The Tech master’s hand book

This guide is designed as a resource for aspiring Techies and Arbiters. Building stuff in Mystech can be one of the most rewarding and one of the most difficult experiences in the game. This guide will hopefully make that process an easier one for both Players and Arbiters alike.
Projects

In Mystech, Projects are tasks that require more than a few minutes time. Usually a project is required to build some new technology or an item that is needed by the party. Sometimes a Project will be required to advance the story or overcome a challenge. Different types of Projects can be performed by different specialties but none use them as much as Characters from the Technical Stream.

Every project requires the use of a single skill and takes 4 hours to perform. Occasionally a Project might require that the Character know more than one skill to perform (such as creating a Cyber Weapon which requires both Augment Engineering and Weapon Engineering), in this case it is required that the character performing the Project knows all the Skills needed, but only a single Skill Check is made, the Player can choose which Skill to make the Check for (usually the one with the lowest DF or the highest level).
Complex tasks require multiple Projects. Building an Exo-System, for example, requires two projects, one to build the chassis and a second to build armour for it. The more complex the final result is, the more Projects that will be required to build it. 
Most Techies will be tempted to try and build forever without sleeping or eating. The maximum number of projects that can be built in a single day by any Character is 3. Three 4 hour blocks of time can be spent working on projects after that the builder is just too mentally drained and physically tired to build efficiently.
The cost of building Projects varies based on the items that are built, the Materials used, and market factors. In general any of the equipment that is listed in the equipment section of the book can be built for ½ of the listed price. Many items that Techies would like to build are not in the book however and in these cases the cost to build them can be found in the Skills section of this guide. Materials can also impact the cost of building so be sure to choose which materials are going to be used to build a project wisely.
Designing a Project 
Whenever a Tech Specialist wants to build something Projects will have to be designed. For items from the book this is quite easy just determine how many projects it will take, and what skills are involved and you’re done. For Projects that are not in the book it takes a little more planning. To make the planning easier break the project down in the following structure:
Object: What is being built

Key Skill(s): What Skill(s) the Engineer has to know in order to build this project. For projects that require more than one Skill either Skill can be used to build the project (DF Check and Level of the project is based on one of the Skills) unless the arbiter says otherwise.
Description: Define what the Project will accomplish in plain English, be detailed.

Game Stats: Determine what the actual Game Effect will be from the Description. 
Materials and Cost: Work out what materials are needed and how much they will cost. The price is usually set by the Arbiter and should reflect the power of the technology. A standard starting place is 500 Chips per level for anything with a significant combat effect (like DR, RF or targeting). Items with less powerful effects (like enhanced movement, very specific uses or non combat effects) usually start at 250 chips to build. Very powerful items (things that grant extra actions have the ability to stack with other bonuses or provide a spectrum of bonuses) can cost up to 5,000 chips per level or more to build.
Number of blocks: Determine if this is a powerful or complex item requiring multiple projects to build. 
Sample project

Object: Personal Deflector Field

Key Skills: Field Engineering

Description: An E-cell Powered Energy Deflector Field that Professor Gizmo can wear in combat ready slots.
Game Stats: Standard Energy Deflector Field, 1 Energy RF per Level. Duration = 25 seconds per Drain. 

Size: Size level 1 per level

Materials and Cost: Equipment Salvage or Nano Materials. Field cost 5000 per level, E-Cell cost 500 per level

Number of blocks: 1
Building and Upgrading with the Level Pool

Advanced Characters can build and upgrade projects using the concept of a Level Pool.  The way this works is that in a four hour block the character can put a number of levels equal to any Technical Skills Level into the Level Pool. The Levels in the Pool can be spent on building or upgrading items. 
Building items cost a number of Levels equal to the items Level. For example, in a single block, a Specialist with Implant Engineering at Level 7 can build:

· 7 Level 1 Implants or 

· 3 level 2 Implants and a Level 1 Implant or

· A Level 4 Implant and a Level 3 Implant or

· A Level 7 Implant
 Upgrading an item costs a number of Levels equal to the difference between the item’s starting Level and its final Level. For example, in a single block, a Specialist with a Level 7 skill can upgrade:

· 7 Level 1 items into level 2 items or
· a Level 3 item and a level 4 item into level 7 items or

· a Level 1 item to a level 7 item and have one point left over
Upgrading item’s simply raises their level and is only worthwhile on projects where being a higher level has some beneficial effect (Targeting being the most obvious example). The maximum Level that an item can be upgraded to is equal to the maximum Level that the Character would normally be able to build the item at.
Upgrading and building can be done at the same time as long as only one skill is used.  
Using The Level Pool Characters can build Multiple low Level Projects in a single 4 hour block, this is really cool for building things like low Level Exo-Systems and Vehicles that take multiple projects to build.

Size, Weight, AC and Quality of Unique Items

Many Projects will create items that have stats for their size, weight, AC, and such already in the equipment section. However unique equipment will require the player and Arbiter to assign it these values. The following guidelines can be used to generate those stats:

· Unique Equipment that does not have stats in the book has a base AC of 1/level of the skill used to create it and a base RF of 1 at levels 1, 4, 7, and 10, of the skill used to build it.
· Any items or systems made from Nano Materials gain a +1 bonus to AC and RF at levels 1, 4, 7, and 10 of the skill used to create them. This does not include Body Armour, Vehicle Armour, Exo Armour, or Implant Armour of any type.

· Any items or systems made from Scavenged Materials that would normally have an AC have a DC instead and have no RF. This does not include Body Armour, Vehicle Armour, Exo Armour, or Implant Armour of any type.

· Portable Items weigh 1 pound per level and are small at levels 1-3 medium at levels 4-6 large at size 7-9 and giant at level 10+
Materials

Building items requires Materials. Materials can be gathered, bought, or created depending on what resources are available to the Techie. There are different types of materials and within those different types there are often subsets of materials that are useable for specific groups of Projects. The different types of materials in Mystech are:
· Salvaged
· Scavenged
· Recycled

· Nano

· Raw

Salvaged Materials – Using the Salvage Skill Characters can pull salvage from ancient crypts, caches of long forgotten technology and trashed or broken equipment. Salvage is always given a monetary value. Salvage will have a specific type associated with it depending upon where it was found. The different types of salvage are:
· Weapon Salvage – useable to build weapons and armour

· Implant Salvage – useable to build Implants and Medical Devices

· Mystic Salvage – useable to build Mystic items

· Equipment Salvage – useable to build everything else
Scavenged Materials – Technical Specialists have a special Skill called Scavenge Materials. This Skill allows the Specialist to collect Materials from the environment around them. The Materials gathered with this Skill have no monetary value. Items built with Scavenged Materials have no monetary value and cannot be used by non Tech Specialists. Scavenged Materials come in the same types as Salvaged Materials: Weapon, Implant, Mystic, and Equipment. When the Specialist begins Scavenging they declare what type of Material they are hunting for and that is the type that is generated.
Recycled Materials – Characters will often want to build new stuff out of fully functioning equipment that they find. An example of this is the Weapon Engineer that finds a pile of knives and wants to turn them into a sword. Recycling equipment is a good way to turn captured gear into party friendly items without having to go through the process of selling it then buying building Materials. Recycled Materials are Salvage of the type required to build the item that is recycled and are valued at half of the items value. For example a Projectile Pistol has a value of 500 Chips it can be recycled for 250 Chips worth of Weapon Salvage.
Nano Materials - Nano-Materials are easy to make and require very little time and energy on the part of the engineer.  Nano-Materials are used extensively in the construction of High-Tech devices like energy weapons, Hover-Vehicles, High-Tech armor, Slick Cybernetics and Exo-Systems.  The Nano Materials are created on a per project basis and require advance knowledge of what they will be used for in order to create them. In other words Nano Materials are created for a specific Project (of the creator’s choice) and can only be used for that Project. 

In one 4-hour block a Nano-Engineer can create enough material to build 1 level of any High-Tech Project for each level of their Nano-Engineering Skill.  The Raw Materials required to build Nano Materials are commonly available and cost 100 chips per level. The process breaks down like this:

· The engineer decides that he is going to build a level 10 Rifle.

· He uses his level 10 Nano Engineering Skill to create 10 Levels of Nano Materials for this project, they cost him 1000 chips total. This takes a 4 hour block.
· He then spends another 4 hour block and Uses his level 10 Weapon engineering Skill to build the rifle.

Raw Materials – These are the most basic materials an engineer can utilize. They are commonly available and cheap. They include things like blocks of aluminum, copper ingots, yards of fabric, wood, charcoal . . . etc. Raw Materials are everywhere and are used in the construction of simple and low tech items. High tech items and Projects that are higher than Level 4 cannot be built with raw materials. In general Raw Materials cost 100 chips per level of the Project and are used for non technical projects like, Sewing, Metal Working, Structural Design and Construction and other Trade and Domestic Skills. Raw materials are also used to create Nano-Materials.
Skills
Each Technical Skill has a variety of Projects that it can produce. Many of these projects are discussed in the Skills section of the Mystech Rules. It is recommended that you first familiarize yourself with those rules as many of the basic functions of the Skills are there and will not be repeated here. This section will attempt to make clearer the procedures for building equipment that can be found in the equipment section as well as providing guidelines for upgrading and creating unique equipment. It is impossible to anticipate every imaginable Project that a creative Player will come up with. Hopefully the rules and guidelines to follow will give Arbiters and Players alike enough of a structure to work with, that they can work out what Skills, Materials, and timeframes are required to build any given piece of equipment.
Implant Engineering

Implant Engineering XE "Implant Engineering Skill" , (HT)

Requires Medical Doctor: level 3. 

At level 1 this Skill allows for the repair of damaged Implants, and the ability to replace and reconfigure previously installed modular Implants.  Note that damaged Augment Armor can be repaired back up to full AC in 1 4-hour block (25 Chips worth of Materials per AC).  Characters that have raised this Skill to level 4 or above can design and construct Cybernetics, and at level 7 or higher Characters can design and build, (grow,) all other Implants, given the appropriate tools, and supplies.  Characters cannot build or design Implants that are a higher level than the level they know this Skill at.  DF = 17

Cybernetics are generally straightforward to build with some notable exceptions.
Cybernetic Weapons – these Implants require that the builder know both the Implant Engineering Skill and the Weapon Engineering Skill. Both Skills must be at least Level 4 in order to build Cybernetic Weapons. Building the Cybernetic weapon is a single project that follows the same process as building a weapon with the Weapon Engineering Skill. When determining the maximum Level of the project that the Engineer can produce, the player can choose either their Weapon Engineering Level or their Implant Engineering Level (whichever is higher).
Cyber Link – This nifty little Implant comes in two parts: one that is implanted in the Augment and the second that is built into a weapon. The first part, the Implant, requires an Implant Engineering Project to build. The second part, the weapon attachment, requires a Weapon Engineering Project to build. Both Projects are Level 4.

Cybernetic Multi-tools – These require multiple Projects to produce. The first Project is an Implant Engineering Project that produces the Cyber multi-tool with only the basic options. The size of the multi-tool is determined by the player and is limited by the level of their Electronics Skill (Electronics Level1 = small, Electronics level 4 =medium, Electronics level 7 = large, Electronics Level 10 = oversize). The Cybernetic Multi-tool uses normal Multi-tool Options that can be built as additional, individual projects, using the appropriate skills (i.e. Electronics or Mechanics not Implant Engineering)
Cybernetic Augment Armours – Require the Armour Engineering Skill and the Implant Engineering Skill equal to the Level of the Implant to build. These Armours can be repaired with Armour Engineering Skill and can be modified with the nano engineering skill (ASM or Regenerative plating). A single Project is required but the DF check can be rolled against either Implant or Armour Engineering.
Deflector Field Generators -  These handy Implants require the knowledge of both Field Engineering and Implant Engineering at the appropriate levels. They require a single project to build and the check can be made against either Skill.

Targeting Systems – This implant is built with Implant Engineering. Specific knowledge of Electronics is not required, nor does it confer any benefit to Cybernetic Targeting Systems.
New Style / Slick Implants – Can only be made from Nano Materials.
Body Armor Engineering

Body Armor Engineering XE "Body Armor Engineering Skill " , (HT)

Requires Mechanics: level 3.  

At level 1 this Skill allows Characters to repair the Armor Capacity of any Body Armor, given appropriate materials, and a Tool Kit.  Damaged Body Armor can be repaired back up to full AC in 1 4-hour block. Repairing Body Armour requires 125 chips of Weapon Salvage, or Raw Materials  and a DF check. At level 4 this Skill allows Characters to modify or produce personal Body Armors, Flight Suits and Space Suits. The protection new armour provides is based on the Skill of the engineer.  The engineer can build armor with a maximum of 3 AC per level and 1 RF per 3 levels. It requires 125 chips worth of Weapon Salvage or Nano Materials  DF = 15 

Building body armour is pretty straight forward as long as it is basic armour with AC and RF only. AC 3/level RF 1 at levels 1, 4, 7, 10, 13 . . . etc, can be built for a single project. As soon as the Engineer deviates from that, however, things get a little more complicated. Body armour can have a lot of useful additions and add-ons, but there is a line at which body armour becomes an Exo-System and Exo-System Engineering is a different Skill. So what is allowed and what is not allowed for upgraded body armour?
What can be built into Body Armour 

· Maximum AC 3/level RF - cost of Building custom Armour is 125 chips per level. Example: Level 7 armour (AC21 RF3) costs 875 to build (125X7).
· Standard EBA features with a maximum PR of 1 per level of the Body Armour Engineering Skill. The cost of adding this to armour is 100/level.
· Can have Optics packages - maximum of 1 upgrade at levels 1, 4, 7, 10 of the Engineers Electronics skill building these into armour costs the listed book price for Binocular sized optics.
· Can have built in storage - pouches, pockets, backpack etc. Any number of storage containers can be added for 10 chips each.
· Built in Combat Ready Slots – maximum of 1 Extra weapon ready slot over the normal allowed for that size at levels 1, 4, 7, and 10 of the Engineers Mechanics Skill they can be added for no additional cost.
· Small pieces of equipment such as Grapples, Uni/Multi-tools, Flashlights, Loud speakers, computers . . . – Each Device uses up a Combat Ready Slot and is considered combat ready. These cost book price where a price is available otherwise they cost 500/level.
· Jump Boots - plus 1 to move at levels 1, 4, 7, and 10 of the Body Armour Engineering Skill once per round. Cost 1,000 chips/ point of Movement.
Only in Exo-Armour 

· Bonuses to Attributes

· Bonus actions

· Strike or Defend Bonuses 
· Movement bonuses (aside from jump boots)

· Weapons

· Fields

· Variable or Exo-system options

Building basic body armour is a single project to build. As expected, creating armour that is not straight AC and RF takes a little longer. Specialized armour takes two projects to build. The first Project is the Armour, and the second project adds the upgrades. The maximum number of upgrades that can be added in a single, four hour block is equal to the engineers Body Armour Engineering Skill. So a character with Level 7 Body Armour Engineering could build AC 21 RF3 armour that had seven items from the bulleted list above built-in (Standard EBA with PR 7, 2 optics packages, 2 extra Combat Ready Slots, Jump boots and a head light). It is possible to upgrade existing armour it takes a single Project to upgrade the armour as described above.
Electronics
Electronics XE "Electronics Skill " , (HT)

This Skill provides the understanding and ability to maintain, and repair any basic electronic system, including computers.  At level 4 This Skill provides advanced theoretical and practical knowledge of complex electrical systems, such as computers, communications systems, optics and security systems to name a small cross section.  Characters with Electronics at level 4 or above can design and construct such equipment.  By using electronics, firearms, (Pistols, Cannons, and Rifles), can be upgraded with additional targeting.  This targeting provides +1 to Strike per level of the Electronics Skill.  Weapons that already have targeting can be upgraded to the level limit of the technician building the upgrade.  Targeting Systems for vehicles and Exo-Systems are also built with this Skill at the same rate of 1 level of targeting per level of the Skill.

DF = 14
Along with Mechanics and Science this Skill forms the base of all Technical Specialist knowledge. Some of the Equipment section of the Mystech Rules can be built using Electronics alone. Many Projects that aren’t strictly Electronics Projects will be tied to the level of this Skill in some way or require it as a prerequisite to build. The following is a list of equipment taken from the Equipment Section of the Mystech Rules that can be built in a single project with Electronics:

· Communications Equipment – all entries in this section can be built with Electronics.
· Telemetry and Electronic Counter Measures – all entries in this section can be built with Electronics.
· Espionage Equipment – everything but the Disguise Kit can be built with Electronics.
· Sensor Systems – all entries in this section can be built with Electronics.
· Computer Systems – can be built with Electronics.
· Multi-Tools and the Multi-Tool Options: Hard Port, Soft Port, Variable Port, Emergency Transceiver, Flash Light, Homming Beacon, High–Tech Lock Card, High-Tech Lock Opener, Digital Video Camera, Holo Recorder Projector, Glasses I/o Port and Data Gloves, Computer Upgrades, Universal Translator, Laser Cutting Tool, Radio, Satellite Uplink, Radio/Cell Scrambler, Personal Bio Remedy unit (requires Medical Doctor), Micro Shelter, and Auto-Mapper  – can be built with Electronics.
· Biotronic Medbed - requires Medical Doctor and Electronics to build.
· Dermal Synthesizing Chamber - requires Medical Doctor and Electronics to build.
· Personal Bio Scanner - requires Paramedic and Electronics to build.
· Portable Dermal Synthesizer - requires Medical Doctor and Electronics to build.
· Virtual Surgery Unit - requires Medical Doctor and Electronics to build.
· Exo System Options – Exo weapon E-Cells, Exo Weapon E-Cell Packs and Power Cables – can be built with Electronics.

E-Cells

E-Cells are the engines behind most high technology. They are tiny micro fusion generators that supply a virtually endless source of clean reliable power. E-Cells are created with Electronics. For simple out of the book equipment, understanding how much power an E-Cell can generate isn’t required. They simply do what they do. For Tech Specialists though, understanding how much an E-Cell can power and for how long, is important, as Techies often want to go off the rails and make their own crazy inventions. 

Each level of E-Cell  has 12 “Charges”. A Charge can power one level of equipment.  When the charges are expired the E-Cell is useless until it recharges. This is the most important concept to understand about E-Cells. Below are some examples of how this works and what it means when creating projects. 

· A Level 1 Energy Pistol can fire 12 shots from a Level 1 E-Cell before it needs to recharge.
· A Level 3 Energy Pistol could Fire 4 Shots from a Level 1 E-Cell before it needs to recharge.

· A Level 12 Energy Pistol could Fire 1 Shot from a Level 1 E-Cell before it needs to recharge.
· Tobias the Tech Master builds an E-Cell Powered Energy Bridge. The Arbiter and Player decide that an Energy Bridge is a Field Engineering Project that can create a Bridge that covers a 10’ long and 3’ wide area per level and lasts 1 minute per level. Tobias Builds a Level 6 Energy Bridge. It is 30’ long and 6’ wide and lasts 6 minutes. This Project will drain an E-Cell of 6 Charges every 6 minutes. A level 1 E-Cell has 12 Charges that recharge every 5 minutes so a level 1 E-Cell would be enough power to sustain the Energy Bridge indefinitely. 
· Sarah the Tech Specialist builds a pair of Rocket Boots. The Boots are a level 5 Project that give her +5 to Combat Move for 1 Round. A Level 1 E-Cell could Power the boots for 2 rounds. After that there would not be enough energy left (2 Charges) to power the Boots (Level 5) so they would shutdown until the E-Cell was changed or it recharged over 5 minutes. If the boots were designed to take a Level 5 E-Cell then they could burn for 12 rounds before needing to recharge or reload.
The number of Charges an item sucks out of an E-Cell for its effect is called the Drain. Durations of effects that run off of E-Cells should be specified in a per Drain manner such as, “one shot per Drain” or “5 seconds per Drain”. The Drain is always the item’s Level in Charges (a Level 3 item Drains 3 Charges per use, a level 7 item Drains 7 charges per use etc.).  Any effect with a duration of 25 seconds per Drain will be able to run continuously on an E-Cell of an equivalent Level. 

Not all equipment requires a separate E-Cell to run. Most of the electronic equipment in the book has a built in power source. E-Cells need to be built separately from equipment (i.e. as a separate Project) only if the Arbiter deems that the equipment is powerful enough to warrant the extra Project, if there is a clear precedent in the existing equipment found in the Equipment Section of the Book, or if the Techie wishes to extend the duration of a devices normal functioning time. 
Targeting
One of the Projects most often created with Electronics is Targeting for Firearms and Weapon Batteries. 
Creating targeting for Firearms is takes a single project.  Mounting Targeting onto a Firearm takes only a few minutes but it requires an Electronics Skill equal to or higher than the Level of the Targeting. Targeting for Firearms is fairly basic at low levels, at higher levels it becomes quite complicated incorporating HUD elements, gyro controlled aiming assistance, airspeed compensators and other technological wonders. 
Only a single project is required to create Targeting for all the platforms on an Exo-System or Vehicle. Mounted targeting is similar to Firearms Targeting but incorporates more robotic and auto-aiming elements.
Bypassing locks with Electronics is possible assuming that the lock is activated electronically (key pad, card swipe, retinal scan etc.) This is different than using the Rogue Skill, Pick Locks, in that it destroys the lock in an obvious and irrevocable way. The Electrician must make a DF check modified by the level of the lock if the check is successful then the lock is opened but destroyed, if the check fails then the lock is just destroyed but remains locked.
Exo-System Engineering
Exo-System Engineering, (HT)

Requires Electronics and Mechanics: level 3.

When a character learns this Skill at level 1 it allows them to repair damaged Exo-Armour, and to replace and configure Platforms.   Damaged Exo-Armors can be repaired back up to full AC in a single 4-hour block (this includes repairing and/or rebuilding all damaged platforms on the Exo-system, but does not include any Weapons or Options).  This Skill also allows for the upgrading of existing Exo-Systems with Exo-Systems Upgrades, (e.g. Optics), and Exo-Systems Options.  In addition, the character can add or remove weapon batteries, deflector fields and other mounted systems onto or off of Platforms.  In a single 4 hour block 1 option or platform can be added or removed per level of this skill.  
At level 4 Characters can design and construct Exo-Armour with the appropriate supplies. In order to do so the character must have a suit of Body Armour. They then upgrade the armour to have ALL the items from the following list:

1 Weapon Platform per level

1 Multi Purpose platform per 2 levels (rounded up)

1 EU per level on each platform

Platform AC equals 2 per level of the Exo-system Engineering Skill

+2 AC per level. 

+1 to RF at levels 1,4,7,10

+1 to size level at level 7

+1 to stealth DF per level

The cost for upgrading body armour into Exo Armour is 500 chips worth of Weapon Salvage or Nano Materials per Level.
DF = 17

The Pilot Stream is one of the most complimentary streams for the Technical Specialist. The ability to build and customize Exo-systems is one that can greatly improve a Techie’s combat stats. 

Building standard Exo-systems is very straight forward: one Project to add the Exo-system to any Body Armour. After that the exo-system will be fully functional, with all the standard features. All the Platforms are empty.  The cost of building an exo system is 500 chips per level. Exo-systems require nano materials or Weapon Salvage to be built.
Any variable system option can be built with this skill provided it is built into an exo-system. Any exo-system option can be built using this skill.

Platform Super Charging allows Tech Specialists to increase the rate of fire on one platform at the expense of another. Weapon Platforms can only fire their weapons twice a round before needing to recharge. By removing a platform and shunting it’s power to another, the Techie can enable it to fire two additional times (a total of 4 shots per round). As many Platforms can be removed and have their power rerouted as the Techie pleases. This can be done when the Exo-System is built or as a single Project later. This Upgrade requires no extra materials.

Exo-engineers with at least Level 7 Engineering can combine Exo-System Platforms. Any number of platforms can be combined but the final Platform’s total number of EUs is reduced by the number of Platforms that were combined.  Examples:


Three 3 EU platforms make a 6 EU platform


Two 5 EU platforms make an 8 EU platform


Four 4 EU platforms make a 12 EU platform

Combining Platforms can be done when the Exo-system is built (this requires no additional Projects) or, as a single Project it can be reconfigured afterwards (this requires the platforms to be emptied first of course). The remaining platforms still follow the normal rules for platforms (specifically regarding Targeting and rate of fire). Exo Hands cannot be built on combined platforms. This upgrade requires no Materials.

Exo-engineers with at least Level 7 Engineering can increase the Attribute bonuses granted by Exo-systems. +1 per Level of the Exo-Engineering Skill can be divided any way between the Agility and Physical Strength bonuses provided by Exo-system. This is a single Project that costs 250 Chips per Level in Materials. 
Exo-engineers with at least Level 7 Engineering can increase the AC of exo systems. During the second Project when the Exo-system is built, or as an upgrade project after the exo-system is built, the AC can be increased. Up to 1 AC per level of Exo-system Engineering can be added to an Exo-system.

Level 10 Exo-Engineers can overload Platforms by adding additional EUs. 1 EU can be added to each platform. It takes a single Project to overload up to all Weapon Platforms or up to all Utility Platforms. Overloaded Platforms cannot be combined but combined platforms can be overloaded. This project requires 500 chips of materials per EU added.
Field Engineering
Field Engineering XE "Field Engineering" , (HT)

Requires Science level 3.

The knowledge of repairing and building Deflector Field Generators.  Only repairing is possible if this Skill is 3rd level or lower.  At level 4 this Skill allows Characters to produce both Kinetic and Energy Deflector Field Generators.  An Engineer with this Skill at level 4 can build a level 2 Deflector field.  Every three levels beyond the fourth allows the Field Engineer to add 1 to the maximum size field that can be built (+1 at level 7, 10, 13, 16 . . . etc.).  Other fields, (e.g. stealth fields, environmental fields, security fields etc.), can also be built using this Skill.  It is also possible to create field ‘lenses’ instead of the regular sphere shaped fields, as well as to use these lenses in field arrays to create fields of any shape.  

DF = 17

One of the most versatile Technical Skills available, capable of producing a variety of effects, this skill is also one of the most difficult to adjudicate. There are countless different applications for this technology, so one of the more difficult tasks for Players and Arbiters is to determine when Field Engineering is the correct Skill to use for a given Project. As a rule of thumb; if a project affects Time and Space or it features an energy based area of affect, then it is likely a Field Engineering Project. (note: effects that are not energy based  but are more physical, are likely Nano Engineering or Mechanics Projects).
Personal Fields
Sooner or later every Technical Specialist that knows this Skill is going to want to create a Personal Field of some type. Personal Fields differ from Fields that are mounted on Exo-systems, Vehicles, Multi-Weapons, and Augments in two specific but important ways: First they require power, and second they require space. 
Personal Fields Require E-Cells to run. Building these E-Cells is a separate project. The power requirements of Personal Fields are based on the Level of the Field. For more information on power and E-Cells see the Electronics Section above.
Personal Fields occupy Combat Ready Slots. The number of Combat Ready Slots that a Personal Field takes up is based off of the level of Field . The maximum number of personal fields that can be worn at one time is 2. 
Sample Field Engineering Projects
Object: Personal Cloaking Field
Key Skills: Field Engineering
Description: An E-Cell Powered Cloaking Field that a Character can wear in combat ready slots.

Game Stats: Cloaking Field, -1 to strike the wearer at Levels 1, 4, 7, and10 of the field. The wearer is subject to visible cloaking making them difficult to see. They are clearly visible through Thermo Imaging Optics and Heat Vision. Duration = 25 seconds.
Size Level: 1 + 1 at levels 4, 7, and 10.
Materials and Cost: Equipment Salvage or Nano Materials. Cost 500 per level.
Number of blocks: 1
Object: Personal Repulsor Field
Key Skills: Field Engineering
Description: An E-Cell Powered Repulsor Field that a Character can wear in combat ready slots, that allows him to levitate.

Game Stats: Allows vertical movement (up and down only), up to 100 feet high per Level of the field. Duration = 50 seconds per Drain. 

Size Level: 1 + 1 at levels 4, 7, and 10.

Materials and Cost: Equipment Salvage or Nano Materials. Cost 250 per level.
Number of blocks: 1
Object: Personal Jump Field
Key Skills: Field Engineering

Description: An E-Cell Powered Teleportation Field that a Character can wear in combat ready slots, that allows him to Teleport short distances.

Game Stats: Allows movement in any direction, up to 20 feet per Level of the field. One use per Drain. Will not Teleport Characters into a space occupied by solid matter. Like other teleportation effects the Jump Field has difficulty penetrating environmentally sealed areas, at level 1 it can only pass through environmental protection that is PR1 +1 at levels 4 ,7 and 10 of the Field. 
Size Level: 1 + 1 at levels 4, 7, and 10.

Materials and Cost: Equipment Salvage or Nano Materials. Cost 500 per level.
Number of blocks: 1

Object: Personal Celerity Field
Key Skills: Field Engineering

Description: An E-Cell Powered “Speed-up” Field that a Character can wear in a combat ready slot that allows him to Act faster.

Game Stats: Allows an additional CQ or Move Action at levels 1, 4, 7, and 10. Duration = 5 Seconds per Drain. 
Size Level: 1 + 1 at levels 4, 7, and 10.

Materials and Cost: Equipment Salvage or Nano Materials. Cost 5000 per level.
Number of blocks: 1
Object: Temporal Stasis Field
Key Skills: Field Engineering

Description: An E-Cell Powered Stasis Field that stops time in a localized area (operated by remote).

Game Stats: Freezes time in a 1 foot radius per level. Creates a shimmering silver immobile bubble centered on the field emitter. It is impossible to enter the bubble or interact with anything inside the bubble. Inside the bubble time stops moving forward. Lasts 5 seconds per Drain. The remote is a simple switch that turns the field on and off. It has a range of 10 feet per level (doesn’t require a separate project to build)
Size Level: 1 + 1 at levels 4, 7, and 10.

Materials and Cost: Equipment Salvage or Nano Materials. Cost 500 per level.
Number of blocks: 1
Object: Interdimensional Pocket
Key Skills: Field Engineering
Description: An E-Cell Powered Quantum Field that creates a tiny pocket dimension suitable for storing loot.

Game Stats: The Field creates a stable Pocket Dimension that can contain 4 size levels of stuff  per Level of the field.  Items in the pocket dimension do not exist in normal space and therefore have no weight. Any item that can fit into the pocket dimension can be stored in it. Simply point the field emitter at the object and zap it into the next dimension. To retrieve the item the user activates a small simple to use inventory screen and the item pops into normal space in the users hand or in a handy adjacent location. Items will not enter a space if that space is occupied by solid matter, they will either pop into the nearest unoccupied adjacent space or rend asunder the fabric the pocket dimension and spew into Nether Space (the space between dimensions).  Animate life forms cannot be put into Dimensional Pockets. If the field emitter is destroyed any items stored within it will pop into normal space and rain to the ground.
Size Level: 1 per Level of the Field

Materials and Cost: Equipment Salvage or Nano Materials. Cost 250 per level.
Number of blocks: 1
Mechanics
Mechanics XE "Mechanics Skill " 
This Skill provides the understanding and ability to maintain, and repair any basic mechanical system.  At level 4 this Skill provides advanced theoretical and practical knowledge of complex mechanical systems, such as assembly lines, manufacturing machinery and process piping.  Characters with Mechanics of level 4 or above can construct such equipment given the appropriate tools, and supplies.  By using mechanics, High-Tech Close Quarters Weapons can be upgraded to be more accurate.  This provides +1 to Strike per level of the Mechanics Skill.  Weapons that already have been enhanced can be upgraded to the level limit of the technician building the upgrade.  This Skill is also used for building Tool Kits.  
DF = 14

 XE "Mechanics Skill " 
This is another “Bread-And-Butter” Skill for the technically inclined. Mechanics is a skill that is used to build many utilitarian projects and is called often during game play as a kind of “catchall” skill for technical challenges. 

Close Quarters Weapon Accuracy Upgrading is one of the most powerful aspects of Mechanics. It is important to note that any CQ weapon upgraded with Mechanics is considered a High Tech weapon.  Unlike Targeting Systems the Mechanical Accuracy Upgrade is not moveable from weapon to weapon. Once it is applied to a weapon it is a part of that weapon for good. 
Removing locks with Mechanics is something that comes up repeatedly during game play. Most Engineers will be called upon to bypass this or that locked barrier sooner or later. The main difference between using Mechanics to bypass a lock and picking it with the Picklocks Skill is subtlety. Mechanics is not subtle. Any lock can be removed with Mechanics provided that it is a Mechanical lock (use Electronics to attempt to hotwire Electronic locks) and that the Player attempting to remove it can make a DF check Modified by the Level of the lock. Attempting to bypass a Lock with Mechanics destroys the lock, weather or not it is successful. 
Mechanical Challenges can be difficult to define some times but the rule of thumb is that if it has moving parts and doesn’t fall under the umbrella of a another skill (like say a vehicle), then it’s probably Mechanics related.
The following is a list of equipment taken from the Equipment Section of the Mystech Rules that can be built in a single project with Mechanics:

· Zip Strips

· Handcuffs

· Heavy restraint Ball (also requires Electronics and Nano Engineering)

· Rogue  Kits
· Tool Kits

· Grapple/Winch Cable

· Retractable Multi-tool Case

· Low Tech Lock Opener

· Grapple

· EM Torch Wrench

· Personal Bio Remedy Unit (requires Medical Doctor)

· Swiss Army Module

· Pressure Detonators

· Trip Wire Detonators

 Nano-Engineering
Nano-Engineering XE "Nano-Engineering Skill " , (HT)

Requires Mathematics and Science: level 3 

Allows Characters to design and construct a variety of different Nano-Projects, given the appropriate supplies.  See the Nano-Technology Entry in the Equipment Section for details on Nano-Projects.

DF = 17

This is a very versatile Skill and a must have for every Techie. Nano Engineering is capable of creating a vast an bewildering array of effects. The different types of nano projects and how they are carried out can be confusing. Here I will inject some clarity.

Nano Materials are use extensively in the production of high tech items. Salvaged materials can be used to create high tech items but, for items where quality counts, only old style items can be made from salvage. In order to build new style/slick items Nano Materials must be used. The great benefit of using nano materials is the trade off of time for money. Building Nano Materials out of Raw Materials takes four hour blocks. The nano materials that are produced are measured in Levels. Those Levels of Nano Materials can be used to build Levels of projects. This conversion makes it possible for Engineers to build expensive projects for much cheaper than they would otherwise be able to. The one catch is that when a Nano-Engineer creates nano materials those materials are only good for a specific project. 
The use of Nano Materials in a project process goes like this:
1. define the Project

2. gather the raw materials that will be used to create the nano Materials

3. Create the nano Materials

4. Build the project

Nano Materials are created for a specific project, they can only be used for that specific project, and they cannot be used on any other project. If an Engineer should decide after building nano Materials that he doesn’t want to use them for the intended project he can recycle the Nano Materials for half the value of the Raw Materials used to create them (this yields Raw Materials).
Nano-Devices are single use items that produce a short term affect. The duration and power of Nano Project should be taken into consideration when determining if the Nanites produced by the project are Nano Devices or Nano Robots. Nanites that have a one shot temporary effect are Nano Devices. The Equipment Section of the Mystech Rules has many examples of Nano Devices, below are some sample Nano device Projects:
Object: Juice Nanites
Key Skills: Nano Engineering, Medical Doctor
Description: Nanites that act as a catalyst for nervous reactions allowing the character to react faster and more fluidly in combat.

Game Stats: Allows an additional Physical Action at levels 1, 4, 7, and 10. Duration = 2 rounds per Level. 

Materials and Cost: Equipment Salvage or Nano Materials. Cost 125 per level.
Number of blocks: 1

Object: Glow Nanites
Key Skills: Nano Engineering

Description: These nano devices envelope the target and emit a red glow. In addition to making the target easier to Strike they can also interfere with the target’s ability to see clearly.

Game Stats: Any target struck with these Nanites is easier to hit granting a +1 to Strike at levels 1, 4, 7, and 10 to all strikes against it. Also the victim of the Glow losses all bonuses from Cloaking and must make a Save vs Body -2 per level of the Nanites or be at -1 to strike at levels 1, 4, 7 and 10. Duration = 1 round per Level. 

Materials and Cost: Equipment Salvage or Nano Materials. Cost 125 per level.

Number of blocks: 1

Object: Nano Field Enhancers
Key Skills: Nano Engineering, Field Engineering

Description: Nanites that are applied to a Deflector Field in order to enhance the Fields effectiveness. 

Game Stats: Any Deflector field that is dosed with a batch of these Nanites will receive a bonus to RF of +1 at levels 1, 4, 7, and 10 of the Engineers Nano Engineering Skill. The Nanites are typed (Kinetic or Energy) and must be made for the specific type (Kinetic or Energy) of field. The bonus lasts 1 round per level of the Engineers Nano Engineering skill.
Materials and Cost: Equipment Salvage or Nano Materials. Due to the potent nature of these Nanites they cost four times the normal amount to build at 500 per level.

Number of blocks: 1

Nano Robots are powerful technology capable of creating permanent effects. Nano Robot Projects are the types of projects that cannot be easily explained in terms of simple mechanics, or electronics. If a player wants to build something that seems like it has a “magical”, physical effect then it is probably a Nano Robot (note: effects that are not based in the physical but are more energy related, are usually Field Engineering or Electronics projects).  The main difference between Nano Robots and Nano Devices is duration. Nano Robot’s can have a permanent duration or effect while Nano Devices are always temporary. Any Nanites that have a permanent affect are considered Nano Robots. The sample Nano Robot Projects below are typical of what can be produced with this technology.
Object: Deployable Cover
Key Skills: Nano Engineering

Description: A pocket sized device that creates a wall with weapon ports in it that characters can use for cover.

Game Stats: Creates a device that can be deployed in a single Speed Factor 3 Action. When deployed it creates an immobile barrier that must pass through a hex that is adjacent to the Engineer. It requires a successful Nano Engineering DF check to properly configure the barrier. If the DF check is failed the barrier deploys in an unexpected (Arbiter defined) manner.

 The Barrier is formed from 10’ X 10’ squares of Quantum Anchored Fullerene. 1 square can be formed per level of the Nano Engineering Skill. The Barrier can be configured in any shape as long as it is oriented vertically. The barrier can be used to block off irregularly shaped areas and need not be deployed to its maximum size if the engineer desires. When deploying the barrier, the engineer can choose to have it be solid or to have firing slits in it that can be used as weapon ports. The barrier is reusable and at a simple command (speed factor 3, 1 action) will revert back to its original tiny size (sitting on the ground of course). This device occupies one Combat Ready Slot.

The Barrier has AC 4/Level and RF 3 +1 at levels 1, 4, 7, and 10.

Materials and Cost: Equipment Salvage or Nano Materials. Cost 500 per level.

Number of blocks: 1 (Regenerative deployable cover is recommended which requires an additional separate project, see Regenerative Armour Plating in the Nanite entry of the Equipment Section in the Mystech Rules)
Object: RF Booster Nanites
Key Skills: Nano Engineering and Vehicle, Body Armour, or Exo Engineering.

Description: Make the RF of armour better by rubbing these Nanites on the surface. 

Game Stats: +1 RF at levels 1, 4, 7 and 10 of the Nano Engineering Skill. The bonus RF is typed and works vs. Kinetic or Energy Damage only. In Addition to the Nano Engineering Skill the appropriate skill for building the armour is also required to build these Nanites. Thes Nanites can only be applied the appropriate type of armour, specified when built (i.e. body, exo, or vehicle).
Materials and Cost: Equipment Salvage or Nano Materials. Cost 1000 per level.

Number of blocks: 1

Object: Security Spikes
Key Skills: Nano Engineering

Description: A biometrically sensitive nano-coating that transforms into sharp, toxic, metal spikes if it is touched by unauthorized characters.

Game Stats: This project can be applied to any object, but the area of effect is small (no larger than 1 square foot) so it works best on handles. If the Nanites are touched by any unauthorized character the Nanites react violently by expanding into 12 inch long spikes like a puffer fish. The character being skewered must make a save vs luck -2 per level or the spikes deal 2 DR per level to their hand. The spikes are armour piercing – 2AP per level, if this makes the victims armour bypassable then the Damage is dealt directly to their personal DC or Hide. If the character takes damage on their Personal DC or Hide then they must make a Save vs Body -2 per level or be -4 to strike and defend four a number of rounds equal to the level of the Nanites due to being injected with a nano toxin. If a limb is impaled it is paralyzed for the duration of the toxin. If the Character makes their Save vs Luck then they drop the item before taking damage. In either case the item will not be usable until it is reset by the owner. 
Setting the Security Spikes to recognize an authorized user requires a DF Check and takes 5 minutes. A failed check means that the Security Spikes will not react to being touched by anyone. Disarming someone else’s Security Spikes can be done by making either a Nano Engineering, or a Set Traps DF check modified by the level of the Spikes.
Materials and Cost: Equipment Salvage or Nano Materials. Cost 500 per level.

Number of blocks: 1

Robotic Engineering
Robotic Engineering XE "Robotic Engineering Skill " , (HT)

Requires Electronics and Mechanics: level 3.

At level 1 a Character can repair damaged Robots and Probes, and replace and reconfigure modular systems. In a single 4 hour block the robot Engineer can repair all of the AC (including platforms)  with 500 chips worth of Weapon Salvage or Nano Materials. This Skill also allows the user to configure Platform Mounted Weapons and equipment on Robots and Probes, and configure options that are not Platform specific, such as replacing treads or Upgrading Optics. In a single 4 hour block the Engineer can install, uninstall or Repair 1 weapon or option per level of this skill.  At level 4 this Skill allows Characters to design and construct Robots and Probes, given the appropriate tools, and supplies.  The maximum size of Robot that can be built is equal to a Chassis Size of 10 per level of the Skill.  The maximum size of Probe that can be built is equal to 1 EU per level of the Skill.  DF = 16

By far one of the most complicated and time consuming of all the technical Skills, Robotic Engineering also has the potential to be one of the most rewarding skills as well. Building robots is extremely useful to Techies because they make great assistants. The drawback is that in order to cash in on the potential time savings of having an assistant that can build endlessly without having to sleep the Tech Specialist must first expend many four hour blocks and piles of money (often in the hundreds of thousands, if not millions, of chips). 
The projects required to build a Robot are:

1. Build the Chassis - Class A max size: 4 per level, Class B max size: 20 per level (Robot Engineering Note: this includes Basic Armour and Standard Equipment)

2. Armour the Body (Robot Engineering, Note: this step is only required if the engineer would like to add armour over and above the Basic Armour)

3. Build the Brain (Electronics)

4. Add Artificial Intelligence (AI Programming)

5. Add Locomotion (Robot Engineering Note: this project is at the same level as the Build Chassis project)

6. Add Skills and Styles (AI Programming Note: programming doesn’t cost the Programmer any chips)

7. Add Equipment (Robot Engineering)

It is possible to build a robot that does not require all of the above options. Perhaps your robot is built to work on an assembly line and therefore has no need of Locomotion. Or maybe your robot is a lab assistant destined to spend all of it’s time safe at home and therefore doesn’t require Armour.  The bare minimum that any robot will require is a Chassis, Brain and AI: without these things it just isn’t a robot.
Upgrading Robots is possible but it has limitations. First upgrading size is not possible. Forward thinking engineers will build robots with a little extra space for upgrades later. Upgrading the AI is possible as long as there is sufficient space. Skills can be added and upgraded as long as their Level doesn’t exceed the Level of the AI. Armour can be upgraded freely. The maximum amount of AC that can be added is 4 per level of the upgrader’s Robot Engineering Skill. While the maximum amount of RF is +1 at level 1 and another +1 every 3 levels after that (4, 7, 10, 13. . .). Equipment can be added removed or swapped as long as there is space (spare levels for Class A and EUs for Class B). Upgrading P.S, Agility and Charm is possible. The level of project is equal to one per column on the Attribute Bonus Table (1-10 = level 1, 11-13 = level 2, 14-16 =level 3 . . . etc.)
Configuring a Robot with pre-built Equipment, Programs or armour can be done quickly and easily. It takes only 5 minutes per item added, removed or swapped to configure a Robot. This simple task requires the Robot Engineering skill but does not require checks to perform. Building Equipment and upgrades for robots requires projects and anytime that is needed to install and configure the equipment is included in that project time. 

Because the complexity of building is so great the standard project template is inadequate for building most robots. Instead use the Robot construction template provided below.

Robot Construction Template
Description: Write a basic description of what the robots appearance and function will be.

Quality: The Quality of a robot impacts it’s dimensions

Size: Determine the Class and Size of the robot’s chassis
Armour: All robots have basic armour that is included in the build time of the chassis but any robot that is likely to see combat is going to need upgraded armour.
AI Level: One of the basic requirements of Robots, the AI Level, is determined by the size of the brain and the level of the Engineer’s AI Programming Skill.
Skills: Robots aren’t required to know skills but are likely to need them if they are to be useful. These Skills will also need to be known by the Engineer in order to program them.
Locomotion:  Simply the means by which the robot gets around.
Equipment: These are the options or implants that the robot uses. It is Important to remember that while equipment is found in the Augment, Exo-system, and Vehicle sections of the book, it requires a Robot Engineering project to build it if it is going to go on a robot.
Materials and Cost: The final cost to build the robot and the types of materials that are required.
Number of projects: The total number of projects required to build the robot.

Basic Class A Crawler

Description: These small bots are designed to be versatile and useable in a variety of combat and non combat scenarios. This is a barebones version with little in the way of equipment and Skills.
Quality: Old Style
Size: 20 (20 cubic inches) – 60 000 chips
Armour: (base) AC 10 RF 1
AI Level: 6 - 3000 chips
Skills: Defend level 6, Robot Engineering Level 6
Locomotion:  legs (6 insect-like) – 2 500 chips
Equipment: Enhanced movement level 4 – 2 000 chips

10 levels of unused space
Materials and Cost: 67 500 Equipment Salvage or Nano Materials.
Number of projects: 
1 Robot Engineering Level 5
1 Robot Engineering Level 4
3 AI Programming Level 6
1 Electronics Level 6
Basic Class A Android

Description: These humanoid robots are made to closely resemble humans. They are generally used to support humans in dangerous environments from military to mining.
Quality: Old Style

Size: 40 (40 cubic inches) - 120 000 chips
Armour: (base) AC 10 RF 1

AI Level: 7 - 3500 chips
Skills: Defend level 7, Robot Engineering Level 3, literacy level 3
Locomotion:  legs (2 humanoid) - 10 000 chips
Equipment: Arms, Hands – 2 000 chips

29 levels of unused space
Materials and Cost: 135 500 Equipment Salvage or Nano Materials.

Number of projects: 

1 Robot Engineering Level 10

4 Robot Engineering Level 1

2 AI Programming Level 7
2 AI Programming Level 3

1 Electronics Level 7
Basic Class A Tredbot

Description: A more vehicular style robot, the Tredbot is used mainly for heavy lifting and combat support. 
Quality: Old Style

Size: 40 (80 cubic inches) - 120 000 chips

Armour: (maxed out) AC 40 RF 4 – 6 750 chips

AI Level: 7 – 3 500 chips
Skills: Defend level 7, Robot Engineering Level 3, literacy level 3

Locomotion:  treds (Combat move 10) - 11 500 chips

Equipment: none - 27 levels of unused space

Materials and Cost: 141 750 Equipment Salvage or Nano Materials.

Number of projects: 

1 Robot Engineering Level 10

1 Robot Engineering Level 6

2 AI Programming Level 7

2 AI Programming Level 3

1 Electronics Level 7

Basic Class B Hoverbot

Description: These large Robots are ideal for combat or heavy lifting, Mobile and versatile they are often used for troop support and transport.
Quality: Old Style

Size: 100 (300 cubic inches) – 600 000 chips

Armour: AC 55 RF 6 – 9 000 chips

AI Level: 10 – 5 000 chips
Skills: Defend level 10, literacy level 3, Ranged Mounted Combat Level 10
Locomotion:  4 Flight Platforms (Combat move 4 Air Speed 4) – 400 000 chips

Equipment:  none 50 EUs of unused space 

Materials and Cost: 1 007 000 Equipment Salvage or Nano Materials.

Number of projects: 

2 Robot Engineering Level 10

2 AI Programming Level 10
1 AI Programming Level 3

1 Electronics Level 10
Basic Class B Beetle Bot

Description: Large Beetle like Robots that are often used in mining and exploration. Agile and mobile these bots are well suited to overcoming difficult terrain and accessing hard to reach places.
Quality: Old Style

Size: 100 (300 cubic inches) – 600 000 chips

Armour: AC 40 RF 6 – 3 563chips

AI Level: 10 – 5 000 chips
Skills: Defend level 10, literacy level 3, CQ Mounted Combat Level 10

Locomotion:  6 legs (Combat move 24) 2 flight platforms (Combat move 2 Airspeed 2) - 200 000 chips

Equipment: none 60 EUs of unused space

Materials and Cost: 812 125 Equipment Salvage or Nano Materials.

Number of projects: 

2 Robot Engineering Level 10

3 AI Programming Level 10
1 AI Programming Level 3

1 Electronics Level 10
Basic Class B Automated Tank

Description: Just like it says, this bot is just a tank that drives itself.
Quality: Old Style

Size: 200 (300 cubic inches) – 1 200 000 chips

Armour: AC 60 RF 8 (maxed out) – 11 625 chips

AI Level: 12 – 6 000 chips
Skills: Defend level 12, literacy level 3, Ranged Mounted Combat Level 12

Locomotion:  Treads (Combat move 24) - 55 000 chips

Equipment: none 178 EUs of unused space

Materials and Cost: 1 273 625 Equipment Salvage or Nano Materials.

Number of projects: 

2 Robot Engineering Level 10

3 AI Programming Level 12
1 AI Programming Level 3

1 Electronics Level 12
Science
Science XE "Science Skill " 
Requires: Literacy. 

This Skill provides foundational knowledge of all scientific disciplines including Earth Sciences, Physics, Chemistry, and Biology.  Characters with this Skill can carry out scientific studies and experiments.  At level four this Skill can be used to build power sources,(from simple alkaline batteries to E-cells), create chemical compounds,(acids, explosives, laundry detergent, etc.), and conduct investigative scientific research.  Explosives built with this Skill can do a maximum of 2 DR per level.  DF = 18

Scientific Research uses the Science skill to develop new technology. Often characters will want to develop technology that falls outside of the normal scope of a campaign setting. This can be dealt with by the Arbiter simply denying the character access to the technology but this approach can have drawbacks (especially if similar effects are available through other, non-technological means). Research projects allow Arbiters to give access to technology that characters wouldn’t have knowledge of, while making it suitably difficult in order to maintain the coherency of a given setting. 
An example would be a Cowboy engineer in a Western setting that wants to create energy weapons. The Arbiter could just deny the Engineer on the grounds that it is a western setting and there are no energy weapons in the old west. Alternately he could state that a research project is required to develop the technology for “Lightning Guns”.
Research projects are simple. The Arbiter decides how many successful projects will be required to research a given technology and what (if any) modifiers there will be. The Character must then complete the specified number of research projects. 

Extending the example above the Arbiter would tell his Cowboy Engineer “Ok you can attempt to build a Lightning Gun but first you must complete 5 research projects to develop the technology, and as this is a completely unknown technology there is a -5 penalty to your science DF checks for this project.” This would require the engineer to successfully complete 5 blocks of scientific research at the end of which he would have unlocked the secrets of building energy weapons.
The cost of doing scientific research is set by the arbiter. The range can be any amount from free, purely theoretical research, to exorbitant, requiring special facilities located miles beneath the surface of the planet. It all depends on how difficult the Arbiter wants to make it. A good rule of thumb is that each project requires the same cost as is required to build a level 1 version of the item being researched. 
Optional: Natural 1 DF checks result in a Dead End requiring the research to be started over again. Natural 20 DF checks result in a Eureka unlocking the secrets with no further research required.

The following is a list of equipment taken from the Equipment Section of the Mystech Rules that can be built in a single project with Science:

· Poisons

· Painkillers
· Antibiotics

· Demolitions Devices

· Detonators

· E-cells

Vehicle Engineering
Vehicle Engineering XE "Vehicle Engineering Skill " , (HT)

Requires Mechanics: level 3. 

When a Character learns this Skill at level 1 it allows them to repair damaged Vehicles and to replace and reconfigure modular systems. Damaged Vehicle Armor can be repaired back up to full AC in a single 4-hour block.  This Skill also allows for the upgrading of existing Vehicles with Vehicle Upgrades and Vehicle Options.  In addition the character can add or remove Weapon Batteries, Deflector Fields and other Mounted Systems onto or off of Platforms.  It takes 1 hour per system to repair or mount/un-mount.  At level 4 Characters can design and construct all types of Vehicles, equal to size class 2 per level.  At level 4 only Open Vehicles can be constructed, at level 7 Closed Vehicles can be constructed and at level 10 Racers can be built.  Thrusters, Repulsors and Platforms can also be built with this Skill.  Maximum size of the Platform is equal to 1 EU per level.  Vehicle Armor is also covered by this Skill and can be built at a maximum rate of 4 AC/level and 1 RF/level (limits based on the size and type of vehicle still apply).  
Note that it is a separate Project to Armor a Vehicle once the Chassis is constructed!  
Appropriate materials  are required to construct Vehicles.  DF = 16

Due to the complexity and size of a vehicle it takes two projects to complete building one. 
During the first project the chassis  is built and fitted with Locomotion (Thrusters and Repulsors or an engine and wheels or Sails... etc.). After this stage is complete the vehicle can move but is not capable of sustaining any damage (0AC) and cannot support weapons or equipment (no platforms).  This project requires Equipment Salvage or Nano Materials. The cost is 50% of book price.
During the second project the Vehicle is fitted with armour and platforms. This project requires Weapon Salvage or Nano Materials. The cost is 50% of book price.
Building and adding options and weapons requires additional projects.  Vehicle options and variable options built for use on a vehicle can be built using this skill. They require 1 project each to build. Options can be built right onto the vehicle unless they require a platform. In this case they must be built seperately and then mounted onto the platform using the standard platform configuration rules (i.e. 1 item can be configured per level of this Skill per 4 hour block).

In addition to the standard array of vehicles and equipment that can be built with this skill there are other more specialized vehicle options that are available to Tech Specialists. Tech  Specialists can "Soup Up" vehicles to make them better than the average vehicle.  This is another area in which Pilot Tech Specialists excel. 
At Level 4 Vehicle Engineering can be used to increase the top speed of a vehicle.  The engineer can increase the airspeed of each thruster by 1 + 1 at levels 4, 7, and 10 of this skill. It is a single project to increase the speed as the engineer actually "strips down" the vehicle removing all excess weight possible. Because this is a mostly subtractive process it is quite inexpensive costing only 50 chips per level.
Vehicle Engineers with at least Level 7 Vehicle Engineering can increase the AC of vehicle. During the second Project when the vehicle is built, or as an upgrade project after the vehicle is built, the AC can be increased. Up to 1 AC per level of Vehicle Engineering can be added to a Vehicle.

Level 10 Vehicle Engineers  can overload Platforms by adding additional EUs. 1 EU can be added to each platform. It takes a single Project to overload up to all Weapon Platforms or up to all Utility Platforms. Overloaded Platforms cannot be combined but combined platforms can be overloaded. This project requires 500 chips of materials per EU added.

Repairing Vehicles
The materials required for repairing vehicle Armour is 500 chips worth of Raw Materials Weapon Salvage or Nano Materials. 

The materials required to repair vehicle options are equal to half the cost of building the option (25% of book cost) of Equipment Salvage or Nano Materials. 
Weapon Engineering XE "Weapon Engineering Skill " , (HT)

Requires Mechanics: level 3. 

Characters with this Skill at level 1 or higher can repair all Weapons and Weapon Batteries.  Damaged weapons take 1 hour to repair Per DR of the weapon.  Once a Character raises this Skill to level 4 it allows them to produce hand-held and Mounted Weapons.  This Skill can be used to build weapons with a maximum DR of 1 per level of the Skill.  Non-damage weapon effects, (e.g. particle disruption, EMP, Stroker, Armor-Piercing, Increased Payload, decreased Speed Factor, miniaturization, etc.) can also be produced at level four or higher.  At level 7 or above the weapon engineer can build Weapon Batteries that are 1 size level per level of the Skill.  Weapon Batteries can still be built by engineers with this Skill at levels 4-6 but they are limited to 1 DR per level of the Skill.  Requires appropriate supplies.  DF = 15

Building weapons from the book can be done for half the listed price. The type of materials required are Weapon Salvage or Raw materials for simple or low tech weapons. High tech weapons require Weapon Salvage or Nano Materials.
Building Prototype Weapons

Proto type weapons are unique, one of a kind, weapons. Only Tech Specialists can build and operate Prototype weapons. Prototype weapons are similar to Multi-weapons in that they are more powerful than standard versions of the off the rack models. They have less limitations than multi weapons but require substantially more energy to run.  A basic Prototype Weapon requires 500 chips worth of Weapon Salvage or Nano Materials per level to build and has the following stats:

· DR 1 per level with a speed factor 1 at level 1, 2 at level 4, 3 at level 7, and 4 at level 10+.
· Ranged weapons have a range of  20 feet per level

· All prototype weapons require e-cells and can fire 1 shot per drain.

Prototype  weapons can be upgraded to include any or all of the following options (adding these options adds 1 to the drain of the weapon):

· PD 1 @ level 1, 4, 7 and 10.

· AP 5 @ level 1, 4, 7 and 10.

· Burn 1 @ level 1, 4, 7 and 10.

· Bleed 1 @ level 1, 4, 7 and 10.

· Shock 1 @ level 1, 4, 7 and 10.

· DR 1 @ level 1, 4, 7 and 10.

· Burst1 @ level 1, 4, 7 and 10.

These upgrades require 500 chips @ level 1, 4, 7 and 10 of Nano Materials or Weapon Salvage to create.
Prototype weapons can also have much more powerful enhancements applied, these include(adding these options adds the base drain to the drain of the weapon):

· Burn 1 / level

· Bleed 1/ level

· Shock1 /level

· DR 1/level vs DC

· DR 1/level vs AC

· +1 to strike at levels 1, 4, 7, and 10.

· 15 foot radius AoE damage + 10 feet @ levels 4/7/and 10.

These upgrades require 500 chips per level of Nano Materials or Weapon Salvage to create.

The maximum number of upgrades that a Technical Specialist can use in a single weapon is equal to the level of his Weapon Engineering skill. Each upgrade requires a 4 hour block to complete.

