THUG POWER ARMOR








ABILITIES


SDC: 800, AR 15. 





Amplified Audio: Adds +6 to initiative, +1 parry, +2 dodge. Can hear quiet speech at 100m, stealthy movement at 50m, heartbeats at 10m. $10,000. Requires at least one Ear or Audial Sensor. 





Anti Grav 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





Combat Computer: An advanced system which identifies threats, marks targets, and suggests tactics. Adds +2 initiative and strike (both HTH and ranged), +l parry & dodge. $320,000.





I/O Port.: A port and a retracting lm coiled optic fiber cable. Suitable for computer use, vehicle control, etc. Normally interfaced directly to the borg's nerve trunk, as well as an on-board computer, if any. $5,000. 





Identification, Friend or Foe (IFF) Package: Used by borgs to determine targets. The IFF package, when triggered, can call out to any other IFF unit in a 1000m radius. Only friendly units will respond. Designed to avoid friendly fire. $8,000. 





Laser-Reflective Construction: Double cost of limbs, ribcage, torso, skull. Lasers do half damage. This cannot be combined with low radar return construction.





Low Radar Return Construction: Triple cost of all building blocks (arms, torso etc., not installed systems or implants). 





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





Military Multi-Optic System: Flare protection, telescopic, low light, laser rangefinder. $40,000.





Noise Filter & Sound Enhancement System: Doubles amplified audio & directional audio ranges. $25,000. 





Palm Power Port For Small Arms: Energy weapons can be modified to accept power from a borg's power plant instead of an energy clip. $3,000.





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





Scrambler: Enciphers and deciphers message traffic. Can not be used to decipher messages for which you don't have the key. $10,000.





Short-Range Radio R/T: Range is 5 km. $2,000. 





Sonic Protection: Cuts out the audio system when sound exceeds 85 decibels. Blocks out sonic stunners, deafening explosions, etc. $3,000. 





Sphere Vision: 8 additional eyes permit vision in all directions, including up and down. Adds +6 initiative. $190,000. 





Wide-Band Radio Receiver: Requires external aerial for long range reception (300 km, otherwise about 50 km). $4,000. 





Wide-Band Radio Transmitter: Requires external aerial for long-range transmission (300 km, otherwise about 50 km). $18,000. 

















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 4.





High-Speed Rotating Wrist: When combined with fingertip or climbing claws, this doubles their damage. $50,000.





Mini-laser Turret: Located on left shoulder is a tiny turret that can rotate 360 degrees and fire upon the enemy in any direction. Damage is 3d6 per shot, range is 3,000 feet, unlimited payload, +1 to strike, number of shots equal to number of HTH attacks thug has. 





Neural Knuckles: Functions just like a neural mace: if it hits exposed flesh, the victim must save vs. poison or fall unconscious for 2D4 melee rounds. $10,000.





Pneumatic Air Gun: Located on right shoulder is a tiny air-powered turret that can fire a variety of items, few of which are lethal. 





A)Dart-sleep: A tiny dart treated with a tranquilizer will knock out a human target, and many other aliens and D-Bees as well, within 1d4 melees rounds (15 to 60 seconds). The victim will remain unconscious for 4d6 minutes. A successful save vs toxins/poisons means the victim will only be knocked out for 1d4 melee rounds! Not effective against supernatural or mega-damage creatures. 





B)Dart-poison: A tiny dart treated with a powerful poison takes effect after one melee round (15 seconds) and inflicts 1d6x10 SDC damage. A successful save vs poison means the victim suffers half damage. Not effective against supernatural or mega-damage creatures. 





C)Surveillance- mini microphone: A tiny microphone, the size of a spider, is shot into the clothes or armor of another person. He can then eavesdrop on any conversations. Transmission range is 1,000 feet, transmission life is 24 hours. 





D)Surveillance-homing device: A tiny transmitter releases an ultrasonic signal that can be followed or traced where ever it goes. It can be shot into articles of clothing, furniture, seats of automobiles, onto armor, and moving vehicles. Transmission range is 2,000 feet, transmission life is 48 hours. 





NOTES: Rate of fire is 2 per melee, range is 200 feet, 12 total darts. 











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.





Ring Lasers: Located on each leg is a tiny, rotating laser that can swivel 80 degrees to fire upon an enemy. Damage is 1d6 per blast, range is 1,000 feet, ROF equal to thug HTH attacks. Payload is unlimited.





Steam Superheating Option: When combined with the Directional High Pressure Fluid Spray and a supply of water, this system becomes like a flamethrower (superheated steam will sear flesh to the bone, and ignite petrol vapor, but little else) without doing as much property damage or starting fires. Damage is 4D10 SDC, and lasts only 1 round. $4,000.





Throwing Circle: A metal ring about a foot across with a blade on the outer edge. The blade is sharp like a saw (2d4 for normal throwing circles; not motorized or jet propelled). The unique thing about the Throwing Circle is that the blade is motorized and spins as it flies, adding an extra die to the damage. Combined with a micro-hover system and simple artificial intelligence, it is a truly impressive hand thrown weapon. Auto returns to the wielder. Cost: $10,000, range is 400 feet, damage is 1d6x10.





