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depending on chassis, any humanoid armor but Fumble Die is doubled. Robo-armor may CHELK PENALTY:
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Tool attachments: Add Know Die to checks for building or repairing. Chassis 1 X
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.
BATE AL: 12
MAX FUMBLE JiE:  d10
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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
(One at level 1 and another at level 3, 5, 6, 9; see USG p. 78-79) increase Fumble die +1d.



