FIST’S SUIT





   Fist is a unique individual, both sadist and compassionate, he truly is both the summer and the winter. He uses his Stun Fist in most hand-to-hand combats, trying to knock out his opponent with his tremendous strength (PS 90). He rarely uses a gun but when he does it is his Destablizer Gun or his Maxi-Gun, capable of firing explosive, Glaser, or Depleted Uranium Rounds. DUC rounds adds greatly to the mass of a bullet, increasing both damage and penetration. DUC rounds double the damage of any bullet and increases its’ penetration value by +50%. His typical bullets do a regular 3d6, so a DUC round would do 6d6 and give off low level radiation. DUC rounds harm supernatural monsters as well. Glaser rounds hold the shot together in a thin shell that ruptures on impact and transfers energy to the shot causing greater tissue damage. Penetration value is a pitiful 1 but damage is impressive, 1d6x10. Glaser rounds will not penetrate normal structures such as walls and buildings. 








ARMOR


Fists’ suit is 1,200 SDC and is regenerative, 2d6 SDC per hour (ala nanites). It also has the following abilities: 





Chameleon Device: Follows the contours of the body allowing the character to blend in with the environment as per Chameleon power (not true invisibility). There is a -60% penalty if trying to spot this person. Fist rarely uses this option, as he thinks it is beneath him. Cost: $5 million. (Think Predator). 





Reflective Surface: Reduce damage from energy weapons by 40%, it is simplycoated over any normal armor. Cost: $300,000.





Shadow Cloaking Device: Cloaking device that makes the armor invisible to most sensors. Usually strikes first on first round and thereafter gets +3 to initiative. This item uses a tremendous amount of power and Fist doesn’t use it much. 





Sphere Vision: 8 additional eyes permit vision in all directions, including up and down. Adds +6 initiative, cannot be surprised! $190,000.














POWER SYSTEMS


Micro-Fusion Power Plant: All of the complications of the normal fusion system, plus miniaturization expenses to boot. Cost is $4.0 million, plus $1.0 million for every 10,000 power points. Mass is 50 kg plus 15 kg per 10,000 points. A reduced system that produces 3000 power points can be bought for $4.5 million. Reduced system mass is 55 kg. 





Battery, Small: Cost for a 1000 pphr battery is $45,000. Mass: 4 kg.





Anti Grav Hover System: This device creates a stabilized gravitic field which holds the robot suspended above any solid or liquid surface (up to 5 meters). Lateral movement is provided by a compact turbofan with a top speed of 100kph. Cost: $1 million. 














WEAPONS


Close Contact Spray: Two circular nozzels in the chest are connected to a small cluster of tanks on Fists’ back. Typically tear gas/mace, acid, or water is held. Range is 20 feet, payload: 20 shots total, ROF is 6, usually activated by Jaxx. 





Destabilizer Gun: A major weapon, Fists’ gun is only used when he faces foes with force fields. The weapon draws power from the armor and can fire a special burst of energy that will disrupt force fields and will punch a hole that is 10 + 2D6 feet wide. Range: 800 feet in atmosphere and 50 miles in space. Mega Damage: 2D4x10 MDC. 





EMP Ball: A small spherical object which interrupts all electrical synapses within any electrical equipment it is attached to (has magnetic clamp) or thrown at, effectively destroying it. Cost: $75,000 each. Two balls are located on Fists’ left arm, detachable. 





Launchable Shoulder Spikes: Fists’ right shoulder is covered in four inch spikes, 12 total. These not only look menacing but hurt when struck by bare hands, but can be launched like tiny missiles. Primary purpose: assault, secondary purpose: create a distraction. Damage is 10 MD per spike, rate of fire is one at a time or in volleys of two, four, eight, or twelve and are fired by the computer “Jaxx”. Effective range is 200 feet, penalty is -1 to strike. 





Maxi-Gun: See above for details. Rounds 20 DUC, 15 Glaser, 10 standard rounds. Range is 800 feet. Cost of gun $2,000. 





Monofilament Whip: A retracting reel of monomolecular wire tipped with a lead weight and used like a ball-and-chain. Does no damage to MD structures, but does D6xl0 SDC and victims must save or suffer a crosscut (roll lD6: on 1-4 a limb is severed, on 5 head cut off, on 6 torso cut in half). If the whip misses (or is dodged successfully), the attacker must parry his own attack roll (at a +4 bonus) or be hit. $75,000.





Retractable Forearm Vibro-Blade: 2D6 MD damage. $30,000. 





Retractable Tentacles, Type IV: 15mtr length, electrical charge doing D4, D6, D10, D12 or D20, SDC 100. Cost: $200,000 each.





Skeet Launcher: This system is unique to Fists’ suit. Located above his oversized right hand is two small “skeet” launchers, small projectiles that cause no explosive damage when they strike, but distract the target instantly when they are struck (magic users and psionicists lose their concentration immediately, spoiling spells and mind control). These skeets home in on a persons body heat and can be fired by Jaxx as well. Range is 800 feet, +5 to strike once the persons’ body signature is locked in. Four total held in launcher. Cost $4,000. 





Stun Fist: His right hand is a HUGE fist made of Adamantium and conductive of electricity. The surface of the fist deliver an electric charge at every touch. Does D6 SDC damage and a save vs. poison is required to avoid being stunned for (30 - PE score) melee rounds (minimum 1 melee). $15,000.


 











ERRATA


Automatic Pilot: The automatic navigation system has the capability to plot and control travel to any preprogrammed destination. Cost: $800. 





Bomb Detector: The unit sniffs out the vapor of a bomb - an invisible, undetectable vapor that's continuously emitted from explosives. If suspicious gasses are present in the air, an alarm light will instantly illuminate. But only when the vapor is truly explosive, will the light be joined by an audible tone. Only 2 minutes after the alarm is received, the unit is warmed up and ready to operate. A single switch then activates the system and in as little as one second, an explosive can be located. Cost: $7000. 





Bug Detector: Detects any listening devices within a 20 meter radius. Cost: $2000. 





Camera System: Tiny optical cable color camera. 3.6mm wide angle pinhole lens, low light, .5lux, IR sensitive. 12vdc, 8+hours continuous operation. Cost: $3000. 





Computer Keystroke Recorder: Simply plug this unit in between the back of the computer and the keyboard cable, and the unit will record all keys pressed on the computer. Using a state of the art mini memory chip this unit will store information until you decide to retrieve it. Cost: $300.





Detachable Remote Controlled Limb: Launchable limb which can continue to function independent of the body. Each limb can either follow a set of preprogrammed commands (prior to launch) or be mentally directed from the main body via radio command. The limb can do everything it did while attached. A separate power system must be bought to insert into each detachable limb. Optics may be added to allow the character to send a hand around a corner and see what it sees. Flight speed is 100kph with all PP bonuses still applicable. SDC is the same as the main body. Cost; $80,000.





Dosimeter: Detect radioactivity including its level within a 30mtr radius. Cost: $10,000.





ECM Decoy Probe: This probe includes an array of transmitters which are calibrated to broadcast an electromagnetic signature identical to yours. In effect this probe makes it appear as if two identical robots are in the area. Cost: $200,000.





Electromagnet: With an adjustable pulling power of up to PS 15. Cost; $50,000.





External Laser Parabolic Pickup: Simply focus the laser on any window of your target's home, office, etc. and hear what's going on. Once the laser hits the window, it instantly reflects back at the unit, which receives the returning laser signal, and gives you the audio from inside. Range of 400 meters. Cost: $600. 





Forcefield Device: Generates up to 500 SDC in the form of a shield which can be generated anywhere over the body. The SDC is continuously regenerating for up to 4 hours before requiring recharging. Fist rarely uses this ability however, as he thinks it is beneath him. Cost: $4 million.





GPS: Satellites orbiting the earth can track a person's whereabouts anywhere on earth within 10 meters accuracy. Lightweight and portable, the GPS can be detached and hidden in a jacket, briefcase, purse or backpack, to accompany you anywhere added personal protection is needed. The GPS receiver can be easily installed and can be activated by the push of a button to send out an alarm at the first sign of danger. The signal immediately alerts a monitoring station where high resolution full color maps can be viewed on a computer screen to pinpoint the victim's location in a matter of minutes. Receiving printed reports and data analysis is easy, as well as generating information to aid in the rescue. Cost: 5000.





Grappler Mags: The grappler mag is a large, metal disk, which magnetizes and demagnetizes on command, attached to a length of heavy-duty tow cable. This disk is propelled out from the robot at great speed towards its target, magnetizing itself an instant before impact, and then firmly connects itself to the metal object which it is intended to tow. The line can be drawn in or let out as much as necessary (up to the line's maximum length of 150 meters), and the disk can depolarize upon command from the ship. Cost: $400,000. 





Hardened Circuits: The ship's electrical and computer circuits have been hardened to withstand the effects of EMPs. Cost: $200,000.


 


Image Inducer: Creates 3D holographic images of self or another prerecorded image which can be broadcast anywhere within 10 meters of device. Up to 10 images. Cost: $100,000.





Intangitator: Makes the air full of electricity though while at a non lethal level does agitate the molecules within the area sufficiently to force anyone intangible to turn solid. A portable version is also available but requires a power source. Cost: $2 million.





Interfacer: Usually kept within a finger the interfacer can be slid out and plugged into any terminal allowing the unit direct access to its systems (like in Robocop). Cost: $50,000.  





Laser Targeting: The laser is located high on the desired weapon, in close proximity to the barrel centerline, yet shielded from the abuses of heavy recoil and muzzle blast. Sensory activation allows complete, effortless control of the laser's on/off mode. The laser beam must be continual, uninterrupted and of the highest output. Cost: $500.





Limited Touch System: Pressure sensitive pads are implanted in the robot's fingers, and information is relayed to a gloved feedback system. Negates the usual penalties due to lack of sensation while performing skills requiring manual dexterity. Cost: $150,000.





Loudspeaker: Amplifies voice up to 120 decibels. Cost: $2000.





Modem Sat Link: Satellite internet link. Cost: $2000.





Night Sight: Night Vision sight is an electro-optical device that intensify (or amplify) existing light instead of relying on a light source of their own. The devices are sensitive to a broad spectrum of light, from visible through infrared. You do not look "through" a Night Vision product, you look at the the amplified electronic image on a phosphor screen.  Light enters the Night Vision product through an objective lens and strikes a photo cathode that has a high energy charge from the power supply. The energy charge accelerates across a vacuum inside the intensifier and strikes a phosphor screen (like a TV screen) where the image is focused. The eyepiece magnifies the image. A Night Vision phosphor screen is purposefully colored green because the human eye can differentiate more shades of green than other phosphor colors. Like cameras, Night Vision products have various image magnifications. The distance at which a human-sized figure can be clearly recognized under normal conditions (moon and star light, with no haze or fog) depends on both the magnifying power of the objective lens and the strength of the image intensifier. The maximum viewing range of the Moonlight product is from 30mtrs to 120mtrs. Cost: $5000.





Probe: Missile type sensor probe with its own propulsion system. Flight speed is 50kph and 60 SDC. It is equipped with a standard suite of instruments to detect and analyze all normal EM and subspace bands, organic and inorganic chemical compounds, atmospheric constituents, and mechanical force properties. It also includes varying degrees of telerobotic operation capabilities to permit real time control and piloting of the probe. Finally it also has a complete set of optical equipment including IR, nightsight, thermo-imaging, etc. Cost; $100,000.   





Radar Detector: Identifies when the unit has been detected and locked onto by a radar. Cost: $5000.








Radio Encrypter: This encryption product ensures your e-mail, voice, fax, and data communications are secure. Cost is $3000. 





Searchlight: The searchlight is 6,000,000 candlepower, Night Vision and Video Compatible. The Searchlight can be remotely connected and operated at distances up to 100' from the battery or other appropriate sources. Detection of the light source is approximately fifteen degrees off the center beam axis when viewed from a distance of 500' or more. It can be fixed to a body location and given a swivel rotation. Cost: $3000.





Self Destruct System: This causes the main power source to feed back on itself and explode with sufficient force to destroy the body. Bystanders take shrapnel damage over a radius as determined by the GM. If the engine is nuclear then the damage to a city could be significant. Cost: $1000.





Standard Audio System: Stereo surround sound speaker system with full range radio frequencies including VHF, UHF, CB and ultrasound. Hearing can be amplified to x10 that of a normal human. Due to satellite link range is effectively unlimited. Cost: $25,000. 





Standard Optics: Color optical system which functions identical to human eyes. Cost: $200,000.





Thermo-imager: The unit is capable of detecting changes in temperature radiated by objects over 500 feet away. While able to sense the infrared radiation emitted by objects warmer than 0 degrees, the instrument is particularly sensitive to the heat which is radiated by humans and animals. The relative intensity of the infrared radiation coming from the object, as compared to the background, is indicated on the LED bargraph display in the rear panel. The number of red LEDs will change according to target size, temperature, and distance. Temperature changes of 1 degree centigrade can be detected. The sensitivity is adjustable to allow for use indoors or outdoors. By scanning the walls or ceilings of a structure, the unit can monitor the temperatures to indicate concealed concentrations of heat. Excessive heat in the electrical wiring or lighting fixtures can be found and voids in thermal insulation located. Cost: $3000.





Towline and Grapple Hook: Launcher with 100mtrs of cable (holds a weight of up 7 tons). Hook has 30 SDC. Can be manually launched via pneumatic launcher 9even if power goes off-line inside suit). $2000. 





Ultrasound Generator: D10 x10 to anyone with unprotected ears within 2 meters, D20 within next 10 meters, D10 within next 20 meters, D6 within next 40 meters and D4 within last 50 meters. Damage and range is adjustable. Cost; $150,000.





Voice Analysis Computer: The unit electronically analyzes a person's voice for suitable microtremors that occur with stress and deception. Instantaneously the system offers a digital numerical evaluation for the stress. Certain numbers above the speakers normal level indicate deception. This simple numerical method virtually eliminated the possibility of human error. There are no graphs to analyze and nothing to lead to misinterpretation. Cost: $2000.





Voice Controls: All or some of the robot's systems may be made voice activated. In combat this gives a +3 Initiative. Cost: $80,000.





Wall Probe: Detect and monitor sounds through virtually any surface. The probe delivers clear, undistorted sound through walls, windows, metal, air ducts, plumbing, conduit and more. Intended for bomb detection training and testing, this device can also be connected to standard recorder and other measurement equipment. Cost: $500. 





Water Flotation System: This system of air-filled cushions allows the robot deploying them to maintain a neutral buoyancy if it is forced to land in water. The cushions are filled either from compressed air bottles (in emergencies), or using the robot's life support system to provide the air. Cost: $50,000.





X-ray System Optics: When used with the Polaroid Radiographic film cassette and processor, detailed radiographs can be produced within minutes of arriving on the scene. Incoming mail, parcels, briefcases, etc. can be radiographed to ascertain the contents of such articles and identify contraband such as drugs, weapons, explosives, etc. Range of 5 meters. Cost: $30,000.











OTHER SYSTEMS


Clock Calendar: Provides a perfect sense of time. Includes a silent alarm. $1,000. 





Flare Protection: Transmits no blinding light levels. $4,000.





Gyro-Compass: Provides a perfect sense of direction (with respect to magnetic north and up/down). $1,000. 





Hurricane Jammer: It creates a jamming field in a 30 mile radius in an atmosphere and 30,000 miles in space effecting all directions around the armor. It jams all radars, radios, and all equipment that uses RF waves. Included in the jamming are all friendly forces and all equipment in fighter that is using it. An original design not available anywhere else. 





Inertial Navigator: At any time this device can calculate distance and direction to a place previously visited - both in terms of actual travel and in a straight line. $22,000.





Magnetic Anomaly Detector: Short range: 3m. Can detect the presence of borgs, bots, vehicles and other large masses of metal. Also allows the locating of wires and power sources inside walls, etc. $225,000.





Micro-Radar: A miniaturised basic radar system with a 2 km range. Easily fouled by inclement weather. +2 initiative, +1 parry, +2 dodge. $60,000. 





Microwave R/T: Requires external aerial for transmission. Only transmits in straight lines, but can be detected over the horizon (range about 50 km). $12,000.





Passive Radar: Determines direction, strength and a rough estimate of distance to transmitting radars. Also identifies it if a known type. $45,000. 





Squirt: Compresses messages into bursts lasting a fraction of a second, severely limiting the chance of interception. A squirt system is required to unspool the compressed message. $24,000. 





Ultrasonic Audio: Permits the detection of very high-frequency sounds such as stealthy footsteps, some machinery, moving clothes & equipment, and ultrasonic transmissions up to 100m distant. $11,000.





Visual Motion Sensor: Compares visual images microsecond by microsecond, taking the borg's own movement into account, and identifies things that are moving. Pretty much rendered useless by wind-blown material, such as rain, snow, leaves, etc. +4 initiative, +1 strike, parry & dodge. $26,000. 











SPECIAL


Fist’s Computer Core: Fists’ computer processor technology provides a level of computing power that is almost inconceivable to us, but the practical power of his computer is actually based upon how much he was willing to pay. The primary processor of Fists’ suit is thousands of times faster than a 400 MHz Pentium II. The main computer that runs Fists’ hideout is billions of times faster, and Earth computers can't even calculate the speed of his newest most advanced super-computers!  What does this mean? For purposes of gaming, just assume that Fists’ computer could theoretically run a program, answer a question, or perform some calculation, all immediately and with no perceptible time delay. Of course, all that processing power doesn't mean much unless the computer has the ability to store all that data. Fists’ uses a portable "data cube", similar in purpose to a floppy diskette, but these 1 cubic inch crystals weigh only 1 ounce and can store the Earth equivalent of 40 trillion terrabytes! Naturally, most of Fists’ data is not kept on portable data cubes. Why risk losing it? For that reason, all his computers come with a permanent storage crystal built into them, fulfilling a purpose similar to Earth's hard drives. In fact, Fist rarely refers to computer processors and permanent storage as separate items. Instead, he uses the term "computer core" to refer to the combined processor and built-in storage. Depending upon the purpose of the device, the storage capacity that is included in a computer core can be either smaller or much, much larger than a portable data cube. Fists’ computer processors are vastly more powerful than anything on 20th Century Earth. He invented computer chips that are constructed on the molecular and even atomic level, the multiple states of electron orbits have replaced the binary state of electric current. Instead of each single data bit having just 2 options, on and off, each data bit in Fists’ electron-state computers can have dozens or even hundreds of options corresponding to the positions, orbits and spins of the electrons in its component molecules. While any element could be used in theory, the tech ability of Fist is not yet sufficient for that. However, specially designed molecular circuitry, or molycircs, have been developed which makes the electron state computer possible. More powerful chips can be built by using molycircs made from elements with more electrons, allowing for computers that range from cheap portable computers with molycircs that usually operate with 8 data states per bit, all the way through super-computers with designer heavy metal molycircs that can recognize hundreds or even thousands of states in each bit of data but also cost millions of dollars. Some of the same advances that led to the super-fast processors can also be applied to storage devices. The fundamental technology behind Fists’ data storage involves the use of lasers operating on extremely short wavelengths, invisible to the eye, that "read" and "write" by manipulating electron states in specially designed molecular crystals. The laser "head" projects a diffuse beam but carefully manipulates it so that the computer can read or write to a huge number of molecules simultaneously, allowing for phenomenal data throughput. Combined with the specially designed synthetic crystal that properly maintains the electron states, this allows for huge amounts of data storage proportional to the cubic volume of the crystal. A one cubic inch data cube can store a trillion terrabits, where each bit has over 300 states, or in Earth's binary terms, about 40 trillion terrabytes. There is no real upper limit to the storage space that can be built into a computer core, but each 40 trillion terrabytes takes up one cubic inch of space in addition to the size of the processor and power supplies. Fists’ armored suit computer core is the size of a soda can and built into the back of the suit. The Hurricane Jamming unit and Cloaking Device cannot function without this computer operating. “Jaxx” is the advanced intelligent AI that runs the options on the suit for Fist when he is engaged in combat or unconscious. 





