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fITTRIBUTES

SEBMABD _ AGILITY
AE@IAYE . SMARTS
Q[EEAY/GD . SPIRIT
AEMMAMB _ STRENGTH
A@IEMAMD . VIGOR

-

aKILLS

~IIENTERTAINMENTICROUP:

Name: "ROCKky"

Race: Robot

Bennies: 4 4.8 HT
Conviction: WT

Planetary Romance:

SO DRL

Parry Toughness

Cha Pace

Took Kit (5) Mounted inside left hand

Big Mouth (Minor)

Quark (Minor): Sarcasm

Wanted (Major): By MAS Corporation

Dependancy: Recarge 1/day or fatigued

ﬁ%%% ___Athletics
SO — Sommoroue EDGES & ADVANCES
AV : Electronics Moxie: +2 to Taunt rolls. Can use Taunt
4%%@ __ Focus in place of Smart or Spirit when
ﬁm@% 242 EZ:;CUGasion resisting a Test of Wills
4@@@ — Biloting Self-Destruct: 4dX DMG (medium range)
4@@@ T Repaif
Qm@® " Science 5N
S [EB]/Y ~ “Stealth 10N
AEI® /YD 2 Taunt 15N
4@@@ "~ Weird Science 20S
4@@ @ iy 255
ARV Total Wt: 17
AR Weight Limit: 30 g
A [EIBI/Y @ — Unskilled (-2) o 5
40V
45V
POWER 0 RANGE WR EFFET 50V
Armor +2 due to metal body 55V
Construct +2 to recover Shaken 60H
immune to poison 65H
and desease. 70H
Only Repair can heal 75H
Enviro Weakness + 4 DMG from electric 80L
-4 to resist electric 90L
Outsider -4 to Charisma 100L
110L
WEAPIN RANGE MHGE P BF W NOTES
Guantlets -- STR+d4 1 4 +1 to Parry
Electro-Shock Gun 12/24/48 None 1 8 8 Charges. After target hit, must make a

Vigor roll or be stunned (at -2 with a

raise on the attack

Mounted inside right arm.
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