lt. Flair Rian 'was the first Elaran 1o see active
combat duty in a Comet. Her patrol group (the
115th Drbital Wing| engeged a group of Axis ter-
rorists outsice the colony Efars 's Heart at Neil-
sonFPaintN-2. Athoughthe Axis units outgunned
her patrol's refit Vantages, Rian's Comet made
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Height: 13.6m
Weight: 797
Flight Speed: 420mphf{in atmosphere) (aprox.)
Crew: |
Weapons: Filsen LN-31V "Loser-Het" Auto-Fire LW
Dallian SP-334d Plasma Louncher
2xNisson 2245 Melee Plosma Weopon
4xDedkson Mk-VIll Nucleanic Mine
Armor: Stondard Rildium Plating
Max. Sensor Range:
1000Km/Max Vis, 7Km//Targeting Range
Modifications to Type:

Fulse Laser

the diffzrence. Inthe savaga combat around the
colony, she was able to engage most of the Axis’
units before they ever posed a significantthreat;
ending by destroying eightof the enemy, fourwith
noassistance, Rianflew her Comet until her dis-
charge in 1527,

Comets also saw service in the resenves,
particularlyintheDion Colony Independance War
of 1530, Home Goard Wingleader LLCmdr.Cianna
Fian commancded 2 small unit of Comets in saver-
al actionsan the Pharsis Plateau, aswell aslead-
ing an essault on tha Kargan Enforcer Battallion
stationed in Lyrya RimCrater. Inthisle gendary bat-
tle, Cianna Fian's Come: [amodified unitwithe om-
mand armor and a scavenged plasma rifle froma
Vantagel, defeated a hetter armed and armared
KarganRazorType Il Although Ran later acquired
aspecially-designedmecha personally designec
bny famed tech Loran Malor, the fienywing leader
still maintained har modified Comet up toher dis-
Lt. Flair Rian charge from the Home Guard in 1532.
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TURBO

uringthe years 1518-1528,
the peace faction within
the Elaran Council of
Lords grew in power and
infuence. ltsoon bacame
nearlyimpossible for the
military to get funding for any preject; the ad-
vanceofMekton design and deve lopment plum-
meted as the military sawits funding cut at ev-
eny turn,

One direct effect of this funding cut was
reflected in the EMA-219X Turbo, the Elaran
military newsst 200-s2ries mecha, designed by
the same engineers that had created the Comaet
not three years before, However, due to funding
and budget cuts, the design specs forthe Turbo
were reduced drastically. The end re sult was a
unit incapable of confronting any other
contemparary battlefieldunit, orto even perform
to the desicn specs of the Vantage, built eleven
years before,

Tha Turbo was almast tatally withaut ra-
deeming features. ts armor was sub-standard,
andthe weapans it carried offered no threat 1o
the better-armorad mektonsitfaced on the bat-
tlefield. The only advantage ithad was the fact
thatitwas designedfor actionon the Lunar sur-
face, making it was fairly maneuvarable. The
Turbo would have been deservedly exiled 1o
the mists of obscurity, if not for Captain Dak
Tremaine, leader of the Dion-based "Mina's
Pride” squadron. Designed for guick response
to Dion-area emergencies, the squad was one
of the firstto be assigned the new Turbos, and
Tramaine was the first to realize that they were
total ly wseless.

After losing half his squad to an Axis at-
tack, Tremaine took mattersinto hisown hands,
Contacting an old business associate in the
supaly corps, Capt. Tremaine Toceted” some
gxcass armor plating and weapons systams.
These he turned over to his head technician,
Dlive D'amarra, who, using Dion's advanced
construction facilities, produced the first"home
grown” command armer in Elaran histary.

ELARAN MEKTON SUIT

EMA-219X

Soon after its completion, the squad hada [T 5 SRR R SRR ;i
chance to test the armor's usefulness. An Axis ::Sﬁ'%{:ar};_jng Noth B ik L
unit using stolen Shaitans attecked the Elaran | ooy 4 : : gé g% :
civilian housing sector in the Dion colony. Tre- | 20 eio =0 1 T
maine and his squad responded, driving offthe | 4 S
attackers at the cost of four of his command. e R e

The Elaran military soon saw the advan- p 124 i%

tage of Cpt. Tremaine's new Turbos, and made
command armor standard on all Turbos after
the Spring of 1520. Tha designation numberwas
also changed ta the EMA-219X5T, or Tramaine-
type Turbo,

B VARIATIONS

Theraaraan'ytwo known variations onthe Tur- :

bo: the EMA-219XT command armar version, :
made standard in 1520 and the EMA-219%L, 8 | 3
long range interceptor version used by Lt Wil- : : 1
liam Arthad, of the “Eagle s Eyes,” (another re- E ;
sponse squad stationed on Dion). The XLwasa |
standard XT Turbo, but with added wings and
extra thrust, instead of more weapanry and

armar. Refitted with improved sensors, the XL i L
: Vernier Yents

was extremely useful as a scoutmekton, capa- g
bla of spotting the anemy and reporting back on { H’\r*m%g £do &

forces and urit positions before the restof the Tﬂm{jjf e
squad arrived for battle. ::ﬁgg?? ]
z
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M DISTINGUISHED PILOTS 1 fnan
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Otherthan Dawid Tremeine, the only pilottoreach
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Aca level['dling 5 enemy mechalin a Turbowas

was Captain Andrew Dartis. Dartis, stationad on Date: 1919 ]
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Design By: Durian
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Date:! 512

Manufacturer NADG |

Flight Speed: 350|mh( in atmosphere) (aprox.)
1

Nisson Mk-V Ranged Plosma Rifle
Filsen PL-5 Ranged Repeating Loser
Nisson BW-5 Melee Plosma Blode

i Refined NDG Arm-Mounted Shield
. PxDeckson Mk IIl Missle Pods

) Armor: Siondard Rildium Plating

E Max. Sensor Range:

the colony Nearside Hope, was the first Elaran o
encounter the new Kargan Crusader urnit. \While
on patrol, the Crusader's pilot, one Tarras Kilven,
decided to disobey orders and engaga Dartis'
Turbo sguadron, which, through a navigational
error,had wanderadinto adisputed area ofspace
near a Kargan-controlled colany. The fight was
swift and terrble, with all but four of the Turbo
squad being destroyed in the first two pa sses by
the Crusader,

Soon, the enamy had dimirished tha Elaran
squad totwo units: Dartis and his secand incom-
mand. Althoughthe Crusaderwas severelydam-
aged inthe process, and Dartis was a vateran of
over 5years experience, the Kargan was simply
too powerful to stop, and the captian's wingman
was soon demolished.

Cpt Dartisattempted toescape towards the
Kargan colony, taking advantage of the 1/2
kilometer ‘nowaeafons zone' established around
calanies by the Murian Treaty. While this

1000Km, Max Vis, 7Km,/Targefing Range

IEICATION

provi sion ofthe treatywas almost alwaysignored,
Dartis figureo the Kargan pilot wouldn't fire for
fear of hitting his own calony. He figured wrong.

Kilen, too excited at the prospect of mak-
ing aceinone outing, continued firing, hiting the
Kargan colony twice and killing 237 civilians.
Harrified atthe apparent lack of cancerm far the
colonists' welfare, Dartisturmed and reengaged,
attempding to draw tha Crusader away from the
colomy. In the desperate battle which followed,
Kilven destroyed the Turbo, even as kis own
colomy's defensive guns blasted him to bits, Dar-
tis sunvived the attack by ejecting at the last
minute, and was subsaquently the only Elaran to
have ever been awarded the Kargan Steel Star
by his grateful captors, In addition, the destruc-
tion of tha Crusader was credited to his record,
making 10 kil's in his Turba.

Dartis went onto marry a Kargan colonist,
and become a leaderinthe Oribital separationist
movement,

’
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FIREBALL

fter the Axis meszacra
of 300 Elaran colanists
on the Aldevar 2 arhital,
the Elaran prace fac-
tion, iwhich all but eon-
trollad the Elaran Council), realized that & total
de-militarization of the space colonias would
be sheerfaolly. Adding to the prassure from Axis
attacks was the growing possibility that the
colon'es themselves might declare indepen-
dence from their Algol-bound parent nations.
Suchindependencewould put the warmth-giv-
ing saler mirror arrays in the hands of the Cal-
anists—urthinkable eventothe pacifists ofthe
Feace faction.

Irtc this turbulent ime in Algolian history
zame the EMA-223X Fireball. The Freball was
perhaps the maost technically advanced and
axpensive 200-series mektoneverdesigned (ex-
cluding the Comet), The armoar was the same
compaositealloyused onthe Comet the maneu-
varahility was incredible, and the fire power
enormcous. The hydraulic serves were also re-
anfarced towithstand the stress of massdriver
launch from Dion, spaeding respanse time to
thenaarer colonies. Inadditionto allthesestan-
dard faatwras, the Fireball was given the atest
n stealth technalegy, to better surprise oppo-
nents in the depths of space.

Tha Fireball'smainweaponwas one ofthe
mostinnavative designsever to be constructed
during peacetime. Designated the 23c-MAL
[Multi-Role Laser), this beam gun could func-
tionunder differant settings with a single paw-
er scurce, The varsatility of the MRL was in-
credibla, and itwas to go on ta become one of
the most popular weapons to come from the
Elaran dafanse industry.

The Fireball was a rousing success, and
restored Elaran faith in the 200-series {many
pilots and civilians still remembered the Turbo
debacle from four vears before) In fact, the
Fireballwas so successful that it was to sarve
as the Elaran genergl space soldier unit until
the Mava was commissioned in 1529,

B VARIATIONS
The most notewarthy Fireball '.rgriaticm wasthe
EMA-223A, an Algal-based ground version of
the space unit. This mexcton was the first, and
crly mass-produced mecha to be developed
far spzce, then be modified for the plenatside
thaatre, The A model was almast exactly the
same a5 the standard Fireball, sut carried mis-
sile packs instead of gatling lasers onits amms.
Another notable variationwas flown by Lt.
Karen Lavan, second in command of the E95th
Wisions® Tactical Interceptor Wing based out
cf the Neilsen 3 colony zaone. Her Freball, des-
ignated EMA-229XR, featured superior modifi-
cation an the sensar arrays, making the unit
cepable of graatar ECM and cloaking abilities.
The 8%th was the centarpiece of a combined
Elaran-Kargar strike team used to locate Axis
terror squadrons operating near Dion, and La-
van personally lured the Axis units into the fa-
mous Devil's Belt ambush in1528.

H DISTINGUISHED PILOTS

O1all pi o1s, famous cratherwisa, to fly the Fira-
ball, Ensign Talvain Colville stands alone in Al-
golian history. As a “grunt” saldier in the 35th
Tactical “SwaordB 'ades’ unit!an Elaran ganeral
purpose assault wingl Ensign Colvilla was as-
signed to "Space Watch®, a twao-month duty
cycle in which the entire squad would fiy a
perimeter pattern throughout Elaran space,
stapping a1 every known outpost.

On the night of Gelvain 23rd, Colville's
mache devaloped stabilizer difficulties and was
ordarad toreportto therepairdocks at Suniight
i, the multi-natonal repair and science labs
basedinthe orkital solararray complex. Colville
made the frip alone, separating from the rest of
the squad, who continued their patrol.

When Cclville arrived, it only tock him a
mamentta raalize thatsomething waswrong at
the station. The landing beacon was down and
Axis units were on the pads. Knowing any com-
municationwau 'd give him away, Ensign Colville
began a stealthy approach. He could see sev-

ELARAN VIEKTON SUIT
EMA-223X
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Height: 138m
Weight: 895
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Crew:
Weapons:  Nisson MRL-3 Muli-Purpose Ranged Rifle
Nisson BY-8 Melee: Plosma Blode
Super-Refined NDG Amn-Mouried Shiekd :;
Max. Sensor Range:

1000Kmy/Max Vis, 7Km/Torgeting Ronge

Modificafions

eral casas near the mecha marked with the
oblong triangle denating nuclzonic devicas. The
Axis had finallyfollowed throughon theirgreat-
est threat; the destruction of the solar arrays.
Colvillestarad atthe dafensive units still parked
inthair bays, trying to understand why the base
hadn't szrambled (he found out later that an
inside accomplice had gassed the entire com-
alex; everyone but the Axis agents an board
were knoc ked uncansciouswell befors the en-
ary units appeared an scanners).

Mot <nowing what else te do, he sttacked.
Onlythree Axis pilots wera in their suits, and of
these, onewasvaporizedinstantlywhen Colville
dropped his plasma bombs. For fifteen desper-
ate minutes, the ensign fought alone, engaging
mult ple Axis units asthey launched, until anaar-
by Kargan interceptor squad cameta bis aid. In
the end, the Axis forces were destroyed, and
their plans to destroy the solararrays ended, by
the interference of ane manina malfunctioning
meakton. Colville was knighted by King Osmar-
on, and promaoted to the Royal Guards,
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he newest of the Series 200
mecha, the Mava is the Ela-
ran mainline unit thatwaould
be used in any Fatura Orhital
conflict. The product of de-
signer Ellia Elania {daughter of Duncan Elania, a
Vector design team member from tweanty five
years ago), the Mova is basically an updatad
Vector, using many of the same ideas: better
armor than enemy units, heavy firepower, and
harder to detect and hit (in this case, cloaking
and stealth capahbiites). The unique outer hull
design {utilizing curved ablative plates) was the
result of a royal edict stating that all spaca units
be capable of unassisted re-entry. If hostilities
did break out with the orbitals, the King wantad
Elaran units to be ablz to retreat without perish-
ing in the re-entry.

dual eye look years ago. We aren't
set up for this! Who's in charge of
this atrocity? I'll kill them...

-Lilly Falcon,

Design Team Technician.
fE e s AR ARRSRER R B

Otherthanstealthand re-entry systams, the
Mova is a basic and simple unit. The only new
nnovation it introduces are Stage 3armorcom-
pasites, similar to those now used on the Kargan
Vengance,

All weapon and flight systems ara totally
standard, with anupgraded Dyssan 233g-45Flas-
ma launcher as a primary weapon, The backup
weapon has returned to an auto-projectile sys-
tem in the unit's head. The unit is also the first
mass-produced mekton to be equipped with the
Farresen 23Aforce screen, a powerful force fisld
acting in lien of & shield.

The head design has alsctaken a faw steps
backwards as the former "sensor-plata” an the
macha's haad has onceagainbeen replacedwith

Ellia Elania— product designer and

test pilot for the EMA-229X Nova,
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13.3m

599
360mph {oprox.)
Crew: 1

i

Armor:
Max. Sensor Range:

e

‘eyes.” However,the senscrcapabilities are now
powe rful enough to make upfor thelack of emis-
sion area,

Il SERVICE RECORD
The Mova has performed admira bly inzll sim ola-
tions gnd mock combats. However, na known
actionhas yetoccurred betwe en aNova and any
enemy unit Computar and statistical 1ests indi-
cateno clearadvantage overthe Kargan Venga-
nce, the Mova's primary "opponent” mekion,
While the Nova remains uttested under
actualcombat conditions, the ENIFmaintains that
itis one ofthe mostcombat-readymektons inthe
Elaran arsenal. With tensions between plane-
tary povernments andarbitals growin g everday,
itmay not be long before the Nova will be tested
in battle.

Nissan Mk-XI Advonced Ranged Plasma Rifle
Matarn Style 6 Auto-Cannon

Nissan BW-10 Melee Plasma Blode

_ Nissan Type 3 Phaze Plosma Screen

i Deckson-5 High Burst Smoke Grenode
Deckson High Yield Type 3 Missle
Quarium-Wikon Style Plating

1000Km,/Max Vis, 7Km/Torgeting Range
Extras: Fckison-Waller Stealth Modifications

%.

dabEE
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B VARIATIONS &
DISTINGUISHED PILOTS
In addtion ta being a designer, Elaniais also a
too-nateh pilot and combat expert. Her original
design for the Nova was deermed too expansive,
sothatlessermadel hasbeendesignad andm ass-
produced instead. Having good contacts in Ela-
ran mecha firms, Elia had her "dream” unit con-
structedanyway, and designated the EMX-22585,
or SuparMova. The suit, paintedin the designer's
faverite colors of pink and black, is one of the
mare flamboyant mecha in the Elaran military.
The SuperNava is a true original. s main
waapon is a beam Maganzta, and Ms, Elania is
czpable ofusingit with deadly efficiency. Infact,
the SuparMova, while having an extremely paw-
erful beam gun, hardly everusesit The pilot sim-
ply prefarres hand-te-hand mecha combat
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VANDAL

he Vandal was, like tha Vor-

text, an axperimental test

bed for the Elaran Dafense

Farce. Awareofthe Elarans®

desperate need for a new
meklonthatcould deal withthe Warlordor Eegue,
Dr.Talknewthat something differentwould have
ta be developed o give Eara an equal footing
should conflict break out in space. To facilitata
this, he setthe NADG design crew to work an an
enhanced capacitorsystemthatwould allowthe
Vandal to draw more power from its powarplant
thanwas normally faasible. The first test runs of
the system succeeded only in burning out the
mecha's internal systems, causing a premature
pawerplant sh.at dawn {or, in one memorable
case, an explosion). As a result, all of the mek-
ton's systems had to be specially insulated and
reinforced to withstand the power surge without
spontanaously combusting. Thistook a gre atdeal
of ime, bacausa the design team wamnied the
enhanced power system to stay on line for at
least thirty secands.

Once the precautionary MEasures were
completed, the system perfarmed even better
thaninitizlly expected. Thesuparchargerproved
natantytaing reasathetastunitsmane uve rability
and reaction time, but alsothe damage outputon
almost every waapon system tha team
experimented with. The pimary drawback was
the tremendous strain that it put on the mekian,
After running all systems from fifty to a hundred
percent over their original design specifcations
forthirty seconds straight, most sufferad atleast
partial shutdown. The supercharger burned out
agreatnumberoffuses. Some systems cortinued
to function, but not at full capacity.

When the NADG design team startad con-
struction af the Vandal, they began with a basic
Tempestframe, reinforcedwitha heavier ydrau-
lic system for greater damage capacity and in-
creasedmeleeimpact An optional ‘knu ckle bust-
gr* {an armored, reinforced covering that could
slip over the Vandal's hands| wes included to
deal with the Xhisor Despin in melee combat. It

was forged out of compressedgeramet allay,
enzbling it 7o penatrate the armor of almost any
maktan with the first strike.

The Vandal'stwin plasma rifles {the Vandal
wa s the Frst unit to come with two main weap-
ons asstandardissue 'werabuiltwith two pima-
ry setfings: standard and wide angle. On stan-
dard setting, the rifla’s perfarmance was some-
what similar wihat of standard high-output can-
nons. Its range was one tenth less, but damage
output was increased by 25%. The wide angle
“shotgun™ mode was primarily used for defen-
sive purposes. It praved to be very useful as an
anti-missile weapon. To cut costs onthe weap-
ans, each was given a limited numbar of shots
natore the capacitors reached saturation and
burmed out.

The supercharger was named the V-Max
systam eftartae curentheadof development for
tha project, Validus Maximillian. Enhancing the
Vandal's performance across the board, the in-
crease in speed, manewverability and reaction
time saved agreatmany pilots who found them-
selvesonthe lasingendofa duel orevena mass
battla. The baam output ofthe plasma rifles was
also increased in bath standard and shotgun
maode, This came as a qreat serprise 10 many
enamy pilotswhao previously thaught the mselves
to be bevond the Vandal's firing range. Aston-
ished pilots reporied that eventhe knuckle bust-
ers werg aale to penetrate an additional thirty
millimetzrs af tha toughest armor plating while
the V-Max system was active.

Letertesting ravealed thatthe power surg-
es from the capacitor should be split into two
separatabursts. Ifthe system wasonly active for
a twenty sacand burst, there was no significant
damagaeany ot the mekton's circuitry. This left
a pilotwith an additional ten second rese neoir of
power tafall back onin case of emergency. Un-
fortunately, the jalt of activating the system a
second time usualy resulted in completely fus-
ing the circuitsof certain systems, renderingthem
tatally incperable, especially plasma weapans
and magnesic barriers. The 30 second V-Maxand
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LIMITED DISTRIBUTION EXPERIMENTAL MEKTON

the 200 10were built E S o

withidentical hard-
ware, The differ-
ance was simply 8
programming

Height: 10.4m
Weight: 28.31

change thathadto | thl speed: 350‘“PMUPWK}

be implemented at Crew: 1

base. Afewdasper-
ate pilots using the
20110 system would
activate the first
charge andthenac-
tivate tha second
cneinthe middle of
the first charge's
cycle. For the final
tan seconds of the
system’s usage, the
supercharger's ef-
fects were all dou-
Bled, This made the
Vandal extremely
deadly for ten sec-
onds, but was also
8 veny quickway to
put the unit out of
commission (or
Blow it up),

As with most other high-end, Algol-built
mecha after 1521, the Vand al was constructec
with both anti-gravity and ncrmal rocket
thrusters. For returning to Algol from arbit, the
armorand all external componaniswaers treated
withlow-friction, heat-resistant atmospheric re -
entry coatng.

M DISTINGUISHED P1LOTS

One of the the mare flashy pilats in the EMF to
dateis Lt. Commander Hector "Gunner’ Alveraz,
FRirstassigned his Yandalwhen promozed ta fligh:
lzadarofthe ‘Ravens (636th Tactical|, aunitcon-
sisting of Airaballs stationed on Dion, Alverez is
the consummate “show-off."VWhen his Ve ndal ar-
rived peinted in it¥standard gray and Mack he
had his techs repaint the unitin ki favanta col-
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Weapons:  2x Nissan MRL-W2 Multi-Purpose Plos. WP
Filsen PL-3 Ranged Repeafing Laser
Nissan Type 4 Melee Plosma Blode
Standard NDG Arm-Mounted Shield
Armor:  Quarium Plating
Max. Sensor Range:
{3000Km;Max Comm, 30K/ Trgeting Range
' Extras: Drummond-Tal Type 2 Psionic Amp Sys.
Maxamillion 20,10 V-MAX
Power Amplification System

A S A s

INICAL SPECIFICATION

orsof red andgold. Called hefore several boards
af inquiry on charges of "behavior unbecaming
an officer,” his record on the battlefield usually
has been suff cient to protect him from a coart-
martial. Alverez made history wihen he single-
handedly angaged a sguadrer of Ax's Rouges.
He managed to destroy three units and escape
{withmazjor damage|. Alverez favoritetacticisto
use both shotguns simultaneously, one in gach
hand; whe n they run aut, he goesto the back-up
torso cannon,

M SERVICE RECORD

The Vandal has seenvery little ctive combat,
and maost angagemerts have beensmall scale.
Howeaver, in 75% of the military actions the v nit
has beeninvolved in, the Vandzl he s destroyed
the enemy ard taken little or no damage.



5 the war in tha Archi-
pelagoragedon, thefac-
tions invalved were
forced to upgrade their
hardware justta surave,
with elements of previous designs that weare still
deemed useful retained as continuing features.
The Kargans had realized thatitwas farcheaper
1o continue buildingunits onthe same basic frame
rather than reconfiguring their factories to build
something completely differenteac hima the Em-
peror had a new idea,

Evamually the Etarrans, Halo League, Axis
and the Freelancers Guild firmly established
themselves as potential forces to be reckoned
with during the ongaing Archipelaga War strug-
gle. With new forces on the battlefield, it soon
necame clear to the Kargans that it would be
necessarytocontinue upgrades and new devel-
apmentplans for a'l military hardware until such
time thattotal victory could be assured. The con-
tinuation af the IMK serieswasona of the easiest
steps to take toward this goal. The ground work
had been completed years pricr 50 all that tha
Kamas | The “family” structure of the Kargan Em-
pire) Korrax holdings had to doto maintain a fair-
Iy stata of the art mass production mekton was
keep up with current technology. Tha finished
product would be a bit more expensive, but al
themajor factions of the Courthad already been
forcedtodrastically increase theirmilitary spend-
ing budget.

The Rampage wasthe Kargans' answer to
the Vigil, continuing the traditicn of the Mauler
and retzining much of the general layout, look
and feel of the alder unit. Some of tha systems
were quite similar. An anti-personnel laser was
added to deal with standard infantry, withowt
having to expend fire powerthatwould otherwise
be kept in resarve for mektons. The Mauler's
150mm gun was replaced by a heavy bazooka.
This bazooka was only capable of carrying limit-
ed shots, but the heavy pench it could deliver
with different shells provedto be a major tactical
advantage for the Kargans, allowing them to

change the entiretactical role ofg Rampage sim-
ply by giving it different ammunition. For melee
combat. the "Rastas“sword was developed. Ba-
sically @ huge piece of sharpened, reinforced

Who needs fancy maneuvering, just
get an Elaran in your sights, and
blam! End of story.

Lt Commander Jader Gadraken

steel, the Rastas (meaning "victory' in old Karg)
was ta goonta become one of the favored mek-
ton malea weapans used in Karga,

I DISTINGUISHED PILOTS:

One of tha favarite “recraational” activities of
Lt. Commander Jader Gadraken was using his
Rampage'sAastas asa thrownweapon. Hafirst
daveloped this tactic in AL1507 while pileting
his Rampage in a desperate duel against two
Elaran Vigi's. Having last his bazooka earlier in
the fight (the head gun was useless against
mecha-sized cpponents), he was out of ranged

KARGAN MEKTON UNIT
IMK-05
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Height:
Weight:
Flight Speed:
CGrew:
Weapons:

Amor:

14.2m
7.4
310mph {oprox.)

I

Korrax LP-IV Heavy Projectile Cannon
Korrat Rastas Type 2

Standard ssue Korrox Shield
Kemen-Korrax AP Loser Model IV '
Standord Rildium Plafing -

Design By: Draxx

Checker: Korrax

Fevision: 1

Date: 1505

CAD:K-13

Manufacturer Rorrax
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weapons, He had heardin one briefing that the
Rastaswas designed to babalzancad and asro-
dynamic, but had never really given the con-
cept much thought befere. Fealing that there
was nothing elseto lose, he toak aim and et the
blade fly. Fate smiled upan him as the sword
sunk deep into the torso of the charging Vigil,
piercing the cockpitand killing the pilot. Instead
of brushing this experience off as dumb luck, he
chosa to develop this skill and hone it1o an art.
When promotion came and Lt. Com. Gadraken
was advanced uptoasquad leader, he insisted
on keeping the Rampage as pant of his standard
mektan complement.

M SERVICE RECORD

With the advent of the Rampage, makton battle s
advancedfrom being one-on-one figimts betwean
pilots, and developed into solid military factics.
The Rampage filled a large hole in the Kargan
military plan: a unitthat was designed towark in
large numbers, yet was capable of inflicting as
much damage as possible to ong target. Aam-

| 1000Km/Mox Vi, 7k oretng Ronge

pages could act as squads, or &s single units.
Singularly, an individual Rampage was rather
waak, but in formation, when they could cover
each other, theywere deadly; eachhad only one
main gun, butit was capable of delivering mas-
sive damage, Thaonly reserveweaponthe Ram-
page had was the Rastzs, and the shield it car-
ried rarely saw use,

The Rampage was the beginning of the
“specialized” mecha, units designed for things
other than mekton tomekton battles. And while
the actualunitdidn't serve for marethan Syears,
the contribution afthe Rampage to mektontac-
ticsis ana ofthe greatastin the history of Algol.

B VARIATIONS

The one, end only variation on the Rampage
wa sthe IMK-05HA, or Heavy AssaultRampage.
The unit had tweo 300mm cannons mounted in
its torso, and a missile rack ¢ a pable of carrying
nucleonic charges. The05SHAwas ableto inflict
mare damage on a single target than any ather
mekton recorded up to 1508,

IMPERIAL MASS-PRODUCED MEKTON




DEATHSTALKER

KARGAN VMIEKTON UNIT

ith the acvent of the
Vantage,theEmper-
orsoonrezlizedthat
the only hope to win
the current summer
offensive inthe Archipelago was to produce an
unitequalin pawerto the Vantage, vary quicky,
fasterthan anymekton had ever been producad,
The Emperer ance again turnad 1o his adwvisor
and friend, Arkon Verian to produce a miracle;
once again, the wily Arkon gave him cne.

Using rejected plans for 8 Rampage M 1,
Arkonassembledthe bestand brightestminds of
the Kargantechnical class.\Working in utter sol-
itude, they emerged with the full warking plans
forthe Deathstalkerin anincredible §ity-sixhaurs.
Lrkaon worked himself {and the techs] so hard
that three of them needed to be hospitalzed for
gxhaustion. Plans clutchedin his mai ed fist, the
Emperarpromptly “nationalized” three of Kamas
Pendax’s mecha production facilites. The he ad
of Kamas Pendax, Lord Racssz, originally went-
ed his ‘dentification numbers on the wnit, but
deferred to the Emperor’s wishes. Hawevar,
ruchofthe IMK-08"s advanced technalogy was
gifted ta Kamas Pendax and would be used on
the popular KMP-08, Devastator.

Afterthe acquisition of praduction facilitie s
in Kerriss, the most popular of the IMK series
rolled autthe bay doors hwowsaeks later. With a
record-setting one day of safety 1asting, the
Deathstalker was on its way to relieve tha
besieged Kargan forces at the batie of Blood
Island, where it turned out a legendzary
performance,

The Deathstalker was simple, vet elagant
in design. Arkon dasigned the unit to do ong
thing: destroy enemy units; a task it preformed
quic kly and well. The updated 150mm auta-can-
nonwas cheap, extremely versatile, and daag-
ly to any enemy mekton. The heavy ablative
shield, standard onall models, wasable to stop
far more incoming damage than the shield afits
predecessor, the Rampage. The Dia-ganzami-
um alloy Rastas (sword) served asaterror toal,

to intimidate novice Elaran pilggs. It represent-
ad s'ow, painful deathin a Kargan'shands. The
wings, added an tha comman IME-08hm, were
vary usefulfor carrying flights of missiles, {usu-
ally nuclzonic) for long-range aerial bombard-
ment. Sut the most memorable and terrifyirg
vezapanonthe Deathstalkerwas the "death bar-
rage”, & s2lvo af 50 small missiles housed in the
unit's torso. Firad 25 at a time, they could re-
duce the mast powerful mecha to scraps. The
cnly flaw inthe Deathstalker was that it relied
toe heavily on its shield; soits torso, helding a
hot fusion powerplant, wasn't as heavily ar-
mored as it might have been. This was a fatal
oversight if the Deathstalker was caught with-
out 1s shield, or from behind.

Il SERVICE RECORD

The Deatrstalcer wasintroduced atthe Battle of
Blood |sland |Kalia), during the Fall campaign of
1508. It served actively in the Kargan military
mackine well into the first years of space
exploratian Atthe neghtofitscareer, there were
over 3 dazan common variations of the
Deathstzlker, and over 1000 units on the
bettlefields of Algol. The Deathstalker was
uriguely suited o fulfill several roles: Heavy
Assault, Command, and General Purpose. Ovar
thavears, the black andred Deathstalkerbecame
a symbol of the Ka-gan Empire; you couldn’t go
into batile an Algol without saeing one. Inlater
years, aftar the'r torso armar had been refittec,
they became so aooular that Ettaran and other
forcesvculdtry to ca pere themjustto use them
in thair owm armies

M VARIATIONS
Thare ara tao mary modifications on the Death-
stalkerto go into any detail, but for anidea of its
Hlexihility, we include & partial listing of the vari-
ations hera;
IMK-(8 ¢ Command Variant; extra commu-
nications equiamert and missile pods.
IMK-D8w: Undersea Variant; refit for action
undenwater.
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Height:
Weight:
Flight Speed:
Crew:

Weapons:

AR

14.2m
174

310mph (aprox.)
1

Korrax LP-IV Heavy Projectile Cannon -~
Korrax Rostas Type 2
Stondard Issue Korrax Shield

Kemen-Korrax AP Loser Model IV

i

Desian By: Draxx

Eevision: 28

Date: 1208

{;;\5 K-13

Manufscturer Rorrax

Armor:
| Max. Sensor Range:
| 1000Km/Max Vis, 7Km/T

IMK-0Ba: Heawvy Assualt; BE00mm cannons
mounted on the shoulders

|IMK-08r: Recon; extra sensors and ECM e a-
pabilities.

IMK-08p: Polar Action; refit for arctic cuty
with various heat-based weapons.

B DISTINGUISHED PILOTS

In the lengthy history of Kargan combat flights,
one Deathstalker pilot stands abova all athers:
Fight Commandar Dar Koma. Parhaps the most
tamous, and recognized, pilot of the entire war,
he flew active duty foroverseven years. The only
unit he ever flew was a modification of his orig-
inal Deathstalker. The suit itself was nearly de-
stroyed several imes, but Dar always had it re-
built, neverreplaced. Overtime, the specialm ak-
ton was even given its own dasignation number,
IME-0Bdk. Popular and favered by the throne,
Koma was always able to requisition any new
technelogy available and have it placed on his
unit. His legendarycareer abruptly erded when
heviolatedorders and engaged seve-al Axis units

Stondard Rikdium Plafing

Flight Comma nder Dar Kama

attacking an unarmed Ettarantransport He suc-
ceeded in destroying the Axis atta ckers at the
cost of his own unit Assumed dead, Da- was
made & Martyr of the Kargan People, with the
Emperor claiming Elarans ambushed the naticn-
al hero. However, aftertha war, Dar returned to
Karga with twa children and an Ettaran wife,
Shortly afer his return, he and his famiby ami-
grated tospace, where hewou!d laterbecome a
|@ader in the colony separationist movemant

: IMPERIAL MASS-PRODUCED VEKTON




KARGAN MEKTON

HELLWIN

neafthemora unusualde-

signs for an IME unit, the

Hellwing was a unigue

mekton designed by Lard

Commander Relghen

Raakusz, a member of tne
Steel Brotherhood and a personal frend of the
Emperor, His relationship to the Caurt allcwed
Relghen tc raquisition special parts anc other
eguipment for the Hellwing. By gcing through
many commarcial businesses as well as mili-
tary contractors, he was gblz to ensure that
anly the highest quality parts weuld be used in
his personal mecha.

After senving for years anc bui ding an im-
pressive listofvctonas, Relghen becarme bored,
until he encourterad an Elaran Mako onthe bat-
tlefield and was decisively defeatad. The defeat
triggared an obse ssionwithin him andtime aftar
fime he unsucessfully sought to beat the Maka
pilotin combat. Refusing ta acceptthet any en-
emy pilet could be his bettar, he blamed his da-
feats an his hardware.

One of the most unigue soldier units
ever created. The strike capabili-
ties of a fighter, the staying power
of a mekton.

-Emperor Korax.

Relghenquicklysetouttoacquire a Kargan
unit that was superor to the Mako, but at the
timenosuchmekton existed. Usinghisinfluence
atCourt, he managed toarrange a meeting with
Arkon Verian. In return for 8 few favers Arkan
agreed to help Relghen in his quast to develap
the ‘ultimate' mekton. With the enlisted aid of
companiessmall andlarge, civilian and military,
plans were drawn and theorias were te sted.
Relghen also used his ties with the Emperorto
keep track of what new breakthroughs KMA
was having with its Razor mecha project By
borrowing ideas from many sources and

UNIT IMIK-11

keeping updated with all of theslatest eventsin
the war, Relghen hoped to make his Hellwing
as close to state-of-the-art as possible.

Onz ol the mostimportant criteria Raakusz
autlined far his tza mwasthat the Hellwing hadto
he fas—after seeing the Mako in action,
mareuverabilty wasaprimary concam. Tharifle
washasedonthe Jac's(anearly Karganmekton)
dasignauthadahigheroutput, greateraccuracy
andlongerrangeatthe sacrifice of fire rate. Great
lengths were also tzken to duplicate the plasma
sabar technology of the Elarans while an anti- |
missile laserheavier thanthe Jac'swes instellad i
in the haad (just for intimidation purposes, the :
beara was designed to appear to fire from the
Helling s eyes). Heavy missile launchers were
maunted inthewings to give the unitgreaterwide-
scale destructive capability,

The most impressive piece of equipment |-
included in the Hellwing's arsenal, howaver, (4

T3 B

Sensor Plate

was the barrier system, allowing 8 unitto mo-
mentarily focus 8 magnetic field ightly encugh
to actually stop physical assaults as well as
aeam etlacks. ltusuallytook about ten seconds
for the field to reintegrate after initial contact.
The Emperorwas soimpressedhby Raakusz' Bh A /
design that he cammanded the Hellwingtobe | /| y
constructedby £2mas Karrae, underthe IMKline, i T fr '
But, 5 with almcst all “power house” mass- |- o
praduzed mektons, the Hellwing was tao .
Ex e nsive 1a keep in active production for lang. ; !
Only ebout 50 would evar be built

B SERVICE RECORD:

Though the Hellwing did not de but until the lat-
ter pert of the First Mekton War, it still made
quita an imprassiaon, meeting different Elaran
units in climactic battles on many occasions.
The very sight of this mecha on the battlefield
could tip the balance of morale enough to
change tha outcome of a battle. Many Elaran =¥ i t
plosswere temifiad bythe presence of the Hell- i i L0 b el i

e
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wing, claiming that it could spontzneously ap- Desian By: Baskusz

Checter: Forrax

Eevision: |

pear in 8 flash of lightning. Thesa of course, =
. . Date:; 151

;  CAD:R-1B
were all exagoerations (as far as we can tell). CAD:
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iers Atk

13.8m

78.6t

500mph (oprox.)
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Armor:
Max. Sensor Range:
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M DISTINGUISHED PILOTS

The mast notable conflictinwhich the Hallwing
participated was a bald atternp: by e Zargan
High Command to capture the arcolagy city of
Arcadia. This assault deep iro Eargn territory
was a last ditch effort to dec sivaly win the First
Mekton Warand crush any further Elaran rasis-
tance. Due ta the Hellwing's high airspeed and
Raakusz' personal piloting skils, the Command-
er was chosen to drive 2 wedge through bath
Elarandefenses andinterceptors, creat nga large
enough diversion to allowatherKarganforcesto
follow in his wake.

Once again, Raakusz feced little cr no
challenge until his old adversary, Elaran Flight
Leader Ganavar Dahrmaon, arrivec in his Mako.
Thetwo nemisises engaged in a running battle
thatlastedforguite sometime as Dahrmontrisd
to lead the Hellwing away from the majar con-
flict area. Raakusz did not realize that he was
also being ledinto a trap. As the duel cantinuad

1000Km/Max Vis, 7Km/Torgeting Range

Koo JACY Projecile Connon
Kemen-Korrax Anfi-Missile Loser Type 2
Korrax-Delics Force Shield

Damman Plasma Blode M. IV
Bekomax-Fremond 8 Type Missile Radks
Stondord Rildium Plofing

inte mighttall, he folowed the Maxo into a dar<
arroyo where hewas ambushed by Lt Merrisci
Turane in her Shrika.

Muchto the surprise of the bwo Elaren pi-
ots however, the Helhwing seemed unscathed
by th's sneakattack The two Elarans procesd-
gd to dou bla-team Raakusz, butthe Hellwing's
suparior airspaed allowed him to choose the
ranga at which they would fight. The docfignt
continued until the Kargan forces realized that
superiar numbers of Elaran reinforc ements
were on the way, Atthis point, a strategic with-
crawal was ordered. Raakusz stayed behind
with c1herHellwings long enough to ensure tha
safe retreat of all eemaining units. He then used
hisfinal missilesto barrage the area and maka
good his escape. This wasthe lastface ta faca
combat between the Hellwing and it's Maka
adversary, and to his everlasting frustrasion,
Raakusz never again had an opporunity to de-
feat Dahrman.

IMPERIAL MASS-PRODUCED MEKTON



KARGAN MEKTON UNIT

SHAITAN TS

fterthe Comet had made
itsspactaculardebut,the
KarganEmperordeemed
tnecessaryto deploy a
higher profile wnit in
space. Since the IMK designers were zlready
occupiadwith the continued mass production ol
Raiders, variations of the Raider, and
development of the Berserker, mora designers
had to be sought out Those members of the
design team who had aided in the construction
of the Hellwing (woh had not already been
acquired by Kamas Korrax] were recruitad to
wark anthisproject, given the necessaryfaciities
1o start wark, and access to whatever materiale
and infarmation they reguired 1o complete their
task The ultimate result of theirworkwas perhaps
ong of the mostinnovative of the Kargan mass-
produced mektons,

The Shaitan's riflawas based onthe model
dasignad for the Hellwing. Power output was
inc reased, butthe overallsize ofthe weaponwas
compressad to facilitatz a lesser cloaking cost
Twin pulsed-plasma shoulder cannons were
added to ba used on strafing runs or for mediam
range suppressionfire, Asight-packclusterrock-
et launcher was mountad on the inside of each
arm for bombing raids on enemy colonies or re-
movalofmine fields. The Shaitan was also outfis-
ted with twio standard plasma sabers.

The price ceilingthatKargan HighCommand
satonthe project was approximatelytwa and a
half times the cost of a Deathstalker. To their
cradit, the Shaitandesign teammana ged lomaet
this goal and also design a competant unit that
could compete with the Cometin many aspects
without costing nearly as much.

B VARIATIONS

Inand af itself, the Shaitan was afairly standard
soldiar’s mekton, Tha variations of it, howewer,
were anything but standard. For example, the
IMK-17xc Commandversion was the firstmass-
produced mekton to be fitted with a fully
functional cloaking device. This device

increased the cost of the unij drastically, but
the Emperor decided that near invisibility in
battle for Kargan officers was worth the cost.

M SERVICE RECORD

Being the first mass-produced mektontouse a
cloaking field, the Command Shaitan was
notably successful, and soon became the
mekton that all Kergan officers wished to fly,
Even some highranking officers “traded-down'
their suits to pilot 2 Shaitan, Being invisible
caertainly had is attractions.

The Shaitan was active until it was
replaced by the Berserker in 1525. The
Command Shaitan remains in active duty.

Ligutemart Hiendrich Kardak

W DISTINGUISHED PILOTS
Friendssinca childhood, Lieutenants Hiendrich
Kardak andKenz\VWoorkis went through most of
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: 14.6m
Weight: 785
Flight Speed: 420mph (oprox.)
Crew: |

Weapons: Korrax JAC-X Projectile Connon b
2xDallion Puke Lasers
Kemen-Karrox Anti-Missile Laser Type 3
2xFredrickson Plosma Blode Mk Il
2xKorrax Type 8 Missile Racks
Advonced Rildium Plafing

Design By:Stark

Checker: Korrax

Eevision: 3

Date 1817

cAD:R-17

Marufacturer Forrax

Max. Sensor Range:
1000Km,/Max Vis, 7Km, Targeting Ra
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theirtraining and combatduties tagether, After
receiving their commissions and surviving tha
Archipelago War (where they served with
distinction during the conflict later smown as
the Six Week Hell), both were sach assigned
Shaitans and given Deathstalker squadrons to
command. Since the two ofthem had proved to
be an effective team in the past, High Command
made sure that bath of their scuzdrons were
assigned to the Kargan's Dion bage,
Whenever an enamy unit or squadron & p-
proached, their standard procedure was for
each to launch with about half of their respec-
tive squadrons, leaving the other half bekind to
protect the base. The two would then double-
team the enemy squadron leadar hoping to dis-
patch him as soon as possible. This combina-
tion servedwell to protect Kargan base s against
enemy attackunty 1531, whenHome Gua rd fore-
s led by Lt. Cianna Fianoveranthe ba se through

a Halo-suppartad space-to-ground assault, Al-
though Kardak and Woorkis fought valiantly,
theywere no matchfor an attack ferce backed
by two Arcadia-class spacecrusiers, and
Woork s was «illed during the defense of the
Base Command dome.

Shaitans were alsa the primary training
vehicle forthe now legendary Lt. Commander
Yvannivir Ebonflack, of the Emperor's Guards.
While Ebonflack s combat record later won
him access tomany ofthe Kargan force s most
advanced test units, his customized Shaitan
was the centerpiece of the elite Bloody Hand
Squadron, which figured prominently in the
later Archipelage War. During the epening
actions of the Battle of the Murian Sea, Ebon-
flack's distinctive black and red mekton was
resaansible for the sinking of three Elaranfan
carniars and the destruction of at least four
enamy mecha,

IMPERIAL MASS-PRODUCED SPACE MEKTON




VENGANCE

KARGAN VMEKTON UNIT
IVMIK-302C

hough the Murian Peace
was a period af time en-
joyed by all, the Kargans
soon felt the tides of cpin-
ion in space flow towards
separationism in early 1530,
The Emperor realized thatif war did break out
betweenthe colonists and the planatary forc-
€35, mecha would be neaded in numbers, The
guidelines “or the new unit would be mek vs,
mek superiority, but at a cast-efficient level.

| fully expect this unit to preform
well above all expectations. It will
be the pride of the Kargan forces in
less than a year.

-Arkon Verian

Once the design information and preliminary
concepts were completed, all of the specifi-
cations were sent to the Imperial Seat. Itwas
decided, for safety reasons, that all naw
space-bound mecha would continue ta be
constructe d on Algol. Some ¢olonists took of -
fense, saying that it indicated a lack of trust
for the spacers by the Algolians [which was,
by this point, a bsolutely true). The official rea-
son released by the Kargans was that this
policy move would helpwith the current plan-
etside unemployment and depression that
their economy had suffered.

Dne af the major (and most obvious)
changes in the Vengeance was the general
decrease in its size. By decreasing the size and
mass of a mekton, the whole unit could run off
a much smaller powerplant. The advantage
gained was that in the event of a "crash”
shutdown and subsequent explasion |as so
often seen in combat], the blast would be
smaller, This matter was of great concern to
tha environmentalists, and especially to the
space colonists. In addition 10 altruistic

purposes, the Kargans had onesnain advantage
toadopting the smaller-sizad me cha: thay could
be launched intoc orbit en-mass, and very
quickly, as wall. Because the mektons were
downsized, hawever, their equipmenthad to be
shrunk 25 well, Most of the technolagical
advancementsduring this period dealt withthe
miniaturization af selected mechanisms. While
the processes were usually quite expensive,
the expenditure was tolerated. As a result of
this me cha shrinkage, most units® frames wera
na long ar sturdy enowgh to support the massive
armar plating found on their predecessors.
Many thought thatthe advantage of speed and
maneuverability would make up for this
ceficiency.

Duea 1o increasing environmental pres-
sures on the planet, most of the major factions
of Algo! had begun ta use the new anti-gravity
propulsion system invented by the Ettarans.
Stwandard roccet thrusters were included for
use in space, or for extra speed within the at-
masphers.

The Vengeance was equippad with a stan-
dard plasma beam rifle as its primary arma-
ment. For melee combat "Knuckle Dusters™
were mountad on the forearms above the back
of each hand. These weapons consisted of
batteringram-typa devices thatwould lockinto
place overthe fist to be driven straightinto tar-
get. The contzct plate was forged out of ce-
ramet alloy. Some pilots would personalize their
maktons by forming the contact plates into spe-
cific shapes, Patterns of stars, skulls, or even
wiards were popularindentations to leave im-
printed in the armor of an enemy.

M DISTINGUISHED PILOTS
ThaVengeance is a new unit, barely a yearold.
Thare has been no time for any unusually tal-
ented pilot to come to the fore,

Il SERVICE RECORD
Ifhostilities break outbetween the spacers and
the colonists, expectthe Vengeance's primary
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Checker: ROrrax

Eevision: 1

Date: 1530

caD:K-20

Manufacturer Korrax




e

Height: 11.4m
Weight: 58.91

Flight Speed: 420mph (aprox
]

Weapons: Dallian TL-14¢ Plosma Rifle
Kemer-Komax Anfi-Missile/AP Laser
Korrax Simdarum Shield
PxKorrax. MWH-04 “Knuckle Dusters”
Ammor: Simdarum Plating
1| Max. Sensor Range:
| 1000Km/Max Vis, 7Km//Targefing Range
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The Kargan Shadowhunter symbal, Kamas Korrax elite unit.

: B
e

D-.‘:é-igh By:'Yuh

Date: 1530

CAD: R-20

ManufactLrer Korrax

area of operations to be in space. There, itwill
be used for Scouting, Strike, and Paint Dafence
missions. Due te economic ¢onsiderations, the
Vengeance will probably serve an activa duty
period far longer thatany previods Kargan main
ling mek.

B VARIATIONS

There are novariations on the Vengance as of yet,
However, there arz plans for a cloaking version
and & command version. There are also rumors
that Kamas Karrax isworking on a thought-con-
trol systern, 1o be fittedinto a modified Vengance,

g IMPERIAL MASS-PRODUCED SPACE VIEKTON




CRUSADER

KARGAN MEKTON

na Kargans soon realized
that if the space ccolonies
declared independenca,
war would break out. They
alse knew that the number
aof pilats whao coulc Le
quickly trained for space combat was too faw.
Those Kargan pilots thathad experienced zera
gravity befare were sent into space with spea-
cialhy-equipped information-gathering mecha.
In these units they performed a number of praz-
tice maneuvers under as many differant, or
extrema, condtions that the Emperor and his
staff could thing ug. All the informatior from
these tests were recarded multiple times from
as many different points of view as possitle,

This meterial was then entered info vari-
ols expenmentalcomputer-assisted command
systems. The purpose of all this was to craate
an onboard computer system that could com-
pensate for pilot ingxperience. By feeding the
necessary data for zero-gravity combatinto an
autopilot, the eomputer could effectively func-
tiom in siressful combat situations that would
narmelly leave a novice pilot panicking. In de-
veloping a self-sufficient reactive zombat in-
terface, tha Kargans created a unit that theo-
retizally required no pilot. However, instzad of
using these units as unmarned drone meklors,
they realized that thay could become excedlen:
training platiorms for rookies.

With 2 ‘loabng manual override, the pilatonly
neadedto relnguish the controls forthe e cmawt-
ertofa ke over all functionsinz combatstuaticn.
Hatamytimethe pilotwishedto resume commard,
theyeculdsimalyinitiate manual control againta
take tha computeroff-line. The computer system
would also display suggested tactics to the pilot
if the writwas under attack, Evenwhila the pilat
wiasinfullcaontral of the unit.the computersvstem
wiould monitor the actionand continual'y uad ate
its pecisionparameters. couldimmediatalytake
command whenthe pilotlostcontroldugtouncan-
sciousness,shockorfear. Bacauseofthis perpat-
ually vigilant "co-pilat”, itwas notan uncamman

sightfora unit’s cockpit to be congaletely shotout,
whi ethamzkton continued tafight, The comput-
erknaws nofear and wilnever retreatfrom combat
unless specfically orderedto do so. Forthis rea-
sanmany pilots from the ather factions referrad
1o this unit as “The Zombie.”

Toreduce thastrain of de cision-makingan
tha computer'spart, afairly basic weapons selac-
tion'was chosen forthe Crusader. A rapid-pulse
plasma launcher was housed in each forzarm.
This pair of inked gquns were the unit’s primary
offense. Rangawas limited duetothe factthatthe
Crusaderwasdesignedtabe a closecombatunit,
This lackof rangedfire power didn‘tinhibit the unit
during combat near |or within) space calonies.
When enemias tried to take advantage of the
range cfthe mzin guns(asthe Kargansknewthey
weuld) the Crusader ufilized its torso-mounted
plasma cannon, withtwice the range and power
autputas the farearm guns. For melee combat
therewas a blade swivel-mounted to each fore-
arm. A law power, rapid-pulse wide-angle laser
was fttedinto the head ofthe Crusader, This high-
ly precise weapon system could be used as an
anti-parsanne| weapon, or a point defense laser
wirterceptincomngmissiles. The continued usa
af specific anti- aersonnel weapans by the Kar-
ganswascansderedbarbaric bymanyotherfac-
tions, meking any appearance by Crusaders
amon(g the most hated events of the period just
befare the Crbital Conflict.

The general unpopularity ofthis unitamaong
their enemies made it the ideal choice for the
Kargan's nextmass production unit. “Ifthey don't
like it, then we must be daing sormething right,”
one of tha production crew was quoted to say.
However, the KomraxKamas hadits hands full, so
the Emperor handed the plans and canstruction
cuctas 1o Darkis Mathar, current Warlord of
Kamas Mathar. Az a result, the Crusader did not
se8 mass-production, but enough were built to
make the colonists very nervous.

I SERVICE RECORD

Every so aften Kargan High Command would
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Height:
Weight:
Flight Speed:
Crew:

Weapons:

Armor:

9.7m

3291

420mph (oprox.)

1/0

2xMathar TE-V Melee Blodes
PxMathar Pulse Plasma Weapons
K&K Anfi-Missile/AP Loser

Mathar Style 4 Plasma Thrower
Advanced Rildium,/Sindorium Plafing

Design By:Larvek

Revision: 3¢

Dace: 1512

cAD:R-20

Manufacturer Mathar

Max. Sensor Range:

Extras: Mathar M
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dispatch a substantial group of Crusadersto a
colony targeted for 2 “lesson,” on what was
referredtoasa “Purge” mission. The units would
be preprogrammed with erders to punciurethe
colonywallandkill “dissidents.” Thase missions
were always completely unmanned since tha
computerhad nosenseofmorality, anc this fomm
of colonial genocide was always estramaly brutal
and terrifying. Since the Kargans only
“disciplined” their own colonies, the othar
Algolianfactionswere halplesstointe-fare, lest
they break the Paace compzct signad with the
Murians. Imagine a swarm oi units amed with
anti-parsonnel lasersthatcouldkillhundredsin
asingle burst, directed by & cortrollerthatwould
just as soon slay an entire fami by with children
asitwould attack an enemy me kton. All purges
were keptsecret from groundside civilians and
the majority of Kargan military personnel. High
Command could simply dismiss allaccusations
fromthe Halo League and Nearside Fedaration
as propaganda.

1800Km,/Max Vis, 20Km//Targefing Range
k. | Compu

ter Readtion System

i

dii

caTION

Taking these factors into consideration, it
isn't diff cult to understand why the colonists
desperately soughtindependence from the Al-
golian fz ctions.

M DISTINGUISHED PILOTS

Some pilotswere actually allowed totaka pantin
the Purge missions, but these wers few and far
betwsaen, Kallvas Ragaellowascensideredto be
a sick and twisted individual even by his Kargan
comrades. Ha had 3 reputation of shocting at
civilians and being responsible for senseless
property de maga. Word eventuallyreached High
Cammand, and they knew somathingwouldhave
to be dona about his actions. Mary wanied m
dismiss him because of his negative affect on
morale. Wih hisexceptional combatrecord and
sadistic tendencies), hewas assigned lo overses
some of the colony "peacekeeping” missions,
Wheneverha coud, he would sneak aboard one
of the prepragrammed Crusaders and actually
taka part in the anrihilation of civillians,

KAMAS VMIATHAR SPECIALIZED SPACE MEKTON
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Height: 9.7m
Weight: 329t
Flight Speed:  420mph {oprox.)
Crew: 1/0
Weapons:  2xMathar T6-V Melee Blodes
Pebdchor Pulse Plosrma Weapors
K&K Ani-Missile,/AP Loser
Mathar Style 4 Plosma Thrower
= Advonced Rildium/Sindarium Plafing
Max. Sensor Range:
1800Km,/Max Vis, 20Km/Targefing Range
Extras: Mathar Mk. | Computer Readtion System

Sheiitic

Design By:Larvek | Checker: Mathar

Eevision: 3¢
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Manufaczurer Mathar

dispatch a substantial group of Cruszdersto a
calony targeted fora “lesson,” on what was
referredtoasa “Purge” mission. The unts would
ba preprogrammed with orders ta pun cture the
colonywalland kill *gissidents.” These missions
were always completely unmarned since the
computer had no sensaof morality, and thisform
of colonial genocidewas aways extremaly brutal
and terrifying. Since the Kargans orly
“disciplined” their own colonies, the aother
Algolian factions ware he pless tointerfere, lest
they break the Peace compact signed with the
Murians. Imagine a swarm of units armed with
anti-personnel lasersthatcouldkill hundredsin
asingle burst, directad by acontrollerthatwould
just as scon slay an entire fami'y with childran
asitwould attack an enemy me<ton. All purges
were kept secretfrom groundside civilians and
the majority of Kargan military perscnnel. High
Command could simply dismissall accusations
fram the Halo League and Mearside Federation
as propapanda,

Taking these factars into considarztian, it
isn't difficult to understand why the colonists
desperately soughtindepandence from the Al-
golian factions.

M DISTINGUISHED PILOTS

Some pilots ware actually allowed to take partin
the Purge missions, but these were few and far
betwaan. KalvasRagaellowasconsideredtobe
a sick and twisted individual aven by his Kargan
comraces. He had a reputation of shooting at
civilians and being respensible for senseless
property damage. Wordeventually reached High
Commanc, and they «xnew something would have
to be done about his actions. Many wanted to
dismiss him oecause of his negative efiect on
morz la. ‘\Wtih his exceptional combat record [and
sadistic tancencies), hewas assigned to oversee
some of the colony “peacekeeping” missions.
Vhenever he could, he would sneak aboard ane
of the preprogrammed Crusaders and actually
take part in the annihilation of civilligns.

KAMAS VIATHAR SPECIALIZED SPACE MEKTON
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Height: 12.4m
Weight: 485t

Flight Speed: 430mph (oprox.)
Crew: |

Weopons:

and Sound

M DISTINGUISHED PILOTS
Imita Ali-fennalwas a Guild p/lotwhohad deal-
ings with both the Kargans and Axis on a few
opccasions. The Kargans ance foolishly tried to
capture her and har Gadram after she had
helpedthem locate a nest of Shafinin guen las.
Upon payment for the job, they attempted an
ambush, but she was prepared. Thanks to the
sensor érone, Imila had already pinpoirted all
Kargan mexs in the area.
When they attacked, she unleashed a
| barrage of smoke missilies to blind every
mecha in the vicinity but hers. During the
confusion, she grabbed the money and bagan
to systematically destroy the Kargan units.
When the dust cleared, and only the Gadram

2xIrevvan SP75 Beam Scattergun
2x Trevvon (280 Plasma Cannon
IxGetzder 730 Type 30 Missile Pod

Leynan XCR Borrier System
Compressed Ceramet Alloy

| Sensor Drone:  2600Km Max Vis Addifional 128x Magificafion For Sight

Full Hectromagnetic, Heat, and Rodiation for Scanning ond

was standin g, the Kargans knew never to try
tnattrick again. The fav timesthat she worked
farthe Axis, Imila was normally just asked ta
cause distractions, and run hich speed
ime-farence forteamsofagents trying ta sneak
irto verious Kargan or Elaran bases. She alsc
sold tham a number of very datailad pictures
of diffarent testing facilities and military
installations.

O ne of her favarite hobbies was hovering
arextreme zHtitudes, finding interesting peoale
o 50y an, then taking their pictures and listen-
ing in on their conversations. Any discussions
of military importance were recorded for ater
use, but skewould often eavesdreo on ¢ vilians
just “or kic ks,

SPECIALIZED RECON/INTERCEPTOR VMIEKTON




AXIS MEKTON

pAR IAH AMF-X16s

uring the earligst parts of
the Karga-Elara coenflict,
those who would eventu-
ally lead the salinter fag-
fion known as
the Ads were usually content
towalch as the war tran-
spired withou: involving
themsalves overmuch.
However, during the
lull in fighting that
historians would
later use
o sepa-’
ratethaFirst
Makton War from
the ArchipelagoWar,
thesa more extreme
palitic al lezders decid-
ed that Emparor Korax |
wasn't doing enough to en-
sura Kargan global domination,

Tha Pariah was built on tpa frama shared
by the Rampage and Deathstalker, so finding
replacement parts was never difficult. More

heavily armared thananyof its predecessors
[asthe Asiscould netaffordtolose
aither pilots or mektans), the
armor design was also
madified away from the
standard“sharp” Kar-
gan lines towards a
baroque style. This
insured that Axis
O o

wouldn't be
confusedwith any
athar natianality.

One of the
mare expansive fac-
ets of this unit wasthe
factthat Axis officials be-
lieved that armoring the Pa-
riahs with the improved com-

They had engingered various — e oracead ceramet alloy, and powering

terrarst attacks an

themwithsafercokd-

dilerent islands in

fusion powerplants,

the Archipelago, bt D@8th and fear are our weapons, and
this was all just a the Pariah is well suited to both, On
cover for their real - Algol, and in space, it will herald a

would be a good ma-
rale booster. Astron-
ger, sturdier hydrau-

intentions. Over the
years, the Axis had
baen acquiring a

Kargzn mektons by theft, salvage or deserion.
\With & plethora of Mauler through Dezathstzlker
class mektons at their disposal, the Axis had
become a truly dangerous force fo contand with.
After constructing their own factories in the
southem Archipelago, theywere able ta convert
all of thase mektons into high-powered units of
theirowndesign. Theexpense ofthisupgrade was
not great since they had never paid for the base
units o begin with. With a force of these newdy
converted units, codenamed Periah, thay set out
o showethe Kargan peoplethatthe Axis should be
runningthe Empireinstead afthe currentEmperor.

new age of Axis supremacy.
‘uﬂkﬂﬂm mmﬁst l‘.‘ﬂi]]!ﬂﬂ’ﬂdﬂl‘. frame, gi‘ﬁng[[an
good number of ® T8RNV ERARLE LRSS sdvantageinme-

lic system was
adapted to the

lee com bat. The Pariah’s beam submachine gun
was based on the Raider’s, but had a shortar ef-
fective range, countered by the 67% increasein
thewaapon'srate of fire, The Pariah retained the
standard ani-missile and anti-personnel lasers
of the Deathstalker; obvious favorites among
these terrorists. A pilot could easily spray a faw
square blocks of araa, and have the potential to
kill every man-sirad targetin sight.

Tha Pariah was also equipped with four
Balizl-charge granades. These servad the same
basic purpose as the Deathstalker's missiles,
but the grenades vielded grester damage. A
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Height: 16.8m

Weight: 88.2

Flight Speed: 4900mph {aprox.)
Crew: 1

Weapons:

Armor: Ceromet Compasite
Max. Sensor Range:

high-output beam blade was the primary meleg
waapan, but the Parah also sported a larger
version of the Jac's Speed Cutter called the
Chain Buzzer {yet ancthertood of psycholagica
warfara). Far artillery bombardmert this unit
was equippedwith a long range Bazeoka, Mas:
Pariahs carried an ammuntion pack with
differing shells for specific purposes: armor-
piercing for most situations, scatter shat for
armar ablation, burst grenades for grouped
multiple targets, incendiary bursts for maximum
property damage, incendiary scatter shot for
maximum armor abation, etc. ..

B VARIATIONS
Therz were no ®anations constructed by the
Auxis Forces for the Pariah. Such luxuries could

AXIS TERRORIST SPACE MEKTON

Baurelen 525 Baam Gun
Dankreth M1-AP Loser

Joraszn EP-36 Power Sow

Vellghe GD-3K Rodket Louncher
xBraavs Binder System

WURS Type 13 Plasma Sabre
Axis/WGPB Bakiol Charge Grenade

] 1000Km,/Max Vis, 7Km,Targefing Ronge

nathz atfarded bytha Axis, whodida't ha ve the
ma ss-production faciliias af tha ather naticns
om Algol

M SERVICE RECORD

Driginalw designad as a terrarist unit, the Pari-
gh perfarmed well enough to hold its own
against mostcantam porary mektons. So.astha
years passed, itwent from high-profilaterrarist
mekton to front-ling unit.

The Pariak served as the backbone of the
Hxis milizary forces throughout the remaindar
of the Murian Peace. Still active in 1530, the
Pariah is one of the longest-lived mektons to
serve on Algol. It was eventually downgraded
tobasicsoldizr’s dutywhenthe Rogueappea red
in late 1525,




ROGUE

AXIS MEKTON
AMF-X25

ecauseoftheir poltical pol-
icies, the Axis were den'ed
the oppartunity ta be rep-
resentad in space. It was
determined that granting
them the same privileg es of
po'iti cal recognition as otharfactions would be
ac enawledging the Axis as a nation, instaac of
just & solinter group of terrorists, Many of the
other factions also feared that the Axis wauld
use any form of orbital stronghald as a waap-
ons platform. This would have made it even
easiar for them to launch rucleonic warheads
attargets across the globe,

Having been pelitically excluded fram the
spaca colony project, the Axds sacretly vowed
1o meke the lives of all spacers as unpleasant
as possible. " fwe are denied the righttolive in
space, thenall shallbe deniedtha ap portunity!”

What the enemy cannot see, the
enemy cannot hit.
Axis propaganda, found at the
remains of a destroyed orhital
science lab.

LA R R R RN R ENENNENNENNENE]

tnowingthats large numbero? unitscould
never be moved into space undetected, Axis
Command gave orders to bagin design wark an
a high-powered stealth unit. Project Rogue com-
mencec under anumbrella ofsecrecy. The oth-
ernzations af Algel feared that some form of ra-
taliation from the Axis would be coming soon,
and so ‘cepttheirmilitaries readyto bothdefend
their capitals and counterattack. Years passed
during the construction of the eclonies, but na
major strike from the Axis ever came. They
continued theircc casional raiding missians, but
never launched any major cffensivas. This be-
gan to worry many palitical leaders, far few
cauld believe that the Axis would roll over and

die quiethy.

Afterthe pro-orbital pnlitiEnI ralliesaf 1525,
fukis lezders rejoiced as dissension

spreadthroughautthe colonies; hare

they saw an avenue for their re- J l
venge. As tensions rose and mas- N i
sive froop movements were made W \

fram Algel 1o orhit, the Axis managed to
conceal 2 successful satelite launch during

8 stagad launch catastrophe. The satelite
wasasmallorbital factory equipped with sav-
eral electronicwarfare systemstomask its pres-
encein low arbit. ltwas there that Project Rogue
was completed.

With on v a small orbital factory, the Axis
<new that they would never be able to
maintainanylarge quantity ofunits inspace. j
‘Withth s factinmind, they chose to build a
s : -
faw very expensive, vary advanced ) _-*

mektons. Built up from the remnants of P/ =

atew surviving Infidels damaged during
the Archipelago VWar, the Aogue made full vse
af all thetechnalogythatthe Axis had onhand.

Basad ona twenty year-old design, the unit
endedup being quite a bitlargerthan its contem-
poraries. Daspite this, Axis designers were con-
fidant that they could still construct a unit that
coulo held its own against any single unit the
colonists would throw at it. The Rogue was as
heavily armed and armored as the Axis could
makait Theycould afford to armor the entire unit
with comaressed ceramet alloy, sinca onlby four
were built initially, The amount of armor on the
binders was zlso increased,

The Rogue was given a large ,
plasma auto-rifle as its primary £=
offensive weapon. This gun had a greater
range, accuracy and firepower than the
Infide!'s twin plasma launchers. Awide-angle
plasma scatter gun was built into the torsa for
spraying beams on smaller mecha, missilies,
or even civilians, The high-intensity Plasma
Bomber system was devised to deliver a blast

s ol ot e :
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concentratec enough to overcome the

i : ==
Checker AX-02

magretic force barriers that now equipped
many cammand mecha. ;
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WURS Type 14 Plasma Sabre
Goursen Bladed Strike Manipulaor
Gourrsen Type 3 Balonced Throwing Axe
WURS D550 Plosma Rifle

Palgean 550 Beam Scaftershat
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8 Vankourh Fype 110 Mognei Banier
s 2xBroavs Binder System Type 2
%%ﬁ WGPB X220 Plosma Bomb

i Armor: Compressed Ceramet Alloy

o

e Max. Sensor Range:

3000Km/Max Vs, 30Km/Targeting Range
Extras:  Aris WURS Ps-Amp System
* s WPB Remate ConioledSecth Drone Systen
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From technological infermation gained  vals {so as ta provoke fighting between them.
| when they recovered a Guild sensor pod, the  While thi stacticwas somewhat affe ctive, it did
project engineers included a complement of six  not stop the Halo Laague from uniting the calo-
remaote baam gun units, With built-in stealthand  nies againstAlgol. Confronted wath unification,
cloaking systems of their owr, they pravided the  the planet-boundfactionswereforcedtoreach
4 Rogue with near-invisible fire supportthat could  some Farmoflimited cease-fire to deal withthis

S

4 also doubla as long range artillery, naw arbital threat. This meantthatthe Axis forc-
eswould not have o combat colonial and Algo-
B SERVICE RECORD lian forces simultaneausly, Following the Halo

Once viclence batweaen the colonies and the  League®s threat to destroy the Solar Heating

= ?";fi‘gggg :_E : : i i planetsidenations appeared imminant, the Axis  Mirror, the Axis held a poltical rally thata ctual-
Desian By: Dalian Checker: P02 Revision: 4 took this as their cue to wreak as much havaoc |y managed to gain some papular support from
e 2 e 25 possible. Thaw launched tha Rogue squad- both Kargan and Elaran civilians. Thus, the

Date: 1525 cAaD: WP Manufactursr ron toattackdifferant colonies atrandom inter-  Rogue fulfilled its original missison.

ELITE AXIS STEALTH & STRIKE MEKTON




ith the cauntlass
batlestaking place
in the Archipelaga
betwean 1504-1517,
same of the islands
were veritable mekton graveyards. With ooth
Kzrgans and Elarans too busy fighting ea zh atn-
erto clean up after themselvas, a great deal of
technology felinto the hands of theislanders. In
same cases, they would never have had the oa-
partunity to make technological advancements
withoutthis considerabie(albeit, accidentalbavut-
side help.

Gathering their top scientists, tha
Archipelagan Alfiance struggled ta reconstruct
some of the fallan Elaran and Kargar unizs from
the First Makton War. Rather than sendirg their
firstiunctional unitsinto combat, they used them
to gather more parts and to eventualy auild a
factory in & remote area, where construction
woeuld begin on their own mechanized army.
Realizing that neither the Kargans ror Elarans
wolkd betoo pleasedwith preparatiors todefend
the islands from all comers, work proceeded
feverishiy under a blanzet of secrecy

Stealth was a primary concern, and the
Allianca knew it would be necessary to ba abla
to move forces fromisland toisland witho st their
ngighbors (northern or southern] notizing.
Travelling by airwasfartooobvious, aven atnighs.
It occurrad to them thatin all the years of batte
that surrounded their lives during this war gf
giants,tharehad beenvery little und arsea activity.

The projectleaders got to work designing
amektonthatcould function underthe axtrame
prassurasofthe oceanfloor, Unfortunately, the
standard bipedal layout of most maktons was
natideal foruncersea maneuvers. Suggestions
of other forms were made, but all reaized that
nane of these would serve very wall when the
unit surfaced 1o face its enemies. During a
debate measuring the pros and cons of bipadal
land forms and hydrodynamic sea forms,
someone questioned thefeasibilityofa unitthat
could switch from one mode to the other, The

VIORAY

SMT-12

concept was initially laugheg at, but with no
betterideas present, thedesigngroup began to
think abcut it se riously,

A grest deal of testing took place to
datermine iftbey could reaistically construct a
variable geomatry frame with enough structurzl
integ ity towithstand deep sea pressure. After
mantns of hard work, they finally succeeded in
building & prototypa that could transform at
deoth without malfunctions. Their greatest
obstacle cleared, they proceeded to set the
aszemaoly line in motion and began mass
production.

Spearing a Rampage is just about

as much fun as bringing down a

poisoned spine-fish bare handed.
-Marie Aharis
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The Maoray, as the unit was eventually
nzmad, had a fairly standard weapon layout.
The prototype's repeating plasma carbine was
put tegether from the remzins of 8 Rampage's
beamsubmachine gun and aVantage 'splasma
rifle. Itiock some time to combine Kargan and
Elarantechnological designs intoa functioning
urit, but the exercise proved very educational
for Alliance scientists. & higher-output, longar-
ranged beam c annonf{inspired bythe Hellwing)
was also included. This would normally have
beenusedasthe primaryweapon, butitrequired
hwenty secondsto charge the gun befare firing.

Far melee combat, the Marays were
usually seenwith a polearm of some fashion or
another. The most common seemed to be very
long harpoons or tridents depending on the
pilot's preference. (It was not uncommen for
pilots to actually hurl these weapans at their
opponants!) The final issued weapon for this
mekionwasan alectrifisdnet. Moray pilots were
Enownto tangle en opponentwiththenet, shock
theenemyinta unconsciousness, and dragthem
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Height: 12.8m
Weight: 4891
Flight Speed:  400mph (aprox.)
Crew: |
Weapons: Pires EK Hybrid Beom Gun
Pires 560c1 Beom Cannon
Haldo T52//AA Net Shocker
Haldo MT4 Harpoon or MTS Trident
Armor: Heavy (eromic
Max. Sensor Range:
1000Km/Max Vis, 7K,/ Targefing Range
Extras: Optional Command Armor
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additions could
bejettisoned in saconds, The
o resulting increase in speed
and manauveranility often

¢ toak enemies by surprise.

/
/

( B VARIATIONS

Sincathe Moraywa soneofthe The only Alliance-built vari-
weaker mektons introduced at the time, it was ation on the Maoray was the
usually the underdog in one-on-ane situations.  SMT-12f, a flying unit. This mekton was very
To alleviate this problem without designing a  similerto the Moray, butwas designed for land
wholanawmekton, the Alliance designteamean-  2nd air use, and was capable of only limited
structed supplementary equipment to enhance  undersea wark.

the performance and increzse the survivability

of the Moray. These bolt-on additions gava the I SERVICE RECORD

unit more armor protection, and a supply of mis-  Tne Moray was so popular with the Alliance

Moray in its
transformed mode.

pEEEEEE

- | silesto kaep opponents at a distance anc focus
their attention on something zlse (besides the

Gl S s ;

Checker: 15-01

Feavision: mechal. The extra bulktende d to slow the Moray
down, butonce tffe supply of missiles was spert

Date: 15'2

cAap: EDOZ

Manufasturer Yar and the armor oflered nomore pratection, thase

thatit, crsimilarup-dates, havebeenthe primary
deierse of tha island nations since the tme of
its introduction. The SMT-29v, newast
generaticn of the Moray, is currently on active
duty in 1530,
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ere was nothing between
hrin and the command
- post. Suddenly, from out of
- thin air, a Kargan Shaitan
appeared off his right flank.
Lathrin spun and blind-fired, hoping to
disturb the Kargan's aim. Luck smiled
upon him, as two of the plasma bolts
hit the Shaitan’s torso. A raw-plasma
fireball lit the evening sky where the
Kargan had been. Lucky shot, thought
Lathrin to himself as he continued his
descent toward the enemy command

post. But when did Kargan
get the ability to turn invis

i
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Mekton Techhook, a complete advanced
construction system for use with Mekton Il
and Road Striker Il. MTS allows for the con-
struction of custom-built weaponry and

advanced additions to your mekton includ- .

ing: Cloaking, ECM & ECCM abilities,
Psionic Enhancers (including a new psionic
system!), and Teleportation!

_i;f

&

oak

Mekton Techbook also contains a com-
plete guidebook for the more common
Mektons used in the Kargan-Elaran wars.

With over 20 new systems and 17new °
fully— constructed mektons, Mekton
Techbook is the ultimate technical guide
for the Mekton I universe.




