Zippo





Zippos are called in when the going has gotten rough and the members of Hell Fire Inc. need heavy-handed help. They are the shock troops that confront the great dangers that prowl through the wilds. Zippos are often found leaping into the thick of a battle with both plasma generators lit. Since these suits tend to do battle is such close quarter their armor is designed to handle extreme heat. Plasma attacks do half damage against these suits.





Model Type: ZP Flamer


Class: Medium Battle Exo-Skeleton


Crew: One


M.D.C. by location:


	Arms (2) - 70 each


	Legs (2) - 90 each 


	Head - 60


	Main Body - 250


	Utility Bar -- 50


	Jump Pack - 150


Extended Range Plasma generator (2) -- 75





Speed: 


	Running: 30 mph maximum.  Can reach speeds of up to 80 mph with the aid of the jump pack. Note that the act of running does tire out its operator, but at 20% of the usual fatigue rate. 


	Leaping: The suit can jump 10 feet straight up or 20 feet across from a standing position. The suit can jump 100 feet straight up or 200 feet across from a standing position using the jump pack.





Statistical Data:


Height: 7 feet


Width: 3.5 feet


Length: 2.5 feet


Weight: 1 ton


Physical Strength: Equal to a P.S. 30 


Cargo: None


Power System: Nuclear; 10 years


Black Market Cost: 1 million credits





Weapon Systems


1.Extended Range Plasma Generator: is completely integrated into the suits systems the feed lines lie beneath the armor of the arms with the nozzles protruding from beneath each fist


Primary Purpose: Assault


Secondary Purpose: Defense


Weight: 75 lbs.


Mega-Damage: 1D4 x 10 M.D.  


Effect: One burst can be focused on all the targets with a 60 degree arc of fire. The large area of coverage gives the wielder +3 to hit when using both generators at the same time and +6 to hit when using only one generator. A normal sized target will be completely engulfed in flames when hit. Large and giant sized targets will take damage to whatever areas are deemed accessible to the wielder. All components of the target or targeted area will take damage. (For example: If a SAMAS armor is the only target and is hit for 50 points of damage. Each arm, each leg, the head, each wing, the rail gun, the ammo box, etc… will take 50 points of damage. ) Rules for firing a burst apply when firing on multiple targets. Creatures not wearing full body armor will take damage to their bodies. 


When a stream from a plasma generator strikes a target, it carbonizes the outer surface of the target leaving a coating of soot. The target has to make a save vs. blindness roll. If blinded the blindness will last for 1D4 attacks during which the target will attempt to clean its optics. The carbon scoring neutralizes the effect of laser resistant armor for 1D4 rounds during which the armor is scrubbed clean.


Rate of Fire: One Spray per Generator 


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. 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)





