
Name:   
Player:   
Occupation:   

Class: Robot, Military 

Alignment:   
XP:   

Level: 

 Mod Temp Mod 

STR     
AGI     
STA     
PER     
INT     
LUC     

 

 

 

 

 

 

 

Equipment: 

Special Abilities: 

Treasure & 
Wealth: 

Components: 

(Built-in weapon plus 1 at level 1 and another at level 3, 5, 6, 9; see USG p. 78-79) 

Proficient in all weapon types, any humanoid armor but Fumble Die is doubled. Robo-
armor may be constructed.  

Killing Machine: Cannot pass as human. Weapons are obvious. –2 to starƟng Personality. 

Slow: Base move is 20’. 
Hardened: +2 to  starƟng Stamina. 

Saves 

Reflex:  
FoRTitude:  
Will:  

Know Die adds as an aƩack 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, starvaƟon, suffocaƟon. 

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 
 Chassis 3  X     
        
        
        

        
        
        
        
        
        

Base AC: 14 
Max Fumble Die: d12 
Special:   

Combat 

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

Lucky Roll: 

Know Die: 
Favored Weapons: 

HD:   d10 

HP:     


