Mobile Suit Gundam SEED Dynasty RPG

Cosmic Era 75

After a peace agreement was found between Earth and PLANT, ending the second series of hostilities in only a few years that started when Junius 7 burned through the Earths atmosphere, causing wide-spread destruction on the planet. Though tension still runs high, many important people, such as Lacus Clyne and more recently the Secretary General of SCARF (Societal Consciousness and Awareness Reformation Foundation), a non-profit organization established to help war-orphans and rebuild some of the physical damages to both sides, Silvius Arnesto, are healing the relationship between Naturals and Coordinators.

But not everyone was satisfied with how the war ended and a group of dissidents has started a new war in the shadows. 

Earth Alliance/SCARF Facility

Moon

CE 75

The control room of the SCARF facility was fairly quiet at the moment. Their clocks were running according to Earth time GMT and there were only the required personnel in the room. Director Talus, a tall, gaunt man in his 40s, looked over at the monitors in front of him, looking through their operational status. Besides acting as a focal point for SCRAF traffic transporting equipment from PLANT to Earth and visa versa, it served a far more important task currently. It served as a temporary storage facility for some of Earths nuclear weapons before they were disabled and destroyed.

Reaching for a cup of coffee, he sipped the hot liquid, letting out a small sigh. The last shipment of the nukes to be destroyed had left just recently and currently they held only a few of the destructive weapons in storage right now, under heavy guard.

As he let out another sigh, sipping the coffee, he never noticed the door to the room sliding open silently and the dark figures stepping inside, guns drawn.

Outer Haven/Last Haven/Lost Haven

A neutral colony currently situated around Jupiter, far away from Earth and PLANT, it is a home for a rag-tag bunch of Naturals and Coordinators who had become disillusioned with war and united trying to build up a home where both Naturals and Coordinators could live peacefully. With the help of the junk guild, they were able to actually move the colony away from both PLANT and Earth, stopping it around Jupiter, in the area where Evidence 01 had been found. Far away from the main conflicts, the colony has been left alone for the most part. It current acts as a home for the mercenary unit Lost Battalion. They also act as a defence force for the colony in cases where force is needed. 

The colony (called Liteiria formerly) is now known by many nicknames. Outer Haven is the most common one, signalling it as a place both faraway from the centres of conflict and a haven for those seeking it. 

The “Last Haven” picked up during the second war between Earth and PLANT, after Orb signed in with the UEA, signalling that it was now the last place to accept both Coordinators and Naturals without fear of conflict (the situation of the Coordinators in Orb was weakened due to the nation siding against PLANT). 

The “Lost Haven” nickname has arisen only recently when the mercenary unit known as Lost Battalion made the place its home. After the last war, the unit had suffered badly and though with some doubt, were allowed to stay in the colony, despite fears that they would attract conflict to them. But the Lost Battalion made quick friends of the colony, using their mobile suits to help with the constructions and maintenance of the colony and also protecting their new home. After the war, the unit has accepted only a few contracts, mainly working in guard duty for supply trains moving supplies needed for recovering from the last war to both Earth and the PLANT.

Name: Shikai Shigo

Age: 22

Gender: Male 

Height: 5’9”

Weight: 171 

Date of Birth: xx.xx.53 CE

Strength:

Stamina:

Agility:

Reflex:

Intelligence: 



Piloting:

Combat:

Desc:

Bio: A young Coordinator child who had been for reasons unknown delivered into the hands of Blue Cosmos. Though planning on getting rid of the child, thought of as non-pure by the Blue Cosmos, it was decided that there was a use for the child and he was given over to a special sub-project in the Biological CPU (The Extended) project. The childs original name was wiped out and a new one given before experimentations started. The experiments left the young Coordinator both mentally and physically shattered and brainwashed, but succeeded in their goals of Shikai being able to create a direct mental link with a MS with the necessary equipment installed in it. This cut the response time of the MS by a significant amount, improving the efficiency of the MS above that of the same MS piloted by a “regular” pilot.

Blue Cosmos continued its experiments on the child, though mainly due to the fact that after the success of Shikai, there were no survivors of the same project who were Naturals and he was needed as a reference. When the war against ZAFT broke out, Shikai was only used sparingly, mostly due to the distrust still placed on by Blue Cosmos due to him being a Coordinator.

During the events of the war, Shikai captured one of the three prototype Providence Gundams, which was modified with the systems required for “direct-connection” and renamed the Shiva. Also the DRAGOON system of the Providence unit was upgraded to take advantage of this and the pods used by the system were upgraded into larger ones, using much more powerful beam cannons and additional defensive equipment. This reduced the amount of pods, but the trade-off was seen as acceptable.

Unfortunately for Blue Cosmos, Shikais brainwashing was undone by one of the scientists assigned to the project and Shikai escaped, destroying the facility in charge of his research almost completely and escaped into space with the Shiva and seemed to vanish, enraging the Blue Cosmos, who were certain now to never use Coordinators, even for experiments.

In recent times, Shikai has slowly started to re-surface, piloting the Shiva for a mercenary unit called Lost Batallion alongside ex-Orb MS-pilot Slash Zacharus and former ZAFT pilot Veronica Kiligan.

Mobile Suit Profile:

Model:

Height:

Weight:

Armour:

Structure:

Manoeuvrability:

Speed:

Attack:

Weaponry:

MERIT/FLAW SYSTEM:

Each character can pick up certain Merits/Flaws to tweak their character and give them a bit of personality that has some effect on the game mechanics as well.

Merits:

Coordinator: You are a Coordinator, a human that has been genetically enhanced. This gives you enhanced physical and mental abilities compared to Naturals.

Newtype:

Extended: You are one of the products of the living CPU-project, an Extended. This gives you enhanced physical and mental abilities, generally equal to those of a Coordinator.

Flaws:

SEED-factor(Superior Evolutionary Element Destined-factor):

SEED mode represents the ability for an individual with the SEED factor to enter into a state of enhanced awareness and peak physical ability. While in this state, the person demonstrates heightened reflexes and extremely quick information processing. This ability is usually triggered by extreme situations or from recalling significant traumas, often arising out of a need to protect someone else in a critical situation.

Rules for the SEED-factor to come later. But so that people will know, WIL will affect how easily or long you can hold SEED mode.

The Basic Character Sheet 
 

Character name: Name (Gaia Screen Name) 
Nationality: -- 
Height: -' -'' 
Weight: -- lbs. 
Age: -- Years 
Rank: -- 
WIL: --, ACC: --, REA: -- (muuta)

Mobile Suit Name/Designation: --- 
Weapon: -- (Weapon Type) 
Weapon: -- (Weapon Type)  
Energy source: ---   
Propulsion system: --- 
Shield: --- 
Health: -- 
Energy: -- 
Fire Power: -- 
PWR: --, ARM: --, EVA: -- 
FGT: --, WEP: --, SPD: -- 
SPC: -- 
AIR: -- 
GRN: -- 
WTR: -- 
Executables: 
- Name; Description (See the .EXE Guide) 
Bio: Your character past, future and motives. 
Description: Your character and Mecha's outword appearance. 

Elemental Arch-Types 

Each suit propels at atleast one type of enviornment. The four main enviornments are Space (SPC), Mid-Air (AIR), Ground (GRN) and Water (WTR). This is weighed upon what your main element is, and what boosts your equipables give you. This will result in your being better or worse in any sort of situation. 

Using the Arch-Types 

The arch-types are meant to be simple buffs when fighting someone when they're in or out of their environment. You put the addition or subtraction in the probably section like so; 

Success: 10+15+5 

Space Type 
SPC: +5 
AIR: 0 
GRN: -5 
WTR: -10 
Air Type 

SPC: -5 
AIR: +5 
GRN: 0 
WTR: -10

Ground Type 

SPC: -10 
AIR: 0 
GRN: +5 
WTR: -5 

Water Type 

SPC: -10 
AIR: -5 
GRN: 0 
WTR: +5 


General Type

SPC:  0 
AIR:  0 
GRN: 0 
WTR: 0

FREE POINTS CANNOT BE ADDED TO THE ELEMENTAL BONUS 



Beginning Stats 
 

Ensign/Sergeant/Resistenace/Mercenary 
Personal Free Points; 10 
WIL: 25, ACC: 25, REA: 25 
Mecha Free Points; 20 
Turrets: 4 (8/8 for Limited Ammo) 
Health: 60 
Energy: 100% 
Fire Power: 60 
PWR: 20, ARM: 20, EVA: 25 
FGT: 20, WEP: 25, SPD: 30 
Number of Executables: 7 
 

Fighter/Resistance/Major 
Personal Free Points; 20 
WIL: 30, ACC:35, REA: 30 
Mecha Free Points; 25 
Turrets: 6 (10/10 for Limited Ammo) 
Health: 80 
Energy: 100% 
Fire Power: 80 
PWR: 30, ARM: 30, EVA: 35 
FGT: 25, WEP: 30, SPD: 35 
Number of Executables: 10 
 
Colonel/Brigadier General/Faction Leader/Assasin 
Personal Free Points; 25 
WIL: 40, ACC: 40, REA: 40 
Mecha Free Points; 30 
Turrets: 8 (12/12 for Limited Ammo) 
Energy packs: 1 
Health: 100 
Energy: 125% 
Fire Power: 100 
PWR: 40, ARM: 40, EVA: 45 
FGT: 35, WEP: 35, SPD: 40 
Number of Executables: 15 
 
General/Dog Fighter/S-Class 
Personal Free Points; 30 
WIL: 50, ACC: 65, REA: 65 
Mecha Free Points; 40 
Turrets: 14 (15/15 for Limited Ammo) 
Energy packs: Two 
Health: 125 
Energy: 150% 
Fire Power: 100 
PWR: 50, ARM: 45, EVA: 50 
FGT: 45, WEP: 45, SPD: 45 
Number of Executables: 20 
 

Weapons 

Note: Shields require one hand to be free. Using a two-handed weapon means you can't equip a shield.

Melee Weapon (Sword/Axe/etc); A solid hand-to-hand weapon. These could be shaped as katanas (Red Frames Gerbera Straight) or as knives (Strikes combat knives) or any other sort of melee weapon. The advantage of these weapons compared to beam weaponry is that they do not cause any drain on the power source of the mobile suit.
One-handed 

Weapon Energy Cost: 0 Energy
Damage+ 2 

Beam Sabers; A concentrated beam portruding out of a piece of metal. These generally have a higher damage potential than solid melee weapons, but cause drain on the power source of the mobile suit. Other advantage is that Phase Shift Armour is not as effective against beam weaponry as it is against solid weapons. 
One-handed, Energy

Weapon Energy Cost: 5 Energy
Damage+ 4  

Phonon Maser; The Under-Water Equivelent of a Beam Saber. The same technology is also used for propulsion systems for moving under water.
One-handed, Energy

Weapon Energy Cost: 5 Energy
Damage+ 4 

Small Guns; Pistols, Hand Guns, CIWS etc. 
One-handed 

Weapon Energy Cost: 0 Energy
Damage+ 2 

Large Guns; Shotguns, Rifles etc. These weapons use clips with solid ammo instead the power source of the MS. 
Two-Handed 

Weapon Energy Cost: 0 Energy
Damage+ 4 

Beam Cannons; A non-concentrated beam that fires wildly out of a large gun. This category includes various weapons, such as rail guns and plasma weapons. More powerful weapons, such as the Lohengrin positron cannon do not belong in this category. Beam weapons either use the energy source of the mobile suit to power themselves or removable independent power sources.
One-handed, Energy

Weapon Energy Cost: 5 Energy
Damage+ 6  

Bazooka, (Hyper); Large gun with rocket propelled ammo. This weapon type has not seen very much use and has been mainly used by Orb (with the Gold Frame) and in the Dom Troopers.
Two-Handed 

Weapon Energy Cost: 0 Energy 
Damage+ 6 



Ammunition

Missiles; Explosive ballistics 
Limited Supply 
Damage+ 4 

 

 

Prepare for Conflict! 
SnG's Battle System 

Offensive Attacks 

Landing a Long Ranged Attack 
Cost: 5 + Weapons Energy Cost
Weapons under the category: Guns, Missiles, Cannons, Beams 
In order to hit: Your ACC + SPD 
Damage accumulation: Your PWR + Weapon damage - Target ARM 

Landing a Close Range Attack 
Cost: 5 + Weapons Energy Cost
Weapons under category: Beam Sabers, Bladed Weapons, Blunt objects 
In order to hit: Your ACC + WEP 
Damage accumulation: Your PWR + Weapon damage - Target ARM 

Landing a Hand to Hand Attack 
Cost: 5 Energy 
Weapons under Category: Punching, Kicking etc. 
In order to hit: Your FGT + SPD 
Damage accumulation: Your PWR + ARM PWR - Target ARM 

Grappling 
You attempt to constrain your foe in hopes of stopping it 
Weapons under Category: Chains, Grabbing 
In order to Grapple: Your PWR + ACC 
Counter: Your PWR > Target PWR, In case of tie both are incapacitated for one turn 

Defensive Actions 

Shielding 
You put your shield in front of your body in hopes the shield will hold 
Weapons under Category; Shields 
In order to shield: Your WIL + ARM > Oncoming attack 
Damage accumulation: No damage taken 
Special: If the oncoming attack scores higher, your shield is destroyed and you take 50% of the damage 
Can only be used once every two turns 
Uses an entire turn 

Dodging 
You attempt to jump out of the line of fire 
In order to Dodge: Your REA + SPD > Oncoming attack 
Damage accumulation: 50% full damage 
Special: Can only be used once every three turns 

Parring 
You deflect an attack with another attack 
Weapons under category: All 
In order to Parry: Your REA + EVA > Oncoming attack 
Special: Can only be used once every three turns 

Evading 
You completely evade the attack by moving out of its range 
In order to Evade: Your EVA + SPD > Oncoming attack 
Damage: No damage Taken 
Special: Can only be used once every three turns 

Special 

Grapple Escape 
Weapons under Category: 
If you're being grappled and the person doing the grappling score is only 5 points higher, you can release yourself by firing a weapon.
In order to Grapple Escape: Your ACC + SPD 
Damage: 50% to each person; Your PWR + Weapon - Your ARM/Target ARM 
Special: Can only be used once every other turn   [image: image1]
Boot 'er Up! 
Operating Systems 

Operating Systems 

Unlike in UC-timeline, the OS’s used by CE Mobile Suits don’t seem vary very much. There does exist one significant difference though. Not all Operating Systems are usable by Naturals and generally OS’s designed for Naturals are too lagging and slow in response for Coordinators to use effectively.


The term Gundam in SEED is used to refer to the abbreviation of the OS used in the EA and ZAFT “Gundam” mobile suits. For example "Generation Unsubdued Nuclear Drive Assault Module".

Currently, the Operating Systems will be divided into two different categories. Natural OS and Coordinator OS.

Natural OS:

Req: -

Coordinator OS:

Req: Coordinator/Extended

NOTE: Currently, the OS-system is not in use. Look up for this in later updates.


Close-In Weapons System (CIWS); A defensive system that automatically alerts itself to missile fire, it will use smaller gun turrets to shoot down the missiles before it gets close to the suit. It can also pick up other types of arms en route to the suit that could damage it. Unlike most special systems, this system has no offensive uses. 
Equipable Level:2 
Stats: +10 REA +10 ACC +5 AIR 
Executable: Shoot Down; If an enemy attacks using turrets, you cancel out the attack.  

Go For it! 
Propulsion Systems 

Propulsion Systems 

Dual Vernier Output Engine; By mounting two larger Vernier engines on a suit, it can double the suit's speed better than just the basic Vernier system.


 Stats: +10 SPD -5 EVA 

Active Mass Balance Auto-Control (AMBAC); A special system designed for maneuvering in space, it employs special counter-balancing systems that allow for easier movement. 


Stats: +10 SPD -5 EVA +5 SPC 
Executable: Counter-Balance; The suit shifts it's propulsion to one side. +10 to Dodges 
 
 
High Mobility Aerial Tactics (HiMAT); A wing-like array meant for aerial dog fighting. The back opens out and propels the unit through the air. 

 Stats: +10 SPD -5 EVA +5 AIR 
Executable: Wings Open: The Wing Pack on your back spreads apart. +5 SPD 

Scale System; By using vibrating scales, the suit moves the water smoothly and quickly. It is also used to move through sand and on soft ground. But due to the small size and fragility of the scales, the system makes it impossible to be used in deep water, so a mobile suit using the system has to stay near the surface.
 
Stats: +10 SPD -5 EVA +5 WTR 
Executable: Vibration; The Suit's scales begin to vibrate more constantly. +5 to next action  

Power Source

Battery:

The standard issue power source for all mobile suits and armour. Though consisting of various models from several sources, there is no real difference between them. The battery is recharged while aboard its carrier and is drained during the battle, the speed depending on the systems of the mobile suit. When nearing deplation, the only real possibility for the mobile suit is to return to its ship or shut down.

Advantages: None

Energy Ratings: 
Level 1: 100 Energy




Level 2: 125 Energy




Level 3: 150 Energy

Nuclear (Neutron Jammer Canceler):

ZAFT deployed Neutron-Jammers to disallow the Earth Alliance use of nuclear weaponry. ZAFT also invented this device to cancel this effect in order to use nuclear weapons / generators. This would mean nearly limitless supply of energy and a complete superiority over other battery powered Mobile Suits that had to be recharged periodically.

Advantage:

Infinite Energy: Effectively a nuclear powered mobile suit has an infinite operating time (the time required for the plant to be depleted of fuel is so long that the mobile suit will have been replaced by then) and can sustain much heavier energy draining weapons and systems than battery operated ones. The Energy Rating for Nuclear powered MS is NOT the amount of energy it can hold but how much energy it can produce per turn.

When designing the mobile suit, count together all the energy ratings of all energy depleting systems (Weapons, Armour, etc.) and add 5. This number must be as great or lower than the rating of the nuclear power plant. 

Disadvantage: 

Going Critical! : If the mobile suits suffers critical damage or gets destroyed, there is always the possibility of critical meltdown. If the mobile suits Health is reduced to 0, the nuclear reactor will explode, completely destroying the mobile suit and killing the pilot and damaging or destroying everything in a near radius, unless the pilot manages to engage the safeties and shut the reactor down before this happens, by using an action to shut down to do this.

ALSO, If a MS with a Nuclear power plant ever gets hit by the Neutron Stampeder, it will immediately go critical.

Energy Rating:
Level 1: 25 Energy




Level 2: 35 Energy




Level 3: 50 Energy

Deuterion Beam Energy Transfer System:

The Deuterion Beam Energy Transfer System is a technology developed by ZAFT to remotely recharge the batteries of mobile suits. It was developed as a result of the ban of all military applications of the N-Jammer Canceller and nuclear power. With this system, a properly outfitted ship can project a "deuterion beam" into the receiver of a mobile suit, rapidly recharging its battery in mid-battle. The first vessel to be outfitted with this system is the battleship Minerva.

Advantages: 

Rechargeable: If a ship equipped with the Deuterion Beam Energy Transfer System is near the mobile suit, the mobile suits batteries can be remotely charged in mid-battle. This takes one turn, during which no other actions can be taken, after which the battery will be fully recharged.

Energy Ratings: 
Level 1: 100 Energy




Level 2: 125 Energy




Level 3: 150 Energy

Armour Types:

Laminated Armour:

Laminated armor is an outer armor layer consisting of a single piece, rather than connected plates. It provides protection against beam weaponry by dispersing them across the entire surface of the armor. This provides superior protection against beam weapons, but eventually laminated armor begins to melt from the accumulated heat. Laminated armor is used on the Archangel-class assault ships and the GAT-01A1 105 Dagger and GAT/A-01E2 Buster Dagger mobile suits.

Level 1: Reduces the damage suffered from beam weapons by 10 %

Level 2: Reduces the damage suffered from beam weapons by 20 %

Level 3: Reduces the damage suffered from beam weapons by 30 %

Phase Shift:

Phase Shift armor is a technology designed to protect mobile suits from physical attack. Phase Shift, or "PS" armor, consists of an energy field generated through superconducting conduits in the armored surface of a mobile suit. When PS armor powers up, a hissing sound can be heard and the grey surface of the mobile suit's armor is overlaid in color, which is apparently predetermined when the armor is designed and cannot be altered. Once powered up, the PS armor takes minimal energy to maintain unless it is being actively attacked.

Level 1: Reduces the damage suffered from conventional (non-beam) weapons by 50%. Energy Cost: 5 per turn in which the mobile suit is attacked.

Level 2: Reduces the damage suffered from conventional (non-beam) weapons by 60%. Energy Cost: 5 per turn in which the mobile suit is attacked.

Level 3: Reduces the damage suffered from conventional (non-beam) weapons by 75%. Energy Cost: 5 per turn in which the mobile suit is attacked.

Trans Phase:

During the war, OMNI Enforcer experimented with ways to extend the usefulness of PS Armor, leading to the development of Trans Phase armor (TP), which improved on PS Armor by only activating at the point of impact. However, this left TP armored mobile suits vulnerable to heavy attack from multiple vectors (a sufficiently powerful weapon could also overpower the TP armor), and at the end of the war, TP armor was apparently abandoned, along with the "Extended" pilots of the three TP armored Gundams, GAT-X131 Calamity Gundam, GAT-X252 Forbidden Gundam and GAT-X370 Raider Gundam.

Level 1: Reduces the damage suffered from conventional (non-beam) weapons by 50%. Energy Cost: 5 per turn in which the mobile suit is hit.

Disadvantage: Overwhelmed! If the mobile suit gets hit with an attack that causes damage twice or over its ARM-rating, the blast has overwhelmed the Trans Phase armour and against this attack, the mobile doesn’t gain the usual damage reduction.

Variable Phase Shift:

ZAFT continues to develop Phase Shift armor after the war (the Earth Alliance seems to have abandoned it for more conventional laminated armor), culminating in the development of Variable Phase Shift (VPS) Armor on the ZGMF-X56S Impulse Gundam, which alters the strength, and by extension the power consumption, to fit the suit's different configurations.

Level 2: Reduces the damage suffered from conventional (non-beam) weapons by 55/60/65%. Energy Cost: 3/5/7 per turn in which the mobile suit is attacked.

Level 3: Level 2: Reduces the damage suffered from conventional (non-beam) weapons by 70/75/80%. Energy Cost: 3/5/7 per turn in which the mobile suit is attacked.

Get Down! 
Shields 

Shields 
 
Shoulder Shield; A small rectangular shield attached to the shoulder of the suit. It provides minimal protection, but doesn�t slow the suit down. 
 Stats: +5 ARM 
Executable: Shoulder Tackle; Your suit rams into another one using it's Shoulder Shield. Immobolizes enemy suit and takes up entire turn. 

Kite Shield; A large shield attached to the forearm that goes nearly from the head to the feet of the suit. It provides high protection, but comes with a lot of weight. 
 Stats: +10 ARM 
Executable: Shield Bash; You hit the enemy with your shield. Cancels previous action. 
Energy Use: 0 Energy

Modified Kite Shield; A large shield attached to the forearm that goes nearly from the head to the feet of the suit. It provides high protection, but comes with a lot of weight. Has been reinforced with beam shield technology and therefore is more effective, though is not a pure beam shield.
 Stats: +10 ARM 
Executable: Shield Bash; You hit the enemy with your shield. Cancels previous action. 
Energy Use: 5 Energy


Beam shield; A shield that is projected from the forearm. Rather than keeping the shield out all the time, it is projected only when there is imminent danger. There’s not much extra weight, but it takes up the suits energy to use. 

Tech Level: 2
Stats: +10 ARM 
Executable: Pinch Defend; You can increase your ARM by two once every two posts. 
Energy Cost: 5 Energy 
 
 
Durci Lumière; A new innovation in beam shield technology, combining it with the DRAGOON System. It combines three or more (depending on the version) DRAGOON controlled generator units to generate a large beam barrier between them. This leaves the mobile suits arms free while the beam barrier defends the suit.

Tech Level: 3 
Stats: +15 ARM 
Executable: Negate Beam; Negate Beam attacks of up to 20 points higher. 
- Negate Ammo; Negate ammo depleting attacks of up to 20 points or higher. 
Energy Cost: 5 Energy

Technology Levels:

All the equipment (well at least almost all of it) have three different levels that roughly represent the technology levels of the times of the two series and this rpg.

Level 1: Gundam SEED

Level 2: Gundam SEED Destiny

Level 3: Gundam SEED Dynasty 

Currently there are only a few Tech Level 3 options available, but more will come available soon. Also Tech Level 2 items will be added, possibly the new engine/propulsion system that’s supposed to be installed in the Infinite Justice and Strike Freedom (if we ever learn what’s so special about it).

NOTE: In a choice that may be unpopular with some, no one will start with Gundam MS, but they will be gained during the rpg. You may have customized versions of current MS, but you are limited to Tech Level 2.

Plot:

A small organization steals several nuclear devices, transforming them into bombs. Some of them are detonated on both EA and ZAFT targets, turning to rising tensions once again.

The terrorist organization makes a public broadcast, saying that it will not accept the current treaty forming between ZAFT and EA, claiming that ZAFT is giving it sovereignty away by them and calls for the memory of Chairman Dullindal to be respected and saying that leaving the EA as free as it is now, will only lead to the emergence of another Blue Cosmos and LOGOS. The broadcast ends with the promise that they will keep fighting and more attacks will follow.

The terrorists are mainly ZAFT Coordinators, in reality backed by the SCARF secretary-general Arnesto. Arnestos real goal however is to reveal the still remaining extremist elements in ZAFT and elsewhere and drive them into a war that will destroy them in the end and he is quite willing to let thousands die if this will accomplish his goal.

Production Line MS: 

Mobile Suit Name/Designation: ZGMF-1100 ZAKU II
Weapon: -- (Weapon Type) 
Weapon: -- (Weapon Type)  
Energy source: ---   
Propulsion system: --- 
Shield: --- 
Health: -- 
Energy: -- 
Fire Power: -- 
PWR: --, ARM: --, EVA: -- 
FGT: --, WEP: --, SPD: -- 
SPC: -- 
AIR: -- 
GRN: -- 
WTR: -- 
Executables: 
- Name; Description (See the .EXE Guide) 


The ZAKU II is the current mainstay MS for the ZAFT armed forces. Not an actual new design, it’s rather an upgraded ZAKU Warrior, roughly the equal of a Gouf Ignited, if perhaps a bit better in performance, but cheaper to produce, leading to its current popularity.

Mobile Suit Name/Designation: ZGMF-3000/A Gelgoog
Weapon: -- (Weapon Type) 
Weapon: -- (Weapon Type)  
Energy source: ---   
Propulsion system: --- 
Shield: --- 
Health: -- 
Energy: -- 
Fire Power: -- 
PWR: --, ARM: --, EVA: -- 
FGT: --, WEP: --, SPD: -- 
SPC: -- 
AIR: -- 
GRN: -- 
WTR: -- 
Executables: 
- Name; Description (See the .EXE Guide) 


The next generation general use mobile suit that has only recently began production and has been sent to only a few select pilots for “test driving” in the field. A very powerful mobile suit in its own right, it’s as equally suited for space combat as well as combat in the atmosphere. The standard armaments include a beam naginata, a beam rifle, CIWS in the head and a shield, though many of the current models have been slightly modified to fit their pilots wishes.


Mobile Suit Name/Designation: TFAs 75-E Jäeger
Weapon: -- (Weapon Type) 
Weapon: -- (Weapon Type)  
Energy source: ---   
Propulsion system: --- 
Shield: --- 
Health: -- 
Energy: -- 
Fire Power: -- 
PWR: --, ARM: --, EVA: -- 
FGT: --, WEP: --, SPD: -- 
SPC: -- 
AIR: -- 
GRN: -- 
WTR: -- 
Executables: 
- Name; Description (See the .EXE Guide) 

One of the new ZAFT units only now just starting production. There are only a few Jäegers out in use currently, mainly serving specialized units and unit commanders. Designed as a ground-unit, exclusive for use on Earth, the Jäeger is a high-speed unit designed to strike hard and fast. As such, the unit boasts powerful engines, giving it incredible speed and several weapons for great firepower. On the downside, the unit has been left very lightly armoured and the energy demand of its engines limits its operational time.


Mobile Suit Name/Designation:
Weapon: -- (Weapon Type) 
Weapon: -- (Weapon Type)  
Energy source: ---   
Propulsion system: --- 
Shield: --- 
Health: -- 
Energy: -- 
Fire Power: -- 
PWR: --, ARM: --, EVA: -- 
FGT: --, WEP: --, SPD: -- 
SPC: -- 
AIR: -- 
GRN: -- 
WTR: -- 
Executables: 
- Name; Description (See the .EXE Guide)

Mobile Suit Name/Designation:
Weapon: -- (Weapon Type) 
Weapon: -- (Weapon Type)  
Energy source: ---   
Propulsion system: --- 
Shield: --- 
Health: -- 
Energy: -- 
Fire Power: -- 
PWR: --, ARM: --, EVA: -- 
FGT: --, WEP: --, SPD: -- 
SPC: -- 
AIR: -- 
GRN: -- 
WTR: -- 
Executables: 
- Name; Description (See the .EXE Guide)

Mobile Suit Name/Designation:
Weapon: -- (Weapon Type) 
Weapon: -- (Weapon Type)  
Energy source: ---   
Propulsion system: --- 
Shield: --- 
Health: -- 
Energy: -- 
Fire Power: -- 
PWR: --, ARM: --, EVA: -- 
FGT: --, WEP: --, SPD: -- 
SPC: -- 
AIR: -- 
GRN: -- 
WTR: -- 
Executables: 
- Name; Description (See the .EXE Guide)
Mecha Free Points; 20 
Turrets: 4 (8/8 for Limited Ammo) 
Health: 60 
Energy: 100% 
Fire Power: 60 
PWR: 20, ARM: 20, EVA: 25 
FGT: 20, WEP: 25, SPD: 30 
Number of Executables: 7 
