Mekton Technical System Build Sheet

Name:�SBI (Starblade Industries)- G1-HA    ‘Myrmidon’��Cost:�581.08 cp (464.86 built with Starblade Techniques)��Weight:�79 tons��Scale:�X1 (Mekton)��

Mecha Movement Statistics��Configuration�MV�Land MA�Flight MA��Mekton�-2�5�14��

	

Servos and Armor��Loc�Class�Kills�Space/Left�Cost�Class�Type�SP�Absorp�DC�Cost��Head�MdW�6�6/3�6�MdH�Beta�8�-�4�12��Torso�LtHv�14�14/0�14�Mdh�Beta�8�-�4�12��Rt. Arm�MdW�7�7/3�7�MdH�Beta�8�-�4�12��Lt. Arm�MdW�7�7/2�7�MdH�Beta�8�-�4�12��Rt. Leg�MdW�7�7/0�7�MdH�Beta�8�-�4�12��Lt. Leg�MdW�7�7/0�7�MdH�Beta�8�-�4�12��Wing�HvS�5�5/0�5�LtH�Beta�7�-�4�10.5��Wing�HvS�5�5/0�5�LtH�Beta�7�-�4�10.5��Cost: 58+93 

Weight: 58+62 (60 tons)





Shields:��Loc�Class�Type�DA�SP�DC�Absorp�Spaces�Cost�Binder�Notes��L. Arm�HS�Stndrd�-2�9�4�-�1�13.5�-�-��Cost: 13.5

Weight: 9 (4.5 tons)





Sensors:��Sensor�Type�Range�Comm�Kills�Loc�Cost�Space��Main Suite�Medium Wt�15km�1500km�2�Head�9�1��Backups�Backups�1km�300km�2�Torso�2.5�1��Cost: 11.5

Weight: 4 (2 tons)



Weapons:��Name�WA�Rng�Dmg�Sht�Kills�BV�CP�Space�Loc�Notes��Plasma Rifle�+1�9/81�5 �inf.�5�2�13.7�6.25�Hand�one hand��Laser Pod�+1�-�2�inf.�2�-�4�1�Head�Anti Missile ��Battle Axe�0�Melee�6+2�-�6�-�6.7�6.2�Hand�AP/Thrown��Heavy Missile�0�10/100�8�4�2.1�-�3.7�2�Torso���Swarm Missiles�0�8/64�1�40�2.7�-�7.5�3�Torso�Range+200%��Anti Ship Cannon�0�9/81�10�\|/�10�-�15.5�14�Wpmn���Ammo�-�-�-�10�1.55�-�7.7�3.2�Torso�HEAP��Weapon Mount�-�-�-�-�-�-�2�2�Torso�For Cannon��Right Hand�0�Melee�2+2�-�2�-�4�1�R.Arm�Quick/Handy��Left Hand�0�Melee�2+2�-�2�-�4�1�L.Arm�Quick/Handy��Right Foot�0�Melee�2+3�-�2�-�2.5�1�R.Leg�AP��Left Foot�0�Melee�2+3�-�2�-�2.5�1�L.leg�AP��Cost: 73.8

Weight: 37.35 (18.6 tons)�

Movement Systems:��System�MA�Location�Kills�Space�Cost��Thrusters�3�Right Leg�-�5�11.5��Thrusters�3�Left Leg�-�5�11.5��Thrusters�3�Right Wing�-�4�9.5��Thrusters�3�Left Wing�-�4�9.5��Thrusters�1�Right Arm�-�2�4.5��Thrusters�1�Left Arm�-�2�4.5��Cost:  51





Powerplant��Source:�Fusion��XS:�1��MV:�+2��MA:�+2��M-Pool:�-��Cost:�0.3��Control System��Type:�Virtual��M-Pool:�+33%��Other:���Cost:�0.05��Hydraulics��Space:�-1��+Melee Dmg:�+1��Lift:�X1.5��Cost:�0.1��P+C+H Cost Multiplier: 0.45 

P+C+H M-Pool Bonus(+%): 33%

P+C+H Other Notes: 



Cost Multiplier Systems:��System�Cost�Space�Special��Verniers�0.3�15�+3 MV, Weapon mated to thrusters��Space Protection�0.05�-��������Total Multiplier: 0.8

Total M-Pool Bonus(+%): +33%



Subassemblies:��System�Loc�Space�Cost�Notes��Cockpit�T�1�0�Armoured, with Escape Pod��Maneuver Pod�T�0�2.5�Escape Pod, 1 Kill��Lift Wire�-�-�0.1���Anti Theft�-�-�0.2�Key Pad code to get in and to start��Spotlights X4�head�0�0.8���Fuel�-�-�-�Free, 1000km��Cost: 3.6

Weight: 1 (.5 ton)



�

Final costs��Base Weight:�85.6��Fuel Weight:�8.56��New Weight:�94.16��Base Cost:�314.4��Cost (after Multipliers):�565.92��Efficency (        tons):�15.16��Cost (w/Efficency, links):�581.08��Final Weight:�79 tons��Remote Cost (Total for All):���Command Armor Cost:���Scale:�X 1��Scaled Cost:���Scaled Weight:���(w/Command Armor):���

Notes:  Well, when Lars offered me the chance to give this thing a shakedown I jumped at the chance. From all I had heard it was the hottest thing in all of space at that point. Everyone was saying the Myrmidon was going to put all the other suits in their place. I don’t know about that, but I will say the other HAs out there better watch their butts.

    The first thing I think any pilot is bound to notice it that cockpit. Bunch if different names for it, but I like ‘fishbowl’ the best. Heard that is what the lady who designed it calls it. Anyways, you enter the cockpit through a hatch in the chest, no head cockpit in these baby’s. The hatch is reassuringly thick, and opens with a combination. Damn pad is hard to get at though so I think I’ll just leave it unlocked. Anyway, you kind of have to spin about once you get the hatch open, reach up, grab these bars, and pull yourself up, into the seat. All right in low gravity situation, but in normal gravity, pilots without a lot of upper body strength might find it hard to get into their suits. Easily solved though, more push ups for pilots.

    Anyway, once you’ve got yourself pulled into the seat, the seat tilts up, so you don’t have to worry about falling any longer. Once you release the handholds, the seat pulls back into the fishbowl, locks into place, nice and secure. Most of the controls are on your arm rests, real easy to get at, with a forward panel that swings into place once you’ve got yourself all nice and settled.

    After I had done this the first time, I was sitting there, wondering what was what. No one had explained the fishbowl to me, so I wasn’t up to speed on it. I’m sitting in the spherical space, the interior covered by these odd, gray tiles. Then Dr. Lars is chatting on my head set, telling me to begin power up procedures.

    So I do as he says and then, a few seconds later, bam! I’m hanging up midair, looking all around me, trying to figure out where the mech went. You see, the fish bowls interior is covered by high definition flat screens. You got a true three hundred and sixty degree picture of what is going on around you. Look behind you, you see what is behind you, look below your legs, you see what is below you. Wild really, but that first time I was more than a little freaked out.

    After I calmed down a little I began to appreciate the fishbowl. Not only can you see three sixty, but wherever you look, the computer tracks you and puts up the sensor data and all that close to where you are looking. Handy, but it can get a bit cluttered. I talked to the Doc about this and he reprogrammed the software. No I choose what info I want to jump around, and the rest remains at the front.

    He also added in a faint sort of outline that shows you where the parts of your suit are. It does not interfere with vision and it sure helps in tight quarters. It also makes me feel a little better. That feeling of just floating, with nothing around you, it can get a bit scary, as it were. I think pilots getting use to this thing are going to get a bit freaked at first.

    Well, after a while I got use to the cockpit, so, I started working out the rest. Out in space I got to give it a hard ride. What can I say. I’m hooked. This thing is fast. Oh, not as fast as the interceptors or the soldiers, but faster than you’d expect her to be. She just motors, and handles well, for such a monster. No complaints there, though the way they got everything hooked up, you start loosing thrust, you also start getting sluggish. Nothing you can really do about it, but I think I’ll do what I can to keep from getting hit, not matter how tough this armour is.

    The Plasma rifle is nice, nothing special, but not having to worry about ammo gives makes things easier. Same goes for the laser pod. Takes missiles down real nice. Hear they might be adding another antimissile system to this thing, putting it in the shoulders. Wouldn’t say no to that. Missiles can spoil your day big time.

    Not much in the way of missiles for this thing, but I like them. They’re dumb, but that’s okay. I figure I’ll use the big ones against ships, nice, easy to hit targets anyway, and use the swarm pack to saturate an area before I go in with the plasma rifle.

    When it is time to get up close, that battle axe does the trick. We set up a couple of old mining suits with a lot of boiler plate bolted on just to make them a little tougher, but that thing just went straight through them. And you can throw it as well. The first time any enemy sees that they’ll be pretty surprised, and then I figure they’ll be pretty dead. What can I say. I like it.

    The shield on the left arm is nothing special, but it is big and you can swing it about nicely. Probably will come in handy every now and again.

    As for the antiship cannon, well, it will probably do its job well enough. That’s all I’d ever use it on, unless I was really desperate. I’ve got lots of other choices after all.

    Speaking of other choices, you should see what the feet of this thing can do. They’ve been shaped so that they cut through armour as well as the axe. You kick something with one of these things, odds are they are going to feel it bad.

    As for the rest, well, I’d like some more fuel, but I guess you can’t win them all. Also the clips they put on the rear of the shield to hold the rifle when you are not using it kind of suck. After putting the rifle in them, and pulling it out several times, they started giving me grief. Twice the weapon fell out, and once I couldn’t pull it free.

    Lars tells me it is a minor problem and will be easy to fix. I hope so, otherwise that little problem could cause some major inconveniences.

    After five days of putting Myrmidon through its paces with a vengeance, I have found no real problems with it. It is a good suit and I have no complaints. Well, perhaps one. It has not been designed to work underwater, or in any other adverse environments. Lars tells me that while such modifications can be made, they won’t be used on all suits. It’s a matter of saving money. A little disappointing, still I hope to be assigned one.

     -An excerpt from the pilot log of Geoffrey Lin, Charybdis test pilot.


