Sprinkler


By: Bernard White





Sprinkler Armor Suits are the lightest and most versatile of all those in the Hell Fire Inc. inventory. Sprinklers are fitted with jetpacks instead of a jump packs so that they can maintain level flight. They are often called in to suppress wild fires and dowse burning buildings. Electronic and chemical means are employed to suppress conflagrations. Sprinkler pilots are trained to be emergency medical services personnel and are often sent to rescue those in need. Sprinkler pilots need to have the ability to create a telekinetic shield to use the suit to its fullest potential. These suits are designed to deal with extreme heat and extreme cold. Their armor takes half damage from both plasma and cold attacks. The extinguisher has no adverse effect on the suit.





Model Type: SPK Savior


Class: Light Construction Exo-Skeleton


Crew: One


M.D.C. by location:


	Arms (2) - 50 each


	Legs (2) - 70 each 


	Head - 40


	Main Body - 150


	Utility Bar -- 50


	Jet Pack - 70


	Wings (2) - 70 each


Extended Range Extinguisher  -- 50


Canister Launcher - 50


Psi-Amplifier -20





Speed:


Running: 40 mph maximum. Note that the act of running does tire out its operator, but at 10% of the usual fatigue rate. 


Leaping: The suit can jump 15 feet straight up or 30 feet across from a standing position. 


Flying: Can hover in place up to 400 ft. Can reach speeds of up to 150 mph using the jetpack.





Statistical Data:


Height: 7 feet


Width: 3.5 feet


Length: 2.5 feet


Weight: 1000 lbs.


Physical Strength: Equal to a P.S. 30 


Cargo: Medical Kit, 2 respirators, fire blanket


Power System: Nuclear: 10 years


Black Market Cost: 1.25 million credits





Weapon Systems


1. Extended Range Extinguisher: is completely integrated into the suit’s systems, the feed line lies beneath the armor of the left arm with the nozzle protruding from beneath the left fist.


Primary Purpose: Fire Fighting


Secondary Purpose: Defense


Weight: 50 lbs.


Payload: 30 sprays; must be reloaded with a chemical mix


Effect: One burst covers the target or targeted area up to 50 ft in diameter with foam. The large area of coverage gives the wielder +6 to hit. This foam suppresses oxygen and causes an endothermic reaction that lowers the temperature by 100 degrees Celsius.   This effect may freeze any creature without full environmental protection. While the spray doesn’t normally do any direct damage, it will make most armor more brittle than it normally would be. Such that kinetic, explosive, and concussion weapons do twice as much damage as normal. Because of the massive flux in extremes, plasma weapons will do double the normal amount of damage. Laser based weaponry will only do half the normal amount of damage, because they don’t heat the area they strike as much as they would under normal conditions. This effect lasts for 2D4 minutes.


Rate of Fire: Standard 


Effective Range: 200 ft


Payload : unlimited





2. Utility Bar: A tool that posses a set a vibro-shears at one end and gripping claw at the other. It can be extended from its carrying length of 4 feet to its full length of 12 feet. The vibro-shears can be used to cut through mega-damage materials and the gripping claw can be used to latch onto things that would otherwise be unmanageable. If wielded as a weapon, it will be considered to be a spear or staff.


Primary Purpose: Construction


Secondary Purpose: Defense


Weight: 100 lbs.


Mega-Damage: The vibro-Shears can be opened to up to 2 feet wide and do  


3D6 M.D. while cutting.


The gripping claw has a 30 P.S., can be open up to 2 feet wide, and will do 2D4 M.D. in crushing damage. 


Rate of Fire: standard


Effective Range: Melee


Payload : unlimited





3. Canister Launcher: Grenade launcher used to hurl Endo Canisters deep into a fire zone.


Primary Purpose: Fire Suppression


Secondary Purpose: Defense


Weight: 30 lbs.


Mega-Damage: Dependent upon the ordinance. Though it is meant to use Endo Canisters, being of standard size it can use any type of grenade 


Rate of Fire: standard


Effective Range: 1000 feet


Payload : 30 shot magazine





4. Psi-Amplifier: This device is used to increase the psionic abilities of the pilot by a multiple of 4. By creating a telekinetic shield, which would be 4 times stronger and 4 times bigger than normal, the pilot can activate external air scrubbers to suck the oxygen from inside the shield and starve the fire.


Primary Purpose: Fire Suppression


Secondary Purpose: Defense


Weight: 10 lbs. 


Rate of Fire: standard








5. Hand to Hand Combat: 


Restrained Punch: 1D4 M.D.


Full Strength Punch: 2D4 M.D.


Power Punch: 3D6 M.D. (counts as two attacks)


Kick: 2D6 M.D.


Leap Kick: 3D6 M.D. (counts as two attacks)





