Basic SW Mecha Rules

By Clint Black

Mech Combat

Mech combat is handled just like regular combat, but for ease of use, distance is converted to Mega-scale. In Mega-scale, 5” becomes 1” for movement and range. A vehicle with a maximum speed of 20” has a maximum speed of 4” in Mega-scale. A weapon with a range of 30/60/120 has a range of 6/12/24 in Mega-scale. Round values off to the nearest whole number. For characters capable of running, figure their Mega-scale running Pace off their maximum normal running Pace, so a character with a Pace of 6 and a d6 running die would have a Mega-scale Pace of 1” and could run 2” as an action.

Despite appearances, Mechs are more like creatures than vehicles, and so they are treated as such except they have no skills and only the Agility, Strength, and Vigor attributes. A Mech pilot uses the lower of Piloting or the Mech's Agility when making Agility rolls. For the Mech’s Agility and Strength linked skills, use the pilot's appropriate skill or their Piloting skill whichever is lower. For example, a Mech's Fighting skill is based off the lower of his pilot’s Fighting or Piloting skill. The pilot handles Smarts, Spirit, and skills linked to them separate from the Mech.

Example: Jake has a d8 Piloting skill. While piloting his mech, he faces an area effect attack and has to make an Agility roll. His Mech’s Agility of d6 is lower than his Piloting skill, so he has to use that Trait. He decides to try to hide his Mech in a forest. Jake has a Stealth skill of d10, but using the Mech is limited to his Piloting of d8. While hiding, Jake tries to find his attacker; he rolls a Notice roll normally since it is not dependent on his Mech.

Mechs also gain the benefit of their pilot’s Combat Edges as long as the pilot’s Piloting skill meets any Skill requirement for the Edge as well.

Example: Jake has the Sweep Edge, which has a requirement of Fighting d8. Since his Piloting skill is also a d8, his Mech may use the Sweep Edge in combat too.

Mechs are Wild Cards; however, they don’t get to use a Wild Die unless their pilot is a Wild Card as well. They do still have 3 wounds though, even if their pilot is an Extra. While they don't suffer "Wound" Penalties per se, the penalties do apply to the pilot’s skill rolls used for the mech and the mech's Trait rolls to represent damaged systems. The penalties do not apply to the pilot’s Smarts or Spirit rolls.

Boosting Systems:

<insert rules here>
Creating Mechs

Mechs are made using a pool of Mech Points or MP’s. Players start with XXX MP’s <table based on setting?> to build their mech. Each level up a character adds 2 MP’s to their pool that can be used for upgrades or creating a completely different mech with the GM’s permission.

Mechs start with one of three basic body types, Light, Medium, or Heavy.

Light

Attributes: Agility d10, Smarts N/A, Spirit NA, Strength d12+7, Vigor d12

Pace: 40/8(M); Parry: Varies; Toughness: 21

Special Abilities:

. Ambidexterity: Mechs suffer no offhand penalties.

. Large: Attackers add +2 to their attack rolls due to the Mech’s large size.

. Mech: 

. Size +7: Even Light Mechs are multi-ton behemoths.

. Super-Heavy Armor +6: Mechs are so tough even Heavy Damage has a hard time affecting them. Divide the AP of Heavy Weapons by 10 and round down to determine its value versus Super-Heavy Armor. Weapons that do Super-Heavy Damage use their AP value as normal. Super-Heavy Armor is unaffected by other weapons.

. Super-Heavy Damage: Mechs inflict damage on a greater scale than even Heavy Weapons. Their weapons and melee damage affect Super-Heavy Armor normally and multiply their AP by 10 to determine its value versus Heavy Armor or less. If an attack has no AP value, it gains AP: 5 versus anything lighter than Super-Heavy Armor.

Medium

Attributes: Agility d8, Smarts N/A, Spirit NA, Strength d12+8, Vigor d12

Pace: 30/6(M); Parry: Varies; Toughness: 24

Special Abilities:

. Ambidexterity: Mechs suffer no offhand penalties.
. Huge: Attackers add +4 to their attack rolls due to the Mech’s huge size.

. Mech: 

. Size +8: Medium Mech’s are several meters tall and weigh around 50 tons.

. Super-Heavy Armor +8: Mechs are so tough even Heavy Damage has a hard time affecting them. Divide the AP of Heavy Weapons by 10 and round down to determine its value versus Super-Heavy Armor. Weapons that do Super-Heavy Damage use their AP value as normal. Super-Heavy Armor is unaffected by other weapons.

. Super-Heavy Damage: Mechs inflict damage on a greater scale than even Heavy Weapons. Their weapons and melee damage affect Super-Heavy Armor normally and multiply their AP by 10 to determine its value versus Heavy Armor or less. If an attack has no AP value, it gains AP:5 versus anything lighter than Super-Heavy Armor.

Heavy

Attributes: Agility d6, Smarts N/A, Spirit NA, Strength d12+9, Vigor d12

Pace: 20/4(M); Parry: Varies; Toughness: 27

Special Abilities:
. Ambidexterity: Mechs suffer no offhand penalties.
. Huge: Attackers add +4 to their attack rolls due to the Mech’s huge size.

. Mech: 

. Size +9: Heavy Mechs can weigh up to 100 tons.

. Super-Heavy Armor +10: Mechs are so tough even Heavy Damage has a hard time affecting them. Divide the AP of Heavy Weapons by 10 and round down to determine its value versus Super-Heavy Armor. Weapons that do Super-Heavy Damage use their AP value as normal. Super-Heavy Armor is unaffected by other weapons.

. Super-Heavy Damage: Mechs inflict damage on a greater scale than even Heavy Weapons. Their weapons and melee damage affect Super-Heavy Armor normally and multiply their AP by 10 to determine its value versus Heavy Armor or less. If an attack has no AP value, it gains AP:5 versus anything lighter than Super-Heavy Armor.

Extras:

In all cases, the minimum cost for any Extra is 1 MP.

Weapons:

Modifiers marked with an * are described in detail below.

Melee:

+1 Damage (Str+4 max.)

1 MP

Ranged:

The standard Mech ranged weapon is a projectile weapon with a base Range of 20/40/80 (4/8/16 at Mech-Scale).

2dX damage


½ die type in MP’s

+1 die of damage (5d max.)
+1 MP

Increased Range


+Range multiplier in MP’s (Ex. 4x Range = +4 MP’s)

Automatic Fire


+ROF in MP (Ex. ROF: 3 = +3 MP’s)

Double Tap


+1 MP

Three Round Burst

+2 MP

Small Burst Template

+4 MP’s

Medium Burst Template

+6 MP’s

Large Burst Template

+8 MP’s

Energy Weapon*


2x total cost with all modifiers

Missile*



Total cost/10, round up

Missile Pod*


Total cost of all missiles/2, round up

Target Lock*


2x cost

General Weapon Modifiers:

+2 AP*



+1 MP

Handheld*


+1 MP

Replaces Hand*


-1 MP

Heavy Damage Rating*

-1 MP

Normal Damage Rating*

-2 MP

Notes:

AP: All weapons have a maximum AP value equal to their die type. For melee weapons, this is based on a Mech’s Strength for a set 12 AP maximum.

Energy Weapon: This weapon projects an energy-based attack of some sort. It gains power from the Mech’s reactor and never needs to check for ammunition loss. In addition, the pilot may Boost the weapon to increase damage (see Boosting Systems). This modifier cannot be combined with Missile.

Handheld: This weapon is separate from the Mech, and has it’s own power supply if needed. It is not affected by Weapon System Critical Hits and can be used by any mech with a hand.

Heavy Damage Rating: This weapon does Heavy Damage instead of Super-Heavy Damage.

Missile: This weapon represents a single use missile attack. This weapon may be used only one time before needing to be reloaded. If missiles are to use Automatic Fire, Double Tap, or Three Round Burst, all the missiles must match exactly including those modifiers.

Missile Pod: This represents a group of missiles that are contained in one unit. The pod is considered one weapon for determining effects upon it. All missiles in a pod must match exactly.

Normal Damage Rating: This weapon does normal damage instead of Super-Heavy Damage. This modifier may not be used with Heavy Damage Rating.

Replaces Hand: This weapon replaces the Mech’s hand. Besides obvious manipulation restrictions, a mech missing one hand is –4 to initiate Grappling rolls, and a Mech missing both hands cannot initiate Grappling rolls at all.

Target Lock: This modifier is only available to Missiles. It allows the missile to make minor corrections in flight to hit its target. Missiles with Target Lock ignore Range modifiers to attack rolls.

Systems:

Advanced Targeting

+4 MP’s

Camouflage


+2 MP’s

Countermeasures


+2 MP’s

-Improved Countermeasures
+4 MP’s

Increased Attribute

+2 MP’s

Increased Armor


+2 MP’s

Increased Pace


+2 MP’s

Jump Jets


+4 MP’s

Reactive Armor


+2 MP’s

Reflective Armor


+2 MP’s

Shield



???

Advanced Targeting: +1 to attack rolls.

Camouflage: -2 to ranged attacks and Notice rolls affecting the Mech in the appropriate environment.

Countermeasures: -2 to attack rolls from missiles

Improved Countermeasures: -4 to attack rolls from missiles

Increased Attribute: Increase one of the Mech’s Attributes by one die type or by +1 beyond d12.

Increased Armor: Adds +2 Armor to the Mech.

Increased Pace: Increases Pace by +10.

Jump Jets: Pace is not reduced for Difficult Ground. Mech can jump a distance equal to half Pace. If Mech can jump to opponent, it gains a +2 to damage on a Wild Attack.

Reactive Armor: +4 Armor vs. physical attacks. Degrades 2 points per attack and negates Reflective Armor or Camouflage by 1 point per attack.

Reflective Armor: +2 Armor vs. Energy Attacks. Not compatible with Camouflage.

Shield: <Put under Weapon? Fills space as one.>
