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Appendix 2: Extreme Extras

en we made the decision to put the
Mecha SRD into PDF format, we thought
it would be nice if some new open game
content was added to the mix.

The information contained within this
appendix, just like the Mecha SRD, is pre-
sented as open game content. \We hope you
enjoy using this material in your games
and your own projects.

New Feats

The following feats help expand the
selection in the Mecha SRD file (see p. 9
for the original feat selection).

Battlefield Tactics

You're combat experience and natural
abilities allow you to direct combat opera-
tions while in the middle of battle.

Prerequisites: Leadership, Int 13+.

Benefit: When in combat, anyone
within communications range who is in
the same combat gains a +1 unnamed
bonus to all attack rolls. As long as one
person in combat with you remains
unflanked no one in combat with you can
be flanked.

Cold Start (Mecha Type)
You're skilled at starting your mecha
quickly when you need to.

Prerequisite: (Mecha) Operation.

Benefit:If your mecha has the defect
“start-up time” (see p. 47) you reduce the
start-up time by 1/2.

Special: Thisfeat may be taken multi-
ple times, once for each type of (Mecha)
Operation.

Electronic Warfare Mastery
Prerequisite: Int 14+; Electronic
Warfare.

Benefit: The character gains a +2
competence bonus on Computer Use
checks with mecha sensors (such as
radar).

Special: If the character takes a full
action to monitor a sensor, he or she gets
a +4 bonus on Computer Use checks
with it.

Elite (Mecha) Operation

This is several different Feats, some-
times known as Elite Aircraft Operation,
Elite Spacecraft Operation, Elite Surface

Vehicle Operation, etc. The character isan
elite pilot of the chosen mechatype.

Prerequisite: (Mecha) Operation.

Benefit: The character gains a +2
competence bonus on Drive or Pilot
checks or attack rolls made when operat-
ing a craft of the selected class.

Special: The character can gain this
Feat multiple times. Each time the charac-
ter takes the Feat, the character selects a
different class of mecha.

Grizzled Veteran
You've spent years piloting mecha in
combat operations.

Prerequisite: Age 35+.

Benefit: You gain a+2 unnamed bonus
on all skill checks and attack rolls when
piloting a mecha.

Special: Thisfeat may be taken twice;
the second time must be no less than 5
years game time after the feat is first
taken. The bonusiis +4.
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Table A3-1: Antiquated point costs

Percentage Chance of Malfunction
10%
20%
40%
60%
75%
Effect of Malfunction
-1 modifier on al attack rolls
-3 modifier on al attack rolls
Speed decreased by 25%
One random exotic ability stops working
Stress in armor, reduce hit points by 20%
Joints locking, Rex saves
and Dex checks reduced by 3

| mproved Giant Robot Dodge
Prerequisite: Giant Robot Dodge.

Benefit: The dodge bonusisincreased
to +3.

I mproved Vehicle Dodge
Prerequisite: Vehicle Dodge.

Benefit: The dodge bonusisincreased
to +3.

New Mecha Defects

The following defects are useful when
constructing mecha. See p. 43 for the orig-
inal listing of mecha defects.

Appendix 2: Extreme extras

MP Cost
-5MP
-10 MP
-20 MP
-35 MP
-50 MP
MP Cost
-2 MP
-3MP
-5MP
-15 MP
-5 MP

-8 MP

Alien Design

The mechais of an alien design and is
difficult to repair by those without an
understanding of its design and construc-
tion. The repair time for the mechais mul-
tiplied by the number of MP gained from
this defect.

M echa Point Cost: 2-5 MP.

Antiquated

The mecha’s an older model and has
all of the problems that age would suggest.
There is a percentage chance at the start of
any combat that the mecha will have a
dlight malfunction that decreases its effec-
tiveness. This is something that cannot be

repaired and the problem comes and goes
without warning (check at the beginning
of each combat).

Mecha Point Cost: See the table, at
left, for point costs depending on percent-
age chance and effect of the problem. You
may select only one percentage chance but
you may select multiple effects.

Easily Crippled
The critical range of al attacks against
the mecha is doubled.

M echa Point Cost: -6 MP.

Exotic Power Source

The mecha requires a special type of
fuel or power that cannot be easily found
and/or is expensive. The exact nature and
type of power will be completely depend-
ent upon each individual campaign.

Mecha Point Cost: -10 MP, -15 MP if
the mecha also has reduced endurance (see
p. 46).

Prone to Damage

When hit by any attack that causes
damage the mecha has a percentage
chance equal to the amount of damage suf-
fered that it will suffer an additional point
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of damage per 5 points of damage suffered
(round up).

Example: A mecha struck by an ener-
gy blast that inflicts 43 points of damage
has a 43% chance of suffering an addi-
tional 9 points of damage.

M echa Point Cost: -6 MP.

Appendix 2: Extreme extras

New Mecha
Exotic Abilities

Just as the new defects can come in
handy when constructing your mecha, so
too can these new exotic abilities. See p.
38for the original Mecha SRD exotic abil-
ities.

Energy Absorption

Any one type of energy (plasma, elec-
trical, magic) is absorbed by the mecha,
powering it. The mecha can use that power
in various ways.

Blast: The energy is fired through a
specially-constructed port, dealing 1/2 the
amount of damage absorbed.

Burst: The energy is released in a
burst that affects everything within 20" of
the mecha. All objectsin the area of effect
suffer the full amount of the damage
absorbed.

Strength Amplification: The mecha's
Strength (or Strength Modifier for suits) is
doubled for a number of rounds equal to
the number of dice of damage absorbed.

Mecha Point Cost: 20 MP for blast,
30 MPfor burst, 15 MPfor strength ampli-
fication.

Energy Dissipation

Much like energy absorption except
that the energy is harmlessly dispersed
through the mecha.

Mecha Point Cost: 15 MP per type of
energy.
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Predator 1Vx Power Suit Game Statistics
Type: Suit
Size: Medium (9')
Hit Points. 25 (50 MP)
Occupancy: 1 operator, no cargo (10 MP)
Armor Hardness. 10 (50 MP)
Defense: 10
Strength: +5 (15 MP)
Speed: 60 mph (60 MP)
Combat Speed: 105 5’ squares per round
Initiative: +3 (15 MP)
Maneuver: +2 (10 MP)
Total MP Cost: 258 MP (Not counting weapons)
Special Abilities:
Tactical Radio, secure (4 MP)
Basic Navigation (1 MP)
High-resolution radar, 10 mile range (50 MP)
Exotic Abilities:
Force field, 10 HP (30 MP)
M echa Defects:
Noisy (-5 MP)
No Hands (-5 MP)
Open (-20 MP)
Reduced Endurance, 2 weeks (-5 MP)
Start-Up Time, one minute (-2 MP)

Name Dam. ROF RI Ammo  Qualities Restrictions MP Cost

Harbinger Gun* 2d10 A 30m 100 2xAutomatic, 2x  — 110
ExtraAmmo, Hardpoint

Harbinger Gun* 2d10 A 30m 100 2xAutomatic, 2x  — 110
ExtraAmmo, Hardpoint

Spider Missiles(3) 1008  SS 45m 1 Armor Penetrating, 5XLess Ammo, 3 (9totd)
Blagt (3 m) Short Range

* Baligtic wegpon
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GargEXIAN gr5 Game statistics

Type: Giant Robot
Size: Huge (22')
Hit Points. 45 (50 MP)
Occupancy: 1 operator, no cargo (10 MP)
Armor Hardness. 15 (75 MP)
Defense: 8
Strength: 25 (45 MP)
Speed: 30 mph land (45 MP)
Combat Speed: 53 5" sgquares per round
Initiative: 0 (10 MP)
Maneuver: -2 (0 MP)
Total MP Cost: 223 MP (Not counting weapon)
Special Abilities:
Tactical Radio (2 MP)
Long-Range Radio (2 MP)
Climate Control (3 MP)
RWR (2 MP)
Searchlight (2 MP)
Jump, x3 (3 MP)
Basic Navigation (1 MP)
Optics, 2 miles (3 MP)
Exotic Abilities:
None
M echa Defects:
Noisy (-5 MP)
No Hands (-25 MP)

e

%_L

Name Dam. ROF RI Ammo  Qualities Restrictions MP Cost
PaticleBlager  5d12 SS 80m 12 2xLongRange, Arcof Fire(Fr), 162
Increased LessAmmo
Threat (18-20)

=

b
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Energy-Absorbing
Alien

Large Aberration

Hit Dice: 6d8 (27 hp)

Initiative: O

Speed: 5 ft., fly 10 ft. (poor)

Armor Class: 12 (+2 natural)

Attacks: 3 tentacles, 1 bite

Damage: 1d6 tentacles, 1d4 bite

Face/Reach:5 ft./10 ft.

Special Attacks: Energy Drain

Special Qualities: Blindsight, Flight,
Hive Mind

Saves: Fort +4, Ref +4, Will +6

Abilities: Str 15, Dex 11, Con 20, Int
13, Wis 11, Cha8

Skills: Intimidate +8, Listen +2,
Search +4

Feats: Iron Will, Power Attack

Climate/Terrain: Any land

Organization: Team (2-4) or platoon
(12-24)

Challenge Rating: 5

Treasure: None

Alignment: Neutral Evil

Advancement: 7-12 HD (large), 13-
18 HD (huge)

One cold winter night, a meteor
crashed to the Earth, Over the next few
days dark, twisted creatures emerged from
the crater. Within a matter of weeks these
terrible, octopus-like invaders had seized
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hundreds of miles of territory. Thousands
were killed in these first few weeks.
Now it's time to fight back.

Combat

These aliens attack in groups, tearing
at mechaor people with their tentacles and
biting when possible. These creatures are
drawn to energy sources and must con-
sume at least one large-size source of
power each week or else they die.

While their bites cannot hurt mecha,
their tentacles can.

Energy Drain (Su): By plunging their

tentacles into a power source, these crea-
tures can drain it completely. For every
round atentacle remainsin contact with an
energy source the creature drains one day
of power. To get to the source the creature
must either decrease the hit points of the
target by 50% or score acritical on the tar-
get.
Blindsight (Su): Thelarge, black eyes
of these creatures are completely worth-
less. These twisted aliens “see” much like
bats. Using this ability is a free action and
gives them the ability to “see” in a 360°
arc.

Flight (Ex): These bizarre aliens fly
by inflating their bodies with a natural gas
created within themselves. They appear to
levitate and may hover in asingle position
if desired.

Hive Mind (Ex): All aliens within 20
miles of each other share aconstant link. If
one creature in the group is not flat-footed
than none of them are. They cannot be
flanked unless they are all flanked.

Use In Campaigns

DMs could design a complete campaign
around these strange creatures or usethem as
a change of pace. The invading dien is a
common element in many sci-fi stories and
mecha are no stranger to battling creatures
from the stars.

The CR of these monsters could make it
difficult for low-level charactersto ded with
them. Luckily, the army is usualy close
behind.

Note: Much of this work is based on
Possessors. Children of the Outer Gods by
Philip Reed and Christopher Shy. Possessors
can be found a www.rpgnow.com. There's
a very good chance that these creatures are
an advanced form of possessor that, through
exposure to technology, lost their dominating
powers and gaining energy absorbing ones.

An idea from Possessors that would
work well in a mecha campaign is the crea-
tures queen, an alien monster that orbits the
Earth. The chance to fly into space and blast
the queen should not be overlooked.
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OPEN GAME LICENSE Version 1.0a

Thefollowing text isthe property of Wizards of the Coast, Inc. and
is Copyright 2000 Wizards of the Coast, Inc ("Wizards'). All
Rights Reserved.

1. Definitions. (a)"Contributors' means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)"Derivative Materiad" means copyrighted material including
derivative works and trandations (including into other computer
languages), potation, modification, correction, addition, exten-
sion, upgrade, improvement, compilation, abridgment or other
form in which an existing work may be recast, transformed or
adapted; (c) "Distribute" means to reproduce, license, rent, lease,
sdll, broadcast, publicly display, transmit or otherwise distribute;
(d)"Open Game Content" means the game mechanic and includes
the methods, procedures, processes and routines to the extent such
content does not embody the Product Identity and is an enhance-
ment over the prior art and any additional content clearly identi-
fied as Open Game Content by the Contributor, and means any
work covered by this License, including trandations and deriva-
tive works under copyright law, but specifically excludes Product
Identity. (e) "Product Identity" means product and product line
names, logos and identifying marks including trade dress; arti-
facts; creatures characters; stories, storylines, plots, thematic ele-
ments, dialogue, incidents, language, artwork, symbols, designs,
depictions, likenesses, formats, poses, concepts, themes and
graphic, photographic and other visua or audio representations;
names and descriptions of characters, spells, enchantments, per-
sonalities, teams, personas, likenesses and specid abilities; places,
locations, environments, creatures, equipment, magical or super-
natural abilities or effects, logos, symbols, or graphic designs; and
any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) "Trademark”
means the logos, names, mark, sign, motto, designs that are used
by a Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the
Contributor (g) "Use", "Used" or "Using" means to use,
Distribute, copy, edit, format, modify, trandate and otherwise cre-
ate Derivative Material of Open Game Content. (h) "You" or
"Your" means the licensee in terms of this agreement.

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

3.0ffer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

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

5.Representation of Authority to Contribute: If You are contribut-
ing origind material as Open Game Content, You represent that
Your Contributionsare Your origina creation and/or You have suf-
ficient rights to grant the rights conveyed by this License.

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

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing
Open Game Content except as expresdy licensed in another, inde-
pendent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the ownership of
that Product Identity. The owner of any Product Identity used in
Open Game Content shall retain al rights, title and interest in and
to that Product Identity.

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

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

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

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

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

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

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

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast,
Inc.

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

D20 Mecha Copyright 2003, Guardians of Order, Inc.

Mecha Compendium Copyright 2003, Dream Pod 9, Inc.
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