Savage Worlds Mech Warrior
Version 1.0

By Hank Grablewski

Introduction
This is my attempt at Savaging the world of Big Robots and the pilots inside of them.  I hope you have an open mind and enjoy all the mayhem you cause.

Basics
1. There are three classes of Mechs that exist: Light, Medium and Heavy.  Each class of Mech has its strengths and weaknesses.  Each of them excels in their own way in combat.

2. Each class of Mech is further broken down into models.  Models are not just aesthetic names and designs.  Each class of Mech has its own personality and look to it.
3. The pilots inside the Mechs are not just driving around or pushing levers.  They are part of the steel and wires they inhabit.  A new technology has been formed called Mechnology.  This Mechnology does not just apply to Mechs, but that is the most common use for mechnology.
4. A new Arcane Background:  Symbiotic Mechnology is used to power these Mechs.  It works somewhat like Weird Science but has fewer drawbacks.  The powers only work when inside a Mech or a SMS.  A SMS is a Symbiotic Mechnology System.  You either ‘plug-in’, bond or meld with the device which has this technology.
5. Two new skills are used for this game: Mechnology (Spirit) and Knowledge (Mechs).  Mechnology as the skill works like any other arcane background related skill and powers the SMS and all its related functions.  The mechnology (spirit) skill is defined as the use, operation and understanding of the inherit and symbiotic powers of the SMS.  Knowledge (Mechs) covers all information on all sorts of Mechs, powers, makes, models, clans and the SMS in general.

6. New Edges and Hinderances are created for SWMW.  These are presented with the assumption that the Mechs are government funded and pilots may want to specialize in a certain task in the Mech.

a. Power Drain (edge) works exactly like Soul Drain but only applies when inside a Mech or using a SMS.  It can only be used against similar devices, the SMS or another Mech.

b. Patriotic (edge) +2 charisma when dealing with all but anti-war people

c. Draftee (Major) -2 charisma when dealing with all but anti-war people

d. Willing and Able (edge) +1 to any two non-combat skills (fighting, shooting, throwing do not apply here).  This only applies when inside a Mech or using a SMS.  This +1 MUST be applied to two different skills.
e. Advance Scout (professional edge) [prereqs-N, Tracking d6, Stealth d8, Notice d6, Smarts d8] +2 on all Tracking, Stealth and Notice rolls.  These apply even when not in a Mech.

f. Battle Ready (professional edge) [prereqs-N, Shooting or Fighting d8, Vigor d8, Spirit d6] +1 to attack and damage in the first round of combat only.  In addition +1 to Spirit rolls to avoid being shaken.

g. Mech of all Trades (professional edge) [prereqs-N, 6 non-combat skills at d6 (fighting, shooting, throwing do not apply here)] +1 to 6 non-combat skills.  No skill can receive this +1 more than once.  This +1 MUST apply to 6 different skills, but not necessarily to the ones you needed for the prereqs.
h. Reluctant Pilot (Minor/Major) Your Mech and the SMS senses your reluctance in piloting and falters or fails you when you may need it most.  -1 to all non-combat skills when inside your Mech (minor).  -2 to all Mechnology rolls when attempting to use or activate any power or device when inside a Mech or using a SMS.
7. Mechs have basic equipment and traits that all possess regardless of class or model.  They are as follows:

a. Amphibious (does not flood)

b. Tracked or 4-wheeled drive (considered to posses one of these because of the large steps the Mechs take)

c. Slots (these are weapon slots mostly and are based on size)

d. Nightvision or Infrared Night Vision (one of these, but not both, choose ahead of time)

Details and Explanations
1. Movement inside a Mech requires no piloting roll or fancy driving either.  You are part of the Mech because of the Mechnology and move as you desire.  Mechs though take larger steps than humans and your movement is modified inside a Mech.

2. Mechs vary in size and toughness.  The size modifier indicates slots and the Armor bonus received for your Mech.
	MODEL
	HEIGHT
	PACE
	BASE

ARMOR
	SIZE MOD
	TOTAL

ARMOR
	SLOTS

	Human
	1”=6ft
	6”=12yds
	0
	+0
	+0
	0

	Light Mech
	3”=18ft
	24”=48yds
	60
	+4
	64
	4

	Medium Mech
	4”=24ft
	18”=36yds
	60
	+6
	66
	6

	Heavy Mech
	5”=30ft
	12”=24yds
	60
	+8
	68
	8


3. Arcane Background:  Symbiotic Mechnology is needed to pilot the Mechs and any SMS.  

a. This is a ‘free’ background and edge when playing in this system.  Since everyone is assumed to be a Mech pilot, it wouldn’t be fair to make them buy this edge.  The downside is this background and its powers ONLY work when inside the Mech.

b. You start with 10 power points and 1 power.

c. You must have the Mechnology skill, which is based on Sprit, to activate and use the powers given by this AB.  

d. The Mech changes in appearance and performance to adjust to its new owner when you ‘plug-in’.
e. You can spend bennies to soak damage for the Mech as you would yourself, because you are part of the Mech.  The whole symbiotic thing going on here.

4. Powers are what make you unique to your Mech and help you survive in those titanic battles against other metal warriors.  Powers work the same way as the SW book indicates unless otherwise stated or clarified.  Fear, Shape Change and Zombie are not used and included in this chart unless I can figure out a good trapping to use.  No prereqs are required for any of these powers.  I attempted to balance them in other ways best I could. (Most powers are self only now)
	SMS NAME
	SW NAME
	SPECIAL NOTES

	Radar Jamming
	Obscure
	Only the ones inside the burst suffer the affects

	Cloak
	Invisibility
	You get ‘the Drop’ for attack, once you attack, you are visible and power is dispelled

	Kinetic Deflection
	Deflection
	Self only, Negates called shots

	Reserve Power/Virus
	Boost/Lower Trait
	Touch or adjacent square

	Jump Jets
	Fly
	Self only, must land every round, if used in melee to escape, no free attack for withdrawing

	Adrenalin
	Smite
	Self only, all attacks and weapons benefit

	Passive Defenses
	Healing
	Self only, in combat spend PP to roll vigor to soak damage, always on, 1 PP for each wound negated

	Repair
	Greater Healing
	Self only, out of combat only, 1 minute per wound level healed

	Radar Clarity
	Light
	Prevents and counters radar jamming

	Strengthen Armor
	Armor
	Self only

	EMP
	Stun
	Target at -2 to all actions after recovering from Shaken for one round

	Counter Measures
	Dispel
	Dispel all affects with one roll and use

	Detect/Conceal Energy
	Detect/Conceal Arcana
	Can locate Cloaked and see out of Radar Jamming area, half the penalties stated

	Variable Laser*
	Bolt
	NOT IMPLIMENTED YET

	PPC*
	Blast
	NOT IMPLIMENTED YET

	Active Defenses
	Barrier
	Barrier of Energy, always covers Mech’s height

	Hack
	Puppet
	Touch or adjacent square

	Multitasking
	Quickness
	Self only, make Vigor roll after to avoid fatigue

	Acceleration Boost
	Speed
	If you Run (+1d6”), make Agl roll to avoid falling over and becoming Shaken

	Gravity Well
	Telekinesis
	Lifting is on Mech scale

	Environmental Adaptation
	Wave Runner
	Non-hostile environment-no movement penalties.  Hostile environments-negate damage fully (fire for example)


* I have yet to balance them for what I was trying to do here.

5. What are Slots good for anyhow?  There are 5 things that can be used to enhance your Mech thus far.  Each will be explained in detail when necessary.  The five things are as follows:  Skill packages (1 slot), ADS (1 slot), weapons (slots vary), reinforced armor (1 slot), Mech shields (slots vary).

a. Skill packages are used to enhance your Mechs potential

b. ADS is the Ammo Delivery System

c. Weapons are what make your Mech truly deadly

d. Reinforced Armor can mean the difference between victory and scrap

e. Mech shields are big and heavy but can save your metal hide

	WEAPON TYPE~
	SLOTS USED

	Pistol
	1

	SMG
	1

	Shotgun
	2

	Rifle
	2

	Assault Rifle
	3

	MG
	3

	Heavy Weapons
	4

	Vehicle Weapons
	4

	Melee (Str+1 to Str+3)
	1

	Melee (Str+4 and up)
	2

	Futuristic weapons
	Vary*


* Futuristic weapons are not always on and act as the base weapon when off.  -2 to activate and use in the same round.  Make Mechnology roll to activate weapon or spend 1 PP to avoid -2 penalty to activate and use in the same round.

~ All small arms and melee weapons are considered to be Mech-sized and all add +60AP to the weapon.  Most of the heavy weapons (tanks) are fine as they are.
	RANK
	SKILL PACKAGES@

	Novice
	+1 die type to any 1 non-combat skill

	Seasoned
	+1 die type to any 1 non-combat or combat skill

	Veteran
	+1 die type to any 2 non-combat skills or 1 non-combat and 1 combat skill

	Hero
	+1 die type to any 2 non-combat skills or combat skills

	Legendary
	+1 die type to any 3 non-combat skills or 2 non-combat and 1 combat skill or 1 non-combat and 2 combat skills (Can exceed d12)


@Only one skill package can be used in a Mech at one time.  Switching a skill package is a standard action and can be used right away.  Skill packages cannot have you exceed d12 except for Legendary rank.
	}ARMOR TYPE
	SPECIAL NOTES
	SLOTS USED

	Small Shield
	+1 Parry
	1

	Medium Shield
	+1 Parry, +2 armor bonus to ranged
	2

	Heavy Shield
	+2 Parry, +2 armor bonus to ranged
	3

	Reinforced Armor
	+4 armor bonus, called shots negate bonus
	1


} This assumes no facing and the bonus is gained regardless of which side they are on.  Does not actually wield in hand but instead attached to forearm allowing two weapons or two-handed weapon usage.  You are allowed only one shield per Mech but may have as many Reinforced Armor slots as you like.
ADS-is the Ammo Delivery System.  The ADS takes one slot and holds 2 reloads of any ammo type you require.  It can be all the same type or 2 different types.  It reloads one weapon as a free action as the normal rules state in the weapons chart.  If you want more than one ADS, that is allowed.  The ADS can reload more than one weapon at a time but incurs the -2 multi-action penalty as normal.  The first reload is free, any others you must use an action.  Quick Draw works as normal with the ADS and reloading.
Additional Rules and Flavor Text
1. Base Armor for Mechs is 60.  AP bonus is +60.  Seems pointless doesn’t it?  It was done intentially to have the least impact on the game and trying to create new weapons and balancing the Mechs armor out.  Small arms have no chance of penetrating these Mechs.  They can hurt each other as normal though.  Tanks can hurt Mechs on with AP rounds.  This makes everything relative while still giving the feel of Big Robot Fighting.
2. Overall Toughness is based on 2 things.  Armor from your Mech + your personal toughness.  Toughness=Mech Armor + character Toughness(2+1/2 Vigor).  I was toying with not doing this, but since you are symbiotic and are putting yourself at risk you get your own toughness added in.
3. You must remember size differences when using your Mechs.  Its all relative and light Mechs can hit heavy Mechs easier.  Heavy Mechs have a penalty to hitting light Mechs.  Light Mechs are fast and agile but have little in the way of damage or armor potential.  Heavy Mechs are slow, but can load up on weapons and stand alone against many foes.

4. All your edges and hinderances work fully while inside the Mech.  All of your powers you gain from the arcane background ONLY work inside the Mech or other SMS.

5. Its fun to come up with Mech model names and Clan names.  I will include some as well as example Mechs.  As far as the world setting goes, I have one created and used it to help test this Homegrown system out.  It is far too long to include in this right now.

	Clan Names

	Screaming eagles

The swarm

The dark horizon

Epsilon brigade

The flock

Tsunami Riders

Apocalypse Now

Fate Weavers

The pride of symbiote
	Knights of iron

Alpha elite

Widow makers

The crimson sickle

The bloody gauntlet

Ghost walkers

Renegade’s ravens

Clan X

Sitting ducks


6.  The powers have nothing to do with the slots of a Mech.  The more powers you gain, the more you and your Mech bond and grow in power together.  Your powers help in combat but in no way will win the day alone.  That is what your weapons are for.

	Light Mechs
	Medium Mechs
	Heavy Mechs

	Phantom
	V-23 Lupine
	Behemoth 3000

	Locust
	Vulcan
	Titan

	Arrow Hawk
	Thor
	God Hammer

	Blizzard HR
	Annihilator Z9
	Revenant

	Zephyr
	Centaur
	Cyclops

	Rascal
	Warlock
	Avenger M2

	Wasp VI
	Wolverine
	Thunderbolt


Example Mechs
	Class
	Light

	Model
	Zephyr

	Size
	+4

	Armor
	64

	Slots
	4

	A
	Skill package (Stealth)

	B
	ADS

	C
	Pistol (.45, 2D6+1, 61 AP, revolver)

	D
	Molecular knife (str+3, 62 AP, futuristic)


	Class
	Medium

	Model
	Annihilator Z9

	Size
	+6

	Armor
	66

	Slots
	6

	A
	SMG (9mm, 2D6, ROF 3, 61 AP)

	B
	Skill package (Shooting)

	C
	Assault Rifle (AK47, 7.62, 2d8+1, ROF 3, AP62)

	D
	ADS (9mm, 7.62)


	Class
	Heavy

	Model
	God Hammer

	Size
	+8

	Armor
	68

	Slots
	8

	A
	Skill package (Intimidation)

	B
	Shotgun (Double Barrel, 1-3D6, +2hit, 60AP)

	C
	Medium Shield (+1 Parry, +2 armor ranged)

	D
	War hammer (Str+2, 61AP)

	E
	SMG (MP40, 2D6, ROF 3, 61 AP)

	F
	SMG (MP40, 2D6, ROF 3, 61 AP)


