TACTICAL COMBAT WALKER (T.B.W.)
Mission based Sci-Fi Mech Skirmish Rules.

Scale: 25mm or 15mm (most common scales. Other scales can be used).

The player is equipped with a T.B.W. with the following stats and weapons:

ARMOUR: 200 (max), POWER: 200 (max), WALK: 4”, RUN: 8”, JUMP: 4”

WEAPONS:
1) Heavy Machine Gun (Hvy MG) “Enforcer” RNG: 15, DAM: 5, Start MAG: 200 rnds, Max MAG: 500, ROF: 5.

2) Heavy Laser “Blazer” RNG: 14, DAM: 8, POWER USAGE: 5, ROF: 4.

3) Missile Launcher “Stinger” RNG: 18, DAM: 20, START MAG: 8, Max MAG: 20, ROF: 2.

+2 to hit at 9 inches or less.

Enforcer: Right Arm, Blazer: Left Arm, Stinger: L&R Shoulder.

The pilot has the following skills: Pilot and Gun. The player rolls 2D6+8 for each skill.

Your TBW has a radar system that can detect enemy droids up to 20 Inches away.

DOORS: Cannot be destroyed. Certain doors can only be opened by certain keys (identified by either a colour or number).

PROCEDURE:  Every turn your walker goes first, then the enemy droids.

Example actions: move, move & fire, run, run & fire, jump, rotate on the spot to face a certain direction, remain stationary, fire, open door, open door & fire, jump & fire, etc.

TO JUMP: To jump over an obstacle or on to a higher level roll 1D20 or 2D10: If roll is less than or equal to Pilot skill, the jump has been made. If roll is greater than skill, then jump has failed.

COMBAT (Gun skill): 

1: Designate target

2: Check range

3: Designate weapon & R.O.F.

4: Add/subtract modifiers from Gun skill: 

Run: -2 

Rotate on spot: -1

Jumped: -2

Dodged: -2

Stationary: +2

Stationary target: +2

Target is 2-4 inches away: +1

5: Roll 1D20 or 2D10 for each shot fired.

6: If result is equal to or less than modified Gun skill a hit is scored, if greater than modified skill the result is a miss.

7: subtract damage from armour.

8: If armour = 0, then target is destroyed.

DODGING: If either firer or target dodges while firing, then the firer has a mod of –2 to hit.

Every time a droid is destroyed, there is a chance it will leave something on the location it was destroyed, for the player to pick up.

Roll: 1D6: on a 4-6 an object is dropped and is ready to be picked up.

The object will stay until picked up (its location can be marked).

Droid type/ Object dropped

1 – Energy Unit (restores 10 Power Points).

2 – Self Repair Units (restores 5 Armour Points).

3 – Ammo Pod (40 Rounds for Hvy MG).

4 – Missile Pack (4 shots).

Energy & Self Repair units: 15 if each can be stored.

Ammo Pods & Missile Packs: 7 of each can be stored.

-------------------------------------------------------------------------------

ENEMY DROIDS:

TYPE 1: MOVE: 6” (hover – can fly over objects), ARMOUR: 15, POWER: 50, 

WEAPON: Laser, RNG: 13, DAM: 8, Power Usage: 5, ROF: 3.

Gun Skill: 10-15

TYPE 2: MOVE: 5”, ARMOUR: 15.

WEAPON: Close combat weapon, Contact Damage: 6. If droid moves into base contact with your walker, then the droid has done the damage stated.

TYPE 3: MOVE: 6” (hover – as Type 1), ARMOUR: 20. 

WEAPON: Hvy MG, RNG: 14, MAG: 100, DAM: 5, ROF: 4.

Gun Skill: 12-17

TYPE 4: (Walker – 4 legged droid): MOVE: 4”, ARMOUR: 50.

WEAPON: Missile Launcher, RNG: 16, DAM: 20, MAG: 20, ROF: 2.

+1 to hit at 8” or less.

Gun Skill: 14-19

The Gun skill, Armour & Power on the droids can be increased or decreased as the GM wishes.

WEAPON TURRET: ARMOUR: 20, Gun Skill: 12-18

WEAPON: Laser, RNG: 13, DAM: 8, Power Usage: 5, ROF: 4, Power: 70

The turret can either be in a fixed position facing one way, or have a certain degree of rotation: 45-360.

These turrets drop any type of unit, pod, or pack: roll 1D6: on 3-6 something is dropped.

Roll 1D4: 

1 – Energy Unit (restores 10 Power Points).

2 – Self Repair Units (restores 5 Armour Points).

3 – Ammo Pod (40 Rounds for Hvy MG).

4 – Missile Pack (4 shots).

----------------------------------

The gm may wish to leave a few units, pods or packs lying around in various locations (rooms, crates, etc.), but these could be well defended by either droids or weapon turrets.

CRATES: have an armour value of 5. One shot from an ‘Enforcer’ is enough to break open the crate.

