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armor may be constructed.

Killing Machine: Cannot pass as human. Weapons are obvious. —2 to starting Personality.
Hardened: +2 to starting Stamina.

Slow: Base move is 20’.

Know Die adds as an attack roll bonus with all built in weapons, as well as checks regard-
ing known historical facts.

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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JPECIAL:

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.



