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Mecha of any kind can easily be dropped in al- 
most any kind of campaign available. As long as 
there is room for equipment or vehicles, there’s 
room for mecha. 

Fantasy: Mecha can be dropped in as magical 
artifacts in almost any standard fantasy world. If 
sorcerers can animate an iron golem, it is not too 
much of a stretch to make them bigger and con- 
trolled from the inside. They will often be either 
individually hand-crafted or be legendary items 
from a forgotten age. Their actual physical nature 
varies wildly: some will be made of enchanted 
metal, others are grown from flesh, others still are 
made of pure magic. Story-wise, fantasy mecha 
are often comparatively weaker than those in other 
genres, in order to give a fighting chance to the 
monsters and creatures that inhabit the rest of the 
setting, but this is not an absolute rule. Guardians 
of Divinity, page 20, and Golemsuit Warriors, page 
32, are examples of Fantasy. 

Stearnpunk: A term formed by the combination of 
“steam power” and “cyberpunk,” steampunk usu- 
ally describe an alternate world where Victorian 
Age society has mastered a greater technical level. 
Steampunk also covers the industrial age of many 
classic “sword and sorcery” fantasy worlds. Mecha 
from this genre are made of heavy iron plates and 
polished brass, with tons of rivets and a belching 
smokestack. Cities & Empire, page 48, is an ex- 
ample of Steampunk settings. 

Alternate History: Similar to the Steam Punk genre 
above, the Alternate History angle lets 
Gamemasters field mecha wherever they wish. 
Perhaps aliens provided the necessary ad- 
vanced technologies, or a genius scientist de- 
veloped them on his own. Alternate History ma- 
chines are sometimes clunky, sometimes ad- 
vanced, but they all mix the familiar with the fan- 
tastic: UN mechatanks standing guard at the 
Korean DMZ border, or French Dragoons board- 
ing their gleaming machines to march on Russia 
under the orders of Napoleon and his clockwork 
engineers. Gear Krieg, page 60, and Great Ma- 
chine Decander, page 90, are examples of Alter- 
nate History. 

Modern Day/Near Future: Research is currently 
ongoing in the field of human battlefield augmen- 
tations. The DARPA agency in the United States 
has several programs aimed at producing a 
battlesuit that will allow an individual soldier to carry 
as much firepower as a battletank, for use in both 
open war and counter-insurgency operations. It is 
easy to imagine that certain shadowy organiza- 
tions (governments, spy agencies, corporations, 
terrorist groups) are already equipped with them. 
Phoenix Rising, page 82, is an example of Mod- 
ern Day mecha settings. 

Far Future: As Mankind moves into space, the 
versatile mecha will certainly be part of its arsenal 
of tools. Thanks to advanced technology, they will 
be faster and more powerful, and be used for ex- 
ploration, construction and defense. Most far-fu- 
ture mecha designs are both tough and fast, and 
carry a significant amount of guided weaponry. 
Many feature sophisticated control systems that 
makes them one with their operator. Heavy Gear, 
page 108, Jovian Chronicles, page 126, and 
Outworld Changelings, page 160, are all exam- 
ples of Far Future mecha settings. 
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