
Name:   
Player:   
Occupation:   

Class: Cyborg 

Alignment:   
XP:   

Level: 

 Mod Temp Mod 

STR     
AGI     
STA     
PER     
INT     
LUC     

 

 

 

 

 

 

 

Equipment: 

Special Abilities: 

Treasure & 
Wealth: 

Upgrades 

(Choose one at levels 1, 4, 7, and 10.) 

Proficient in all missile/ranged weapons, armor (modified to fit them). 
Add Jury Rig Die to aƩempts to self repair, repair other tech, or salvage from a techno-
logical source. 

Crits against you are reduced in effect by 1/2 your level, rounded up. 
+2 to saves vs. Sleep and Charm. 

Damage is divided between “meat” and “frame”.  Frame can be repaired, not healed. 
Self-repair is Int DC 5+frame points to repair. Cost is 1d7 sp/point and takes 1 turn/point. 

Saves 

Reflex:  
FoRTitude:  
Will:  

AC is usually 10 + Ref save + shields. 
[Impervious] armor does not degrade.  
f: Feeble pieces degrade on a 1-2.  
a: AblaƟves can be discarded to nullify a 
1 on an armor die. Every two ablaƟves 
increase Fumble die +1d.   

Armor 
AC:     
Check Penalty:     
Armor Die:     
Fumble Die:     

Pieces [i] f a 
        
        
        
        

        
        
        
        
        
        

Base AC:  
Max Fumble Die: none 
Special:   

Combat 

Speed:  Crit Die: 
Action Dice:  Crit Table:   III 
Init:  Attack Bonus: 

Lucky Roll: 

Jury Rig Die: 

 
Favored Weapons: 

HD:   d8 

HP (Meat): 
HP (Frame): 


