Chassis Page





I tried to make these charts and figures as close to what is out of the book. I realize that some mechs cost more or less than my outline here but that is what mass production can do and also having the factories to mass produce them in helps to. 


  





The 1st thing you need to know is how much money you have to spend. 


  


(Chassis)/Weight of Mecha  Basic Cost in Credits  Used Tonnage     What you get*


 


(Light)/30 ton mech                            11,250,000 credits                    17.5                               Mech with 1,000 pnts Standard armor and all 									        internal structure including engine moving at a base of 									        90 MPH and standard equipment from the main book.									        (pg.214)





(Medium)/99 ton mech                       26,100,000 credits                    44.25                             Mech with 1,500 pnts Standard armor and all 									        internal structure including engine moving at a base of 									        70 MPH and standard equipment from the main book.									        (pg.214)


 


(Heavy)/150 ton mech                        48,750,000 credits                    65                                  Mech with 2,000 pnts Standard armor and all 									        internal structure including engine moving at a base of 									        50 MPH and standard equipment from the main book.									        (pg.214)





(Super Heavy)/240 ton mech            84,750,000 credits                    98.75                             Mech with 2,500 pnts standard armor and all 									       internal structure including engine moving at a base of 									       40 MPH and standard equipment from the main book.									       (pg.214)





(Dreadnought)/300+ ton mech         157,500,000 credits                  122.5                            Mech with 3.000 pnts standard armor and all 									      internal structure including engine moving at a base of 20 									      MPH and standard equipment from the main book.									      (pg.214)








*I figured this out using just base line stuff nothing fancy. This figure does not include weapons or advanced sensors, in other words no to hit bonus's. The reason I did this is this is just a general figure for you to base this off of to figure what size mech you can get with the money you have and still have some money left over to get better sensors and add weapons to your mech. 





The second thing you need to figure out is a chasis size, but since RIFTS really doesn't use this I'm giving a general figures here. 


  


 Frame        Tonnage         Internal Weight               Wpn. Slots*   Cost


 


Light Mech      10-30 Tons           1/3 of desired mech weight       5-7 Slots                 125,000credits/Ton of total mecha weight


Med Mech       31-100 Tons         1/3 of desired mech weight       6-8 Slots                 150,000credits/Ton of total mecha weight


Heavy Mech    101-180 Tons       1/3 of desired mech weight       7-9 Slots                 225,000credits/Ton of total mecha weight


Super Heavy    181-299 Tons       1/3 of desired mech weight       8-10 Slots               275,000credits/Ton of total mecha weight


Dreadnought   300-500 Tons**   1/3 of desired mech weight       9-11 Slots              450,000credits/Ton of total mecha weight








* The reason for a variable Wpn slot is the lower end of the mech scale gets the lower slots the higher end gets the higher slots. 





** I would probably not allow anything over 500 tons and that is really pushing it for any rational DM. 














Armor





The 3rd thing you need to figure out is the armor that you wish to use on your mech . 





Now to figure out how much armor you want, you need to add the armor you want for all locations(head,arms,legs,main body,etc...)then using the figures next to the MDC Point factor will give you the number points you need to buy to get that many MDC. 


    





( example: So if you want 400 MDC of Glitter Boy/MA Crystal Blend armor you take the 400 divided by 2.00 which equals 200 pnts rounded.) 


  


  


  


  


Armor Material                                               MDC Point Factor per 15 pounds or armor*





Molecularly Aligned Crystal*(MA Crystal)                      2.5 per 15 pounds





Glitter Boy/MA Crystal Blend                                             2.0 per 15 pounds





Glitter Boy                                                                               1.75 per 15 pounds





Standard Rifts                                                                         1.0 per 15 pounds





Robotech                                                                                 0.6 per 15 pounds





Standard Rifts/MA Crystal Blend                                       1.75 per 15 pounds





*Remember this page is for Power Armor and not Mecha. Some of these armors are to maleable for Mecha.








Now for the price of the wonderful armor that you want to buy.








Armor Material                Credits/15 pounds**               Manufacturer


 


MA Crystal*                                 22500-26500 credits                                Metals to Order Inc. or a Robotech base





Glitter Boy/MA Crystal Blend   18750-22500 credits                                Metals to Order Inc.





Glitter Boy                                     11000-18750 credits                                Metas to Order Inc.





Standard Rifts                               5500-7500 credits                                    Any mech manufacturer





Robotech                                       3500-5000 credits                                    Metals to Order Inc. or a Robotech base





Standard/MA Crystal Blend      11000-18750 credit                                   Metals to Order Inc. or a Robotech Base





*This armor is for power armor only as it is to maleable for mechs, if it is used on a mech the mech would bend and not be able to support itself. 





**This is the price for the type of armor you wish to use per 15 pounds of armor. The higher number for the metal is for having the metal put on a chassis by a qualified person able to do it (example:an operator, an armorer, etc..). 


  


Once you have figured how many points you need from the previous table you take that # and multiply it by the credits presented here for the metal you chose that will give the credit cost for the armor. Next you need to take the same # from the previous table and multiply that # by 15 to figure out how many pounds you need then divide by 2000 to figure the tonnage. 


  


So from the example above you would take 572 times 22500 which equals 12,870,000 credits. 





Then, you take 572 times 15 which equals 8580, divide that by 2000 which equals 4.5 tons rounded up. 








Speed Page





The 4th thing you need to do is find out how fast that nice new Mecha travels. 


  


Chassis              Speed               Increasing speed cost                          Weight of increasing speed


 


Light                           90 MPH                   10,000 credits per 10 MPH                                    .25 tons per 20 MPH


Medium                      70 MPH                   20,000 credits per 10 MPH                                    .5 tons per 20 MPH


Heavy                         50 MPH                   30,000 credits per 10 MPH                                    1 ton per 20 MPH


Super Heavy             40 MPH                    40,000 credits per 10 MPH                                    1.5 tons per 20 MPH


Dreadnought             20 MPH                   50,000 credits per 10 MPH                                    2 tons per 20 MPH





There is one other way that I thought of that will increase the speed of your Mecha. 





If you do not use your entire weight alloted for your mech your engines will not have to work as hard to move your Mecha in that light your Mecha will be able to move faster. Here is how to figure this out when you have figured your entire Mecha out and you still have weight left over figure out what percent of the Mecha weight you haven't used by taking the Mecha's  weight and subtracting the alloted weight you bought then divide it by your alloted Mecha weight that will give you a percent that you haven't used then multiply that percentage by you mech speed and that is the boost to speed that you have to add to your speed. 





(example: say you bought a 30 ton mech and you only used 25 tons after buying all your weapons and other equipment. Take 30 and subtract 25 from it which equals 5, then divide 5 by 30 which equals 17 percent rounded, then multiply 90 by 17% which equals 15 MPH rounded then add 15 MPH to the 90 MPH which gives you a speed of 105 MPH.) 











Sensors Page





The 5th thing you need to do is figure out what type of sensors and other odd stuff you want, if you want just standard sensors then you can skip this step, but I know everyone likes those neat to hit bonuses. Don't you? 


  


  





Audio upgrades. I borrowed all, so far, of these from the Heroes Unlimited book (pg.146-147) and have made some changes to suit a Rifts world. Unless stated all these take up 1 space.





1.) Advanced Audio System: 1.stereo hearing capacity 2.Amplified hearing (5X better than a human) 3.Wide band radio receiver & transmitter can listen in and send messages to friends and if you wish enemies scans most used, and non used, frequencies available. Range:50 miles with a retractable antenna (half range if not used) 4.Hears inaudible frequency ranges such as dog whistles. Total System Cost: 400,000 credits Weight: 200pnds very compact 





2.)Bug Detector: A small device that will detect the presence of radio signals from listening devices. Range:50 feet Cost:5,000 credits Weight:100pnds  Ever want to know if someone is listening to you with out you knowing it? Ever want to know if the Coalition, which you stole that mech from, has a tracking device. This little bad boy will tell you if there is one and where it is at so you can take it out and save you a headache when the Coalition tries to find you. 





3.)Radar Detector: Will alert pilot when he has entered a radar that has detected him. Can also track incoming radar waves with 70 % accuracy Range:4 miles Cost:250,000 credits Weight: .5 tons Boy don't you wish you had one of these puppies when you got ambushed last. Maybe it would have given you a little warning before getting that nice mech blown out from under you. 





4.)Radio Signal Scrambling System linked to your radio to send and receive scrambled radio messages. Cost:10,000 credits Weight: 1000pnds This little baby comes in handy when you want your privacy to make plans without getting out of your mech and being shot to hell. 





5.)Inaudible Frequency Transmission: Transmit and receives normal speaker talk in an inaudible, to human ears, range. Cost:80,000 credits Weight: 500 pnds This could come in handy but be careful around other mechs and cyborgs and etc. 


  


  





Optics Upgrades. oh those neat and nifty computers that make our life easier and the enemies life harder. Don't you just love em. 





1.) Advanced Robot Optics System:Includes normal vision plus night sight, infrared, and ultraviolet sight. Range:2000 ft Cost:125,000 credits Weight: 300pnds Spaces:2 For those of you that would like the next 3 things here they are in a package deal. 





2.)Infrared Vision:A narrow beam of infrared light to illuminate its target in darkness. Cost:70,000 credits Weight: 100pnds 





3.)Night Sight:The system amplifies existing light to provide a visible picture of your target without emitting any light itself. Cost:90,000 credits Weight: 100pnds 





4.)Ultraviolet Sight:The pilot is able to see object using the ultraviolet range, and also detect ultraviolet light used in security systems. Cost:30,000 credits Weight: 100pnds 





5.)Advanced Laser Targeting System:Basically the same as the one out of the main RIFTS book but gives a bonus of +3 slightly larger than its predecessor. Cost:150,000 Weight: 400pnds 





6.)Targeting Sight:Superimposes a cross hair in the H.U.D. of the pilot. Can be used simotaneusly with the Advanced Laser Targeting System. Cost:500,000 credits Weight: 400pnds 





7.)Telescopic Vision:Magnifies just like a gun scope Range:16 miles Cost:300,000 credits Weight: 500pnds 





8.)Thermographic Imager:Takes the ambient heat each object gives off and turns it into a understandable image. Allows sight in darkness, shadows and through smoke. Range:1600 ft Cost:200,000 credits Weight:500pnds 


  


  





Sensors all the neat things RIFTS really doesn't get into 





1.)Bio-Scan:A monitor for the pilot to show vital signs and can also check people on the ground. Range:50 ft Cost:100 credits Weight: 600pnds 





2.)Advanced Combat Computer:All the optics are tied into this for the pilot to use in his H.U.D. It calculates, stores and transmits all this data to the pilot to use. Bonuses:+2 to initiative rolls, +1 to strike on all weapon systems and +1 to parry and dodge (if applicable). Adds 10 targets to simultaneous radar tracking Cost:9 million credits Weight:3 tons 





3.)Motion Detector and Warning System:Registers vibrations in the air to indicate movement. It will also alert the pilot of an impending collision, direction and approximate distance are indicated. Range:1 mile for movement 100 ft for collisions. Bonuses:adds +1 to initiative and +1 to dodge and parry. Cost:2.5 million credits Weight:5 tons Do you want this? I'd have to think really hard on this one some really good benefits for it. 





4.)Maxi-Radar:Radar suitable for ground and air surveillance. Can identify 72 target and simultaneously track 48 targets. Also detects target flying below 200 feet. Range:50 miles


Cost:6 million credits Weight:5 tons 


  





Flight and other movement capabilities Rifts really doesn't get into this for mecha. (some of these ideals are taken from Battle Tech or other resources.) 





1.)Jump Jets:The Classical jet thrusters in the leg to jump a set amount of space. Movement:100 ft. (Can add an additional at 100 ft.) Cost:5 Million Credits. (Each additional 100 ft. costs 100,000 Credits.) Weight:5 tons (each additional 100 ft.is 1 ton) 





2.)Roller Blades:Although this doesn't seem much like a good ideal they can come in pretty handy. These wheels are stored in the bottom of the feet of a mecha till the are activated then they extend down from the bottom of the feet for faster travel. Movement:Doubles movement of normal steed of mech. Cost:500,000 credits. Weight:1 ton 





3.)Flight Package:This thing weights alot but it can come in handy. This includes everything that is needed to get off the ground and manuever in the air, all flying veins are foldable just like the SAMAS also. (Very much like the SAMAS power armor set up but scaled for a mech.) This package is not very manueverable but what would you think if you saw a mech in the air flying toward you. Movement:75 MPH max, cruising speed of 40 MPH. Flying Range:Needs cooling after 5 hours max speed, 10 hours cruising speed. Weight:1/5th Total


Mech weight. Cost:1 Million per ton of flight package. (More Speed? Here is an ideal for each multiplying of speed and flying range, multiplies cost and weight except for Dreadnought and Super Heavy Mecha. ex. for 150 max speed and 80 cruising speed with 10 hour max speed and 20 hour cruising speed will double cost and double weight) 











Weapons Page





Here are some general guidelines for how to handle weapons. The first thing you need to do is find a mech around the same weight of your mech then check the weight and make sure it is in the same class as the mech your making (ex: if your making a light mech make sure the mech is in the light mech range) once you've found a mech with the weapons you want and the class your in then get with the DM and figure the weight of the weapon and price here are some general guidelines and weight for those weapons. I am going to list thing by chassis here.


The prices I have listed here are for instillation also, not just the weapon system alone. 





I will try to explain how to add a weapon system from a larger mech chassis than the one you bought for yourself. What I have figured is look at the chassis you bought and then look at the weight of the mech with the weapon you want figure the general chassis size of that mech now count the # of sizes difference (so if you bought a light mech and want to put a heavy mech weapon on it the would be a 2 size difference) then you add that # to the base of 1 for your mech size putting on a weapon for your chassis, that will give you the weapon slots for


that particular weapon to be added to a mech of a different chassis size (so you add the base chassis weapon slot of 1 to the difference of 2 chassis sizes for the weapon you want and the slots for that weapon is 3 slots). 





Light:I am trying to give a good system here if you have any suggestions email me and I'll look at them and see if I can use it in this section. 


  


Type of Wpn   Weight (Tons)   Cost (Million)   General Info


 


Laser                       .5 - 2                             1 - 5                           The less damage a weapon does the lower the weight and cost


 


Ballistic                   1 - 3                             .25 - 2                         Machineguns(lower cost & weight)& Railguns(higher cost & weight)





Missle                    .25- 3                            2 - 7                           Grenades(lower cost &weight)&Missles(depends on damge generally 						        higher weight & cost)


Vibro Wpns          .25 - 2                            2 - 7                           Same as Laser systems


 


Other Energy         1 - 3                              4 - 10                         Ion & Plasma Wpns (the higher the damage the higher the weight & cost)








Medium: 


  





Type of Wpn   Weight(Tons)   Cost(Millions)   General Info


Laser                       1 - 4                            3 - 7                             Same as the categorie above(light)


 


Ballistic                  3 - 5                             1 - 3                             Same as the categorie above(light)





Missle                    2 - 6                             4 - 9                             Same as the categorie above(light)





Vibro                      2 - 4                             4 - 9                             Same as the categorie above(light)





Other Energy        3 - 6                             7 - 13                           Same as the categorie above(light)





Heavy: 








Type of Wpn   Weight(Tons)   Cost(Millions)   General Info


Laser                       3 - 6                            5 - 9                            The more damage the weapon does the higher the cost and weight.





Ballistic                  5 - 7                            2 - 4                             Same as laser. Also the # of rounds makes it cost and weight more.





Missle                    4 - 8                            6 - 11                           The higher the damage and # of mislles the higher the cost and weight.





Vibro                      3 - 5                            6 - 11                            Same as Laser. Also the different abilities of the weapon affects the weight 						        and cost.


Other Energy        5 - 8                            10 - 16                          The higher the damage the more it will weight and cost.








Super Heavy: 


  


Type of Wpn   Weight(Tons)   Cost(Millions)   General Info





Laser                        5 - 8                          7 - 11                           The more damage the weapon does the higher the cost and weight.





Ballistic                   7 - 9                          3 - 5                              Same as Ballistic from Heavy Section above.





Missle                     6 - 10                        8 - 13                            Same as Missle from Heavy Section above.





Vibro                       4 - 6                          8 - 13                            Same as Vibro from Heavy Section above





Other Energy         7 - 10                        13 - 19                          Same as Other Energy from the Heavy Section above.








Dreadnought: 


  


Type of Wpn   Weight(Tons)   Cost(Millions)   General Info





Laser                        7 - 10                         9 - 13                           Same as above.





Ballistic                   9 - 11                         4 - 6                             Same as above.





Missle                     8 - 12                         10 - 15                         Same as above.





Vibro                        5 - 7                           10 - 15                         Same as above.





Other Energy          9 - 12                         16 - 22                         Same as above.














Odds and Ends





1.)Stealth Systems 





     A. Electronic Stealth Systems: Allowing Mecha not to be seen to sensors. For the systems below the weight will be .5 ton each level, and 			           will take up .5 space for each level. 


          


	1. Sensor Jamming System: Makes you harder to see through enemy sensors but not visual sight. 


			           Levels from -1 to -5 each level costs 20,000 credits per level and makes it harder for an enemy to see you. 			           So take the level and apply it to the opponents die roll.


			           The drawback being they might notice that they're sensors are being jammed before you can attack.


          


	2. Targeting System Jamming: Prevents targeting systems from locking on to you but does not stop seeing you. 


				      Levels from -1 to -5 each level costs 40,000 credits per level and makes it harder for an enemy to lock 				      on to you. So do same as above.


     B. Cloaking Systems: Allows mecha not to be spotted by visual and in some cases sensor systems. 


	


	1. Basic Cloaking: Protects versus visual only can't fire and stay cloaked and if you fire you must wait until the next round to 			recloak. Cost:1.5 million credits.Weight:1ton Spaces:1 





	2. Active Cloaking: Provides full protection versus visual and mecha sensor detection but you can't fire and stay cloaked and if you 			   fire you must wait for the next round to recloak. Bonuses:+3 to init and +1 to attack Cost 3 million credits 			   Weight:2tons Spaces:1 


              


	Add ons to cloaking devices. Each add on will weight 1/2 ton and take up 1/2 a space 


                


	1. Spectrum Cloaking System: Cloaks from infrared, ultraviolet and other methods. Beware this does not mean your engine trail is 				     masked just the mech just the engines themselves. Cost: 1 million credits 





	2. Magnetic Cloaking System: Cloaks the Magnetic output of your engines and weapon systems. Cost: 1 million credits 





	3. Firing while Cloaked System: Allows to fire ranged weapons without giving your position away. Cost 3 Million credits 





	4. Combat Recloaking system: Allows you to recloak while in plain view or cloak immediately after decloaking without waiting for 				      the next round. Bonus: -2 for attackers on the next action only involved in attacking mecha equipped 				      with this device. Cost: 2 million credits





               Package of all add ons and Active stealth will Cost: 8 million and weight 4 tons and take up 2 spaces. 


               Note: If the package is taken, you are not totally invisible to the M.O.S.S. which will be discussed later.





     C. Stealth System: We all know what stealth systems on todays jets, well its the same thing here. Very sharp edges and low angles to 		      deflect the radar of enemies, with modifications to the propulsion systems and engines to make the mecha move silent, 		      and leave no heat or radiation trail thus making invisible to the M.O.S.S. which will be explained in the Anti Stealth 		      Systems later on. Bonuses: +3 init and +1 to attack. Cost: 10 million credits.Weight:takes up 10% of mecha weight. 		      Spaces:0 





     D. Painted Stealthing: A compound that when painted on will absorb the radar, infrared and ultraviolet waves used by sensor systems. 		            Drawback is that as the mech takes damage areas will no longer be able to absorb the waves used in the before 		            mentioned sensor systems. An area that takes 30% damage to an area will make that area fade in and out of sensor 		            monitors and any damage over 65% + will make that area not able to absorb the sensor system emitions. Bonuses:


		            +1 init Cost: 100,000 credits each paint job





2.)Anti Stealth systems 





     A. Counter Measures Vs. Electronic Stealth Systems to counter a sensor jamming systems 


          Each of the sensor jamming systems have a counter measure versus them the cost is exactly the same as the jamming system above but


          for each level you buy you get to add the level to the modifier made by the jamming system itself. If the counter measure exceeds the


          jamming system modifier the max bonus to hit that the counter measured mech gets is +1. (For example the jamming mech has a +2


          sensor jammer and the enemy mech has a +5 counter measure versus the sensor jammer type the the enemy mech gets a +1 to hit the


          jamming mech)


     B. Anti-Stealth System there really are no anti stealth systems but I am putting the M.O.S.S. here, it really is a new sensor but I fealt it


          belonged here because if the mech doesn't have the right equipment then this system picks them up with no problem.





	1.)The M.O.S.S.,which stands for Multi Optics Sensory System, is a system that scan for many things at one time, it scans all


	     normal spectrums (IR, UV, X-ray, microwave, and many others) while simultaneously scanning for magnetic, vibrations, motion,


                     energy sources, radiation, and thermal heat trails. Cost: 10 million credits Weight:5 tons. Spaces:2 


               This system is ideal for a recon unit.





3.)Other enhancements 





     A. Radio and Radar Tracking System used to track the radio and radar signal back to its source. Cost:5 million credits. Weight:2.5tons


	Spaces:1 





     B. Ultra Radar increases the radar of the mech using it by 10 times the sensor range. Cost:10 million credits. Weight:5tons Spaces:5 





     C. Target Identifier after your locked on to a mech would you like to know what type of mech and who it may belong to,if thats what you 	like then this baby is for you. Cost:5 Million Weight 2.5 tons Spaces:1 Note: This system will be loaded with mechs that the DM


	deems fit. I would suggest most mechs from the books pertaining to Earth and maybe a few of the Phase world books.





4.)Transformation: The ability for a mech to have a different form and be able to change back and forth to that form. Each form after the 		          first will cost half the credit amount and weight 1/4 the weight. 


  


Frame		Cost		Weight





Light		3 Million		1 ton





Medium		6 Million		2 tons





Heavy		12 Million	4 tons





Super Heavy	18 Million	8 tons





Dreadnought	24 Million	12 tons





This concludes the updated version of my Mech Construction Page. Hopefully you find this as fun as it was for me making it.





If you have any question you can email me at dokken@oaktree.net.


