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Proficient in basic melee and ranged weapons (clubs, axes, maces, staves) plus others AL:
depending on chassis, any humanoid armor but Fumble Die is doubled. Robo-armor may CHELK PENALTY:
be constructed. ARMOR JiE:
Charismatic: +2 to starting Personality and +1 Intelligence. FUMBLE diE:
Know Die adds to Int checks for history, and as a bonus to all Personality social rolls with F'EEEI [l _f a
sentient beings that are accepting of artificial life forms or don’t know that they are Ro- Chassis 1 p S
bots.
Lay on Hands has no effect, but repairing magic may. 1d7 SP/hp and 1 turn to heal self.
“Broken bone” equivalents take repair check DC12 to restore.
Immune to poison, toxins, disease, starvation, suffocation.
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AC is usually 10 + Ref save + shields.
[Impervious] armor does not degrade.
f: Feeble pieces degrade on a 1-2.

a: Ablatives can be discarded to nullify a
1 on an armor die. Every two ablatives
increase Fumble die +1d.



