Optional Rules:
These are optional rules for those people out there that want things “well defined”. Included are all of the things that are missing from the main rulebook.

Experience Point Rules:

Experience points earned can be a pain to figure up.  So here are some suggestions to help GMs decide on what certain actions can be worth:

XP per Zoid defeated: *

Experience = (Zoids Potential + Pilots Zoid Pilot Skill) x 10

XP per Common Action:

(If Target # was over 10)

Experience = Target # for that Action x 10

* If a character defeats a Rev Raptor (Potential 14) and the Pilots Zoid Piloting Skill was 5 then the 

   Character earned 190 Experience Points for winning the battle ((14 + 5) x 10).

1’s and 10’s on a Roll:
Whenever a character rolls a 1 or 10 things can either go extremely well, or extremely bad.  These rules are designed to save time and arguing.  Note that the GM should make these rolls, not the players. 

10 while Attacking:  

Target takes full rolled damage plus loses 1 point of AC until repaired or grown back

10 on a Common Action:

Automatic success regardless of the Target #

1 on a Attack or Common Action:

(A failure regardless, roll a 1D6 to determine outcome)

1 = Critical Failure (Gun jams up until repaired, Computer being hacked shorts out…)

2 = Major Failure (Gun simply doesn’t go off, Computer being hacked locks up…)

3 = Mistake (Character accidentally shoots something in line of sight, Hacker makes a 

                     mistake that causes the system administrator to track them…) 

4-6 = Minor Failure (Character misses, Computer denies access…)

Bullets and Rearming:

For those who noticed that Bullets and such aren’t included in the main rules it’s because most people find it annoying to keep track of clips/rounds and continually running to town and buying more.  For those that like keeping track of details like that:

Reload for Regular Guns = 20 per Clip (max rounds held by weapon)

Reload for Zoid Guns = 100 per Clip (max rounds held by weapon) 

Human/Zoidian Healing:

People normally heal the number of HP per week as their Strength Attribute while resting.  Medical treatment cuts that in half.  First Aid can recover the number of HP immediately as the Providers First Aid Skill (Target # 10 on roll).

Zoid Healing/Repairing:

Zoids heal the number of HP per day as their Strength Attribute while resting.  While repairing a Zoid the Mechanic uses the number of HP he/she is attempting to repair (can be lower than the HP lost) as his Zoid Repair roll Target #.  The GM decides how long the repair for that amount of HP will take (At least half of the time it would normally heal, possibly less).

Zoid Evolution:

Only the GM can evolve a Zoid (when they deem it appropriate).  A Zoid can’t evolve spontaneously (unless temporally with the aid of a high level Organoid), it forms an “Energy Cocoon” The appearance of the Cocoon varies per Zoid, but it can only be penetrated by a Zoid Examination Suit (Normal weapons cannot affect it).  A Zoids evolution takes its (new) Strength Attribute in days to complete.
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Optional Combat Rules:

Blind Fire:              +8 to Target #

Near Darkness:       +4 to Target # (Night Vision negates, Thermal if heat is involved)

Reduced Light:       +2 to Target # (Night Vision negates, Thermal if heat is involved)

Heavy Rain/Water: +1 to Target # (Thermal negates if heat is involved)

Bright Glare:           +2 to Target # (Thermal negates if heat is involved)

Smoke/Heavy Fog: +3 to Target # (Thermal negates if heat is involved)

Target Running:                +1 to Target #

Target has Partial Cover:  +2 to Target #

Two Handed Shooting: +2 to Target # (Only capable with Handguns)

Using Dual Knives:       +1 to Target #

Using Dual Swords:      +2 to Target #

