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Introduction 

What is Mecha? 

Mecha is the role playing game inspired by too many Saturday mornings spent watching 

episodes of the original Robotech, playing Battletech, and time stolen later in life 

watching Big O, Neon Genesis Evangelion, all the Gundam series.  It is the sincere desire 

of this author that Mecha pays homage to those roots and uses them as inspiration for a 

brand new round of storytelling. 

A Role Playing Game? 

"Role playing game" means many things to many different people.  In the case of Mecha, 

a group of friends will tell stories and fight battles through the guise of characters, 

fictional people they create using the character generation rules below.  Once they have 

created their character, called a player character (PC), they then guide their actions 

using the other rules presented in the book. 

 

There are many different types of role playing games which feature many different types 

of characters.  Some games have PCs who are warriosr or magicians or vampires.  In 

Mecha, all characters either pilot or help others pilot giant robots into combat.  

Throughout the course of the story will be faced with many challenges and many 

opportunities to grow and change as a person. 

 

In order to play a role playing game you are going to need dice, pen and paper, friends, 

etc.  Snacks are always helpful, but make sure they are not too messy.  It's bad to get 

mess all over the books. 

Where You Fit In… 

You are going to be a player in this game.  You will assume one of two roles: player or 

Game Master (GM).  If you are a player, you will play a mecha pilot or someone 

associated with mecha.     

 

If you are a Game Master, you will control everything else about the story except the 

player characters.  You will determine the pace of the story, the major events that are 

likely to happen, and you generally will be the arbiter of the rules.  As a GM, it is a good 

idea that you understand the rules fairly well as there are going to be cases that arise in 

play for which the author did not write rules.  In these cases, the GM should make a call 

based on his or her understanding of the rules.  Be sure to be fair to all parties when 

making these calls.  But that is the subject of a different chapter. 

 

Conventions Used in this Book 

New terms will be presented in bold the first time they are introduced.  Eventually a 

happy little picture of a guy or a mecha will have little cut scenes.  They will be helpful. 
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Start at the Beginning 
The player interacts with the game through the eyes and by the actions of her character.  

However, before creating that character and playing the game, all players must have an 

idea of the world in which this story is going to take place, the nature of the mecha that 

can be piloted, the factions who vie for power, and the government and major religions of 

the world.   

 

Mecha, like most role playing games, refers to all of this information as the setting of the 

game.  Setting details are recorded in a setting reference schematic (SRS).  This 

document is the master reference for all things related to the setting. 

 

Mecha will be published with three settings which show the depth of the game's ruleset.  

However, you may wish to create your own setting.  That's awesome!  Do it and feel free 

to drop us an email about the setting you create. 

 

To generate your own setting, this book presents a series of questions which serve to 

flesh out the world and its inhabitants.  Some of these questions will be fairly simple to 

answer (What is the time period of the game?)  Others will be tougher (What archetypes 

and models of mecha are available?)  The setting questions themselves are included in the 

World Building Chapter and are listed in the Setting Guideslines section. 

 

Generally, though, the group of players should decide on a setting, either by picking an 

SRS or building their own before advancing to the next section. 
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MechaGen/CharGen 
Generating mecha and the men and women who pilot them is an important part of a game 

of Mecha.  Mecha and their pilots are the primary vehicles with which a player can affect 

the story that the group is telling.  The following section describes how to create them. 

Metal and Flesh, Together as One 

In Mecha, character generation and mecha generation happen at the same time.  A mecha 

is a reflection of its pilot.  The mecha represents its pilot's strengths or weaknesses and it 

embodies who she is.  Because of this, it is a natural fit that both character and mecha 

should be built at the same time. 

 

In a game of Mecha, both mecha and characters have stats, short for statistics.  Stats are 

vitally important to both mecha and characters as they measure innate or engineered 

qualities.  In game terms, to resolve conflicts, players roll a number of dice equal to the 

relevant stat they are using.  Stats for mecha and pilots are called basic stats. 

 

The Mecha's Four Stats 

• Weapons- The number of weapons systems the mecha starts with.  This stat is 

always used to determine the Attack linked stat. 

• Armor- How much damage the mecha can take.  This stat is always used to 

determine the Defense linked stat. 

• Technology- How advanced the mecha's systems are.  This stat is always paired 

with another stat to determine Engineering. 

• Speed- How fast the mecha moves.  This stat is always paired with Movement. 

The Character's Four Stats 

• Strength- How physically strong the character is.  Also determines how much 

damage the character can take before needing hospitalization. 

• Agility- How graceful and dexterous the character is.  This stat is used most often 

in combat outside of a mecha. 

• Intelligence- How fast the character's mind works.  This is used for book smarts 

and social acumen. 

• Will- The measure that shows this character will not give up. 

 

Linked Stats 

 

Something special happens when a pilot enters her mecha.  The player and the mecha's 

stats are added together, which the game refers to as linked stats.  Each of the mecha's 

four stats are always assigned to one of the four linked stats.  However, the player then 

assigns her character's stats to one of the linked stats.  The level of the linked stat is equal 

to the mecha's basic stat plus the character's basic stat. 
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For instance, mecha have stats called Weapons which is always used to determine the 

Attack linked stat.  For the sake of illustration, consider a Howling Dragon from Steel 

Gunner.  After character generation, this mecha has a level 4 basic Weapons stat.  The 

player may then choose to pair Weapons with either the Strength, Agility, Intelligence, 

or Will basic stat to determine the level of the linked stat.  In this example, the player 

chooses to pair her Will level 2 with Weapons to create a level 6 Attack linked stat.  In 

combat, the player will roll 6 dice every time the mecha takes a shot. 

 

There is one important thing to note.  The decision of which basic character stat links to 

which mecha stat is made at character generation and is the same for all mecha.  Stats 

cannot be relinked. 

 

The mecha cannot take advantage of linking if it is junked. 

 

Here's a full example: 

Pilot A has: 

Strength 3 

Agility 4 

Intelligence 2 

Will 2 

 

And he hops into a mecha with: 

Weapons 4 

Armor 3 

Technology 2 

Speed 3 

 

The pilot links Strength to Armor, Agility to Weapons, Will to Speed, and Intelligence to 

Technology.  This would mean that as long as they two are acting together, the mecha's 

stats are: 

Attack 8 (4 Weapons + 4 Agility) 

Defense 6 (3 Armor + 3 Strength) 

Engineering 4 (2 Technology + 2 Intelligence) 

Speed 5 (3 Movement + 2 Will) 

Linked Stats 

• Attack- How strong of a punch the mecha packs in combat. 

• Defense- How well the mecha can avoid damage. 

• Engineering- How much damage the mecha can take before being junked. 

• Movement- How well the mecha can reposition itself in battle. 

 

How linked stats function in combat is described below. 

Mecha Have Models, Characters Have Archetypes 

Mecha have models which define their basic capabilities, systems, and stats just like a car 

or airplane has a model.  In game terms, the model will define baselines for each of the 
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mecha's four stats and may predetermine which Configurations a mecha has (see more 

on Configurations below.) 

 

Similarly, characters will choose an Archetype which provides a framework for the 

character's basic profession, demeanor, and life experience.  For the game, the archetype 

defines the character's basic stat levels, Stat Optimization points, skill points, and 

potentially their Traits.  A Trait describes how a character should be roleplayed by 

briefly describing the character.  (Traits are discussed in greater detail below.) 

 

Each SRS will have its own list of available models and archetypes. 

 

Mecha Have Configurations, Characters Have Skills 

Mecha have Configurations.  A configuration is a package of related systems that help 

the mecha operate more efficiently or do fantastic things like transform from a jet to 

humanoid robot.  More importantly, they offer bonuses to the mecha during play, but 

may be damaged throughout the course of battle.   

 

Also, because of the synthesis of pilot and mecha, taking Configurations affect the 

personality of the pilot operating the mecha.  In the chart of Configurations below, there 

is a list of Character Traits.  After selecting a Configuration, the player must choose one 

of the two traits for her character. 

 

Configurations available to a mecha are determined by the details of the SRS, but 

typically include: 

 

Configuration Bonuses Conferred Character Traits 

Prowler Can spend 1 Overdrive so that the mecha 

cannot be hit with range 1+ weapons. 

Reserved 

Boisterous 

Brawler Spend 1 Overdrive to treat any weapon 

as a range 0 weapon.  

Gruff 

Delicate 

Sniper Spend 1 Overdrive to treat any weapon 

like a range 3 weapon. 

Direct 

Indirect 

 

Boomer Spend 1 overdrive to attack every target 

in a sector.  The attack roll is made only, 

but all targets (enemy and friendly) must 

roll defense against that number of 

successes. 

Loud 

Quiet 

Supercharged Spend 1 Overdrive to fire a weapon on 

successive turns. 

Energetic 

Lethargic 

Flanker Spend 1 Overdrive to shift to the same 

sector to in any quadrant. 

Fast 

Lumbering 

Berserker Spend 1 Overdrive to attack twice with 

weapons of same type. 

Explosive 

Calm 

Heavy Metal Spend 1 Overdrive to reallocate as many Stout 
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Movement dice to Defense as desired. Flighty 

Defender Pick a damage type.  Spend 1 Overdrive 

to take no damage from that type of 

weapon that round. 

Protective 

Foolhardy 

Healer Spend 1 Overdrive to heal 1d of damage 

to another mecha.   May not restore lost 

Configurations. 

Helpful 

Self-Centered 

Scanner Spend 1 overdrive to negate the effects 

of Jammers, Prowlers, Flankers, Healers, 

Brawlers, Snipers and Bombardiers for 

all mecha in the same sector. 

Questioning 

Oblivious 

Jammer Grants +2 Defense dice for all mecha in 

the sector for 1 Overdrive. 

Confusing 

Open 

Transformer Spend 1 overdrive.  Until the start of the 

next turn, the mecha can swap out the 

Transformer Configuration or any other 

Configuration.   

Steadfast 

Malleable 

Jackhammer 

 

If an attack does damage, the player may 

spend 1 Overdrive to move the target a 

number of  movement points equal to the 

number of damage dice rolled. 

Pushy 

Pushover 

Disruptor If an attack does damage, 1 Overdrive 

may be spent to prevent the mecha from 

moving on its next turn.  

Static 

Dynamic 

Ejector The player may spend an overdrive at 

any time to active Ejector.  Once active, 

if the mecha becomes junked, the pilot 

will eject and can be placed anywhere on 

the battlemap. 

Cowardly 

Prepared 

Assassin For 1 Overdrive, any damage done to the 

mecha can be dealt directly to the pilot 

instead. 

Stealthy 

Brutal 

Analyzer The player may spend one Overdrive to 

give another player 2 dice on their next 

roll attack or defense roll. 

Analytical 

Oblivious 

 

For instance, a player chooses the Assassin and Disrupter Configuration for her mecha.  

She must now choose whether her character is Stealthy or Brutal and whether her 

character is Static or Dynamic.  By the end of the Configuration selection process, the 

character will have two of her four traits. 

 

While mecha have Configurations, characters have skills, which measure what he or she 

knows.  Available skills depend on the setting.  In terms of the game, a character's skill 

determines their target number (TN) for any roll. 
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Both Have Damage Pools 

This is a game of combat.  Part of the character and mecha generation process is 

determining how much damage the mecha or character can take. 

 

Damage Pools are always 3 times the relevant statistic.  This is discussed below. 

How to Build Mecha 
Building a mecha consists of: 

1. Spending available Stat Optimization points 

2. Apply mecha Configurations 

3. Choose weapon systems 

4. Determining the mecha's passion 

Spend Stat Points 

Every mecha model has a base level for each stat.  Each model also will come with a 

number of stat optimization points that can be divvied up to increase the mecha base 

stats.  Players may assign these Optimization points as they see fit, but no stat may start 

higher than 4.  No stat may ever be higher than 6. 

Apply Configurations 

Pick two Configurations.  Note which on the character sheet were selected and then 

choose the Character Traits that will apply to the character. 

Choose Weapon Systems 

A mecha's Weapons stat not only helps to measure how powerfully the mecha attacks, 

but also the number of weapon systems the mecha possesses.   

 

Once the final Weapons stat has been set, the player should list what weapon systems are 

installed on the mecha.  Some models will come with a preset loadout which should be 

noted on the character sheet.  If a mecha's Weapons level is higher than the number of 

standard weapons for the model, the player may choose what those additional weapon 

systems are.  Some models, like the Liberator in Godblind have no preset weapons.  In 

this case, the player chooses all of the mecha's weaponry. 

 

The nature of the weapons system does not matter as long as it fits within the SRS.  The 

only thing that matters is the weapon's optimum range (0-7) and what type of damage it 

inflicts.  This is typically Impact, Missile, Energy, and Wave, though some SRSes may 

have more or fewer damage types. 

 

Any weapon may hit any range.  For instance, it is possible to have a Laser Sword that 

has an optimum range of 7 or a satellite laser that calls down fire from above that only 

hits range 0 targets.  As long as the system fits within in the SRS, it is allowable in the 

game.  The GM is final arbiter of what fits into the SRS. 

 

Also, all mecha gain two additional attacks: 
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Lower Body (0/Impact) 

Upper Body (0/Impact) 

 

At HALF the mecha's attack level.  This reflects their ability to make a melee attack even 

when unarmed. 

Determine the Mecha's Passion 

This is the thing that makes this one mecha special.  There may be many mecha of the 

same model, but there was something, call it fate or kismet or karma that linked this one 

model to the character.  Even if the mecha is not sentient, there will be something that the 

mecha wants.  Perhaps the mecha wants revenge on those who forged it or perhaps the 

mecha wants to protect its pilot or go down in history.  This is called the mecha's Passion. 

 

Choose one Passion for the mecha and note it on the character sheet.  In extraordinary 

cases during the game and if the player is doing something that would advance the 

mecha's Passion, the GM may grant a single die bonus. 

 

In addition to the Passions listed above, sample passions might include: 

 

I will protect my pilot from himself 

Bring the pain! 

I am an artificial construct, I want to be alive! 

Blend in with the crowd 

Create the Character 
The character is part of the player's alter ego in the world of Mecha.  (The other half 

being the mecha the character drives.)  To build the character, the player should follow 

these steps: 

1. Select an Archetype 

2. Spend Stat Optimization Points  

3. Purchase Skills 

4. Choose Traits 

5. Find the Character's Passion 

6. Starting Overdrive 

7. Starting Equipment 

Select an Archetype 

First, choose an archetype. The Archetype of the character and the Model of the mecha 

do not need to mesh.  It is possible to have a model and an archetype that are wildly 

different; this will create a conflicted character and may make role playing that much 

more enjoyable.   

 

After selecting an Archetype, write down the beginning stat levels for the character's four 

basic stats and note how many Stat Optimization points you have to spend. 

 

The SRS will contain a complete listing of all the Archetypes available to the character. 
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Spend Stat Optimization Points 

Every Archetype will confer a certain number of Stat Optimization Points which can be 

spent to improve the character's four basic stats.  Every point spent on the Stat raises its 

level by 1, which allows the player roll an extra die when the Stat is called on for a task 

resolution.  No stat may start higher than 4.  No stat may eve be higher than 6. 

 

However, before spending those points, the player should consider their mecha.  Is the 

mecha fast, slow, well-armed, or heavily armored?  If so, why and how does the mecha's 

strengths and weaknesses reflect the character?  Is the character weak and in need of a 

strong mecha?  Is the character slow, so she needs a fast mecha or does she want a big, 

fat mecha because it reflects her personality? 

 

Remember the mecha chooses its pilot as much as the pilot chooses the mecha.  Did it 

choose the pilot because it could be strong where the mecha was weak or did the mecha 

seek someone strong like it was? 

 

Spend Optimization Points on Stats accordingly. 

Purchase Skills 

Archetypes include a number of preset skills and general points which are used to 

increase skill levels and purchase new ones.  In general, Mecha does not have a set skill 

list, though each SRS may.   

 

To get an idea of what skills might be part of an SRS, consult this list.  These typically 

include: 

Pistols 

Rifles 

Piloting (Choose Mecha or Air-Based Vehicle) 

Driving (Choose Land- or Water-Based Vehicle) 

Knife 

Sword 

Unarmed 

Heavy Weapons (Choose Type) 

Mecha Combat (Choose Model) 

Leadership 

Oration 

Repair (Choose Type) 

Interrogate 

Administration 

Etiquette (Choose Type) 

History (Choose Type) 

Science (Choose Type) 

Area Knowledge (Choose Area) 

Survival (Choose Environment) 

 

No skill may start higher than 3.  No skill may ever go above 6. 
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It costs 1 skill point to add a new skill at level 1. 

Choose Traits 

As mentioned above, characters will have Traits, which are short, one or two word 

descriptors that determine how the character should be played.  Role playing to these 

Traits provides one Advancement Points per Trait at the end of the session. 

 

Characters have four Traits.  Some of these Traits (typically two, but it may vary by SRS) 

come from Configurations.  The rest of the Traits are either chosen by the player or 

determined by in an SRS-specific method.  For instance, in Godblind, the players choose 

the other two Traits.  In Steel Gunner, two Traits come from the choice of Archetype. 

Find the Character's Passion 

A character starts with one passion.  A Passion is a burning desire of the character.  

Should the character meet this goal, she will gain additional Advancement Points at the 

end of the session.   

 

After meeting her Passion, she must select a new one. 

Starting Overdrive 

All characters start with 1 overdrive. 

Starting Equipment 

Characters have the three points to spend on equipment.  There are three types of 

equipment: weapons, armor, and standard equipment. 

 

Weapons include anything which can do damage: pistols, bows, swords, and knives.  

Each weapon costs 1 point and has an optimum range and damage type like mecha 

weaponry.  They do an amount of damage equal to the shooter's Agility. 

 

Armor is anything which protects the wearer from damage.  A piece of armor costs 1 

point per resistance level.  Each resistance level grants the wearer a bonus die when 

rolling to resist damage.   

 

Any other equipment confers a +1 bonus to a skill or skill set.  Each +1 bonus costs one 

point.  For instance, a character may take a sniper scope to give a +1 bonus to Rifle 

attacks or a special make up kit to give her +1 on social rolls.  Each would cost 1 point.  

No more than 1 point may be spent on any one piece of equipment at character creation 

time, though the equipment can be encountered through play which can give up to a +5 

bonus. 
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Damage Pool 
Lastly, Mecha is a game of combat, so it is important to know how much damage the 

characters and mecha may take.  The formula for determining damage is the same for 

mecha, characters, and social debates.  It is 

 

{Relevant Statistic} x 3 = Damage Points in the Damage Pool 

The only difference is the statistic that is used in the formula. 

 

In Mecha, the statistic used is the linked Engineering stat. 

In characters, the statistic used is Strength. 

For social combat, the statistic used is Will. 

 

In the end, this gives the character and its mecha three Damage Pools: the mecha damage 

pool, the character damage pool, and the social damage pool. 

Medic! 

 

If the character Damage Pool dries up, the character begins taking damage directly her 

Strength Stat.   

 

Typically, when Strength reaches zero the character is comatose.  This means that the 

character is knocked out of the fight and cannot act for the rest of the scene.   

 

At this point, the player has a choice.  Her character can awaken in the nearest medical 

center with her character Damage Pool at 1.  The player may choose if this medical 

center belongs to the enemies or the allies. 

 

On the other hand, the player can have her character pass on which means the character 

has either died or is so gravely injured she can no longer fight.  In this case, the player 

brings in a new character with the same level of AP as their previous character. 

 

Should the player decide to keep her character, there is one more little problem.  Not all 

scars are physical.  Some will affect the character's psyche.  Should the character become 

comatose and not pass on, the character must erase an old Trait and add a new one that is 

somehow related to the battle. 

Non-Lethal Combat 

 

The person dealing damage can choose to have it be non-lethal.  If this the case, any hit 

which would reduce an opponents Strength to 0 knocks out the opponent rather than 

making them comatose.  The opponent still awakens in a medical facility, but the attacker 

chooses the nature of the facility.   
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If a particular character has taken both lethal and non-lethal damage, use the last damage 

type dealt.  Also, should a character who is knocked out take a single point of lethal 

damage, the character goes comatose. 

 

Chief! 

 

If the mecha's Damage Pool is reduced to zero, the mecha begins taking damage directly 

to its Engineering Stat. 

 

Once the mecha's Engineer is reduced to 0, the mecha is then junked.  It cannot act for 

the rest of combat and its pilot goes comatose (unless a Configuration is brought into 

play.)  

 

The mecha can only be rebuilt with a successful Mecha Construction Duration Roll with 

a number of successes needed equal to the mecha's Technology Stat. 

Going to Dice 
There are three types of rolls: standard, duration, and contested. 

 

Before making any type of roll, the player(s) needs to state what they are rolling for and 

what they hope to achieve if they succeed.  If two players are rolling against each other, 

each needs to state what they hope to achieve. 

Standard Roll 

The GM generates a difficulty number (DN) which is the number of successes need to 

pass the roll.  The higher the number, the more difficult the roll.  The player rolls a 

number of D6s equal to her character's relevant Stat against a target number of a relevant 

skill.  Any that meet or are less the level of the skill are successes.  For very easy or very 

difficult rolls, the GM may give a +1 or -1 to all dice rolls. 

 

If the player rolls a number of successes equal to or greater than the DN, the roll 

succeeds.  This means the player character achieves what he/she is trying to do.  If the 

roll fails, the GM decides what the outcome is. 

 

As an added benefit, any 1s explode, which means they are counted as successes and are 

then rerolled.  If they are under the target number, they are also successes.  6s always fail, 

no matter the character's skill. 

 

For instance, Bob is shooting a rifle at a target.  He has an Agility of 3 and a Rifle skill of 

3.  The GM figures hitting the roll has a DN of 2.  He rolls three dice and looks for any 

that are 3 or less.  He rolls 1,3,5.  Because 1s explode, the 1 is rolled again.  This time 

Bob rolls a 2 which means he gets three total successes.  That means he hits his target. 

 

If the character does not have a skill, for some skills (yes: running, shooting no: brain 

surgery) then the player may still roll.  Any 1s are successes, but do not explode. 
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Margin of Success 

 

In most situations, it is important to note if the roll succeeds and by how much.  The 

difference between the roll and the target number is the margin of success. 

 

If the player succeeds by more than 5 successes, the roll is a Great Success and an 

Overdrive is earned.  If the roll succeeds by 8, it is a Cut Scene.  In combat, this means 

that player narrates something cool happening and gains a half action, meaning the mecha 

can either move or fire.  If the character is out of combat, they may immediately take 

another action. 

Duration Roll 

Duration rolls occur over a period of time and tend to require several rolls.  Examples 

including building a new mecha, repairing a junked mecha, or writing a game. 

 

In this type of roll, the GM determines how many successes are needed and how much 

game time must elapse between rolls.  The GM should keep a running tally of how many 

successes the player has earned.  Once she has met the DN, the roll succeeds. 

 

GMs may also put a restriction on the number of rolls.  If the DN is not met in that 

number of rolls, the duration roll is failed. 

Contested Rolls 

In a contested roll, there is no DN.  Instead, each player decides what they want to 

happen.  In Combat, this is usually pretty straightforward.  The Attacker wants to hit her 

target.  The Defender wants to avoid damage. 

 

Once the players have determined what they want, each player chooses a relevant Stat 

and relevant skill if one exists.  The player with the highest number of successes is the 

winner.  The other player is the vanquished.  Ties go to the defender. 

 

The GM must incorporate what the winner wants into the story. 

Overdrive 
Overdrive may be the most important resource available to players and named NPCs in 

the game.  Overdrive can be spent at any time to gain a success on a roll, this includes 

after the roll has been made.  Successes are bought at the rate of 1 success per Overdrive.   

 

Even more importantly, all Configurations cost 1 Overdrive to activate.  Lastly, 

Overdrive can be used to heal mecha and characters. 

 

Use beds, tokens, or something else non-edible to represent Overdrive in the game.  (You 

don't want to eat your Overdrive, do you?) 
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How to Gain Overdrive 

Overdrive is gained in two ways.  At the start of every session, players gain 1 Overdrive 

in addition to any that carried over from the last session.  At the end of every session, it is 

important that players note how much Overdrive they have left as it will carryover to the 

next session. 

 

Overdrive is then earned any time a player makes a roll and earns five successes without 

having spent Overdrive.  This includes when a Cut Scene is earned. 

 

Lastly, before the beginning of play, 2 Overdrive can be purchased for 1 AP. 

 

GM Overdrive 

GMs start each session with 1 Overdrive per player.  They, too, earn Overdrive when 

their NPCs roll 5 or more successes.  However, only named NPCs gain Overdrive.  

Mooks and allies do not earn overdrive. 
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Mecha Combat 
Mecha Combat occurs on the bull's eye battlemap.  

 
Cute, huh? 

 

To have a bull's eye battlemap of your very own, I suggest drawing one on a dry erase 

mat.   

 

Unlike many games, the bull's eye battlemap is not supposed to represent a set number of 

meters or any concrete distance.  Instead, it measures the relative positions of the various 

mecha, infantry, tanks, and buildings that are found on the battlefield.  This allows 

combat to scale from the smallest unit to the largest. 

 

The bull's eye battlemap is laid out as follows: 
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As you can see, the bull's eye battlemap is divided into four quadrants which share a 

center sector.  Note, the area outside the outermost circle is also considered a sector and 

mecha may line up, move and fight in these areas. 

How to Fight 
Every combat starts off with the players and the GM working together to set up the fight.  

Together, the GM and the players do the following two things: 

1. Place units and buildings on the bull's eye battlemap (also called setup) 

2. Determine initiative 

 

Once the combat is set up, it can begin in earnest.  In Mecha, combat is broken up into 

rounds with each player getting a turn.  During their turn, each player may take a full 

combat action.   Once all players have had their turn, a new round begins. 

 

In other words, the sequence looks like this: 

1. The mecha or pilot with the highest initiative may take a full combat action or 

choose to hold and act at a later point in the round 

2. The next highest initiative may take a full combat action 

3. And so on until all units have taken their full combat action 

4. Combat goes back to the top of the order with the highest initiative getting 

another full combat action 

5. Combat will continue until one side is totally junked or has retreated 

Set up the Bull's Eye Battlemap 

Opponents usually start at opposite ends of the bull's eye battlemap.  In a typical two-

sided battle, each side may set up on half (so quadrants 1-2 or 3-4) of the battlemap on 

the outermost edge.   

 

Here is an example of a starting placement for two mecha that have decided to square off. 
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In a three- or four-sided battle, each side may choose one of the quadrants.  Any more 

than four, and the sides will have to start doubling up. 

 

Some battles may begin in an ambush.  This means that one side was unaware of the 

other.  When this happens the side that knows of the other is called the ambushers.  They 

may choose to setup anywhere on the bull's eye battlemap while the other side lines up on 

the far edge as normal. 

 

It is up to the GM to determine when one side is being ambushed. 

 

Also, during this step, the GM will place buildings in the various sectors if any buildings 

are to be used. 

Initiative 

Initiative is simply a term for the order of who acts in a round.  Mecha that are faster or 

have certain Configurations will move before slower mecha. 

 

To determine who moves when, look at the Movement linked stat for each combatant.  

The highest Movement goes first, the next highest goes second, etc.  If two or more 

combatants have the same movement, check to see if they have the Configurations 

Prowler or Flanker.  Mecha with those Configurations will act before mecha without 

them.  If there are still ties, look next at the Engineering stat, then the Weapons stat, and 

then the Defense stat.  If two combatants are still tied, players should move first and then 

the GM. 

 

For quick reference, use this hierarchy: 

 

Movement 

 Configurations: Prowler, Flanker 

Engineering 

Attack 

Defense 

 

Combatants outside their mecha use the following non-linked stats to determine who goes 

first. 

 

Intelligence 

Agility 

Will 

Strength 

Full Combat Actions 

A full combat action consists of one Movement roll and one Attack roll.  A player cannot 

do both in the same turn.  
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Players can elect to neither move nor fire at their discretion.  Should they elect not to fire 

or move, they cannot chose to do so at a later time. 

 

In some places, you will see the term "half combat action."  This refers to either moving 

or firing, but not both.  When sacrificing a half action, the choice is typically left to the 

player whether they choose not to move or not to fire. 

Movement 

In order to move a unit across the bull's eye battlemap, the player makes a Movement roll 

using the character's Mecha Pilot skill as their target.  Each success grants the player one 

movement point for the turn. 

 

It costs 1 point to move from sector-to-sector (cross a curved line) and 2 movement 

points to cross a straight line (go from one quadrant to another).  There is one caveat: a 

mecha cannot cross two quadrants in a row in the same turn.  So on turn one, if the player 

crosses a quadrant, she must then cross a sector or wait until turn two to move across 

another quadrant. 

 

Also, it is not possible to move farther out than the outside of the outer edge of the bull's 

eye battlemap. 

 

Here is an example of movement.  The two sides start out opposed.  Note that mecha A 

and mecha B cannot move farther way from the bull's eye battlemap than they are in this 

illustration. 

 
 

On their separate turns, the mecha move as the arrows indicate (below).  It will cost 

mecha A 2 movement points to cross the quadrant.  It costs mecha B 1 point. 
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This is how the mecha end up after the Movement: 

 

Firing 

One weapon, and one weapon only, can be fired per turn.  It is the player's choice which 

weapon is used with the caveat that a weapon fired in the previous turn must cool down 

and cannot be fired again until next turn without the use of a Configuration. 

 

The rules for firing are as follows: 

Range 

All weapons have an optimum range which is a number between 0 and 7.  If the target is 

that number of movement points away, the weapon attacks at full strength.  This means 

that the player attacks with a number of dice equal to the mecha's linked Attack stat.  
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However, for every movement point difference from the optimum range, the attacker 

subtracts one dice from their Attack pool. 

 

To determine range, count by going through the center. 

 

 
In this example, mecha A is at range 5 to mecha B.  If mecha A tries to fire a weapon 

with an optimum range of 3, the attacker will roll two less Attack dice. 

 

 
The mecha in this example are at range 2. 
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The mecha in this example are at range 0. 

Type 

All weapons have a type: projectile, energy, plasma, missile, melee, etc.  This comes into 

play when using certain Configurations and when using optional rules. 

Dealing Damage 

The following rules govern combat between PCs and named NPCs.   

 

To deal damage, the attacker rolls dice equal to its Attack linked stat minus any dice for 

range with a target number equal to the pilot's Mecha Combat skill.  The target rolls dice 

equal to its Defense rating with a target number equal to the pilot's Mecha Combat skill. 

 

If the attacker rolls more successes, these successes become damage dice.  Damage dice 

are rerolled, but in this case 1s do not explode and 6s are not failures.  The total of the roll 

is the amount of damage done.  Subtract that amount of damage from the target's Damage 

Pool. 

 

When a target's damage pool goes negative, the damage is done directly to the mecha's 

Engineering stat.  When that goes to zero or negative, the mecha is junked. 

 

Any time the Engineering stat is reduced, the mecha suffers internal damage.  The target 

must choose a Configuration to go offline.  If no Configurations are left, the mecha 

chooses a weapon system to take offline. 

 

Combat against mooks is completely different.  When firing on a mook squad, the player 

makes an Attack roll.  For each success rolled, one mook is destroyed. 
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Taking the Bullet 

If two mecha are in the same sector, one may take the bullet for the other.  This means 

that one pilot will use their mecha to physically cover the other.  No attackers may target 

the covered mecha until the beginning of the covering mecha's next turn. 

 

Any mecha in the same Sector may dislodge the covering mecha with a successful attack. 

Combat Outside of Mecha 

Combat outside of a mecha follows a similar set of rules to fighing in a mecha even when 

someone outside of a mecha fires on an enemy mecha. The main difference is which stats 

are used for various actions.  Linked stats are not available, so the player must roll the 

character's stats only.  There are also a few alterations to making attacks without a 

weapon. 

 

Outside of a mecha, the player rolls their Agility for Attack and Movement rolls rather 

than their character's linked Attack and Movement stats.  Instead of Defense, Strength is 

used to resist attack. 

 

Personal weapons have an optimum range and a damage type just like mecha weapons.  

They also cannot be fired in subsequent turns, meaning that once a weapon has been 

fired, it must cool down and cannot be used until the next turn.  Weapons are described in 

greater detail in the Equipment section. 

 

One major difference between personal and mecha combat is that punches and kicks are 

at full Strength rather than half Attack.  Also, characters with Unarmed Combat or some 

form of martial arts may make a Contested roll to disarm or pin an opponent. 

 

A successful disarm attempt means the defender loses their weapon until the end of 

combat.  A successful pin means that the defender cannot move until the attacker releases 

her or the attacker rolls for Movement or Attack. 

 

Armor, which is described in the Equipment, provides bonus dice to resisting damage. 

 

Also, Mecha does not have damage scales or any differences between mecha weapons 

and characters.  In combat, pilots or infantry squads or people are placed on the bull's eye 

battlemap and expend movement points to move like mecha.  If a character fires on a 

mecha and has more successes than the mecha, damage dice are rolled as normal.  The 

advantage of being in a mecha is that linked stats are typically far higher than non-linked 

stats. 

Boarding a Mecha 

Should the need arise, it requires 1 Movement point to board a mecha.  Conversely, if a 

character starts in the same sector as an unpiloted mecha, the player may choose not to 

roll Movement and may enter the mecha automatically.  (In other words, because 

Movement rolls are supposed to represent combatants positioning themselves on the 
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battlefield, there is no reason to penalize players when all they want to do is board their 

mecha.) 

 

It requires one half action to activate a mecha which becomes fully active on the player's 

next turn.  However, once a pilot enters a mecha, it uses the full linked Defense stat to 

resist damage. 

Strafing 

If the player so chooses, the mecha may stay in the same sector for that turn and strafe.  

This means that any successes gained in the Movement roll will form a pool that remains 

until the beginning of the player's next turn.  The dice in this pool can be rolled in any 

Defense roll, but they can only be used once. 

Cut Scenes 

If a player gets 8 successes on a roll without using overdrive, she has earned a cut scene.  

Remember the really cool scenes in mecha anime where the speed lines get going, the 

pilot says something cool and then makes their mecha do something awesome?  That's a 

cut scene. 

 

When a player rolls a cut scene, she should discuss doing something amazingly cool, 

something physics defying, something that makes the fans cheer.   

 

The player earning the cut scene describes what her character is doing and then gains a 

half combat action.  This half action can be used for strafing, even if the mecha has 

moved that turn. 

 

To make Cut Scenes just a little bit cooler, there are additional advantages conferred to 

the bonus half action if that action happens to be an attack. 

 

If the player earned a Cut Scene off a roll using the Attack link stat, the player may 

ignore optimum range on that bonus attack only. 

 

If the player earned a Cut Scene off a roll using the Defense link stat, the player may 

deflect the attack.  This means that the player can make an attack with the same optimum 

range and damage type as the original attack.  Doing this does not cause any weapon to 

enter into cool down.  This can only be done as the bonus action from the Cut Scene. 

 

If the player earned a Cut Scene off a roll using Movement, the player may make Charge 

(0/Impact) attack on any target rolling a number of dice equal to the number of successes 

earned on the Movement roll.  So if a player scored 9 successes on a Movement roll, she 

may make (0/Impact) attack as if she had an Attack score of 9. 

Holding 

Instead of acting during one's turn, a player may choose to hold her action.  This means 

that she has decided not to move and fire until later in the round.  Because of her higher 

Movement rate, she may choose to act at whatever point in the round she so chooses. 
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Using Skills During Combat 

With the exception of Social skills (see Debating below), using a skill is a half combat 

action. 

Buildings 

Any structure, be it a tent, a gun emplacement, or sky scraper is considered a building, 

though buildings that exist only for story purposes (ie the players are not using the 

optional rules for terrain and the buildings do not have weapons with which to attack) 

should not be placed on the bull's eye battlemap. 

 

Those buildings that affect combat have the same four stats as mecha with the personnel 

operating the building as their "pilot."  The one major difference is that buildings do not 

make Movement rolls.  Their Movement stat is used only for determining the building's 

initiative.  Also, buildings may have Configurations. 

 

Buildings have a number of damage points equal to three times their Engineering stat.  

Once those damage points are reduce to 0, the building takes damage directly to its 

Engineer stat.  Each time the building's Engineering takes damage, a Configuration is 

taken offline.  Once all Configurations are knocked out, a weapon system is destroyed 

each time the Engineering stat is damaged.  A building with 0 Engineering is junked and 

can no longer act in the combat. 

 

Buildings link stats' are capped at 12 except for Engineering.  There is no limit to the how 

much Engineering a building can have. 

Let This Be Our Final Battle 

Sometimes the battle is lost and discretion becomes the better part of valor.  To retreat 

from battle, the player must wait until her turn and declare they are retreating instead of 

rolling for Movement.  As long as no opposing player protests, the mecha may fire and 

then is taken off the bull's eye battlemap for the rest of combat.    

 

However, any opposing player can declare "Let this be our final battle!"  If this happens, 

the player who wishes to retreat makes a contested Movement roll against all opposition 

players who wish to block the retreat.  If the retreating player wins the retreat roll, she 

retreats as normal.  If the opposition players win, the player can use any successes in the 

Contested roll to move as normal, but the mecha does not leave battle.  

 

Once a pilot has retreated, she and her mecha cannot enter the battle again. 

Activating a Configuration 

A Configuration can be activated at any time during combat by spending an Overdrive. 

The effects of the Configuration last until the beginning of the player's next turn. 
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(Optional) Terrain 

Terrain is features in the environment which make it harder to move, block line of sight, 

make it easier to shoot, or make it more difficult to be shot.    This includes things like 

buildings which cannot attack, large trees, and hills. 

 

The following are some examples of terrain which can be included in a game of Mecha.  

Again, this is an optional rule.  The game plays fine without it. 

 

Example terrain: Copse of Trees 

This represents a dense group of trees that a mecha can enter.  The trees slow down the 

mecha's movement, but help protect it from enemy fire. 

 

Bonuses and penalties: 

It costs two Movement points to enter a Copse of Trees 

A Copse of Trees grants +1 Defense Dice 

Any weapon of type wave, fire, laser, plasma, etc. will set the trees fire.  Any mecha 

entering a sector with trees on fire must defend against an Attack level 4 attack rolled by 

the GM. 

 

Example terrain: Fog 

Fog is an atmospheric condition that makes it very difficult to see and target enemy 

mecha. 

 

Bonuses and penalties: 

All mecha who fire at targets more than 2 range units away are at -1 Attack Dice. 

 

Example terrain: Hills 

Hills are tall earth formations that provide any mecha on top of them excellent line of 

sight over the entire bull's eye battlemap.  They also make the mecha easier to spot and 

shoot. 

 

Bonuses and penalties: 

It costs two Movement points to enter a sector with Hills 

Hills grant +1 Attack Dice to anyone in the same sector as the Hills. 

Any mecha on the Hills are at -1 Defense dice when attacked by mecha not at range 0. 

 

Example terrain: Mountain 

Mountains represent very tall rock structures that are impassible and too tall to see over. 

 

Bonuses and penalties: 

Mountains are impassable.  Mecha cannot enter a sector with mountains. 

Mountains block line of sight.  This means any mecha in the same quadrant cannot see 

the mecha if they are on the opposite side of the mountains. 

 

Example terrain: Office Building 
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An office building is a typical, non-descript building found in suburbs and cities 

everywhere. 

 

Bonuses and penalties: 

It costs 2 Movement points to enter a sector with Office Buildings. 

Office Buildings have an Engineering rating of 2, which gives them 4 damage points.  

They are destroyed when their Engineering drops to 0. 

Impact weapons do double damage against buildings. 

 

Any of these examples can be used as a template for other types of terrain. 

 

Terrain should be placed on the bull's eye battlemap during the setup phase.  The GM 

should choose which terrain or terrains inhabit a sector.  The bonuses and penalties for 

different types of terrain stack.  Also, if a sector has terrain, the entire sector has the 

terrain. 
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Other Rules of Play 

Healing 

After battle is over, it is time to heal wounds.  Characters recover an amount of damage 

points equal to their Will each day spent resting or 1 point per day under stress.  If the 

character receives medical attention (another character makes a successful Medical 

check), she will heal twice her Will per day. 

 

Obviously this is for times when such bookkeeping is required.  If characters enjoy a bit 

of downtime between scenes, they may fully heal at the GM's discretion. 

 

In a pinch, Overdrive can be used to heal pilot damage.  Damage is healed at the rate of 1 

die per Overdrive spent.  This cannot be spent during combat. 

Fixing Mecha 

Mecha can only be fixed by trained personnel (characters with Mecha Repair or Mecha 

Construction).  Actually repairing the mecha requires a roll using the characer's 

Intelligence plus their applicable skill.  For every success on the roll, 1 point of damage is 

healed 

 

Again, this is for times when such bookkeeping is required.  If characters enjoy a bit of 

downtime between scenes, the mecha may be completely fixed at the GM's discretion. 

 

Junked mecha cannot be repaired.  They have to be rebuilt with a mecha construction 

skill. 

 

Also, damage can be healed at the rate of 1 die per Overdrive spent.  This cannot be spent 

during combat. 

When Not in the Mecha… 

Play should occur outside of the mecha.  The mecha by itself does not get the advantage 

of being linked (reducing its damage points, etc.) 

 

When outside the mecha, if the character is gravely wounded and in a bad situation, she 

may ask the mecha for help.  The GM must determine if the request would help the 

mecha achieve its passion, and if so, the mecha will autonomously come to the 

character's aid or grant the player a 1 die bonus on the next roll. 

 

This is the GM's call whether it fits the story and the SRS. 

Equipment 

Equipment is a loose term that describes items, tools, weapons, etc. that provide benefits  

in the form of extra dice to characters who use it in certain situations.  Thus, when 

creating a piece of equipment, the GM and the player must determine what situations the 
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equipment provides bonus dice and how many bonus dice are conferred.  For instance, 

the player may have a computer which provides 2 dice in situations where the character is 

trying to do research or a disguise kit which provides a single die on stealth and imitation 

checks. 

 

Sample Equipment includes: 

Computer: 2 dice on research checks 

Disguise Kit: 1 die on stealth of imitation checks 

Fine Clothes: 1 die in social situations 

Forgery kits: 2 dice for forgery checks 

Flashlight: 1 die for trying to find something 

Motion Detector: 1 die in trying to find hidden enemies 

Medical Kit: 2 dice to all medical kits 

 

Weapons and armor are also considered equipment.  Armor provides a number of dice 

equal to its rating anytime the player tries to withstand damage.   

 

Sample Armor includes: 

Kevlar Vest: 1 die to resist damage 

Full Riot Gear: 2 dice to resist damage 

Personal Force Shield: 4 dice to resist damage 

 

Personal weapons work just like mecha weapons in that they have an optimum range and 

a damage type.  All sample weapons are given a name and then in parenthesis a number 

and a damage type.  This is the weapon's optimum range and the type of damage it does. 

Sample Weapons include: 

Knife (0/impact) 

Sword (1/impact) 

Vibrosword (1/wave) 

Spear (2/impact) 

 

9mm pistol (2/impact) 

Shotgun (1/impact) 

Rife (3/impact) 

Laser pistol (3/wave) 

Sonic blaster (1/wave) 

Snipershot (4/wave) 

Going Social 
The following rules govern social interactions between characters and between characters 

and NPCs.   Persuading a crowd to do something is a simple social roll while debating 

against another player is a contested roll. 

Persuading a Crowd 

In role play situations, persuading a crowd requires that the character's voice be heard and 

that the crowd be willing and able to understand the speaker.  This means that the 
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character must speak the same language as the crowd and that the crowd is not actively 

rioting or fighting. 

 

The actual roll is an Intelligence/Social roll against a DN which is set by the Initial 

Reaction of the crowd to the character and her idea.  For instance, convincing a hot shot 

mecha pilot to show off her skills is pretty easy and would use an Initial Reaction of 

"Eager" or perhaps "Friendly."  Convincing the no-nonsense sergeant to bail the hot shot 

out of the brig after she wrecked the commander's office while showing off is going to be 

"Disagreeable" or even "Disgusted." 

 

Initial Reaction DN Reaction Modifier 

Eager   2 -3 

Agreeable  3 -1 

Neutral  4 0 

Disagreeable  6 +1 

Disgusted  7 +3 

 

If the player succeeds at the roll, the audience is generally in favor of the speaker's idea 

and will try to support it.  However, the crowd will not risk life or limb to make it come 

true.  If the player rolls five or more successes higher than the DN, the crowd will be very 

taken with the idea and will take some amount of risk to see it carried out.  If the player 

rolls eight or more successes more than the DN, the crowd has been transformed into 

fanatics and will stop at nothing to do as the speaker has directed. 

 

Also, persuading a crowd only works when there is no one actively working against the 

speaker.  If there is another person who is actively working against the speaker, use the 

rules for debate. 

Debate 

Debate occurs when two people decide to fight it out with words. This should only 

happen when two sides have clear positions and cannot compromise on a solution.  In this 

case, it is time to debate. 

 

To debate, follow these steps: 

1. Set Stakes.  All parties, be it two or two hundred should state exactly what they 

are arguing for and what they will get if they win the debate. 

2. Determine Reaction Modifier.  This is the way that the characters feel about their 

opponent's positions.  No matter if two characters are the best of friends, if they 

are diametrically opposed on an issue, they would use "Disagreeable or 

Disgusted." 

3. Determine the body of argument.  The body of argument is the character's damage 

pool in the debate.  To determine the body of argument, take the character (or 

characters) Will + Reaction Modifier x3 with a minimum of 3. 

4. Each player rolls Intelligence/Social.  Compare the number of successes each 

player rolls.  Whichever player rolls the most successes is the winner, all other 

player(s) are losers.   



 36 

5. The winner should note their margin of success with each player in the debate.  

Should there be multiple losers, margin of success is computed for each loser 

separately. 

6. Just like rolling damage dice in mecha combat, the winner rolls a number of dice 

equal to the margin of success and subtracts that roll from the loser's body of 

argument. 

7. If a character's body of argument goes to 0, they lose. 

8. If there are no players left with a body of argument at the end of a roll, the players 

who had a body of argument before the last roll should create a compromise. 

9. Characters in social combat can disengage at any time.  To do so, they must grant 

the other player a portion of their stakes.  This is called making a concession.  If 

the stakes cannot be broken down enough to make a reasonable concession, then 

the player who withdraws should offer up something relevant to the nature of the 

argument. 

 

The winner will get his or her stakes.  The losing players must abide by the results of the 

debate and will agree to go along with the winner's stakes.  However, that does not mean 

that they must like it or not try to find a way out of it. 

Debating During Combat 

Debate can take place during combat, but it is far more abbreviated that the debate rules 

listed above.  This is due to the fact that large weighty issues cannot be discussed while 

bullets are whizzing by and mecha are positioning around each other. 

 

The main difference comes from determining the body of argument.  The body of 

argument on both sides is Will + Reaction modifier.  There are no multipliers. 

 

In combat, debate is a full combat action for all participants, though entering Social 

Combat is voluntary.  If the combatant has acted already in the round, they will forfeit 

their next available full combat action. 

 

The Social roll will actually take place on the lowest player's turn. 

 

There is no penalty for disengaging from a debate. 

 

Command 

Player characters in Mecha are excellent mecha pilots who eventually may find 

themselves in a position where they are called on to lead.  In combat this means that as a 

half combat action, the leader may make a Will/Leadership roll with a DN equal to the 

number of people the leader wants to assist. 

 

If it is successful, the followers may, at their option, substitute one of the commander's 

basic stats for their own.  This stat must be the same for all followers. 
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Also, due to the elite status of pilots in Mecha, any character may make a 

Will/Leadership roll against a DN of 3 to give an Overdrive to any other player.  This can 

be done only on a player's turn and only once per combat. 

Building NPCs 
An SRS is peopled by more than just the player characters.  The GM controlled 

characters are called Non-Player Characters, or NPCs.  In a game of Mecha, there are two 

types of non-player characters: named and mooks.   

Named NPCs 

A named NPC is distinguished due to their importance in the scope of the campaign, 

hence the GM should give them a name.  (Hint: think of something better than Bob or 

Dave.  Thought I suppose Bob the Barbarian or Dave the Destroyer is okay if a bit 

uninspiring.) 

 

Rolling up NPCs should be done like rolling up characters.  They will have a set of linked 

stats fed by character and mecha stats.  Their mecha have Configurations and they have 

Traits.  In combat, they will try to fight their hardest and then retreat before losing so they 

can fight another day. 

 

Also, named NPCs earn Overdrive for the GM in the same way PCs earn Overdrive for 

their players.  Anytime a named NPC gains 5 successes, it earns one Overdrive. 

Another Type of Named NPC: the Ally 

Named NPCs can also be allies.  If they are fighting for the players, to assist them, or 

help them achieve their goals, then the NPC is said to be an ally.  Allies have names and 

relevant stats just like other named NPCs, but they do not earn Overdrive for the GM. 

Mooks 

The other type of NPC is the mook.  Mooks play two very important jobs in mecha 

anime, and hence, in Mecha.  Their job is to explode as the main characters dissolves into 

a blur of awesome mecha combat and speed lines and missiles flying everywhere.  Their 

other job is to provide covering fire and support to the named NPCs.  Both jobs are 

important, though they seem to be better at the whole exploding bit. 

 

In other words, it is hard out there for a mook. 

 

Mooks travel in packs because it only takes one success on an Attack roll to kill a mook.  

Typically, these packs, called squads, are multiples of five. A mook will never be placed 

by himself on the bull's eye battlemap.   

 

Mooks come in three varieties: Base 2, Base 3, and Base 4.  This determines how many 

dice they have when rolling Movement and Attacking.  It also determines their skill in 

Mecha Piloting and Mecha Combat.   
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Base 2 3 4 

Movement 2 3 4 

Attack 2 3 4 

Mecha Piloting 2 3 3 

Mecha Combat 2 3 3 

 

Typically, mooks come armed with two weapons: 

Mook Cannon (3/Impact*) 

Mook Sword (1/Impact*) 

 

* GMs should feel free to change these damage types to fit the SRS. 

 

Though the GM may feel free to change the weapons load out as needed. 
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Character and Mecha Advancement 
Throughout the course of a campaign, characters will grow and advance.  This is 

represented by gaining and spending advancement points (AP.)  AP are awarded at the 

end of a session by the GM using the chart below and can be spent by the players before 

the start of the next session. 

 

AP are awarded by the GM using the following criteria. 

 

1. Playing in the session: 1 AP 

2. Good role playing: 1 AP 

3. Coolest Cut Scene: 1 AP 

4. Playing to Character Traits: 1 AP per Trait 

5. Making the table laugh: 1 AP 

6. Making the table cry because of story, not by being a jerk: 2 AP 

7. Achieving a major goal or passion (GM's discretion) 1-5 AP 

8. End of a story arc (GM's discretion) 1-5 AP 

 

Also, 1 AP may be given to any player that helps recap or refresh other players' memories 

about what happened in a previous session.  This should be done prior to starting play in 

the new session. 

 

AP can be spent in one of three ways.  First, they can be spent to increase a mecha or 

character stat.  The cost is 2 x the new level desired.  So, for instance, if a player wants 

his character to go from 3 to 4, this will cost 8 points. 

 

Secondly, skills can be improved or purchased new.  To increase a skill, the cost is 4 x 

the new level.  So to increase one's Mecha Piloting skill from 4 to 5, the cost is 20 AP.  

Purchasing new skills costs 3 AP. 

 

Lastly, before a session starts, 1 AP can be used to purchase 2 Overdrive. 



 40 

Structure of Play 

Influences on Play 

First and foremost, Mecha was designed to emulate one specific subgenre of this thing 

we call mecha: mecha anime.  The ideas herein do not make any claims of originality, 

rather they are a compilation of tropes taken from a lot of hours spent in front of a 

television watching giant robots battle it out anime-style. 

 

Still, there is a lot of leeway within that subgenre.  Mecha can support noir games, funny 

games, gritty tactical games, and anime genres where the scientific crosses with the 

fantastic.  In particular, the author of this game was heavily influenced by the following 

series: Super Dimension Fortress: Macross (Robotech), Southern Cross, Macross Plus, 

Gundam Wing, Big O, Neon Genesis Evangelion, Project A-ko, and to a lesser extent 

008
th

 Mobile Suit Squadron and VOTOMS.    

Play Breakdown 

Games of Mecha assume that the following structure is used.  The largest, least specific 

unit of play is called a game.  A game can be as simple as a group of friends getting 

together and throwing some dice for a night or making arrangements to meet over a 

number of nights.  A game can consist of a single campaign or multiple campaigns. 

 

A campaign is roughly analogous to a mecha anime series or season or in some cases a 

movie.  A campaign is defined by a single story that has a beginning, a middle, and an 

end.  Typically, this happens over the course of several nights of play, called a session. 

 

A session is a single time when a group of players gets together and plays the game.  In 

most cases, a session is equivalent to an episode of an anime series.  Sessions are one of 

the more meaningful divisions of the game because they have a definitive start and end 

(when the game starts playing and when the group breaks for the evening.)  Sessions are 

important because advancement points are awarded at the end of a session for things that 

happen during play. 

 

The final unit of Mecha is called the scene, which can be compared to a scene in an 

anime or movie scene.  A scene can be many things: two lovers meeting for a secret 

rendezvous, a room in a dungeon, or a negotiation in town.  All that a scene needs is 

characters, conflict, and an end point.  All role playing in a scene will be geared towards 

determining what the conflicts are and how they will be resolved. 

 

Conflict occurs whenever two or more parties want different things.  It could be that a 

player wants to shoot an NPC and the NPC quite rightly does not want to be shot.  It 

could be that a character wants to crack a safe, woo a potential mate, or fix her mecha.  

Most of the time, resolving conflicts involves rolling the dice, though sometimes it 

involves only good role play. 

 

The scene is over once all conflicts are over and the outcomes have been determined. 
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Do not worry too much about how these concepts fit together.  Scenes tend to occur 

naturally during role play.  The GM asks "It is morning, what are your characters doing?"  

This is good enough to start a scene.  Conflict will come either through the character's 

actions ("I trying to steal Sargeant Steel's bandana") or with a little storytelling from the 

GM ("Okay, suddenly you hear the raid siren…"). 

 

It is also easy to know when a session is over.  It usually occurs when one player looks at 

his or her watch/cell phone and says something like "Holy crap, look at how late it is" 

and then promptly gathers his/her pencils, books, uneaten snacks, undrank soda and 

makes a bolt for the door. 

 

A campaign is over once the main story in the GM's mind has come to a conclusion.  The 

players should then decide if they would like to start a new campaign, hopefully tackling 

some unresolved issues from previous campaigns or trying out a different SRS. 

Campaign Story Structure 

Most mecha anime follows a similar set of story arcs.  For series where the main 

character(s) begin the story as civilians or soldiers, but not mecha pilots, a series tends to 

look like this: 

1. Character is chosen by the military/fate/creepy father who wears glasses and 

stares from behind his hands to be a mecha pilot 

2. The series has a relatively uneventful period where the mecha's capabilities are 

displayed.  The main character(s) will either learn to love or just accept the 

burden of piloting the mecha. 

3. Something goes horribly wrong and piloting a mecha becomes a lot less fun and a 

whole lot more like a terrible burden 

4. Main character(s) suffer injury, doubt, pain, loss of loved ones, etc. 

5. Main character(s) persevere and defeat main enemy, often at the cost of further 

injury, pain, loved ones, or even at the cost of life. 

 

Mecha series where the main character starts out as a mecha pilot tend to skip step 1 and 

sometimes 2.  Sometimes steps 2-4 are repeated several times. 

 

The GM should consider using this outline as it is at once familiar, but at the same time 

flexible enough that any number of stories may arise out of it.   

Campaign Checklist 

As a tool for novice and experienced GMs, Mecha presents the following lists of 

questions to help players and GMs understand the nature of the campaign, the conflicts 

that should/will arise, and flesh out the characters that will inhabit the game. 

 

Players do not need to answer all the questions presented and some will not apply to 

certain SRSes.  Overall though, answering these questions will help everyone know their 

characters and the other players' characters that much better.  These questions should give 

the GM most, if not all, of what she needs to run the game. 
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In this list, "you" refers to the character. 

 

Questions About Your Character 

1. Why do you pilot a mecha? 

2. Do you like piloting a mecha?  Why or why not? 

3. Who do you fight for? 

4. What side do you fight for? 

5. Why do you fight? 

6. How do you feel about fighting? 

7. How do you feel about the side for which you fight? 

8. What do you prize more than your mecha? 

9. If you were not fighting, what would you be doing? 

10. Who are you trying to harm? 

11. Who is trying to harm you? 

12. Why are they trying to do you harm? 

13. Who has done you harm in the past? 

14. How do you feel about them? 

15. Who can you can call on for help? 

16. How do you feel about them? 

17. Do you want the fighting to end? 

18. How do you want the fighting to stop? 

 

This is a good candidate for expansion.
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SRS Creation 
Mecha comes with three different SRSes that you can use to begin play immediately and 

more will be coming from KNRPG.  However, there are many more settings and conflicts 

that can be found in mecha anime than we can ever put into words. 

 

We highly encourage fans of the game to create their own SRSes and have provided the 

tools to do so.  We also hope you drop us an email and tell us about your creations. 

 

To create a setting, start by answering the following questions.  Most of the questions are 

easy to answer, but they are helpful to ask.   

 

I plan on expanding this out before the book goes to print.   

 

Then choose or create mecha models and archetypes.  After that, you should be good to 

go. 

The Setting Questions 

1. Time period 

2. Nature of Mecha 

3. Availability of Mecha 

4. Models of Mecha (Base Stats, Systems Points, Extra Stats Point, Special 

Equipment, Restrictions.) 

5. Mecha Build Points 

6. Archetypes Available 

7. Archetype Build Points 

8. History: A few major events 

9. Religion: Monotheistic, Polytheistic, None, The Force, Gaia 

10. Political Units: Major Nations, Space Colonies, Type of Government 

11. Economy: Feudal, Corporate, Class Division, All Share, Haves/Have Nots 

12. Theme: A theme for the game 

13. Intrinsic Conflict 

14. Pre-campaign Checklist 

15. How are Traits determined? 

16. What damage types are available? 

17. Are there any special rules? 

Setting Guidelines 

I have included the rating system used when creating the first three SRSes.  In trying to 

strive for game balance, I created what I called, for lack of a better term, a Usefulness 

Score.  For each SRS, I tried to make sure that each Archetype and Model had roughly 

the same Usefulness Score so that one Model or Archetype was not substantially more 

powerful than any other. 
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To create a Usefulness Score, simply use the Usefulness Point values listed below.  Each 

Set Stat Point, Stat Optimization Point, Set Skill Point, and General Skill Point have a 

certain point value as listed in the Guidelines below.  Multiply each stat or skill by the 

value to get the total number of Usefulness Points.  Add the Usefulness Points for the 

Model and the Archetype separately.  This is their Usefulness Score. 

Archetype Guidelines 

½ Usefulness Point for each 1 Set Stat Points 

1 Usefulness Point for each 1 Stat Optimization Point 

1 Usefulness Point for each 4 Set Skill Points 

1 Usefulness Point for each 3 General Skill Points 

 

Example: the Godseed Archetype has 10 "set" stat points.  This means that when added 

together, the Archetype's basic stats add up to 10.  In addition, the Archetype grants 2 

Stat Optimization Points.  For attributes, the Godseed Archetype is scored at 7 points (10 

* ½ = 5 + 2* 1).  For skills, the Godseed has 9 General Skill Points and 8 Set Skill Points. 

This is good for 5 points (9/3 = 3 + 8/4 = 2 is a total of 5.)  This means that overall a 

Godseed Archetype has a Usefulness Score of 12. 

Mecha Model Guidelines 

½ Usefulness Point for each 1 Set Stat Point 

1 Usefulness Point for each 1 Stat Optimization Point 

 

Example: the Liberator Model has 8 Preset Stat Points and 3 Stat Optimization Points.  

This means that it has a Usefulness Score of 7 (8 * ½ = 4 + 3 * 1). 
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Running the Game 
At this point, the best advice I have is to watch lots of mecha anime and be a great artist 

(you know, the type that steals…) 

 

In most cases, I think it is important to get the mecha combat started early to make sure 

everyone understands the rules of combat because they are mirrored everywhere else in 

the game.  Also, it helps players understand how the dice rolling mechanics works. 

 

In general, don't be afraid to overdo it.  This is mecha anime gaming.  It's sometimes 

wacky, sometimes zany, but it is always over the top. 

 

Obviously, this section needs some expansion. 
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Revolution Deity Godblind: The Living City SRS 
Sprawled somewhere between one world and the next is the Living City.  No one knows 

where it came from or how it came to be, but we do know the Seven Gods promise severe 

reprisal to anyone who dares ask the question. 

 

The gods have stolen the sun and replaced it with clouds.  They take our women for their 

beauty.  They take our men for their strength and their prowess.  Our inventors and 

engineers are stolen away, never to return.  A few touched by Madness have visions of 

orgies and battles and armies from the stars. 

 

In return for this theft, the gods give us fear and their special brand of justice.  To speak 

against them merits death.  To organize in groups to protest merits death for the 

protestors and their families.  Any attempt to learn how we came to the Living City 

merits death.  

 

And the Living City itself does nothing.  Whether it too trembles before the might of the 

gods or it is an ally of them, many who have thought or acted in ways the gods do not 

like find themselves lost in a part of the city they never knew.  New walls block their 

path, making them easy marks for the gods' fire from above. 

 

For as long as anyone's grandparents' grandparents can remember, the people have dwelt 

inside the city. 

 

Peace is over.  The battle is joined. 

Is This What Life Has Been Reduced To? 

Life in the living city progresses somewhat like it does in 20
th

 Century Earth.  The people 

wake up, get their children ready for school, and kiss their spouses before going to work.  

Children grow and get married and have kids and grand kids. 

 

There are a few major differences.  The first, and this is not noticeable by the people, is 

that their lifespan is only about twenty years, but they age four times as fast.  By the age 

of four, the people are just as mature as a sixteen year old in 21
st
 Century Earth.  By the 

age of six, most of the people are ready to marry.  By age ten, mid-life has set in.  No one 

knows why they age faster, but then again, the gods have failed to mention that anything 

might be different. 

 

There is no sickness and disease. 

 

Everyone is assigned a job.  After graduating school during the fifth year of life, children 

are given a card with their job on it.  The next day, they are to report to their new job.  

The general consensus is that each person is assigned jobs that fit their genetic 

capabilities.  Those with high IQs are made scientists.  Those who are good at the arts 

create masterpieces.  There are few who have no concrete skill set and are forced to work 

menial labor. 
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The variety of jobs in the Living City is limited.  They tend to focus on one of five areas: 

human improvement (doctors, nutritionists, psychologists), city improvement (architects, 

gardeners, builders), creative (poets, musicians, actors), research (metallurgists, social 

thinkers, engineers, physicists) and entertainment (athletes, beauty pageant contestants.)   

Those professions that deal with technology are asked to examine and reverse engineer 

weapons and electronics centuries beyond what the people use in the Living City.  While 

the technology level of the Living City is about what it was in the year 2025 (in Earth 

reckoning), the engineers are studying particle cannons, gauss rifles, and particle 

shielding. 

 

For the entertainers, the city is divided into tracts comprised of ten blocks each.  Each 

tract has a football team, a pageant, and a theatre, each of which holds competitions.  

Football teams play other tracts.  Pageant winners go on to compete in regional and city 

pageants.  The best actors and writers compete in citywide competition. 

 

There are no holidays, no vacation.  Each worker is allowed one week off when they are 

married during which the gods encourage activities of procreation.  After a child is born, 

the mother must relinquish her job and raise the children.  The father continues to work 

after a three month break to help raise the child.  Families are expected to respect one 

another and produce no less than four children each. 

 

Failure to report to work without a doctor's excuse is punishable by death.  Divorce is not 

permitted.  The gods will strike dead a physically abusive spouse. 

 

If a person becomes disabled, which is rare given the safety of the Living City's working 

conditions and the lack of life-threatening disease, the gods may transfer the person to 

another job or they may decide to terminate the person's life.  Athletes injured in athletic 

competition are transferred to another job, typically entertainment where they work either 

as actors or craftspeople. 

 

The loss of the second income does no harm to the family as the Living City ensures all 

needs are met by the city and the gods.  The same six fruits and vegetables are available 

at any market, as are the same six grains and the same six types of meat.  Water is 

available at a tap.  Each room in every uniform home has a television.  Children are given 

a new set of six toys every quarter of their lives until they are three.  Working ensures 

access to everything. 

 

Producing written materials without a job which allows writing is punishable by death.  

Literacy is considered essential, though a person might find they have the attention of the 

gods if their vocabulary is too large. 

 

Air travel is forbidden as are kites, model airplanes, and buildings above five stories. 

 

There are no pets. 
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The Living City 

The Living City is a perfect circle ten miles in diameter.  The other edge of the Living 

City is a wall ten meters tall.  On the other side of the city is the Dropoff.  A deep, dark 

abyss that leads to nowhere.  The gods strike down anyone who has tried to climb the 

wall so no one knows what happens if one were to fall. 

 

Everything is of the Living City.  The metal that makes her buildings, the rocks that form 

the asphalt of her streets, the sand that makes her glass, everything.  If raw materials are 

needed, all a builder needs to do is literally ask the living city by concentrating and 

addressing the city.  The city will respond a short time later with what is needed.  

However, the gods know why a person is asking and will strike dead anyone who abuses 

the city's power or asks for things that are not for projects mandated by the gods. 

 

Underneath the Living City is a set of catacombs.  Many feel the catacombs are the 

Living City's bowels.  Entering into the catacombs is said to be an act punishable by 

death of the transgressor and his or her entire family.  Several have entered, but the gods 

lived up to their word long before reports could spread as to what is down there. 

 

Here is a map of the Living City.  (Okay, so producing the map is on my list of things to 

do.)  Of particular note is City Hall which contains all the offices for the pageant 

coordinators, sports administration, poets' guilds, and actors' unions.  The leaders of these 

agencies form a sort of civic government that rules the Living City.  Right next to City 

Hall is the elevator pad which is where the gods appear when they come down from 

heaven and where the chosen go up to be with the gods. 

 

Interspersed throughout the city are strange buildings protected by Male and Female 

Warriors whose purpose is unknown. 

The Gods 

There are seven gods who live in heaven: Liget's, Khali, Yamaraj, Zanami, Pentheus, 

Mammon, Hinden 

 

Heaven is right above the clouds.  Literally.   

 

Heaven looks like the greatest bacchanalia ever.  There are seven houses surrounded by 

verdant gardens, large pools, some for swimming, others for aquatic life.  Scantily clad 

gorgeous women and men walk from home to home, carrying trays of fruits, cheese, and 

meats.  Liquor is plentiful. 

 

Behind the homes are huge metallic buildings that hum with the sound of machinery.  

Finally, there is a large black building behind Yamaraj's home whose purpose is 

unknown. 

 

The gods are: (There will be pictures forth coming) 
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Liget 

Appearance:  Asian.  Male.  Large of build. 

House:  Tall Gothic temple. 

Behavior: Most irritable towards other gods. 

Symbol: Fist 

Khali 

Appearance: Indian.  Female.  More Beautiful than Zanami. 

House: Dravidian-style Hindu temple. 

Behavior: Quick to anger.  Quick to issue fire from the heavens.  Largely concerned with 

the affairs of the humans. 

Symbol: Knife 

Yamaraj 

Appearance: Indian.  Male.  Dark.  Athletic. 

House: Taj Mahalish 

Behavior: Most angry towards human servants.  Will kill humans. 

Symbol: Lasso 

Zanami 

Appearance: Japanese.  Female.  Beautiful. 

House: Zen Monastery. 

Behavior: The most calm.  Serene.  Most destructive when angry. 

Symbol: Arrow  

Pentheus 

Appearance: Caucasian.  Blonde.  Female.  Most Beautiful. 

House: Roman Bath House 

Behavior: Lustful.  Sleeps with servants. 

Symbol: Broken Heart 

Mammon 

Appearance: Latin.  Male.  Very handsome. 

House: Aztec temple. 

Behavior: Gregarious   

Symbol: Coin 

Hinden 

Appearance: Caucasian.  Male.  Short.  Nerdy. 

House: Castle  

Behavior: Reclusive.  Weird.  Interested in scientific peers.  Tortures. 

Symbol: Lightning Bolt 

 

What the gods do not mention and the people rarely know is that the gods have children, 

the Godseed, some of whom hope to one day to rise up and displace their deific parents. 
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Godseed 

The gods avail themselves of many opportunities to procreate and have as few as ten 

(Yamaraj) children and as many as sixty (Hinden) children.  However, whereas the gods 

have received certain heavenly gifts which make them taller, stronger, and faster, the 

godseed are normal humans.  Most of these children are lazy, oafish brutes who do little 

but revel in the bacchanalia of their existence. 

 

But some are more astute.  Some know that their parents can be killed and displaced. 

 

For their parts, the gods give their children great freedom of action and will tolerate, to a 

point, the actions of their rebellious children.  For a time.  Whether this is because they 

hope to teach their children the arts of combat, to evaluate their performance for eventual 

godhood, or for other purposes is not known. 

 

What is known is that should a godseed ever topple his or her parent, the gifts of the 

heavens are theirs for the taking. 

Armies of the Gods 

The gods have their armies.  Any of the men and women they select can be injected with 

nanotreatments and made stronger, faster, and blessed with combat abilities.  Should a 

threat ever materialize, the gods have thousands of men and women they can turn into 

these cyborgs and equip them with high technology bracelets, helmets, and greaves.  The 

bracelets allow the creation of energy weapons, shielding, or powerful blasts. 

 

At the head of these armies may be godseed who hope to gain greater skill in battle 

before challenging their fathers and mothers. 

The Cancer 

Still, there is hope. 

 

The people have lived under the shadow of the gods for too long.  Any legends of brave 

knights, mystic figures, or otherworldly saviors have long since been forgotten.  The 

people's lives have fallen into routine.  They are born.  They live their twenty or so years.  

They die. 

 

Perhaps if the gods had not driven the people into the ground, a few might have noticed 

the unrest amongst the younger residents of the Living City.  Though the Living City is 

more than capable of erasing the stuff itself, actual graffiti has begun to appear.  Crude 

renderings of the gods meant to taunt them appear overnight for those on their way to 

their assigned jobs to see.  Most of the people do not look.  To see such things is 

blasphemy.  Blasphemy means death. 

 

But some of the people quietly wonder how the gods failed to see such blatant acts of 

revolt.  Those who speak of it, even in their homes, are struck dead.  Those who hear the 

words meet similar fates. 
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Before long the graffiti turns to arson with sections of the Living City burnt down to pink 

scar tissue.  In those times, the ground itself shakes and the people are forced to cover 

their ears to screams of a city in pain.  The arson stops soon after.  Some blame the gods.  

Others notice no fires from the heavens answer the acts. 

 

A few notice strange bubbles form on the surface of the Living City, some as large as a 

house.  Around these blackened, damp bubbles the Living City bleeds black ichors that 

must be its blood.  It is not long before such growths are excised by beams from the 

heavens.  They remove the cancer, but forever leave a scar.  The scars are a reminder to 

the people. 

 

The bubbles come and go.  Some weeks there are five or ten of the cancerous lumps.  

Other weeks there will be none. 

The Godblind 

"It is time to move beyond arson and graffiti, young child." 

 

The thought is felt by you, and a few other youth.  Like other godblind throughout the 

city, you stop as one, stand up from your seat and walk out of your homes.  Neighbors are 

ignored if they try to greet you.  The dreariness of the city and the rain that soaks your 

clothing are nothing compared to the urgency that calls you. Those who witness you and 

the others see the vacant intensity in your eyes and can see you are walking with a 

purpose. 

 

Your walking may have taken minutes or days, you do not know.  But any thoughts other 

than finding your destination are banished as impertinent and unnecessary.  Time passes 

and you find yourself on the outer edge of the Living City.  Close to the wall.  Before you 

is one of the cancers. 

 

Before your eyes, a seam forms in the cancer.  As the seam tears, an otherworldly light 

shines forth even as the odor of decay and death clouds your nostrils and waters your 

eyes.  As the cancer bursts, the stench makes you vomit.  As your stomach empties you 

look up to see what at first appears to be a giant ten feet tall carrying an awesome 

weapon.  Soon, the ethereal light clears and the giant is revealed to be made of metal. 

 

The giants' head opens up.  There is enough room for you to climb in. 

 

"Get in godblind.  There is not much time." 

 

Across the city, multiple people enter the mecha.  They snap shut. 

 

"For many years now, you have done things that would have gotten others smote by the 

fires of heaven.  But yet you live. 
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"And do you know why?  You live because due to an accident of your birth, the gods 

cannot see you.  Their ears do not hear you.  Their senses do not feel you.  They cannot 

know your thoughts.  And for this you are special. 

 

"The people and the parts of me that are still beholden to the gods need your help.  Free 

them if you can, destroy me if you must, but fight.  I give you this liberator so that you 

may have what you need to carry the fight to the gods and their servants. 

 

"Go now.  And remember do not trust the Living City.  Only the I, Free City, the thing 

the gods call the Cancer can aid you in your quest." 

 

The skies begin to lighten. 

 

"The gods have taken notice of my presence.  Leave this place before it is too late." 

 

Without a command, your mecha takes to the air and leaps away.  Seconds later beams 

from the sky eradicate the very spot on which you were standing.  Once the skin of the 

Living City is scoured clean, the beams stop.  Nothing touches you a scant handful of 

meters away. 

 

After a few moments, your com crackles.  "Hello, is anyone else out there…?" 

Mecha Models 

In Godblind, mecha are highly restricted.  The gods would destroy anyone, except their 

seed, they knew to be operating such machines without a moment's hesitation.   

 

Most of the challenge for players will be finding ways to get to where the gods are and 

defeating their super bio-armor. 

 

For the player characters in Godblind, there is only one mecha model, but it is highly 

customizable. 

Model: Liberator 

Weapons: 1 

Armor: 2 

Technology: 2 

Speed: 3  

Bonus Points: 3 

 

Weapons: 

Player's Choice 

 

Configurations: 

Pick any two 

 

Special Rules: 
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Cannot be Seen by the Gods 

Can Communicate with Any Godblind or Godseeed 

May Communicate with the The Free City 

 

Restrictions: 

Must Heal By Cancer 

 

Usefulness Points: 7 

 

In combat, the Godblind and their allies the Godseed can expect to face these models: 

Model: Male Warrior 

(10 points) 

Attack: 3 

Defense: 2 

Engineering: 2 

Speed: 1 

Bonus Points: 4 

 

Base Model: 

Weapons: 4 

Armor: 3 

Technology: 2 

Speed: 3 

 

Weapons: 

Energy Sword (0/Energy) 

Plasma Wave (1/Wave) 

Laser Rifle (3/Energy) 

Flamebolt (2/Energy) 

 

Configurations: 

Any 

 

Usefulness Points: 8 

Model: Female Warrior 

(12 Points) 

Attack: 2 

Defense: 2 

Engineering: 1 

Speed: 3 

Bonus Points: 4 

 

Base Model: 

Weapons: 3 
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Armor: 3 

Technology: 3 

Speed: 3 

 

Weapons: 

Energy Sword (0/Energy) 

Plasma Wave (2/Wave) 

Laser Rifle (3/Enregy) 

 

Configurations: 

Any 

 

Usefulness Points: 8 

The God's Mecha 

The gods do not pilot mecha like the Godblind.  Instead, their god powers grant them the 

ability to interface with bio-armor.  With a thought, they can call their own helmet, boots, 

greaves, and bracelets.  This bio-armor is far more powerful and customized to the battle 

strategy of each god and makes them formidable in battle. 

Liget's Bio-Armor  

Weapons: 5  

Armor: 3  

Technology: 5 

Speed: 4 

 

Weapons: 

Battle Sword (0/Impact) 

Missile Wave (0/Missile) 

Laser Rifle (3/ Wave) 

Sonic Screen (1/ Wave) 

Flamebolt (2/ Wave) 

 

Configurations: 

Heavy Metal 

Boomer 

Khali's Bio-Armor  

Weapons: 5 

Armor: 5  

Technology: 3 

Speed: 4 

 

Weapons: 

Double Energy Blades (0/Impact) 

Plasma Wave, (0/ Wave) 
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Laser Rifle (3/ Energy) 

Plasma Whip (1/Impact) 

Thunderbolt (0/Missle) 

 

Configurations: 

Heavy Metal 

Jackhammer 

Yamaraj's Bio-Armor 

Weapons: 6 

Armor: 4  

Technology: 4 

Speed: 4 

 

Weapons: 

Battle Pike (0/Impact) 

Plasma Lasso (0/Energy) 

Machine Guns (0/Impact) 

Laser Rifle (3/Wave) 

Missile Attack (4/Missile) 

Flamebolt (2/Wave) 

 

Configurations: 

Sniper 

Prowler 

Zanami's Bio-Armor  

Weapons: 3 

Armor: 3 

Technology: 6 

Speed: 6 

 

Weapons: 

Ice Katana (1/Water) 

Fire Wakizashi (0/Energy) 

Missile Pod (3/Missile) 

 

Configurations: 

Flanker 

Brawler 

Pentheus's Bio-Armor 

Weapon: 3 

Armor: 5 

Technology: 6 

Speed: 5 



 56 

 

Weapons: 

Rocket Barrage (0/Missile) 

Rocket Pistol (2/Missle) 

Guided Missile (3/Missile) 

 

Configurations: 

Berserker 

Boomer 

Mammon's Bio-Armor 

Weapons: 4 

Armor: 4 

Technology: 4 

Speed: 6 

 

Weapons: 

Plasma Wave (0/Energy) 

Plasma Net (2/Energy) 

Plasma Ejector (1/Energy) 

Plasma Cannon (3/Energy) 

 

Configurations: 

Transformer 

Assassin 

Hinden's Bio-Armor 

Weapons: 5 

Armor: 6  

Technology: 5 

Speed: 2 

 

Weapons: 

X-Cannon (3/Impact) 

Impact Cannon (2/Impact) 

Power Nunchaku (0/Energy) 

Mini-Missile Assault (1/Missile) 

 

Configurations: 

Scanner 

Supercharged 
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Archetypes 

Archetype: Godblind 

Strength: 1 

Agility: 2 

Intelligence: 2 

Will: 3 

Bonus Points: 3 

 

Skills: (9 General, 8 Preset) 

Mecha Combat 2 

Mecha Piloting 2 

Area Knowledge: Living City 2 

Pistols or Rifles 2 

Archetype: Godseed 

Strength: 1 

Agility: 2 

Intelligence: 4 

Will: 3 

Bonus Points:  2 

 

Skills: (9 General, 8 Preset) 

Mecha Combat 2 

Mecha Pilot 2 

Pistols 1 

History 1 

 

NPC Archetype: Male Warrior 

Strength: 2 

Agility: 2 

Intelligence: 1 

Will: 1 

Bonus Points:  3 

 

Skills: (6 General, 12 Preset) 

Mecha Combat 4 

Mecha Pilot 4 

Pistol 1 

Serve the Gods 2 

Unarmed Combat 1 

 

Typical Male Warrior: 

Strength: 3  

Agility: 3 
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Intelligence: 1 

Will: 2 

 

Links: 

Attack->Agility 

Defense->Strength 

Engineering->Intelligence 

Speed->Will 

 

Skills: 

Mecha Combat 4 

Mecha Pilot 4 

Pistol 1 

Serve the Gods 2 

Unarmed Combat 1 

Knife +1 

Rifle 1 

Act or Sports or Poetry or Research 2 

NPC Archetype: Female Warrior 

Strength: 2 

Agility: 3 

Intelligence: 2 

Will: 1 

Bonus Points:  3 

 

Skills: (6 General, 12 Preset) 

Mecha Combat 4 

Mecha Pilot 4 

Pistol 1 

Serve the Gods 2 

Unarmed Combat 1 

 

Typical Female Warrior: 

Strength: 2 

Agility: 5 

Intelligence: 3 

Will: 1 

 

Links 

Attack-> Intelligence 

Defense-> Agility 

Engineering-> Will 

Speed->Strength 

 

Skills:  
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Mecha Combat 3 

Mecha Pilot 3 

Pistol 3 

Serve the Gods 4 

Unarmed Combat 1 

Seduce 2 

Persuade 2 

 

Stats of the Seven Gods 

Liget 

Strength: 4 

Agility: 6 

Intelligence: 4 

Will: 3 

 

Links: 

Attack-> Will 

Defense-> Intelligence 

Engineering-> Agility 

Speed-> Strength 

 

Skills:  

Mecha Combat 5 

Mecha Piloting 5 

Unarmed Combat 3 

Interrogation 3 

Advanced Knowledge 3 

Pistols 1 

Khali 

Strength: 3 

Agility: 6 

Intelligence: 3 

Will: 4 

 

Links 

Attack-> Agility 

Defense-> Strength 

Engineering-> Intelligence 

Speed-> Will 

 

Skills: 16 Points 

Mecha Combat 4 

Mecha Pilot 4 
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Advanced Knowledge 4 

Unarmed 2 

Pistols 2 

Yamaraj 

Strength: 3 

Agility: 6 

Intelligence: 4 

Will: 4 

 

Links 

Attack-> Will 

Defense-> Intelligence 

Engineering-> Agility 

Speed-> Strength 

 

Skills: 24 Points 

Unarmed Combat 4 

Melee Combat 6 

Mecha Combat 4 

Mecha Pilot 6 

Advanced Knowledge 2 

Pistols 1 

Rifles 1 

Zanami 

Strength: 6 

Agility: 3 

Intelligence: 3 

Will: 6 

 

Links 

Attack-> Agility 

Defense-> Strength 

Engineering-> Will 

Speed-> Intelligence 

 

Skills: 20 

Mecha Combat 2 

Mecha Piloting 2 

Unarmed Combat 4 

Sword 4 

Advanced Knowledge 3 

Religion (Buddhism) 3 

Stealth 2 
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Pentheus 

Strength: 2 

Agility: 3 

Intelligence: 5 

Will: 6 

 

Links 

Attack-> Strength 

Defense-> Will 

Engineering-> Agility 

Speed-> Intelligence 

 

Skills: 16 Points 

Mecha Combat 4 

Mecha Pilot 4 

Unarmed Combat 1 

Pistols 2 

Rifle 1 

Advanced Knowledge 2 

Seduction 2 

Mammon 

Strength: 2 

Agility: 6 

Intelligence: 6 

Will: 2 

 

Links 

Attack-> Will 

Defense-> Intelligence 

Engineering-> Strength 

Speed-> Agility 

 

Skills: 24 Points 

Mecha Combat 6 

Mecha Piloting 6 

Advanced Knowledge 4 

Finances 2 

Persuasion 2 

Pistols 2 

Unarmed Combat 2 

Hinden 

Strength: 2 

Agility: 2 

Intelligence: 6 
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Will: 6 

 

Links 

Attack-> Intelligence 

Defense-> Agility 

Engineering-> Strength 

Speed-> Will 

 

Skills: 36 Points 

Mecha Combat 4 

Mecha Piloting 4 

Advanced Knowledge 8 

Mathematics 3 

Engineering 2 

Bio-Armor Repair 4 

Research 4 

Trivia 2 

Pistols 1 

Rifles 1 

Nunchaku 1 

Cooking 1 

Sewing 1 

Special Rules 

Starting Traits 

During character creation, two Traits come from the choice of the mecha's Configuration.  

The other two are selected by the player. 

Available Skills 

Godblind does not have a set skill list.  Use the skill list presented above or feel free to 

embellish as needed. 

Available Damage Types 

Godblind features the four standard damage types: Impact, Missile, Energy, and Wave 

and also allows Water and Sonic as possible damage types. 

Available Configurations 

All Configurations are available in the Godblind setting.  There are no SRS-specific 

Configurations. 

Repairing Mecha 

Mecha may only be repaired by taking essence from the cancer.  The GM will determine 

how many damage points a cancer can heal.  There is no roll needed. 
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Swapping Mecha Systems 

Near the cancer, mecha configuration maybe swapped out.  The cost of the swap in 

materials is 10 damage points that cancer might have otherwise healed. 

The Sight of the Gods 

The gods can see all…except the godblind.  They just cannot sense them at all.  Beyond 

that, the gods can see what anyone is doing and can hear any seditious comment said 

above a whisper.  Within 15 minutes of a treasonous act or seditious comment, a beam a 

light (fire from heaven) lances out from the skies and totally disrupts any organic matter 

it touches.  This causes 100 points of damage to any organic target.  Non-organic targets 

are left unharmed.  This beam cannot target the godblind.  The beam is too narrow for 

area attacks and the godblind cannot be targeted. 

 

A second beam, wider and more intense will target buildings or larger structures.  It deals 

10D of damage to anything it touches.  The beam is 5 meters long.  Any attempt to hit a 

mecha is at -4 Attack because the gods cannot find them. 

Godblind's Range 

Mechanically, everything within five meters of the godblind is invisible.   However, if the 

mecha stays stationary and fires weapons, the gods can target the mecha at -4 Attack 

dice.  If the mecha is in combat, it is not "stationary." 

 

This ability is genetic and cannot be countered with technology. 

Communicating in the Living City 

The Liberator mecha can communicate with both the Living City and the Free City using 

its com gear.  The Living City may answer questions, but will always tell the players to 

give up and ask the gods for forgiveness.  The Free City will offer advice. 

Equipment from the Cancer 

Godblind can ask the Free City to produce a cancer with equipment in it.  This can be 

anything from explosives to pistols to a new mecha.  The GM should grant the request if 

it advances the Free City's agenda. 

Unseating a God 

Should, through the course of role play, a godseed character kill her parent god, that 

player will be given the God Treatment which is a shot of some kind.  The player 

character goes comatose for six hours and awakens to find herself in perfect physical 

condition, standing two feet taller than when she started.  All scars and medical 

conditions will be gone. 

 

If the GM allows it, the player character's stats will be equal to their deceased parent's 

stats and the character will be able to use her parent's bio armor. 
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What's Really Going On? 

That's for you to decide. 

 

Now Godblind…go fight. 
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Steel Gunner 
Another SRS…it's cool.  And not done yet.  It's being playtested. 
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SRS3: The High School Mecha Anime Game 
Also not done.  This one is my fault.  I need to write it. 


