Barbary Marine Armor

Josie started awake as the klaxon sounded. "General alarm? What the flying..." She jumped from her rack, pulled on her vacc suit, and began floating her way through the jumpship to her station. She hit the deck hard as the jumpship suddenly began gravity maneuvering, and spat a pirate's curse from her bloody lip. 

Throughout the Bloody Sunday, a Merchant jumpship belonging to the Widow's Fire pirate gang, everything was chaos. As Josie ran for her battle station aft, she jostled past other members of the crew. The shouts that she heard were unnerving at best. Fragments of orders being passed flew all around her. Closing range...retract the sail...emergency jump... 

Josie got to her station near the engineering hatch, just forward of the after airlock. She hit the intercom to signal that she was in position, then activated the viewscreen to see what was going on outside. 

Josie wanted to rub her eyes at the size of the ship that was closing on them. It had to be 500 meters long, maybe 600. A flat hull, big engines, bigger guns. The Veiled Republic's banner on its side was twice the size of the burning spider on the Bloody Sunday. She swallowed hard, and her eyes caught the sight of moving specks against the darker background of the destroyer. Fighters, closing fast. 

Josie heard voices crackle over the radio as the pirates' own fighters went out, trying to buy time for the jumpship to escape. No chance; the VRNF's fast Pugilists pounced on the pirate fighters, and the big Gwyars blasted through the gap, moving into a line astern with a flight of Breton shuttles right behind them. 

The sail was halfway in when the first shots hit; one by one the Gwyars made their pass on the Bloody Sunday, hammering the engineering section with concentrated fire. Josie braced herself as a heavy blast aft shook the jumpship; there was a scream of air, a momentary loss of power, and the hatch slammed shut automatically to contain the breach. Josie floated off the deck as the lights flickered back on; the manuvering drive was out. She could hear the captain calling back to engineering, asking about the sail; dead silence was the only answer. 

Suddenly, there were two sharp CLANKS on the hull outside, near Josie's station. Boarding lines. The VRNF must have thought that someone important enough to capture would be aboard a Widow's Fire jumpship. She radioed the captain, who sounded tired, yet defiant. Hold them off, he said. We still have a chance to unhook the dropships and run that way. Another pirate, a guy named Burke joined her. He readied a pistol and knife, and she did the same as they took up positions on either side of the hatch. They would depressurize this section, cut up the first marines' suits as they came through, then run. 

But before they sealed their suits, Burke leaned over and stole a quick kiss. "See ya in hell, lass," he said with a wink. Then they closed up, and let out the air. They were ready. 

On the other side of the hatch, Josie could faintly hear sounds of work in the low pressure, like someone was cutting metal. There was a sudden pop and a faint bang. She braced her back against the bulkhead beside the hatch as it rolled open; its controls had been cut out and hotwired from the other side. Instantly, Josie delivered a powerful backswing with the knife in her left hand...and was rewarded with a solid CLANK. 

Josie looked in surprise, her arm still outstretched, holding the broken knife against the chest of the armored trooper. In a whirl of adrenaline, she saw a big laser slung under the right hand and a mechanical claw where the left hand should be, backed by an automatic weapon of some kind. Burke was staring equally dumbfounded. The armored trooper looked down at the scratch in his armor's paint, looked back and forth between the two pirates, and gave an audible laugh through his helmet. 

That was it. Josie kicked him in the chest, pushing off to fly forward, running for the next section. Burke was slower to react, and she heard him scream as he was backhanded against the bulkhead by the vibro-claw, his torn guts becoming a bloody spray as his suit decompressed. Josie slammed shut the middle hatch, pushed hard and hit the closed forward hatch, and frantically pressed the button to open it. But the other side was still pressurized, and the built-in safeties betrayed her; she pounded frantically as the pressure equalized. After seconds that seemed like forever, the hatch opened. 

But before Josie could get through and close it, something doubled her over backwards and left her limp. She had felt nothing as her body was blown through by the support laser, was already in dying shock as her suit's air hissed away. The trooper stopped next to her as she floated in a cloud of her own flesh and blood, and as she faded, she saw him touch his fingers to his faceplate, over his mouth, and then to hers. 

"C'est la," he said. 

And then she was gone. 
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Type/Model:    Barbary Marine Armor 
Tech/Era:      Inner Sphere / 3060 
Chassis Type:  Humanoid 
Weight Class:  Light Battle Armor (401 - 750 kg) 
Rules:         Level 2, Custom design 

Ground Speed:  10.8 km/h 
Jump Capacity: 90 meters 
Armor Type:    Standard 
R&D Start Date:  3057 
Prototype Design and Production:  3058 
Standard Production:  3060 

==Overview:== 
The Barbary is a light battle armor suit built in the Veiled Republic. Its name comes from a nation of sea raiders from ancient Terra, and it fits this suit's role: space combat and boarding actions. "Ruthless" is a good word to describe this suit, and the VRNF marines who wear it. 

==Capabilities:== 
The Barbary BA is usually dropped by a shuttle onto a ship's hull, where its magnetic boots and jump jets help it get around. The Barbary uses its cutting torch and vibro-claw together to cut and pry through hatches and armor, in order to gain access to the ship. 

Once inside, the Barbary is compact enough to get around in the passages of most spaceships. Its searchlight helps it to see in darkened areas. An armored glove on the right arm allows easy operation of door controls, and other situations requiring finer manipulation. 

The Barbary's weapons can overcome the most stubborn resistance. A modular mount on the right arm carries a support laser, support MG 
or heavy grenade launcher. An AP mount on the left arm usually holds either one of the VRDF's famous Mauser 980's, or an automatic shotgun. Finally, the Barbary's vibro-claw is murderous in close combat; many foes will simply surrender, rather than try to stand against it. 

Most importantly, the Barbary is armored to the maximum for its size. This makes it much harder to hole than a vacc suit, and gives the Barbary a huge survival advantage in the hellish brawls of boarding combat. Any grazed shot, fragment or even just a small cut, could be the end of a vacc suited marine; the Barbary ignores such minor damage. Indeed, it takes a lot more to really hurt a Barbary, than most enemies can bring to bear in the close quarters of a ship. 

==Deployment== 
The Barbary is deployed by marine units, aboard the Veiled Republic's warships. It leads the way in boarding combat, and has earned a reputation as fearsome as its name. 

------------------------------------------------------------------ 
Type/Model:    Barbary Marine Armor 
Equipment:                                          Slots    Mass 
Chassis Type:  Light Class Humanoid                   0       100 
Motive System: Ground Movement (1 MP)                 0         0 
               Jump Jets       (3 MP)                 0        75 
Armor Type:    6 Points Standard                      0       300 

Manipulators: 
  Left Arm:    Battle Vibro-Claw                      0        50 
  Right Arm:   Armored Glove                          0         0 

Weapons and Equipment                Loc     Shots  Slots    Mass 
------------------------------------------------------------------ 
Modular Weapon Mount                 RA               1        10 
 Support Laser                       RA        30     1       200 
Anti-Personnel Weapon Mount          LA               1         5 
 Mauser 960 Assault System           LA               0         0 
Cutting Torch                        LA               1         5 
Searchlight                          Body             1         5 
------------------------------------------------------------------ 
TOTALS:                                               5       750 
Slots & Mass Left:                                    3         0 

Calculated Factors: 
Total Cost:     299,250 C-Bills 
Battle Value:   31 (124 for 4)  Weapon Value: 13 (Ratio=.42) 
Cost per BV:    9,653.23 
Damage Factors: SRDmg = 1   MRDmg = 0   LRDmg = 0 
BattleForce2:   Class: IB   MP: 3J   Armor/Structure: 2 / 0 
                Damage PB/M/L: 1/-/-   Overheat: 0 
                Point Value: 1    Specials: mec, car4 

CBT:RPG Data:   Armor Value (M/B/E/X): 8/7/6/6    Coverage: Full 
                IR: 0,  ECM: 0,  Camo: 0 
                Melee AP: 1,  Target Size Modifier: 0 
                Movement Modifiers: 
                  Walking: 0,  Running: 0,  Sprinting: 0 
                Jump:  90 m/turn 
                Attribute Modifiers:  STR: +2,  DEX: -2,  RFL: -1 
                Equipment Rating:  E/E/E 
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