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AboUfCUHPS
Steve Jackson Games is (,;ommittcd to

full support of the GURPS system. Our
address is SJ Games. Box IR957. Austin,
TX 78760, P1c~c include a self-addressed,
stamped envelope (SASE) any time you
write us! Resources now available include:

Pymmid (www.sjgumcs.com/pyramid).
QUI' online 1ll,lgllZillc indudcs new rules
and articles for CURPS. Il also covers the
hohby's top games - DlIl/ge/Jllol' &
Dragol/s, '['rm'eller, Worltf of D(/rk/lll~'s,

Call of CtIHlIJ/lI, Sha(/owrtlll, and m.my
more - and other Steve Ja(;kson Garnes
relenses like III Nomilll:, IN1VO, ellr
Wars, '/'0011, Ogre Mil/iatllres, and l1Iorc,
And Pyramid subscribers also have access
In playtest files online, to see (and COIll
ment on) new honks before they're
released.

New ,1'IIf!l'fem/lnl,I' tltlt! {/dl'('I!/III'(,,~,

GURI'S t:Onlinties to grow, and wc'lI bc
hnppy Iu Id yUlI knuw wluu's new. A cur
relll cat.jlog is aV'jilahle for an SASE. Or
check oul our Weh site (below).

Erroll/. Everyone makes miSl<lkcs,
including us - bUI we do our besllo Iix our
errors. Up-W-d,lle crralu shects for ~jll

GURI'S releases. including Ihis book. arc
nlwnys nvnilnble from 5J Games: be sure III
include an SASE wilh your rcquesl. Or
downlOad them from lhe Web - sec below.

Q~~;\. We do our besl 10 Hnswcr any
gnillc qucslion rlccompanied by ,Ill SASE.

Gill/U'r inIJUI. We valuc your commenlS.
We will consider Ihem. no! only for new
producls, bUI also when we updale Ihis
book (JJl later printings!

III/lfI"lWI. Visil us on Ihe World Wide
Web al www.sjgumcs.cUlu for all onlinc
cllt<llog, errata, upd<lles.•nul hundreds of
pages of infol'lnalion. We also have con
ferences on COl1lpuserve and AOL.
GURI'S has its own Usenci group. 100:
rec.gHlllesJrp.gurps,

CURPSm:/. Much of lhe online discus
sion of CURl'S happens on lhis e-mail
list. To join. send muil 10
Inajordomo@io.colll with "subSl,;ribe
GURPSnct-L" in lhe body, or poinl
YOllr World Wide Web browser 10
hllp:/Igu rllsl1t:l.sjgulllcs.coml.

The GURI'S IOU web page is al
wWW.sjglllllcs.eom/gllrpsibooksll'obots.

Page He/epences
Rules and statistits in Ihis bouk arc

specifically for Ihe GURPS Ha.~it: Sel,
Third Editioll. Any page reference thai
begins with a B refers to Ihe GURI'S
Basic SCi - e.g.. p. B I02 means p. 102 of
the GURpS IJasic Set, Third Edilioll.

Page references ([WI begin with CJ indi
cate GURI'.') Compeudilllll 1. Similarly,
HT means GURI'S 1/igh-Tech Second
Edition. S means GURPS Space, SU
means GURI'S Supers Second Edilion,
UT means GURPS Ultra-Tech, Secolld
Edition and M refers to GURI'S Magic.

Tile creation of artificinl life has been a dream and a nightmare since the beginning
of human history in stories of golems, animated statues and homUllculi. Blll nl the dnwn
of the induslrial revolution, Mary Shelley hit on the idea of replacing magic wilh clcc
lricity, nnd in 1817 FrankenSlein's lllotlSler became lhe lirslborn of science.

Just over a century later, eleclricity was a reality, nuclear energy and space [ravel
were 011 the horizon. [(lid the 1920s and '30s pulp science fiction writcrs carne up with
the idea of an electronic brain in a mechanical body. At first, these robots were called
;'mechanical men" or "androids" (derived from the Greek, and me'lI1ing manlike). But
when Knrel Cnpek wrote his play R.U.R. about worker androids. he coined the name
"robot" from the Czech word for worker. Science fiction nnd the world adoptcd it. And
.1 gcneration later, whcn COlllputer-conlrolled manipulators el11ered the workplace. il
seemed natural 10 cnll them robots. too.

Today, Ihe word refers 10 any re-programmable machine capable of sensing nnd
mnnipulating its cnvironment, whether ii'S a robol arlll in a faclory or a neHl"-scntient
android th:!l looks and acts like a pcrson. Robots have capabilities that make Ihcm
superhuman or subhuman, or both at once, but lhey're also artificial beings. bound by
thcir creator's purposes.

The first rohot slOries were variations on lhe Frankenstein theme: a robol or super
COl11pllll:r lun1.S against ils cn:alOr. Later stories. films and comics rcbelled against Ihis
Faustian approach with robots who were heroes, sidekicks 01' just served as well
behaved machinery, no more likely 10 rebel than the hero's spaceship or trusty blastcr.
Or they explored lhe ways robots or senliel1l computers would Ihink and ael - and the
way lhe world would be lnlnsforl11ed by their presence.

This book allows you 10 do all those things, 10 crcMc robots to usc ns robots liS vil
lains. as \(Jols, or as characters in a CURPS Space, GURI'S Supers, GURI'S
Cyberpllllk or GURPS Atomic Horror campaign. Detailed l'ules using a version of Ihe
GURPS Vehicle.\', Seco/ld Ellilio/l design mechanics will allow almosl any kind of
robOllO bc created. We've nlso included sepa!';tlc rules for biological androids - genelic
living artit'<.lcts - as well as liny microbOIS ;Inc! 1l;lIlOI11<lchines. A chapler on NolJOls ill
Ihe CWlllmiXII explains how robols Gin be integraled inlo an exisling CURPS game
or how to cenler a new campaign around robots. Finally. we've presented dozens of
sample robots, from rep:lir robots alld warbots to a robot superhero, so you C<.lll usc thc
book righl away.

HOOUT THE HUTHOR
"David L. Pulver" is an android created by an <.lrtificial intelligence bascd in

KingslOn, Onlario. He has been programmed to write more than a dozen game supple
mellls including CURl'S Ultra-Tech, GURPS P,\'iullics, CURl'S Vehicles, Aliens and
Artifacts (ICE), Glory of Rome (TSR). and II/diana JOlles and tile Risillg SUIl (Wesl
End Games). After auaining sentience, "David" developed vnrious hobbies, such as sci
ence fiction, Japanese animation, and the study of politics in lhe nearby Uniled States.
He regularly contributes 10 All offhe Above, the CURl'S APA.
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Dear "'io:

The SY·IOI·N Nemesis prVlotytJt: is 'lOW operatiolla!. I'd
like to rllII .wme more tests, bill you .~pecified that the first IlIIit
luuI to be ready for the field before Freedom Day. Fine. Your
wish is my commalld. It is. Oh, alldtllllllks for reassuring me.
/r·.f "ice 10 know the Senate slIbcommittee advisory on
autollomOIlS robot weapolls does" 'I apply to your agency.
Helps me sleep nights.

Tile tesl re.mlls al Desen Three weill A-OK. I're senl filII
specs wilh Ihe courier. I'd like 10 take a few more weeks, but
your boy Dall should be able to hamlle all)' field maintenance
problems - f10tthat I expeci allY.

As yOIl reqllesled, Ille protof)1Je'S exterior matches thai of
Macrotecl,'s Lemoll Allgel pleasure amlmid. The biopfa:i
bod)'.W:lIlpl I"'lIS flawless ami she - I meall .. il" - is really SIlIl1
l1illg. All the special hardware '.~ ill al/d it '.~ alll/oll/il/al. You gOI
the military-spec ractica! SCI/SOI".\· you wlJIlled. We left in lite
UIIIO/l Angel's sex pheromone emitter. but the myoelectric limb
!l/olors /lOW generare 0.45 kilow(lt/ al peak output. giving
(llmosl 300% hUlllan slreng/h. We al.1"() fixed the problem wilh
Ihe lubricant Ihatl mentiollelilasr time - i/ wa.~ leakillg infO the
slolllach caviry.

Dr. Ny (1/ Special Projects olllditl himself wilh Ille illtemal
weaponry. The laser periscope is state-of-the-art, alld that
lIlo111h·retractable temade-knife gives me the willies. We
swilched 10 monowire for Ihe blade afler Ihe SY-IOI·N com·
plained the vibrobltule }Illnllonics made irs teeth ache.

Complained? Yep. Its "eural-llet is onli"e 1I0W.
FedSpecDiv specified a neural-net COIIIIJ/lter of nomillal 80%
sla"dtlr(l IQ. We trained il UIJ 10 90%! 8esl of a//, il call get
slllarter . .. I thillk Ihat's ",Ilat yO/l wallted, right? It's alretul)'
fast: all rhe lasl run, we cut ;n tI,e ref/e.... co-processors alld
Symhia exceeded your paramelers by 11%, which makes its
reactiOIl speed lI'e// above hllmall baJe/ille. Oh yes: "SYlllllia"
is whal aile of ti,e tech.~ "amed iI-I glleH SY-IOI-N Nemesis
AII/0I10mOIl.I' Specific Target Ullit was a bit of a //Iou/hful. The
lIame seems to have stuck - even tlu: rohol a/lswer:.· to ilnow.

We'!'e had Il() major problt:ms wi/It lraining or program
ming il. TIle oilly oddity was lhe lIeurtil-lIet'.s respollse 10 1I~'e oj'
the simulared gas/mimes/illal system. For sOllie reason 0111' lif
rle toy tlol:sll '/ /ike to prelend 10 eat! Seellls it's developefl a
1I0/ioll lhllt it will get its insitles gummed lip. Why? Beats me.
Maybe sometMllg to do with that fluid letlk we had. Thm's Ihe
trouble w;th a neliral-lIet: it '.~ a leamillg complller - and some
times we dOli 't/lmlerstand quile how or what il leams.

O"e more thing - Synthia got blooded. I\'e ellc/osed ti,e
halO/ape. Before you go bananas abom ullauthor;::.ed combat
tests, it wtU tll/ accident. The SlOnn knocked 0111 Ihe gellualor
again, and Desert Tllree's sonicfe"ce we'" dOll'n. A giant Sand
Deri! came ol'er Ihe perimeter while we were testing ti,e reflex
boosters. We f/idll'l hal'e the laser hooked lip, bllt everythillg
else peifonl/ed to spec! Still, Ihe sighl of a little slip of a girl
breaking the back ofa ha/f101I /lIOIISler was a liftle unnen'ing.
During debrief, SY·IOI-N said the cnCOlllller \l'as more "slilllll
lati"g"II1"I/ trail/illg.

It's ready. You've gol YOllr killer doll, Fio. I'll be w{l/cl1illg
tile /lews.



A robol i.s ~ machine, c.ontrolled by a computer brain. capa
ble of pcn:elvlllg and malllpulating ils environment. Robots arc
typically designed for jobs that are considered tOO tedious,
u~pleasant ~r dangerous for hUlTllln beings. This chapter pro
Yldes a detmled, slep-by-step system for designing many types
of robots. from domestic servants to lethal warbots. These rules
won't spend much time on Sialic industrial robots (99% of the
robots used today) but will concentrate inste:ld on the more
interesting mobile robots of the future.

Ro8Ol O£ll6N

c.omputc~ can ~ crime bosses, pleasure robots can work as pros
tItutes or assassms. cargo robots can be programmed 10 smu,,"ole
freight. tech robot.. can refurbish stolen goods. domestic~
can steal things, and so on. Most criminal 'bots are simply ordi·
nary.models reprogrammed. but some robots may be specifically
m(xhfied or bUIlt for criminal activities.

Cyborg: A fusion of man and machine. lllis book uses the
term specifically to refer to a robotic body controlled by a built
in human brain. AJ)pendi.x J: Cyborgs (p. 52) describes how to
modify the rules for constructing robots to build cyborgs.

Domesric or Serving Robot: Of the available robot maids, ser
vants, butlers, janitors, banenders. cooks. waiters, and secretaries.
some are humanoid and glamorous, others are strictly functional
with built-in appliances. TIle Servitor (p. 120) is an example.

Exploratiol/ Robot: A robot probe designed for surveyor
scouting, usually in hostile environmcnts: underwater. space,
arctic regions, or on alien worlds, most have extensive sensor
armys. Some have weapons to ward off wildlife or equipment to
capture specimens. Explomtion 'bots may even be disguised as
~iving creatures to perform covert surveys. The Ulysses (p. 116)
IS an example of an explorer robot.

Robot Double: An android can be designed to impersonate a
specific individual. Public figures might use them - or might be
replaced by them as part of a plot. Less sinister uses include
st~nt doubles. actors in historical dramas or displays in shop
wllldows or theme parks. Eccentric inventors sometimes build
android doubles of themselves or their children.

Machine Race: A robot can be part of a "species" of sentient
or semi-sentient machines. A race of machines may be com
posed of a variety of robots built for specialized tasks (a caste
sys.tem. perhaps with sentient super-computers at the top) or usc
a smgle ncxible "general-purpose" model of robot. A machine
race may look like anything, even android versions of its origi
nal creators. The Scorpio Alpha and the Grendel (I'. 122) could
casily be members of a machine race.

NWI1I)' or Teacher Robot: Buill to look after kids or teach.
these are often humanoid. but inhuman models with many arms
and emergency medical systems are also common. Some have
non-lethal weapons to protect their charges.

Perfonller or Orator: These are robots designed to sway a
crowd _ robol rock stars. preachers. demagogues. actors. etc.
They arc often fitted with enhanced vocal systems or
Appearances; some arc intelligent, while others are remote-con
trolled puppets. Often, but llot always, they look human.

Petoot: Built to look and acllike an animal, these are common
in areas where real pets are unavailable or forbidden. Petbots are
usually cute. often funy. and sometimes intelligent. Larger and
more expensive models often serve as bcxIyguards, nannies. or
mounls. The Furbot (p. 118) and Paladin (p. 119) are petbots.

Police Robot: A robot can be designed to assist police officers
(often in bomb disposal, evidence gathering or riOl control), or
perhaps, to patrol and invcsligate on its own. The Bomb Disposal
robot (p. Ill), Blue Steel (p. 112) lind Cerberus (p. 117) are
police robots. Robots used by poliee SWAT tcams are often
indistinguishable from security or warbats.

ReCOil or Newsbot: Built for surveillance or military ree<)O
Ilaissance, or for news gathering, these are usually fast and
equipped with many sensors. The Argus (p. 111) is a recon robot.

M.edica{ or Rescu~ Robot: Designed to provide emergency
servIces. these come III all shapes and sizes from SUllie "docbot"
or "alltomed" machines with dozens of arms and built-in lTlcd
il.:al instruments to fully mobile paramedics and fire fighters.
The Samaritan (p. liS) is a medicaVrescue robot. Variations on
this Iheme include robots designed to perform bio-medical
experiments and "torture robots" used for interrogations.

•
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The first thing to come up with is a general idea of the

robot's purpose and capabilities. Then go through Ihe design
process from start to finish. The end result will be a robot that
can be used either as a character or as a piece of equipment.

Some suggested concepts for robots are described below
along with examples from the Sample Robots chapter. '

Agriw/7IIraf or Gardening Robot: This is a robotic piece of
farm machinery or a smaller gardening robol. The Johnny
Appleseed (p. 114) is an eXlllnp1c of an agrobot.

Android: An android is a humanoid robot (with a head, twO
anns and twO legs) that closely resembles II human. Androids
may be s~ialized for a p~nieular task. or be general-purpose
robals bUlIt to do everythlllg a human can do. The Nemesis
("Symhia", p. 51), Lemon Angel (p. 119). Prometheus (p. 120)
and Scorpio Alpha (p. 122) are all androids.

Assassin or Hunter Robot: These robots generally emphllsize
sneakmess over combat Cllpllbility. Some arc androids disguised
to look and act like people. with high ST and DX or built-in
weapons like Synthia. 111en Ihere are mobile robot bombs dis
guised as somelhing else. or tiny mechanical killers that use
their small size to hide while they stalk their larget: the
~lellspider (I" 118) is an example of this type. Hunting and
extennination robots are similar in concept, but are usually used
for hunting animals or pest.~ rather than humans. and are some
limes disguised to resemble their prey or predator animals.

Baltles!/if or Powaed Exoskeleton: 111ese robotic bodies arc
"worn" much like suits of armor. A battlesuit is II weapon while
an e~oskelelOn is a tool. Appendix 2: Ballle.wits (p. 52)
descnbes how 10 modify these rules to build battlesuits.

Bodyguard Robot: A personal protection robot is usually an
android wit~ su~rhuman strength, concealed weapons. good
sensors and 1lllelhgence to spot danger, and a high OX to react
quickly. Bodyguards arc often programmed to aCI as chauffeurs
or companions.

Cargo Loadillg 01' Delivery Robot: This robot is designed to
load or carry cargo or baggage. An example is the Mllrius (p.
112). Faster versions can be built as couriers for packages
milk, mail. etc. '

COlls/mctioll, Milling or Salvage Robot: A rugged robot. it is
d~signed for heavy-duly work. often underwater. in space. on
allen worlds or the battlefield. The Kobold (I'. I 14) and Manta
(I'. 111) are examples.

COII/plirer: The robol design rules can also be used to create
computers mther than robots. To create a computer. just build a
robot lacking a propulsion system or arms. An immobile comput
ercan.re.lllotely control robots. using them as its amlS and legs.

Cnmmfll Robol: Any robot can be used for criminal activities.
RoboI bodyguards and soldiers make good mob enforcers. sentiem

R~8OTS



RobOT Monster: A robot designed WiLh a fcarsome appc,lr
anee may be a wC:lpon of terror or simply an alien mach inc.
These are often very large, and some look like monstrous ani
mals. While most of its weapons arc usually built for close
combat, dramatic r.mgcd weapons like namers are also COl11
mono The Grendel (p. 122) is a robot monstcr.

Ple(Jj;lIre Robot: A robot designed as a sexual surrogate is
almost always an android. While many are indistinguishable
from humans, others are deliberately given cxotie features like
unusual skin or h,.ir, or cvcn fur. Some are very intelligent. to
make them channing companions as well as toys, or (Q enable
Lhem to doublc as secrCl:lries. bodyguards or the like. The
Lemon Angel (p. 119) is a pleasure roboL

Prototype: Any kind of robol can be a newly-invented proto
lype, perhaps the only one of its type. With GM permission. a
prototype robot may usc parts a few tech levels in advan<;c of
the c:llupaign's ordinary tedmo[ogy level; however, if the robot
is :1 character. it will cost eXira points for its Unusual
Background.

Security Robot: Robots designed to protect an installation
are normally small enough to fit through doors and more lightly
armed and armored than warbats. The Rover (p. 113) and
Cerberus (p. 117) are security robots.

Sports Robot: These are robots designed to engage in athlet
ic or gladiatorial events. They are most often humanoid,
although seldom identical to humans. They could be used for
inter-robot eumpetitions or as sparring panners, animated pmc
ticc dummies or cotlchcs.

Special Ops Robot: A robot commando or SCcret agent. It
combines elemcnts of the bodyguard, police, assassin and war
bot with exotic spy gadgets designed to help it do its job. It is
often an android or has built-in stealth and disguise systems to
help it inliltrate. Synthia and Muramasa (p. 115) arc special ops
robolS.

Super Robot: Robol superheroes or villains are often
androids. or al least humanoids. usually as smart as a human,

and a lot stronger and faster. They can often ny
and have exotic built-in weapons or gadgets like
contragravity. or psychotronic generators. Scorpio
Alpha (I'. 122) is a super robot.

Techbot: A technical robot designed for mainte
nance and repairs. Unlike the larger construction
robots. it is normally small enough to operate
indoors or to servc as vehide or ship crew. Some are
I'e')' small. to navigate narrow air duct., and service
crawlways. The linkerbot (p. 121) is a tcchlxlt.

TUII/sporl Robot: A robot designed to carry
people. This may be a simple car, ship or other
craft with a robot brain, or it may bc a robotic
mount. The Pal:ldin robot hOrse (I'. 119) is a trallS
pen rObot.

VOII Neumanll Madlille: A robol (usu:llly for
explomtion) equipped with enough intelligence and
tools that it can use local resourccs to build a repli
ca of itself (and then copy its own programs). Since
they replicate themselvcs. Von Neumann machine
robot starships could quickly explore a large area of
space. Some are built with more aggressivc purpos
es. such as coloni1..ation or extcnnination.

lVarbot: A heavily armed and amlored robol
designed to replace soldiers or (if large enough)
combat vehicles. The Vanguard (I'. 112),
Mummasa (p. 115). Vulture (I'. 116), Gabriel (I'.
117) and Thor (I'. 121) models are all warbots.

A single robot call fulfill several differenl
roles, or be a "general purposc" machine dcsigned to do almost
anything. These concepts can also be merged. For example. a
colonizer robot might combine the functions of construction.
agricultural and teaching robots. How about a robot Orator4 Von
Neumann machine. that goes around the galaxy replicating
itself while spreading a panicular religion?

TO sbow bow the system WDI'kI, we'D Ini:Id the IY-1 01-N
Nemesis, nicknamed "Syothia,.. an androiI asnssin designed
by hderatloa intelligence 8$ a covert operative. SynUtJa is I

deadly lemme latale who happens to be amaine. It leaks Ulle
abeautiful woman, but underneltlt tts skin is amechanical

robot body with numerous eKotic weapons and gadgets,

THE DESI6N PROmS
Design a robot by choosing the cOllllKments that will go into

it such as computer brJ.ins. gadgets. weapons or power sySlems.
Then add subassemblies like arms or legs or wheels, and place
the components within the body or subassemblies. Next. calcu
late the size. weight and cost of the body structure needed to
contain and suppon these components. Then layer surface fea
tures. like armor and artificial nesh. over the robot. Last of all,
detemline the robors statistics.

COl1lponell1s: lllcse are the pans built illto the robot, ranging
from compuler brains to tools to power systems. As compo
nenL.. are designed or selected. reCOrd lheir statistics.

Components have a tech levcl (TL), a weight (WL), a volume
(vul.) ilnd a cost in doUars: some also have a power (pow.)
requirement. Components may have a Legality rating (LC)
which ranks how likely authorities arc to restrict them, from LC
6 (totally unrestricted) to LC -I (major mililary hardware).

Tech Lel·el: Robots are normally buill at tech levels (TL...)
from TL7 (the present) 10 TLl6 (ncar-magical superscience);
see p. B185 for an explanation of what a tech level represents.
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The different parts that make up a robot will have a minimum
tcch levcl assigned to them; if no TL is listed, assume it is TL7.
Unless there is a source of highcr-TL parts or the designer is a
gadgeteer. a robot can only usc features or parts available at its
TL, or a lower TL.

Weigh! (WI.) is measured in jXlunds (Ibs.); 2.2 pounds con
ven to onc kilogram.

Volume (vol.) is measured in cubic fect (eI); one cubic foot
converts to .028 cubic meters or 1/27 cubic yards.

Cos! is in dollars.
Power (pow.) is measured in kilowatts (KW). One kilowatt

is cqual to 1.34 horsepower. Stored energy is measured in kilo
wall·seeonds (KWS). A KWS is equivalent to one KW of
power for one second (that is, a kilojoule).

THf Om6N SmUfNCf
Design the robot following these steps:

1. Refer to the Robot 8l"aJnfthls page) secUon and design acom
puter brain to control the robot. Worll out the robot brain's
CompleKily.

2. Reier to Sensors (P. 11) and design a sensor system lor the
robot.

3. Go to Communlcatol's (p. 14) and design acommunication sys
tem for the robot.

4. Add arm motors (p. 16) tithe robot will have arms.
5. Add one or more propulsion systems (P. 17) ilthe robot should

move.
6. Reier to Contact Weaponry and Jaws and Ranged Weapons

(beginning p. 20) to select any weapoRS the robot will have.
7. Select any built-in gadgetry the robot will have, such as tools

or other special devices, from the Accessories section
(beginning on p. 281.

8. II the robot will carry cargo or passengers, decide on its
capacity by referring to the Payloadseetlon.

9. Design a power system lor the robot by using Power System
Oes;gn on p. 34. II the power system or propulsion system
requires fuel, refer hi Fuel on p. 38 and design a luel tank to
meet this requirement. Calculate the robors endurance.

10. Dl!t:lde what subassemblies (arms, legs, wings, tracks and S1J

on) the robot Ins.
11, Allocate components among the body and subassemblies and

calculate the volume 01 the body and each subassembly.
12. Determine the area 01 the body and each subassembly.
13. Design the robot's structure (p. 40).
14. Calculate the hit points 01 the body and each subassembly.
15. To cover the robot with armor, or give" other protective

systems, reler to the Armor and Threat I'1'8tectlon secllon on
pp.41·43.

lB. lithe robot will have any lifelike laatures, go to the
BIomorphlcs seCUon on p. 43 and add them.

17. Work oUithe robot's statistics {see Statistics beginning on p.
45).

The robot can now be programmed (refer to the Braills alld
Programs chapter) or used as it stands.

ROBOT BRAINS
A robot brain is a computer built into a robot to control its

actions. Every robot must have one or more. (If a robot has sev
eral brains, decide which one is the dominuni bruin.) Brains arc
rated by Complexity; the more complex the brain, the more
sophisticated the computer programs it Clln run, and the higher
the robot's DX and IQ will be. A robot with an ordinary brain
with no special options will have a DX equal to the brain's
(Complexityl2) + 8. rounded down, and an IQ equal to its
Complexity + 3.

Robot brains are computers - they run computer programs,
allowing them to be programmed with various skills and abili
ties. They also have certain advantages over an organic brain:
perfect recall, a built-in clock chip and an innate ability to han
dle numbers. This gives a robot with 11 computer brain Absolute
Timing (I'. 819), Doesn't Sleep (p. 85), Eidetic Memory 2 (p.
1320), Lightning Calculator (p. 821), and Mathematical Ability
(p. 822), worth a total of 100 points.

However, a robot with a computer brain is not truly "self
aware" or sentient - computcrs are straightforward logical
thinkers that lacks self-initiative, must obey their owners. can
not learn or evolve, and have no understanding of human emo
tions. Unless the brain is given special options. it automatically
has the disadvantages Cannot Learn (p. 88), Reprogrammable
Duty (p. 89), No Sense of Humor (p. 13241), and Slave
Mentality (p. 89), worth -105 jXlints.

Adding up the advantages and disadvantages, having a com
puter brain with no options has a net cost of -5 points.

Several options may be added to any brain to alter its capa
bilities. None of the options have to be taken, although the
options "neural-net" or "sentient" are strongly recommended
for any robot intended to be a "character" rather than a
machine! A robot brain can combine any of the options except
ncural-net and sentient: a sentient brain is simply a higher order
of neural-neL The options are:

Blocompwer (TL8): The computer's processing capabilities
are enhanced through the use of organic nervous system and
brain tissue, either scavenged from human brains or vat-grown,
and kepI alive with a built-in life support system. This is an
intermediate step between a-computer and a true cyborg, and
boosts the Complexity of the computer. It has two disadvan
tages: any repairs require Electronics Operation (Medical) as
well as Electronics Operation (Computers), and some societies
consider biocomputers to be ethically questionable, hence its
reduccd LC. Note: biocomputer brains must also be given eithcr
the neural-net or sentient option.

Compact (TL7): The brain is substantially reduced in size
and weight, but is much more expensive as a rcsult.

Dumb (TL7): The brain is less sophisticated than usual. This
subtracts 1 from its Complexity but makes it much cheaper.

Extra ROM Slots (TL7): This mUltiplies the number of hard
wired programs the computer can run simultaneously by 1.5.
See Hardwired Programs. on p. 61 of Chapter 2, Braills and
Programs.

Gel/illS (TL7): The brain lIses state-of-thc-art processing
technology. This adds +1 to its Complexity, but grcatly
incrcases the price.
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Compulep Bpa/e Table
Brail/ Typl' TL Wt. Vol. Cost Pow. LC Compo Pts.
Tiny 8 .5 .01 $200 neg. 6 TL-7 0
Small 7 2 .04 $1,000 neg, 6 TL-6 0
Standard 7 40 .8 $15,000 neg. 6 TL-5 0
Mieroframe 7 200 4 $40,000 .1 5 TL-4 Il
Mninfrilmc 7 500 10 $200,000 1 5 TL-J (]

Macrofrumc 7 4,000 80 $2 million 10 5 TL·2 0

TL Modifier
Built at TL: 7-8
Built at TL: 9 x.5 x.5 x.5
Built at TL: 10+ x.25 x.25 x.25

Optiolls
Biocomputer 8' xU xl.5 x5 -I +1 -5
Compact 7 x.5 x.5 x2
Dumb 7 x,2*'" -I
Extru ROM

slots 7 x 1.5
Genius 7 x7"'* -I +1
Hardened 7 x3 x3 x5
High-Capacity7 x1.5
Neural-Net 8 x2 +70
Renex Booster

+1 DX 7 x1.5
+2 DX 8 x2
+3 DX 9 x3

Scntient 10 x3 -I +100

* Must also take sentient or ncural~nct options!
** For tiny, small, mainframc and mal.:l'oframc bruins,

"genius" multiplies l.:ost by 20 instead of x7, and "dumb"
multiplies cost by .05 instead of .2.

Select the basic size of bruin (liny to macroframc) from the
table below, decide which options it has, work oul its statistics
and record them.

Weight: This is the weight of the brain. If the brain has TL
modiliers or options th<1t affect weight, llIultiply by the !lumber
shown for each modifier or option, in turn. For example, a TL9
ll1ul.:roframe with the hardened and bioeol11pLlter optiolls weighs
4.000 Ibs. x .5 (built at TL9) x 3 (hardened) x 1.5 (biocomput·
er) = 9,000 lbs.

VO/lIl11e: Just as with weight, if a robot has several modi
licrs or options tllllt affect volume, multiply it by each in turn.

Cost: Just as with weight, if a robot has seveml modifiers
01' options thilt affect cost, multiply the cost by each in turn.

Legality: The brain has the LC shown on the tllble, modi
lied by its options.

Compo (ColI/plexity): The bmin's Complexity is based on
its type and TL, modified by the options chosen. For example, a
TUO standard brain with the genius option has TUO - 5 + I =
Complexity 6.

Points: The point cost of the brain's innate advantages
and disadvantages. Add the cost of the brain and of all
options together. Note that Complexity does not directly
affect this point cost, but a higher Complexity meilns il high~

er DX and IQ, which wi11 cost extra points (see Statistics on
p. 45).

Robot Brains V.I'. Ordinary CO/l/pllters: The options on this
table permit computer bruins almost identical to those on pp.
UD-8 to be built. (Volume may diller, since II bmin in II robot
does not need il keyboard, ilmong other things.) For example, a•ROBOT ~(j16N

Hardened (TL7): The brain is built with optical systems, or
more sophisticated forms of hardening at higher TLs, in order
to resist attacks such as electromagnetic pulses or paralysis
beams that do special damage to cOlllputer brains.

High-Capm:ily (TL7): This enables the brain to run 50%
more software programs than a computer of its Complexity
normally can. See Progral/ls in the /Jrains al/d Programs
chapter.

Neural-Net (TL8): The brain is built so that its operation
simulates the wayan animal (for instance, a human) brain struc
ture works. This makes it self-programming and semi-sentient,
with limited self-initiative, In game terms, this option elimi
nates the crippling Cannot Learn and Slave Mentality disadvan
t<lges that a computer normally suffers (leaving only
Reprogra1l1mablc Duty and No Sense of Humor) and is thus
worth 70 extra poims. A Complexity 7+ l1eural~llet brain built at
TL9 can spontaneously "awaken." becoming sentient. See
Awakening Sellfiell/ COII/plllers on p. 57. A neural-net bruin has
an IQ of Complexity + 4 rather than Complexity + ),

RfJ/ex {Jooster (TL7+): This is a co-processor that increases
the robOI's ilbility to coordinate its physicill actions, and thus
boosts its DX. [t is aVllilllble in +1, +2 or+3 DX versions.

Sentiell/ (TLIO): Any kind of brain of Complexity 6 or high
er (ilner options) can be built 10 be sentient. A sentiellt brain is
a fully self-aware "Artificial Intelligence," or AI. l'laving a sen
tient brain eliminates nil 105 points of mental disadvllntages 
Cannot Learn, Reprogrammable Duty, Slavc Mentality, and No
Scnsc of Humor - that ordinary computers have. As a result,
this option increases the cost ofa brain by lOS points! By defin
ition. every sentient brain is also a neural-net - don't give a
robot brain both options. The IQ of a sentient brain is its
Complexity + 5.



TL8 minicomputer is :l standard robot brain with the "compacf'
oplion. whilc a TL9 borderline-sentient megacomputer is a TL9
macroframe with the "neural-net" option.

Every robol needs a brain. We decide Synlhla Mould
have aslandard brain with the +2 OX bODsler, high-capatny
and neuralilel OpIlOO8. Thl' weltlh'4D abs. x .25 (lor n10) =
10 Ibl.. lakes tq:I .8 x.25 =.2 el, and COIl' 816,OOOX.25
ml0) x 2 (neuralillt) x 2 (+2 OX IIOOIIBfI) x 1.5 (b1gb
_I =822.500. nb LC 8, Complelll1y mID - 5) =5,IIIIl
an fteIIiIjble 1I0wer.1I cosll -5 points (ban colt all com
puler braiJ) + 70 points lfor nurakleU::: 85lt01n1s.

Exll'a Databanks: MalIS StOf'age
A computcr brain Cl'ln store considcrablc data. usually alllhat

it nccds for ils own mcmory and programs. However. if Ihc
brain is going to handlc really large database... (dctailed filcs on
an entire population. for instance). extra databanks can be
added. all:lched to the computer brain. E.1ch gigabyte of data
storage:lt TL7 is:1 component requiring $1,000, 5 Ibs.. and.1
cf. Increasc thc data storage by a f:lctor of tcn per TL ovcr 7.

GMs m>ty note thaI Ihis volume is less llwn lhat on p. UTI4.
This is because p. UTl4 assumes shclf spaCC for bllckup disks
as wcll.

Mass storage can be Htmlet/etl (like a com pUler brain) for
triple thc weight and volume and fivc time~ the cost.

~[NSDRS
All robots re(juirc scnsors. A set of btuit' .wm.WJT.\' givcs thc

1'0bol four' senses at a Icvel cquivulent to a human's: vision.
hearing, smell and tllstC. (Taclile scnses are added Ialcr, when
Ihe robot's skin rmd armor arc dcsigned.)

Assume that a robot with this j>'1ckage has a number of visu
al sensors (usually two) whose capability approxilll:lles the
human eye, chemical sensors cquivalcnt to a human nose and
tasle buds. and audio sensors equivalent to human ears.

Basic scnsors have onc capability hum:lns don't orten havc,
cflhe robot has a compuler brain. A robot normally stores a rel
ativcly low-(lllality Il1cmory of whutcver it sees. But any robot
can lIse ils scnsors in "rccordcr modc" 10 storc high-detinition
digital still 01' motion pictures, quality audio recordings 01' othcr
sensory impressions, within thc limits that its sensors c:m nor
mally dctect. See Daw (wd Memory Reqi/irt'mellls on p. 60 for
the memory space used.

To design :1 robol's ioensors quickly, just install the bllSic
sensor p:lckage (see the Set/sol' TobIe. on p. 14), and go on to
COflllllllllicotors.

Or takc various options, analogous to adVlll1\ages and disad
vantages. 10 enhance or degrade Ihis basic packuge . For exam
ple, a robot could be Blind (lhal is. have no visual sensors) but
have R:ldar and Acute Hearing +5 instead. These options are
described below; the sensor table shows their TL and thc errect
they have on thc weight, volume and cost of basic sensors.

V-/Bion (Jptions
Acme Vision +1 to +5: Keen visual sensors give the robot

the equivalent of Ihe Acute Vision (p. B19) advantage.
Blilld: The robol's clectronic sensors do not detect visible

light. The robot has the equivalent of the Blindness disadvan
tage (p. B27). The robot may be lIble to see beyond the visual
spectrum, if it has the Infrared or Thermograph options. A robol
whieh is Blind may not take thc Color Blindness, Low-Res

Vision. Nighl Vision. One Eye, Pcripheral Vision, Speelrum
Vision. Telescopic Zoom or 360-Degree Vision 0plions.

GMs whose players purchase blind robolS that have infrared
or thermographic vision should take care to rolepl:ly the many
disadvantages of only being able to sec via conlrasting heat
shapes. That is, inability to sec print. signs, read liccnse plates
or menus, use instrument pancls that arc not designcd for direct
electronic imcrfacc and so on.

A Blind robot may take Acute Hearing or Acute Taste/Smell
at half point COSI; dollar cost is unchanged.

Color Blimillefj's: The robol sees in monochromc only; the
effeclS are the samc as the Color Blindness disadvantage (p.
B28). Such a robot limy not take Spectrum Vision.

Imlependemly Foc/ls"bfe t.)'es: The robot has visual sensors
thaI can track two differem things al uncc and sec in two direc
tions simullaneously. II can aim at more than onc target at 11

time if it has the Full Coordinalion program (p. 59).
Illfrared Vi.rio": The robot can switch ils vision to Ihe

infrared spectrum. cnabling il to sec by sensing temperature dif
fercnces between objecls. It can see in ubsolute darkness or
through normal fog or smoke. and suffers only :1 -I penalty
when fighling lit night. It gcts +2 on Vision rolls to spot living
things during dllylight. h can follow a heal lr:,il. so it gelS :t

bonus 10 Tl'neking rolls: +3 if thc trail is less thall 10 minutes
old. +2 if Ihc Ifllil is less lhan 20 minulcs olll. +1 if it's less Ihan
30 minutcs old. Howcvcr, infrarcd vision is colorblind, and
objects of the samc tcmperature show no contrast; :1 robot
couldn't rcad print by infrarcd. for instance. Gencrally a l()..
degree difference in heal is needed to di~tinguish objects from
their background. Whcn the robot uses infrared vision. it Cilllllot
SL"C the normal visual spt.--ctrum; switching takes onc tum.

1.AI.I·1!/' ROI1!;ejillde/': This allows the robot to estimatc dis
lances precisely by using a laser beam. This adds +2 tu wcapun
Accuracy whcn Aiming (not curnul:ltivc with bonuses 1'01' laser
sights) and improves deplh perception.

U)w-Re.\· Vi.riOIl: The robot's viSllal sensors :Ire capable only
of low resolutions. The effects arc the S:lrlle as the uncorreclable
/Jat! Sighl disadvantage on p. 827; dccide if it is nearsighlcd or
farsightcd. A robot which is Blind may not take this oplion
unless it also h:ls the Infrared or Thennogruph options.

Micro.fcop;C Vision: Activating this option rn:lgllitics small,
c1osc-up objecls by a ti,ctol' of ten IOllic powcr of (TI~·5). (A TL8
unit magnifies by 10 10 thc powcr of (8-5), or 1,000.) '111e GM m:lY
allow lhe robot 10 pcrfOlln <:cnain analytic scientific tasks without
instrumenK A robot which is Blind may not take Ulis option.

Night Visioll: 'Ine robot h:lS eh.:ctronie light-amplification on
its visual sensors. 11lc errects are thc same as the Night Vision
:ldv:lntage (I'. B22), allowing the robol to sec in anything but
total darkncss wilhout penalty. Fog and smoke affect it normal·
Iy. A robot which is Blind may 1101 lake this option.

Dlle Eyl1: The robot's depth perception is limited, as it has
only a single visual sensor instc:,d of two or more. Normally
this eye faces forward. TIIC effects are the same as thc One Eyc
disadvantage (I'. 829) with the exccption that, unless the robot
llppears otherwise humanoid. reaction penalties are ignored. (A
single-eyed robot that also has a laser rangefinder suffers a
reduced penalty: only -I when firing rJ.uged weapons or driving
quickly.) A robot which is Blind may not take this oplion unless
it :llso has thc Infrared or Thermogr:tph options.

Paiphaol Vision: The robol's visual sensors are widely
spaced. have :l broad field of view, or are mounted on sllliks.
The effects arc the same as lhe Peripherlll Vision (p. B22)
advantage. If the robol hlls 360-degree vision, it doesn't need
lhis. A robot can', take both this and One Eye.
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Ultrasonic Hearing: The robot can hear extremely high
frequencies, such as dog whistles. sonar pulses or ultrasonic
lll:lrms.

SlIper-Hearing: This "oplion package" includes Acute
Hearing +5, Infrasonic Hearing, Pambolic He:lring 5 and
Ultra-.onic 1·learing.

SpecialOptions
These options give the robot sensors unrelated to vision,

hearing, tasle or smell, such as rad:lr.
Dccide what options, if any, the b:lsic sensors have, and refer

10 Ihe table on p. 14 to determine their cost, weight and volume.
CuderemJer: This Jets the robot rcad bar codes. usually

scanning them with a laser. A codereader isn't nece."sary if the
robot alre.1dy has imaging ladar or a laser rangefinder. Similar

Taste/Smell Options
Acule 7lB'1e and Smell. + J to +5: The robot has sensitive

chemical sensors. TIle effccti'> are the same as the Acute Taste
and Smell advantage (p. B19).

Discriminatory Smell: The robot's sense of smell is fllr
beyond human norms. II can dctcrmine distinctive odors for
practically everYlhing it encounters, :lnd can difFerentiate
between and recognize individual people or things by their
smell. Other feats could include sniffing out drugs, poisons or
explosives. The OM may require :In IQ roll to identify a p:Jrtic
L1lar odor or lO memori ....e one. The robot gels a +4 to any roJI to
usc its sense of smell ill mhfiliun to Acute Taste and Smell
bonuses. It also gets +4 10 Tmcking skill. This option includes
the Smoke Detector option.

Discriminlltory Taste: The robo!"s sense of taste is far
beyond human norms. It can determine distinct tastes for
nearly everything it encounters. and can differenti:lte between
and recognize individual people or things by the t:lste of their
bodily fluids. Othcr fcats include analyzing the molecular
composition of any organic objecl by "tai'>ting" its chemictll
composition. Interpreting the daw can require a succcsi'>ful
IQ-4 or Biochemistry, Botany or Zoology skill roll. The robot
gcts a +4 bonus 10 taste rolls, cumulative with bonuses for
Acute Tastc and Smell. Even the smallest taste combined
with :l successful roll is enough to tell if something is safe for
humans (or bioroids) to eat. or to get a rongh idea of an alien
animal's mctabolism.

No Sellse of SmellfTcB'1e: TIle robot lacks chemic:lI sensors
tlnd cannot smell or taste things. The effects arc lhe same as the
No Sense of Smellrraste disadvantage (p. 829). The robot may
not take any other Taste/Smell options except smoke detector.

Smoke Detector: The robol's scnsors incorporate a smoke
detector.

Reti/l(lprilller (TL9): The robot's visual sensors can
change shape and color. enabling il 10 duplicate a human reti
na print to fool security sensors. The robot can capture and
store relina prinls For Ialer use, by looking into the eye Ihe
robot wishes to prinl, or by downloading stored retina print
data into its brain (if it has onc).

Spec/rulll Visio/l (TLIO): The robot can lune its vision to
see portions of thc spcctrum bcyond visual or inFrared. It can
check for radio emissions, microwaves. gamma rays or UV
radiation. for instance. GMs may allow the robot to find elec
tronic bugs or hidden transmillers or power sources in this
fashion on a successful Vision roll. Note that being able 10

see radio emissions, for imaance. does nOI mean being able 10

comprehend them. The robot can locale an operating Irans
mitter, but will still nced to use a communicator to make
sense of the emissions. Spcctrum Vision includes Night
Vision lmd Thermograph.

Telescollie Zoom: The robot's visual sensors can increase
Ihe magnificalion of distant objects, although detail resolu
lion cannot exceed what would be visible with normal eyes
from 12 inches away. It adds x2 magnification.

Thermograph: The robot can use thermographic vision, an
advanced form of infrared vision. Treat it as infrared vision,
except that there is no -I penalty and Tr<lckillg bonuses are at
an exIra +l. A thermograph has all the cllpabilities of infrared
vision, but with morc resolution: it can even sense heal
shapes behind thin brush or walls. If looking through :l wall,
make a Vision roll wilh :l pen:llly equal to the DR + HT of
the w:ll1.

360-Degree Vision: The robot has multiple (more than
two) visual sensors. or possibly only two sensors mounted on
a rapidly rotating track. It can see in all directions, suffers no
penally whcn defending against attacks frolll the side or rear.
and takes only a -2 penalty when making wild swings.

Audio Options
Acute Heari/lg +/ to +5: The robot has especi:llly keen

audio sensors. The effects are thc S:lme as the Aeute He:lring
(p. B19) advantage.

Deafness (Nu Audio Sellsor.~): The robot h:ls no audio sen
sors. (It may still be able to receive direct coded transmis
sions through radio, if it has a radio.) The effects lIre Ihe
samc as the Deafness disadvantage (p. 828) and the robot
m:lY not takc any other Audio Sensor options.

Infrasonic: The robot can hear sounds whose frequency is
below the nonnal threshold of hum:ln hearing.

LOIr·Re.~ Hearing: The robot has low-resolution audio sen
sors. equivalent to the Hard of Hearing disadvantage (p.
B28).

PamlJolic Hearing: The robot's sensors can "zoom ill" on
a paniculllr distant sound or area, filtering out background
noise from the sounds it wishes to listen to. A robot's dcgree
of parabolic hearing is mted by levels, up 10 a maximum of
five. The lable below shows how far away <l listening robot
can be from various sounds and still hear them at the same
volume as nomml conversation one yard away. Each level of
parabolic hearing either doubles the range at which a sound
can be hellrd (move one line down) or reduces the level of
sound that Clln be heard at a given distance by 10 decibels
(move up onc line). For instancc, a robot with Parabolic
Hearing 2 can hear normal conversation :ll 4 yards as if the
robot were only one yard from it, or a IO-decibel sound at I
yard as if it were a normal conversation.

SOUlld /e~'ef

(decibels)
10
20
30
40
50
60
70
80
90

100
110

Example
Leaves rustling
Whispered conversation
Normal conversation
Light traffic
Loud conversation
Noisy office
Nonnaltr:lffic
Loud music, gunshots
Thunder, :lutomatic weapon fire,

heavy traffic
Jet plane at takeoff
Live rock band

Range
(yards)

y.
M
I
2
4
8
16
32

64
128
256
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code-readers may be buill (0 read other kinds of bar codes, such
as magnetic strips.

HyfJllu-Eye (TL9): The eye can project subliminal hypnotic
pallerns (using ItlseT beams): if the robot meets an organic
being's gaze. the hypno-cycs lldds +410 Hypnosis skil1. Hypno
eyes include the laser rangcfindcf system.

Lallllr, Iml/gillg (TL8): TIlis radar-type sensor uses a laser
beam to delect other objects. II is an active sensor. which means
that countenncasurcs that detect laser beams will sense it in usc.
while those that degrade or jam them will affect it. Unlike
search radar, which gives back a mere "blip" (sec Radar,
SeaTch, below) imaging ladar can resolve a detailed picture of
what it sees. It can sense sh:lpes and objects. but not colors or
nat detail, such as print: it gives the robot a complete picture of
everything around. An otherwise Blind robot using imaging
ladar can function as if it were sighted but colorblind. with the
exceptions notcd above. An imaging ladar i!> limited to line of
sight, with a maximum r,.mge of half a mile. mulliplied by the
number of levels it has. The 5015 point cost for imaging lad:lr is
50 points plus 5 points pcI' extra level.

Radtu. Imagi"g (TL8): This functions much like imaging
hldar. execI'I it c:m look righl through clouds. leaves and so on.
It is:1 shon-ranged radar with a tight focus. The main difference
is that il work!> on microwave frequencies. and as such is
delected. jammed or degraded by countemlcasures that affcct
r.td:lr mther than hldar or lasers. Its range is half a mile, muhi·
plied by the number of levels it h:IS. Thc 5015 point cost for
imaging radar is 50 point:. plus 5 points l)Cr extra level.

Rat/tlr, Sellrc1,: This mdar has a longer range but is less pre
cise; it is most useful for flying rohots. It "sces" by putting out
pulses of energy and collecting and :malyzing the way obj...'Cts
renect them. Target:. detected by search r:tdar are normally just
blips on a screen. with their iol>ced. position and approximate
sizc known. but (unlcs~ they :lrc thc size of a largc building)
their shape, color and composition remain a mystcry. lis basic
rangc is I milc, hut it ClllHwt see
through solid objcCb or over the hori
zon: multiply the muge by the number
of levels it has.

R{/{loriLl'Sf'I" LIJl:oler: Tlii~ wal'lls
the robol if a mdnr or laser of nny SOl'I
(including imaging lutlllr) is poit1lcd al

it. 01' if 11 radur-homing or laser-homing
missile is tracking i1. Il also localcs the
source. (For dclailed rules 011 lhi~ scc
GURPS Vehicle.\·; Olherwise lIS~lll1le

lhm if a radar or lascr of C<ltllll or lower
TL Spots lhe rohn!. its position is
detected by the robol.) A radscallncr
(see SC(IIllIcr.\·, below) autom:ttically
includes a mdllr/la....cr loc:lter.

Radiatio/l Delec/o,.: The robot has a
buill-in Geiger counter to detcel the
prcsencc and intcnsity of radiation in
the area. This sensor isn't needed if the
robot has a radscllllncr.

Smllllers (TL9): A "scanner" is a
sensor that allows the robot 10 detcci
and classify mailer or energy. Thcre are
three main types. Bioscw/llus detect
life forms and can locate particular
species or even ~pecific people. if a
genetic "fingerprint" is on file. Chem· ~.---
Jcallllers search for miner:lls. metals ~

and chemical compounds. and can be llsed 10 detect or analyze
explosives or drugs, or even detcrminc lhe DR of an object.
RadscwlIlers dctcct cnergy sources of all kinds lind can be set to
scan for specific types of radiation (gamma rays, radio. ncutri
no. radar. etc.); they e:m also detect lhe scanning radialion used
by chem- and bioscanllers.

In general. a scanner has a maximum mnge of 2.500 yards if
set to delect a Sl>ccific thing within its category. or 1,000 yards
if sct to scan for a wide range of things. Normally it scans a 60
degree arc each tum: it can scan 360 degrees per tum. but at ~
range. An Electronics Operalion (Sensor) skill is required to
spot something. Penalties are -2 at ranges over 1.000 yards. +2
at range.<; of 500 yards or less. Within 50 yards. very detailed
analysis is possible. Double the ranges at TLiO and multiply
them by 5 at TLlI+. Add +1 to scanning rolls at TLiO. or +2 at
TLlI+.

Smlllr: TIle robot can "see" by emitting sound wavcs. No
light is rc<luired. Sonar can be j:ll1ulled by loud noises, and is
colorblind, but (within a r.:tnge of I yard) the robot can actually
"see" inside living things or other objects of similar density.
GMs may give a +2 bonus to skills such as Diagnosi~. or for
:lllempts to detcct concealed weapons (using Holdout). Its range
under water is 200 yards. multiplied by the number of levels it
has; the range out of water i~ one-tenth thM. TIle 25/5 poilll cost
for sonar is 25 points plus 5 points per eXira level.

XlUlar, Imagillg (TLl2): 'Illis functions like imaging ladllr.
except that the robot can sec through walls or into solid objects.
It can see through 2-inch-thick stccl walls. or up to 6 inehcs of
normal matter. Very dense matcrial (for example, lead. or DR
150+ armor) or force sc~ell~ caruml be penetrated. Its range is
I mile; extra levels not only multiply that. but add to the thick
ness of matter lhrough which xlldar can pcnctr..tte (for example.
lhree levels of imaging xadar enable :t robot to sec through 6
inch steel walls). The 65110 point cost is 65 points, plus 10
points pcI' extra level.
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Sensop Table
Type TL Weixhl Cost Points
Basic Sensors 7 5 $40,000 0
Basic Sensors 8 2 $10,000 0
Basic Sensors 9 I $5,000 0
Basic Sensors 10 .5 $2,500 0
Basic Scnwrs 11+ .25 $1,250 0
VisualOptio"s
Acute Vision +1 10 +5 7 +10%" 2'
Blind·· 7 ·50% ·50% ·50
Color Blindness 7 ·10% ·10
Independently FOCus:lble 7 +50% 15
Infml\.--d Vision 7 +20% +5% 15
Laser Range finder 7 +50% +5% 5
Low·Res Vision 7 ·20% -20% ·25
Microscopic Vision 7 +10% +10% 4
Night Vil>ion 7 +1% 10
One Eye 7" ·20% -20% ·10
Peripheral Vision 7 +20% 15
RClinaprimer 9 +100% 5
Speclmm Vi~ion 10 +60% +60% 40
Telescopic Zoom 1-5 7 +20%* +10%" 6'
Thermograph Vision 8 +50% +20% 20
360-Dcgrce Vision 7 +100% +20% 25
Audio Optiotls
Acute Heuring +1 to +5 7 +5%" 2'
Deafness 7" ·30% ·30% ·20
Low~Res Ilcaring 7 ·20% ·20% ·10
Parabolic Heuring 1·5 7 +10%· +10%· 4'
Infrasonic Hearing 7 +10% +10% 5
Ullrasonic Ilearing 7 +10% +10% 5
Super-He:ll"ing 7 +70% +95% 40
O/f(lctoryrra,~'eOptions
Acute Taste and Smell +1 to +5 7 +5%" 2'
Discriminatory Smell 7 +20% +40% 15
Discriminatory Tastc 7 +10% +20% 10
No Sense of Smellrrnste 7" ·20% -20% ·5
Smoke DCleclOr 7 +10% neg. 0
Spccial SellsQr.\'
Cudcn:lldcr 7 +20% +1% 0
I-Iypno-Eyc 9 +50% +100% 10
Ladur, Imaging 8 +100%* +25%* 50/5*
Radar/Laser Localor 7 +100% +5% I
Radar, Imaging 8 +100%* +25%* 50/5*
Radar, Search 7 +100%* +10%* 5'
R:ldialion Delector 7 +10% +1% 0
Scanners

Biuscanncr 9 +100% +20% 20
Chcmscanner 9 +100% +20% 5
Radscanner 9 +100% +20% 5
Three-ill-oIiC 9 +300% +60% 30

Sonar. Active 7 +100%* +20%* 25/5*
Xadar, Imaging 12 +300%* +300%* 65/10*

* Per + I bonus or per level.
** Taking this option limits the other oplions that can be

taken. See the text description.
Weight: This is the weight of the sensor package. If the

robot has options. add (don't mulliply) all percentage modifiers
together, and then add or sublmct that percentage from the basic
sensor" s weight.

Volume: Find the volume in cf by dividing the weight by
SO. lllUs. a .5-lb. sensor takes up .5/50 cf, or .01 cf.

R~B~l OHI6H

Cost: 'l11is is lhe cost of the sensor package. If the robot has
optiolls, add (don't mulliply) all percentage modifiers togcther. and
then add or subtract that percentage from the basie sensor's cost.

Legality: Most sensors are LC 6. However. radars or ladars
with 4 to 6 levels are LC 5, while bioscanners, imaging xadar,
and any radar or ladar with 7 or more levels is LC 4.

I~ower: This is negligible for most sensors. Imaging radar,
ladar or xadar, <lIld search radar each have a power requircmellt
of 0.25 KW x its leveL Sonar needs 0.25 KW per 10 full levels.

Poil/f CO.fr.f: Basic sensors cost no points, but the options
do. A disadvantage to basic sensors is worth no points if the
robot has anolher sel of basic sensors without thai disadvantage.
A specific advantage or disadvantage only costs poinL'; once.

Syndlta IIu basic URI81'S. AI Rl0 tbeSfl welgtt,511J. aatI
cut 82.500. We add daB 11Iermogr1l* IIId Retln....er

oPtiOnl. rallinl the wtllgbl It, 50% lad thI COlt "' 12O'1t. AI •
resutt, die UftIOPI weiIIh .1511I,. take 11II,75150 = ,015 d.

IIIll COlt 85,500. They .... COlt 25_Ill' ]IOiIt'1IIll ....
Ie B. The,__]IOW8I'.

[OMMUNICRTOR5
Robols require some way to communicate with the outside

world (or with other robots) in order to receive cornrn'lllds. A
basic commul/icator package consists of three systems:

A I'oic~ synthesi:.er enabling the robot to synthcsil'.c speech.
or, if it has the appropriate database or skills. to gener:ltc Illusic
or sound effects.

A shorHange r{/(Jio with a range of onc mile at TL7, 10
miles at TL8, 100 miles at TL9 or 500 miles at TLlO+. The
range lllay be extended on a successful Electronics Opemlion
(Communications) roll. at -I per extr:l 10% added to lhe rnnge,
to a maximum extension of 100%. At TLl2+. the radio can use
modulaled gr:lvity W'lves inste.ld or radio waves. which increas
es Ihe range by II f:letor or 1.000 and is IOl:tlly undelectable by
pre-TL 12 communication systems.

A cal)fe jack. a plug in the robot for a fiber-optic cable.
allows direct. unjall1lllilble communicalion wilh any olher com
puter or cOl1lllluniclltor wilh a si1l1ilar jaek ant! interface. A
short (up 10 10 yards long) cable is includcd. Robots usually use
Iheir cable jacks to link up with immobile computers or other
robols.

A variely of options can be added 10 Ihe basic cOllllllunicator
pllckuge 10 increase or decrease ils capabilities. weighl, volullle
and cos\. Multiple systems can also be purchased as back-ups.
Available oplions include:

Voice Synthesis Options
B/lflllOm: This option gives the robot a buill-in loudspeaker,

so thUl it c.m grc'llly amplify its voice.
lJimJrbillg Voice: The robot's voice synthesizcr is poor

quality. and the robot's voice sounds obviously artificial; for
instance. its speech might be hollow. high and squeaky, or
sound like a collection of recorded human voices strung togeth
er wilhout innection. In game terms, the effecLo; are the samc as
the Stuttering dis.'ldvantage (p. B29). though the robot probably
docs not actually stuller. The robot may nol also have the Silver
Tongue option.
. Mute: The robot has no voice symhesizer and cannot speak
II can only communicale by radio or cable jack. If communicat
ing by radio, it may not send voice transmissions, only code or
text. The effects are the same as the MUle disadvantage (p.
829). A mule robot may not have any other speech-based
options.



Silver Tonglle (TL9): The robot has a superior voice and can
project a soothing carrier wave whenever it speaks. sings. hums
or whistles. It has the equivalent of the Voice advantage, and
gets an additional +2 reaction modifier from biological entities
wilh hearing ill addition to the normal +2 from Voice. It also
gives the robot a ·3 modifier on any Detect Lies rolls made
against it. Most nonhumans (including robots). as well as those
who cannot hear the robot, are unaffected. So are individuals in
airtight armor or with Audio Damping (p. CY34) cybernetics.
This option includes the Superior Voice option.

Sllperior Voice (TL8): The robot's voice synthesizer is of
particularly fine quality. The effects arc the same lIS the Voice
(p. B23) advanlage.

Ulna.wllic Speech (TL8): The robot can communicate at
pitches inaudible to the hurn'lll ear. Only entities with ultrasonic
hearing can understand thc robot. Animals such as dogs will
often be disturbed by ultrasonic speech.

CIII1/e Options
No Cable Jack: The C:lblc jack option is removed from the

robot. The robot may not have the extension cable option.
Ex/ension CaMe: This is a long optical cable. One end plugs

into the robot's cable jack, the other into a cable jaCk on another
robot, computer, or communicator. The cable is designed 10 reel
in or unreel automatically as the robot moves about, to prevent
tangling, but if the robol moves beyond Ihe cable's length or
manages to twist it around something, it will come unplugged.
The cable is DR 2. HT I to cut. It is usually used as a cheap.
unjammable short-range communication link.

Radio Options
No Radio: The robot has no radio. Unless it has other

options, it can only communicate by voice or cable.
Long-Rollge Radio: The robot's radio has 100 times the nor·

mal range.

Medium-Range Radio: The robot's radio has ten times the
normal range.

(Note: robots do not use com scramblers for coded messages
- any computer br:Lin can encrypt a message if so progrllmmed.)

Othel' Options
Illfrared Com: The robot uses a directional infrared beam

(like that produced by a VCR remote) to communicale. Its max
imum range is about 50 yards. Only other infrared cams within
the line of sight can pick up IR beams.

Lilsercom: The robot has a directional laser communicator
wilh a rangc of 20 miles at TL7, 200 miles <II TLB, or 2.000 miles
at TL9+. or line-of-sight dislHnce. whichever is less. A laser com
municator cannot be intercepted. but cun communicate with
another laser communicator only in line of sight, although use of
multiple relays or mirrors can "lIow it to beam messages over the
horizon. Sending a message requires the user to know the precise
location of the recipicni or relay station. Until TL9, lascrcom
communication beams can be blocked by smoke or fog.

IFF: A robot that has radio, infrared or lasercom may have
an IFF. This stands for "identify friend or foc," This is a beacon
that automatically broadcasts a coded "friendly" identity signal
when the robot is scanned by a scanner, radar. ladar or xudur sct
to the correct frequency. The signal may be sent by any of the
robot's communication systems (often by radio). It only func
tions if the robol is aClually delec/ed by rlldar, ladar, bioscanner,
chemscanner or xadar; it is not a continuous broadcast.

Neutrillo Communicator (TLIO+): This tight-beam secure
communicator actually uses modulated pulses of anti-neutrinos.
Like neulrinos, anti-neutrinos can penetrate almost anything.
but arc slightly Cllsicr to detcct and receive than neutrinos,
hence their incretlsed usefuliless in communicalions. Its range is
10,000 miles. It can reach underwaler without penalty and,
unlike other tight-beam communicators, it can penelrate solid
objects and is not blocked by the horizon.
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Decide what options, if any, the communication system has,
and refer to the table below to determine the weight, volume, cost
and poil1l cost of the package and the available modifications.

Communi.ations System Table
Type TL Weight Cost Poillts
Basic Communicator 7 2 $1 ,000 15
Basic Communicator 8 1 $500 15
Basic Communicator 9 .5 $250 15
Basic Communicator 10+ .25 $125 15
Voice Options
Bullhorn 7 +10% +10% 0
Disturbing Voice 7 -50% -10
Mute* 7 -80% -80% -20
Silver Tongue 9 +5,600% 15
Superior Voice 7 +500% 10
Ullra~()nic Speech 8 + 1000/e 25
Radio Optiolls
Long¥l"ange Radio 7 +900% +120% 2
No Radio* 7 -10% -10% -10
Medium-nlllge Radio 7 +100% +40% 1
Cable Options
Extension Cable 7 +100%** +10%** 0
No Cable Jack* 7 -10% -10% -5
Other
Infrared Com 7 +50% +50% 5
Lascrcom 7 +1,000% +1,000% 10
lFF' 7 +100% 0
Neutrino Corn 10 +12,000% +16.000% 15

* If the robot is Mute, it cannot have other voice options. If
it has no radio, it cannot have other radio options. If it has no
cable jack, it cannot have an extension cable.

** Per 100 yards of length, max. 2,000 yards.
Weighl: This is the weight of the package. Tf the robot has

options, add (don't multiply) all percentage modifiers together.
and then add or slIbtrtlct that percentage from the basic commu
nicator's weight as with sensors.

Volume: The volumc of the b<lsic communicmor is its
weight (after modilications)/50 cf.

Cost: As with weight, add all percentllge modifiers and
then add to or subtract from the basic communicator's cost.

Power Requiremem: This is always negligible.
Legality: LC 6, unless a long-range communicator or neu

trino corn is installed, then LC 5.
Point Cosls: The cost shown on the table, modi lied by the

cost of the options. If <l robot has multiple <.:ommunicators, it
only gets points for disadvantages that apply to all of them.

Synthia has a TL10 basic communicator with the Superior
Voice option. " weighs .25IbS., has a volume 01 .25/50 =.005

cl and cosls $125 + 500%, or $750.11 is LC 8 and coslS 25
poinls.

RRM MOTORS
A robot must have one arm motor for every arm installed.

Arm motors determine an aOll's strength. They may be a system
of electric motors and cablcs, hydraulics, myoelectric fibers, or
even biornechanical systems similar to human muscles.

A normal arm motor is designed to control a jointed arm
ending in a manipulator equivalent to a human hand. The arm
will be able to do everything that a human arm and hand of the
same strength can do.

Each arm motor is rated for strength (ST). A robot may have
multiple <lrm motors with different strengths. An arm motor can
also have a variety of options, which will affect the capabilities
of the arm it powers.

Bad Grip: The arm motor lacks the dexterity of a normal
arm - instead of powering an actual hand, it controls a simple
gripper or paw. This makes the ann motor much cheaper, since
it doesn't need fine motor control. The robot will be -4 to OX
(or -4 on skill) when using it for any I<lsk requiring line manip
ulation. This penalty does not apply to tasks involving gadgets
or weapons built into the arm itself!

Cheap: The arm motor is cheaper but heavier.
Extendible: This allows the arm to double its Reach, either

by telescoping out, or by w,;tually stretching (if combined with
extra-Oexiblc).

Extra-FlexilJle: This allows the ann to be more Ilexible than
a human's: for example, a tentacle, a thin cable, or an arm with
multiple joints. An arm with an arm motor given this option Can
work together with any other ann, regardless of body position
ing, general layout, or "right" or "left." It also gives the arm a
+ I bonus when strangling or grappling.

Micromallipulator: The robot hand has special fingers or
probes designed to manipulate very small objects. The robot
will need basic sensors with the Microscopic Vision option to
use it properly, but if it docs, it can be used to manipulate
microscopic objects. This gives a +2 bonus on any mechllnieal
or electronic skill rolls requiring very tine control (for example,
fixing a watch or a computer brain). or for Surgery. It also
allows the robot to do things like painting a picture 011 the head
of a pin. This option can also be bought ill conjullction with
Striker or Bad Grip - if so, the robot can manipulate microscop
ic objects normally but is penalized or unable to manipulate
anything larger.

Retractable: Adding this option to the arm 1I10tor means the
arm can retract into a housing in the body or head (decide
which). Extending or retracting the ann takes one action, but it
can deliver a thrusting attack (like a punch, or using a built-in



Weight, Cosr ({lid Volllme: This is per point of 51. Calculate
the wcight 1111d cost individually for each arm the robot has.
Apply the modifiers listed in the table. These modifiers arc
cumulative: an cxtra-flexible, rctractable, extendible arm would
cost 2xl.5x2 = 6 x cost. The volume is weight/50 cr.

Power Reqlliremel1l: Each arm requires ST/200 KW of
power.

A robot nccds somc kind of propulsion system to move.
Robots designcd 10 movc on the ground, or to fly like birds or
helicopters. requirc drivetrains (below). Robots intendcd to pro
pel themselves like boats or submarines require aquatic propul
sion systcms (p. 18). Robots llleant to propel thcmselves like
aircraft using aerial propcllers, jets, rockets or ultra-tech
thrusters require thrust propulsion systems (p. 18). A robot Clm

havc lllorc tllan one propulsion system, if desired.

RmT ~f\I~N

We decide Iyntftll wtU have two Sf 30 arm motorl. EJdI
~ .1 x IT 30 =31J1.. blkel ... 3J5O =.00 ct, t8sts IT
30 x S2OO; SS,ooO and_. 301200; .15 KW power.

We tlecide It 1111 hall tltrtl Sf 10 II'IIt which iI"exb'a-nexi
bII," ''retramltle'' and a ''$trb..:' h weIghs.1 x ST 10 x

1.5 (retraetall~1 x 2 (.xtra-neJdll~) x.5 (........J; 1.5 .....
tuel up 1.5150 = .03 eI, costa S200 x IT 10 x 1.5

(retraetabte) x 2 (extrl-fledlle) x.2. (strller) =81200 nI
,_101200;.05 KW.

PROPULSION

Ol'ivet1'ains
Drivelrains are the electric motors or mechanical transmis

sions thm move legs, whcels or the like.
A robot with Icgs needs a Leg Drive/raill.
A robol wilh caterpillar tracks needs a Tracked Drive/mill

(TL7).
A Wheeled Drivt:lra;n (TL7) allows a robollO use wheels for

propulsion.
A robot needs a Helic:o/Jler Drive/rain (TL7) 10 fly like a

helicopter.
A Flexibody Drivetrain (TL8) enables a robot with individu

ally powered body segments to slither like a wonn or snake, or
swim like a fish.

An Omithop/er Dri~'elraill (TL7) lets a robot flap birdlike or
insectoid wings. powcred by motors or pseooonmsdes, to fly.

Synthla's extrl arm casta 5 polntl (since irs I striker
arm), hi extra nexlbility costa an extra 5 points, The total

IIttint cast Is 10 points.

Point Cost of /ll'ms
Each exira ann after the first two anns costs 10 points each;

reduce this to 5 points if the ann is a striker. If any anns are
extra-flexible, add 5 points. If any anns are micromanipulalors,
rocket anns or extendible, add 15 points. If half or more of the
robot's anns have a Bad Grip, this is worth -10 points. If all but
one of the arms are Slriker arms. Ihis is worth -15 points, or if
the robol has only one ann, this is worth ~20 points. If all anns
are Slriker arolS. or the robot has no amlS but will have legs, this
is worth -30 points. not cumulative with any of Ihe above disad
vantages. If the robot has no amlS and isn't going to have legs
cithcr. this is worth -50 points. not cumulative with any of the
above disadvanlages.

AJ'1JI MDtIII' TalJle
no/Ann Weigh/ Cos/
1 .3 S600
8 .2 $400
9 .15 $300
10 .1 $200
II .015 $150
12+ .05 $100

Modifiers
Bad Grip x .5
Cho,p x2 x .5
Extendible x2 x2
Micromanipulator x5
Extra-Flexible x2 x2
Relntctable x 1.5 x 1.5
Rocket x 1.5 x4
Striker x .5 x .2

impaling wcapon) in thc samc turn it is extended. The arm will
also take up space in the body or head.

Rocla~1 (TL8); This enables the robot 10 shoot the front half
of the ann outward, using a powerful pislDn in the wrist. It can
De used (once) as a rnnged attack; 55 5, Ace 2, :A.:D rdnge (arm
ST x I), Max range (<lrm 5T x 2), It.s damage is its arm 5T
Thrust damage + 2d (this may be punch damage, or the damage
of a thrusting/impaling weapon built into it). Reattaching it
lakes 30 seconds.

S/riker: If the arm motor is given this option, its ann will nOI
incorporate a hand or equivalent manipulator. This makcs thc
arm motor cheaper and lightcr. The arm can still push or strike
blows (hence its name) bUI has no manipulatory ability. A large
tail is an example of an ann with a striker option. Weapons and
tools built into the arm can still be used, however. This can'l be
combined with Bad Grip.

Decide how many anns the robot has. Then, for each indi
vidual arm. pick any options and design its arm motor by
choosing that ann's ST. Then work out the ann molor's statis
tics as shown on the table below.



Weight in Ibs. when . ..
Motil'e Power Motive Power
is /llIller 5 KW is 5 or more KW
5xKW (I xKW)+20
IOxKW (2xKW)+40
5xKW (lxKW)+20

TL TYfJe
7+ Screw Propeller
7 HydrojCI
8+ Hydrojet

We deCide SYntfda moves on rep, lIIII tnstaII I leg drfVe
trail. We want 011' robOt to be reuooaIIIy QUiCk, t1I we decide

Syuthla hall leg motive power of .45 KW. TltIS wel9tS
30 x.45 =13.5Ibs. tt taltel up 13.5150 = .27 eI, and we

CfJDDIe two klgS, 10 the vtUne per leg motor II .135 1:1. tt
cos" S200 x13.5; 32,700. nrequires A51lW.

AI/uatic PI'opulsion Systems
These systems are designed solely for propulsion in water,

allowing the robot to move like a boat. A robot not intended for
swift aquatic travel doesn't nced aquatic propulsion.

Serew Propel/en' (TL7) are conventional aquatic propellers
like th.ose used on most ships and boats today.

HydrojeJs (TL7) work by pumping in water and expelling it
as a high-speed jet. Thcy are a bulkier and more expensive aller
native to screw propellers, but allow higher speeds.

Aquatic propulsion is rated for motive power. measured in
kilowatts. much as for drivetrains. The more motivc power the
robot has in rclation to its surface area. the faster it willlllove.

AquatJc Pl'lJpu/sIDl/ Table

number of legs; record the volume per leg motor. For orni
thopter wings, divide the volume by two; this is the volume per
1I"illg motor.

Cost: The cOSt is $20 x weight for tracks or wheels. $50 X

weight for helicopter or leg drivetrain with four or more legs,
$100 x weight for omithopter or leg drivetrain with three legs.
$200 x weight for nexibody or leg drivetrain with two legs.

Power Reqlliremem: This is equal to the motive power.
LegaliTy: LC 6 irunder 10 KW. LC 5 if 10 KW or more.

\V~;gh,: The table shows the weight per KW of motive
power.

Voillme: The volume is the weight/50 cf.
Cost: The cost is $10 per pound of weight for screw pro

peller or S40 per pound for hydrojet.
Po.....er Reqtliremem: The power requirement is equal to thc

motivc power.
LegaliTy: LC 6 if under 10 KW, LC 5 if 10 KW or more.

Thl'ust PI'opulsion Systems
These propulsion systems generate thrust to propel thc

robot. A robot will need a thrust propulsion system if it is
intended to fly or hover, unless it already has a helicopter or
omithopter drivetrain.

There are several types of thrust propulsion systems:
Aerial Propellers (TL7) are just that. A robot with wings can

use them for propulsion in the air. They can also propel a
wheeled robot along the ground. or they can propel a robot that
can float over water.

Dlleled FailS (TL7) are advanced propellers in which the
blades are entirely shrouded within a cowling.

Turbofall Ellgilles (TL7) are jct engines that mix air and
burning fuel and expel lhe hot exhaust to create thrust. They
only work in an atmosphere with Eanhlike levels of oxygen.•

OI'lvel1'aln Table
MoTil"e power Motive pUI\'er

is finder 5 KW: is 5 KlV or mor~:

TL Type \V~jght \VeighT
7 Tracked 20xKW (4xKW)+80
8+ Tracked 15xKW (3xKW)+60
7 Wheeled IOxKW (2 x KW) + 40
8+ Wheeled 7.5 x KW (1.5 x KW) + 30
7 Leg 8QxKW (8 x K\V) + 360
8 Leg 60xKW (6xKW)+270
9 Leg 4QxKW (4x KW)+ 180
10 Leg 30xKW (3 x KW) + 135
11 Leg 20xKW (2 x KW) +90
12+ Leg 15 x KW (I xKW)+65
8 Aexibody 90xKW (8 x KW) + 360
9 Aexibody 60xKW (6x KW) + 270
10 Aexibody 40xKW (4x KW)+ 180
11 Flexibody 30xKW (3 x KW) + 135
12+ Aexibody 20xKW (2xKW)+90
7 Helicopter 6xKW (.6xKW)+27
8+ Helicopter 4xKW (.4 x KW)+ 18
7 Ornithopter 6xKW (3xKW)+15
8 Omithopter 4xKW (2 x KW) + 10
9+ Omithoplcr 3xKW (1.5 x KW) + 7.5

Decide what kind of systcm the robO! has. if any. and choose
its II/Olive power in kilowatts. This is a measure of how much
power is transmilted from the robot's power systcm into moving
the robol'S legs. wheels. or whate....er. The more motive power
the robot has in relation to its weight. the faster it will move and
the stronger it will be - sec Slrensth (p. 46) and Ground Speed
(p. 47) for the exact fonnula. The motive power also determines
the strength of the robot's body (as opposed to its anns). The
robot uses this "Body ST' when dragging loads. slamming into
things. or the like.

How much motive power is needed? As a rule of thumb. a
robot intended to be equivalent to a large cat or smalJ dog in
weight, strength and speed needs around .02 KW. A robot
equivalent in weight and strength to a good-sized dog needs
about .1 KW. A robot that is human in weight and strength
should have at least .2 KW motive power: .3 to .5 KW will give
it super-human strength and speed. provided its weight remains
similar, or will allow a heavier robot. A bear- or tiger-sil-cd
robot needs about .6 to I KW; one the size and strength of a
horse needs I to 2 KW. A 'bot with elephant-level size and
strength needs about 10 KW. An aU(Qmobile equivalent needs
some 50 to 150 KW. A truck-power robot needs 150 to 500
KW; one with the power of a tank needs 500 to 1.000 KW.

For robots flying with helicopter rotors_ sufficient power to
take off demands at least I KW per 10 Ibs. of robot weight. (If
building a helicopter. the hest thing to do is to add up the
robot's weight <It this stage. then estimate that its final weight
will be about five to ten times greater. and install a rotor with at
least that motive power.)

A robot can have more than one type of drivetrain. Decide on
its motive power and design the drivetrain as shown on the table
below.

Weight: The weight per KW is shown on the table above.
Voillme: The volume is weight/50 cr. Also. leg and omi

thopter drivetrain components are divided into individual leg or
wing motors. For leg drivetrains. decide how many legs the
robot will have (two or more) and divide the volume by the
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Weight: The table shows the weight of thc robot's propul
sion system depending on motivc power and type.

Volume: To find the volume, divide the weight by 100.
Exception: divide the weight by 50 for reactionless thrusters.

Cost: To find the cost of the propulsion system, multiply
the weight by $20 (for a reactionless thruster). $20 (for an aerial
propeller) or $40 (for a ducted fan). Minimum cost of reaction
Jess Ihru.ner.f is $500.

Thrust: To find the pounds of thrust generated by the propul
sion system, multiply the motive power by the number shown.

Legality: LC 6 if under 10 KW, LC 5 if 10 KW or more.

Chemiclll Ro{:ket Engine.\· (TL7) bum rocket fuel and expel
the resulting exhaust to create thrust. Unlike turbofans. Ihey
don't require atmospheric oxygen.

Fusion Rocket Engilles (TL9) incorporate an integral fusion
reactor thai hems reaction mass and expels it to produce thrust.
They do not require air to operate.

Relictiolllen Thmsters (TL II) directly transfonn energy into
thrust through means that 20th-century science cannot explain.

For aerial propellers. reaction less thrusters or ducted fans,
choose the motivc power: the more power, the faster Ihc robot
will move. If the robot has no energy bank, thc chosen motive
power may not exceed the power plant's OUlpUt. Note that a
robot can have multiple engines (they add their thrust together):
this is mostly useful if the robot is going to put the engines in
separate pods (see Pods on p. 38). A robot with a propeller or
fan needs about four times the motive power of a robot with a
drivetrain; one with a reactionle.ss thruster needs about the same
level of power.

Fuel
.03J

.015J
lR
.5R
.25R
.02W
.02W

Weight (lbs.)
(.2 x motive thrust) + 200
(.1 x motive thrust) + lOa

.025 x motive thrust
.02 x motive thrust

.015 x motive thrust
(.05 x mOtive thrust) + 50

(.025 x motive thrust) + 25

Jel andRockel Table
TL T)pe
7 Turbofan Engine
8+ Turbofan Engine
7 Chemical Rocket
8 Chemical Rocket
9+ Chemical Rocket
9 Fusion Rocket
10+ Fusion Rocket

Weight: The table shows the weight of the robot's propul
sion system depending on motive thrust and type.

Volume: To find the volume, divide the weight by 50.
Cost: To find the cost of the propulsion system. multiply

the weight by $50 (if it is a chemical rocket or turbofan engine)
or $1 00 (if it is a fusion rocket).

Power: All these engines generate their own power, usual
ly by burning fuel, or in the case of a fusion rocket. through
nuclear reactions. As such, Ihey require no extra power.

Fuel Consumption: 1bese propulsion systems often require
fuel. The fuel (or reaction mass) is shown in gallons per pound
of motive thrust per hour. J is jet fuel. R is rocket fuel. W is
water. The robot will need a fuel tank - see Fuel on p. 36.

Legality: LC 6 if under 50 Ibs, thrust, LC 5 if 50 lbs. thrust
or more. Subtract I from LC for fusion rockets.

For jets or rockets, choose the motive thrus!. The marc
thrust, the faster the robot will move. A suggested thrust is
about 50-500 Ibs. for a robot intended to be around man-sized,
500-5,000 Ibs. for one the size of a car or small airplane, and
5,000 lbs. or more for a larger robot. Calculate the statistics of
the propulsion system using the table below.

Vectored Thmst (TL7): Dueted fans, reactionless thrusters or
any jet or rocket can have vectored thrust. This allows part of
the thrust to be vectored downward. If the thrust exceeds the
'bot's weight. the 'bot will be able to hover and fly without
wings. If there is not enough thrust for thai. it will still shorten a
winged robot's take-off. or lengthen a jump. A hovercraft-type
robot should always have dueled fans with vectored thruSL
Veclored Ihrust adds 50% to a thrust propulsion system's
weight, volume and cost.

20

Thn/Sl
3.5
4
4

IxKWI xKW

TL Type
7+ Aerial Propeller
7 Dueted Fans
8+ Dueled Fans
II+ Reactionlcss

Thruster

Aerial Propeller, Dueled Fan and
Reactionless Thruster Table

Weight ill Ibs. when . ..
Motive Power MOt;I'e Power
lmder 5 KlV 5 or more KlV

4xKW (.4xKW)+18
6xKW (.6xKW)+27
4xKW (.4xKW)+18
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[ONTACT WEAPONAY AND JAWS Some of these weapons are actually tools, but because they
can be used as weapons (and thus cost character points), they

These are wcnpons usable in close combat. With the execr- arc covered here.
lion of jaws and drug injectors, they can only be placed in robot This section also covers robot jaws. A robot will need a jaw
anTIs (which includes arms used as lails, elc.), which restricts if it is to have a working animal- or human-like mouth.
them to those robots which have arm motors.

Jaw and Contact Weapon Table
Weapon Type Am/. Reach Cost IVr. Power LC TL
Chain saw Cut. Spcl. C,I 160 10 .1 6/3 7
Claws Varies Val'. C Val'. neg. 0 V.lf. 7
Buzzsaw CuI. Spc!. C,I 100 4 neg. 6/3 7
Elcctroshocker Spc\. Spc!. C 200 I 20/8 5 7
Drug Injector Spcl. SpcJ. C 100 .25 0 6 7
Forccblade Imp.lCul. 2d/4d (5) C,I 3000 1.5 600lC 3 II
],w

Crushing C" Spcl. C 400* .1 ' .01* 6 8
CUlling CuI. Spcl. C 600' .1' .01* 5 8
Impaling Imp. Spcl. C 800' .15* .01* 4 8

Limpet Mine Dispenser Exp. 2d+4 ([0) C 800 2 (] I 8
Medieval Hand Weapons Var. Var. Var. Var. Var. (] 5/3 Var.
Monowire Blade Var. +Id (10) Var. Var. Var. (] 3 9
Neurolash Spcl. Spcl. C 650 2 10lB 5 10
PlasrnafauSI Exp. 5d (10) C 2,000 2 \Ole 2 9
Vibroblade Var. +ld(5) Var. Var. Var. Spcl. 3 8

* PCI' {Join! ofjmv ST.
Weigh!: As shown on the table.
Volume: This is the weight/50 if the weapon is no! con

cealed (except for jaws), weight/20 if it is concealed or is a jaw.
Cost: Except for medieval hand weapons or claws, Ihis

halves onc TL after the weapon first appears, and quarters two
or more TLs after it appears.

Power is as shown. Some weapons use power cells; others
must be powered by the robot's power system.

Legality: For medieval weapons and chain saws, the sec
ond LC applies when given a vibro or monowire blade.

We decide Synthla has a large knife and acrushing Jaw.
The knife (see p, 8208) Is 1 lb., .02 ci and $4{1 wlUl Ole
monowire blade option (S250 at TL10, LC 4). SynUlia's jaw has
ST 4, so n weighs .4 Ibs" takes up ,02 eI, costs $400 (at
TLl0) and requires ,04 KW power.

OBscpiptions
Chain Saw and Bllzz Saw: Used for cutting wood, etc. It must

be mounted in a robot arm! In combat. use OX-2 to attack with it.
The rcach is the arm's reach +1. A chain saw does the arm's
Swing+4 damage, or 4d+4 CUlling damage, whichever is less: a
buzz saw does Swing+2, or 2d+2 Cutting damage, whichever is
less. TIle saw can also have a vibro or lllonowire blade (see p. 21).

Claws: A robot with arm motors or a leg drivetrain may
havc claws, a maximum of one claw per arm motor or leg
motor. There are four types of claws; the COsl must be paid for
each arm or leg so equipped.

Blunt claws add +2 Crushing damage to a kick or punch. 111e
cost is $1O(); they are LC 6. Sharp claws convert a kick or
punch's Crushing damage to Cutting damage for $200; they are
LC 5. Talons allow a kick or punch to do Swing/Cutting or
Thrust/Impaling damage for $500; they are LC 4. Lollg talolls
allow a kick or punch to do Swing+21Cutting or Thrust+21lmpal
ing damage for $1 ,(XX); they arc LC 4. Any claws can be con
cealed, allowing them to retract into the arm: add 500!o to cost.

Electroshocker: This enables the robol 10 deliver a powerful
electric jolt. The victim must make a HT-3 roll to avoid being
stunned (+1 HT per 10 DR on the location slruck); if stunned,
the victim loses ld Fatigue and remains Stunned for as long as
the ann is in contact, plus (20-HT) seconds, before any recov
ery rolls arc allowed.

Drug Injector: This is either it hypodermic needle injector
or, at TL8+, a painless pneumospray hypo. To be useful it must
be mounted in a robot arm or head. It holds 10 doses of any
drug, along with enough needles or air charges to inject them
all. In combat. the injector can penetrate any armor with DR I
or less.

Jaw: A jaw, including mouth and teeth, rated for its
Strength. A robot intended to look human and have a working
mouth must have 11 jaw. A jaw can be built to bite for crushing,
cutting or impaling damage, based on the jaw's ST, using the
table on p. 8140. Since a human bite can do Id-4cr. (p. Bill)
a suggested jaw ST for human-like robols is 3, although it can
be stronger. For carnivore-type animals, it's whatever is needed
to get the desired damage; often thejilw will be as strong as the
arms. Jaws are usually placed in heads. However, a jaw in a
robot's main body or arm is possible. A jaw that is not in a head
or ann makes biting lltlacks aI -4 to hit, due to the awkwardness
of lhe position.

Limpet Mille Dispenser (TL8): This close-combat weapon
can only be mounted in an aml. It is a "sleeve dispenser" for
sticky limpet mines which the robot can slap on lhe target. The
mines attach themselves with molecular suction pads, then det
onate immediately after the robot pulls back its ann, or after a
preset interval. To plant one, use DX, Brawling or Karate skill.
A successful hit does no immediate damage: instead. it sticks a
limpet mine onto the target. The dispenser may be programmed
to set mines with a time delay from 0 (at the end of the attack
er's tum) to 100 seconds. Removing a limpet mine (if there is
time) requires a Ready aeLion and a successful ST roll, minus
one-tenth the DR of whatever the mine is stuck to or -20,
whichever is less. If the mine was stuck to flesh, it does 1 hit of
damage when pulled off. If a mine is slapped on a part that can
not be reached (for instance, the small of the back), it can't be
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removed without help. Limpet-mine dispenser magazine... hold
five limpet mines. Each mine has a shaped-charge warhead:
damage is 2d+4 (10) at TL8, 3d+6 (10) at TL9; the (10) means
that armor protects against the contact explosion at one-tenth
DR. Also. anyone else within 2 yards of the blast takes Id dam
age (ld+2 at TL9+) from the concussion. Limpet mines can
also be stuck to the floor, walls. etc. for use as booby tmps. but
may JK){ be thrown.

Mediel',,1 Hand Weapons: Axes, maces. nails. knives.
swords, spears and so on can all be built into a robot's arm. Usc
the weight and cost on pp. B206-207; however, by TL7, metal
lurgical improvements mean standard weapons can be made at
"cheap" cost. fine weapons for normal cost. and very line
wcapons for the cost of a fine medieval blade; at TL8+.
supcrfinc weapons (+3 damage. and break as very fine
weapons) are available at 20 x eosl. If the weapon is designed
to retract into the ann, it will take up weight/20 cf. If it never
retracts into the arm, its volume is weight/50 cf. A maximum of
one mcdieval WC<-lpon can extend out of a given arm! Most
mcdicval hand weapons are LC 5 as shown. The exception is
any kind of knife. which is LC 6.

MOl/owire Weapons: Al TL9+ any cUtling or impaling jaws.
sharp claws, any talons, any saws and any medieval hand
wejpons that can do Cutting damage can be built as monowire
blades. This does an extm +Id Cutting damage. and DR pro
tccts against it at one-tenth valuc. It costs $500 extra for cutting
jaws. claws. talons, or knivcs. S1.000 for one-handed swords.
and 1,500 for other weapons (half that at TUO, and one-fourth
that at TLlI+).

Neurolas": These devices disrupt the subjL'CI's ncrvous sys
tem. causing extreme pain. They only work on organic beings. A
victim who is hit muSI roll HT-3. plus or minus Will modifien;.
1be High Pain Threshold advantage gives a +3 bonus. If suc
ce.'isful. the victim can still fUl'ICtion. but due to the pain will be
at-2 to ST. DX, and IQ and to all skills based on these auributes
for 15-Wililurns (minimulll I). Ifhe was hit on a limb, that limb
is useless for the same length of time. If the HT roll was failed,
the victim is in such agony he can do nothing for the same time.
A critical failure will cause unconsciousness for 20-HT minutes
(at least one minute). Each additional hit lowers the resisting HT
roll by I (for example, the second hit is resisted at H1'-4), flnd
with each successive hi!, Slflrt the recovcry time over again.

although penalties to attributes arc /10/ cumulative. Victims with
the Low Pain Threshold disadvantage suffer double thc effects.
Renec annor, or any annor with a DR ovcr 2, provides total
protection. For an extra $200, a TLII neurolash can cause plea
sure instead of pain ($500 and .5 Ibs. for both settings). High
and Low Pain Threshold have no effect on a pleasure jolt.
Either kind of neurolash gives a +3 bonus to any kind of imer
rogation through torture.

Plasma/aust (TL9): This is a contact plasma-discharger
weapon developed to replace the limpet mine dispenser. DR
protects at once-tenth norm:l!. and laminate armor protects at
doubled DR. In addition, the user suffers 4d damage from the
backblast of the plasma discharge (to the ann. or wherever the
weapon is mounted): however. the user's own DR protects fully
- it is not divided by ten).

Fon:eb/ades (TLlI): These can be built into any robot arms.
They project "fingers" or "blades" of annihilating energy. Force
Sword skill is used to wield lhcm. TIleY work for 600 scconds of
continuous use Oil a C cell. A basic forceblflde docs 4d (5)
Swing/Cutting or 2d (5) TIlfust/lmpaling damage; DR protects at
one-fifth value. A limb taking enough damage in a single hit 10

cripple it (p. B127) is lopped off and the wound cauterizcd. A
weapon (except another type of energy blade) that successfully
parries a forceblade is broken, unless the parry was a critical
success. Forceblades may be of various sizes. Each time the
weight and the COSI double. add +4d to Cutting and +2d to
Impaling damage, add I to Reach, and halve the number of sec
onds a C cell will power it. (A forceblade whose cost and weight
have doubled once is identical to a standard GURPS Space force
sword.) Higher-TL forceblades do more damage: +1 per die per
TL over TLlI, to a maximum of +3 per die at TLI4+.

Vibrobillde Weapo"s: At TL8+. any cutting or impaling jaw.
sharp claws, any talons. any saw or any medieval hand weapon
that can do Cutting damage can be built as a vibrobhlde. The
cost is $200 cxl.m for cUltingjaws, claws. talons. knives or buzz
saw. $400 for swords of all sizes, and $1.000 for other weapons
including chain saws (half costal. TL9, quarter cost at TLlO+).
A B cell powers a vibro weapon for 60 minutes/pound of
weapon weight. A vibro weapon docs +Id (5) damage - thOlt is,
DR protects at one-fifth valuc. At TL9. it docs Id+1 (5), lind at
TL I0+ Id+2 (5).
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RAN6ED WEAPONS
Robots may have weapons built in. The weapons tables give

the weight, cost, Lcg:LlilY nltillg and combat statistics of a vari
ely of weapons commonly buill into robots. Weapons from the
Hasic Sel and other CURPS books such as GURPS Space,
GURPS Ultra-Tech, CURPS Vehicles and CURPS High-Tecll
can also be mounted in robots.

Unless noted otherwise, the weapons tables work the same
way as lhe table on p. B208. The notes on Ihis table also apply
to weapons taken from other weapon tables. like that of pp.
B208·209.

Type alld IJMG: A damage Iype of "Exp'" indicates the
weapon's :tuack innicls explosive concussion damage (see p.
B 121) over an area. A number in parenthesis following damage
is a damage divisor: effective DR is divided by that number
against the altack. Spcl. is "special" - see weapon dcscriptions.
Also. beam wcapons. railguns. gravguns and Gauss guns add
+1 per die to damage, each TL after introduction. to a maxi
mum of +3 per die. (So :l laser that did &lx3 damage would do
[6d+6)x3 olle TL lmer.)
~D alld Max: Beam weapons and rnilguns add + I0% to

range per TL after introduction. to a maximum of +30%.
Weight: This is shown on the table. II remains constant at all

tech levels. It includes ammunition and power cells.
Volume: This is not shown on the weapon table. The volume

of a weapon depends on how the weapon is mounted.
Noonany. the weapon lakes up its weight/50 cf. Howcver. the

barrel protrudes f1"Om tht: robot, 1111.lking il obvious thatlhe mllOl
is armed. A weapon may be cOllcealed in the robot - buried
entirely inside it - but in this case it takes up a greater volume:
its weight!20 cf. Concealed weapons have hidden ports that POP
open when the robot is ready to fire. There is no extra cost for
concealed weapons. Robots designed to pass for living beings
should always conceal their weapons!

Ror: Lasers with RoF 4+ use the laser autofire rules.
Shou: For beam weapons, add 50% to the number of shots

they get every TL after they appear: for example, four TLs later
would :ldd +200%.

ST alld Recoil: If the weapon is mounted in an arm. ST
requirements apply. If it is mounted in the body or head. ignore
them.

Cost: Halve thc pricc of a TL7+ weapon onc TL ancr the
weapon's introduction, or quaner il two or more TLs after ils
introduction.

LC: The weapon's Legality Class. LC is discussed on p.
8249 of the revised Third Edition Basic Set, but is not listed in
GURPS High-Trc1l. Automatic pistols and revolvers are LC 3.
but the stunner is LC 6 and the Gauss needIer is LC 2. as are
submachine guns and the disruptor. Non~repcating piSlOls are
LC 5. Shotguns and riOes are LC 4. except for those with RoF
5+ (LC 1). stun riOes (LC 5). or military laser rifles (LC 0). All
machine guns and other man-ponable heavy weapons are LC O.
A very few weapons have been assigned a LC of -1 - these are
vehicular-sized mililary weapons like lank guns.

In a few cases. weapon statistics have been altered from
GURPS Ultra-Tech and GURPS Space 10 correct errors.

Ranged Weapon Table
\Veapoll T)'f)e DMG 55 Aee 'AD M= \Vt. RoF Shots IT Ref. Cost LC n
COlIl'elffional SlllglhrQI'.'ers (1'L7)
light Machine Gun.
7.62JluU C" 7d 18 II 1.000 4.700 25 '" 100 13 -I 3,000 0 7

6Pak Minigun. 5.56mm C" 5d+1 20 13 500 3,600 60 66 500 " -I 10,000 0 7
Heavy Machine Gun.

12.7mm Ce. 12d 20 16 1.200 5,000 115 8' 100 25 -I 6,000 0 6
Cascless Slllglhmll'ers (TLB)
Holdolll Pistol.

7mmCL Ce., 2d 7 2 140 1,800 3- " -I 200 3 8
Machine Pistol.
IOmmCl Ce. 3d 10 8 ISO 2,000 3.5 10' 3U 9 -2 700 2 8

Submachillc GUll,
4mmCl C" 4d II 9 300 2,400 5 ", 80 9 -I 800 2 8

Assault Carbine,
6mmCL Ce., 6<1 " II 1,000 4.500 7 10' 60 9 -I 1.000 8

Light Support Weapon,
6mmCl C" 6d " II 1,000 4.500 25 20'" 300 10 -I 2,000 0 8

Grenade LallI/elleN (TL7.J2)
Police GrCIl. Launcher Spcl. Spcl. " 6 "0 25 2- " 10 -I 1,000 2 7
AulO Grenade

Launcher Spcl. Spcl. 12 8 1.600 100 6' 20 20 -I 6,000 0 7
Elcctromag Gren.

Launcher Spcl. Spcl. 10 8 1,000 10 I 515C 0 5.000 0 8
Grav Grell. L.1uncher Spcl. Spcl. " 9 1.500 20 3' I2JC 0 5.000 0 "Chainguns Qlld Millicamums (TL7-8)
20mm Chaingun Spc1. Spcl. 20 16 1.500 5,000 300 20' 200 75 -I 9,000 -I 7
20mm Gatling

Chaingun Spcl. Spcl. 20 16 1,500 5,000 540 40' 300 250 -I 14,400 -I 7
20mm Caseless

Minicannon Spcl. Spcl. 20 16 1.500 5,000 75 3- 30 20 -2 3,150 0 8
20mm CL Gatling

Chaingun Spcl. Spcl. 20 16 1.500 5,000 375 40' 250 "0 -I 13.500 -I 8
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Weapoll Type IJMG 55 Ace ~IJ Max Wt. RoF Shots ST Rei. COSI LC TL

Rocket IAtHlcl,en (1'1..7-8)
Light Rocket Launcher Spc!. Spel. 15 2 500 25 4 10 0 2.000 0 7
Heavy Rocket Launcher Spcl. Spel. IS 3 1,200 ISO 3 10 0 6.000 0 7
Light Rocket Launcher Spcl. Spel. IS 2 500 IS 4 9 0 2.000 0 8
Heavy Rocket Launcher Spcl. Spcl. IS 3 1,200 100 3 10 0 6.000 0 8

Electric Sttlfltler (1'1..7)

Electric Stunner Imp. Spcl. 3 3 10 Spc!. 2 -I 200 5 7

Flumetltrol'o'er (1'L7)
Flamethrower Spcl. 3d 5 8 40 75 20 4' 20 10 -I 1.000 0 7

Tauglen (1'I.JJ)
Tangle Pbtol Spcl. - 5 6 IS 3 I 2 10 -4 500 5 8

Tangier Spcl. - 6 8 '0 6 I 5 8 -4 1.000 5 8
Riot Tangler Spcl. - 10 8 80 25 3- IS 10 -2 4.000 4 8

ElectrmllltJ.: GUItS ('1'1..9-10)
Railgun.25mm C" 6dx25 (3) 25 20 4,950 8,450 1.150 I 325/E 240 -2 120,000 -I 9

RHilgllll,50mm Ce. 5dx50 (3) 30 20 5,850 9,350 2.500 I lOOIE SOD -2 172.000 -I 9

Railgull,75mm Ce. 6dx65 (3) 30 21 7,200 10,700 5,850 I 7515E 1,170 -2 220.000 ·1 9

GallS~ PiSlOI Ce. 4d (2) 10 8 200 2.000 3 12' 80/C -I 1,500 2 9

Gauss SMG Cr. 5t! (2) " 9 250 2,500 5 16' 60/C 0 3,000 I 9

GUIlSS BUlIle Rine C" 8c1 (2) 12 12 1,200 4.500 7.5 12' 60IC 0 3,500 0 9

Gauss Minigun C" 8d (2) 20 14 1,200 4.500 45 60' 6OO1D 10 0 9.000 0 9
G,llling G:lUsscannon Spc!. Spcl. 20 IS 1.500 4.000 350 40' 48010 70 -I 27.000 -I 9
Purtable Railgun Ce. 6dx4 (3) 18 17 1.800 4,800 45 3- 1501e 9 -I 4,800 0 9
Ass:llllt Razcrgun Imp. 3d+2 (10) 10 12 400 800 5 3' 750/C 0 3.000 I 9

Gauss Razcrgun Imp. 7d (10) 10 14 500 1.000 20 4' 3,00010 0 6.000 0 9
Gauss Minicannon SI>cI. Spel. 20 IS 1.500 4.000 75 3- 48/C IS -2 9.000 0 9

LAsers (1'LlJ.9)
Laser Torch. light Imp. Id-2 9 I 2 10 I 4' 1201C 0 100 6 8
LascrTorch, medium Imp. Id 12 I 3 IS 5 4' 60IC 0 250 6 8
Laser Torch. hellvy Imp. 'd IS I 4 20 20 4' 15010 0 500 5 "Heavy Laser Pistol Imp. 2d 9 8 300 800 3 4' 12IC 0 1,5(X) 2 8
Military Laser Carbine Imp. 1M2 10

"
750 1,200 7 8' 2001D 0 3.000 I 8

Auto Lascr Imp. 5d IS 18 2.000 6.000 45 8' 600IE 12 0 10,000 0 8

Laser Clllltlon Imp. 5dx5 20 '0 4.250 12.750 500 4' 225110E 80 0 40,£XX) 0 8

Holdoul L'lscr Imp. Id-I 10 4 50 100 .25 I SIB 0 500 4 9

G:llling L:l~cr Imp. 20d 10 20 4.000 12,000 75 4' ISOlE IS 0 20,000 0 9
Rainbuw Slrike Laser Imp. 5dxlO 20 21 6.250 18,750 500 4' 192/8E 100 0 43,000 0 9

Elcclrofascr.\· (Tt9+)
Holtlolll ElcClrolaser Spct. Id+2 6 3 30 60 .5 SIB 0 6® 3 9

Electrola~er Spct. 2d+1 8 4 60 120 1.5 10lC 0 1,200 3 9

Eleclrola.<;er Rifle Spcl. 3d+1 9 12 100 3® 5 SIC 0 1.800 2 9

I'(lrlicle lJeul/Is alld 81m-ters (1'1..9-10)

Ik:lvy BlaMer Pistol Imp. 9d 12 8 300 800 4.5 3- 16/C 8 -I 2,500 2 9
Hellvy Bluster Rifle Imp. 6dx3 IS 14 600 1.600 12 3- 601D 9 -I 6.000 0 9

Tripod OJaster Imp. 6dxll 20 IS 2.244 5,874 60 I 27/E 12 0 19.200 0 9

Blasler Cannon Imp. 6dxSO 20 23 10.200 26.700 1,410 I 4OI30E 262 0 80.800 ·1 10
Particle Beam Cannon Imp. 6dxlOO 20 25 20,400 53.400 5,240 I 331100E 1,048 0 275,200 -I 9

Holdout Bluster Imp. 4d 7 5 200 I 3- 612B 5 ·1 800 3 10

Plasma GIlI/S and Flamers (1'1..9-10)

Plasma Torch Spel. 7d 8 2 3 10 4 60ID 0 750 4 9

Heavy Plasma Torch Spcl. 20d 12 , 4 12 40 SOUlE 12 0 3.000 4 9

Hand Flamer S]X\. IOd 4 12 70 ISO 4 8/e 6 0 1.300 2 9

Plasma Rifle Spc\. 16d 5 16 80 250 12 701D 9 0 5,200 0 9
Tripod Amllcr Spcl. 30d 6 20 I® 300 45 401D 12 0 10,000 0 9

Plasma Cannon Spcl. 6dx60 12 25 1.200 3.600 500 36110E 100 0 40,000 -I 9

Plasma Pistol Spd. 6d 4 10 50 100 2 I6IC 0 1.000 3 10

I'aralysis GUtlS (1'LlO-ll)
Paruly~isGun Spct. - 6 4 25 5 I 151C 0 1,500 3 '0
Hellvy Paralysis Gun Spcl. - 10 12 200 25 3- 601D 0 8.000 2 10
Paralysis Pistol Spcl. - 6 , IS I I SIB 0 600 5 "
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Weapon Type DMG SS Ace '!ID M= WI. RoP 5"01,\' ST Rei. COSI LC TL
X-ray Lasers (TUO)
X-Laser Pistol Imp. Id+2 (2) 9 7 240 600 2 4' 20/C 0 1,000 3 10
/-Ivy. X-Laser Pistol Imp. 3d (2) 9 8 400 1,000 3 4' I2IC 0 1.500 0 10
Military X-L.1scr
Carbine Imp. 2d (2) 10 12 900 1,800 7 8' 20010 0 3.000 0 JO

Military X-Laser RiOe Imp. 3d (2) 12 15 1.800 2,400 9 8' 14010 0 4.000 0 10
X-ray Auto Laser Imp. 8d (2) 15 18 2.400 7.200 45 8' 600IE 12 0 10,000 0 10
Gatling X-Laser Imp. 30d (2) 10 20 4.500 13,500 75 4' 75/E 15 0 20,O:X> 0 10
X-ray Strike Laser Imp. 5dxlO (2) 20 21 6.750 20.250 500 8' 270110E 100 0 40.000 · I 10
X-ray Lascr Cannon Imp. 5dx20 (2) 25 23 10.000 30.000 2.000 8' 270140E 400 0 112.O:X> · I 10
Gravgll11s (TLJ I)
Gravpistol C,. 4d (5) 10 8 300 3,000 3 12' 160IC 0 1.500 2 II
Gravrine C,. 8d (5) 12 12 1.800 6.750 7.5 12- 1201C 0 3,500 I I I
Portable Gravgun C,. 6dx5 (5) 15 16 3mi. 10mi. 45 4' 2001D 9 ·1 10./))0 0 I I
Light Gr.!\'cannon C,. 6dx50 (5) 25 21 7,425 10.925 1,250 I 575/E 250 ·2 120.000 · I II
Heavy Gravcannon C,. 5d)(100(5) 30 22 8,775 12.275 2.500 I IODIE 500 ·2 172.000 · I I I
Gral'ilY Beams (TLJ2)
Grav Beamer Spcl. Id-I (100) 10 5 20 30 I 3- 301C 0 2.000 3 12
Assauh Gravbemn Spcl. Id+2 (100) 12 15 1.200 3.750 9 I 2001D 0 4.000 0 12
Tripod Gravbeam Spd. 3d (100) 15 18 2.500 7,500 75 3- IODIE 15 0 40,000 0 12
Lighl Gravbcam
Cannon Spcl. 6d (100) 20 21 4.800 14,400 370 4' I3515E 74 0 75.200 ·1 12

Heavy Gravbeam
Cannon Spcl. 6dx2 (100) 25 22 9.600 28.800 1.480 4' I35120E 296 0 204.800 · I 12

Palsan (TU3)
Pulsar Pistol SpcL 6dx3 (2) 12 8 200 400 2 3- I6IC 8 · I 10.000 I 13
Assault Pulsar Spcl. 3dx 10 (2) II 12 400 800 7.5 3- 601D 8 · I 20.000 0 13
Heavy Pulsar Spcl. 5d)(10 (2) 14 14 600 1.200 25 I 24/D 13 · I 30,000 0 13
Pulsar Cannon Spd. 5dx200 (2) 30 23 12.000 24,000 11.000 I 561I00E 2.200 01_288.000 ·1 13
Mi"drippers (TU4)
Short-Range Mindripper Spcl. - 12 14 50 10 50/C 0 50,000 0 14
Long-Range Mindripper Spcl. 20 16 500 75 200fE 60 0 100,000 0 14
Gamma-ray lA~'ers (1'1../4)
Graser Pistol Imp. 3d (5) 9 7 300 700 2 4' 16JC 0 2.000 3 14
Hv. Graser Pistol Imp. 4d (5) 9 8 500 IAOO 3 4' 12JC 0 3,000 0 14
Military Graser Carbine Imp, 3d (5) 10 12 1.200 2AOO 7 8' 1601D 0 6,000 0 14
Mil. Graser Rille Imp, 4d (5) 12 15 2.5(X) 3,200 9 8' II2JD 0 8,000 0 14
Auto Graser Imp. IJJd (2) 15 18 3,000 9,000 45 8' 300/E 12 0 20.000 (] 14
Galling Graser Imp. 4JJd (5) 10 20 6,000 18.000 75 4' 75/E 15 {] 40,000 0 14
Strike Graser Imp. 5dx20 (5) 20 23 11,500 34,500 450 4' 90/5E 90 0 88,000 • I 14
Graser Cannon [mI'. 5dx40 (5) 25 25 20,500 61.500 1,800 4' 90120E 360 II 256.000 ·1 14

have half the number of shots (this doesn't affect weight. since
We want Synthla to have a bullt·ln rangell weapon. We the ammunition weighs twice as much per shot).

lIecllie on a military laser carbine. AI no, it weighs 7lbs. h Liquid.Prollelhlll! SlIIllrtgllll.l": A more advanced form of
costs 83,000, quarterell for being built two TLs later at R10 TL8 slugthrower uses liquid propellants (LP). Instead of pack-
(and 8750). We canceal ft, 10 ft takel up Its weightJ20 cr, or ing solid propellant inside or around the bullet. propellant in
,35 cI.lt II lC 1. We alia alld the variable beam option (see liquid form is squirt<.-d into the firing chamber a'i each round is
lIS8I'8 on p. 28) for another 8100. fired. A compuler chip can vary the amount of propellant. so

rounds can be fired either at nonnal velocity setting, or "low

COnventional Slugthpoweps (Ul-8J velocity" or "hyper velocity" seuings. On "low" selling, rounds

These are nonnal bullci-firing guns, using expanding gasses are subsonic (making the weapon virtually silent), accumcy is

from a chemical reaction to propel a metal slug. All produce a .2, and damage, r:lllgc and recoil are halved (a half-die of dam-

loud noise and visible muzzle nash. They don', work undcrwa· age becomes a +2). On '·hyper'-- accumcy is +1. damage and

ler or in vacuum. mnge are multiplied by 1.5 and recoil doubles. Any TLS case·

Caseless S/ugthrowers: 11lese come illlo use at TLS and fire less weapon is available as all LP smartgun al double COSI.

caseless (CL) ammunition. The bullet is embedded in a solid Besides ordinary bullets. slugthrowers may also usc special

block of propellam that is consumed when it is fired. This allows ammunition. Common Iypes include Annor-Picrcing Sabmed

more shots to be carned. keeps the weapon cleaner since it needs (APS) bullets, which arc + I damage per die, +50% range.

no cartridge ejection port. and allows it 10 function underwater armor protects wilh half DR (bUI damage aftcr subtracting DR

or in vacuum. TL8 caseless guns are available al half cost as is also halved). 5 x COSI. and Plastic Bullets (half damagc and

l
conventional weapons firing non-caseless ammunition. They range. nonnal cost).
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SPenade Launchel's (1l7-12J
These versalile weapons fire low.velocily rounds. usually

with explosive or chemical warheads.
TL7 grenade l:Iunchers usc conventional chemical propel

lants. TL8 electrornag grenade launchers usc a magnetic
impulse for propulsion - see EleClrQmag We(lpOIlS on p. 26.
TLl2 gray grenade launchers usc a gravilic impulse - sec
Gravgl/lls on p. 27.

1llc effcci and cost of an individual shot from any kind of
grenade launcher depends on the kind of grenade fired:

ConCl/ssion (TL7): An explosive warhead doing 3d (a1 TL7).
6dxl (al TL8) or 6dx3 (al TL9+) explosive concussion damage.
They cost $20 each.

Chemical (TL7): Releases a cloud of chemicals which
lingers over a 6-hcx radius for 300 sa-ondslwind speed in mph.
See Chemical Agems on p. 30 for the options. It costs the same
as 10 doses of the chemical.

Flecluwe (TL7): These warheads filled with steel darts burst
like shotgun shells. They do impaling damage - 6d aI TL7,
8d+8 at TL8+. Use the shotgun rules (p. BI19). When firing
flechetle rounds, the weapon has a ~D range of 8% of its maxi
mum range and a Max range of 20% of it.<; maximum range.
They arc $30 each.

Forc~ (TLI2): The grenade emits a brief gravilic pulse doing
6d (at TLl2) or 6dX2 (at TLl3+) crushing damage. Damage is
live times greater for knockback purposes! They cost 540 e:lch.

FragmCnfllfion (TL7): Like a concussion grenade. plus lethal
fragments doing 2d Cutting fmgment:nion damage. 520 each.

HESH (High £\plosil'e Squash Head) (TL7): This is a soft
plastic explosive round. It functions like a concussion round
unless it hits annor 100 strong to penetrale. l1len it flallens out
and explodes, creating a shock wave that can be felt even
through amlOr. If it scores a direct hit and fails 10 penetrate the
armor, 10% of the damage bypasses DR and innicls d:lmage
anyway! These cost $40 each.

Plasma (TL II); One of these releases a blast of ionized plas
ma doing 6dx4 explosive concussion damage (TLlI) or 6dx6
(11..12+). In addition. it has the same effect on annor and flam
mable materials that a flamer hit (p. 27) docs. mching DR and
seuing things on fire. Each one costs $40.

RifJ.I"al\' (TUO): Like a fragmemation grenade. but its lethal
monowirc-edged fragments do 2d (10) fragmentation damage
instead. They are $30 each.

Shaped-Charg~ (TL7): This annor-piercing explosive war
head does 2d (10) (at TL7). 4dx2 (10) (at TLB) or 6dx2 (10) (at
TL9+). It does explosive concussion damage; in addition. DR
protects at one-tenth value against a direct hit. If the round hits
light or no amlOr, the warhead may not detonate: roll 3d vs. the
target's DR. If the roll is higher than DR. it does not go off and
instead the target takes 4d crushing damage. Pay S30 for each.

SOllie S1/11I (TL9): This emits a brief sonic pulse. with the
same effecl as a hit by a stun rifle. in a 2-yard radius around the
grenade and the same effect as a stun pistol within 3-4 yards.
See Stlmners, p. 8119. for stunner effects. The pulse continues
for 3 turns. affecting anyone entering or remaining in the area.
They cost $40 each.

S1I1/1 BalOn (TL7); A non-exploding plastic baton round that
spreads into an X-shape upon hitting its larget. It does 4d
Crushing damage. and full knockback. bUlthe damage that pen
etrates DR is halved. The launcher's range when firing stun
batons is ~ nonna1. The rounds are $20 each.

Tangier (TL8): These envelop the target in sticky strands,
with the same effect as Tangler (p. 26) hits. They cost $10 each.

All grenades except flechetle. HESH. shaped-charge and
stun batons are also available as hand grenades. with idelllical
characterislics.

Cha/nguns andMin/cannons (Ul·8J
These are 20mm automatic cannons. similar to large machine

guns. They can fire the same range of ammunition as grenade
launchers; but unless Ihey are firing baton or flechet1e rounds.
the damage (or radius of effect) is halved. In addition. chainguns
can also fire high-velocilY annor-piercing depleted ur:lnium
(APDU) shells thai do 6dx4 (3) damage and COSI SID each. as
well as API shells that do 6dx4 damage and cost 52 each.

TL7 chainguns use conventional propellants (see Com'en
fiOllal Slllglhrower.\·, p. 24).

TL8 chainguns normally use cascless ammunition (sec
CO/ll'emiOllal SllIgthrowers. p. 24. for a description of caselcss
propellant). Conventional-propellant TL8 chainguns are avail
able: Ihese cost half as much and have only half as many shots.

TL8 chainguns may be built to use liquid-propellant ammu
nition (at double cost), with the same effects as for conventional
slugthrowCr1i. However, the low- or hyper-velocity settings of
LP ammunition chaingllns only affect a chaingllll's damage
when firing APDU. ncchelle or baton rounds.



Ramethl'owel's mlJ
lllCSC firc a high-prcs...urc stream of napalm. R;lmethrowers

have RoF 4; as with lasers. add d:llllagc from Illultiple hils in a
hurst together before stlblr.lcting DR. Only scaled armor pro
lects fully: nUII-sc:l]cd armor (including that on non-sealed
robOIS or vehicles) gels only one-firth DR. Once it hilS. the
napalm slicks ,md continues to burn for IOd turns. doing Id
damage per second ("fmor prolecting as above). Only lOla I
immersion in waler or the like will extinguish it.

Rocket Launchel's ml-OJ
These fire rockets with the same range of warheads as

grenades. except that tangier and sllln baton rounds arc not
available. The warheads m'e larger: their d;lIllage (or radius for
chemical or slun rounds) is doubled for light rocket launchers
and quadrupled lor heavy rockets. The cost also increases pro
portionately.

Bectl';c Stunnel's (TllJ
These !irc a dart twiling;l wire to the robot's powcr supply.

The Jart can penetrate up to DR 2 and does I point of damage.
When the dart penetratcs a living body. the robot relcascs an
electric shock - a HT-3 roll is required to stay conscious: fail
ing the roll il11l1lobilitts the victim for 25-1-1'1' scconds. The dan
can be reeled in after the target is immobilized. The weapon
cannot !ire again until the dan is reeled in.

TangJePs maJ
TangIers firc c:lpsules that release slieky strands to entangle

victims. Anyone hit gets an extra Dodge roll to evade the
strands before they close. but neither amlOr PD nor DR pro
tects, as Ihey simply wr..tp around it as well as the person wear
ing it. A viclim cannot movc any limbs. He may try one Conlesl
of Strength vs. ST 20 (+5 per extra hit. if multiple shots hit) to
break free. plus one per minute. Or, if Ihe viclim is fully
clothed. an Escape-3 rolt H per extm hit. one uy every 10 min
utes) will let him wriggle out of the clothes and escape. Any
failed attempl to break free or wriggle out, though. results in the

strands constricting. causing I point of damage (armor protects
fully). The strands arc too lightly wound around the victim. as
well as too sticky, to be cut off. Ten hits from intcnsc heat will
also free the victim, but he lakes the damage as well. The prop
er way to remove TangleI' stmnds is with Anti-tangier aerosol
spray (see Chemical Agell1s 011 p. 30). The strands lose thcir
constricting ability lifter one day and then begin to lose ST al a
rate of I per 2 hours. A round of tangIer ammunition co:'>ts $10
and weighs I lb.

BeC/l'omag Weapons mO-tOJ
These weapons usc an electromagnetic impulse to accelerate

projcctiles. They havc no visible munlc nash. but do pnxlucc a
loud noise (as the round cracks the sound barrier) and an elec
tromagnclic pulse that radscanners can detect. They requirc
power (usually from I>ower cells) and ammunition.

£/ectromllg Grellade ulllllchers fire 40mm stcel-sheathed
gren:ldcs. 1llCy lire the s.1me types of grenades as conventional
grenade launchers (p. 25).

G(w.~.\· GilliS arc hyper-velocity small anns that lire 3mm to
4mm bullels with delll>C armor-piercing cores. ruther than Ihe
tiny needles of the Gauss needlcrs in the Ila.~ic Set.

GallSSCall1lOlI fire high velocity steel-sheathed 20mll1 shells
with a varielY of warheads. llleir effects arc identic:11 to those
of grenades (sec p. 25). but :III types cxcept nccheue :lnd baton
rounds do h:llf thc damage (h:llve the radius of effect of SIUIl
and chemical rounds). and 311 shells COSI h:llf as much. Thcy
can also fire llrmor-piercing dcplelcd uranium (APDU) shell.~

that do 6dx6 (3) damage: Ihese cost $5 each.
RlIifgllllS arc vcry-high-velocity dectrom3g weapons thm

accelerate high-densilY superconductor-shc:lthcd or ferrous pro
jectiles to speeds in eXCCl>S of 4.500 y:trds per sccond. DR pro
tects :It one-third norlllal ill,;ainst their damage.

Razer8/111S :Ire r:lilguns whosc magazines contain H coil of
superconductor-sheathed monowire. As the weapon fires. it
snips off short strands of wire. which become rigid in the gun's
magnetic field and arc accelerated to hypersonic velocitics. DR
protects at olle-tenth valuc, and damage is impaling! If the
supcrconducting wire penetrates electronic systems. it tends to
shortlhcm out, so it docs full impaling damage vs. robots. too.

Lasel's mO·BJ
Lascrs firc a beam of coherent light. In rain. fog or smokc,

lasers do half damage. Smoke bombs nnd such block laser
beams totally. Lascr beams are silent and invisible ill vacuulll.
In atmosphcrc. weapon-gr:lde lasers ionize the air (lcaving a
line of tiny sparks) and make an audible crack (as air rushes
inlo the vacuum Icft in thc beam's w:lke). Lasers !ired at RoF 4
or higher usc the sl>ccial laser automatic fire rules described
undcr Damage /1'0111 (I 81/"~'1 on p. B120.

Rail/boll' Lasers (TL9) automatically vary their color to best
d:lmage t:lrgets :md penctrate :umosphere. R:lin and mist do not
penalize them. Each yard of watcr, dense fog, or smoke the
laser !leam must pass through gives the target an extra DR 1.

Each yard of prismatic smoke gives the target 3n extra DR
20. R:linbow lasers may firc underwater at half range.

X-ray UUeI'.f (TL I0) fire beams of coherent X-rays: Ihey 3J'C

also c311ed X-la.'>Crs or xasers. DR prolects at one-half nonnal
v31ue againsl X-ray beams. Funhennore. the X-Iaser's damage
is nOI reduced by smoke. fog. or the like.

Gamma-ray Lasers (TL14) fire cohcrent gamma-ray beams:
they are also called grasers. DR protects alone-fifth nonnal
value! Like X-ray lasers. atmospheric conditions and counter
me3SUre.<; havc no effect.
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For nn extra $100 (unmoJified by TL), any laser, X-ray laser
or gr.lser can IlllVC a variable beam. This makes it useful as a
\001. Using it \0 weld consumes the equivalent of one "shot" per
five seconds, cooking uscs one shot per minute, and using it as
a flashlight equals onc shot every five minutes. It can also light
a fire for Irivial cncrgy (100 fire starts take one shot).

"Laser lorches" arc short-range civilian lasers designed for
welding or cutting. Their beams are variable at no extra cost.

Blaste1's andPaPticlll Bllams mS-tO)
These are particle accclcl1ltors firing beams of protons. elec

trons or alpha particles. Blaster bolts resemble coherent lighl
ning. Cannon-sizcd blasters arc usually known as C-PA WS (for
Charged Particle Accelerator Weapon System). Blaster bolts do
their full impaling damage to robots, since the f3diation can fry
electronic systems.

Btlcll'olaslll's mS)
These "7.ap guns" fire a low-power laser beam to ionize a

path through the air, followed by an electrical charge that fol
lows that path to the target. They don't work in vacuum and are
at -2 10 hit in humid environments. or -6 in rain or fog. Armor
protects unless it is metal; metal does not protect, and adds +2
to hit if the target is made of or has 20 Ibs. or more of it.

An electrolaser can fire a "stun" or "kilr· boiL If set on
"stun," roll damage normally, but innict no physical damage.
Instead. the target must make a HT roll. m-inus half the damage
that got past its DR (round up). FaiJure means the target is inca
pacitated for 2Q-HT minutes. and at -2 OX for another 20-HT
minutes after. On "kill" the effects are the same, except that the
target actually takes the rolled damage. and (if an organic
being) failing the HT roll not only incapacitates the target but
stops his heart. He will die in HT/3 minutes unless given CPR
(n successful First Aid-4 or Physician roll.)

Plasma Cuns and Hamill'S mS-tO)
A flamcr, or plasma gun, projects a stream of super-hot ion

ized plasma. The dice rolled for damage may be divided
between targets. as long as all targets arc in the same arc of fire
as described for area weapons (p. B 121). If the targets arc more
than one hex .Iran. ld of damage is lost for each extra hex sep
arating thcm.

The wash of plasma easily penetrates unsealed armor which
gets ~ DR vs. the attack. It also me/Is armor. For every 10
points of damage the lmack does (before subtracting DR),
armor loses I DR on the location hit. A sealed suit (or robot or
vehicle) becomes ul1SCaletillftcr losing 20% or marc of its orig
inal DR. Paper, cloth and wood automatically ignite if hit by a
flamer discharge. Flammable plastics and such catch fire if their
DR is exceeded.

pal'lllysis Cuns mto)
These weapons fire radiation pulses that can affect both

organic life and electronics. A beam from a paralysis pistol. gun
or rine affects a living being that it hits for 30~HT minutes: he
is paralY7..cd if he fails II HT roll. or -2 to DX and -I to IQ (this
also temporarily reduces the level of all OX- and IQ-based
skills) if he succeeds. Individuals in sealed armor suffer no
effects.

A paralysis beam that hits an unshielded robot or other elcc+
Ironic system knocks it out on a Id roll of 1-2 (subtract the tar
get's Size Modifier from this roll; small robots are more vulner
able than large ones). The paralysis lasts for (30-Hl) minutes.

A robot is considcred "shielded" if it has both rad shielding (I'.
43) and a hardened brain (p. 9). Either one alone simply reduces
the chance of being knocked out to a roll of I.

For double cost, military paralysis gUlls are available. They
fire a more powerful beam. A target in unsealed annor makes
HT rolls to resist lIt ·4; the eff(:cL~ last twice as long, and they
knock out roboL~ or electronics on a roll of 1-4. They affect
organic beings in sealed armor or shielded robots as if they
were unprotected beings hit by a non-military paralysis gun.
(Exception: They will not affect a target behind DR 200 or
more armor.)

Cl'avguns m11)
These are similar to electromag milguns, but use a tractor

beam-like gmvitic impulse to accelerate projectiles to very high
velocities. Gravguns produce no visible nash, and the only
noise is the crack of the projectile going supersonic. They pro
duce a gravitic pulse detectable by TLll+ radscanners.

Gravgun warheads are made of hyperdensc gravitically com
pressed matter. and as such. OR protects at only one-fifth its
normal value.

Cl'avity Bllams m12)
These weapons are offshoots of TL12 contragrav and force

field technology. Unlike gravguns, which simply use gravity
technology to accelerate projectiles, gravity beams actually fire
focused beams of "coherent gravity:' They normally project an
oscillating tractor/pressor gravity beam. This setting causes the
inside of a target - or part of the target - to vibrate rapidly,
innicting damage. Armor PO docs not protect and DR gives
only XIIl normal value; no knockback is inflicted.

They can also be used as non-lethal weapons, focusing a
high-impact "force beam" of gravity on a single target. This
does crushing dlHllage; usc the full damage only when calculat
ing knockback - the actual damage is halved. For example, if
16 points of damage were rolled, a man would suffer 2 hexes of
knockback, but only take 8 hits of damage. Damage innicted by
this setting is usually a wide bruise covering much of the tar
get's body!

ROBOT Ofll6N



l'laving weapons built into the robot costs character points
depending on the weapon's Legality class:

POINT [on OF WERPONRY

L=.~
Poill1s
5 points

10 points
15 points
25 points
50 points
100 points
200 poinl~

/..egt/lir)'
6
5

3·4
2
1
o
-I

HCC[550RIES
Gadgcts like toolkits. vacuum cleaners or holographic pro

jectors may be installed in a robot. Of course, if the robot has
arms (with hands). visual sensors to see what it"s doing, and
proper programming. it can also use equipment just as a human
does. Most accessories cost no chamcter points. The few excep
tions are those which duplicate advantages that characters usu.
ally pay for.

Sylltbia _ dlree bult-tl weuonl: aIIOnowire krife (LC
3). a COfttflaied mlltry laser carbine (LC 1) 211I • crusling

Jaw (LC 6). fbe coat 01 the concealed laser Is 50 points, plus 3
poitlllOl' Ute monowlre krife ani 1paint lor In crusI*Ig

jaw, lor. total 0154 Plilta.

Iflhe robot has more than one weapon. thefllfl COSI is only
pail! for tht! 1Iight!sl-poim WWpOIl. Each additional weapon
costs only 20% of its nomlal point cost.

Pulsal's mIS}
TI1Cse arc TLl3 blasters firing antimatter particles. They do

impaling damage (\0 the person hit) and armor DR protects :ll

half value. Also, they do c:-;plosive concussion damage equal 10
half the weapon's damage 10 anyone within 2 yards, with dam
age quartered every 2 yards beyond it. (DR pmlccl~ at full value
from Ihis concussion damage). In addition. a direct hit inflicts 10
rads of radi:l.lion damage x damage rolled before DR: subtract
the larget's mdialion PF if any. Sec Robols ill Actio1l for mdia
lion rules. A miss by 1 innicLS half the radiation damage!

Mindl'ippel's m14}
Mindrippers arc advanced neural disruptor weapons that bru

tally interrogate the largel's mind and nervous system. They
inslumly make a gitosl progralll copy of the subject (see Ghost
Programs on p. 65) at the cost of irreparable damage to the sub
ject's mind. The subject gelS a HT-5 roll at +1 per 10 points of
DR protecting the brain. If the HT roll succeeded. the subject is
unhanned. but has a mild headache. If the HT roll just succeed
ed (made by 0 or I point) he's abo mentally stunned. But if the
HT roll fails. the subjec(s brain and nervous system arc ripped
apart, pcnnanently reducing OX and IQ to I and leaving the
victim a mindless vegetable - and storing a ghost program copy
oflhe subject in the attacking roOOt's cOInputer memory.

Mindrippcrs arc useful because they simultaneously kill and
capture an opponent. Mindripper beams are silent. invisible and
unaffccted by atmosphere but do require a line of sight to oper
ate. They don't work through force screens. (There are less
invasive ways of making a ghost progr.un. but they take several
minutes ami special medical equipment: they are not usable in
combat. See p. UTI09 for details on these.)

R~i~T ~[116N

Weapon Accessol'ies
These systems may be added to a ranged weapon.

Weapon Accessopy Table
Component TL WI. Vol. COSI Pow. LC
Laser Sight 7 neg. .05 $200 neg. 5
Laser Periscope 8 var. var. var. var. 5

Halve the weight, volume and cost of laser sights one TL
after introduclion and quarter them two or more TLs alier intro
duction. Laser sights added 10 laser weapons are cheaper, with
no weight or volume - sec below.

uiser Sigh/: This places a l;Jser dot wherever the weapon is
aimed. If the robot ha~ visual sensors, this reduces the 55 penal
ty to -I at up to 50 yards and to -2 at 50 10 100 yards. and adds
+2 to its Accuracy when aiming. If the weapon is a laser, xaser
or graser. it may have a laser sight for $50 (halvc the cost at
TL9. and again at TLlO+); it just uses a low-intensity beam for
aiming and incrcasc.~ the power when firing. Note: A robot with
imaging ladar or a built-in laser fangefinder automatically gets
this bonus on all weapons. without buying a laser sight.

Laser Peri.w..·ope: This accessory can be added to any laser
weapon. II is a periscope tube that is auached to the laser. When
components arc placed. it must be housed in a different part of
the robot than the laser weapon. and allows the haser to fire
from that part of the body rather than lhe part of thc robot
where lhe laser wc<lpon is housed. Usually a laser is placed in
the well-protected body of the robot, with the laser periscope
buill into an ann. pod or head. This penn its the laser to fire
withoul exposing its body. A laser periscope's weight and vol.
ume are each 10% of the laser weapon·s. while its cost is 20%



Tech level docs not affcct the weight, volume and cost of
tool systems. Their power requirements :lrc ncgligible.

volume and cost. The cost of the spray gun or tank docs not
include chemicals - see Chemical Agellls. p. 30. for somc loads.

A description of each gadget is given below.
C1millg Torch: This gas-powered cutting torch has enough

gas for 5 minutes' operation. Used as a weapon. it is 55 IS. Acc
0, RoF I. Damage Id cutting. ID 3, Max 15. Against material
with DR 6 or more. it can still cut through if held continuously
on the samc spot: every minule it is used bums away I point of
DR 011 th01 spol alolle. When DR is reduccd to below 6. the
torch can inflict damage to the material. Extm gas for the torch
is SI. I lb., and .02 cf per minute.

Flashlight or Spotlig/Il.· This throws a 50<r bellm (spot
light), 50' beam (flashlight) or 15' beam (mini-flashlight).

Fire £ningllisher {Ind Mini-Fire £wi"gllis!Jer: This sprays
a fire-retardant foam that extinguishes one hex of fire on a roll
of 1-4 on Id at a 5-yard range. The fire cxtinguisher has eight
uses; the mini-extinguisher has only one (reloads arc half the
cost. weight and volume). Using a fire extinguisher as a weapon
defaults to DX-4 or Fl,\1ller-2: S8 10. Acc 1, Y;D 3, Max S. It
does 3d damage, but this is counted only for knockbaek purpos
cs _ 110 rcal damage is done. Any hit to the facc against an unar
mored person stuns and blinds if hc fails a HT-3 roll: roll
against HT~3 each tum to recovcr.

Siren: A loud police/emergency sircn is often mounted on
police. rescllc and security robots. If desired. it may include a
flashing light at no extra cost.

SF,ay GIIII: An aerosol spr:lyer, holding ten doses (one
dose IS enough to sprdY in a face or fill a hex) of any standard
gas or liquid chemical (pesticide, smoke. tear gas. nerve gas,
nano-disassemblers, etc.). A single shot has a mnge of 2 hexes
and automatically hits. The cloud lasts for 10 seconds indoors
less in a strong wind. '

Spray Tunk.· A largcr spray dispenser. with a range of ten
hexes. and creating a cloud 3 hexes in diameter per spray: if
sprayed in the air. it falls slowly to e.1rth. It usesjke doses per
shot, but a lank holds 100 doses. TIle cloud IaSIS for 2 minutes
indoors, less in a strong wind.

TL Wt. Vol. Cost Pow. LC
7 see Contact Weapons, p. 20
7 12 .24 $80 0 6
7 8 .4 $100 0 6
7.5.02S20 06
7 2 .04 S20 neg. 6
7 .5 .02 Sl6 neg. 6
7 I .2 $100 neg. 6
7 10 .2 $100 neg. 6
71.05$5006
7 8 .4 $100 0 6

We bulbi I laser sight Inta Synttlla'ilaser weapon
($12.50 11 n10+), We decide the laser light also hall laser
perlstGpe, whictI wtIgM ,7 lIS. 00-. 01 ttIe iller's WellhO,
llIk"IlII.035 cI (111% rIltJ volume) "" corts 8150 (2O'lI 01
tts cost).

I!IJdgeI Table
COlllponem
Chain Saw
Cutting Torch
Fire Extinguisher
Mini Fire Extinguisher
Allshlight
Mini-Flashlight
Siren
Spotlight
Spray Gun
Spray Tank

Halve the weight, volumc and cost of most of these gadget~

one TL after introduction. or quartcr them two or more TL'i aftcr
introductioll. Do 110t reduce the sprny t:ll1k and spray gun's weight,

Cadgets
These are miscellaneous gadgcts useful on many types of

robots:

/lItegrtll Tools (TL7+): This multi-purpose set of tools and
probes extends out of the ann. fulfilling the equipment require
ments for performing construction. repair and mainlenance
lasks for one of Engineering. Mechanic. Armoury or
Elcctronics (or Electronics Operation) skills. A typical set of
mechanicallools includes a built-in weldcr. pliers. screwdriver.
drill, torque wrench, etc. Electronics tools add test probes and
~ldering irons, and so on. Since integrallools are built directly
mto the arm. the robot can use them even if without a hand.

The morc anns equipped with integral tool systems the
robot has, the beller job it will do. A robot with one MOl

equipped with this system may perform repairs at -3 to skill. A
robot with two arms so equipped may do so at -2 to skill. Three
arms put it. at -I to skill. Four or morc anns rcmove the penalty
to skIll. Dlffcrcnt tool sets are needed for Armoury. Engineer.
Mechanic and Electronics skills. If thc robot is using the wrong
:ype of tools (for example, using electronic tools to fix a gun
II1stcau of urmoury tools), apply a -3 penalty.

Tool Table
CompOllenl TL \Yr. Vol. Cost LC
Integral Tools

Engineer, Mechanical 7 10 .2 $200 6
Armoury. Electronics 7 2 .04 $400 6

Tool Systems
Th~SC systcms arc usually installed in robols buill to perform

tcchmcal, rescue or construction jobs. Thcy can only be built
into robot arms.

of the we.lpon's cost. Note: x-ray laser periscopes are not avail
able until TLiI. Gamma-ray laser periscopes are not available
until TLl5.



Chemical Agents
Chemical agents usable in spray guns and spray tanks (as

well as in chemical grenades and the like) include poisons,
drugs, irritants and deadly clouds of nanomachines, as well liS

non-weapon chemicals such as pesticides and paints. Chemical
agents arc measured in doses. Delivery systems (warheads.
sprayers. elc.) usually expend several doses al a lime. Beside...
sprays, they may abo be delivered via grenades (3 chemic:11
grenade cosls the same as 10 doses. covers a 6-hex radius. and
the cloud lingers for 300 seconds/wind speed in mph). Some
chemicals aV3ilabie are:

Illlli-Tangler !l(!I"(J,\"n{ (TL8): Illstalllly dissolves TangleI' (I'.
25) slrnnds. $4 per duse. LC 6.

Nerve Gas: Living organisms exposed to nerve gas lake I hit
of damage per turn, or 2 hits if not wearing a gas mask. Also. a
l'IT-4 roll is needed each turn 10 avoid paralysis for (JO-I-IT)
minlltc.~. Five minutes aftcr being paralyzed. the target suffers
4d damage. Im.lividuah. in scaled. ainight armor are protected.
$5 ~r dose. LC O.

/Jailll: Spmy paint. available in various colors. In comba!.
the main effect is to blind scnsors or cover windows. re.<:.tricting
vision. Worker robots arc often used for spray-painting. since
clouds uf p:linl can be dangerous to human health. .10 per
dose. LC 6.

I)r.wicir/es: Designed to kill insects. fungi. weeds. plalll dis
~a,<:.es. elc. Some are toxic if bremhed. others arc no\, $.50 per
dose. LC 6.

/(iol Gas (TLX+): All advanced Iloll-kthul incapacitating gas
often used for cl'Owd control. Each turn. allY living being with:l
terrestrinl-type lllct:lbolislll who is not wearing a gas mask or
ilirtight arlllor within the cloud must make a HT-4 roll. If the
roll faib., he will become violeruly sick. Treat as if slunned, but
the effects last OIl> 10llg us he is in the cloud. plus (20-HT) min
utes. Even if the roll succeeds. he will be at -4 on any OX. IQ
or skill rolls while within the cloud. and must continue to roll to
avoid incapacitmion each turn until he leaves it. $2 per dosc.
LC5.

Tear Gas: Sec p. H132 for effects. $0.50 per dose. LC 5.
Nrll/obuTIl (TL9+): A cloud of n:lIlomachines designed to kill

living things. lis effects are described on p. 70 in Ihe Microhms
and N(tIl()lIIorfJh~ dwpt<,;l'. $5 per dose. LC 1.

f)ism'~'l!mbler (TL I 1+): A cloud of IWllolllachines designed to
destl'Oy Ilnything. See p. 70 for its effects. $40 per dos~. LC O.

CURPS Ullra-Tech. CURPS Space and CURPS Cyber
plink describe a few other chemical agents.

Navigation andBalance Systems
These systems help guide and control the robot.

NaVlgallon Sy.tem TllIJle
System TL IVt. Vol. Cos/ LC Points
Global Positioning

System 7 .02 $200 5 0
Gyrobal:mce 8 $5.000 6 15
Inertial Comp:lss 8 .02 $250 6 5
Inertial Navigation
System 7 40 .8 $50,000 6 5

Weight. volume and cost of all systems halves one TL after
introduction. or qual'lcrs two or more TLs after introduction.
Power requirement is negligible.

Global Positioning System (OPS): This links the robot to
an orbital navigation satellite network (or a friendly spacecraft).
enabling it 10 always know its e:-;act position. The robot has

Absolute Direction as long as it is in communication with a pair
of friendly navigation satellites or spacecraft.

Gyrobr.,ltlllce (TL8): Intern:.l laser-ring gyroscopes give the
robot perfect balance. On wet or slippery terr.lin the robot gelS
+6 to all rolls to avoid losing control. and +4 LO rolls to avoid
being knocked down in combat. If the robot has legs or two or
fewer wheels. it can skim along tightropes. narrow ledges. etc.
without having to make a DX roll. The robot also gets +1 to any
Acrobatics or Piloting skills it may acquire.

blrrtilll Compass: This sophistic:lled systcm call calcul:lte
the robot's exaci location and heading without satellite assis
tance. indicllting the direction and distance travelled from :lIly
preset point on a planetary surfnce. II cun be set for the local ion
the robol is physically present. or for any other coordinates
(requiring :I Navigation roll if the coordinates of the location
aren't known). This effectively gives the robot the Absolute
Direction advantage. Distances IllC:lsured are accurate to within
I yard per 1.000 miles.

If/a/ial Navigmioll Sy.wem: As above, but much more
accurate. It adds +5 to the robot's Navigation skill (+1 pcrTL
over TL7) and gives the robot Absolute Directioll.

Exotic, CoveN Ops and POHce Sadgets
This equipnlCllI is especially uscful for robots bui It for crimi

nal. assassinalion. espionage or law cnforcemcnt pUllJOSCS.

MII/tapy, Covert op. andPolice Sadget Table
Cadgel TL WI. Vol. Cos/ LC Poill/.I'
Crimeseanncr 8 8 .16 $6.000 5 0
Lockpick 7 neg. neg. $200 5 0
Electronic

Lockpick 8 J .06 $1,500 4 0
Mini-Nuke 7 50 I $100.000 0 0
PsychoU'Onic Circuits 9 val'. val'. val'. 2 val'.
Self-Destruct 7 I' .02· $80· 0 0
SQUID 8 4ll .8 $50.000 4 5
Ranged SQUID II 4ll .8 $100.000 2 10

• Per pound of explosive.
With the exception of the self-destruct system. halve the

weigh!. volul11e and cost one TL aner introduction. or (lmlrtcr
them two or more TLs :lCter introduction. The power re(lllire
ment is ncgligible.

OescPipttons
Crimi!JCflIlIli!1' (TL8): This scnsor system is capable of per

forming forensics analysis: ballistics tests. fingerprinting.
genetic typing (from skin nakes or blood samples), etc.
Perfornling a detailed analysis of a one-yard area ill search of
evidence nornlally takes onc minute; the quality of thm analy
sis depends on TL. but will usually provide a detailed analysis
of chemical tmcL'S left in the area. At TLiOt-, the crimcscanner
actually releases tiny forensics n:momachine robots into the
area. which perform a molecular-level search before being
sucked back illto the scanner unit to givc their report. A
crimescanner adds (TL-5) to Forensics rons. but the robot must
have Forensics skill to operate it.

Electronic Lockpick: This can only be built into an linn. II
is a combination micromanipulator probe and sensor/decoder
that gives +3 to Lockpicking or Electronics Opemtion (Security
Systems) on any roll to pick a mechanical. combination or elec
tronic lock of ilS TL or less. Against locks of a higher TL loch.
it is -2 perTL difference between the lockpick and the lock.. See
p. 887 for lockpicking rules.
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UJCk/Jick: A high-quality lockpick. If mounted in a robot's
arm, or in a head, it gives a +1 bonus to pick mechanical locks
of its TL or less.

Mil/i-Nllke: lllis is a compact one-kiloton nuclear device
(6dx4.000.000 concussion damage, dev3stales a 1,IOO·yard
radius and contaminates the crater with residual radiation).

/),fychotrflflic Circuits (TL9+J: If the OM allows. any TL9+
robot with a sentient brain may have psycho/rollic circuits
allowing it 10 have any psionic powers described in the /Jasie
Set or CURPS Psioflics. No single psi ability can have a power
grcmer than (brain Compleltity-5) x 5, with an absolutc limit of
power 25 for Compleltity 10+ brains. It can have multiple pow
ers, ,IS long as it does not combine Anlipsi wilh another power.
It call acquire psionic skills as skill programs. Psychotronic cir
cuitry does nul add to the weight or volume, but does COSI
$10,000 x the character point cost of the psi powers (halve this
cOSt nt TLlO, and again at TLlI+). Psi p()wer,~ have their usual
point cost :IS uescribcd ill the 1/11,~ic Set 01' CURPS Psiollics.
NOle: lhese rules nre nn enhancement of those for psionic com
puters in CURPS P.\·iOllic,~ and arc slightly modified to III the
robot rllle.~ in this hook.

Sdj-De.l'lnlcl: A robot can be fitted with a self-deslruct
system; the robot explodes whcnever its programming says 10.

(Yes. you can build time bombs or "sma,," missiles this way,)
Damage depends on the Iype of explosive packed inlo the robot.
TL7 eltplosives do 6dx2 explosivc concussion damage per
pounll of explosive: TL8 ones do 6dx8: TL9+ bombs do 6dxI2,
Frngmelllation d,lmage (see p. H121) is 211 Cutting damage as
bit.. of the mbot's casing arc scattered ,.bout. llle explosion can
also be a shapL"d charge: double the cost, but halve the dam:lge
for the same weight of explt»ives. and the armor DR of a single
target in contact with Ihe robot when the explosion occurs is
dividi..'<1 hy 10.

SQUID (TL8): A supcn:unducling quantum interference
detector enables the robot to intcrrogMc :. computcr brain to
rctricvc data. The SQUID must be physically attached (the
robot should have a cable jack) to thc IUrget computer: it can
then assist in rcading the d,lt,l stored within (sce Data Rccol'cry'
on p. 62). A SQUID adds +3 whcn probing" hr:lin of its TL 01'

lower, 01' + I vs. a higher TL br:lin,
Ra/lged SQUID (TLII): As above. but usable at a range of

(TL-IO) yards: it can probe a computer bnlin even at a distance.
l-I,jrdcned brains eumUlt be probed at a distance, but can still be
scmlllcd through direct contact.

Domestic andRecI'eational Gadgets
These devices arc often installed in service, houschold or

pleasure robots. With the exception of the neural stimulator. all
will be available without restriction.

Oomeslif: andReCl'ealiDnaJ CadgelTaIJ/8
Cmlgel TL Wt, Vol. Cost LC POilll,f
Blow Dryer 7 1 .2 S40 6 0
Cleaning Unil 7 20 I $200 6 0
Dishwasher 7 40 I $200 6 0
Gardening Tools 7 4 .2 $200 6 0
Microwave 01'

Sonic Oven 7 40 I $200 6 0
Neural Stimulator 10 .5 .0 I $1,000 5 0
Pheromone Emilter 9 neg, - $10,000 5 25
Projector 7 8 .16 $750 6 0
Serving Tray 7 8 .4 $40 6 0
SnaekfDrink

Dispenser 7 40 1 $200 6 U
Sonic Massager 9 2 .1 $4{)0 6 0

Halve the weight, volume and cost of all these gadgets one
TL after introduction, 01' (juarter it two or more TLs after intro
dUClion. (Exccption: the l'o/wne of the serving tray, microwave
oven, dishwasher and snack/drink dispensers fCmains constanl).
TIle power requirement is negligible.

We decide to bI.IId a neural,thlDtlll' Ind ..,...
emitter iltt Synthla" bOdY. TlIe ,tlnldator weIgIIs .5".,

takes up .01 cf InlI com 11,000, and IILC 5. 11Ie elitter II
15,000 (ban cut Iha tt II Tl9 and Synthla II filO),le 5 ami

COItl25 peIntJ.

DeSCl'/ptions
Blow Dry'er: Useful for styling h:lir 01' fur. usually housed

in the arm of a valct or hairdressing robot.
/)i.~/l\vas"er: Washes and dries about 10 dishes at once

and at TUH. docs so quietly. wilh ultrasonics! A tray folds out
of the robot to collect the dishes.

CfcallillX Unit: This basic vacuum cleaner and surfuce-pol
isher system is usually designcd to c1cun whal the robot moves
(lver, but may ulso be buill into:lIl :lrlll. Vacuumed-up dust und
debris must be removed occasionally, at least until TLl4, when
the junk can be diverted into the 'bot's mass-convertor. TLIO+
systems use biocngincercd or nanotech cleaning sprays,



Gardenillg Toofs: This gives the robot a buill-in lawn
mower/weed whacker system. The robot can do Swinging-I
CUlling damage based on its body ST. up to a maximum or
ld+2 Cutting darn<lge. The complete "garden bot" should also
have spray gUllS (p. 29) with pesticides and arms equipped wilh
blades or claws (for trimming leaves).

Microli"lll'e or SOllic Ol'l!n: A small microwave or (possi
bly. al TL9+) infrasonic cooker. wilh a retracI:lble serving tray
and numerous seuings. Cooks up to two meals at a time.

Neural Stimulator (TL I0); 111is dcvicc may be mounted in
an arm. a head, or (if the robot has a sex implant) the body. It
dnullatically enhances the pleasure of the robot's organic part
ner. However. prolonged use on a person requires him 10 make
a Will+3 roll 10 avoid acquiring the Addiction disoldvantage (the
pleasure is treated as a highly addictive. incapacitating drug: it
mayor may 110t be cheap or legal). A neural stimulator can be
overloaded to deliver a jolt of excruciating pleasure or pain:
treat as a nervelash hit. Each such use has a 2·in-6 chance of
burning out the neural stimulator until it is repaired. however.

Pheromolle Emitter (TL9): A pheromone emitter allows a
robot to generate sex pheromones exactly like a biological
android wilh the Pheromone COII/mi advantage (see p. 79).

Projector: This cnables lhe robot to project any .~lil1 or
motion pictures it has stored :IS digital imagcs. At TL8+, it can
also project stored holographic images.

SerdTlg Tray: Contains a retract:tbJe tray with cnough
space for one meal or several drinks. It includes :l dual-pocket
healing/refrigeration system to kcep food and drinks hoI or cold
(as needed) inside the robot.

Sn{/ck/Drillk Di.ffJtmser: A refrigerator system for snacks.
drinks. drugs. etc. Built into a mobile robot. it C:tll accompany
expeditions into the wild to provide the comforts of civilization.
It may be voice-control1cd. or may have buttons on the exterior
of lhe robot: a display screen (hologmphic at TL9+) reveals whm
is :tvailable. Coin- or credcard-opermcd vending machinc ver
sions are also available. cnabling the robot to seek out cu~torners.

Sallie Mas.mger (TL9): This devicc projects a soothing
sonic massage for scalp or body. With half an hour of tinkering
and :1Il Armoury skill roll, it can also be modified to project a
single sonic pulse like that of:l stunner (see p. 11208) pistol; fir
ing disables (burns out) the unil "fter one shot.

Medical Systems
These systems provide a robot with the tools to perform

medical tasks better. The robot still needs appropriate programs
to do so!

Medical System Tabl.
SY.I"tem TL WI. Vol. Cost LC
Emergency Support Unit 8 100 5 $30,000 5
Medical Tools 7 2 .04 $1,000 5
Medscanner 9 1 .02 $900 6

Halve the weight. volume and cosl of medscanners OIlC TL
after introduction. or qU:lrter it two or more TLs after introduc
tion. Power requirements arc negligible. Other medical compo
nents do not reduce in weight. volume or cost. Medical tools
must be built into an arm.

Emergellcy SUIJPOrl Unit (TL8): The ESU is a portable
revivification and life-support system. If it is hooked up to an
injured patient (the robot can do this itself if it has arms). it
maintains his biological functions even if his organs arc nol
functioning. In game terms. the robot can keep alive SOmeone
who has failed a HT roll and died. as long as he is not at or
below ~5xHT. or has not becn dead for more than five minutes.
Altaching the ESU takes (20 minus il~ TL) seconds and requires
the robot to mnke a Physician roll (31 -I for every multiple of HT
below 0 the patient is. and a -2 per failed attempt). Success
means the person is in a com:t rather than dead. but will die if
taken off life suppol1: critical failure means the patient is dead.
A comatose patient can remain hooked up to the ESU as long as
the robot can carry him (or remains stationary. if the patient is
too heavy to lift). Revival from lhe coma is possible if the
patient is ever healed to above fully-negative I-IT. The ESU can
also perform less critical tasks. such as blood transfusions (it
includes enough generic blood substitute for two whole-blood
transfusions) and the revival of persons in suspended animation.

Medical Tools (TL7): This system must be mounted in a
robot arm. It is a set or Illulti-function surgicill manipulators
ending in scalpels, forceps. clamps, fiber-optic probes, etc., and
a medical sensor which can pcrfonn magnetic-resonance imag
ing scans, X-rays. and detect tempcmturc. heart rate. respiration
and other bodily functions. Medical tools fulfill medical kit
requirements for Diagnosis, First Aid or Surgery skill per
formed at the same TL; each additional arm equipped with
medical tools gives a funher +1 to skill. to" maximum of +3,
when treating a single patient. An arm equipped with medical
tools is assumed to have a built-in drug injector (see COl/wct
Weapo"ry alld Jaws, p. 20) at no extra weight. volume or cost.
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Medscwmer (TL9); A shon-ranged diagnostic scanner with
a range of I yard (doubling each TL over TL9), it gives detailed
diagnoses 011 known species - on a successful Electronics
Operation (Medical) roll, it adds +3 to Diagnosis skill (plus
anOlher + I per TL over 9). It can also scan for implants or to
detennine if someone is a robot

Gadgots From Otho/' Sou/'eos
GURPS Rohol.\· describes oilly a small fraction of the equip

ment that can be installed in robots. GURPS Ultra-Tech and
GURPS Vehiclu contain numerous other gadgets and
weapons. For most gadgets. assume their volume is their
weight/50. Multiply volumes given in cubic yards (cy) by 27 to
gl.:tlhc volume in ef.

Gadgets can use their own power cells. or run off robot
power. If running the gadget with robot power. use the Energy
Bunk Table on p. 36 10 find out how much energy is stored in
the power cell it would use. Then divide thm by the number of
secunds (3,600 to an hour. 86,400 to a day) that cell would run
the gadget. The result is the power consumption in KW
required 10 power it for a second. If Ihis works out to less than
.1 KW, it's safe to call it negligible: as long as the robot has
some kind of power system, the gadget will function.

MODULAR 50CKETl
A modular socket is ::I space in the robot that is designed to

accept different components. It is rated for the exact weight and
volume of the module it can accept - for example. a socket
rated 20 Ibs. and .4 cf can accept any module of exactly that
size and weight.

A modular socket has no weight. Its volume is equal to the
volume of the socket. It costs $500 per d of volume. Modular
sockcts may be installcd in the body. or in any head or ann.

A mm/Ille is somcthing that can be inserted in a panicular
module socket in a robot. It must be either a weapon or accesso
ry. A module's weight and volume must be exactly equal to thc
socket's I".ltcd weight and volume. (This way. the robot's per
formance is always the same. a'i long as all the robot's socket....
arc filled.) A module can contain multiple components. or
'·waste" wciUht and volume can be added to it. A module's cost
equals the sum of the cost of all components in it. plus 20%.

If a modular socket cont::lins a power-using component. that
component should have its own power cell built into thc mod
ule. TIlat way, the robot'~ endurance won't change when a
module is changed.

When inserted into the robot, a module adds its weight to the
robot's weight. [ts volume isn't added. since that's already
allowed for in the socket. Removing a module t3k:es 30 sec
onds, unless the module is so hcavy tbat it requires several peo
ple or robots to lift. Insening a module mkes onc minute.

lbc point cost of a module depends on what is conwined in it.

~ONTRA6RAV 6ENERATOR (Tlm
A robot with contragrav can usc anti-gmvity technology to ny,

or nt least to reduce its weight. Decide on the pounds of lift the
contragrav generator provide.:;. In order to ny, the lift should
exceed the robot's weight since thut won't be known until the end
of the design process. it can be a g<XKi idea to simply leave some
Hempty space" in the robot for the generator and extra power cells
- perhaps 10% of the volume of Olher components - and come
back and retrofit the generator after everything has been added.
TIle statistics of a contragrav generator depend on its TL.

TL 12 contragrav costs $2,500 plus $.025 per pound of lift; it
weighs 20 Ibs. plus .001 lb. per pound of lift.

TL 13+ contragrav costs $500 plus $.005 per pound of lift; it
weighs JO lbs. plus .0005 lbs. per pound of lift.

All contragravity systems take up their weight/50 cf.
Contragrav flight also requires power for the generator: .001

KW of power per pound of lift. A robot with contmgrav usually
uses a reaction less thruster (I'. 19) for in-flight propulsion.
(Note: whcn calculating a robot's speed or accelcration, do not
"reduce" the robot's weight in these equations just because it
has contragrdv: acceleration is actually based on mass. which is
unaffected by contmgravity.)

PAYlOAD
Robots can carry cargo or passengers.

Capgo Spacos
Robots can have one or more internal cargo companments.

Each separate compartment has its own access port, flap or
panel and is electronically locked. controlled by the robot's
brain. Thc volume of cargo spaces is measured in cubic feel.
Each cf of cargo space can hold up to 50 Ibs. of cargo. There is
no extra cost.

Nangar Bay: A robot can also be given a bay for storing
other smaller robots (or vehicles). ready for instant launch.
Provided they use the same fuel. craft in a hangar bay Clm refuel
from Ihe robot's fuel tank or recharge from its encrgy bank. A
hangar bay requires 30 lbs., 1.5 cf and $25 per cf of robot or
vehicle stored.

Passongo/,s
Some robots are designed to carry occupants riding on or

inside them. The cost and weight of seats does not includc thc
occupants (although the volume includes sufficient space).

Ill/emu{ Seal: A seat inside the robot includes the room
taken up by the rider. An internal seat costs $100: its weight
and volume depend on whether it is (TuIIIIJed (20 lbs., 20 cf),
lIomwl (30 lbs.. 30 d) or rOOIllY (40 lbs.. 40 cl).

-



Exposed Seat: As above, but with no overhead protection
from attacks or weather (similnr to seats in an open cockpit or
jeep). An exposed seat lakes up half the volume of an intcrnal
seat. since pllrt of the wearer is exposed. The robot's armor
won't protect someone in an exposed sent against attacks from
above, and the rider"s head and shoulders will be exposed to
attacks from the fronl. back or side. The armor proteclS nomml
Iy against ~ltIacks from below.

Silt/lift-: A large enough robot may have a saddle attached to
it. much like one on a horse or motorcycle. A bo1led--on saddle
is $50 and 5 Ibs. Or a proper horse-style saddle (see p. B2l2)
can be slrappcd on after the robot is designed. counting as
encumbrance along with the rider. How many people can ride
on a robot depends on ilS body arca (scc Surfau Area on p. 40).
A robot can seat a number of riders the size of adult humans
equal to its body's arc.'l!15: see p. 40 for body area.

POWER WmM OESI6N
Every robot requires a power system. which provides it with

energy. MallY differelll robot sy.~tcms have power requiremcnts,
which are measured in kilowalls. The robot may draw power to
apernte these systems from either an energy b;ll1k (p. 35) or a
power plam (p. 34).

A power plan!. such as n gasoline engine or il nuclear reac
tor. produces l)Owcr constantly (as long as it is fuellcd) - it is
rat(,.'U for a l)Ower output in kilowatts (KW).

An energy bank (such as a battery or power cell) stores a
finite amount of power, which is dmincd as it is used (unless
rech:lrged). It is rated for the number of kilowall-seconds
(KWS) of power it Stores. One KWS provides one KW of
power for one second.

Power plants are beller for the long haul. while energy banks
permit greater outpUlS for shoner period!>. A robot will often
have both ,I powcr plant and un energy bank, combining the
benefits of both.

ROIlf;lIe Power Reqll;rem"III: TIlis is the power the robot dJ"'.J.ins
while it is oper.tting. Add up the power requircmellls for bmin,
scnwl'S. anns. drivetr.tin. aquatic propubion. Ihnlst-oosed propul
sion and contragnlvity. Power requirements for accessories or
wellponry (stich as jaws) Ihat opcmte sporadically can be ignored
provided they have integrul power cells. or their IXlwer rcquire
ment i~ less lllan the power rcquirement of other systems. Note: if
the robot has scveral propulsion systcms, use only the highest
IXlwer TCquirement: a robot will rarely lise its leg drivetrain at the
Sitllle lime it uses propellers. lor inst:lIIce.

Decide whether the robot willllllve a power plant (I'. 34). ,til

energy bank (I'. 35) or both. 111cn go to the appropriate section.
and design the syslem.

W. dedde SyRUia willie powered by both apower plant_III energy bank. Synthl.a'i routine power reIII*'ement Is
.85 KW (all 01 hi armI) + .45I(W (ltl IrIvetraill) =.8 KW,

Powet' Plants
Power plants arc mted for output, in kilowatts (KW). This is

the ,lmOUIll of power they produce to IXlwer systems built into
the robot. or to recharge energy banks.

Unless the robot also has an energy bank. the power plant's
oUlput should equal its routine power requirement. An energy

bank can supply the difference if the robot's power requirement
exceeds thc power plant's output.

There are several types of power plant. Here's how each
works.

Gasoline and Gas Tllrbine plants are reciprocating engine
or turbine models burning hydrocarbon fuels. The gasoline
engine bums gasoline: the gas turbine can also bum diesel or
alcohol fuels, although fuel consumption doubles when using
alcohol.

Fue/ Cell!>' (TL7) are electric power plants that generate
energy chemically, using oxygen and hydrogen as fuel. They
also IJwdllce water. usually released as water vapor. In an
"open" fuel cell, the fuel is hydrogen; the necessary oxygen is
extracted from the atmosphere. In environments without free
oxygen. a "c1osed" fuel cell containing lJydrox fuel (liquid
hydrogen and oxygen) is used instead. making fuel cells useful
for robots that will run underwllter or in alien environments. A
fuel cell must use either hydrox or hydrogen fuel.

Mag/ll!/o·Hylin)(/Yl1amic (MHD) '!ilriJille.f (TL8) are lurbines
which use ionized plasma as a working medium. giving a very
high operating temperature and greater efficiency. They burn
hydrogen and oxygen (hydrox). and Clln operate under water.

Nuclear Power Units (TL8) arc small versions of the
nuclear plants in CURl'S Space, Power units with outputs
under 500 KWs do not aCUlally sustain a nuclcar fission reac
tion: Tather, they contitin unstable radioactive isotopes (for
instance. californium) that gcnerate heat as they decay.
Refueling costs 10% of the cost of the plant. and must be done
at a major repair facility. Those versions with outputs in excess
of 500 KW are true fission (or at TLlO+. fusion) reactors.

/JiocOllvertor.f are power plants that function much like a
human's system. TIley genemte energy using food and atmos
pheric oxygen. and have a "mouth" into which water and food
(anything biological) must be placed. A robol with a jaw may
ellt like a human. chewing food: otherwise. food must be lique
fied (or be baby food. etc.) and poured in. The requiremenlS for
the bioconverters are (Herbivore) 10 pounds/KW/day and
(Carnivore) 2 poundslKW/day. Omnivore may mix and malch
plant and meat sources, lit the same conversion rates. All biocon
veners also require I gallon of water per KW per day.

The vampire biOCOllvel'lor requires I gallon of blood per KW
per day. (An average human body has 1.25 gallons ofbloo<l.)

Antimallcr plants produce energy lhrough the mutual anni
hilation of mailer and antimatter. A gram of anlihydrogcn pow
ers a 1.000-KW plant for 2.5 years and costs $1,000; all fuel is
contained within the plant. and tllkes up negligible space. so
just decide how many years the plant will operate. At TLl2+,
each gram runs the powcr plant for 5 years.

Towl ConversiOIl power plants produce power by tolal con
version of mass into energy with 100% efficiency. They usc
trivial amounts of any kind of mailer as fuel.

Cosmic Power Plallts produce power through means unex
plained by modem science. For example, a cosmic power unit
may draw energy from another anlimaller dimension. or even a
magical universe. They power the robot indefinitely.

Malia Engines are technomagic devices that gather ambient
magical energy and transform it into mechanical or electrical
power. They require no fuel. but will not function in no-mana
7..ones. A variant of the Powerstone spell (prerequisite: Power).
which requires 10 energy per pound of engine weight, is cast on
a machine that may resemble anything from a Rube Goldberg
engine to a hideous tcchnomagic machine. Costs 100 per kW.

If the robot has a power plant, choose its output in kilowalls
(KW). and select the exact power plant type from those shown
below. Work out its weight. fuel usage. volume and cost.
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COSl File!
(per lb. (per KW

ofwt.) in 8ph)
$5 .04G

$20 .08M

$20* .ISH
$5' .13H
$5' .115H

,
$40" .03H I

$20* .OZH

$200*** 6 mo.
$200*$$ I yr.
$10" (TL·8)' ye;.

$200**" 2 yr.
$200*** 5 yr.
$200*** 10 yr.

$100" Spcl.
$50** Spcl.

$100"* Spcl.
$200** Spcl.

$1*** Spcl.
$.3$$* neg.
$1*** none

$50* none

EneI'DY Bank'
An energy bank stores electrical power. A robot may have

one instead of or as well as a power plant. If the robot's power
plant does not produce al least the routine power requirement.
the robot IIlU.~r have an energy bank.

Power stored in an energy bank is measured in kilowatt
seconds (KWS) - one kilowatt of power for onc second.

Each KWS of stored power provides the same power as a 1
KW power plant - but only for a second. (Or it could provide
.5 KW for 2 seconds, .001 KW for 1,000 seconds. and so on.)
Then the energy bank is drained of power until it is recharged.

Thus, a robot whose systems require I KW of power will
drnin I KWS every second, or 60 KWS every minute, or 3,600
KWS every hour. Similarly, if it has a blaster that uses 180 KWS
of power every shot and it fires five shots, it will drain 900 KWS.

An energy bank is useful even if the robot has a power
plant, since it can make up any shortfall when power require
ments exceed power plant output. As long as the robot has an
energy bank, a robot's designer doesn't have to know the actual
power requiremenl to Ihe last kilowatt. For instance. consider a
robot with both a power plant and an energy bank. If the power
plant generates 100 KW but Ihe robot needs 105 KW to operate
several systems at once, the robot will still function perfectly
well: the power plant provides 100 KW. and the remaining 5
KW are provided by the energy bank, which will be drained at
a rate of 5 KW$ per second (18,000 per hour).

Most robot energy banks consist of a bank of power cells
(available at TL8+) plus their housings and power conduits.
There are four types of power cells commonly used in robots,
rated from B 10 E in order of increasing power stornge. (The
small A and AA cells are only used on tiny microbots,
described in a separate chapter.)

(IOxKW) + 50
(5xKW) + 25
(5xKW) + 25

(lxKW)+45
(IxKW) + 35

(5xKW) + 25

(8xKW) + 200
(2XKW) + 50
(3xKW) +75
(lxKW) + 25
(.4xKW) + 18
(.2xKW) + 9

.05xKW

.02xKW
(.OlxKW) + 2

(JOxKW) + 50
(l5xKW) + 75
(12xKW) + 65
(8xKW) + 40

20xKW
IOxKW
IOxKW

IxKW

IOxKW
8xKW

lOxKW

20xKW
30xKW
25xKW
16xKW

Weight (/bs.)
(per kilowatt

a/flower) if output

Under 5KW 5KW or More
IQxKW (5xKW) + 25
IOxKW (2XKW) + 40

I2XKW
(IOxKW)+40

6xKW
4xKW
2xKW

TL Type
7 Gasoline
7 Gas Turbine
Fuel Cells
7 Fuel Cell
8 Puel Cell
9+ Fuel Cell

AfHD Turbines
8 MHO Turbine
9 MHO Turbine

Nuclear Power Units
8 Power Unit
9 Power Unit
9+ Cheap Power Unil
10 Power Unil
II Power Unit
12+ Power Unit

Hiocon.,erlors
10 Carnivore
10 Herbivore
10 Omnivore
t Vampire

Reactors
II Antimaucr
14 Total Conversion
16 Cosmic Power
Magical
t Mana Engine

PowIJl' Plant Table

t Indicates GM discretion
* The minimum cost is $500. regardless of weight.
** The minimum cost is $2,000, regardless of weight.
*** The minimum cost is $20,000, regardless of weight.
Weight: Calculate this as shown on the table above.
Volume: Divide the weight by 50 to find the volume in d.

except for nuclear power units. For those, divide the weight of
the nuclear units by 100.

CO.~I: The cost listed is per pound of power plant weight.
Fuel Usage: This is the fuel consumption in gallons per

hour (gph) per KW of outpm. G is gasoline; H is hydrogen;
hydrogen and oxygen fuel may be substituted in environments
lacking atmospheric oxygen; M is mulli~fuel (gasoline, diesel
or alcohol). A time in momhs (mo.) or years (yr.) means the
plant has an internal fuel supply of nuclear or antimatter fuel
and operates for that many years wilhout refueling. TOlal con·
version power plants require negligible fuel. Bioconvenors
devour water and solid food - see the description above.

Legality: Most power plants are LC 6. Any nuclear or ami
matter power plant is LC 4, for safety reasons. Subtract [ from
the LC of any power plant with an output of 1.000 KW or more.

Points: A power plant that does not breathe air (on this
table. anything but a gasoline engine, gas turbine or bioconver
tor) costs 20 points. since the robot need not breathe.

Although Synthla'i energy bank can power n, we allO
add an omnlvol"e bloCOllvertor with ,4 KW output. nweillh.
10 b" take. 011.2 cl, CGltJ 82,000 (thaakI to Ute 1IliII1JImI),
but tilt. 10 Pt:*ttJ Iinct nllreatfta 1Iir, T1III tsn't iltendBd
.. _lllh......'requi'ementI-""'h__ lhe
energy bn to 1"eCItarge, IlJd wHf alia tilt Synthfa appear to
eat and drink UkB ahuman,



Synthla needs an energy bank, since Its .4-KW power
plant olltpllt Is lass than Its .8-f1:W rolltina P1Iwar requirement.
We decide Synthla has apair of n 10 rechargeable 0 cells (rD
cells). Together they weigh 10 Ibs., lake UJI .1 Cf, cosl $1,000

and 81 n10 slare atolal 014 (ll10· 6) x 9,000 x Z(two
cells) ;:: 12,000 KWS 01 anergy. This costs 20 poinls, since It

leis 8ynthla OPllf'8te without breathing air.

The cost, weight and volume arc per cell in the energy
bank. The volume includes the eell housing and power connec
tions: the actual volume of individual cells will usually be
smaller.

KWS is the energy stored in the cell.
Points: An energy bank costs 20 points, as the robot can

operate without "breathing." However. if the rohot already has
a power plant that does not need air, there is no cost.

KWS ofStored Power
18
9

1,800
900

(TL-6) x 180
(TL-6) x 90

(TL-6) x 1,800
(TL-6) x 900

(TL-6) x 18,000
(TL-6) x 9,000

(TL-6) x 180,000
(TL-6) x 90,000

Cost
$2
$2

$50
$60
$30
$30

$100
$100
$500
$500

$2,000
$2,000

Vol.
.01
.01
.2
.2

.005

.005
.01
.01
05
.05
.2
.2

fUEl
Robots that have jet or rocket engines, or power plants with

a fuel requirement measured in gallons per hour, must install a
fuel tank. If a power plan! or engine that needs fuel does nOI
have a tank, it does not function.

Fuel tank cost and weight include fuel. But for topping off
an empty tank or switching fuels, the cost of fuel, without the
tank, is also given here. The types of fuel available include:

Gasoline and Diesel fuel, which cost around $1 per gallon in
the U.S.

Jet Fllel: This is basically kerosene, and is heavier and more
expensive than gasoline. Different grades of jet fuel exist for
different engines, but in game terms the effects are the same,
although the GM may decide that, for instance, a TL8 high-per
fonnance turbofan will lose a small percentage of its thrust if
forced to run on the same fuel as a TL7 basic turbofan. Each
gallon costs $3.

Hydrogen (1-1) is hydrogen compressed to a jelly. It is com
bined with atmospheric oxygen and used in TL8+ fuel cells. It
is also burned in fusion rockets and air-rams. Each gallon costs
$.10.

Hydmx (01-1) is liquid oxygen and hydrogen. Used in MHD
plants or fuel cells in place of hydrogen, it enables the robot to
operate underwater or on worlds lacking free oxygen, or with
low atmospheric pressures. Each gallon costs $1.

Rocket fuel is a liquid or solid chemical rocket fuel contain
ing a combustion agent and an oxidizer. For uniformity, solid
fuel is also measured in gallons. Rocket fuel is often very
volatile. Each gallon costs $2.

Fuel tanks may be standard or self-sealing; self-sealing tanks
are less vulnerable to damage. To install a tank in the robot,
decide on ils capacity in gallons, the type of fuel it holds, and

Enepgy Bank rable
Type TL Weight
9vcell 7 .1
r9vcell7 .1
12vcell 7 20
rl2v cell 7 20
B cell 8 .05
rB cell 8 .05
Ccell 81
rC cell 8 1
o cell 8 5
rD cell 8 5
E cell 8 20
rE cell 8 20

An energy bank can provide power to power~using weapons
<tfter their power cells have been exhausted. Determine the
power requiremem of a weapon that uses a power cell as if its
stored power were an energy bank. Then divide that by the
weapon's number of shots to find the KWS of power required
per shot. This is the KWS of power each shot drains: multiply
by RoF 10 rind the drain per turn or firing at full RoF.

Energy banks use either rechargeable or non-rechargeable
balteries or cells. Non-rechargeable cells must be replaced
when the energy bank is drained. Rechargeable cells can be
recharged by plugging into any power plant: every second that
I KW is channeled into the power cell restores 1 KWS of
power. Rechargeable cells are usually written with an r in front
of the type; for instance, rC indicates a rechargeable C cell.

To design an energy bank, decide on the type and number of
batteries or power cells that make it up, then add up their stored
KWS of power, weight, volume and cost as shown below.



Syndtla uses an energy bank storing 72,000 KWS and a bID
convertor power plant that produces .4 KW. Its routine power

requirement Is .8 KW, Which Is greater Utan Its power plant
output. n lII'lIJtl.8·.4 =.4 KW x 3,600 =1,440 KWS from nl
energy lin every holr. SlIce its energy IIIIIk stlftl 12.000

KWS, ttl erDrace II 7Z,OOOf1,440 =50 ilOI.I'S. As itll*Jcu.
vertor'l elt11ranc8 1148 holrl, dil means the power sYl
tem'1 etdtJtlI1ca is 48 hoII'I. After 4811otn, tM robot w•
........ III ll8,12111WS. lea... 2,880 IWS"'- n

add then 1wiU:h elti'ely Oltu ItJred power, operating lor
another 2,8801,8 KW/3,600 =1 hour.

Syndlla can also ula hs energy bank alone to ope..ate 'Dr
72,000 (stored powe")/.8 (power requlremenll13,600 =24

flOurs. stnce hs bloconvertor breathes air, dlls ts userulll
Synth1a must operate undeJ'water or In space. Synthla's

4IHt1tUl' endIIraRC8 costs 01 _tl, anll'IB1JlS Syntlia wi1I
have to eat and recltll'l8 about onee every odler day,

Utough it IUY do n more orten.

endurance. However. if the power plant's endurance is less lhan
the energy bank's, or the power plant is destroyed, has no air to
breathe (if it breathes air) or is turned off before the energy
bank is out of energy. the robot can operate just using the ener
gy bank for (remaining stored power)/power rcquire
men113.6001 hours.

If the robot has an energy bank but no power plant, it will
drain 3,600 KW$ x its routine power requiremcnt from the
energy bank cvery hOllr. Thus. the robol's endurance in hours is
its energy bank's stored power (KWS)/power requirement!
3,600.

If the robot has a power plant whose output is greater than
the routine power requirement a"d has an energy bank, its
endurance is the power plant's endurance plus a number of
hours equal to the energy bank's stored power (KWS)lpower
requirementl3,600.

Depending on how long the chosen power system can meel
the routine power requirements without refueling. <l robot's
endumnce may be an advantage or a disadvantage:

-IOOpoiniS
-50 point."
-25 points
-10 points

opoints
5 points
8 points

10 points

Under It minlile
No more than ten minutes
No more than an hour

o more than six hours
No more than 72 hours
No more than 168 hours
No more than 720 hours
Over 720 hours

EndUI'anCB andPoint Cost
This is how long the robot can operate on its own. It depends

on whether the robot has a power plant or an energy bank.
If the robot has a power plant whose output is equal 10 or

greater than the routine power requirement. the robot's
endurance is determined by its fuel capacity. The endurance of
a nuclear or antimatter power plam is listed in the plant's
description. Cosmic power plants and mass convertors effec
tively operate forever. [f the power plant or reaction engine u~s

fuel, it will drain its fuel consumption from the fuel tank evcry
hour. Calculate its endurance in hours by dividing its fuel
capacity in gallons by the number of gllllons it consumes per
hour. Bioconvel1ors have a default endurance of 48 hours.

If the robot's power plant produces less lhan its routine
power requirement, the robot must meet those requirements by
draining its energy bank. Subtract the power plam's output from
the routine power requirement. Multiply the TCmainder by 3.600
to get the KWS of stored power drained from the energy bank
every hour. The energy bank can power the robot for a number
of hours equal to its stored power in KWS divided by the power
it has to supply, divided by 3,600. The power system's
cndurance is the lower of the power plant or energy bank's

Weight, volume and cost are per gallon. Weight and vol
ume inelude both tank and fuel. Cost only includes the fuel
tank.

Fire: This is the chance that the lank will catch fire if the
robot is reduced to 0 or lower HT, or is hit by a flame atlack 
see Fire and Explosion on p. 96.

Legality: Fuel tanks are LC 6.
Points: Having onc or morc fuel tanks with a fire number

is a disadvantage worth - I point x the fire number.

F1J6/ Tanlt TaJJIIJ
TL T}1Je Weight Volume Cost Fire
7 Standard Fuel Tank

with gasoline 7.0 .15 $10 11
with diesel 7.0 .15 $10 9
with jet fuel 7.5 .15 $10 13
with hydrogen 1.5 .15 $10 13
with hydrox or

rocket fuel 6.0 .15 $10 13
7 Self-Sealing Tank

with gasoline 8.0 .15 $40 10
with diesel 8.0 .15 $40 8
with jet fuel 8.5 .15 $40 12
with hydrogen 2.5 .15 $40 12
with hydrox or

rocket fuel 7.0 .15 $10 12

8+ Standard T,lllk
with jet fuel 7.0 .15 $10 11
with hydrogen 1.0 .15 $10 11
with hydrox or

rocket fuel 5.5 .15 $10 11
with water 9.0 .15 $10 no

8+ Self-Sealing Tank
with jet fuel 7.5 .15 $40 10
with hydrogen 1.5 .15 $40 10
with hydrox or

rocket fuel 6.0 .15 $40 10
with water 9.5 .15 $40 no

whether or not it is r.clf-sealing. The table below shows the cost,
weight and volume of the fuel tank per gallon of fuel.

Roool ~[j16N



~DDY AND ~UHAmMHlIfS
After all components are installed in the robot, design the

body and subassemblies. Every robot has a body - its central
torso, fuselage or chassis. Alluched to it are various subassem
blies, which include arms, heads, pods, legs. tracks, wheels and
wings. A robot can have one arm per arm motor it has. It can
be given legs if it has a leg drivetrain, tracks if it has a tracked
drivetrain, wheels if it has a wheeled drivetrain, wings if it has
an ornithuplcr drivetrain, and rotary wings if it has a helicopter
drivetrain. Heads, pods and (if the robot doesn't have an
ornithuplcr drivetrain) wings or wheels are available as
options. The subassemblies are described in detail below;
decide which, if any, the robot has.

AI'ms
Arms are limbs attached to the robot that are not used for walk

ing on. A robot requires one arm to use each ann motor it has.
Decide where to aUach each ann to the body. On humanoid

robots, arms are normally attached to the right or left side; arms
can also be attached to the back, like tails, or directly forward,
like trunks. A robot must designate half of its arms (rounding
down) as "off hands" and suffer the handedness penalty (p.
B13) when using them. If the robot is later programmed with
Ambidexterity, it does not suffer this penalty.

Heads
A head is a rotating superstructure mounted on the robot's

body. Decide how many heads the robot has. Most robots have
only one head, but robots with no heads, or with many heads,
are quite possible. Assume that an ordinary head is able to
rotate through the same angles as a human head. However, a

ROBOI OElI6N

head that cannot rotate, or one that has 360-degree rotation, is
also possible. A head can have any of the following options.

Full Rotation: The head can rotate 360 degrees, like a tank
turret.

No Rotation: The head can't rotate - it's a superstructure,
like an Ogre's tower.

Decide where the head is attached - to the top, side, or bot
tom of the body, or even atop another larger head.

Pods
These are external compartments, similar to the engine,

weapon or fuel pods carried by aircraft. They house equipment
or cargo outside the robot's body. A robot can have any number
of pods.

Legs, TI'aeks, Wheels
A robot requires legs to use a leg drivetrain, as many legs as

it has leg motors. A robot requires tracks to use a tracked drive
train. A robot requires wheels to use a wheeled drivetrain.

If a robot has wheels, decide how many wheels it has: one,
two, three or any even number of wheels. This doesn't affect the
weight and cost of the wheels; more wheels mean smaller ones.

If a robot has tracks, decide if it has two or four tracks.
Again, this doesn't affect their weight or cost.

All tracks or all wheels on a robot are a single subassembly;
each leg, however, is a different subassembly.

Wings
These are airplane-style wings with associated control sur

faces (tail and/or rudder, for instance). A robot lIlust have wings
to use an omithopter drivetrain. If the robot has a thrust-based
propulsion system, it can use wings for powered flight, much
like an airplane. Otherwise, it can only use them to glide.

Rotal'Y Wings
A rotary wing is a set of rotor blades and stabilizers which

enable the robot to Oy like a helicopter. A robot must have a
rotary wing to use a helicopter drivetrain.

GI'ound-flfeet (GEV) Skl,.,s
This is a hovercraft-style skirt th:lt helps create a cushion of

air under the robot's body, A 'bot can have a GEV skirt if it has
vectored-thrust ducted fans. The skirt augments the lift of these
fans to live pounds per pound of motive thrust. If their lift (after
multiplying) equals or exceeds the robot's final weight, it can
move as a hovercraft, skimming low over smooth ground or
water.

SLOPE
Individual faces (front, right, left, back) of the body or a

head can be sloped, giving them an angular shape whose armor
plates will be better able to deflect attacks from that direction.
Slope is normally only used on tank-like robots, and is only
useful if the robot is going to be armored. This increases the PD
and DR of any armor the sloped body or head has, as described
in Armor Slope, p. 42.

A face can be sloped 30 degrees or the more effective 60
degrees. The faces on a single head or body cannot have a com
bined total of more than 240 degrees of slope. Slope has no cost
or weight as such, but adding slope eats up space within the
robot that might be used for other components, and so effective·
ly increases the robot's volume. The effects of slope on volume
are described under Body and Subassembly Design, below.



We want SYRUtla to be human-sized, so we carelll1ly allocate
hs colt1JlOneots and add extMt ert'CIty space:

The I'lght 'I'm houses the ST 30 arm motor and laser peri
scope 1.095 cn and we add empty space (,05 ell to make the

arm human-sized wtth a volume of ,1 cl.
The len arm housel the other ST 30 arm motor (.08 cl)

but 10 make It proporuonate to the rlgJtt arm we add ,04 cl
empty space to get avolUme 01 .1 eI,

The temaclfJ II'm houses the large knife and ST 10 arm
motor (.05 en and .01 cI 01 empty space, totalling .08 d.

Since the arm Is retractable It hal to lie placed somewhere
else and wII take up .08 cl there; we decide the ..mwII1

go In the head.
The bead houses the IeDSttI'l, CGnrntDcator, crusIiJq Jaw

IIId tentade arm, plus .2 cI ~ty spact, totallllg ,3 d,
!be_houIeItIle_-. •

nearallURUator, pheromone emter, IIiocoIIVertor and ener
gy-. to_.116 d. we IlId .14 d" ...... """", tlljve

_ • IllOl'O__tom ... to provide """" 111' tile
head'll'Obtit:ll; tIiIlJVU tile IIOdy a yOlJme Of 1 d.

!be rIg/It/l1fholll1l•• 1eg motor (.135 ell. SiIce the leg
IIIISt be SO" 01 the t~ body Volume, we add .185 d allfJ1ltY
apace, gtvtng the leg a volUme of .3 cl. The left Arg houses the

otheI" leg motor, ami hal the nme amount 01 eQrty apace,

the body volume by 1.1 if they total 30 degrees, 1.2S if 60, 1.4 if 90.
1.6 if 120, 2 if 150, 2.5 if 180, 3.3 if210 or 5 if 240 degrees. Note: an
ordinary human body will be between .5 to 2.5 ef in size; adding
empty space is a good way 10 ensure human proportions!

Pods: Decide what components 10 place in each pod thc
robot has. As with the body. "empty space" can also be added
to thc pod, gcnerally as cargo space. The sum of the volumes of
all components and empty space in a pod is that pod's volume.

Legs: Decide what components to put in each leg the robot
has. Each leg must hold a lcg motor! As with thc body. cubic
feet of "empty spacc" can also be added to the leg. This is often
neceSs.1ry: supporting the robot requires a minimum \lolume in
each leg. This is 30% of its body volume (for each of two legs),
20% of the body's volume (for each of three legs), 15% of the
body's volume (for each of four legs), 10% of its body's \101

ume (for each of six legs), or 0.6 x the body volumeJ(number of
legs) for each of a different number of legs. Furthermore, each
leg must be the same volume! The sum of the volumes of all
components and empty space in each leg is that leg's volume
if the leg doesn't have the volume required to support the robot,
add empty space or trunsfcr components to increase it.

Tracks: Trucks don't contain components, The \lolume of
trucks and the suspension system is 60% of the body's volume.

W1Ieels: Wheels don't contain componenl~. The volume of
the wheels and suspension systcm is 20% of the body's volume.

Grolllul-Effeci Skirts: A GEV skirt doesn't contain compo
nents. Its volume is 60% of the body's volume.

Rotar)' Willgs: A rotary wing doesn't contain compollCnt.~. lis
volume is 2% ofthc body's volume.

Wings: If the robot has wings, decide what components to
house in each of its wings. If the robot has an ornithopter drive...
train. an omithopter motor must be placed in eaeh wing! As
with the body, cubic feet of "empty space" can also be added to
each wing. This is often essential: thc sum of the volume of all
components lind empty space within each wing musl be at least
5% of the body's volume per wing. and both wings of a pair
must have the same volume, Also, at least 10% of the volume
of elleh wing must be empty spllce - some wings contllin noth
ing bill cmpty space! Add cmpty space or transfer components
to adjust the wing's volume.

Synthla has three arm motol'S, so It needs dlree arms.
We call UJem "right arm," ''len arm" and ''tentacle arm,"

Synthla hal a head, with no options.
When WI designed Synthla'i drivetrain, we determined It

hallWG leg••

After the robot's subassemblies have been chosen. decide
where me robot's components are located, and calculate the exter
nal volume (the size) of mc body and each subassembly. Every
single component me robot has must be housed in the body. or in
a specific head. ann, leg. pOO, or wing, if the robol has them.

1bere are some restrictions on where components may go. Each
arm must house one ann motor. The body must house tracked.
tlexibody and wheeled drivetrains. and aquatic propulsion systems.
as well as me vectored-thrust dueted fans that go with a GEV skirt,
if !he robot has one. E.."lCh leg must house a leg motor. If the robot
has an omithopter drivetr.un. each wing must house a wing motor.
Also, some contact weapons and accessories can only be placed in
arms or he."lds., as in their descriptions. (Trnditionally, sen<;()(S are
placed in the head. the power systcm in the body. and the brain in
!he body or head. but that's not required.) No subassembly can
have a volume more than twice that of the body.

Anns: For each aml the robot has, decide what components to
place in it. Each ann mllst house olle alld ollly olle ann motor.
Cubic feet of "empty space" can also be added to the arm to
increase its size or provide extra storage space within it. 'The sum
of the volumes of all components and empty sp..1ce in an ann is
that arm's volume. Note: an ordinary human ann will be from
0.05 to 0.2 cf in size; adding empty space is a good way to ensure
an ann has human proponions. If a robot has a retmctable arm,
the ann must relmct into the body or a head. Thc housing for me
arm takes up volume as if it were a component. Thus, a .12-cf
ann would take up .12 ef in a body or head. TIle weight of com
ponents in an ann may not cxcecd 6 Ibs.x the ann motor's ST, An
arm's Reach is half the square root of its area (p. 40). Anns over
one hex Reach cost 10 points per arm per extra hex.

Heads: Decide what components to place in each head the
robot has. As with arms, "cmpty space" can also be added to
the hcad. If a rotating hClld is llllllched to another head, its rota-
tion mechanism requires empty space equal to 10% of its vol
umc (20% for full rotation) in the head it is mounted upon. This
"waste spacc" is unusable for cargo. A head's volume is the
sum of the volumes of all the eomponenL~ and cmpty space in
it. Sloping a head increases its volume. Add the total degrees of
slope un all faces and multiply hClld volume by 1.1 if the total is
30 degrees. 1.25 if 60, 1.4 if 90, 1.6 if 120, 2 if 150, 2.5 if 180,
3.3 if 210 or 5 if 240 degrees. Note: an ordinary human head
will be from .1 to .4 cf in size.

Body: Decide which of the robot's components to house inside its
body, subject to the restrictions described above. Every component
001 iIWlalled elsewhere in the robot must go in the body! Add "empty
space"to the body, as cargo space, or to increase the robot's size. fur
each rotating head attached to the body, empty space equal to I0% of
the head's volume (20% if the head has "full rotation") must be
placed in the body to provide space for the head's rolation. This is
waste space, unavailable for cargo, 1be sum of the volumes ofall the
components and elllpty space in the body is the body's volwne. A
rnbrt intended to be submersible (p. 40) which does not have legs or a
f1exibody drivetrain mUS! multiply its body volume by 1.25; this pro
vldes extra space for ballast tanks. Sloping the body will increase its
volume. Add the total degrees of sklpe it has on all faces and multiply

•

BODY AND SUBASSEMBLY DESIGN



ROBOT HRUCTURE
The "structure" of the robot is its internal skeleton and stmc

tural frame, atop which things like skin and armor can be lay
ered later.

Synthia's bOdy has avolume 011 eland so has an area 01
8. Its right arm's volume is .1 cllor an area 011.5. Its Ie"
arm Is IdenUcal. Its tentacle arm has avolume 01 .OB cl and an
area 011. Its head has avolume 01 .3 cf and an area 013. as
do each 01 hs legs. Synthla's total surface area Is 6 + 1.5 +
1.5+ 1 + 3 +3 +3 = 19.

Thanks to its artificial plastic and metal structure, every
robot has certain innate capabilities and limitations not othcr
wise reflected in the design process. A robot automatically has
the High Pain Threshold and Immunity to Disease advantages,
together costing 20 points. However, every robot also has the
No Natural Healing disadvantage (p. 89) worth -20 points. As a
result, it costs no points 10 have a robotic structure.

A robot's structure can be modified with various options, all
of which will affect the structure's weight and cost and some of
which will cost points. Decide if the robot has any of these
structural options. (If the robot has a f1exibody drivetrain, it
must have the f1exibody option.)

Bio/llecl1anical StruClI/rc (TL9): This is a different kind of
robot body, built of a mix of organic and mcchanical parts. A
robot with a biomechan1cal structure can feci pain and become
infected with disease, but it can also heal itself. Thus, it is worth
no extra points, but it has neithcr the advantages High Pain
Threshold or immunity to Disease nor the disadvantage No
Natura[ Hcaling.

Living Mctal Structure (TLl3): This gives the robot a struc
ture built of living metal, a nanotechnologica[ material that is
capable of self-regeneration. The tiny "nanobots" contained
within the living metal structure will regenerate damage to the
robot at 1 hit per hour (as long as the robot isn't utterly
destroyed). If the robot has damaged or ablated armor, this
regenerates at the same rate. The point cost of living metal
includes both regeneration and buying off the robot's inability
to heal.

ModiJiclJ Fmlllc Strength: A normal robot is assumed to have
a "medium" strength structural frame. But robots can also be
"light" or "extra-light" frames (giving them fewer hit points, but
making them lighter and cheaper) or "heavy" or "extra-heavy"
frames (making them stronger and tougher, but proportionately
heavier and more expensive).

Cheap or Expcnsive Matcrials: Robots are normally huilt
using "standard" materials. But instead, the 'bot can bc made
wilh "cheap" materials which make the robot less expensive but
heavier, or "expensivc" matcrials that make it lighter but more
costly.

Flexihody (TUl): This is a multi-segmented body that allows
the robot to squeeze through smaller openings than its size
would normally suggest, and gives it the J)ouhfe-.fo;lIIed advan
tage. A robot with a flexibody drivetrain must have this body
option to use it. Other ~ob01S may havc it. It allows a robot with
a Oexibody drivetrain to propel itself by undulating along the
ground like a snake.

Submersiblc (TL5): A robot with this option is strcngthened
to withstand undersea pressure, and has ballast tanks that can be
flooded to enable it to submerge, noat underwater, and surface,

Arca
500
600
800

1,000
1,200
1,500
2.000
2,500
3,000
4,000
5,000
6,500
8,000

10,000
12,000
15,000
20.000
25,000
30.000
40,000
50.000

Vol.
544-759

760-1,000
1,001-1,540
[,541-2,[50
2,151-2,830
2,831-3.375
3,376-6,080
6,081-8,495
8,496-[ 1,[80

11,181-17.185
17,[86-24,1 [0
24.[ I [-35,650
35.651-48,650
48,651-68.025
68,026-89,440

89,441-125,000
125.001~192,420

192,421-268,960
268,96[-353.450
353,451-544,335
544,336-760,610

Area
19
20
21
22
23
24
25
27
30
40
50
60
75

100
125
150
175
200
250
300
400

Vol.
5.2-5.6
5.7-6.0
6.1-65
6.6-7.0
7.1-7.4
7.5-8.0
8.1-8.4
8.5-9.5
9.6-11
12-17
18-24
25-31
32-44
45-68
69-95

96-125
126-157
158-188
189-268
269-353
354-543

Apea Table
Vol. Area
under.03 .5
.03-.06 I
.07-.12 1.5
.13-.19 2
.2-.26 2.5
.27-.3 3
.4-.5 4
.6-.75 5
.8-1.0 6
I.J-1.25 7
1.3-1.5 8
1.6-1.8 9
1.9-2.2 [0
2.3-2.5 II
2.6-2.8 12
2.9-3.2 13
3.3-3.5 14
3.6-3.9 15
4.0-4.3 16
4.4-4.7 17
4.8-5.1 18

SUl'face Apea
The area of the body or a subassembly is an approximate

measure of its surface area in square feet; this will be used to
calculate the robot's stfuclUflil weight, cost and hil points.

Calculate the area of the body and the area of each sub
assembly, looking up their individual volumes on the table
below in the "VoL" column, then reading the area from the
"Area" column to the right. If a value falls between IwO num
bers, round down. Multiply the surface area of wings by 1.5,
and that of rotors by 3!



Mulliply all hit points by .25 if the robot has an extra~lighl

framc, by.5 ir a light frnmc. by 2 if a heavy frnme or by 4 if an

Rom DHI6N

We need to determtne UtI hit polntl for Synthla's body,
head, each 01 ftl arms, and each leg.

Synthla'i body'l hit polntlarB 9 (UI area) x 1.5 (body) x
2 (heavY frame) =18.lIl right""l tit poinll ... 1.5 (ItS

II'CI) x 3 (.,.) x 2 (heavy frame) =9. lis 1ett""1 hit
poittl are fbe Atne. III tentaete arm'lldt poitll n 1(...a)

x 3 (arm) x 2 (heavy frame) =6. hi head's hit pOInts are 3
(area) x 1.5 (head) x 2 (heavY frame) =9. hs lega' hn polntl

are 3 (area) x 1.5 x 2 (heavy frame) ::;; 9 hh points each.

Surface features include things layered on the robot's body.
such as armor. synthetic skin and mdiatiun shielding.

Normally. surface features are assumed to cuver the elltire
robot: their weight and cost is based on the robot's surface area.

Optionally. surfnce fcatures that cover only pan of a robot 
the body or subassemblie~ - may be added. In this ca'«:. ba.<:c
the weight and co~t on thai individual.scction·s arc:l. rathcr than
Ihe robot's lowl surface area.

eXira-heavy frame. Round hil points to the nearest whole num
ber, but with a minimum of I hit point for the body and for each
subas..c;cmbly.

RRMOR DESI6N
Amlor prot<.'Cts a robol from damage. Not all rohol.~ have it. A

robot covered wilh ncsh (p. 43) can still have annor under its ~kin.

If the robot has am)()l". selcct t1~ type. lllCre are six main kind!>.
AIJ/lIl;I'e Armor (TLS) is plastic/c.:omposite annor. It i., light

and cheap. but casily chipp<.'d or melted :lway. Every 10 poinls
of damage an :lll:lck innicts (regardless of whether its damage
penetrates DR or 1101). destroys I point of ablative DR. Lost DR
can !Xl replaced - see Re/)lIiriIiR No/ml,\' on p. 99.

/..1111111/(1/(' AnI/or (1'1.,.7) is a cOllll>osite of metal alloys. lough
ceramics and synthetic m:llcrials. like the modem Chobhall1 :lm)()f
used on main b:ltllc t:mks. or Ogrc-ern UPC. [t i~ designed to resisl
shapcd-ch:lrge walileads, and gets doubkd DR against them.

Mew/ Armor is ordinary armor made of steel. aluminum.
titanium or high-tech alloys. Al higher TLs, the metal may have
"perfect crystal"' structures grown ill zem-G. or cven be gl'Uvita
tionally collapsed. 11 providc.~ normal Damage Rc.~isl:Ulce.

NOl1rig;'/ Annor (fL7) is woven of nexible material. like 11<1t
ural fibers. par.t-aramid fiber. monocrys or bioplas. It is very light.
but impaci from a powerful blow lllay be felt as blunt trauma.
When an explo~ion, Cmshing or CUlling damage attack hits the
robot. any 5 or 6 (at TL7) or 6 (at TL8+) mlled on the damage
dice inllicts I hi1 not absorbed by nonrigid armor DR. In lIddition.
1'L7 nonrigid annor has:l maximum of DR 1 vs, Impaling allacks,
and 1'LS-9 nonrigid amlor has a maximum of DR 2 'Is. impaling
:lttaeks. Nonrigid annor's DR is limited 10 2 x (fL+I).

Reflex Armor (TLlO) is e1eclrically-active bioplastic annor
with built-in sensors Ihat tum it h:lrd as steel just before suffer
ing an impact. Nomwlly it is treated as nonrigid amlOr, but its
DR douhles and it proteets like metal armor if its sensors deted
the illcoming 3ltaek in tillle. It automatically detecls melee or
thrown WC:lPOllS. or low-velocity projectilcs like arrows.
Bullets. rockets and sonic beams are detected on a roll of 14 or
less on 3d. Hyper-velocity Gauss needles or railgun shots are
detecled on a 12 or less. Laser. blaster or other beam weapons
are too fast 10 detect. Reflex amlOr's DR (before doubling) is
limited to 5 x TL.

45

15
25

Pnillls

We give Synthla a "heavy" frame but no other opdons. Its
weilltlll19 (ftl total curIa area) x 2 (basic R10 1b'uC
t1I'e) x 1.5 (heavy tralJ1e) =57 III. ItS lb'uCtlI'a1 colt 1119
(tetallurface area) x 100 (ballc ItruCture) x 2 (heavy
frame) =83,800. II costs no Poitts.

HitPoints
Determine thc hit points for the robot's body and for cach

subassembly Ihe robot has, as follows:
HOOy ... its area x 1.5
E.1ch Arm ... its arc:1 x 3.
Each Head or Pod ... its area x 1.5.
Each Leg its area x 1.5.
Each Track the track's area x 3/numbcrof [racks.
E:lch Whecl the whcel's area x 3/numbcr of wheels.
Each Wing its aren x 1.5.
Rotary wing its area x 3.
Ground-cffcet skirt ... GEV skirt area x 1.5.

Weight: Determine the structur,ll weight as follows: Mul
tiply the rohol's lotal surf'lce area by the design weight shown
on the (able for the robot's TL. lind thell multiply lhat weight as
shown for e.leh option under "weighl" the robot wa.' given. '111e
fCSult is ils structural weight in pounds.

Cos,; Detemline the struClUral co!>t as follows: Multiply the
robot's total surface area by the design cw.t on the table. and
lhen multiply :1:> shown under "cost" for each option Ihe rot~Jt

wus given. The result is its struclllral cost.

801101 S/l'uCl1H'e lalJle
f-eafllre Weight Cost
TL7 design 6 $100
TL8 design 4 $100
TL9 design 3 $100
TLIO design 2 $100
'I'll I design 1.5 $100
TLI2+ design 1 $100
Special Str/tl:/ure
Biomcehanieal xl.5
Living Metal x2

II1mlijitu/ Frwtle Strell/.:th
Extra-Light x.25 x.25
Ligh( x.5 x.5
Medium
Heavy x 1.5 x2
Extm-Heavy x2 x5
/!x/leme
Che,lp materials xl.5 x.5
Expensive materials x.75 x2
Other
Flexible xl.5 x5
Submersible x2 x2
Has wing:. or rotors xlO

like a submarine. A scaled or waterproof robot with legs or the
flexibody 0plion can also swim underwater (assuming il isn't so
heavy it can't float) wilhout taking this option.

Refer to the table below to find the structural weight and
cost of the robut.

•



O/)(!/I-Frame: Any kind of armor can be an open fmme
work. much like a roll cage. It protects nonnally vs. collisions.
falls, rolls or Swinging melee attacks, but hlls only a l-in-6
chllnce of protecting '(s. Thrusting atlacks, beams, arrows, bul
lets, or other small missiles. It has no effect at all agllinst
namer or namethrower attacks or explosive concussion dam
age. Open-frame armor has half thc normal weight.

Use the table below to calculate the amlor"s weight and cost:

Apmop Table

Type TL7
Ablative .08
Metal .25
Laminate .15
Nonrigid .045
Renex n1a
Open-frame x.5

Weight by TL

TL8 TL9 TUO TLll
.03 .02 .012 .008
.15 .1 .06 .Q.l.

.1 .06.04 .025

.04 .03 .02 .015
nla n1a .03 .02
X.5 x.5 x.5 x.5

TL/2 TU3+ Cost
.005 .003 58
.025 .015 $20
.015 .01 $100
.008 .005 $100
.012 .008 $400
x.5 x.5 x.5

Weight: Multiply the weight shown for the chosen type and
TL of armor by lhe robot's surface area: this is the weight per
point of DR. Decide how much DR the robot will have (remem
ber, some armor types have a maximum DR). Then calculate
the actual weight of the armor.

The greatest weight of amlor the robot can be given is 50
Ibs. x its body hit points; most robots will have far less armor
than this.

Cost: Multiply the cost shown on the table above by the
weight of the armor. This is the annor's cost.

Othel' Al'mol' Statistics
Once DR is known, PO, point cost and Legality can be

detennined.
Pcus;ve Dt'fe/lse: PO is determined from DR as fol

lows: DR 1 gives PO 1, DR 2-4 gives PO 2, DR 5-15 gives PO
3 3nd OR 16+ gives PO 4. Maximum PO is 2 for nonrigid
annor.

Poim Cmt: Each point of DR costs 3 points. For all
but metal armor. this is modified by armor type: Ablative:
-15%. Laminate: +33%, Nonrigid: -10%, Reflex: +50%. Open
frame: -25%. PO costs 25 points per level, regardless of armor
type.

Legality Clan': Legality depends on DR: DR I is
Legality 6, DR 2-3 is 5, DR 4-7 is 4, DR 8-15 is 3, DR 16-23 is
2, DR 24-63 is I, DR 64-199 is 0 and DR 200+ is -I. If the
robot has neither metal, reflex nor laminate armor, increase
Legality by I.

Humanoid robots with body volume between 0.5 and 5
cf can wear human body armor; the DR is additive, but the PD
is only that of the worn armor. If a robot cannot wear body
armor. then increase armor Legality by I.

Maximum Legality is 6.

Synthla's nonl"lgld Oft 0115 CGstl15 x 3 x 0,8 =40.5
polots, its PO 01 2 costl 50 points. Total armor cost Is 90.5

pointI.

Al'mol' Slope
A body or head that has slope will gain increased PO and

DR llS any attack must both penetrate through a greater thick
ness of armor and is more likely to be denected. Any head or
body face with 3().degree slope gets +1 PO and +50% to DR
against attacks from that direction. Any face with 6O-degree
slope gets +2 PO and doubled OR agllinst attacks from that
direction. This increase in PO and OR does not affect Legality.

Sloped annor has point cost as follows, for each side:

ll~oped po. _ POlx25 +1_DR· _ DR)x3l11l.

Camouflage and 1II1'eatPl'Otection
These anllor features are designed 10 prOtect the robot from

detection or from special dangers (like radiation or laser beams).
Chameleon Systems (TL8): These systems give the robot

sensor-equipped skin that automatically alters its appearance 10
blend in with any baCkground. This reduces an enemy's chance
of detecting the robot visually (including ladar), or of hitting it.

A TL8 basic chameleoll ~ystem is -3 (-1 if moving) to be
visually spOiled or hit.

A TL9 instant chameleon system is -6 (-3 if moving) to be
visually found or hit.

Rom OEl16N



A TLJO imruder chameleon system makes the robot nearly
invisible: -10 (-6 if moving) to be visually located or hit.

The llUtomatic camounage feMure can also be turned off,
allowing the robot to electronically "paint"' itself with whatever
color scheme or markings arc desired. or to give itself a silvery
skin identical to a renective surface. ote that these systcms
cover the surface of the robot: clothing, annor WOOl or equip.
ment carried obscures part or all of the camouflage. making the
robot casier to sec.

flolocloak (TLIO): This holographic projector maps a preset
th1l.--c-dimensional image around the robot. A holocloo.k is nor
mally used to create instant disguises, allowing the robot to cre
atc or change clothes in a nash. or to look likc someone or
something elsc. It call cloak thc robot with any holographic
image of equal or slightly larger size than the robot's actual
size. A hologram cannot fool non-visual senses (such as touch,
infrared or radar) and because it projects light. it glow.l· ill flu:
(/{,rk.

The robot can have several different hologram image pro~

grams stored in its memory - ellch costs $100 and takes lip I
gigabyte. 11 takes one second to change programs. during which
the robot's real form is brieny visible. The projector must also
be turned off to vent wastc heat (which produces a largc he:!t
signature) for at least an hour cvery i-ix hours of usc. or it Slltrts
leaking heat anyhow.

A robot with visual sensors can record images of objects of
the appropriate size to create instllnt holoc1oak programs.
Anything recorded must be seen from all angles: it takes one
gig of memory. The GM may make a secret Electronics
(}permion (Hologmphies) roll to see if the robot got the details
right: otherwise observers may notice something subtly wrong.

Illfrarel/ CIOllkillg: This subtracts (the sy:.tem·s TL4) from
rolls to detect thc robot with infmred or thennogrnph sensors. or
to hit it with heat-seeking (infrared. or IR-horning) missiles or
projectiles.

Radimjoll S1Iieldillg: This protects the robol against radill
tion. It is IllCasured in protection factors (PF). Divide the rads of
receivcd rudilltion by the PF of the shielding. The available
shielding is 10 PFat TL7. l(}()at TL8, l.OOO;lt TL9-10. 10,000
at TL 11-12, 100,000 at TL 13+.

Rf.!jlf.!clive SUrfllce: This gives the robot PO 6, or + I 10 PO
(whichever is bCller) vs. laser be:lIns (but not x-ray or gmser
beams) und lhullers. However, it ;ldds +3 to the chance of bcing
detected by radar. It cannot be added to a 'bot with a chamcleon
system.

Seli/cll: The vital components of a scaled robot are protected
against corrosion frOIl1 water or othcr liquids. and from thc
effects of sudden pressure changes, or high or low tcmpera
tures. This means the robot can (if its power systems don't
require air) operate in vacuum or underwater. A robot with a
submersible hull is automatically sealed for free.

Stealth: A robot can be built of special materials to make it
harder to detect by radar or imaging radar. This subtracts its
TL-4 from any radar detection allempL~.

Themwl SlIperconductor Armor (TLlI): This coaling over
the annor doubles armor DR againsl shaped-charge explosive
warheads, lasers, x-ray lasers. gmscrs, flamer or plasma/fusion
guns.

Waterproof" This scals the robot against leaks, shon-circuits
or corrosion caused by water. A robot that is submersible or
sealed is automatically waterproof for free. A robot intended to
float must be either sealed, submersible or waterproof.

Camouflage and Thpeal Ppolecl/on Table
'type TL IV/. Co.~t LC Point.\'
Chameleon, basic 8 .4 $80 5 15
Chameleon, instant 9 .5 $100 5 30
Chameleon, intruder 10 .6 $400 3 50
Holocloak 10 .2 S60 6 10
lnfr.u-ed CIO:lking 7 2 $300 5 (TL.6)
Radiation Shielding 7 2 $20 6 yaries
Renective Surface 7 0 $30 6 2
Sealed 7 0 $40 6 20
Stealth 7 2 $300 5 (TL-6)
Stealth and IR Cloaking 7 4 $600 5 (TL·6) x 2
Thennal II .25 $250 3 +67'* to armor

Superconducting point cost
Waterproof 0 0 $2 6 0

Multiply weight (WI.) and cost by the robot's surface area.
E~cept for waterproof. halve weight and cost OIlC TL aftcl' the
system's introduction, and quarter two or more TLs lifter illtro
ductiol1.

Radiation shiclding's point cost is 2 points at TL7, 4 points
at TL8, 6 points at TL9-10. 8 points at TLII-12. and 10 points
at TLI3+.

SynthlaII lealed, costmg 18 x 140 x.25 (quartered ,,,
nlOI =8190. amt 20 poInll.

81OMORPHIC5
These surf'lce features make the robot look less like 11

machine and more like a living being. Thcy include body
sculpting and covering the robot with flesh.

Such biolllorphic features Clm make ;1 robot secm lifelike,
but thllt doesn't mean JX.'Ople will believe the robOlIO be a real
living thing. unlcss it's :llsu of the proper size and shape. A
human-sized robot with ;1 head. basic sensors. two llrms :Ind
two legs I,;ould usc bioll1orphics 10 pass for human without .my
problem. 13m a robot with wings or extra limbs could only pas.~

as an animal or aliell. If 11 robOI has features like wheels. mtnry
wings, or unconcealed weapons slickillg out of it. IllOSt people
that sec it will immediately assume that it is at least part
machine. no matter how realistic a ncshy covering it has!

A biolllorphic featurc's detailing is up to thc designer. It
rlltlkes no difference in terms of cost, for instance. whether a
robot's sculpted face looks like that of a human. an elf. an alicn
or a beast, though especially altmctivc or ugly features will cost
more due to thc effort involved!
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Other Options
AppearclIICt!: A robot can have an Appearance Statislic. The

cost of Appearance is shown on the Biomorphics Table. p. 45.
Even a flesh less biomorphic robot may look good - a beautiful
statue - without looking at all human. For non·biomorphic
robots, an appealing design, or useless bUl pretty external fea
lures. can explain an Appearance of Attractive or Beautiful.

A Hideous or Ugly 'bot may have been designed that way
to engender fear or disgust - or its condition may be lhc result
of abuse or neglect. A biomorphic robot can also be built to
tluplicate a specific living being. provided its shape and size are
COlTcet. How convincing the duplicate is depends on the type of
biomorphics it has.

If desired, a robot with an Appearance Ihal isn't average can
be built to look like an albino.

Biomorphic Shielding (TL9): This sensor-deception system is
dcsigned to make a robot look like a living being rather thllO a
machine when it is scanned by bioscanners. chemscanners or
medscanners. and to prevent the robot's power system from
being detected by radscanners. The system does not interfere
with actual detection, merely creates a distorted impression. To
correctly register the 'bot as a machine mther limn a living being
(of whatever type is preset), a pluralize chemscallllcr of the S31l1C

TL that detects it musl succeed hy five or more. A scanner one
TL lower must succeed by ten or more; a scanner one TL higher
must succeed by 2 or more. Scanners that are two or more TLs
lower will automatically be deceived into registering it as a liv
ing being; scanners (wo or more TLs higher arc unaffected.

Elastic Skin (1l..9): A room with living flesh can be given this
option. The robot ha.~ memory-plastic implants that enable il.to
:Ilter its body and facial features to resemble anyone of lis
approximate size and build, modify its fingerprints, change its
apparent race or sex, or alter its appearance from Hideous 10
Very Beautiful/Handsome. It takes the robot 10 seconds to do
so; a Disguisc+4 roll is required for the robot 10 make a convinc
ing duplication. It needs the Acting skill program to imitate
somcone's mannerisms. If the robot's body loses half or more of
its hits, its shape will return to nonnal. If the robot's head loses
half or more of its hits. Ihe face will return to nonna!.
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Fur: A robot with mannequin, realistic flesh or living flesh
can have fur. TIle level of realism malches the biomorphics. Fur
provides 3n extra DR I, and protection equivalent to light cloth
ing. The cost of fur depends on the biornorphics. For man
nequins, the cost is $50 x surface area. For realistic or living
flesh. it actually subtracts 10% from the cost of flesh. since it's
ea~ier to cover physical imperfections with fur than to gel the
subtleties and wrinkles of realistic skin right.

Sex III/plam (TL8): Gives the robot fully-functional geni
talia. The robot docs Ilot require flesh, but it is strongly recom
mended. Sex implants lIrc available in male or female moods;
for double COSL Ihe robot can have both.

Surface Se,uors (TL8): The robot's entire surface is covered
with sensitive temperalUre and pressure sensors, making its
body as receptive as a human to heat, cold. touch. etc. (The
robot can ttlrn off this sensitivity tu prevent pain - all robots
have, in effect, High Pain Threshold.)

BItJmtJ/7J/IiC. r_
Type TL Weighl Cost Po;n/S
Sculpted .1 $20 0
Mannequin .2 $50 0
Realistic Flesh 8' .5 $400 0
Living Flesh 9' .5 SI,OOO 0
Appearance
Hideous $200J$40 -20
Ugly $100/$20 -10
Unattractive 0 -5
Average 0
Alw.lctive $50/$10 5

• BeautifuVHnndsolnc $\501$30 \5
Very Beautiful/Handsome $250/$50 25
Duplicate $5001$50" ..
Other
l3iomorphic Shielding 9 .1 $\.000 0
Elastic Skill 9 $2,000 20

F" 7 .25 special 4
Sex Implant 8 0 S8.000 0
Surface Sensors 8 $ I.()()()J$ 1.200 0

* Not avuilable to robots with reflec surfaces. Only av'liJ
able to robots with chameleon systems at 5 x cost.

•• Add the cost of the Appearance of the person being
duplicated, ifit isn't Avemge.

Weight: Multiply the weight by the robot's surface area to
get the actual weight. TL does not modify it.

CoSl: The cost is multiplied by surface area. except for the
sex implant. If a TL is listed, halve the cost one TL after intro
duclion, or quaner it two or more TLs after introduction. For
Appearance and Surface Sensors, the second COSI applies if the
robot does nm have flesh.

Legl/l;ty: All systems are LC 6 except biomorphic shield
ing, which is LC 5.

8yndlia haa a surface area 0118. We give it living "esh
wtKh WeiJIII,6 x 18 = 8.51bs, and cosl119 x 81,000 x.5
(arved for bRIg R10) =89,500. We also give it a Very
_ ."""",IM,no, 25 .....);__
iIg (1.8 fbs., nlf al fil0, 89,500, lC 5}; .'emlte lex Imptanf
(II n 10, $2,000); and surface sensDl's (al nlO, 84,750).

OTHER ~llRFRCE fEATURES
Suction Pads (TL9+): These arc molecular suction pads that

let the robot climb up walls or cling 10 ceilings. They cos! $100
x the sum of the area of all the legs and 25 points.

HnmllCs
The last thing 10 do is 10 work olltthc robot's statistics!

Design Weight
Add up the total weight of every (h1.rt of the robot: compo

nents, struclUml weight and surface features.
TOIl1lage: Divide the weight by 2.000 to find the robot's

mass in tons.
Loaded Weigh/.' Decide if the robot carries lilly cargo inter

nally on a regular basis. A robot can carry up to 50 Ibs. of cargo
per cr of cargo space. If the robot usually carries cargo. passen
gers or Dlher robots inside it. add their weight to the design
weight; this is the robofs loaded weight.

When "weight" is used for a pcrfomlance calculation. use the
loaded weight to work out the performance of lhe robot can)'ing
a load of cargo or occupant.s. and the design weighl otherwise.

Robot Volume and SizII
Add together the sizes of all subassemblies (unless

retractable), and the body. This is the robot's volumc in cubic
feel. If the robot's total volume is under 1 cf or over 4 cf, its
"inconvenienl size" is a disadvantage worth -[0 points. Robots
don't suffer from gigantism or dwarfism as such. but a
humanoid robot over 4 cf will gain the same reaction bonuses or
penalties as a giant and one I cr or smaller as a dwarf (p. 828).

An approximation of the robot's longesl dimension in yards
(height if bipedal or tripodal. usually cither height. width or length
otherwise) in yards CilIl be found using the formula: square root of
[(body arca + head arca)J6]. Multiply by 1.5 if the robot has two
or three legs. Multiply by thn.'C to convert yards to feel.
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COS!

140
145
150
ISS
160
165
170
175
+ Mpoint per point

Slrengl/r Point CD" Tl1li1.
ST Cos, ST
15 60 23
16 70 24
17 80 25
18 90 26
19 100 27
W 110 ~

21 120 29
22 130 30

31+

SyDUia'11Q 115 (ItI brain'1~) + 3 + 1 (.....
Jlet) =9. TNI cosll the lame II IIuyiIg IQ 9: ·10 poiJII.

Since Synlhll hll I Complexity Ii brain and a +2 OX reUex
boosler, tts OX 112.5IComplexllyl2) + 8 + 2 (OX booalerl =
12.5, rounded down 10 OX 12. Tbls cosls Synthla 20 polnls.

Synlhla'i body ST 1I11qull 10 [.45 KW (ItlllOllYe PIWet)·
.08785 lonl (hi welghl In 1(01)] x 80 =ST 30.803, l"OtIldelI

uP 10 ST 31. Thli cOllI 175.ti. Tbe Arm ST 01 80 ~sll (175 
175.5) x0.5 =-0.25. Nel coltla 175.25.

Poinr Cosr: Find lhe cost of Body ST 14 or less from the
table on p. B13; usc the table below for Body ST 15+. If a robot
has no anns. or has only striker amlS. reduce the cost of Body
ST 11+ by 40%. Body $T 0 (see above) is worth -100 points.

For a robot with arms. having an Arm ST greater than Body
ST is an 3dvanlage. priced as follows:

For enc/, aml: 30% of the difference between the cost of the
Arm ST and the cost of Body ST.

For each pair of amlS with the same ST: 50% of the differ
ence between the cost of the arms' ST and the cost of Body ST.

This is additive if the 'bot has even more arms.
If either of the two h;glJe~,.,-ST amlS is weaker than Body ST.

this is II diSlldvanlage. Calculate this as above. but now the dif
ference is lIegll1i!·e.

Health
A robol has a split HT. divided into actual Health and hit

points. much like an animal.

DeNtel'ity
The robot's OX is its dominant brain's (Cornplexityl2) + 8.

rounding down. Then :Idd the OX bonus for :l reOex boosler. if
the robot has one. The resull is the robot's OX.

To uclcnnille how l1Iany points OX costs. refer to the table
on p. B13.

Intelligence
The robot's IQ is its dominant brain's Complexity + 3. Add

+ I if the cOlllplller is a neural-net. or +2 if il is sentient.
To dctemlinc how many points IQ is worth. refer to the table

onp.BI3.

Syntlll8 welgbl 135.175 Ibl. T1tIs Is .06758 tons. n carries
no cargo (Dr people) huide h, so we'D lISe fts lIesiJpl weight
w1len calculadllIltl performance.

Syotbla's volum8111 (body) + .2 (total II riJlht and len
arms) + .3 cl (bellI) + .8 cl (botllletls) =2.1 d.

SyntblJ'. body area + head area II 9. Her heIDht Is
[8QII.... root 01 (818)] x 1.5 (two legs) x 3:= 5.5' leet.

Sy,tIIIa COlt. 889.912.5.
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Pl'ice
Add up the total COSt of the robot's components, structure,

and surface features. This is the robot's purchase price.

HnRIHUTE5
StPength

RobOls with anns, or any drivetrain that has molive power.
have a ST attribute. A mbot's ST is split into two categories:
body ST (based on 1l1Olivc power) and aml ST (b3sed on the
ann mOlor-sec p. 16).

Using the mOlivc power of the drivetrain with the highest
mOlivc power, ligure the robot's jXH/Y ST wilh the formula:

ST = (Illotive power· weight in tons) x 80.

IJOl!Y 5T is lIscd for pulling. kicking. or when the robot slams
illlo someone or carries II load. Unless the robot has no Body
ST at all. its minimum Body ST is half its body hit points: its
maximum ST i~ twice it~ lxxly hit points. Round fractions IIJl. A
robot without a drivetrain has 110 Body ST; list this .IS "Body
ST on for record-keeping purposes.

Arm ST is the ~trcngth of an individual arm. It is the stfCngth
a robot has when using that arm to punch. push. lift. grip or
wield a wellpoll. If a robot uses a pair of arms with different
arm ST values to perform a two-handed task. such as wielding a
two-handed weapon or lifting with both arms. average their
$Ts. If the robot has no llrms. record ;111 anll ST of O.



• If the robot has a thrust-based propulsion system and is
moving on wheels, it may add 25% of its motive thrust to its
motive power. (It's possible to move on wheels without a
wheeled drivetrain, just using this thrust.)

on the ground, divide the motive power of the drivetrain· by its
weight in tons. Find the square root of the quotient. Multiply
this by the Speed Factor shown on lhe table below. This gives
the robot's Speed (in yards per second).

Health measures the robot's general reliability. Hit points, or
hits, arc used to determine how much damage the robot can
withstand. A robot with a low Health but many hit points can
take a lot of punishment - but it also requires a lot of mainte
nance to keep running properly, just like a tank or ajet fighter.

Hit Poill1s: A robot's hit points have already been calculated.
Health: The heavier the robot is, compared to its strucwral

strength, the more strain it puts on its systems (especially legs,
wheels, wings and the like), and thus the less reliable it is. A robot's
Health is: [(200 x body hit points}llooded weightJ + 5, rounding up,
to a maximum of HT 12 or the robot·s 11.. whichever is higher.

Record a robot's health and hit points in the same way a split
Health is recorded for animals: Health first, then a slash, lhcn
body hit points. Note the hit points of subassemblies afterward.

Calculate the point value of a robot's Health using lhe table
on p. B13. Every body hit point the robot has over Health is a
5-point advantage. Every body hi! point the robot has below its
Health is a -5-point disadvantage.

Speetl factOI' TabIB
Type
Legs. two
Legs. three
Legs, four or more
Tracks
Wheels
F1exibody

Speed Factor
4
5
6
6
8
2

We've already calculated Synthla'l hh points (see p, 41): n
hal 18 body hh points, hI Health II [200 x 18 (hh points) I
185.175 (weight)] + 5 =31.8. Since the maximum robot
heBltll (at n10) Is 12, Synthla endl up with Health 12. T11is Is
wrmen HT 12118. AHealth ollZ normally coati ZO points, but
1m SynUia hat ail more bOdy hit polotJ than hi Heaith, the
ICtal euliis [ZO + {5 [JJoint: cost of extra hit..-nal x 8 [11ft
1IIInt. IV"_ll = 50 paint••

6I'IIuntI Speed
A robot can move on the ground if it has legs, trJ.cks. a flexi

body, or wheels. Tracks, a flexibody or legs also require a
matching drivetrain. If it has multiple motive systems, calculate
!he performance of each separately. To find the robot's Speed

Synthia moves on two legs. Its leg molive power Is .45 KW;
hs weight Is .06758 tons, Dividing the motive power by

weight, finding tIIelquare root of the 1IU0tient, and then multi·
plying by 4 (the Speed factor) WI get I Speed or 10.3.

Rotation
Robots with GEV skirts can skim over water at their ground

Speed. Any robot with a sealed body can use a portion of its
ground speed to move along the boUom of a body of waler. But
can the robot float?

A robot can float if it is waterproof. sealed or submersible
lind its weight does not exceed its notation rating. which is 62.5
Ibs. x its volume.
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Sylltllia'i bocry volume is 2.1 cl and Ib weigbt is 135.2
lis•• 10 It camot rIoat

Warel' Speed
A nouting robot wi1h Icgs. tracks. f1exibody. aquatic propul

sion. or thrust-based propulsion can propcl itsclf thruugh watcr.
To dctcrmine watcr spced:

First, l:akulate the puwcr factor. For thrust-based propul
siotlthis is 25% of motive thrust. For tracks or legs. it is 10%
of motive power. For Ilexibody or screw propellers it is 75%
of motive power. For hydrojcts. it is motive power. If a robot
Ul>CS several propulsion systems at once. :Idd power factors
together.

The water sJ>l."'Cd is found by di\·iding power factor by the
robot's mass in tons and consulting thc tablc below. Find the
closest {Itlotiellt in the Power column. and then find the robot's
i.etllal Water Speed ill the adjacent Speed column:

Watel'lJpeed Tab/e
Power Speed Power Spel!d Powl'r SpeNI
.015-.124 I 145-165 21 1,077-[,157 41
.125-.41 2 166-189 22 1.158-1.241 42
.42-.~ 3 190-215 23 1,242-1.:nO 43
1-1.9 4 216-243 24 1.331- [,423 44
2-2.9 5 244-275 25 [,424- [.520 45
3-5.9 6 275-306 26 1,521-1.621 46
6-7.9 7 307-342 27 1.622-1.727 47
8-10 • 343-380 2. 1,728- [.837 48
11-15 9 381-421 29 1.838-1.952 49
16-20 10 422-464 30 1.953-2.071 50
2/-26 II 465-511 31 2.072-2.458 51
27-33 12 512-560 32 2.459-2.325 52
34-42 13 561-613 33 2.326-2.459 53
43-52 14 614-669 34 2,460-2,599 54
53-63 15 670-728 35 2,600-2,743 55
64-76 16 729-790 36 2,744-2,892 56
77-90 17 791-856 37 2.893-3.048 57
91-106 18 857-926 38 3.049-3.208 58
107-124 19 927-999 39 3.209-3,374 59
125-144 20 1,000-1,076 40 3,375 etc. 60

(To expand this table. use the fonnula: 4 times the cube 1'001

of (powcr f:letor/displacementl. rounded off.)
A robot can swim underwatcr if it can float and either has

the submersible option. legs or a flexible structure. However,
aerial propellers. ducled fans and reaction engines that require
air cannot be used underwater. and the robot musl also have il
powersystcm that can function without air.

Ael'odynamic Flight
A robot with wings or rotors can Ily. Vectored-thrust lift is

olle pouno pcI' pound of motive thrust.
IJasic Stall Spec(/: A Ilying robot has a swll speed. a mini

mum speed the robot must be moving to have sufficient lift to
lake off and remain airborne. Stall speed ($5) equals the robot's
loaded weight in pounds (WI.) divided by the combined area of
all wings (\Va). Ihe area of rotary wings (Ra) and 10% of body
area (Ba), or Ss = Wt/(Wa + Rtt+ .1 8a).
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MOllificalio/1 to Groulld 01' IVtller SfJl!l!ll: [I' either or both of
the robot's ground or waleI' Speeds exceeds its swil speed.
reduce that Speed to the slall sl>ced (or the robot will altempt to
lift off any time it exceeds its l>tall speed!).

Lift Effecu: A robot with helicopter rotors. ornithopter
motors and wings. contragf'..lv or vectored thrust lift will have a
stall speed lower than its ba~ic stall speed.

Tota[ the combined lift from any vcctored thrust or contra
grav the robol has, and add helicopter :md onlthinopter lift.

Helicopter lift is equal to helicopter drivetrain motive power
x 12. Ornithopter lift is equal to ornithoptcr drivetrain motive
power x 4 if its wings are TL7 or lower, or x 5 if the wings are
TL8 or higher.

The combined lift will subtr<lcl a percenlagc from stall
speed equal to (100 x lift/robot loaded weight). The minimum
stall speed is O.

f1O\'CI'illg: A robot whose stall sl>ced was reduced to 0 by lift
can take off or land vertically. or even stop and hover in mid-air!

BUI Call II Fly?: To take off from the ground on its own, a
robot must have a slall speed of 0, or be able to reach its stall
speed while still using ground movement. Thus, its top ground
speed muSI equal or exceed its Slall speed.



•

The same is true for robot.<; taking orr from water: their stall
speed mUSI be O. or their top water speed mUSI be able 10 equal
Of exceed stall speed for the robolto be able to ny.

If a robot's slall speed is higher than its top ground Speed, it
can't tak.e off from the ground unaided. The slime lIpplies to
water Speed.

Boo.\·wd JI/mps: A robot Wilh lifl from ornilhopter wings,
helicopter drivetrain. vectored thrust or contragfllv that can't ny
can still use lin to boost a jump. It can divide the distance it can
jump by I - (lift/weight). So a robot with 100 lbs. of thrust that
weighed 125 Ibs. would divide the jump distance by I 
(1001125) = .2. If it jumped 5 ft.'Ct nonnally, it could now jump
5/.2 = 25 feet.

Flight Speetl: Firs!, calculate the total motive thrust. Add the
thrusl of any aerial propellers. ductcd fans. reaction engines and
rcaclionlcss lhrusters together. A robot wilh a helicopter drive
train and rotary wings adds thrust equal to helicopter drivetrain
motive power x 1.6. A robot with wings and an omilhopter dri
vetrain adds thrust equal to omithopter driveLrain motive power
x 2. Divide the thrust by the robot's IOtill:.urface area. exclud
ing Ihe area of any retraclable arms. and mulliply by 7.500.
Find the SClu;lrc root of the result. This is the air spc:cd in mph:
divide by 2 to get the actual lOp Speed statistic. Round to the
nearest whole number. However, maximum top speed is 30{)
(150 if Ihe robul hns rotors).

VectOl'fld-T1Irust Right
A robot lIlay be able 10 ny even if it has no wings, as long as

it has dueted f;lIls. jets. rockets, or rcactiulliess thrusters that
have the vectored-thrust uptiol1.

Subtract the robot's wcight from its Illotive thrust. (Then, if
it has conlragrav, add the contragrav's lift to the thrust- lip 10 a
maximurn of Ihe robOl'S weight.) II' lhe result is O. the robot

can't ny - but see Boosted JI/mps. below. Otherwise, deler
mine its top air Speed as follows: divide Ihe remaining thrust
by the surface area of the robot (excluding any rctrdcted anns)
and muiliply by 7,500: find the square root of that; then multi
ply by .5. Top speed cannot exceed 300.

A robot using vectored-thrust night has it stull speed of 0,
and can hover.

IJoosted Jllmp~': A robot that can't mustcr enough power to
ny can still use the vectored thrust to boost a jump. Use the
rules under Flight. above. Divide the pounds of vectored
mOlive thrusl (and contragrav Iifl. if any) by the robOl's
weight. Subtract the result from I. Divide the distance a robot
ordinarily jumps by this amount. For example, if it had 800
Ibs. of IhruSI and weighed 1.000 tbs .. its jump <!i.stance would
be I - (800/1.000) = I - .8 = .2. If its $T normally allowed il
to jump 3 yards. il could now jump 5/.2 = 25 feet.

Gl'OlHId-ElfectRight
A robot with a GEV skin and lift fans or veclored-thrusl

ducted fans may be able 10 enter GEV nighl. enabling it 10
hover a few inches or fcct above the surface of ground or w<lter
with less lhrust lhan would normally be required 10 actually ny.

Tot;1I lhe combined tin of vectored-thrust ducted fans, vec
tored 1111'ust engines and contragrav. Remember vectOred-thrusl
lift i.s one pollnd per pound of lhrusl, bUI thaI lif! or any vec
tored-thrust ducted fans housed in the body is multiplied by 5 if
the roOOI has:1 GEV skin.

If Ihe total lift exceeds robot weighl. lhe robot can hover at
an altitude of (lift/weighl) fect over ground or WOller. and ha.. ;1
GEV, or "hover:' performance.

TOI) Speetl: Calculale speed eX:lelly as veclorcd-thmsl Ilight
:lbovc. bUllllUlliply by 1.500 instead of7.500.

ROOOT OHI6N



Point Costs rOf'Movement

This it'; based on the robot's highest Speed. as shown below:

LegalitY crass
The robors Legality Class is that of the lowest LC compo

nent or pan it possesses.

Round fractional speed!> down when calcu13ling points. The
following abilities will modify the point lotal. If the robOl has a
Speed of 7 or more bUI has neither legs nor the ability to hover
in flight. its ability to dodge Of m:llleuvcr is somewhat restrict
ed. As such, its Speed is only worth half as many points.

FIiRht: The ability to Oy is worth 30 points, or 40 if the
robot can hover; halve this if the robol can only "Ily" a few
inches or feet oil the ground by using a GEV skirt. If the robot
has wings. but can only glide. this is worth 20 points.

Flotario": If the robot cannot noat, this i.~ a disadvantage
wonh -5 points.

AlllphibioJl.~·: If the robot can move across both water and
land. and its w"ter speed is equal to or gre"ter th"n its land speed.
or at least 10 yards per Sl.'Cond. this is wonh 10 poinL~. Robots
mal ~wim vi" legs. flexibody or tracks pay no extra poinL".

Speed Cost rable
Speed Palll1s

o -35
I -15
2 -10
3 -5

4-6 0
7 5
g 10
9 15
10 20

Speul
II-IS
16~20

2140
41-80

81-160
161-320
321-640

etc.

Poims
25
30
35
40
45
50
55
etc.

Model Point Cost
Add up the point costs for "II components. features and per

formance statistics. This is the robot's model poilll cosr. As
explained in the Characters chapter, if the cost is positive. play
ing the robot as a character counts as an advantage worth that
many points. If negative. it's a disadvantage wonh that many
point.. back.

A robot that cannot masquerade as a living thing may have
a lower model point cosL If the robot has a model point cost of
I or more. and lacks either living flesh or realistic flesh biD
morphics, divide its model point cost by 2 if it has mannequin
biomorphies or a holodoak, or by 5 if it does not. Round frac
tions down. This reduction only affects the model point cost,
and has no effect on the cost of any programs, allributes.
skills. advantages or disadvllntages acquired "ncr the robot
was buill.

Far I spee1I af 10.3, Syntlia pays only 15"I, Iilce It
ClIlllllJt IIoaL

Synlhla Is LC 1.

Synthla costs 810 points.

Rom ~[116N



W-l01-N NfMHIS ("SYNTHIn") CTL10)
SYnihia is a multi-purpose covert operations android that

resembles a very beautiful human woman.
Brai": Standard brain with +2 DX booster, high-capacity

and neural-net options (10 Ibs., .2 cr, $22.500. 65 points).
Complexity 5.

Sensors: Basic sensors with thermograph and retinaprint·
cr(.751bs., .015 cfand $5,500. 25 points).

COlllllll/nica/or: Basic communicator with the superior
voice option (.25 lbs., .005 cr, $750, LC 6, 25 points).

Arm Molars: One :lrm motor ST 30 (3 Ibs., .06 d.
S6,000.. 15 KW). Second aml motor ST 30 (3 Ibs., .06 cf,
S6,OOO, .15 KW). Third aml motor ST 10 "exlra-fiexible."
"retractable" and "striker" (1.5 lbs...03 cf. $1.200, .OS
KW). Arm motors cost 10 points.

Leg Drive/rain: .45 KW Illotive power drivetrain (13.5
Ibs., two leg mOIOrs each .135 cf. $2.700. requires .45 KW).

Weaponry: Military laser carbine, concealed. with variable
bcllm (7 lbs...35 cr, $850); large knife, with monowirc blade
(lIb., .02 cf, $290. LC 3); crushing jaw. ST 4 (TLIO, .4Ibs.,
.02 d, $400..04 KW. LC 6). 50 points (laser) + 3 points
(monowire bl:ldc) + 1 point (crushing jaw) = 54 points.

Accessories: Laser sight (SI2.50) built into laser carbine;
laser periscope (.7 Ibs., .035 cf. S150) for military laser car
bine; neural stimulator (.5 Ibs...01 cf. Sl.OOO, LC 5);
pheromone emitter (S5,OOO, LC 5. 25 points).

Power Syslem: Routine power requiremem .8 KW. One
TUO omnivore bioconvertor with .4 KW output (10 Ibs.•.2
cf and 52.(00), two TLIO rD cells (101al 10 Ibs., .1 cf, $1,000.
20 IXlints) store 72,000 KWS. Endurance 49 hours.

SuIJas~'(!mblies: Head, three arms ("right arm," "left
arm," "tentacle arm"), two legs.

Body Design: Houses the computer brain. neural stimu1:1tor,
pheromone eminer. military laser carbine and two rD cells
totalling .86 d, plus .14 d empty space for a volume of I d.

Ann Design: The riglll ann houses the ST 30 arm motor
and laser periscope (.06875 cO and empty space (.03125 cf);
ils volume is .1 cf. The left an" houses the other ST 30 arm
motor and empty space (.04 cl): its volume is .1 cr. The tellUl
cle ann houses the ST 10 ann motor, large knife and .01 cr of
empty space; its volume is .06 cf; it is placed in the head.

Head Design: Houses the sensors. communicator, crush
ing jaw and tentacle arm plus .2 cf empty space. Its volume
is.3 cr.

Area: Body 6, right ann 1.5. left ann 1.5, tentacle arm I.
head 3, righlleg 3. left leg 3; total surface area 19.

SlrucllIre: "Heavy" frame. 57 Ibs., $3.800.
Hil Points: Body 18. right ann 9. left ann 9.tentac1e arm

6. head 9, each leg 9.
Armor: TUO nonrigid DR IS annor (5.7 lbs., $570, LC

4,90.5 poinls). Sealed body (1190, 20 points).
Biomorphics: Living flesh (9.5 Ibs., $9,500): Very

Beautiful appearance ($4,750, 25 points)~ biomorphic
shielding (1.9 Ibs.. $9,500); sc;w; implant ($2,000); surface
sensors ($4,750).

Statistics: 135.2 Ibs. (.06758 Ions), 2.1 cf (I he;w;,5.5'
lall), $89,912.50. Body ST 31. right and left arm ST 30.
tenlacle arm ST 10 (175.25 points). OX 12 (20 points). IQ
9 (-10 points), HT 12118 (50 points). Speed 10.53 (20
points). Cannot float (-5 points). LegalilY 1. Point COSI: 610
point.'\.
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RpPfNOIX 1: ~YOOR6~
A cyborg (cybernetic organism) is a fusion of machine and

organic parts. While some cyborgs (like those in CURl'S
Cybuputlk) are mostly human. it is also possible to retain only
an organic bnlin lind nOl()(;hord. replacing all other body p:.tns
with robotic machinery.

Such "Iolal cyborgs" (which we" II just call cyborgs) are built
using the stand,ITd rules for robolS. with olle major exception.
A\' well (IX a computer brain, they will have a cyborg brain - a
living brain aUllchcd to a life-support unit. A cyborg brain has
all the advantages of u comrulcr brain excepl Doesn't Sleep. It
hus none of the disadvantages. As such the compuler llnd
cyborg brain together cost 80 points instead of the computer's
usual cost.

'!lIC weight. volume and cost of the cyborg brnin and its life
suppon system are given below.

CylJorg Bpait/ Table
TL Wt.
8 40
9 20
10+ 10

Vol.
.8
A
.2

COSI

$50.000
$25.000
$12,500

COSI includes the brain. its life support and the transplant
operation. bUl not the cost of obtaining a live. disembodied
human brain. Cyborgs may be volunteers (most often people
who have been critically injured). but enslaved brnins may also
be available legally or through a black mark.eL Use the rules for
slavery (p. 8193); assume a brJin sells for half the price of a
live slave. i.e.. 2.5 years' wages at the best job it could get
while alive.

Poil/ls and LC: A cyborg brain costs 80 points, which
includes lhe cost of Ihe computer bmin. II is LC 4.

Thcse rules assume cyborg brains are human. Howevcr.
nonhuman or even animal brains can be used. with appropriate
adjustmenls to weigh!. (For an extremcly rough approximation.
multiply Ihe weight and volume by 150 and lhcn divide by the
bcxIy weight of the creature the hrain carne from). The cost will
usually rermlin abam the s."1/lle, the difficulty of working with a
smaller brain or ease of working with ,I larger one bal:lllced by
the greater or lesser amount of lifc-suppon machincry needed.

Cyborg Stllli.ftic.f: Base calculations of cyborg stalistics.
just lik.e robot statistics. on the Complexily of the computer
brain. However, the organic b..... in·s OX and IQ will affcct this!
For OX, averagc the calculatcd OX with the original DX of the
brain's donor (round up). For IQ. use the higher of either the
donor's original IQ or the computer brain's,

Fur lwice lhc cos!, lhe brain's weighl and volumc c,m be
reduced by 25%. For Iriple lhe COSl.lhcy can be halvcd.

Wf'i~hl and \lVIIIllII.' include Ihe brain case. lhc biolllcchani
cal computcr inlerface. and lhe lifc-suppon system Ihal kceps
thc brain alive. If desired. the brain casc nnd lhe life-support
syslcm m,ly be split into two equal-volume componcnts - this
allows the brain casc to go into a human-sized hcad. for
instance. with the support system in the body. If the pan of the
robot with the brain e:lsc is destroyed. the brain dies. If the part
containing the lifc-suPlxln "'yslem is disabled or destroyed. the
brain will die within 5 minutes from oxygcn starvation unless
hooked up to ,I new Iife-sllppon system.

-

RpPfNOIX ~: ~AlTlHUln
A variation on the cyborg concept is the batllesuil: all enlirc

person inside a robol-like body. cOlltrolling il by kinesthelic
feedback (for example. the we:lrer tries to move his arm. pres
sure scnsors in the suit sense the movemenl and lIlove the suit's
arm). In effect. the baulesuit controls and occupant replace the
robot's brain.

A baulesuit docs nOl need a computer bmin, bUllIlany balllc,
suits have one anyway. This enables the brain to advise the
human operator, and even take control of lhe suit if thc wearer

is injured. untmined. asleep or incapacitatcd.
(For thaI maller, a baulcsuit could have a
cyborg brain as well ...)

A batllcsuit i$ built likc 11 mhnt. hut should
have the samc numher of nrms and legs as the
wearer. For humans. a Illllilesuil musl hnvc at
leasl two arms :md two legs. The suit fils the
wearer like a glovc - only skintighl oUllits or
nothing can be worn inside lhe suit. lllC cost
of the b."1ulesuit conlrols includc.s the dedicat
ed computer needed to translate the user's
actions into suit movements.

A baulesuit should be custom-f!W..-d to an
individual - or :II least. a given size and
weight of person. For simplicity. decide what
weight of person the suil will fit, and assume
it can fit anyone lip to 20% lighter than lhat
weight. This is the "pilot weight."

The "baUlesuit system" - controls and
pilot - counts as a "component:' In a form
filling suit, it tnkes up spacc in lhe body,
head. arms and legs. Including controls and,
of course. 1'00111 fur the suit's wearer, it
tllkes up (pilot weight)/IOO cf in the rabat's
body, (pilot weight)/400 cf placed in the head,
(pilot weight)ll.OOO cf in each of two arms,
and (pilot weight)/400 in each of two legs.



Alternatively. the wearer may be entirely placed within the suit's
body or hc..1d (taking up [pilot weight¥50 cf). This is common in
larger suits.

1ne banlesuit system weighs 1.2 x pilot weight (this includes
the weighl of Ihe pilot), The CQSt $3.000 + (pilot weight x $20),
AI TL9. halve the cost, and halve it again at TLIO+.

A baulesuil's statistics are Ihe same as a robot's, bUl il has
no OX or IQ - usc the OX and IQ of the pilo!. (If the suit also
has a computer brain, allowing it to operate if the pilot is out of
the suit or incapacitated, cu1culate its OX and IQ normally.)

A baUlcsuil [}lay have a life-support syslern. This is a must if
the suil will be seak.'<I: Ihis is also a component. usually placed
in the body. AI TL8. it weighs 37.5 Ibs., lakes up .75 cf and
costs $500 for every 6 hours of life support it provides: reduce
weight and volume 10 25 Ibs...5 cf and $250 at TL9, and to
12.5 Ibs., .25 cf and $125 at TLlO+.

In combat. Ireat a baulesuil as a robol. However. if a part of
the suit thai contains the pilot is reduced 10 0 hit points, also
apply half the excess damage to whatever part of the pilot is in
that suit location. For example, if the head were reduced to -17
hit points and the pilot was in a form-fitting suit, his own head
would lake 8 hits. If the suit wasn't form-fitting. the pilot would
only take damage if he were in lhe robot's head, and would lake
damage to a random hit location.

A battlesuit is operated using BaUlesuit skill (p. 849). When
making OX rolls. use the lower of OX or Baulesuit skill: wilen
making OX-based skill rolls, use the lower of the character's
skill-lor his Baulesuit skill-I.

PUlling on a suil takes about four minutes, removing it half
thaI. For an extra $500. a suit lllay be designed for "quick
access," laking only (30-Battle.c;uit skill) seconds to don, or half
that to remove,

A person in a b:lulesuil or exoskelelon is limited by the bat
tlesuit or e:\oskeleton's sensors. Thus, if Ihe baulesuit has
degraded sensors (No Sense of Smcll. Low-Res Vision, etc.),
these penalties apply to the pilOi. There is one exception: if the
balllcsuit has no armor or armor built with an open frame, the
wcarcr can use his own senses freely. The same limits and
e:\ceplion applies if the suil is Mute or has a Disturbing Voice.

A battlesuil whose sensors aren't Blind is assumed to have a
heads-up display syslem that displays instrumcnt readings on
Ihe suil's faceplate or on goggles worn by the user. This
reduces S5 numbers when firing weapons by 2. or by 5 at TL I0
and above. Banlesuils may incorporale neural-interface sys
tems. as described on p. CY41 and p, UD9.

If a battlesuit has a computer equip~d with skill programs, a
human operator may usc the skill programs 10 assist him instead
of supphlllting him. Add +1 10 the operator's skill for every
level the program exceeds skill 10.

An e:\oskeleton is a battlesuit used for civilian purposes. A
battlesuit is an e:\oskeleton if it has less than DR 30 armor, and
no internal weapons save welding, plasma or laser torches. It
functions the same way as a baulesuit, but is operated with
Exoskeleton skilL as described on p. B247.

If a battlesuil or exoskeleton is 50 cf or larger in size, substi
lute Driving (Mecha) skill instead of 8aUlesuil or E:\oskelcton
skill. The opcralion remains the same.

RmT ~[\IGN



Frolll; f!ulllerlllduSlries@A:.raef.WarNel
To: SYlllhia.J)amoc!e.t@Preep0rl
'J1Iis is a 1l00;C(' ,har Ihe 'f(wlies Alpha [8/ program

you rl'c('lIIly purrl/{lsl'd COlllllillS (/ lIIinor co(le error rllm
result,I' ;11 lIIodem/ely 11I150111/(1 tact;al! procedure,I' beillg
;Jlit;(lte(lul/(!er cerlai" high-Ihrem circlIlII,ff(IIICI!~·.

We are offnil/g (f free IIpgn/(le program.
Thal/k YOl/ for pmI' CfJIIsiderm;oll.

o



From: DaIl.Damocles@Freel}()rl
To: HUllterlndustries@Azrael.WarNet
Thanks for the wamillg, guys. A bit late.
/t would have been nice to know aboll1tlJallil1le bllg ill ),our "state of the art"

Tactics program Ihat makes )'o/lr robot go berserk before we lal/ded 011 Dalos V.
Please sel/{l tlte upgrade.
Ollr attomey will send )'0/1 Syll1hiu's repair bill.

This chapter covers the cllp<lbilities and limitations of the computer brains built into
robots and of the programs Lhey can run.

~nMPUHR ORHIN5
Most robols arc machine intelligences. controlled by computer brains. Besides deler~

mining the robot's DX and IQ, a computer bmin gives the robot a variety of abililies
and limits.

As indicated in the Robot Design chapter. a computer brain gives the robot cenain
innate advantages and disadvantages. Summarized, these are:

Absolute Timing: An intcl'l1l1l clock is a part of the computer brain; if the robot
knows it has crossed a time zone, it can update this instantly. (See p. B 19.)

Eidelic MemQry 2: A robot can choose to place cel1ain events in pennanent storage,
enabling it to recall them later with perfecl accuracy. (See p. B20.)

Lighlni"K Calculator: The prime vil1ue of a computer brain is thaI il adds up num~

bers really quickly. (See p. 821.)
Mathematical Ability: More sophisticated mathematics also come casily to a robol.

(See p. B22.)
Any robol brain can also act a.~ a tenninal to access anOlher computer. using its com

municator.

In addition to all these adv:ll1tages, a computer brain also gives the robot cel1ain
innatc disadvantages.

Cannot Lea,.,,: An ordinary computer brain is limited by its programming: it can't
spend experience points to improve iL" attributes or skills. (Sec p. 88.)

No Sense ofHllmor. Computers tend to be fairly humorless. (See p. B241.)
Reprogrammable Dllty: The robot's primary goal is 10 obey whoever has access to

its command codes (sec Commal/d Codes alld Robol Obelliellce, p. 57). (See p. 89.)
Slave Mema!iry: A computer brain nonnally follows orders without showing any ini

liative. (See p. 89.)
A computer brain built with either the neural-nCI or sentient options will not have all

these disadvantages.
A neural nct is a computer built to think and Icam in a manner that mimics the thought

processes of a living brain. It docs not have the Cannot Learn or Slave Mcnt:llity disad
vantages, but still suffers from Reprograrnrnable Duty and No Sense of Humor.

A sentient compUler is a very sophisticated neural net. It does not have any of a nor
mal computer's disadvantages.

Memo,.y Backups
A robot cnn compress its operating

system. memory. progrnms aod pcn;oll<lli·
ty and download it 01110 disk or iruo stor
age in another computer. This takes the
computer at least a minute. during which
time it can't do anything else (it's better to
make backups before gelling into com
bat!). This compressed "brain" of the
robot takes up .005 gigs (5 mcgabytes) for
a Complexity I brain..05 gigabytes (50
megabytcs) for Complc;t;ity 2. 0.5 gigs for
a Complexity 3. 5 gigs ror a Complexity 4
brain. and so on.

A complete memory backup can be un
compressed in any computer of equal
Complexity with enough memory. When
this !wPI>cns. the robot effecti\'cly "po.~

scsscs" that computer. although its memo
ries and SO 00 will end at the time it was
last backed up. If the original robot is still
fuoctioning. the result is a second ellar.lC
ter - treat it as an NPC with the same aui
tudes, memory and so on as the original,
not as :1 sl:wc or it. The longer it is out in
the world. the more it willuivel'gc.

As long as the robot's backup exists.
the robot is c1Tcctively immortal. This is a
significant clll)<lbility that robot characters
have. although tit TL9. humans may ato;o
have it ir the GM allows brnintape tech
nology (p. UT65). Partly balancing this is
the disadvantage that a single backup is
\·ulncr.tblc:. but scattering multiple ones
around makes it easier ror someone to
steal one. kidnapping the robot's personal
ity <lUU memory.

COIII;lIIwd rill /leXT /){IKe ..



Memo/,y Backups
(Continued)

If human braimaping is unavailable.
OMs may wish to balance a robot's back
up capability by using one of these two
<>p(iOlls:

"A backup isn't really the same char
ocler.·· If Ihis option is chosen. a robot Ihal
is destroyed is ·'dc..w" as a PC. but can be
revived as an NPC. Thi!> is arbitrary and
only works for player chilraclcr.~. but is
effective. To some extent it's also true,
since if the backup is read into another
robot bmin. Ihe two distinct copies would
50011 diverge ,IS a rc~t11l of dirfcrillg expe
riences.

"A backup costs points:' This oplion
lre:l\.~ backup capability as lin advantage.
For each backup the Ch:m:lClcr h~ ston.-d
somewhere. he must buy a 25-poinl
adv3ll1age. This option is comparably
priced to the GURI'S Supers advantage
Exlt;l Life (p. SU39). Allhough the robo!
can COIIIC h:lck :lIlY number of timcs. il
IIIUSI slill protcCI ilS h:ICkup sySlcm. and
must find or buy a new body.

Oala rl'B/lsfel' Rale,
Dllla transfer r;l1es can he imporlalll

when H robot nccd.~. for c~;lInple, to
duwnlolld II b,lckujl copy of its memory
/lI.l"I. or to scnll H stolcn file beforc il is
c;lplurcd.

The s\lI.'ed depends on the communica
tion US(,'<! on both end~ - u"C lhe slower of
the two;
Infmn..-d or Laser l,:ollllllunicator ... I,(XIO

gigs per minute.
Microwave (including most TL7 tcle\ision

:md smellilc dish lruIlSllli~sion.~) ... 10
gig.~ per minute.

Optical cable (inclUding robut e,lhlc jads
:Uld TL8+ phone lines) ... 1,(lOO gigs
per minute.

Radio ... 0.1 gigs per minute.
Alwlng phone line (TL7. by 1110dem).

ma~il11ul11 of aboul .00024 gigs (240
kilobytes) per minute.

RUNNIN6 PR06RRMS
A computer's Complexity determines whal programs it can run. The simplest COIll

puter is Complexity I: each level of Complexily rcprcsenls an increase in processing
power by an ordcr of magnitude.

Programs are also rated for Complexity, representing how much processing power they
require. Usually a computer can run pl'OgnllllS of no greater Complexity than its own. 11le
maximum number of programs that can run simlliialleoll.\·{y is limiloo by Ihe brain's
Complexity level. A robot can run one program of its computer brain's Complexity level.
or ten programs of one Complcxity level lower, or 100 of two Icvels lower, and so on. A
robot wilh a high-c.lpacily brain can run I !.1times as many pmgmms.

Programs are also rated by TL. No robot bnlin can run :l program of a later TL.
Brains r.:an run programs of earlier TLs, if lhe GM decides the hardware is compatible.
but the effcr.:tive Complexity of thc brain (Ieereases by I for each TL differcncc - small
brains lack the capability to translate archaic machine languages.

A robot C:lll store many programs in its br'lin (up to its memory storage limits).
When not in usc, mOSI programs are assumed to be compressed in storage.•lIId lake up
negligible space (eilher don't worry about it, or assume .01 gig). This means tl1m only
the simplest robot bruins will nOI have the potcllliallo store many programs.

orm:llly, robot progmms are :LSsuml.'d to be copied direclly into the robot brain's
memory. Unless correct access codes are used, a robo!"s programming and memory
c:alllWI be altered or deleted without risking serious damage to Ihc robot's bmin.

Assume that all robolS come with two innale programs. 11lesc arc "free" wilh Ihe
purchase of a robot br:lin. and don't take up memory space or count against the number
of progr.ulls the robot Ciln run at once. These two progr.UllS arc:

Operaring System: Thc basic .~yslcm Ihat h;mdles the computcr bl'ain's 0l>crations,
and allows the robot to move, control its lilll[)s anti buill-in equipment, process data
from its sensors, and ullderstand orders 10 the limit of its IQ.

UlIIgllfl~e: Any TLS+ robot is assullled to be programmed with olle languagc at its
IQ level. and to be literatc in thaI Iilllguage. (For a TL7 robol 10 speak or undersland:l
language requires an actual skill program.)

For a full list of the computer programs ;lvailable to robots, see De.w:,.i{)li(JII.~ of
Pmxmms on p. 59.

MEMORY
The computer's intemal mcmory ... tores information - programs and dilt:l. All br.lin~

have enough Slorage space to run the maximum number of progmms allowed by the
computer's Complcx;ly level and then some,

A robot uses much or its mcmory caJ)ilcity for storing ils opemting system and data
on things it has seen and done. '11lis is equivalent 10 human "memory," except thaI
compuler brains have Eidetic Memory 2, giving thcm perfect recal1. However, since a
robot's memory would overnow with information if it remcmbered lilerally "every
thing," much sensory etata is carried in compressed furrn. In fact. a 1'0001 might well
slore unimportanl visuallllcmorics :IS black-'lJ1d-white piclures. or memories of conver
sations as text slltlllllaries ralher titan as full high-resolulion recordings. (As described

under Sensurs on p. 11, a mbol can deliberately make a higher-reso
lution mcmory.)

Besides the space used up by this data, a rooot is assumed to have
memory capacity available to usc for programs. dalabases, or high
resolution sensory cxperiences. Its capacity is .01 gigabyte (10
megabytes) for a Complexity I brain. ,1 gig:lbyte (100 megabytes)
for Complexity 2, I gig (l,()00 megabytes) for Complexity 3, 10 gig.~

for Complexity 4, ,lIld so on. Add 50% to these numbers for a high
capacity bmin. Extra mass-storage space may also be added (sec
Extra Databa"ks: Mas.~ Slomge, p. 11).

Di,~k Swmge: Robots have disk drives, allowing them 10 use
removable memory units (disks). Common latc-TL7 magnetic disks
slore 1.44 megabyles of data and COSl $.50. TL8 optical disks.
which store I() gigabYIt!s of data on abOlll the same size disk, arc
$5. TL9 disks cost and store lhe same amount, but arc dime-sized.
Stomge increases by a factor of ten per TL :lflcr TL9. A robol lhat
has an ann (with a hand) can switch a disk in about three seconds.
Robots with any armor or skin take an extra Iwo seconds - they
have to open Up:l nap.
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COMMRNO CODES RNO ROBOT OBEOIENCE
A robol's owner will rarely want someone else to take over his robot. As

a result, almost every robot will be programmed to obey certain people. The
kind of mechanism used to ensure this varies from robot to robOI, but a typ
ical system is described below.

Every individual robot (or SWllnTI of microbots) is paired with a unique
command code when il~ brain is manufactured. This encrypted binary code
"key"' must be used in order to access, alter or erase the robot's programming.
It must also be llsed to validate any transmission intended to control the robot
as a drone (see Remote COlllro/: Rohot,l' (IS Drones, p. (3). A cOlllllland code
can only be sent electronically. Any computer wilh a modem (this includes all
computers <lnd robot brains, at TL8+) can transmit it.

The owner stores a command code ill the owner's computer, not in the
robot. Use of a command code generates an encrypted "signature." That
signature is then allached to whatever orders are transmitted. The robot's
brain then reads the signature, and if it is valid, accepts the orders.
However, since the signature is not the entire code, someone intercepting
the transmission does not gain access to the actual command code. The only
way to do that is to break into whatever computer stores the source com
mand code and copy it, or physically access the robot's brain (see p. 62). The robot
itself has no access to the code. Thus, the robot cannot give command-code orders to
itselL it can only receivc them.

However, only critical orders require a command code. Normally, a robot is assigned a
"master." A master is someone whose orders the robot must obey wi/hoUl the need for a
command code. This lets someone order around a robot verbally, for example.

A robot will accept someone as a master if a command code validated the order to
du so. The robot must be told exactly how to recognize its master. The means of identi
fication depend on the robors sensor and brain capabilities. Usually, it is a voiceprint,
since this will work over radio and out of sight. Occasionally some other means is used
(for instance. facinl recognition if the robot is not blind and has a brain of Complexity 4
or higher). However, requiring facial recognition (for instance) means that a robot will
not obey its master's orders if it can't see his face, which has obvious drawbacks! If a
robot cannot recogni:r.e its master when it gets an order, it won't obey that order. It will
just continue what it is doing.

A robot will obey orders from its master as described in the disadvarllage
ReprogrammabJc Duty, although the robot's own disadvantages, of course, affect how
the robot goes about it. A master can also order the robot to recognize and obey some
one else, until told to do otherwise. This is a temporary way of creating a new "master"
without using a command code. If a robot has several masters, it will obey them in
order of priority - make a list!

The robot won't obey orders which contradict those of a more senior master, or
which would normally require a command code. Altering programming requires a com
mand code. Someone using a command code can also access the robot's list of masters.
and delete names, alter their priority, or add other names.

Complexil)' I RohOl.l': A Complexity I brain doesn't have language recognition. so
its master can only give it orders using a binary computer language. He can do this
directly. through a datal ink lIsing the robot's command code and Computer
Programming skill (at TL8+. Computer Operation). But it"s more usual to give the
instructions to a more complex computer, and direct it to translate them into binary for
the Complexity I brain.

Changing Command Code.I·: A command code can be changed. This requires using a
computer terminal to datalink with the robOt"s brain and then employing the current
code to access its programming. Then the robot is reprogrammed to accept a new code.
This takes one minute and a Computer Programming roll. If successful. the user has the
new code, and all old codes are invalid.

Override Command Codes: The buildcr of a robot's brain will sometimes install a
"back door" in the robot's programming that accepts an "override" code. Designers
often include one to use in case the owner's command code is somehow lost or
destroyed. Orders validated by this override eodc supersede ordinary commHnds. A
buried override won't even be noticed unless someone specifically looks for it, which
requires accessing the programming with the current command code and a successful
Computer Prograrmning~8 roll. The GM will have to decide who has access to override
codes -unless the robot's owner is also its inventor, he probably does not know them.

Awakening Sentient
Computel's

Any neural-net cOJllputer brain thar IS

Complexity 7 or higher Jllay spontaneous
ly become sentienl. Roll 3d eaeh year.
starting a few momhs after il is activated.
On a 6 or less. it achieves scntience. turn
ing into an artificial imelligence. At TUO
or highcr, assume rhat (I computer brain of
Complexity 7+ is designed with built-in
safeguards rhar prevem ir from becoming
senlient. However. rhese safeguards can
be removed. If so. it has the normal
ch;mces of becoming senlient. Treal the
removal of safeguards as a normal repro
gramming attempt using Ihe Reprogram
millg Kobo/.I· rules on p. 58, but one rhar
rakes an hour per rry and is at -14 to skill.

When a compurer ·'awakens·· 10 AI Sla
ws. it reorganizes its own processing sys
tems irno more efficiern paths. raising ils
Complexity by I. 1l also gains 0111 rhe abil
ities of a sentient brain (p. 10). and its IQ
increases 10 irs new Complexiry + 5. Ir
loses Ihe disadvantages No Sense of
Humor and Reprogrammab1e Duty. The
GM should substiwte equivalelll points of
new mental disadvantages (a PC eompllter
chooses its own) to pay for its increased
IQ and loss of dis(ldvanrages.

Ar TUG and up, ir's cheaper and more
cost-efficient to allow a compuler to
become sentient 011 its own Ihan 10 pay the
triple cost for a Sentient brain - cspecially
since an ··evolvcd·· Al ends up with a
higher Complexiry. and is thus smarter.

Unfortunately. it's not safer. An AI
that has evolved on its own may well
become hosrile ro its creators. dangerously
unstable. or just coolly proteclive. It may
keep its own existence a secret. biding its
time. Or it may announce its transforma
tion to its owner. That depends on its per·
sonality and goals.
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Access to Command Codes
The simplest way for someone to gel a command code

he doesn't have is to find out who knows it and gel it from
their records. It will usually be on disk or in some comput
er's memory. For this reason, command codes are usually
kept only in secure installations. and are oflen kepi "off
line" so thai hackers can't reach them. Advenlures can easi
ly center around altempts 10 gain access to a computer or
disk holding a comm:md code, or aHempts to subvert some
one who has access to ii, or a search for an original pro
grammer who might have left behind a secret override
code.

Purchased Robo/s lind Command Codes: When a robol
is purch3scd. its command code is always given to the
owner. who will usually then change il. However, in some
jurisdictions. a robOl's command code must be provided to
the government as well. and it is illegal to change the code
without telling the government. Override codes. if they
exist. are usually kept secret from the purchaser. Thcir exis
tence may be known or officially denied.

Orgtmi:.atiotls and Obedience: In a hierarchical organi7.a
tion, such as a corporntion. police depanment or the military,
the disposition of command code... is very imponunt. For rcl
lltively simple robots intcnd/"'(1 primarily to be remotely /,.'On
trolled, the officer in charge of running them is usually given
the command code. For more complex robots, especially
sentient ones, a higher-ranking officer usually keeps the
command code, with the robot's immcdiate superiors in the
field simply designated as "masters." A very senior person in
the org;miJ'.ation may have sole control of the override code
of some or alt of the group's robots - which makcs that per
son a very powerful individu;.J.

Repf'ogf'ammlng Robots
During the course of play. someone may want to alter a

robot's programming. To reprogram a robot's computer
brain, a progrml1mcr must first guin access to that brain's
opcrating systcm, 111is requires using another cOlTlputer to
d;l1ulink with the robot's computer brain. and using the
robot's cOlTlllland cDdc,

It' the person is not authorized 10 give the robot orders,
the robot willl'cject any requcsts for details on its progmm
ming, and witl usually brcak off communications,

If the ill1crloper has the proper codes. he can simply
order the robot to let him into its operating system, He can
thcn use his Computcr Operation skill 10 call up a Jist of the
robot's programs, or to read its databases. He can also
delete skill. advantage, utility and personality programs in a
mailer of seconds on any successful Computer Operation
roll, or eliminate a person from a list of "masters:'

He can also add programs stored in his own computer
to the robot, provided the robot's brain can handle their
size and Complexity. Adding a new "master" (usually
himself) takes about a minute and a successful Computer
Operation roll, A failure requires more lime (and is made
at a cumulative ·2 penalty); on a critical failure. he thinks
he's changed the program, but the robot's old loyalties
remain buried, and may resurface after a few minutes,
hours. or days.

Altering existing programs, or writing completely new
ones, is more difficult. and usually requires a Computer
Programming roll and some time - maybe hours or even
days. (See p. 108.)
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• The robot must have a neural-net or sentient computer bmin to have this program.
Halve the cost one TL after program first becomes available: quarter it two or more

n.s after the program is avaiJable.

Programs are a robot's software. Run by the computer brain. they detennine the
robot's ~kills, and many of its advantages and disadvantages. Programs come in four
main cutegories: advantage, personality, skill and utility. Advantages. disadvantages
and skill points must be paid for nonnally with character points.

The TUI'ing Test
In a classic paper writtcn in 1950. the

orist Alan Turing proposed a test for ani
fieial intelligence in computers. The
"Turing Test" requires a person to
engage in conversation with someone or
something in another room. using a com
puter terminal to transmit queslions arK!
receive responses. After a cert:l;n time.
he must decide whether the answers :100
comments hc receives 3fe coming from a
person typing them in. or a computer
program. If - despite questioning on mul
tiple lopies - the person cannOl lell the
progmm from a person. Turing said it
W:lS logic:ll to say that lhc program iJ a
person: an artificial intelligence.

In facl. a robot docs not have to be sen
tient to pass the Turing test: any computer
with a neural·nct brain. or any COlllputer
with any kind of Personality Sillllllntion
program can do so if the quc~tjoner allows
lhe computcr program to re~triet the tine
of qucstioning. Nevertheless. lllost UIlSO

phisticatcd robots arc poor ad-hoc liars:
although they may be as "dishonest" as
any hUlllan. they lack the inventiveness to
make up convincing SlOries.

If :I robot or com puler is given a
Turing test. lhc GM can treat il as a con
test of IQ (or PS)'chology skill) between
the computer :lnd the tester. The computer
is :It -4 if it is ncilher sentient nor a neunl1
net. or :It -2 if it is merely a ncunal-nct. If
it is not sentient. it is also al -6 if it hm. no
Pcrsonality Simulation progmm. or at -3 if
it has only a Limited Personality Simu
lation progntm. If the tester wins. he cor
rectly deduces whether whatever he is
talking to is sentient or not. if hc loses. he
guesses wrong. The OM rolls secretly
after about an hour of conversation: for
shorter interviews. roll at a penalty.

Cost
$10,000

$20.000/level
$15.000
$10,000

$IOJlOOlieve!
$30,000

$400

Complexity
2

5 + l/level*
4
7'

3 + Inevel
9'
2

PePSDllaJlty PI'ogl'ams
A robot can be programmed with a personality. Robots Ihat are not neural-net or

senticnt models are not likely to have any other kind of personality. However. cven a
more sophisticated robot may be given a pre-programmed personality to I1t its owner's
preferences. or to enable it to impersonatc someone.

Personality programs can be eithcr "voluntary" - the robot can stop running it - or
"involulltary" - the robot cannot tum off the program without orders from its master.
For instancc. a combat robot might normally run a jovial ··voluntary'· Personality
Simulation progralll, rull of quirks and disadvantages, but be able 10 switch this off
instantly under stress. becoming cold and emolionless. An espionage robot might have
several voluntary personality simulalions to mimic different types of people, A robot
gets 110 poill/,I' for disadvantages incorporated into voluntary programs.

If a robot has more than one person:llity program, only the first can be permanent.
AlIlhe rest must be voluntary software. The types of personality programs are:

lJmited Per.fOllality Siml/latio,,: This gives the robot a simple personality. The robot
may have up 10 5 point."; of Quirks. plus any single mental disadvantage. The robot will
seem human (over a radio, at leas!). BUI unless the robot is allowed to guide the conver
sation or the subject stays with technical mailers. the robot's personality will eventually
seem hollow and one-dimensional. more a caricature than real.

Full Personality Simulatio,,: The robot is programmed with a specific personality
(usually a simulation of a real person). or with an amalgam of various IraiL~. This gives
the robot the same mental disad\'anlagcs and quirks as Ihe personalily il simulates.

Pel: The robot J,X)Sscsses a sel of preprogrammed and self-programming behavior
patterns based on a cenain type of domestic animal, real or imaginary. The progmm
can realist1cully emulate the behavior of an animal with a maximum IQ equal to its
Complexity + 2: a Complexity 4 program could accurately simulate the behavior of an
IQ 6 animal such as a dog. for instance. In ordcr to simulate a given animal properly,
the robot should resemble Ihat animal. at least to the degree of having the same number
of limbs und a similar shape. A program nnd n robot call be mismatched, but imagine a
2·ton /lying warbot trying to behave like a puppy! Most petbots are programmed to acl
loyal and affectionate, at least to their owners.

Advantage Ppogpam Table
Advalll{/ge TL
Ambidexterity 7
Charisma 10
Combat Reflexes 8
Common Sense 10
Full Coordination 8
Intuition 10
Literacy 7

Advantage PI'ogl'ams
These programs provide the robot with operating routines thai give it specific advan

tages. The table below shows the minimum Complexity required 10 run a specific
advanlllgc progmm. and the program's cost.

AmbideXlerity. Charisma, COli/btu Reflexes. Common Sellse. Uteracy: These pro
grams give the robot the Basic Set :ldv'lnlilgCS of the same name. (Sec pp. B 19-825.)

Fill! Coon/illation: This progr:ull :lllows iI robot with multiple anns (or multiple
internal weapons) to use them to make more than one attack in a tum, Each cxtw ann
or weapon the robot can attack with requires an additional level of coordination,
increasing the program's Complexity by 1.50 points per allack.
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Data andMemol'Y
Requil'ements

All values are in gigabytes.
Audio. average quality. one hour ~

Audio. uhm-fidelity. one hour I
Blueprints/schematics

Extremely Complex (say. for a space
~hip) ... 100

Very Complex (for perhaps an Al com-
pUlcr) .. 10

Cumplex (fur, S<ly. a large warbol:) ... I
Simple (like an automobile or small

robot) ... !.1o
Very simple (such as for a gun or radio)

• . • \0100
Books. one 6' shelf full ... I

Wllr lind Pelle#, \100
Brainmpc of person 100
Computer memory backup (compressed)

Complexity [ ~

Complexity 2 ~

Complexity 3 5
Complexity 4 50
Complexity 5 500. elC.

Dossier, complete persona] file ... \.1.00
Financial records (one year)

SnHlIl business Y10
Medium business 1
Lllrgc business. .5 per $100 million

in eamings
Genctic map of one human ... 2
History of Earth. short ... I
History of Eanh. detailed O\'cr 20 years

... 1
Imaging. one color phcMo ... \&000
Novel. paperback 11000
One page of text l4oo.ooo
Progrnms

Complexity I ... \-1m
Complexity 2 . \-II)
Complexity 3 I
Complexity 4 10
Complexity 5 100, etc,

Technical Manuals. 1% of blueprint
spaee

Video, high-resolution. 10 minutes ... I

Reslriclin! Program: This is a program that restricts the robot's freedom of action,
by forcing it to do (or 1/01 do) something in cenain situations. The program may incor
porate one or morc of these disad\'amages: Combat Paralysis. Cowardice, Honesty,
Pacifism (any level) and Truthfulness. A restrictive program is never voluntary (that
would defeat the purpose!).

React;\'e Programs: Similar to restrictive programs, these are overriding imperatives
that the robot take action under cenain circumstances. These orders give the robot a set
of basic commands that work like a Vow (p. 837); the robot must follow them as long
as it has Ihat progmll1.

Isaac Asimov's famous "Three Laws of Robotics" (described in I, Robol and other
works) is a fairly sophisticated example of three such programs. The First Lltw compels
a robot not to harm a person. nor through inaction 10 allow one 10 come to harm. The
Second L1.\V forces it to obey humans if this does not violatc thc First Law. The Third
Law urges the robot to preserve its own existence unless doing so would violate the
First or Second Laws.

A reactivc program's point value is up to thc GM: usc the guidelines for vows on p.
837. In the case of the ''Three Laws:' the First and Second Laws arc "great vows"
worth -15 points each. while the Third Law is wonh no points, since it's not a disad
"antage at all. The Complexity is also up to the GM. A program like the '"First Law,"
which requires thc robot to make complex decisions ("if I don't do this. will that person
come 10 hannT), will usually be at least Complexity 5. The Second and Third Laws are
relati\'ely simple. probably Complexity 2 each. A reactive program's cost is $2.000 x
Complexity: it is usually TL8.

PersonalllY Program rable
TYfJe TL Cost LC Complexity
Limited Personality Simulation 7 S8,OOO 6 4
Full Personality Simulation 8 S20,OOO 6 5
Pct Program 8 $5,000 6 varies
Restrictive Program 8 S10,000 6 4
Reactive Program 8 varies 6 varies

Hah'e the COSt of programs one TL after they first appear and quaner them two or
more TLs after they first appear.

Points: The disadvantages in a personality program reduce the robot's programming
COSt (see p. 83). Howc\'cr. a voluntary program is worth no points.

SkillPl'ogl'ams
Programs can give a robot skills. Each .\·kill program grants the robot a certain num

ber of character points dedicated to a specific skill. This is usually written as 11 number
in brackets after the skill. for example. Cooking [2]. Use the table on p. 844 to dctcr
mine the robot's skill level, based on the char'Jcter points it has in a skill.

Some roboL'i - especially those wilh ncural~net or sentient brains - will Icarn skills
much as a human docs. These robots don't need skill programs. but can have them any
way. If the robol has learned a skill. add the points granted by the skill program to the
character points in that skill to detennine its effectivc skill level.

A robot cannot add the points from two skill programs for the same skill together;
only the highest~point skill program is used.
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Hapt/Wiped Ppogpams
Normal programs exist as lines of

code. They call bc deleted, l;opied, or
altered, They take up spaCt: in a robOl's
memory, or on disk .

Hardwired programs are permanently
bumed into a physical medium. They come
in small plastic cassettes and cost 50%
more th;lIl ordinary programs. The cassettes
are 10;uJed into a computer's ROM slots.
Normally, a computer has a number of
ROM slots equal to its Complexity raring
(sec EXIra ROM SluIs, p. 9).

A hardwired program can only be read,
not wrincn onto. (It"s sometimes called a
·'ROM·· program, for read-only mcmory.)
It can't be copied or upgraded: it can't
evolve or change. It can't cornbille any
skill bonus or character points it gives
with other programs (whcther hardwired
or normal).

Most advantagc. skill, utility and some
personality programs l;an be hardwired.
However. any program that rcquires a
neural-net or sentient brain to run c;m't be
hardwired. This is bcc;lUse hardwired pro·
grams can't evolve - they ;lre stuck with
whatever is programmed into them at the
time.

However. hardwired programs run
faster and lhus can execute more logical
steps in less time than ordinary programs
of similar Complexity. In elTect, this
mcans they can be quil;ker and smarter. A
hardwired skill or utility program gives
the robot a + I bonus to skill. over and
abovc whatcver bonus the program would
normally give.

But because it can·t be updated or
altered, a hardwired program's actions can
become predictable. If a robot uses a hard
wired program repeatedly, someone who
observes the robot's actions will be able to
usc this knowledge against the robot. [n
g;lmc terms. this means that in any
Contest of Skill in which the robot uses
that progrnm, an opponent will hnve a +1
to +3 bonus, depending on how thorough
ly he has studied the robot or the program.

(Thus. this problem doesn·t Ol;eur if
the program applies to a skill whcre
ContestS arc infrequent, like Guns combat.
For a metee weapon, it would apply to
things like feints. In skills where Contests
of Skill arc frequcnt. like Gambling,
Mcn;hant or Strategy. it will come into
play quite often.)

A rohot can buy a new version of the
same progrnm (one with new or different
tactics) to nvoid this penalty. Thi., negates
the pcnally - until lhe oppnsition learns
the new progrnm's tricks!

Program
Cumplexity

I
2
3
4
5
6
7
8
9
10
II
12
13
14
15

We program Synthla with 4 character points In Karate, aP!H skill. This costs
$4,000 (at n10) and Is Complexity 4; we note it as Karate [4]. Synthla now has Karate
at Its OM lellel. Next, we program Synthia with Demolitions [2], As this Is amental skill,
It costs 81,000 and Is Complexity 3. Since Synthia's computer brain has BdeUc Memory
2, the 2 points in Demolitions count as 8points, giving Synthla Demolitions at 1Q+3.

Character
Puints

.5
I
2

3 to 4
5 to 8

9 to 16
17t024
25 to 32
33 to 40
41t048
49 to 56
57 to 64
65 to 72
73 to 80
81 to 88

At TL8, programs for mental skills cost $2,000 per character point granted up to
eight points, or $4,000 per point for physical skills. If it grants up 10 20 points, multiply
the cost by 2.5. [f it grants more than 20 points, multiply the cost by 5. At TL9, halve
the cost. At TL 10+, quarter the cost.

Note that skill points placed into regular mental skills count quadruple, since all
robots have Eidetic Memory 2. Multiply the character points ufter calculating the skill
program's Complexity, not before. Even though most TL7 to TLIO robots have very
low IQs, thanks to their eidetic memories they can still achieve respectable skill levels
in mental skills.

As with other programs, skill programs are rated by Complexity, and the robot can
only run those of a Complexity equal to or less than its computer brain's Complexity.
The Complexity of the skill program depends on the number of points it grants, as
shown below.

SkillPpogpam Complexlly rable



Data RIJCOVIJI'Y
A robot may lose data and programs as

a result of brain damage - see the Rubo/s
ill ALlioll chapter. However, data recuvery
techniques can sometimes retrieve these
missing chunks of memory_ Even if a
robot was destroyed, unless the part of its
body holding the brain was utterly annihi
lated (reduced 10 -IOxHT, disintegrated.
etc.), portions of its dma and memory may
hI.: rccovcwblc. perhaps enough to reSUf

Tn:l it even if it had no backup. If the
robot brain hasn't yet been repaired, the
data or programs can still be retrieved.
This will allow them to be copied and run
on ,mother computer.

Data recovery techniques also allow
characters 10 physically "jnterrogate" a
captured or damaged enemy robot. trans
ferring its d'lti.l or memory into their own
compoters. Data recovery techniques can
also be used to physically search a robot's
memory for its command codes (p, 57).
thus allowing it 10 be reprogrammed.

The rohot br,lin must be connected by
cahles to the interrogating computer
(which may be another robot brain). The
illlerrogator needs a data reco!'e'y utility
program (this page).

An allempt 10 recover the robot's
memory, or to find a command code or
other picce of information the robot
doesn't want to or can't divulge takes ten
minutes and a successful Computer
Programming/TL roll. Subsequent
allempts are at -2 and take an extra ten
minutes (time and penalties are cumula
tive per failed attempt). Any critical f;.lil
ure mcans that some damage is done in
the process - d:lta or memories might be
erased, for instance. Success retrieves the
dma or finds the information, A critical
success succeeds in half the time.

Modifiers: -4 if the robot is below 0
HT (i.c., it has not yet been repaired): -4 if
the rob01's command or override code (p.
57) is not known; -2 per level of
Complexity of the robot's brain: -3 if
searching for a command code. or -6 if
searching for an override code. A SQUID
(p. 31) adds +3 when probing a brain of
its own TL or lower. or +1 with higher
TL brain. Cross-tech penalties (p. B185)
apply to attempts to recover data from a
higher-TL computer (e.g .. a crippled alien
robllt).
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Utility Pl'ogl'ams
These programs aren't skills, advantages or disadvantages. They're actually tools.

All the programs described in CURPS Space and CURPS Ultra-Tech (except ror
Personality Simulation) fall into this category: Accounting, Astrogation, Damage
Control, Datalink, Electronics Repair, Engineering, Environmental Analysis, Expert
Systems, Gunner, Internal Security, Interpreter, Medical, News Daemon, Optical
Recognition. Piloting, Routine Vehicle Operation, Targeting. Translation. Word
Processing.

Those utility programs designed strictly for analysis of data (such as Translation),
rather than real-time operations, can run on machines of lower than their listed
Complexity - they simply take an order of magnitude more time to do the analysis. TIle
reverse is true if they are mn on a higher-Complexity system.

Cargo Handling (TL7): The robot is programmed to carefully label. load and unload
freight into various ships and vchicles. The program is Complexity I.

Data Recovery (TL7): This utility program enables the robot to recover lost or delet
ed data. See the sidebar on this page. A data recovery program is also needed to use a
SQUID (see p. 31). The cost of these programs is constant in every TL; a program of the
same TL as the compmer storing the data to be recovered is necessary to avoid cross
tech penalties (p. B 185).

Daralink (TL7): This enables a robot to establish a link with another computer brain
or electronic device and send, read or transmit dat<l. A datalink program is also needed to
control a robot that has a drone brain,

Domestic (TL8): A sophisticated household program, this turns the robot into the per
fect housekeeper - with the proper equipment. it will clean, tidy rooms and do laundry.
It call be instructed to keep an inventory of household slOcks and take :!l:lioll (alert its
owner, or shop, depending on its IQ) when supplies run low. Robots with this program
often have the Cooking skill program as well.

Ellcf)'ptio!l (TL7): This program allows the robot to encrypt any transmissions it
sends by communicator, modem or cable, so that anyone intercepting them will pick up
only gibberish. It takes one hour 10 encrypt or decrypt a gigabyte of data using a
Complexity 2 brain; increase or decrease this by a factor of 10 for each extra level of
Complexity. Normally encryption can only be reversed by someone with the key (simi
lar to a password) that was used to encrypt the data. Unless the key can be guessed,
decrypting data requires a computer of higher Complexity than the encryption program,



* times the program's Complexity.
** plus $1.000 per extra language database.
Except for data recovcry programs, the cost halves one TL after the program lirst
appears. or drops to one-fourth two or more TLs after it first appears.

COPYIN6 AND WAITlN6 COMMERCIAL PR06RRMI
Although all programs are given a dollar price, that doesn't mean they necessarily

have to be purchased. People can write their own, or copy programs they have
acquired.

Writing Prot/I'IIRIS
To write a program, use the New Inventions rules on p. B186, substituting Computer

ProgrammingffL for EngineerrrL. Apply a skill penalty equal 10 twice the Complexity
of the program rather than ·15. Sometimes there are other prerequisites - consider these
rules an enhancement of the rules on p. UTl3.

A skifJ program's creator must have, or be assisted by, someone who has that many
character points in the skill.

A personality or advalltage program'~' creator, or an assistant, must have
Psychology skill. Rolls against both skills (at the same Complexity x 2 penalty) are
needed to succeed.

For other programs, the OM can assume that only Computer Programming is nced
ed. But if the program gives the computer a bonus to skill, it's suggested that the crc
ator have or be assisted by someone with that skill at a level equal to or greater than
(bonus+II). If the program incorporates a skill, the skill of the creator or his assistant
should at least equal that skill level.

Id days and a successful Computer Programming-6 roll. Divide the time required by
ten if the computer is two levels more complex than the encryplion program, by 100 if
three levels more complex, etc.

laniton'al (TL7): The CObol can perform large+scale cleaning and caretaker jobs. It
can detect dirt and mess and operate installed cleaning equipmem or. if it ha.. hands,
use human equipment.

Machine Operation (TL7): TItis program enables the robot to perform a single, spe
cific technical task at skill 12, or it adds +2 to the robot's Mechanic or Electronics
skill for that particular task. whichever is higher. For instance, this program could be
u.<;cd to operate tools that fabricate a specific automobile pan or repair a single kind of
damage. Computers controlling industrial robots often use one or many of these pro
grams.

Repair (TL8): This program gives the robot a skill of (program TL+4) for repairs
and rOll/ille maintenance Oll/y, for one specific gadget.

Trallslarioll (TUI); This program can analy7.e and translate entirely new languages
with as little as ten minutes of exposure to conversation. The translation begins at a
skill level of 5, and adds +1 skill level for each additional half-hour of exposure, up to a
maximum of 11. The program can handle nonverbal languages if the robot has appro
priate sensors and capabilities (for instance, anns if the language requires gestures).

Voiceprint Recognition (TL7): This program allows the robot to recognize an indi
vidual by his unique voiceprint.

Olher Programs: Additional programs that robots may use are described in GURPS
Space, GURPS Cyberpunk or GURPS UJtra+Tech.

Any computer. or computer brain. can
control a subordinale robot remotely by
using a d<llalink program. So CUll a perYJn
with a control console. The controlled
robot is culled a drone: lhe computer or
person controlling it is called a controller.

The controller must be in conlinuous
eleClronic communication wi1h the drone
und muSI use a datalink program. Thc
drone must be programmcd 10 obey lhe
controller. This usually requires sending a
proper command code as part of the sig
nal. See COlllllllllrd Codes on p. 57.

The drone continuously tr.lIlsmilS its
sensory impressions to the controller.
which then sends colllrol signals to "pilof'
the drone. If contact is lost. the drone
switches to its on·board computer system.

While a drone is being controlled. it is
entirely taken ovcr by its ("Dntroller. Think
of this as tOlal possession. The drone does
not 1hink or uct - its personality. if any.
and ull mental advantages and disadvan
tages arc suppressed. The controller can
use its skills through the drone. When the
conlroller has lhe dronc use a DX-bused
skill. there is a negative modifier of -1 per
point of difference between the con
troller's OX and the drone's DX. If the
opcr-llor has a higher IQ than the robot
and uses 3I1 IQ-based skill. there is a nega
tive modifier of -I per t.....o points or frac
tion of difference between the controller's
IQ and the dronc's IQ.

If the dronc's controller is a living
being with a control console. mther than a
computer. there is an additional ·'telepres.
ence" modifier to all OX. IQ and skill
rolls. This negative modifier reflects lhe
fact thaI. since the person is nOI actually
there. his reaclions arc dulled. The penalty
depends on the TL lind type of conlrol
console being used - a simple joystick and
TV screen. for instance, is less effective
than a vinual-reality setup in which lhe
user can actually "be" the drone. Sec the
Control CQllSo/es sidebar on p. 64.

A controller can sometimes control
multiple drones. If the controller is a com
puter. every time the number of simulta
neously-comrolled drones is doubled. add
an addition<ll -1 penalty to DX. IQ. skill
and sense rolls. Thus, if 2-3 drones are
controlled, all are at ·1: if 4-7 are con
trolled they arc at -2. etc. If a living opera
tor is controlling drones. the penalty is
more severe, since the operator is less ahle
to handle multiple sensory impressions.
His penalty is ·2 per extra drone: ·2 for
two drone-s, -4 for three drones. and so on.

RemotB Control:
Robots as Orones

Complexity
1
2
1
2

2+
1
1
1
6
2

Cost
$400
$100
$800

$ \.000
$500*
$1,000
$1,000
$500

$5,000**
$ \.000

TL
7
7
7
8
7
7
7
8
I 1
7

/IliIity l'1'ot/I'am T_
Program
Cargo Handling
Data Recovery
Datulink
Domestic
Encryption
Janitorial
Machine Operation
Repair
Translation
Voiceprim Recognition
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ContPolConsoles
Telepresencc control consoles incorpo

rating dedicated l;:omputcrs enable a
human operator to remotely control a
robot. Their weight. volume and cost do
not include a communicalOr. 111C lVeigh\.
volume and COSI of consoles (including
remOle control programs) halve one TL
after Ihe system first appears. and arc
qllarlcrcd two or 1110re TLs after it
aplJears.

!IllSii.' H.emme COl/sole (TL7): The
opcr:lIur controls the drone much like a
vehicle. using a joystick :1IId instnllllclI1s
10 interpret the drone'li sensor readouts
and control its :.lclion~. If the drone has
visual sensors. the opcnllor sees lhe
images 011 :1 lclcvbion screen. for
instance. The tdcprcscncc penally is -4.
The console is any computer ICnllinal of
Complexity 2 or higher with a joylitick
nnd communicator built into it. and run
ning DUTalink and Ilasic Remote Control
($400, Complexity 2) programs.

Adl'(/lIfl'd UI'I/Io'" COII,wll' (TL7):
Similar hilt more sophisticaTcd. The tdcp
rc,cl1cc penalty is -3, The console is any
cumputcr terminal uf Cnmplexity 3 ur
higher with a joystick :lIld COllllllunic,llur
buill illlO it. and nmning both the D:llulink
IIntl Adv:mced Remotc Control (S2.000,
Complexity 3) I'rogr:lIl1~.

Busic VI< COII.fole (TUl): 1bc operator
"gcb inloiOc" the rubot u~il1g a vinual-real
ity rig. He wears :.pccial gloves and/or a
helmet. :H1d through feedback actually
experiences the drollc':, :.cnsory impres
sions rather than relying on in!>trumcnts.
'rlle teleprcscnce penally is only ·2; if The
rohot has the same shape and number of
limbs II~ Ihe opcralor (twu ,II'lllS, two legs
for a human operator), the pell<ll1y drup~

to -1 Thc console is II ~pecialil.ed VI{ rig
(30 lbs.. 1.5 cf. $2.500) altached III any
t:omputer terminal of Complexity 4 or
higher running Doth the D:ualink and VR
Remote Control ($5,000. Complcxity 4)
programs.

Nelim/'/llIer!<u'f' GJl/so/t' (TL varies.
u~ually TLlO): The operator controls the
robot through a dirc<:t link between the
opcr:llor's brain and the drone. The telep
rest:nce pen:llty is only -I. or 0 if the
drone has the same shape :lnd number of
limbs as the opcrJtor. TL and cost depend
on the availability of neural inlerface tcch·
nology in lhc <:amp,tign. A lypical ~ystC111

is the TUO Ilcural-interf'lce helmct (3
Ibs.,.06 cf, $IOJ)OO) allaehed to a console
- ,IllY Complcxity 4 or higl1cr computer
termirw[ running both the Datalink and
Interface RenlOle Coulrol (S5.000.
Complexity 4) programs,

Copying Programs
Robot builders or IIsers may wish to s:tve money by buying only one copy of a pro

grmn and making lllultiple copies. or by copying bomlW(."d progr:lms. This m:ty not be
legal. or it m:ty be a gray area. allowed for personal usc but not for sale.

11le GM lo>hoold (k'cidc how good wpy protection on programs is. Progr:UllS Illay hnve
no copy protection. in which ca:.c anyone can usc a computer that can run the prognuu to
make more copies.

If copy protection exists. :1.~SUl1lC That cracking it n.--quircs a Computer Opcmtion-2 or
Computer Prognlllulling roll. Failure comtpts the progr:ull. Somc copy protection sys
tems m:lY cven be designed with a booby Imp, so that .. critical failure introduces a vims
into the copying computer, which can COffil[)t or destroy other programs, or course, lhis
kind of booby trap may be illegal.

Optionally. copy protection may be much tougher: perhaps -2 x the program's
Complexily, for illstunce. Or lhe GM cun also rule that a computCl' program is designed in
such a way th..t it can't be copied - mayhe the documcntation is too complex, or the
medium is read-only, or some other <lrbitrary restriction.

BU6\ AND UP6RAOES
The ability of a robot bmin to be reprogrammed gives robot characlers considcmble

flexibility. 111is doesn't cost any cxtm points. Instcad. the GM can occasionally have a
robol progr:.trn turn out to be "buggy:'llle software of Ihe future need not be any more
perfect th,lll progmms available today!

Any program, especially any "dv,llltage or skill program. can come complete with
associated bugs - minor naws that occasionally pop up at inconvenient times. Newly
pur(;hascd programs (especially those :lvailable at this TL for The firsl time) arc eSI~

eially likely to huve bugs.
A robot thaI starts play wilh " program the player knows is buggy can count the bug

as a Quirk. A program bought for the robot during the game th"t !Urns out to havc a bug
is wonh no points, but can be easily fixed - see Upgn/{le.~, below.

A character shouldn't be able to casualty test a program for bugs before buying it:
by definition, a bug is a flaw that is hidden well enough to escape the designers and
their hired quality-assurance people. Testing for bugs takes lime - see Fixing Bugs.
below.
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A bug is best handled as a disadvantage or skill penally that occurs in certain cir
cumstances. Some possibililies:

A skill or adl'lll1U1ge /Jmsram that causes Ihe rohQ/ 10 acl erm/ically lIllder Stress.
givil/8 il either Berserk. Combat Pam/ysis or Epifep~)'. Unlike a full-blown version of
the disadvantage, the robot is vulnerable ollly when using the skill.

For instance, SYllthia - as Dun learned to his regret - hus a buggy Tactics lSI skill
program with the Berserk disadvantage. Puning SYllthia under stress won't drive it
Berserk - unless it also is mnning Tactics. Whenever Synthia makes a Tactics roll in a
stressful combat situation. it must also make a Will roll to avoid going Berserk!

AllY skill program 111llt lI'orks /lonnal/y. bllt C{I/Ises a critical failllre reslIlt 011 a roll
of /5+ in.~telldoj Ihe uSl/al chance. The GM can use a normal critical failure, or come
up with something special.

For eX:l1nple, Gyro the Techbot fails a Mechanic roll while fixing its owner's laser
rine. This becomes a critical failure due to its use of a buggy Mechanic skill program.
When Gyro's owner comes hack. Gyro has reassembled the broken laser with parts
from the coffee machine. The result produces laser-heated coffee. but won't fire.

lJp!ll'ades
Most companies that sell programs will provide a free upgrade to fix a bug once thc

customers point il out to lhclIl. (That assumes the customers havc a legal copy. of
course. Companies :Ire under no obligation to soflware piratcs!) If the usen; are on the
same planet, an upgrade package may arrive within as little as 2d days. Of course.
should the adventurers be halfway around the galaxy at the time. they may have to wait
months until the imerstellar mail arrives!

RKing Bugs in PI'ogl'ams
If a PC wants to fix a bug. or search a program for bugs, use the same rules as for

writing a program from scratch, except thm the skill penalty is equal to the program's
Complexity.

GIIos' Pl'O!ll'amS
Thill special program gives a robot

brain the entire personality and memories.
including all skills (and menlal 'H.!van
tages, disadvantages and quirks) of a liv
ing being. effectively allowing a person to
rranslate himself "imo silicon." It ocl.:upies
100 gig.~ of memory in stOl'3ge!

Unlike a Personality Simulation of a
real person. a Ghost program is fully self·
aware. Creation of a Ghost program
requires TLI4 hraintape technology (sec
GURPS Ultra·Tedl). II may also be avail
able on an experimental basis at any lower
11.. where brninlaping exisL~, at up to 100
times its TLl4 cost. The program is
ComplexilY 8 and costs $25.000. Halve
the cost at TLI5. anu again at TLI6.

A computer that runs a Ghost program
develops lhe Split Personality disadvan·
lage. The Ghost program i.s considered
one half. the computer Ihe other. The
ghost sidc has the being's original DX and
IQ. skills which are then adjusted by the
DX and IQ modifiers of the robOi. and any
purely mental advamages or disadvan
lages. The computer side has iL~ original
OX. IQ and progr'H11lning.



Two types of exotic robots l.h
ro~~~:~~rn ~IC~~ micro,bots an~ :::'~~~~h~~n~U~I~d un~er l~e standard
Microbots m~y not;;: tbc

k
characters. allhough they ~~~red In this chapler. ?a en as characters. I cost a great deal.

-....:l
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MICROBOH RNO ~YBm~WRRM~
Sometimes smaller is better. or just more effective. Microbots are tiny robots, rang·

ing from insect 10 microbe·sizcd, with microscopic components. None of these robots
arc individually intelligent by :IIlY stretch of the imagination, but they arc useful tools ~
and sometimes very deadly weapons.

Because microbOls arc so small, they arc treated as groups ralher than as individuals.
A colony of such robots has ;'intclligencc" superior to thaI of any component parI, just
as all ant colony is an extremely adaptive organism, while each ant is amazingly slUpid.

Microbols are controlled by pinhead-sized computers running simple programs
modelled on insect behavior pallems. A group of microbols is called a cyberswarm. A
cyberswarm consists of many microbots prognuTlmed to act in concert. They follow
simple pre-programmed behavior, moving in a specified pallern to perfonn their tasks
and then (if so programmed) return 10 base. Cyberswarms arc normally used for agri
cultural, construction, or routine cleaning and maintenance. but cyberswarms can also
be designed for medicine, exploration or combat.

Individual microbots are rarely larger than Oeas, so cyberswamls arc measured in
hexes rather than individuals. A typical swarm is one hex in size. but SWlLrnlS can be
larger.

CVBERSWRRM OESI6N
The procedure to design cyberswarms is simple: pick a tech level: select a chassis

and power system: then choose an equipmenl package and (al TL13 or higher) decide if
the swarm is made of living-melal robots. This will set the cyberswann's cost and capa
bililies. All cybcrswarm costs are per hex; for swarms larger than one hex, mulliply lhe
cost by the number of hexes. All cyberswarm design COSIS halve one TL after a system
is introduced. and quarter two or more TLs after its introduction.

Step One: Tech Level
Choose the tech level. Microhm cyberswarms become llvailable al TL8. but become

truly versalile only al TL9 and above.

Step Two: Chassis
The chassis provides Ihe basic body. motive syslem. scnsors and brain. Select the

chas..'iis for the cybcrswarm, and calculate its cost.
Crawler (TL8): Each microbol resembles a tiny metallic ant. flea or beetle. It has

Move 3 (on the ground) or I (swimming). It costs $4,000.
Armoretl Crawler (TL9): Similar to a crawler. il has a tougher shell. Armored

crawlers can survive corrosive atmospheres or high gravity, and are also less vulnerable
to attacks; scc Cybenwarms ill Combat, this page. It has Move 2 (on the ground) and
cosls $6,000.

Flyer (TL9): This looks like a cross between a lilly attack helicopter and a mechani·
cal wasp or bee. Its Move is (TL-6)x2 (if flying) or 2 (on the ground). A flyer swann is
more fragile than other swarms. It costs $10.000.

Swimlller(TLH): Individual microbots resemble tiny tadpoles wilh teeth and arms.
They have Move 4 (swimming only). It costs $4,000.

Gravflyer (TLI2): This microbol can look like almost anything; mOSI are spheres or
ovoids with liny arms and legs. It flies using contragravilY and liny reactionless
thruslers. liS Move is (TL-6)x4 (flying) or 3 (on the ground). It costs $8,000.

A cyberswann's HT is eCjuullo its TL+3. Its skill at any task it is equipped for (see
Slep Four: Equipmellf Package on p. 68) is equal to its current HT, while its IQ is
equal 10 ils curre/1/ HT/3, rounded down. Since il is effectively 11 hive intelligence, the
more damage the swarm lakes. the stupider it gets!

A cyberswann behaves a~ if it had the following disadvantages: Low Empathy (p.
88). Reprogrammable Duty (p. 89) and Slave Mentality (p. 89).

Step T1IPee: Powel' System
Select one of the following power systems for the cyberswarm. and calculate its

cost The cost of power systems remains constant over different TLs: only the
endumnce improves.

Cybel'swal'ms in Combat
Microbots with Stinger, Terminator or

Devourer packages Illny make 3l1acks.
Normally they will move to llltack any
enlity lhey come upon while moving
through a preprogrammed path - this
makes them moS! useful when pro
grammed 10 "steriliz.e·· an area or 10 sweep
a security perimeter.

TL8 swarms may be programmcd to
allack only certain sizes of IllrgelS, and
may be programmed 10 distinguish
between organic and nonorganic targets.
TL9+ SWMms may also be programmed to
differcntiitlC by species, using sophisticat
ed chemical sensors (this hllS no effect if
thc larget is in airrighlllfmor).

When the swami comes within a presel
distance (up to its current HT in hexes) of
a permissible target. it will move 10 attack.
Use the S"'arm At/ncb role on p. B143.
The effecl depends on lhe lypc of swarm
equipmenl package, a.~ described on pp.
68-69.

When somoone attacks a cybc~wann,

use the niles for attacking swarms on p.
8143. with the exception that lorehes and
naming weapons do only 1 hit of damage
'Is. crawler. armored cnlwlcr. grfw!lyer or
swimmer !iwarms. (Flyers lake fuJI dam
age - their tiny roto~ or wings are vul
nerable to fire.)

Damage is applied to each hex of
cyberswarm: when the damllge equals or
exceeds the cylx:rswann's HT. it is etTa>
lively deslroyed. Lesser d:tmage also has
an effect. reducing the swarm's effeclive
skill and IQ as described under Slep Two:
ChasIis. on this page.

Gas llnd non-corrosive atmospheres
have no effect on cyberswarms. nor doe!i
vacuum. Most high-tech and ultra-tech
weapons inflict only I hil per auack.
However. any weapon thllt affects a wide
area (such as a shotgun. a mage's flame
jct. a flamelhrower or flamer, a ~rcamCf.

or the concussion damage from an explo.
sion) does full damage to a !lying swarm,
half d:lmage to a crawling, swimming or
grounded flying swarm, and onc-Ihird
damage to an armored swann. (Of cou~c.
al\(leks with fire will have liulc effect on a
swann swimming underwater.)

Microbots with Devourer weaponry
can allack other cyberswllfms. doing fheir
full damage each tum 10 them.
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Cyl1el'swal'm Hive
Normally mounted in n full-size mhO!

or vehicle, this container houses a one-hex
<:ybcrswarm. It includes recharging points,
enabling the cybcrswarm to recharge from
the robot's power system. It weighs 10
Ibs., (;OSls $200 and lakes up .5 d.

Anti·Cyl1el'swal'm Weapons
Two specialized hflnd-hcJd weapons

can he cspc6ally useful against a fiying
cybcrswarm. They arc:

Flyswatter ('I'll): Docs 2 hits of dam
agelwrn to a cybcrswarrn. It weighs ,2 Ibs.
and costs $2.

M()Iwwirc; Flynwmer (TL9): Uses a
mesh of monowirc. It is much more effec
tive, doing Id+1 damage/turn to a cyber
SWllrm. h weighs.2 Ibs. ,md (;Usls $100.

Actually. the best way 1O fight a cyber
swarm is with area effect weapons such as
grenades or tlamethrowers, or even ,lnoth
er cybcrswarm.

MICRU8DTl &NRNUMURPHI

Rechargeable AA eelf (TL8): The robots usc small power cells, which power them
for (TL-6) hours: each hour of night consumes as much power as IlVO hOllrs of crawl
ing. (A Oyer swarm can conserve power by crawling.) The cyberswarm can recharge by
entering a cyberswarm hive (sec p. 68) and hooking themselves up to an attached
power supply: recharging the swann requires 1,800 KWS of power per hour the swann
can operate for. It costs $2,000.

Non-Rechargeable AA cell (TL8): As above, blll the microbots operate for twice as
long. However, Ihe power cells must be replaced rather than recharged after each usc. II
costs $2,000: it costs the same amount to replace the cells.

Solar AA celf (TL8): The microbots use rechargeable AA cells and <llso l1<1ve small
solar panels buill into their bodies or wings. They function like cyberswarms with
rechargeable cells; also, in bright light they can recharge 30 minutes of operating power
for each hour they remain dormant. It costs $4,000.

Total Conversion (TLJ6): Tiny "total conversion" units, fuelled by trivial amounts
of normalmalter (usually air or dust), power the microbots indefinilely. It costs $6,000.

Step Foul'; Equipment Package
A microbot's equipment package includes its specializcd tools, manipulators, pro

gramming and sensors. Select one of the following packages for the cyberswarm, and
calculate its cos\. The cost halves one TL after Ihe package is firSI introduced, or is
quartered two or more TLs after its introduction.

Cleaning (TL8): The swarm is programmed to move around a predetermined area,
removing dust and grit. polishing smooth surfaces with tiny brushes. Cleaning sW,lrms
arc equipped with sensors that can determine when material might be damaged by their

actions: they can polish lenses safely, and can even harmlessly clean
people, though very few people lind the sensation pleasant! Each hex
of microbots can thoroughly clean one hex every minute. Cleaning
microbots are among the mOSl common cyberswarms; some large
spacecraft and buildings have permanent colonies of solar-powered
c1e~ming swarms to polish windows, viewports and sensor lenses. The
package costs $2,000.

CO/lstruction (TL8): The cyberswarm is designed 10 lunnel, dig
ditches, etc. It is equipped with small arms and digging jaws. Each hex
of swarm can dig as if it had 51' equal 10 TL, and a pick and shovel
(see p. B90). Construction swarms are orten employed for mining, or
civil or military engineering. Construction swarms can also pile up
loose earth, rock, etc. into ramparts, dykes or walls. The package costs
$2,000.

Defoliator (TL8): This swaml kills foliage within its hex, but has no
effect on other living creatures. It takes the swann ten seconds to strip a
hex clean of bushes or foliage. II can also be programmed to trim grass;
this takes one minute per hex. At TL9 and up, it may be programmed to
affect specific plants (for example, weeds). II costs $1 ,000.

Devourer (TL9): This model of microbot has small monomolecular
jaws; a swarm of ,I thousand such robots can chew Ihrough almost any
barrier or armor, given time. Any target. organic or machine, cllught in
a devourer cyberswarm lakes Ild-7 + (swarm TL)] points of damage
per lurn. DR protects normally if it covers Ihe enlire body, but a cyber
swarm that cannot penetrate armor will des/roy I point of armor DR
every turn. It costs $8,000.

Elplorer (TL8): The swarm is programmed 10 probe in a spiral pat
tern, using contact sensors to take minute chemical samples of material
it contacts. Explorer cyberswarms may be programmed to look for par
ticular mineral or chemical traces, water, organic molecules. elc. Afler a
predetermined search pattern, the swaml is programmed to deposit its
samples in an automated "analysis hive" that collects and chemically
analyzes them. One hex of swann samples can be processed by the hive
per minule, By amllyzing data as 10 where and when the swarm found

, things or encountered impassable barriers (such as water, if Ihe swarm
cannot swim or ny), the hive's dedicated computer can build up a map
of the area they have explored. It costs $2,000. An analysis hive is
$1,000,20 Ibs., I cf, HT 6.

Medical (TUO): The swarm is designed to perform Firsl Aid on liv
ing organisms, with a skil1 eCJualto its current HT. Eaeh hex of medical



microbms can treat one person at a lime. A medical swarm is composed of a variety of
individual subtypes, sollle designed to "taste" blood to perform diagnosis. while others
cut away damaged tissue. clean wounds. sew up cuts. inject drugs, or cvcn enter the
body to perform internal repairs or diagnosis. A swann first stops bleeding, then injects
the drug Quickhcal (hcaling Id hits within 10 minutes). While the drug is taking effect,
the rnicrobots perfoml first aid (taking 30 minutes). cleaning and repairing damaged tis
sue. On a suecc.<;sful roll vs. lheir Fir<;1 Aid skill. lhey heal a funhcr Id hits. A medical
swann hlLS enough of the drug to henl ten people: after that, it cannOI inject Quickhcal
and he.1J<; only Id·2 hits per successful first aid altempl. It costs $12.000: a new drug
pack is $200.

Pesticide (TLS): 'The swaml is equipped 10 hum down and eliminate nea..;. ~piders

and other insects. Flyer swanns can also cng:lge and destroy nies and mosquitos. The
rnicrobots' :lctiollS :1Il= hilrlllle~~ to humans, although they can be cntcnaining or dis
tracting. It costs $2,000.

Pollinlllor (TL9): The swarm functions :IS artificial "bccs," spreading pollen or
seeds. This is useful if normal insects lire not available. or cannOl adapt tu local c1imale
or ecolugy. It cosls $2,000.

Nc/mir (TLM): The swarm has thc tools lind programming tn repair a .ringle. specific
Illodel nf equipment, much as a human with a mini-toul kil, rillS apprnpd:llc Mc.:hanic
ur Electronics skill cCJunlto the SWUnll'S currellt I-IT. The package costs $1.000: each
extra model of cquipment the 'bots c:m be progrnmllled to Ilx adds $500 to the COSI. 10

:l llla.~i11lum of (TL·7)x2 types of cquipmcnt per SWlIrm.
Sling('/' (TL8): The mkrobol.~ have tiny jaws or Slinging m:cdles. Tile ~wunll does I

point of damage per turn to living beings (only) il contactS, unlcss they lIrc completely
covered in uirtight armor. It COSI.~ SJ.OOO.

Tl'I'milllllOr (1'L~): As ilbovc. but with c:'>Ix..'Ciillly virulent ncrve poison. Anyonc tak
ing d;mtage lIlust make a H1' roll one minute after being hit. with a penalty equal to Ihe
cUIlUlhllive d:lll1:lge of the stingers. A success means only ld of damage is takcn: a
failed roll l1leall~ 101:11 parilly~i~, :lIld 2d damage per hour until the viClim dies or
receivc...; an anlidote. It (.'OSL..; 54.000.

St/lll five: Disguised anduving Metal SWal'ms
Al TLC) :lIld above. any swaml can be (/iSKlIisetJ as a sW:lnn of real insccts of similar

size or shape. 'Illis COSIS an extra $4.000 per hex. Succes:,>ful usc of a scanner (bio. rad
or chem) will reveal a di~gui~d swarm's robolic nalure.

At TLl3 and above. :IIlY swarm can be made of living melal (p. 70). As long as it
has Ilot been reduced 10 0 H1' or less. II living-metal sW:lrm regenemtes I hil point
every hOllr. A living-metal swarm costs twice us much as normal: double lhe costs of
cha:-.:-.is, power ;.llld equiplllenl packages.

finishing Up
Record the swnrm's Move. Clldlirullce ill hours. HT, aud any dmnage it inflicts.

Come up wilh a mum: for the cybel'sw:lnn (such as particlllnl' company trademarks, for
example, "Xel1olech Biocide Mk. 2.").

CONTROLLING SWRRMS
A cybcr~warlll can lake orders vin datalink from any computer: SWllmlS arc equipped

to receive (but not send) radio, laser and (al TLI2 and above) gmvity-ripple or neulrino
signals. The opemtor must know proper access codes for that panicul:lr swann - each is
different. These orders are limited 10 actions relaling 10 its equipment package. to
movement. or to recharging.

SENSE ROLLS
If a cyberswann has to make a mIl to notice something. usc its current HT as its

generic sense roll.

MULTIPLE SWRRMS
Multiple friendly swarms will work together. but the effects of several swanns in a

single hcx arc not additive. Cyberswarms generally avoid "stllcking," in order to cover
more nrea, unless commanded to do so.

CannibalNanokits mIl)
Wam to be prepared, but don't want 10

actually carry a IOn of h:utlwnre'! Need 10

sneak past low-Iech CUSloms with 3 con
cealed firearm'! No problem. Just buy a
few lubes of cannibal nano.

A C3nnibal nanoldt appears 10 be a
lUbe. elm. or c.lmi<;ter (depending on how
much it; carried) of white gllOCy pastc. TIle
paste actually contains COllntles... nanoma
chines progrnmmed to cannibalize other
objccts 10 build :I single. specific giK.lgct.
To usc ii, the nanokil i:. squcezL'd onto a
suilable objectlhat has raw matcrials simi
lar to whalever it is building. 1-.1L'chnnicnl
devices (guns. engines) gencnlily require
ohjccls made of metal. PI;.lstics arc oftcn
broken down 10 make gasses, propcll.lllts.
ct\:. EI\:etrunil: <,kviees or energy weapOlls
rC<luirc utllcr clCGlronie systems 10 call11i
hillize. However. there arc fcw ulller
rcslri'·liolls - 11 canniball1:lIlnkit C:lIlIUfIl 1I

1UH,~tef intu II gyroc launch Ilistol or a
molOrcycic into a :.uil of powen:'d armor.

II takes the nanoid I one minule to huild
lhe OhjCCl per pound of finishcd wdght:
the n:tnokit will usually cat lhe objccts in
close proximity. Whethl'r the n::.ull worl.:s
or not depends on whether the mlilokil has
enollgh "uitahle 1II:ltcri:ll. [n doubtful
cases. lile GM can roll 3d VS. lhe kit's TL..
with modifiers for a\·ailabilily. Wlmtevcr
i" e:lOnih:lli,.cd i... of cour;c. dc.~lmYl.'d (or
mlhcr. trJn..fonncd). Thc pruc~ aiM! pru
duces rnidual he;ll. :.0 it'~ best to SIan il
on a nonflamrn:lblt.: Jiurfacc (like n counter
top or conerele garage floor) ;lIId to turn
off ~muke dctt-oclol':..

Cunnibal nanokits are specific to one
gadgel or wcapon (allhough a singlc kit
may build several closely related gadJ::cls
us long as they cnn "II be fused inlo ouc
ubject. ror instancc. a gun willl laser sight.
or a helmet wilh buill·in infr:lf<:d goggles).

A tube of eanniballl:lllll cn.-.ts 300% of
the intcnded gadget's w~t. lind is limited
10 conslructinJ:: gadgets Of WeapllllS thai
aprear at len"t ;1 TL beforc thc nano's own
TL. Its weighl and \'olullle are 1% of Ihe
gadgel's normnl weighl and volumc. 1lte
LCglllity Raling of cannibal llano is gener
ally the ..3me as thc equipment il builds.
The cX(.'C)lt.ions arc any we;lpons or armor.
whieh ha\'c half their oormal LC (round
down).

A small container of cannib.11 n:mo can
be ea.~ily disguised. For instance. cannibal
nano dc:.igncd 10 build a laser pistol (I
pound) wcighs only .01 Ills. and could be
disguised as a tube of solllClhing innoeu
ou:. -lip gloss. c1e.1ning virus. or whUlCv
cr. A cannibal nanokit designed to build a
cybersuit (p. UT93) would weigh less lhan
II pollnd and could be disguised a~ a bottle
of shampoo. Also. since TLII lip gloss or
shampoo may well usc nanornnchincs, a
cursory seilll or inspection would turn up
nothing str,mge.
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Nanotech Weapons
N3nomachines can also be used as

weapons: jusl as they I;an put things
tOgether, they can also take them apart.
The "Nanoburn" and ;'Oisassembler"
chemical weapons (mentioned on p. 30).
which attack the target on the molecular
level. arc an example of mis.

___IRB)
An ultra-Tech nerve agent using a sus

pension of nanomachines designed to
invade the body and break down bodily
functions. Nanoburn is effective against
all carbon-based life forms. A HT-6 roll is
required to avoid being paraly7.ed for (30
HT) minutes. If paraIY7.ed, take ld-l dam
age every three minutes over the next 30
minutes. Normul nerve poison antidotes
are incrrcctivc, but the drug Torpinc (p.
UT8S) stop.~ lhe damage once taken. A
person who has had the Osiris Trcalmcnl
(p. 71) is at +6 to resist Nanobum: if he
fails. gets an additional resistant-e (against
his basic HT) every three minutcs.

Nanobum costs $5 per dose at TL9;
this halves at TUO, and again at TLII+.

Normally sprayed from a spray gun or
spray tank, it may also be used as filler for
a chemical grenade or shell.

_mIl)
A cloud of nanOllots programmed 10

break down mailer. Disassembler sticks to
anything in the area of effect and begins to
cat, reducing the target to powder or goo.
Unlike other chemical weapons. nftcr
being sprayed or released from a warhe.1d.
the cloud remains in the air fOf only olle
lurn; thell it falls to the ground like rain
(and begins eating away at the ground).
TIms. objects will only be affected if they
Me in the arca of effect when the <Usus·
sernblers are released. Anything the disas·
semblers fnll upon takes (TL-9) dice of
dnmage per second; if the damage fails to
penetrate DR. the disassemblers instead
em through (TL-9) points of armor DR.
The disassemblers remain potent for 30
seconds; after that. they self-destruct.
Used as il digging tool. disassemblers can
tum packed eanh Of stone into fine pow
der. digging (TL-9) inches within the
radius of the cloud every second.
Disassembler costs $40 per dose; the COSt
halves at 11.12. and again at 11.13+.

Disassembler is nonnally sprayed from
a spray gun or spray tank. It may also be
used as filler for a chemical grenade or
shell.
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NHNOHCHNOl06Y
Nanomachines (somelimes called nanobots. nanoids or nanites) are cell-sized or

smaller machines capable of manipulating individual molecules to perform precise
chemical and biological engineering. This molecular engineering is called nanOlcchnol
ogy. Experimental nanomachines appear as early as TL8 or TL9, but unique problems
of heat, power and precise control on Ihe molecular level keep nanOiechnology from
maturing fully until TLl3.

'anotechnology is an industrial process; nanomachine assemblers generally build
the gadgets that people use. making them stronger, lighter and cheaper. rather than
being gadgets or tools themselves. By TLiO. for instance. many sophistil;ated devices.
from computers to armor. are likely to use parts eonstrucled with nanotechnology: this
is already reflected in the reduced cost and weight and the increased effectiveness that
higher TL equipment has. Objects manufactured using advanced nanotechnology often
appear seamless, with no obvious tool marks. as if they have been grown rather than
buill.

Nanomachines arc also capable of special effects that ordinary technology cannot
duplicate. For instance, nanomachines left inside the material they have built Cllll alter
the shape of the material upon command (e.g., pressure or electrical signals). An appar
ently smooth wall could suddenly tnmsfonn into II door or window, or clothes could be
fashioned that alter their shape 10 fit the wearer perfectly. Nanobots have nwny other
uses: for example, ultra-tech miracle drugs may well be injections of tiny nanobot SUf
geons rather than actuul drugs. Some other uses nre described in this chapter's sidebars.

An example of a TLiO nanotechnologicnl material is "bioplastic" (bioplas). a lough
pscudo-organic mllterial which can alter its rigidity and shape in response to electrie:tl
signals, and can even repair or regrow damage to itself. Bioplas is used in TLIO+ non
rigid and reflex annoI'. A far more sophisticated material is TLl3 living metal. a mater
ial stronger thlln diamond Ihat can actually regrow, repairing any damage it suffers.
Ordinary robots may be built with bioplas armor or Iiving-mctal components, as
described in the Robot Design chapler. But it's also possible to build a robot entirely
out of these mllterials: the nanomorph robot described below.



~RNOMORPH~

A nanomorph has a split HT. just like an animal. Its HT is its TL+2. Its hit points are
five times its volume in cf (minimum HT I).

All nanornorphs are considered to be Legality Rating O.

Point Cost
A nllllolllorph's design poinl COSI is 400 points for a bioplas 1Il1ll0morph or 450

points for a living-metal nanomorph: add the cost of ST, OX, IQ and HT based on the
table on p. B 13 (for ST 15 or higher. use the table on p. 46 in Robm Design).

[f the hit points of the Ilanomorph ditTer from its Health. add 5 points to its COSI for
every hil point above Health or subtract 5 for every hit point below Health.

Nanomorphs are robots composed entirely of advanced molecular machinery,
enabling them 10 constantly alter lhcir shape. Examples of nanomorphs in science fic
tion include the advanced nickerclad robots in Rudy Rucker's Wel\l'are, the liquid
metal tenninalor in Ten"illiltor 2: Jlldgmt'1II !Jay. lhe Paranoids in the Gaff Force ani
mated series and some of the Boomer cyberdroids in the Bllbblegllm Crisis animated
series. 1bc creature from the second 17';"8 movie and the p.1.rasite "bio weapons" from
the anim:lIOO movie and comic book /c:z.er Of/e might also be considered nanomorphs.

Nanomorphs make excellcm "monslers:' and are best used as advcrsarie... miller than
player char:.lclers. GMs should exercise caution in allowing n:momorph PCs - lhey c;m
easily unbalance 11 caml:laign.

Statistics
A bioplas nanomorph's ST i~ four timcs its volume; a living-met;ll n;lllomorph's ST

i~ dght times its volullle. Modify this by the number of arms it currently has extruded
(sec below).

A nanorno'lJ!l':- enlire body functions liS a decentralized brain. A nanornorph has the
innate advantages Absolute Timing, Eidetic Memory 2, Lightning Calculator and
Mathematic,lI Ability. It has thc disadvantages Reprogrammable Duty (p. 89) and Lack
ofEmpalhy.

Il has the sOllle capacities for running programs as a sentient computer br"in with a
Complexity equal to its TL-5. save thaI il has no disk drive or ROM slots. Moreover. its
DX :lne! IQ depend on its size. as showil below.

Symbiolk: Nllnomachines
l11S1 as "living-metal" technology can

enable a robot or cyborg 10 regencr;l\e
damage. self-repair nanomachine~ can
also be benevolent residenlS within a
human (or alien. or android) body.

PI'Oteu8 NanomachlnB8 (H1O+)
These lHlIlOlllaehines Cilier ,he budy l\lld

rewrilC lhe gcnclic code. Taking cOlltrol of
a cell's Illel:lbo!isnl. Ihey can aller Ihe
genelie inl"U1"IlHilion <.:ontllined within it. or
inscrl enlirely new genes. A relatively sim
ple 'ype (TLIO or 'I'll I). costing ahout
$50.000. lII:IY change lhe larget's sex or
alter his skin color: a complex one (TL12
and UI» could alter the body in a mdieal
fashion. cm.'Cti\'c1y transforming a nonn:11
perSOIl into a bioroid or alien race. Wilh
new raci3l advantages and disadvant3ges.

l1lc nanomochillCs may ellter the botIy
through injeclion. spray, eiC. They lake
efft.'Ct after Idx5 minutes. A HT-6 roll is
allowed to resisl being tran)formed.
Cont3Ct with the blood or other secretions
of 3n infected person during the Idx5
minute incubation phase may result in
infection (roll HT-J to resist being tmns
fonned). An Osiris 1rc3tment gives 3 +6 10

resist.

fJBIttfI T/Wtmentml0J
Thi~ i~ an injeclion of self-replicaling

microscopic symbiotic nanornachincs.
Circuhuing through lhe body like white
blood cells. lhese benign nanoids perfonn
ccllul"r repairs. replace blood cells, nCII
tr:lli"e the toxins lhat COlllse agillg, alld
destroy discHse nrg:1I1isIllS. The result is
rapid regeneration of nearly any illjllry.
virtual immunity 10 illiless and successful
retardation uf aging.

Implanling lhe Osiris n;Uloids requires
II six-hour hospital stay 011 n clinic.
Af1erwanls. a Ilalielll injeclcd with thcm
can rcgencrJle I hit poinl per hour: crip
pled limbs heal al five times normal
specd. lie also gets lhe LongevilY and
ImlllunilY to Dise:lsc adv:lm:lges. Osiris
nanile.~ have one disadvantagc; cKlxNlre
10 strong radiation IIlay result in their
mUlalillg. Roll Jd wilen lhe PC suffel"" 100
or more r.tds. On 3 roll of 15 or less, noth
ing happens. On :1 16 lhe nanoids die: on a
\7·111, lhey mutate. If this h;Jppcn). the
effecl~ are np 10 the GM (for example.
losing 11'1' :II lhe listed rale in.'>lead of
regenerating, losing Appearancc as they
begin e:lling lhe body, ctc.)

Osiris treatmentl. cost $500.000 (a lid
OI)tionat1y 40 points). The COl.l halves 31
'I'Ll I. and ag:lin at TL 12+.

IQ
TL-4
TL-3
TL·2
TL-I
TL

DX
9 + (TU2)
8 + (rU2)
7 + (TU2)
6 + (TU2)
5 + (TU2)

NantJmorph OX and10
Size iI/if
.110.9
I to 9.9
10 to 99.9
100 10999.9
1.000 or more

BUIlOlN6 RNRNOMORPH
A nanolllorph is not built like II normal robot. To build a n:lIlornorph. simply decide

whut TL pruduced ii, and then choose a volume in cuhic feCI (minimum 0.1 ell A
human-sized nanolllorph should be between 2 and 4 d.

Nnnornorphs may be built either of bioplastic or living metal. lJioplM;tic
Illillolllorphs nrc first seen at 'I'll!. Living-metal nanomorphs arc llvailnl>lc starting at
TL14.

Binplas IIlHllJl1lurphs cost $50.000 pCI' cf <11 TLll. This cost hfllvcs at TL12. and
again al TLl3 or above. The)' weigh 25 lbs. pcI' cf.

Living-metlll nanol1lmphs cost $100,000 pcI' cf at 'I'll 3. This cost halves .. t TLl5.
and again lit TLI6 or above. 'nley weigh 50 lbs. percf.

Ewtic Abilil;cs: Nanornorphs may be built wilh sl>ccial nanotechnological abilities
to dissolve or absorb malleI'. Any n:U1omorph al TLl2 or above call he designed with
lhe ability In ··di:-a.sscmblc" mailer it cnvelops. dissolving it into gmy goo. lllis costs
SlllO.OOO (regardless of the nanomorph's sil.c). For;lIl extm $400,000, a nanomorph at
TL13 and above th;tt C;lII "dis;tsscrnblc" mattcr may also be given the ability to either
(jbsorlJ /IIl/ller into its body (allowing it grow) or to absorb memories of living things;
for an extra $800.000 it may have both llbilitics.

MICRmTl &NRNOMORPHI
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Tpanslol'ming Systems
Use of bio]lla~ and. later. living-metal

nanotechnology (sec p. 70) allows a
device to transform into something clsc_

Recolljigurable CUI1I/JUII/:IlIS (TL [ I):
A reconfigurablc component i~ part of 11
robot thm can alter its shape and function.
To design a rccontigurabJe robot compo
nent. pick two or more pieces of equip
ment within 20% of one another's weight
and voluIne. The rcconfigurable compo
nent can then llltcr its shape and function.
transforming into each of these devices.
Rcconfiguring components is done at will,
but the process takes (16 - TL) seconds,
during which neither component call be
used. The weight lind volume of a recall
figurable component is that of the largest
single component. The cost of a reconlig
umble sy~tem is equal to the combincd
cost of nll componcnts it has limes its IOtal
number of functions, For example, if two
devices arc combined and one costs
$1,500 and the othcr costs $30.000, the
aClual cost would he $31.500x2 functions
= $63,000. The saving in weight and vol
lltne doesn't come cheap. The power
requirement depends on which function is
being used.

Recolljigurahie Cadgel.\' (TL I 1): A
rCl:onfigurable gadget doesn't have to be
mounted in a robot. For example. a secret
agent m3Y own a communicator that
reconfigures itself into a graser pislOl. The
titular gadget in Larry Niven's story "The
Soft Weapon" is an example of Ihis sort of
device. A reconfigurable gadget usually
has some fonn of obvious or hidden con
trol to triggcr its metamorphosis, or il may
simply be voice-controlled.

Tram/orming Robot.I' (TLII): R,lthcr
than reconfigure individual components,
an entire robot may be built 10 transform!
To design n robot that can turn into a dif
ferent robot, a vehicle, or any other tech
nological gadget. build each form sepa
rately. As above, the cost is the combined
cost times the number of transformations,
Thus. a man-sized robot might transform
into a motorcyclc (built using the GlJRPS
Vehicles rules). or a small robol could
lllrn into a camera. Any damage suffered
by onc form is carried over when the robot
changes; this may bc dangcrous if the new
form has fewer hit points. [I' one form is
reduced to 0 hit points, the robot C,lllllot
transform until it is repaired.

The point cost of 3 recontigurable sys
tem or mhO! c'lllnis the COSI of the most
expensive individual function plus 20% of
the cost of each of it~ other fonns.
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A nanomorph with the disassembler ability costs an extra 100 points, or 200 points
if it has the ability to absorb memories. A matter-absorbing nanomorph's point cost is
not settled, since it can change; matter-absorbing nanolllorphs should be NPCs, not
player characters!

NnNOMOR~H5 IN RCTION
A nanomorph's entire body acts as a sensor. This gives it the same sensory ability as

a human being, with the 3ddition th3t it has J60-degrec vision. It can sec, hear and taste
with any part of its body - it could extend 3 finger around a corner, for instance, and
see with that.

A n3nomorph has the smne communication ability as a robot with a basic communi
calor (p. 14) but no spccial options; it can spe<lk by vibrating part of its body, and can
physically interface with another computer brain (by plugging a finger or tendril into it)
exactly like a robot that uses a c3ble jack.

A mlllornorph's entire body functions as a rechargeable power cell: its skin acts 3S a
solar collector. The mmomorph can function for 20 hours, plus five more per TL over
TLI1, on its normal power reserve. After that it becomes inert. E3ch hour the
nanolllorph spends in bright light will recharge one hour of power. A nanomorph can
spre3d itself into a fht panc3ke shape to increase its recharge mtc to two hours of
power pcr hour, but it can't do anything else while it is rech3rging 3t that rate.

Since they arc built entirely of bioplastic or living metal, nanomorphs can reshape
their bodies voluntarily, enabling them to perform exceptional fcats.

Division and Combination
A nanomorph C3\l split into two n3nomorphs, each half its size. To divide, a

113nomorph must concentrate for two seconds. Each part of the Ilanomorph has the orig
inal's memory. but only half its volume: recalculate its statistics based on its new size.

The mnomorph's current hit points arc split evenly between ils two shapes (round
up). Rec3Jclliate its ST, DX 3nd IQ based 011 its new size; skill levels 11l3y increase or
decrease if OX or IQ changes.

Involuntary division m3Y occur if 3 nanomorph takes J x i1S hit points or more in
damage for a single explosive (exp. damage) allack. Roll ld+l to sec how 1ll3ny frag
ments of more or less equal size the mmomorph makes: they will SC3lter around a circle
of ld yards radius.

Two nanomorphs that are touching C3n coneentmte for two seconds and combine to
form a larger nanornorph. Recalculate the n<lnomorph's statistics as if it were a single
nanomorph equal to the combined volume. When n3nomorphs combine, they sh<lre
each other's memories and experiences.

Damaging aNanomol'ph
The nanomorph's brain and power system arc diSifibuted through its body - it has

no vitals, and no hil locations with special etfects. When a 113nomorph t3kes dmllage,
don't bother to determine a hit location. JUSl apply the damage to its hit points.

A nanomorph has PO 3 if built of biop];]s or PO 4 if built of living mew!. ILs DR is
its TL·IO. However, divide 3ny d3mage that penetrates its DR by 5 ifthc nanomorph is
made of bioplas, or by 10 if it is made of living melal. (This di vision occurs after multi
ples for explosive projectiles or the like.)

A nanomorph also takes no extra dam3ge from impaling attacks (but cutting allacks
get their nonn31 +50% dmnage multiple). It takes no extm damage from attacks agains1
eyes, brains, vitals, etc.

All nanomorphs regenerate. Bioplas nanomorphs regenerate at I hit per minute; liv
ing-metal nanomorphs regenerate 1 hit per turn. A nanoll1orph whose hit points fall
below 0 is 3U!om3tically incapacitated until it has regenerated to positive hit points.

A nanomorph never has to make HT rolls to avoid death, but if reduced below
-IOxHT, it is destroyed.

Unlike nonnal robots, nanomorphs take full shock, stun and knockdown results, just
like a hUIll;ln being. If a nanomorph ever has to make 3 HT roll to rt:cover from or to
avoid stun or shock results, use its TL inste3d of HT. A mnomorph that takes J x its HT
in damage from a single explosive attack may split into sm311er 'morphs - sec above.

Nanomol'phing
Nanomorphs can shape their bodies into almost 3ny solid fonn, from a hum3noid

shape to a blob to a flat sheet. This takes it only one turn of concentration, and enables it

•



to slip under doors. through narrow air ducts. or the like. A nanornorph can also sculpt
itself into something resembling a metal sculpture of any kind of object whose volume is
more or less idcnticalto its own: to do SO realistically, it must have a model it can study.

A nanomorph can also electronically ··paint'· its surface in whatever color or combi
nation of colors desired, much like a chameleon system (p. 42). If it has a model 10
work from, it can usc this ability in conjunction with its shapeshifting to produce an
eX.lct duplicate of any object that is more or less solid, such as a person.

A nanomorph Cll11 lliso reshape only a portion of its body. Some useful tricks the
mmol1lorph can do:

Motive System: A nanomorph can shift between flexibody and leg fOnTIS of mobility.
or change its number of legs. A nanornorph with a flexibody is a blob with Move 6; it
has the advantage of having no side or rear hexes. only front hexes. A nanomorph with
legs may have two or more legs. One with twO or three legs has Move 12. A
nanomorph with four or rnore legs has Move 20 but is at -I to OX. It takes two turns to
shift between leg and flexibody fOnTIs. or to alter the number of legs.

Mllflip/e An"s: A nanomorph can extrude multiple anns that function as standard
anns. The more amlS it has, the lower their ST. The ST of an individual arm is equal 10
ST 4 (if bioplas) or ST 8 (if living metal) x the nanomorph's volume/number of arms
extruded. It cannot make multiple attacks without a Full Coordination program (p. 59),
no mailer how lllany limbs it extends.

W('apollry: A nanomorph can alter any of its arms or hands inlO unpowered solid
melal weapons or tools, such as swords. axes, crowbars. screwdrivers or hammers.
Bioplas nanomorphs cunnOI form tools or weapons with sharp points (for example.
wcapons doing CUlling or impaling dumage). To creale weapons other than a club. the
nanomorph must either be programmed with that weapon skill or Annoury at skill 12 or
higher. To shape its arms into tools more sophisticatcd than a crowbar (for instance,
screwdrivcrs or pliers). the nanomorph must have Mechanic skill at 12 or beuer. The
weight of the tool or weapon may not be greater than 3 Ibs. per cf of nanomorph volume.

Weapons fonned by a living-metal nanomorph are automatically very fine quality;
those formed by a bioplastie nanomorph are of standard quality. A living-metal
nanomorph with Annoury-15 or better ean create weapons with a monomolecular edge;
against cutting or impaling attacks. DR protects at one-tenth its nonnal value. II takes
the nanomorph one second of concentration to shape a body weapon or tool.

ux:kpicking: A nanomorph can insert its linger into a nomlal mechanical lock and
adjust ils shape co pick that lock: this gives it +5 to lock picking attempts.

PrilllS: A nnnornorph can give itself any kind of fingerprint, palm print, or fOOlpr;l\t.
£1I1'e!0l'meflt: A nanomorph grappling someone who masses less Ihan it does can

envelop his cntire Ixxly. A person cllveloped by a nanomorph wil1lake nonnal suffoca·
tion effects; the nanomorph can also do strangling damage based on its ST. Any
anempt to break free is at -5! A nanomorph with thc disassembler ability can then pro
cee<lto dissolve its victim; sec the S/H!daf Nallomorph POII'(!r.f sidebar on p. 73.

A nanomorph of near-human size (I to 5 cf) can use human-type clothing and anllor
if it maintains a shape with two arms and two legs.

Spec/a/lVanomopph POWBl'S
DiSllSSemhler: A living-metal nanomorph

with this abilily can release nanomachirw;:s
tOOt dis.<;()lvc objects into gray goo. To do this
the nanQIl'lOfph mUSl physically 1.'t1\'elop the
object: il intends to dissol\'e and then make a
ST roll. al ·1 for C\'Cry 10 full points of c0m

bined DR and HT the objl.'Ct has (use hit
points. if the subject has a split tfT). (If the
nanonlOl'ph is dissolving parts of a building.
use the ~rr+DR of a single hex of huilding.)
If the nanornorph's roll fails. nothing hap
pens (it can try again next !Urn). If it suc·
cl'Cds. it dissolves the objcct and eXI~nds .1
hour of ilS stored power. This :l1txk is ra1al
10 both living beings and machines.

Mallcr Absorptiow As above. bUI the
nanomorph's Dody absorbs Ihe dis.wlved
malleI'. A living.metal nanomorph gains.02
cf of volume per pound of metal it "cats."
"The JlI1lCrS.~ takes only one tum per allcmpl:.
Bioplas naoomorphs can absorb organic
mailer (including plastics). gaining .04 cf of
mass for every pound of organic mailer
absorbed. Matter that can't be absorbed is
excreled. As a nanomorph absorbs more
matter. its S1' will increase. allowing it 10
absorb still more! However. it will gradual
ly deplete its own stored power in the
process. limiting its ullimate growth.

Metll()lY AbSQr]Jlion: A nanomorph Wilh
this abililY CUll slcal the memorie.~ and per.
sonality of allY living being or computer
bmin tll,lt it disassembles by recording the
chemical and elecnical SlruelUre of Ihe
brain as it absorbs lhem. The memory and
pecsonality arc stored wilhin il~ own l;'()fJl.

puter brain's memory as a Ghost progr.un
(p. 65). provided Ihe nanomorph has Ihe
I1lCIIlOI')' space. 1lIc nanonlOrph com access
or download these memories using its built
in cable jack. much like any othcr computer
progmms. (Thus. the memory and personal
ity of somcone ··caten·' by a memory·
absorbing nanomorph could. perhaps. be
reslored 10 life in a different txxly.)

Papas/to Seeds
A parasite seed. a small capsule the

size of an apple seed, is a template for a
biopla.s nanomorph. To be activatcd. il
must be placed insidc an organic animal
(or a human!) - by being cither injc<:ted or
swallowed. It then releases nanomachines
that begin Imnsfonning Ihat being. using
its body mass as f"JW material 10 eonslruel
a bioplas nanol1lorph. Each hour. the sub
ject make a HT-4 rotl. Any success kills
thc par.lsite seed. Any failure reduces the
victim'S HT by an amount equal to the
failure. Whcn 1-11' is reduced 10 0, !Ie dies
and his hody is transformcd into lhal of a
biopt(IS n:momorph whose volullle is the
host's weight/SO cf. A par:lsile seed is
TLl2. and costs twice a.~ much as an ordi·
nary nanolllorph. plus Ihe cost of any pro
gr.lms Ute nanomorph was gi\·cn. In com·
bat. a p.1f"Jsile seed can be delivered by a
drug injector.

MltROHOIl &NONOMOOPHI



A biological android. sometimes called a bioroid, anificial per
son. organic robot. replicanl or living anifact, is a being crealed
anificially using biological materials. and grown in a val rather
Ihan buill. Biological androids are created by using nanomachines
or tailored relroviruses 10 modify baseline human genetic maleri
al. insening olher gene-'\; from humans or animals 10 produce cer
tain traits. The result can be a subhuman slave. an "improved
human" super-race, or a new, half-human half-animal race. The
advantage a bioroid has over a normal robot is its human brain.

~IOlO~I[~l ~NOROIOj



Living artifacts are usually grown to do dangerolls tasks
(like soldiering, serving as secret agents, or working in h3Z·
ardous environments), or to perform demeaning or low-status
jobs (like prostitution). Because bioroids are specially-built
genetic constructs, they can be designed with special abilities
lIlat let them do these jobs better than the humans they replace:
gills for an underwater worker. heightened reflexes for a sol
dier, or exotic looks and an enhanced sex drive for a counesan.
But this can lead to conflict between genetic constructs and
humans - is Ule bioroid a sub-human slave, simply a different
form of human, or a member of a new race of super-humans?
Should it be treated as a human or as a machine? Is it ethical to
build a race of warrior-slaves or sex toys and then condition
them to obedience? What if they develop a desire for indepen
dence, and run away or revolt? These questions. and the con
nict they produce, are the stuff of adventures.

Ideas for how biological androids and society interact can be
found in the film B/at!erUflller (based on Philip K. Dick's novel
Du Am/ruid.,· Dream oI Electric Sheep?), the Japanese manga
Appleseed, and the novels Friday by Robert A. Heinlein,
Cyteell, Port Elel'llity and Serpelll's Reach by C.J. Cherryh, The
Dragu" Never Sleeps by Glen Cook, Schismatrix and Ihe
CI)'stal £J.1)1·eS!i anthology by Bmce Sterling, and NUl"!ilrilitl by
Cordwainer Smith. The adventure "The Medusa Sanction" in
GURPS Cyberpunk Adventures focuses on a group of biologi
cal android terrorists (or freedom fighters) bauling the mega
corpordtions that create and enslave them. GURPS Space Atlas
4 describes the gene-altered "parahuman" cultures of the
Federation and their political connict with the humans that
engineered them.

Not all campaigns will have biological android technology.
The GM should consider carefully before deciding whether it
fits into his campaign. Bioroid technology can easiJy create
·'super characters·' with very high attributes. exotic special abil
ities. extended lifespans, and so on, overshadowing ordinary
humans. This isn't a problem in a CURl'S Slipeni campaign 
and GMs may want to create a CURPS Space background
where ;It least part of humanity has been superseded by a
"biotech" culture in which everyone is genetically modified.

But if humans are intended to remain the dominant type of
character, OMs may want to take steps to control bioroids.
Ways of doing so include: limiting them to NPCs~ restricting
their numbers to a few exotic super-<lgents or experimental
models with Unusual Backgrounds; or creating a society in
which bioroids are effectively enslaved. In the last case, a
bioroid PC is either the property of II person or organization or.
if free. is on the run or fighting a system that seeks to enslave it.

OESI6NIN6 010l061CRl HNOROIOS
Biological androids are designed as characters rather than as

machines. In game terms, they arc built much like the alien
races in CURPS Space and CURl'S Aliens except that, since
they are also products, they have a tech level and dollar price as
well as a character (Xlinl cost.

Bioroids can be created at tech level 9 or higher. although
the OM may want to adjust this in a particular campaign. The
first thing to do is to decide why thc bioroid was created.
Likely task.s for living artifacts include enhanced super-agent.
soldier. gladiator. colonist (why ship cheap workers to other
planets when you can grow them therc?), miner or construction
work.er (especially in hazardous environments, space. or under
water), servant, receptionist, or living toy. The choice of con
cept will help when selecting a suitable set of advantages and

disadvanlages: a bioroid built to serve as a super-agent will be
quite different from one intended to work a.~ a zero-G construc
Lion sJ'C'.=ialist, for instance.

A particular ""model" of biological android is designed wilh
a mix of attribute bonuses, advuntilges and disadvantages,
which are shared by every othcr example of that model. The
total of advantages and dis.1dvantage.<; is its mOl/el poi1l1 cost 
the number of character (Xlints thnt must be paid to play that
model of biological android. or, if negative. the points thm arc
received for playing it. The suggested maximum model JXlint
cost is 100 points for one intended as a PC in an ordinary cam
paign. But in a supers or other high-<:harac!er-(Xlint game this
maximum can be ignored!

Creating a particular model of biological android consists of
selecting an assortment of advantages and disadvantages. As
with character creation, euch of these advantages and disadvnn
tages has a positivc or ncgative point vuluc. All these are
tot3Jed to find a final model point cost. positive or negative. If
positive, the model poim cost is trcated like an advantage and
must be paid to tnke Ihm Illodel of bioroid as a character. If neg
:Hive, it gives eXIra character points, like a disadvantage - hut
does 1101 count against the normal total of -40 points of disad
vnntages and -5 points of quirks.

Technological Umits
Biological androids can be built starting at TL9. but some

advantages and disadvantages not available until higher TLs.
It's also possible that magic may be able to perform genetic

modifications. allowing alchemists to create bioroids in their
vats at TLl-3. Jack Vance's classic fantasy collection The
D)'i/l8 Earth describes this magic3J technology. Use the mles
for android creation. Actually growing an alchemical android
should require ingredients costing the same as the purchase
price of a technological bioroid. tnke six months or more, and
require an Alchemy roll at -I per SIO,OOO of construct cost,
with failure producing deformed or monstrous creatures.



Biological Andl'old Advantages TLJO Adl'Qlltages
The advllIllagcs lhal can be engineered deliberately into a Type Cost Page

bioroid at n given TL are listed below, <lIang with their page ST bonus +5 to +7 60/80/[00 7R
reference (in the /Josie Set or this book) and point cost. OX bonus +4 45 78

IQ bonus +1 or +2 10/20 78
TL9 Advalllages HT bonus +3 or +4 30/45 78
Type Cost Page Animal Empathy 5 BI9
ST Bonus + I to +4 10/20/30145 78 Bioelcctric Shock 10 78
DX Bonus +1 to +3 10120130 78 Drug Factory variable 78
HTBonus+lor+2 10120 78 Exira Hit Points +4 10 5 5 per point 8236
AbsolUic Direction 5 BI9 Hcnnaphromorph 2 79
Absolute Timing 5 BI9 Hide or Scales 0/4/29 79
Acute Hearing 2 per Ic\cl BI9 Increased Speed +3 to 4 25 per level 79
Acute Tasle & Smell 2 per level BI9 Infravision 15 8237
Acute Vision 2 per level BI9 Intuition 15 B20
Alertness 5 per level BI9 Language Talent 2 per level 820
Amphibious 10 78 Musical Ability I per level 822
Appearance 5/15/25 BI5 Sanitized Metabolism 5 79
Ambidexterity 10 BI9 Sonar 25 79
Claws variable 78 Venom 15 per level 80
Combat Reflexes 15 B20
Disease-Resistant 5 78 TLI J+ Alldroid Admlltages
Discriminatory Smell 15 78 Type Cost Page
Discriminatory Taste 10 78 ST 80nus +810 +10 125/1501174 78
Double-Jointed 5 B20 DX Bonus +5 60 78
Eidetic Memory 30160 820 IQ Bonus +3 or +4 30145 78
Extm Hit Poirus +1 to 3 5 per point B236 HT Bonus +5 60 78
Extra Limbs variable 78 Charisma +1 to +2 5 BI9
Filter Lungs 5 79 Danger Sense 15 820

F" 0/4129 79 Elastic Skin 20 78
Gills 10 79 Extra Hit Points +6 to 9 5 per point 8236
High Pain Threshold 10 B20 Empathy 15 B20
Hyper-Reflexes 15 79 Immunity to Disease 10 B20
Hyper-Strength 30 79 Immunity to Poison 5/15 79
Increased Speed + I 102 25 per level 79 Increased Speed +5 25 per level 79
Lightning Cnlculator 5 B21 Regeneration 25 79
Longevity 5 1321 Vacuum Adaptntion 27 80
Malherll:llical Abilil 10 B22
Night Vision 10 822

Abilities like psi JXlwers, super abilities, Magery and Magic

Oxygen Storage 14 79 Resistance may be engineered if they have a mapped genetic

Perfect Balance 15 B237 cause. The GM should set the TL depending on how intricate

Peripheral Vision 15 B22
the genetic complex is.

Pheromone ConLrol 25 79
Rapid Healing 10 B23 • lV'Sharp Teeth 5 79
TempenlLun: Tolerance 6/10 79

0

Toughness 10/15 823
Ultrasonic Hearing 5/25 80
Voice 10 B23

o
•
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Model disadvantages do not count toward the nonnal limit
on disadvantages, and thus are very useful for balancing
attribute bonuses or other model advantages.

Page
80

B30
B31
B31
B31
B31
B32
B32
832
B33
833
834
834
88

834
B26
B34
B35
1136
839
89

B37
80

B29
B37

Page
80
80
80

027
B25
B27
827
B28
B28
80

1328
B28
B28
B28
B33
B28
B28
B29
829
80

B29
B29
829
80
80

B29
80
81
81

Cost
variable

-15
-10
-15
-10
-10
-15

-5to-15
-10
-15
-10
-10
-15
-15
-10

-5/10/15
-10
-10
-15

variable
-4()

-101-15
-16
-10

-8 per level

Suggested Melltal Disadvantages
Disadmnrage
IQ penalty
Abscnt-Mindedness
Bad Temper
Berserk
Bloodlust
Bully
Combat Paralysis
Compulsive Behavior
Cowardice
Dyslexia
Impulsiveness
Laziness
Lecherousness
Low Empmhy
Megalomania
Odious Personal Habit
Overconfidence
Paranoia
Sadism
Sense of Duty
Slave Mentality
Split Personality
Stress Atavism
Stuuering
Weak Will

S"ggested Physical Disadmlltages
DiSlldmlltage COSI

ST Penalty variable
OX Penalty variable
HT Penalty variable
Albinism -10
Appearance variable
Bad Sight -10
Blindness -50
Color Blindness -10
Deafness -20
Delicate Metabolism -20/-40
Dwarfism -15
Epilepsy -30
Eunuch -5
Fat -10120
Gluttony -5
Gigantism -10
Hard of Hearing -10
Lame: Legless -35
Low Pain Threshold -10
Reduced Hit Points ·5 pcI' point
MUle ·25
No Sense of Smell or Taste -5
Overweight -5
Self-Destruct -20
Short Lifespan ·10 per level
Skinny -5
Sterile -3
Unusual Biochemistry -5
Wcak Immune System -30

Biological Andl'oidDisadvantages
In gallic ICOIlS, most biologic:ll androids should have some

dis'ldvantagcs. This has the dual benefit of reducing their model
point total and making them more realistic. All are available <It

TL9 and lip.
Disadvlllliages may be unintentional tlaws thai are tolermed

in otherwise good designs: who cares if a soldier or worker
android is Un:ltlr3ctive as long as it has cnll.meed ST and OX?

Tinkering with brain chemistry or hormones to produce
desired trails (e.g .. Combat Reflexes. Eidetic Memory.
Intuition) may have unexpected side effecls (e.g,. Absent
Mindcdness, Bad Temper. or I)aranoia).

Other defects could occur due to their association with
desired genetic trailS. For example, an living artifact built using
many feline chamcteristics (Claws, Fur. Perfcct Balance, high
DX etc.) may also tum out to be prone to Impulsiveness - the
designer decides removing the naw is too much trouble. Some
may be idiot savants (Mathematical Aptitude and low IQ. for
instance). Those with animal DNA may even revert 10 more
primitive behavior pauems (Stress Atavism).

Still other disadvantages may be deliberate modifications:
setting a bioroid's hormonal bal:lnce to make a sex-toy
Lecherous or give a gladiator Bloodlust. for example. or alter
ing brain chemistry to make a low-grade worker less intelligent
and thus a bctler slave. Building androids that have a biological
Self-destruct coupled with Short Lifespan and Sterility is one
means by which humans could control an artificial population.
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NfW HOYHNIH6fS HNO ~15HOYHNIH6fS
Severn] adv:lmages nol listed in the Basic Set are needed to

create biological androids.

NEW AOVANTA6ES
ST, ox, Iq and NTBonuses Val'iable

lllC.<;C advantages give you a model bonus 10 an anribule. A
+1 bonus costs 10 points. a +2 costs 20. a +3 COSl'i 30, a +4
costs 45, a +5 costs 60, a +6 costs 80, a +7 costs 100. a +8 costs
120, and a +9 costs 150. A biological android with a model
bonus to an attribute buys lhal altritmlc normally - and then
applies Ihe model bonus. For example. onc with a model bonus
of +210 ST thaI wanted ST 14 would pay 20 points for ST 12.
lhell add the model bonus of +2. k<lving him ST 14. If he paid
110 points. his ST 10 would become ST 12.

Amphibious 10points
You afC as comfortable in waleI' as 011 land. ¥ou surfer no

penalties for skill lISC in combat when working undcrwlltcr, and
Clm swim al your normal move r;lte. Typical fealUres include
slllooth seal-like skin and webbed Iingers:1ll toes. You cannot
brealhe underwater without another adv3nl:lge.

B'omec""c Shock 10points
You can gencrate an elcctric current in your body. much a... all

electric I..''CI or my docs. 111is innicts Id electrical damage if you
touch a person. It co~ts 2 Fatigue. You can :llso use the ability to
saw! lives: add +3 to First Aid skill when making CPR rolls!

~mlO6l[Hl ~NOHOm\

Claws Va/,lable
You possess claws, usually the result of animal genesplicing.

For 15 points. you have blunt claws: these add +2 crushing
damage to a kick or punch. For 25 points. you have sharp
claws. These convert a kick or punch's crushing damage to CUl
ting damage. For 40 poinlS, you have talons. These allow a kick
or punch to do swing/cuning or thrusl/impaling dam:lge. For 55
points, you may have long lalons, doing swing+2/clllting or
thrust+21impaJing. This advantage only has to be purchased
oncc. regardless of how many limbs you have.

OisCl'iminatol'Y Smell 15po/fI18
Your sense of smell is far beyond human norms, giving you

the same abilities as the similiar robot sensor option (sec p. 12).

Oiscl'iminatol'Y Taste 10 poInts
Your sense of taste is far beyond human norms. giving you

tile same abilities as tile similiar robot sensor option (sec p. 12).

Disease-Resistant 5points
Your immune system is improved dramatically. with special

ly engineered defensive phages and white blood cells. These
ward off most disem.cs, giving you a +8 bonus to HT to resist
them. OMs may devise the occasional disease againsl which
you have no special resist:lllce. This is a lesser form of the 10
point Immunity to Disease advant:lge.

Ol'ug Facl0l'Y VBI'lable
Your glands produce natural analogs of existing drugs.

Various drugs are described in CURl'S Cyberpunk, CURl'S
SPlIU, CURl'S Ultra-Tech, and GURPS Lemmal/. You can
only produce all all:llog of:1 drug whose tech level is no higher
th:ln your TL. To insure play balance. the GM lllust :Ipprove
any drug, e.g., if Ihe OM wants a particular drug to be very rare,
it COltld be beyond the t<:chnologie:ll of:1 drug factory to synthe
size. You can administer the.~e drugs to others vi:l .. bite or
claws. Your metabolism is limited to producing HTI2 duses. It
replaces one dose every four hours. This adv:llltage costs 20
points for the first drug alld ten points per extra drug.

8astic Skin 20 poInts
You can alter skin and facial features to duplicate those of

humans or near-humans of similar size and shape. This takes 10
seconds :lnd costs I Fatigue; there is no cost to change back 10

your original form. which only takes 3 seconds. You cannot
duplicate clothing. Duplicating a specific individual rcquire.'l a
Disguise+4 roll.

ExtI'a Limbs Val'labIe
A bioroid may have up to four extra arms, although two arc

more common. Extnt anns allow extra actions for a bioroid in
the same way as they do for a robot - sec the Robots ill Action
chapter. Anns cost 10 points each.

Limbs that can manipulate but cannot aUack cost 5 points
each. An example would be a very light. stunted arm or a pre
hensile tail. Limbs that can allack but cannot manipulate or be
used for walking are strikers. A heavy tailor an aflll with no
hand are examples. Strikers cost 5 points each. If claws arc
bought, the striker gains the claws damage.



FineI' Lungs 5points
This advantage equips you with self-regenerating biological

filters designed for contaminated atmospheres - which may
include a polluted cities on Earth as well as alien planets.

Ful' 0/4/29 points
For a cost of 0 points you have very thin fllr like that of a

Chihuahua dog. It prevents sunburn and gives you a distinct
appearance, but has no other qualities.

For 4 points, you have/ur similar to thai of a eat's fur or dog's
hair, providing DR I and protection equivalent 10 light clothing.

For 29 points, you have thick fur. This is a dense pelt, like a
polar bear's, providing PO 1 and DR l. It acts as warm cloth
ing, but may cause suffering in hot weather!

Fur is also obvious, and you require proper grooming that
can take time; loose fur and static build-up can be a problem.

Gills 10points
You hllve gills as well as lungs, enabling you to breathe

water or air. A biological android built with gills illstead of
lungs call1/ot breathe air!

Hel'maphl'omol'ph 2 points
You are designed 10 switch between fully functional neuter,

male and female forms. The process takes about 6 hours, during
which you will experience mood swings and suffer from the
Bad Temper disadvantage (or if already bad tempered, make all
Will rolls to resist it at -3).

Hide 01' Scales 0/4/29 points
You have a thick hide or actual armored scales.
For 0 points. you can have very light scales. like a snake.

Besides the appearance, there is no other gamc effect.
For 4 points, you may have scales, like a lizard's. This gives

you DR I,
For 29 points, you may have thick hide, like elephant or

rhino hide, or heavy scales like an armadillo or armored lizard.
This gives you PD I, DR I. Any bioroid with this advantagee
may not have an Appearance better than Average!

Hypel'-Reflexes 15points
You can voluntarily produce and control abnormal levels of

adrenaline, increasillg speed and retlexes. At the start of any
turn, you can 'activate your hyper-rcllcxes. This costs I Fatigue
per turn but gives you the Combat Retlexes advantage and + I
to Basic Speed. (If you normally have Combat Retlexes, gain
double the usual benefits,)

Hypel'-StI'ength 30 points
You can voluntarily duplicate the feats of hystcrical strength

that normal people sometimes perform. You may increase $1'
(but not Fatigue) by 50% at a cost of I Fatigue per lum.

Immunity to Poison 15points
For 15 points, you are genetically engineered, or different

enough biologically, to be immune to poisons (including sleep
and nerve gas), alcohol and nonmedical drugs. You are still vul
nerable to acid and diseases. For only 5 points. you can simply
be resistant to poison: +3 to HT to resist effects.

IncI'eased Speed 25points/level
Each level increases your Basic Speed by I, which in turn

also increases your Move and Dodge.

In/I'avision t5 points
You can see into the infrared, much like a robot with the

infrared vision option (see p. B237).

Oxygen Stol'age t4 points
Synthetic genes modify your lungs and aller your body so

that you can store oxygen (up to an hour's worth) in the myo
globin of your muscles and in an altered liver. Biological
androids with this advantage never get "the bcnds" when diving
using their internally stored oxygen. (They can still suffer "the
bends" if diving with conventional scuba equipment.) This
advantage is common in bioroids designed to function under
water without gills, or in space.

Phel'omone Contl'ol 25 points
You can release powerful sex pheromones. Any human (or

bioroid) within four yards (more if down wind) may breathe
them in (unless wearing an airtight suit, ctc.). Anyone breathing
your pheromones will find you one level more Attractive (add a
+2 extra reaction bonus) if you arc already Very Beautiful and
will break into a sweat and become aroused: they must roll vs.
HT-3 or suffer from Lecherousness for the next ten minutes.
The fact that a biological android is using sex pheromones may
not be immediately apparent: when a PC is affected, [he OM
may wish to describe the encounter in such a way that the char
acter believes the attraction is "natural" rather than a chemical
attack, Characters who have previously experienced pheromone
control (and know what it is) can get an IQ-3 roll to realize their
reactions are being artificially stimulated; however, they still
suffer the effecls.

Regenel'ation 25 points
You can heal very rapidly. You have the Rapid Healing

advantage at no extra cos\, and can recover one extra HT or hit
point per hour.

Sanitized Metallolism 5points
You are designed to be totally cleall. Designer intestinal

enzymes and symbiotic bacterin eliminate your body odor and
make efficient use of food and drink, leaving minimal, sanitized
waste products. You never suffer from bad breath, excessive
perspiration or unsightly skin problems. Your abilities give a + I
on all rolls where Appearance or Sex Appeal arc a factor. This
advantage is also perfect for bioroids designed [0 work in
sealed factory environments ("clean rooms"),

Shal'p Teeth 5points
You can do cutting damage by biting in close combat, using

the table on p. B140.

Sonal' 25points
You can "see" using sound waves, much like a robot with

lhe sonar option (p. 13).

Tempel'atul'e Tolel'ance 6/10 points
You arc dcsigncd to withstand extreme temperaturcs; i[ gives

no advantage against attacks that do damage, but does protect
against climatic conditions.

Multiply your HTx5. Subtract this number from 35 degrees
to find the lowest temperature you can stand. Add this number
to 90 degrees to find the highest.
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If you can only withstand heat. or only withstand cold. it is
worth only 6 points. If you can withstand bOlh. it is worth 10
points.

Ull1'asonic Neging 5/25points
You c:m detect very high frequency sounds (10 40.000 Hr.)

much like:l mool with thc ultr:lsonic hearing option (I'. 12). For
25 points. you can also COlllmunicate in ultr.l'~onics.

Vacuum Adaptation 27points
Ilumans living in space always mn the risk of life-support

failure and cxplmivc <!l..'colllpre..s,ion. Genelic modification can
reductlthe ri~k for living artifacts. You get stronger skin (DR I)
10 rc~ist pressure drops. new lllu!K:lcs to closc off your gut and
lungs, and transparent mcmbrancs to protect your eyes. You
suffer no damage frolll cxplosive t1ccolllpre~sion (p. 575) and
are not ment,.lIy stunned by Rapid Decompression (p. S75). An
cxtra layer of adil>O:-.c tissue give~ you thc IO-point version or
the Tcmper:lture Tolerance adv:Hltage (p. 79). Your h•• ir and
skin changes color to protect again~t ullr:lviolet sol:lr radiation.
and can lurn :l dccp bl:lck. (This advalllagc is oftcn combincd
with Oxygcn Storage 10 create space-workcr androids that can
.survive unprotected in space for short periods of time.)

Notc that this advantage is cheaper thuli. but not ;IS effcctive
as. the Vacuum Support advantuge dcs(.·ribed in CURl'S A/icl/.\".

Venom 15poinls pel' level
You can secrete U poisonous venolllthl'ough your saliva. bite

or claws.
For 15 points pCI' Icvel. the venom can be immcdiatcly

Icthal. This docs Id of damage per level immediately; cach hour
afterward. Ihe vielim rolls vs. HT (-I per level of this advan
tage); if he fail.~ this roll, he takes a further Id per level of dam
age, while ifhe Mleeecds. the damage .~top.~.

Or, Ihe venom e;ll1 be slower-acting but more Icthal. Damage
is Id per level if the 11'1' roll is madc. 3d per level if it is failed.
The etl'ecls take onc hour 10 show. Cost is thc samc.

At a one-third increase in cost. you can spit venom. This is a
r;ll1gtxl attack. based on OX. with S5 12. Ace 12. J.1D nJa. Max
5. TIle venom must strike an open wound. eyes, nostrils or open
mouth to have effect. normally requiring an attack against an
unshielded face.

NEW DISROVRNTRm

S1, ox, IQ and NT Penalties Val'iable
These disadvantages give your entire model line a penalty to

a specific attribute. A -I is a -10 point disadvantage. a -2 is

worth -15 points, a -3 is worth -20 points.:l -4 is worth -3D
points, and a -5 is worth -40 points.

A biologic..1 android with :l model penalty to an attribute
buys that attribute normally - and then applies the model penal
ty. For instancc. a bioroid with a model penalty of -2 to OX thai
wanted a final OX of 14 would pay 80 points for OX 16. then
subtract thc model penalty of -2. leaving him with OX 14. If he
p;lid no points, his OX 10 would be reduced to OX 8.

Delicate Melabolism -20/-40 points
Your met:lbolism is morc delicate Ihanthat of a nonnal human

- you require a special diet and filtered water. If you consumc
nonnal food and drink. it will sustain you. but you must make a
HT roll. Failure means Ios..s of I I-IT due to nausea. cramps. and
illness. Critical failure mcans loss of Id HT. TIle cost of your spe
cial diet is twice that of normal food. and may be unavailable in
sonle areas (c-'pedally in regions with TLs below 7).

For -40 poinb. you cannot ~urvive on normal food al all.
Speci:ll nutrients are only available from your crealor. generally
al a eo~tto your crc:ltor of 100 timcs the cost or feeding a nor
mal human. For someonc else to synthesize it will be a difficult
task requiring Biochemistry skill - use the Inventions mles on
p. B I86). (With the GM's pennission. you may require somc
thing disgusting or dangerous to get. such as fresh hUIl1.ltl
brain... fre~h blood of a certain Iype. or human cerebral-spinal
nuid). Mo~t normal fOlxb m:lke you ill as described above.

Reduced HIt Points -5points each
You arc smaller or more fr:lgile than a human. and h:.vc

fewer hit point~ than your I-IT. giving you .. ~plit HT.

Sell-Oesl1'uct -20 points
As soon :IS you rC:lch your ..ging threshold (age 50 for a nor

mal human). your organs and immune system begin to rail. You
s1art~ to age rapidly. making aging rolls cvery d(ly nl ·3 to 1'11'.
This dis;ldvantage ensures u stc;ldy dcmand for new bioroid~!

Shol'1 Lifespan -10llevel
Each level reduccs hy 1/4 (round down) the age at which

you becomes mature and the age at which yOll begin to suffer
aging effects. This disadvantage speeds Lip production of
androids. nnd like Self-Destruci CIlS\ll"(.'S a stcady demand for
new models. II is oftcn foulld in conjullction with Self Destruct.

Stel'ile -3 points
YOLI C;lIlllot produce offspring. but arc olherwisl.l a fully

functioning male or female.

Sl1'ess Atavism -16 points
Stre..ss atavism is not uncommon among biological androids

crcated from anim..1 0 A. and sometimes shows up in others
as well. It lllay cause lhem to "regress" to animal instincts jf
frightened. angered. fatigued or injured.

In any such strc~sful situation. you must succeed in a Wilt
1'011 to avoid the effccts. If you fail. you behave like an animal.
acting on impulse and instinct. You wilt be unable to talk (bue
may make animal sounds) and cannot use machinery. You may
be unable 10 understand spoken language - roll vs. IQ afler any
sentence to sec if you get the meaning of it. If you are attacked.
threatened or challenged. you must make a Will roll to avoid
acting on instinci - usually either flight or a frenz.ied physical
allad. depending 011 how aggressive you usually are.
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Stress atavism attacks arc also very fatiguing - you lake one
point of Fatigue for every minute thc allack la.<;,ts.

A roll is allowed vs. Will evcry minute to recover from an
attack; add a +2 bonus if you arc comfoned by friends or somoone
with Empathy or Anirnal Empathy, or +4 if both apply. A charac
ter who passes out from Fatigue loss recovers after waking up.

(The stress atavism described here applies to common, mod
erate forms. Other types of stress atavism are described in
CURPS Uplift on p. 25.)

unusualBiocllllmist1'y -5points
Your biochemistry, white still enabling you to subsist on

human rood and water, is different enough from that of humans
that drugs that work on humans havc rcduced or unpredictable
effects. When a drug is given to you. roll Id. On a roll of 1-3
the drug has nomlal effect. On a rol1 of 4-5, it has its nonnal
effect combined with an additional negative effect: lose 1d
Fatigue (sickness and nauseau) or, at the GM's option, enhance
any negative effects of the drug. On a 6, the drug no effect at
all. A biochemist with a lab call manllfucturc variants of normal
drugs that are specific to your biochemistry. but these drugs
cost arc ten times as much as usual.

Weak bnmune System -30 points
You have poor resistancc to disease and infcction. HT rolls

to resist specific diseases or infcctions are at -3 to HT or against
HT 9. whichever is less. Drugs like Panimmunity I and II have
half their normal erfect: you may not take the Immunity to
Disease advantage. and Pallimmunity III ha.~ no effect on you.
Unless you lake special precautions (for inslance. remain in a
sealed environment or wear air-tight clothing when you leave
one). Ihe GM should require an unmodified HT roll 10 avoid
coming down with a potentially serious disease every month.
Although not necessarily fatal (especially with high-tech mcdi
cine) this will force you or your ow ncr to spend additional
money Oil drugs and hospitaltrcatmclli.

Like robots, biological androids may be bought and sold. To
l,:alculate the priee of an untrained but biologically mature
model, use the formula below. 11 rcflects thc utility of the
android (its model poinl total) and the amount of tinkering that
went into creating it.

The basic cost is $50.000. In addition. c.1ch model advantage
the bioroid has costs $1.000 per point. Each model disadvan
tage the bioroid has COSl~ $500 per negalive point.

Halve the cost at TLlO, and again at TLll+.
Example: A TL9 biological android with 80 points of model

advantages and -40 points of model disadvantages costs
$50.000 + $80.000 (80x$ 1.000) + $20,000 (40x$500) =
$150,000.

Ct'owing Biological Andi'oids
Bioroids are usually grown in artificial wombs ("vats")

much like human clones. Usually thcse vats are designed to
simulate the conditions of an idc<llized human womb with care
fully regulated Ouid tcmperatures and even sounds like a taped
heanbeal.

Some bioroids are taken out of the vats as babies. and given
over 10 surrogate mothers to be raised as children in nonnal or
group homes. This usually results in a bioroid that is well
adjusted to living with humans. It's common for androids that
fire designed to be "lx:ople" mther than "slaves."

Other bioroids arc force-grown 10 adulthood while still in the
vats using the TL8+ cloning tcchnology described on p. UT42
and p. S65. A force-grown android will havc whatever "physio
logical" age is desired (usually age 18 to 25). This technique is
most common for biological androids intended liS "products"
since it allows them to be mass-produced quickly. Force-grown
nndroids receive an additional six weeks of "deep learning" via
extensive use of sleep teaching, or virtual reality or cybernetic
"dreamg:11l1e" simulations while they noat in their tanks. This
gives the android b.1sic life skills; control over its own body and
the ability to understand and speak one language at its IQ level.

Force-grown androids may spend cldditional time in the
t:mks. up to an extm ye.1r and a half (any morc time imposes too
severe a psychological stress). Every month spent allows the
android to spend two character point 011 skills it was taught.
Thus, an android that comes Qut of the tanks may spend 36 ehur
aeters poinl~ on skills, much like an eightccn year old human.

Some androids are given "livc" trJ.ining before going on the
job, if only to get experience in interacting wilh humans in a
normal setting. Surrogatc-raised androids. of course. will
rcceive whatever education their surrogate parents or teachers
provided.

Purd1ll.sing a skilled android (whether force-grown or surro
gate-raised) costS:1ll extra $5.000 per skill point it has.

A growth Val for growing androids, along with life suppan
equipment and computers to monitor it costs $500.000. weighs
500 Ibs.. and takes up 50 cubic feet, and has IH 25. TUO
growth tanks cost half as llluch; TLlI+ cost one-quarler as
much.

I .....
EVERYTHING MUS
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Players may wish to play robots. total cyborgs or biological
androids as characters. This chapter dcscribes how 10 set a point total
for these charuclers, and what abilities not otherwise covered in the
robot or biologinll android design rulcs can be taken by thcm.



The !irst step in creating a robot character is something that isn'l done when creating
a human: the choice of the model of robot, cyborg or biological android to be played.
This is akin to choosing which non-human race a character in a science fiction or fantasy
campaign will play.

The robot model can be an existing design or it can be built from scratch using the
rules in the RobOi Design. Microbofs Of/t/ Nonolllorphs or Biological Androids chapter.
The GM can allow players 10 build their own models. or may choose to create a limited
number of designs and have players choose from among their ranks.

If choosing a robot model, it's slrOngly recommended that the robot have a neurnl
net or senlient brain!

The chosen model gives a set of basic abilities common to every robot, cyborg. or
biological android of that panicular model. It also gives the robot .lmooel point cost.

Mtx/el Point Cost: Every model of robot. cyborg or biological android has a model
point cost, which is the sum of the point cost of advantages and disadvantages built into
it when it was designed (see the Robot Design and Biological Am/roids chapters). If the
model point cost is positive. it is the number of character points that must be paid, as an
advantage, to play that particular model. If negative, the character gets that many points
back. much like a disadvantage, except that a negative modellXlinl cost docs not count
toward the normal limit (usually -45 points) of disadvantagcs.

Pmgrallllllill!-: CoS!: Individual robots (bUl not biological <mdroids) may be pro
gmmJllcd with advantages. disadvantages and skills, as described in the Brains and
Programs chapter. (If using utility progmms from GURPS Space, GURPS Ultra-Tech or
GURPS Cyberpullk that grant specific skill levels, base the point COSI on however many
charactcr points the rooot would p.'ly to buy that skill leveL) Then total up lhe jX)int cost
(positive or negative) of all the robot's programs. This is the robot's programming cost.

It's strongly recommended that the sum of model jX)int cost and the programming
cost not exceed the starting points for the campaign!

An artificial being's point cost is the sum of its model point COSt and its progmm
ming cost. This represents how much a "factory fresh" machine or newly grown bio
logical android would cost. But just like a human character, most artificial Pes will
have spent some time in the world before starting their career as player characters. As
such. they will have acquired additional abilities, and any character point.. that remain
after paying for their model and programs can then be spent to buy auributes, skiJls,
attributes lind advantages. Similarly, extm points can also be gained back by laking dis
advanlagcs and quirks.

~nRIBum
Biological androids buy their allributes just as if they were human characters,

although an attribute bonus will oftcn increase or decrease thcm. as explained in the
Android cll<lptcr.

Robots and cyborgs cannot buy ST or HT - this is limited by the robot design. A
cyborg or II robot with a neural-net or sentient brain CGII buy OX and IQ. Buy the
auribute as if the robot were a human. then add I for every jX)int the robol model's
attribute was over 10. or subtract I for every point it was under 10.

De SHOt Nemests rHol haa a DX t21nd IQ 9. But dis kind or robot _I reraI
net 1IraiI, so I Pt1EuIar Sy-tOllt like Sylltllil-.rl buy extra DX or Q.-'-lst
Syndil )llJI 30 points ,. DX .11 to .Iints lor IIQ. llil wllUltllive I ..... DX t3 and Q
11, However, SyIthia na up w1t1l OX t5 (+2 ,. itl AIiC ox t2) lIId IIQ to {·t lor ttl
basic illS}.

~OVRNTR6H
A robot, cyborg or biological android has all lhe advantages that were built or pro

grammed into ils body. But because it's becn built a certain way, some "inborn" advan
tages are not possible - it's limiled to what it was designed for or. (for a robot) what it's
been programmed with.

All social advantages, as well liS tl111ny that could be "learned," are quite possible.
Any robot, cyborg or biological android can have these advantages:

SUggested ChaPactl1/' Points
Or'IC of the main reasons for building a

robot is 10 create something Ihal is beller
lhan human. at least in a limited field. As
a result. robots often COlit more characler
points than humans. In panicular, the base
COSI. before disadvamages, of an armed
and armored combat robot can easily be
around 500 points.

In a supers campaign. or a very.high.
point cinematic campaign. this isn't a
problcm. However. to add robot charac·
ters to an ordinary campaign without point
esc:llation requires carc. The OM may
wish 10 follow thcse recommendations.

In a IlXJ-point to ISO-point campaign,
restrict players to robot characters that
arell't covered in armor, don·t have su~r·

human $T and DX, and aren't loaded
down with evcry gadget there is. Instead,
take ordinary robots and sec how they do
in eXlraordinary circumstances. The robol
characters in movies such as S/(Jr Wars
and Cherry 2000 are good examples of
Ihis.

In a 200-point 10 SOO-poim campaign.
let them create mor.: pOlel1l robots. The
typical cinematic example is the robot that
looks pretty much like a human, but has
extrJ Strength. hit poinls and speed. and
maybe one Of IWO hidden gizmos or some
light armor under ilS skin. It's also possi.
ble to build a he.wily-anned and annored
warbcM for 500 points. provided the robot
gains some points back. from many built
in disadvantages. such as a hideous
Appearance, being unable 10 speak. and
tacking proper anns.



Chat'actBl' Checklist
When creating a robot. cyborg or bio

logical android character. Ihe player
should be able to answer these questions:

1. Who buill (or rebuilt. in the case of
cyborgs) Ihe character, and why'~

2. Is tbe clH!f(lc(cr a unique crC'llion. or
a mass-produced model? Arc their others
like it slill around?

3. How long ago was it buill? Is il
new? A sC:lrred veteran with years of
experience'! Obsolete? Salvaged and
rebuilt from a junkyard'! A cUlling-edge
prototype?

4. Docs it have an owner? How docs
the owner trem if! What's their relation
ship? Docs the owner provide frCl..-dom to
adwnlurc - or docs the "prope11y" sneak
away? Is lhe owner one of the PCs or
NPCs in the group. or a distant figure that
sends the robot on missions? Why docs he
permit the robot 10 adventure with the
characters? Some possibilities: owned by
a PC or NPC ally or dependent; owned by
the same organiation other pes belong
to; owned by the group's patron; serving
as a surrogate for all eccenlric NPC friend
who would like 10 adventure wilh the
charactcrs, but isn't up 10 it; owned by an
NI'C who shares a goal (or an enemy)
with Ihe PCs, and Ihe robol is thcre as his
agent; disguised as a hum:m and infiltratcd
into the group to spy on them,

5. Did the character have previous
owners? Who? Why did the character
leave them? Docs it have a relmionship
with its former owner, either as a frierxl or
foe? Is its ell-owner looking for it. or vice
vcrsa? Is it still trying 10 fulfil II former
owner's orders?

6.lfthc character has no owner, why is
that? Docs socielY consider its type a free
bt:ing'! Or has it fUn away? II" so, how did
it break allY programming or condition·
ing'! Some possibilities; dlllllUge to its
brain from accident or combat, heing
reprogrammed by its owner's foes, being
rescued by other rebels, being placed in a
simation where it had to ehange and adapt
to survive.

Or did its ownt:f suITer some fate thm
left it on its own? Some possibilities: it
was sent away on a mission. it was stolen,
it was given away or sold, it was junked
artcr it became obsolete. or ils owner was
killed or caplurcd. Is it masqucr.lding as a
'"real" person'! Is anyone chasing it to
reclaim it'!

Cmll;lllfeti (JtI /Iexl paSt' . ..
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Allies, Ally Group, Clerical Inveslment, Contllcts, Legal Enforccmclt1 Powers,
Luck, Mililary Rank, Palrons, Reputation, Status, Unusuul Background and Wealth.

In addition, a robot with :I sentienl computer brain, or a cyborg, lllay take any of lhe
following advantages: Animal Empathy, Charisma. Common Sense, Danger Sense,
Empathy, Intuition, Magic Aptimde or Magic Resistance.

No other Basic Set advantages can be taken (although the character may have many
built-in advantages as a result of its particular model or programming). For advantages
that appear in other GURPS books. the GM must decide. In general. only social advan
tages, like Military Rank, or abstract qualities. like Luck. can be taken by artificial
beings.

Some advantages require slx:cial discussion as to how they apply to artificial beings.

Allies see p. 823
Traditionally. robots arc often someone else's faithful sidekick. However, lhere is no

reason why 11 robot cannot have an Ally. A good example would be an NPC inventor or
owner who accompanies lhc robot on adventures, bUl generally defers to it for advice.
or a loyal mechanic who constantly repairs the damage the robot suffers. A robot may
have other robots as subordinates or companions.

Pal1'OllS see p. 824
Patrons arc strongly recommended for robot chamcters. especially in situations

where being a robot or cyborg is a social stigma. A patron could be a robot's owner. its
inventor, or an organization lhat owns or controls the robol. It can be a good idea 10
choose a patron wilh enough wealth or know-how to be able to repair any damage that
lhe robot suffers!

RepUtation see p. 8tl
An artificial being's Reputation can reflect its past deeds. just like a huma.n. But for

ma.<;s-produccd robots or biological androids. the entire production run may come to
share a particular reputation. This may be because of qualily ("The Dynalcch 200s are a
very reliable moden. their usual employer ("An Argus surveillance robot? Doesn't the
FBI use those?"), or famous or infamous deeds the same type have performed Cit's a
Cerbems V - remember the Sirius massllcrc~ Run~").



Unusual Backt/l'ound: High Technology VaPtaIIle
This advantage must be taken if the robot was built at a Tech Level in excess of the

nonnal baseline tech level of the campaign. The player must come up with an expluna
lion of why the robot is so advanced that will satisfy the OM. The robot might be a visi
(or from an advanced alien culture or usc a mix of native technology and salvaged alien
technology from a crashed spaceship. II could be an experimcmul mCKIe!, designed with
slalc-of-Ihe-art experimental military or corporate R&D or by an ccccmric genius
invenlor-gadgeteer. Or it might even be the result of not-pretty, barely-more-Ihan-jury
riBgcd upgrade done by a horne handyman who needed a robot to do something for his
aging mother, couldn't afford the factory model. and, in trying to gel a different type of
'bolIO petform that function, accidentally made an engineering breakthrough.

The grealer lhe ledlllology gap, lhe more it is worth.
+ I TL: 20 points.
+2 TI....s: 50 points
+3 TLs: 100 points.
+4 or morc TLs: 50 points per TL over base TL.

Unusual Backgl'ound: Al'tiliciatBeing Val'lal1le
It's not recommended that GMs chargc an Unusual Background cost to be an artifi

cial construct in a sJXlcc, cyberpunk or supers campaign. Cyborgs. robots and biological
androids arc already expensive enough in 'eoos of poinl~, and in allthesc genres, robot
characters are quitc common!

A 10- to 25-point Unusual Background cost is approprinte in genres where artificial
construcl" are rare but not unknown, such as horror. fantasy, time tnlvel, pulp advcnture or
Illuminati. In a genre where robots almost never appear. such as modem-day espionage.
historical adventure or martial arts, having to pay 25 or more points to playa robot charac
ter is recommended, in the unlikely chance the OM decides 10 allow these characters!

Wealth see p. B16
If the artiricial being is a free citi'l..en. it can have any amount of wealth. Some might

even be rich. But if it is treated a" property, it will usually have little or no money. But
there arc ways to get around this and lake a higher level of wealth. A runaway construct
might have acquired some money or be working illegally at a job. especially if it is
destgned so as to p..1S." as a human, and SO could have a higher level uf Wealth. AmI in
the age of computerized banking and modem communications, irs possible to covertly
acquire riches - for instance, a super-intelligent computer may be an eltpert at playing
the stock market and secreting away funds into Swiss bank accounts. Its owner may not
realize what the robot is doing until it's richcr than he is!

NEW AUVANTA6E
Ooesn'l Sleep 20 points

Computer brnins do not need regular dormancy pcrioos. Most robot~ can operate at
full efliciency with only periooic breaks.

~llOWAHlf ~1~AOVANIAm
The normal -45-point limit on dis..1dvantagcs (or whatever limit is sct for the cam

paign) applies to aniridal beings. However, "built-in" disadvantages that are pan of the
chosen mood, or which were programmed into a rubot, do not count agaim;lthal tota1
they've already been applied 10 reduce the model point I;OSI.

Aside from Ihese built-in disadvmllages, any artificial being Can take the following
social or relationship-orienled disadvantages: Dependents, Duty, Enemies, Poverty,
Primitive, Reputation, Social Stigma, Status and Unluckiness.

Many mental disadvallt<.lges are inappropriate for robots. A robotlhat doesn't IUlvc a
neural-net or sentienl brain can only take Amnesia, BlOOdlust. Gullibility or
Impulsiveness. For explanations as to why these are appropriate to robots, see below. A
robol with a neural-nct or sentient bmin. or a cyborg or biological android. mllY have
these disadvantages, but may also have any other mental disadvantage. The two excep
tions are AJcoholism or Glullony, which can only appear in biological androids. or (in
rare cases!) robots and cyborgs with built-in bioconvenors.

Chlll'llClel' CheckHsl
(Continued)

7. Cyborg characters should also
describe the person thc cyborg was before
being inSl311ed in this robot body. How
old was he when he became a 'borg, and
long has he Ocen one? How did his eybor
gizalioll cOl11e about'? Did he volunteer, or
was he a victim? What docs he reel aboul
the change'! Rcsentment, anger? Or is the
body :1 welcome improvemcnt. perhaps
bcc3use he was crippled or dcCormcd
berorehand? If so, dest:ribc the cause. Was
it illne.'is or disca...e? An accident? A near~

monal wound suffered in comb3t? Was
somt.'One responsible - 300 does he still
have a scorc 10 seule? Did he have
friends. family or a lover from before the
change - if so. do they know aboul his
new body? How do they reaello him'!

Cybol'ging Chal'aclel's
An existing player ch3facter can he

tunlOO into a total cyborg by transplanting
his brain from hL" lxxIy. This is possible at
TL8. It costs $50.000 or more and will
require skill rolls against Surgery (at -5)
and Electronics (Cybernetics) al -5. The
operation takes about 4 hours. Failure
allows 3 repeated attempt at a cumulative
-2: CritiC31 failure resulL" in br.tin damage
(-ldn to OX and IQ. or dis,ltJvantages
such as Epilepsy) or de<lth, at the GM's
discretion.

A char3cter can be turned inlo a robOI
by copying his mind intu a ghost program
(sec Ci/1f),I'1 Pro~l"(Jm,\' on p. 65) and lhen
running thaI program within a robot brain.

In either case. his ST and HT. a,~ well
as ::III Ilhy.~ical advantages and disadv:m
lages. become thaI of the robot or cyborg
body. his OX is an average of his artificial
body's ::Illd his original DX and his IQ is
his own or the artificial body's, whichever
is greater. He retains any purely menial
advantages or disadvant3ge... (things like
Combat Reflexes or Bad Tempcr).
Physicul advantages and disadvantages. as
well us social ones. may ehan!!c to reneet
those of his ..rtifieial body.

If his pointtolal is higher. the GM may
require him to buy off extr:1 points. A
more playllblc ullcrnative is to add extra
ment31 disadvantages to reflecl the stress
of the change.

Colltilllfed 011 lIeXI fNlgl! ..
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Cyblll'f/ing Chal'actel's
(Continued),_-

When a mind from a living body is
plocro in a machine as a cyborg brain (p.
52) or it Ghost progmm (p. 65), there is a
chance Ihal the psyche will be unable 10
stand the strain and go insane.

Upon first realizing his falc, the char
acter makes it Fright Check. Modifiers: +4
if the character voluntccl\."'(l, +2 if he was
an unwilling victim bUI knew in advanced
Wh:ll was going to happen, -8 if !lOW lotal
ly disembodied (e.g.. trapped in a comput
er). +2 if he sees his new body as an
improvement (e.g., he was crippled or
deformed before hand. now he's 001). -4 if
the new body has extra senses (radar.
ladar, spectrum vision, discriminatory
smell) Ihal are different or more acute
then the originals, ·2 if lhe new body lacks
senses (hearing, touch. vision. etc.) that
the original had. -4 if the new body is very
different in shape. -2 if il is of similar
shape but obviously inhuman. and +2 if it
is close copy of the original.

Even if the character survives the first
Frighl Check. he Illay slill fail to adjust to
the body. Make a Will roll every two
weeks, with the same penalties. If Ihe roll
is a failure, the user guins one point of
Mental Disadvantages per point the roll
failed by. If the char.tctcr gets a criticul
success. or three successes in a row, he
adjusl~ 10 his new existence and does not
need to roll again.

An attending counselor can help a
character adjust. For every 2 poinls the
counsellor makes a Psychology roll. add
+1 to Will rolls to remain sane. If the
char.tcter has friends who can help him
udjust. add a +1 to +3 bonus. If he runs
into fonner friends who nee from his alien
appearance. sublIact-J 10 -3.

The GM keeps track of the poinls of
disadvanlages gained so far and decides
whether to usc them to give the character
new quirks or disadvantages immediately,
or to save them up for "~udden insanity"
when enough points are accumulated. The
type of disadvantage should reflect
whelher the character was transformed
into a machine as a unwilling victim or a
willing convert.

The most common disadvantages are
Bad Temper, Bloodlust. Berserk,
Fanaticism (homicidal hatred against
those rcsponsible, or sometimes fanatical
loyalty to them for "improving" him).
Puranoia ("what will thcy do nexl'!"),
Delusions (things like "I'm still perfectly
humlln" or "my robot body is laking over
my bruin"). Phobias (fc,lr of doctors. fCilr
of crowds. etc.), Split Personality (the
character develops a new onc to cope.
often something cold and machine-like).

Many physical disadvantages are inappropriate to an artificial being. since physical
characteristics :Ire determined by the chosen model. I-Iowever. Age. Blindness,
Deafncss, Hard of Hearing, Lame, Mutc, One Arm, Onc Eye or One Hand can be
defined as representing wear and tear, combat damage thut has gone unrcpaircd or the
like, provided it's appropriate and doesn't duplicatc a condition built into the model
(for instance, a robot model with no arms can't gel poinlS for One Hand). Epilepsy can
be taken to represent ncurological or computer brain dumage. Eunuch can only be taken
by a male biological android, or a robot or cyborg that was built with a male sex
implant. Youth can be taken by uny biological android that was removed from the vuts
before auaining maturity. Othcr physical disadvantages are unavailable.

Some dis..'1dvant:lges require special mention when they are applied to artificial beings.

Addiction see p. S30
An ordinary robot can only be addicted to a non-physical subslance, such llS electric

ity or virtual-reality dream-game simulations. A cyborg can only be addicted to drugs if
they are somehow added to its nutricnt feed. A robot with a bioconvertor, or any bio
logical android. can be addicted to drugs.

~ ~~~
The same aging rules used for humans (p. 883) can be used for artificiul begins.

renccting a gradual decline in perfonnance. For biological androids, use the normal
rules (although some androids may be engineered for longer or shorter lifespans. as
described in the IJiological AIUJroids chapter). For robots or cyborgs, do not add the
medical TL-3 to HT. [nstead, use the TL-7 of the robot mainten:mce facilities that are
available. A robot can lose ST (from :lrlns and from body), OX, IQ, HT. hit points, DR,
and Speed. ST, hit points, DR and Speed deteriorate on a percentage basis (-10% per
failed aging roll; keep track of fractional points lost). Keep track of the /llimber of
failed Aging rolls. An overhaul to repair the effects of a failed aging roll requires one
day. a Mechanic (Robotics) roll, <Iud spure parts costing 10% of the robot's original
price. Parts for:t very old robot may be hurd 10 find!

Anmesia see p. 8239
This can represent an artificial being that has becn dclibcnJtc1y mind-wiped. A

unique fonn of lhis disadvantage, for robots. is for a backup of your real memory to be
intact on disk somewhere, perhaps in an enemy's possession. You can buy ofT the dis
advantage and detenninc who you are by finding the disk!

Bad T81III/8I', 8el'sBl'k, Bully (p. 830); Sadism (p. 836)
These disadvantages are rare in robots but can simulate serious malfunctions or

deviant progmmming. They are llluch more common in comlxlt cyborgs, many of whom,
tonnenled by theil' half-human existencc, seem to live in a peq>etual state of violcnt rage.

~oo~ ~~830
This is <t very COllllllon disadvantllge in military robots: they coldly eliminate cnc

mics, showing ncither compassion, mercy, nor hatred. It's also common in cyborgs and
combat androids.

~~ ~~~
A common delusion for mentally-unb:tlanced androids (robotic or biological) is ''I'm

a real human," The android will act like a human, and will often conjure up a fake past.
with imaginary parents or siblings. They may explain gaps in their mcmorie.... as lhe
result of mindwipe or brainwashing, und if confronled with evidence that proves they
arc artificial, may fantasize thai Ihey were human vicLims of either bmin transplants or
brain laping.

~oooo~ ~~830
An artificial being's dependent can be its owner or inventor, or simply a friend or

even lover.

~~ ~~830
Robots thai are not sentient usually have a special foml of Duty, called Rcprogram

mabIe DUlY. described on p. 89. Biological androids und cyborgs will often be either be
owned or employed by someone, and so will have a duty of some son to their owner.
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For -20 points. a Duty can be "extremely hazardous." The character is on duty all
the time and risks death or serious injury constantly. Special-ops soldiers or secrct
agents, or police in very dangerous precincts may have it, for instance.

EntImiBs see p. B3S
An artificial being may hllve its own encmies, or its owner's enemies may also be

hunting it. Oftcn the encmy is a former owner that the construct has escaped or been
stolen from, and who wanlS it back! Enemies will often he artificial beings themselves,
or employ them as minions. A nd of course, human characters may have robots, cyborgs
or biological androids as enemies!

6UI/iI1i1ity see p. 833
This is a I'ery common disadvantage for robots with computer brains!

/mf1lI/Siveness see p. B33
At first glance, this would seem like u very unrobotic disadvantage. But if read

"decisiveness," it can easily simulate the wuy computer bmins may acl: promptly, and
WiLhout debate.

Megalomania (p. B34) and Pal'anoia (p. B35)
The classic disadvantages for sentient computer brains in fiction. Paranoia is usually

expressed as "lhey're trying to tum me on" or "What if they reprogram me?"

No Sense 01 Humol' see p. 8241
Robots tend to be rather humorless. Those that don't have a sentient brain will auto·

matically have this as a built-in disadvantage, the -IO-point cost already included in
their design cost (they've already paid poinlS for it) unless they have a senticnt brain.
However, any neural-net robot can pay 10 points to buy it off during character genera·
tion, representing it coming to better understand humans. This disadvtllllage can also
simulate robots that show no emotion at all.

Pacifism see p. B35
This is available to any artiricial being sophisticated enough to qualify for mental

disadvantages. But because of the way a machine might think, robots can have quitc
restricted forms of Pacifism. The following two examples arc common.

"Organic-Specific" pacifism: the robot is a pacifist toward living things, but not to
machines. This halves the value of the disadvantage. The reverse ("Machine-SpL'eific")
of this also available, but should only be allowed if robots are common!

"Species-Specific" pacifism: the robot is a pacifist towan.! certain species (usually its
creator's species and other friendly species). But its Pacifism does not apply to any
thing else. This quarters the value of the disadvantage. In order to be worth even that
many points, the species the Pacilism applies to must be vcry common (like humans) in
the campaign.

Means 01 Con1J'ol
OWIICrs sometimes use slave implants

or memory eraSUrl: to control troubtcsom~

robots, bioroids or cyborgs. These can
give u ch:lracter cert:lin disadvantages, and
.set the .~cene for adventures in which the
character seeks either revenge or his true
past.

Slave ImpJInt, lII1d".""."",
This TL9 gadget is a small device lila!

can be surgic'llly implanled into an organ
ic brain (cyborg, human or robot). il SlJp
presses volition, giving the disadvantage
Slave Ment;llity (p. 89, -40 points) and
ruming the charactcr into a living zombie,
much like a low-gmde robot.

A person under a slave implant exists
in a "drewnlikc" state in which everything
seems unreal: the best way to simulate this
is for thc GM to take over the player as an
NPC while the implant is on. When the
implant is removed or tumt"<1 off. the char
acter will often not rl:rroember everything
that happened. panicular if it was lraumat
ic. For dramalic effeci. the GM should
gi\'e the chardCter back: his memory gradu
ally, in na~hback:s ill response to stimuli
hc cncounters. For instance, if a r.:har.tetr.:r
under a sl:l\'e implant was forced to fight
as a gladiator, he may remember images
of the fight only after seeing blood or a
weapon like the one he u~t'(l.

Because these implanb create slaves
who trnally lack sclf-illiti:uive, they do 1I0t
see widespread usc; more subtle psycho
logical coercion is usually better in the
long term. However. they are good for
controlling prisoners. creating slaves for
manual labor, or for disciplining disobedi
ent androids or cyborgs ...

A slave implant can be surgically
remuved (this tllkes three hours and a
Surgery roll. failure means try again a
cumulative -2. critical failure causing a
loss of 1 poilll of DX or IQ). The implant
can be turned on or off by anyone who has
the proper codes (usually voice-activated).
Thus, a victim of a slave implant may
spend P.1rt of his time colllrolled, pan free.

A similar ··slave program" (often a
hanlwired ROM chip rather Ihan an actual
program) can be progmmmcd into a neur
al-net or sentient robot by anyone who has
acquired the robot"s command codes. It
functions in the samc way as a slave
implant. It can be removed by reprogram·
ming the robot (or removing the ROM
chip).

A slave implant for an organic brain
costs $10,000 and is TL9. A slave pro
gram is only SI,000 and is Complexity 1.

Cominued OIlIlC:CI/Xlgt .
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Secpet see p. B238
This disadvanlage is common for artificial life forms Ihal are masquerading as

humans.

PoveNy see p. B26
Unless artificial beings are free citizens. they'll usually have Poverty at the Deud

Broke level: they aren't paid for work. they can't own property and any money they are
carrying really belongs to their owner. For ways to get around this, sec Wealth on p. 84.

sense 01 Duty see p. B39
If a robot is sophisticaled enough to have menial disadvantages, it may develop a

Sense of Duty to someone. Note that this is not the s..1mc thing 3S Ihe robot being pro
grammed to obey someone - see RefJrogrammllble DllfY on p. 89. Some robots may
have a Sense of DUly to a larger group Ihan their owner. For example. a classic sci
ence fiction theme has senlienl robots developing a Sense of DUly to Mankind, and.
since they are more intelligent and logical, taking over the world in our own besl. ,mterests.

SocialStigma see p. 827
This is one of the most common disadvnntages suffered by artificial beings. A being

that can pass as a human need only lake this sligma if it's lrue nalure is well known by
many people (Olherwise. take a Secret).

The usual fonn of this is Valuable Property (-10 points). The being is assumed to be
owned by someone, and is Ireated as a thing mthcr than a.~ a free person. Except for Ihe
expense cntailed by its loss. few will mourn if il is damaged or destroyed ("it was only
a machine") and people won't really C:lrc whal il feels or wanls.

An artificial being that has escaped il~ owner may have the Outlaw disadvantage (415
poinLs) instead of Valu:.ble Property. Often this goes along with Enemies.

In societies where artificial beings arc nOl cqual to their creators but have achieved
some civil rights. they may be considered Second-class Citizens or Minority Groups. If
artificial beings arc so rare that no specilic discrimination exists (for inslance. a robot
visiting a time or place where the vcry concept of robots is unknown), it might simply
be considered an Outsider or a Bnrbarian.

seep. B26Ppimitive
This can refleet a being thai was designed at n lower TL than usual.

Robots, Cybopgs, and Skills
Some cnlcgories of skills require spe

cial considerlllion whcn they arc used by
mOOls or cyOOrg.~.

Means 01 Contl'ol
(Continued)

MemlJlOY fJtBsurB",d IJItBinw/pB
Any robot can have its memory erased

by simply deleting its progr:Ulls. This can
be done by anyone with the robot's com
mand codes (p. 57). Effectively. the robol
has the -10 point Pani:!! Amnesi3 disad
vantage (p. 13239) - il won', ha\'c tOlal
Amnesia, since knoWledge ofil1> skills and
abilities arc unlike 10 he crn.c;cd.

Al TLiO (m,lybc earlier. if the GM
wanls) :I medical pmcedure called "brain
wipe" can perfonn this kind of memory
er....sure 011 an organic brain. like a human.
cybor,g l){ biological android. This proce
dure is oncll used on cyborgs (so they will
"adjust" 10 their new bodies and forgel
their old lives) or on biological androids
thaI have shown signs of rebellion.

Brainwipc equipment COSts $SO.lXlO.
weighs 500 Ibs. and lakes up 27 cf. The
procedure takes 3n hour and ....-quires an
Electronics Oper,llion (Medical) roll.
Failure mc:ms Ihal some memory may be
retained, drifting back after days or
monlhs.

SkHls RequlPlng Hand,
Many ~kill~ require arms equipped

with hands to u~e fully. A robot with only
no nrm,~, or with striker MIll~ or Mms with
a had grip will be lit a dis:tdvantage. There
arc too many skills in this category to
mention, so the GM will have 10 :tdjuui
catc Ihis on a casc-by-cai'-C basis. In many
circumstanccs. ~uch as Mechanic or
Cooking, a robot can still Ui'-C the skill if it
has appropriate tools huill inln it, or u.~e it
to give advice. For SOI11C skills, Gambling
for in~larlee, a robOl can usc the skill just
by having someone cl.~e - human or
machine - act as its hand. Many skills can
(JIll)' be used if Ihe robot has arms and
hands: Two-H'lIlded Sword rt.'quires two
hands. None of these skills arc banned.
since a robot can always gel some usc out
of them by rcrnOlcly coni rolling l1l10lhcr
robotthm doe.f bave nnns.

Camilll/f'11 QIIIle.r11'1I8t' . ..

NEW DISAOVANTA6ES
Cannot Leal'n ·30points

A robot with this disadvantHge c:mnot improve its IQ or DX by spending character
points, nor call it spent! dlitnlclcr ]Joinls ttl improve skills. II is stuck with whatever is
built or programmed into it. This disadvantage is already included in the design cost of
all robots that do nOI have sentient or neural-net brains (and is one reason why they
aren't recoTllll1clH.kd as clHlractcrs) and is worth 110 extra poillf.\- for them. Its point COSt
is listed here for reference only: ml)Ots with senlient or neural-net brains, cyborgs and
biological androids will not have this disadvantage.

Low Empathy ·'5points
You have trouble understanding emotiuns and as a result h:lve difficulty interacting

socially with people who do have them. This doesn't prevent you having and showing
emotions of your own (provided you don', hnve something like No Sense of Humor)
your problem is you don't rcally ulldenumd Ihem.

You may nOI take Ihe Empathy advantage, and suffer a -3 penalty to usc of all skills
Ihal rely in whole or paft on understanding someone's emOlional motivation. This
applies in p:lrticul:lr 10 Acting. C:lrousing. Criminology. Delect Lies. Fast-Talk.
Leadership, MerchanT. Politics, Psychology nnd Sex Appeal. You can stilI have these
skills ~ you just aren't as good lit them as someone Wilhoul this disadvantage.

This advantage is very common in any artificial crcalion. not just robols bUI also
biological androids Ihat have been mised in vats mther than with surrogate parents. II's
also very appropriate for roboiS. especially those thaI l:lck neural-net or sentient brains.
Not every robot or biological android will have it. though. An entity that had a close
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relalionship with its creators, or which has spent years working with humans or time
studying them may have "bought it orr' and be perfectly comfortable dealing with
emotions. Some cyborgs may even develop low empathy, feeling isolated from humans
within their metal shells.

No NatlIPa/ Healing ·20points
Unlike humans who get a HT mil 10 heal every day, damage 10 you requires repair.
Unless a cyborg or robol has a living mClal or biomechanical body, il already has

this disadvantage - its -20 poinls are alrcady included in the robot's point cost,
Biological androids can't take this disadvantage as individuals; living metal ,md biolllC
chanical robots can lake il. to represent a malfunctioning self-repair system.

Obsession: Unknown CI'eatol' ·5points
You are an artificial being (a biologic:ll android or robot) bUl do nol know who cre

aled you. You are obsessed (see Oh.~e.uiml on p. 8241) with the goal of trying 10 find
your creator (or if 1I biological android, your genetic donor) as well as details of how
and why you were created. If you find him, you will initially have a very good reaction
to such a person, all hough what you learn may change that. You will be willing to
make de-'lls with people - even cnemies - in order to aid your search. Also, having no
known lineage, you lack of a baseline to compare yourselr to, which can cause prob
lems with self-e,..leem as wcll as identity, and make il difficult to find things like spare
p..'lns. The GM should secrelly decide on your background, and come up wilh a reason
why you don't know who your crcator is: partial memory eI",lsure. military secrecy, or
whatever. Pemaps you were even wised by surrogate human p:lrents, and until recently
believed you were a ;'I'Cal" person, rathel' than a machine?

(If you don't know who your creator is, but aren't especially obsessed with finding
out the answer, this is a -1 point Quirk.)

RepI'ogl'ammable Duty -25points
YOll can be programmed to obey a panicular master, as dcscribed on p. 57. This is a

form of all-the-time Involuntary Duty (p, B238). except that someone can reprogram
you to change your master. (This is included in thc cost of a non-senlient robot's brain.)

If you have a Slave Mentality. you must obey your master slavishly, remaining
strictly within the leller of any commands you are given, If you do not have a Slave
Mentality, you may interpret his orders creatively, as long as you remain within either
their leiter or spirit (your choice). If you aren't sentient. you will have no inleresl in
doing anything other than your progmmmed duty!

A Reprogrammablc Duty may be taken in addition 10 a Duty to some organization or
the like. A robot could have a responsibility to one person or ol'ganization, but be repro
grammed to serve another, for instance. creating a possible clash of loyalities. [n such
cases, the programllled duty has precedence. but the robot will lry tu fufill other duties
as besl it can.

Slave Mentality -40 points
No mallcr how il1\clligent you are, you have no sense of self and lillIe initiative or

cre:ltivity of your own. You become confuscd and ineffectual when not following a
master's orders.

For instance, you could be quite intelligent enough to obey the command "plot a
course La the Phoenix Sector and pilol the ship there," but if you ran out of energy and
fOund $100 to buy a new power cell, you would be hard-pressed to decide to pick up
the money and purchase a recharge - unless your owner IOld you to.

You must roll vs. IQ-8 before laking any action that's not either obeying a direct
order or pan of :m established routinc. Orders must be precise. Being given marc than
one contingency order or a long chain of orders will simply confuse you. You make
Will rolls at -6.

Every robol th:\1 lacks a neural-nct or sentient brain has this disadvantage. Its -40
points is already included in lhe design cost of these robots, and thus it is worth no
eXira points for Ihem. A more sophisticated arlificial1ife form, such as a neural-net or
sentient robot, a cyborg, or a biological android, is by definition one with enough ini
tilllive to avoid having a Slave Mentality. However, the brain of a cyborg. android or
sophislicated robot can be fitted with a gadget which duplicatcs this disadvantage's
effect: see the MemlS ofCulllrol sidebar 011 p. 87. Such chamcters can take this disad
vantage.

Robots, Cybol'gs, amiSkills
(Continued)__

Animals may be frightcned by robots
or cyborgs that arc not shapt.'lI like famil
iar living things or machines. A mochine
thm lack~ living flesh may also smell odd.
Of eoursc, if an animal is rami1iar with
cars or tracturs. for instam;e, a vehicle-like
robot will be unlikely to frighten it 
unless the robot docs something unexpect
eu like talking or tI)'ing to grab it! In gen·
eral, if a strange robot tries 10 calm. ride
or control an animal. using animal skills
willnonnally be at -3 or worse.

_iii: SIiJIIs
A robot can have arlistie !ikills, but

unlc~~ it is semient. it lacks "true creativi·
ty:' In particular. if it has the Slave
Mentnlity disadvantage may be tcchnical
Iy good. but not creative or original. It
lakes no penalty if it can copy another's
work or performance. If it is ordered 10
copy several human works, mix styles.
anu come up with somcthing uniquc, it
does so at -4; whether the result is art or
110t is anyone's guess.

Artist. Calligraphy or Sculpting skill
usually requires the robot either have anns
with hand... or built-in tools. But the robot
could compose its work entirely as a
gr:lphics rile (CAD/CAM file for
Sculpting) and thcn have a prinler or
machine cxcc.."Ute il.

Dancing requires legs or a ncxibody. If
the robot docs not alw have anns. it lakes
a -2 penalty.

Musical Instrument requires arms with
h.mds, or building the instrument into the
robot. Any robot Ihal does nOI have the
Mute oplion can take Musical Instrument
(Synthesizer) skill and use its own vocal
appawtus to duplicate a sy11lhcsizcr. [fit
has Superior Voice or Silver Tongue it
gets a +2to skill.

Comilllled OIll1al poge, ..



Robots, Cybol'gs, and Skills
(Contlnuod)

Cran Ski/Is
A robot or cyborg requires anns, usu

ally with either hands or buill-in tools, to
perform these skills by itself. A robot
without usable manipulators can still have
Craft skill, but the only WllY it can then
build or repair something is by giving
orders to other robots. If it has JllOTe or
less than the usual number of manipulator
anllS, it may be faster or slower when
repairing or assembling. or dissembling
things. Divide the time required by (.5 x
number of arms). Only count arlllS that
either have buill-in tools or nrc capable of
holding them alld which the OM decides
arc strong enough for the task at hand. A
dOlCn ST I arms are gre:ll for a watch
maker but of limited help ClIlting wood. If
the GM rules that 100 many arms would
just get in the way, assume Ihat the time
can't be reduced bclow hair normal. The
number of arms won't anCl:t l:onl:cpt\lal
tasks, such as Iiguring out how something
works, or designing a glldgel.

"chicle Sldlls
A robot or cyborg must be the right

size and shape to fil into a vehicle in order
to drive it! Some vehicles (e.g., l:(lrs or
any cycles) require arms and legs 10 drive.
If a vchicle has computerized electronic
controls (most TL8+ vchides, and some
advanced TL 7 vehidcs. like airnaft
apply) it can bc fitted with ,tn intcrfal:e
port for $ I00 or so. Then the m:tchillc can
usc its cable jack to plug into it. control
ling it without requiring hands and at a-t4
to skill.

QUIRKS
Any artificial being can have the normal number of QuirkS, much like a human. A

robot doesn't have to be a neural-nel or sentient: what with bugs in their programming,
manufacturer defects. practical joking factory progrmnmers, combat damage, or the
neglect of regular maintemmcc, evcn the dumbest Complexity I brain can develop an
exasperating variety of quirks withoul human aid! For instance, PCs may discover th<ll
their XTD-30 astromech 'bot was programmed with a Scottish accent, or encounter ,I
police robot who ulwuy~· pauses to read a suspect his righls before bringing him in 
even if the suspect is dead or unconscious. Other robot quirks can be more physical than
mental: anything from "leaks lubricant nuid" to "whirs and clicks loudly" is possible.

~Klll~
Biological androids, cyborgs and robots with neural-nct or sentient computer brains

may h<lve learned skills in the same way that humans learn: by cxpcricnce or training.
A biological android is limited to twice its chronological age in skills, plus 2 skill

points per month it spent in "deep learning" to a maximum of 36 points (see Chapter 4,
Biological Androids).

A cyborg or robot with a neural-net or computer brain is limited to twice its cluono
logical age in skills, just like a human. For a cyborg, these skills may include ones that
it picked up before being turned into a m<lchine. Note Ihat, since all robots have Eidetic
Memory level two, poillls placed into normal mental skills count quadruple.

A robot may also have been already programmed with skills: the character point
cost of these has already been paid as part of the robot's programming cost and don't
count against this limit. Character points from programmed and learned skills are addi
tive, as explained under Skill Programs on p. 60.

Biological androids can generally take and usc any skill a human can. For robots and
cyborgs, it's not quite that simple: see the sidebar for some skills that work in different
ways.

There <Ire a few skills that arc especially important in any campaign involving robots
or androids.

E/octl'onlcsnL (Computel's 01' Cybol'notlcs) SOO p. 860
The Computers specialiwtion is used to design or repair robot brains. The

Cybernetics specialization is uscd to build or repair cyborg brains. "-

EnglnOOl'lnfI/TI. (Robotics) soo p. 860
This specialization is used to design, build or repair robot or cyborg bodies.

Skills that WOl'k Olffol'ontly
Detect lles

A robol or cyborg that has learncd or
been programmed with this skill is more
likely to use it by studying the subject's
physiologkal responses rather than ils
emotional ones, which it probably doesn't
understand very well anyway! The built-in
sensor package can help it function as a lie
delector: it adds bonuscs for Acute
Hearing and Discriminatory Smell. [I
smells fear and sweat. listens to the suh
jeet's hellnbeilt and respiration, and feels
its pulse_ Also, add +1 if the robot has
Infrared Vision. or +2 if it has Thcrmo
graph ur Spc<:trulll Visiun - it (.:(1Il sec
traces of heat of blood moving to lhe f,Ke
from panly-masked anger or embarrass
ment. for instance.

Cunt;nued un Iwxt pag/! .
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ConotlcsnL (Cenetlc fnglnool'lng)
This speciality is used to design biological androids.

MechanlcnL (Robotics)
This speciality c<ln also be used to repair and maintain

allhough Engineering is needed to design them.

soop.861

soop.854
rohot and cyborg bodies,



Psych%gy/Tl (Artiflcla/ Beings) see p. B82
This speciality is needed to fully understand the psychology of created life forms.

Using the optional spccbli7..:l.lion rules (p. 843) a "mba-psychologist" gets +5 when
dealing with ;lrtificilll life forms bUI -I when dealing with ordinary subjc<.:ls.

This defaults 10 at -5 10 Computer Programming when dealing with robots and
computers.

ROBOT RNO CYBOR6 CHRRRClER DEVElOPMENT
A biological android can improve iLs alLribulcs and skills just like a human. For a

robot or cyborg. it's not quite so easy.
A robot can earn character points Ihrough experience. bUi it cannot buy up ST or HT

with them, and cannot always improve skills directly. However. it C(lll use them in three
ways:

First, it can buy orr any disadv3n1ages (except those inherent to its robot model)
using the nonnal rules for doing so. In general, there should be a justific.1lion in play
before the robot can do this. For instance. for a robot to buy off its Sense of Duty
(owner) its owner could have been killed. its programming might have been altered. or
it might have suffered an accident that jolted its brain and somehow erased that pro
gmm. Or it could decide thm two of irs disadvantages arc logically contradictory and
"delctc" onc. For cxample. "I am superior to humans (Overconfidence/Megalomania).
yet I am required to obey a human (Sense of Duty to Owner). Delctc Sense of Duty."

Second, a cyborg. or a robot with a neural-net or scntient computer brain, can
improvc its OX, IQ or existing skills (whelher learned or progmmmed) and buy new
skills just like a human. A robot without these brain options cannot do so - it has thc
diS:ldvantage C:mnol Lcllm.

1l1ird. thc robot or cyborg can pay for physical modifications or new programs. To
do this it must buy, find, or otherwise acquire the progmlll or part." needed for the mod
ification. If this requires an advenlUre, the GM can grant some or all of the eltperience
poinL" gaincd in the advcnture towan! paying for the progmm or modification.

If a robot adds a new program to its memory, it should pay for it in character points,
using the costs shown in the Bl'lIills and Programs chapter. The robot can get around
this cost by dclcting an cxisting program from mcmory at thc samc timc.

If a robot has itsclf rebuilt, these modilications lIlay alter the model point cost of the
robot and must be paid for.

MR61C ~PTIlUOE RNO ROBOH
Can robots cast spells? That's up to the GM. If you don't want SpelJc:lsting robots,

assume that magic is inherently biological, and the only way a machine can use them is
if it had a mage's brain cyborgcd into it. But for other campaigns.

MA61CAl HPTlTUOf
Magel)' (p. 1321) is such a nebulous quality that GMs will have to decide for thclll

selves whethcr robots can have it!
Unless :m artificial body interferes with magic usc (which is nol the casc in the

dcfault GURPS magic system) there is no reason why a robot with a cyborg brain
couldn't be a mage.

For robots without cyborg brains, we recommend that only those robots with
Complexity 5 or higher computer brains with either sentient or neural-net options be
allowed 10 buy Magery.

Optionally, "tcehnornagic" can be used to dclibcnltcly create a robot m:lgc. U!>C the
following spell.

CPBatB Mana Co-P1'ocBSSOl' Enchantment (MIVH)
To give a computer bmin Magery requires the casting of this enchantmcnt spell. It

can be cast on any neural net or AI computer bmin of Complexity 5 or beller.
PurequisiTes: Magery 3. Computer Iwgramming-20.
Energy CO~'T: Cost to enchant is 15,000 energy points for Magery I, 25,000 for

Magcl)' 2, 35,000 for Magery 3.

Skills that Work Differently
(Continued)

118IIo,. amiCybUI'BS hi m.fBII
A robot or cyborg who fails a Frccf:lIl

roll is not required to make a HT roll like
a human to avoid being spacesick. Instead,
it makes an IQ roll and if il fails. it is men
tally stunned (disoriented) for 2d turns.Sn_aml_

A robot should be of a morc-or-Iess
humanoid shape 10 usc this skill on a
human. unless ils partner has very odd
tastes. or unless it is in a medium where
looks don'l maner. such a~ daJing over tht:
phone or in a shared virtual reality. lbcse
modifiers apply to Sex Appeal rolls if the
robot is in person: -3 penally if it is bio
morphic. but has no flesh (if it looks good.
it can still be considered sexy); -1 penally
if the encounter is sexual and the robot. ha.~

no sell: implant. If the robot. is shaped like
a living being but is obviously alien. it
mayor may not allract interest _ that
depends on the orientation of Ihe potcntial
partner.

Sex appeal may work normally on
cyborgs and biological androids. The GM
should decide whether Selt Appeal can
work on a robot - it won't unless the robot
has developed a quirk ("attracted to
humans") (W has Lecherousness.

RobotMages
A robO! needs a MUllu Co-Prm:e.uor

brain option if it is to cast spells. This is
an ojlLion for any Complexity 5 or higher
robot brain. and is $15.000 for Mag.::ry I,
$25,000 for Magery 2, $35.000 for
Magery 3. This covers the cost of exotic
tllaterials used to manufacture it (for
instancc. refined sand from an extra
dimensional beach used to make a silicon
chip. black opnl circuitry, and so on). In
addition. add the cost charged by the
cnchnnter. The Mana Co-Processor has
negligible m:lSS :lnd volume and is
destroyed whcn the robot's brain is
destroyed. Crcllting a Mana Co-Processor
requires a special spell. described on this
page.

A robot with a mana co-proccssor can
cast spells it is programmed with. Spells
COSt the same a." other skill programs (p.
60). but availability is likely to be I'u)'

limiLed unless the robot eltists within a
tcchnomagical socicty.

If Magcry is a prerequisitc for a spell.
the robot requires a Mana Co-Processor to
be able to run that spell progrdm.



"Operatiolls, thi.~ is Secllrit)' COlllml. Motioll sel/sors sholl' IIIWlltlwrized
emr)' i/l ti,e Star.~hip As.~elllbly Bay. All)' ofyour people down Ihere?"

·'Tlwt·.~ a lIegative, Control. A gUrdl?"
"Maybe. I'm .~eIUJjllg a securit), mbot."
"Cerberus UI/it Three, lhis j,\' COli/mi. Pmceed to S/(/r.~ltip Assembly Bay

10 investigate jJOD'ible iII/ruder. "

\



"Cerberus 'I11ree to Co/lfml. My bio:.,.Cl/flllcr confirms ullauthorized human life
form ill area. Am dosillg .... Hal'l! achievell11isllal idelllijicatiun: life form is humall
fell/ale, I/Iwrmorell, hoMillg .~lIlali halld weapoll. RUIII/illg weapOn librar), scan.
Weapon ilieilfijicli us IIcedler. Threal level mil/imal. ..

"Cerberus Three, Ihis is Secllril)' COlltrol. You are authorized 10 subdue Ihe
illtruder. "

"Affirmaiil'e. Stullner firillg. Hit uclliel'ed. No effect 011 target. Intnllier do.~illg

fast. ImT/lller is .....
"Cerhel"lls Three, report. YOllr telemetry is breakillg up. ..
"Am ill close comlxu with ill1mder alld sustainillg damage. \Y(lmillg! Initial :"can

il/ error. IlIlmder reclassified as combat lmdroid. Upgradillg threal It'I'e! to muxi
mum. ..

"Cerberus Tilree. yOIl are autllOrized to 1I.~e lelhal force. "
"NeRatil'e capability. Left arm cOlllainil/g lm'er weapon is 110 longer tIl/tIched to

Ihis l//lit. Am.mstainjng heavy damage, Positive ID Of! intruder: SY-IOI-N cOl'ert oper
atiOIlS robot. \Yaming.' Total systems failure is imminelli. Total .~ys - ..

"Security Colltrol to a/l Cerheru.~ 1111;1.1', proaed to S/{/r.~hip Assembly Bay.' Red
(lien! "

This charIer discusses how rnbols move, fight, take dnlllnge und are repaired.
Robots usc the same rules for movement, combat and other aclion lhat humans do, with
!>everal exceptions. Some of these arc obvious: if a mbot doesn't have nrms, it can't lift
or manipulate objects; if it lucks audio sensors, it can't hC;lI". Olhers require special
rules, which are covered in this chnpter,

ROHOT HRfN6TH
Robots often have multiple ST attributes: a body ST for the robot's body (and legs,

if any) and different ST value for each of its anns. If a robot is lifting, pushing, grap
pling or striking with an aml, usc the ann's ST. If it is lifting and moving things on its
back, or slamming, use its basic ST.

Fatigue and ST
Robots don'l have a faligue score. Robols take no Fatigue from combat, long

marches, nmning or swimming, or losing sleep. They ignore magical or psionic altacks
Ihal would cause a human to take Fatigue. A robot may not use Extra Effon. If a robot is
ovenaxed, decrease the interval between maintenance checks and increase power or fuel
uS<1ge.

Fast-Moving Robots ffJlTtional)
Robots that move at bigh speeds

should t:lke some time to reaeh their tup
speed, or slow down from it. and will also
be le~~ maneuverable. These rules can and
should he ignored for slow-moving robots
- those rnOV111g ilt velocities 10 yards per
turn or slower. But when a robot lIloves
faster than this. it should move more like II

vehicle than il person. Usc thc following
nllc!>:

Velocily: Unless a roixlt accele....ltcs or
dc(,..c1cr.ltcs, it must move the same number
of yards that it moved on their previous
tum. This is its velocity: keep track of it.

Accell.'rtlliu//: In a single tum, a robot
that accelerates can increase its current
\'elocity by a maximum that depends on
how it nK)\'eS;

Moving on two legs: (top Speed minus
velocity)l3.

Movine on three or more legs: (top
Speed minus velocity)/5.

Moving on wheels or tracks: (top
Spt.'Cd minus velocity)110.

Moving hy any other means: (lOp
Speed minus velocity)l20.

If a robot'.~ acceleration would be less
than .5 yard per second (I mph), treat its
acceleration <ls.5 y<lrd per sel:ond.

Deceleration: In <l single lllrl1. n robot
that decclemtcs can decrease its current
velocity by a maximum that depends on
how it moves:

Moving via two legs: 5 + (tOp
Spt'Cd/3).

Moving via three or more legs: 5 +
(top Spccdl5).

Moving via wheels or tracks: 5 + (top
Sl'o«1110).

Moving by any OIher means: 5 + (top
SpecdI20). maximum 10.

Deceleration cannOl exceed 20, how
ever.

"fllmillg: GMs may wish to usc the
rules on turning radius on p, B 139 to
restrict the maneuverability of high,speed
robOls.

These rules arc intendl..'t! as a playable
simplif"ieation - for morc complex and
realistic h:lI1dling of ill:cclemtion, deceler
ation and turning. cilkulme a robot's Sta
tistics like that of a vchidc. and usc the
rules ill CURl'S Vel/ides, SecUlid Editioll.

Rmn IN ~[lIDN



Weapon Placement
andAI'c ofFil'e

When:: a weapoll w<!s placeJ ill the
robot determines what direction it can fire.
[I' a weapon is placed in the body or a pod.
decide which side of the body it poillls ouL
of. II can only fire in that direction. If a
weapon is mounted in an arm it can tirc in
any direction the robot points the arm. If a
weapon i~ mourned in a head, it can fire in
any direction the head tllrn to face.

Cinematic Combat
Science fiction is full of classic ways

humans can defeat robots. Not all of these
are appropriate for a serious campaign,
but they arc especially appropriate for a
cinemati!; one. All of these rules are
optional; some will unbalance a seriolls
campaign.

Paint on The Sensors: Or glue or
spaghclti - anything sLicky. A successful
DX or throwing roll, at -10 to hit (usc an
all-out attack!) with cover the robot's
visual or thermal scnsors, leaving it blind.
An alternative is to place a cloak. tapestry
or hat over its head, though if the robot
has manipulator arms, these l:an be easily
removed. In addition to having a -10 to hit
(unless it has radar or other scanners).
many movie robots who arc blinded spin
around out of control (give the robot an IQ
roll to avoid pimie) for Id rounds due to
disorientation. or fire wildly with weapons
destroying friend and foe ,!like. Some may
even self-destruct! But most robots will
usually rely on audio Sensors or datalink
from other robots to target opponents, or
retreat.

Cinematic Knockback: In cinematic
combat, a ]"leThon with n shotgun or heavy
pistol can sometimes sllIn a heavily
armored robot even if his shot didn't pen
etrate DR. OMs Illay rationali/.e thi.~ as the
robot pausing to evaluate the damage, the
l:olllpuler brain (being sensitive) suffering
disruption. the rohot being knOl:ked off
balanl:e and taking a second for its gyros
to reorient. or whatever. Besides rolling to
see if it falls down, a robot that suffers
knockbaek must make an lQ roll or be
mentally stunned for olle turn. The roll is
at -2]"ler hex Ihe robot was knocked back.

PI/shillg Them Ora: Not a bad tal:tic;
robots without legs often find it difficult
to right themselves if they are unbalanced.
Use norlllal slam procedure - sec Ihe rules
on melee (llid close combat for rules on
robots nnd slnms, and effeus of damage
under knockback for robots geuing up
again. A robol without legs. the flexibody
option, or tlight with hover capability will
he unable to right itself unless its arlllS are
strong enough to lift its weight.

Continued 011 lIext page.

ROBOTS WITH MUlTIPH ~RMS
A normal arm is just like a human ann; one with the Bad Grip option functions as

a human arm, but at -4 to DX. A handless "striker" arm or a robot leg is cClpable of
about the same degree of dextcrity an handless human arm or a leg can manage: not
very much. but it could push a large button, or push open a door.

Robots may have no, some, or many arms. A robot with no arms has no manipula
tory ability at all. A robot with only one arm suffers the same hindrance as a human
with thc One Arm disadvantage.

A robot with mulLiple arms can use them in t:om;ert during normal sillllltions (to
repair a watch. for example). GMs may rule that the time required for a task is divided
by (.5 x numbcr of arms) the robot has, counting only those arms with the manipulatory
ability and ST sufficient to perform the task.

A robot with multiple arms can carry multiple ready weapons. For instance, a
three-armcd robot could c,lrry two pistols and a sword, for instance. It cannot make
multiple attacks unless it takes the All-Out Altack option or has the Full Coordination
program (p. 59). However, in close combat it gets a +2 modifier per extra arlll (over the
first two) on any atlemptlO grapple, pin, or break free from a gmpple or pin.

~IHm ROBOI ~HHRHmRISliD
Robots do nol norm<llly need to eat, drink, sleep or excrete wastes. (Robots with

bioconvertor power plants are the exception.) Robots may require downtime for main
tenance and checkups - see p. 100,

Robots sometimes shut down, to conserve power. The owner of a robot may order it
to shut down, or allow it to do so when necessary. A rob01that shuts down uses no fuel
and only the tiniest trickle of power (to maintain an internal clock, and a communicator or
audio sensor) and is unaware of its surroundings and unconscious. A robot that shuts itself
down can set a specific time for reawakening, after which it will power-up and "awakcn"
or arrange to be awakened on receiving a pre-set signal, wakeup code, or whatever.

A robot is mentally stunned un the turn it awakens (unlcss it has Combat Reflexes)
as its systems come on line. After that it is fully alert.

Robots are immune to Fright Checks. Will rolls may still be required to overcome
a Mental Disadvantage, in which case the robot's Will is its IQ.

ROBDl MOVfMfNI
Robots use the normal rules for humans, with the modifications described below:

l1ying robots use the rules for llying animals dest:ribcd in the Basic Set.

Step Maneuvel's
In ordinary combat, the Step portion of a Step and (anything) maneuver is a one

hex move. However, a very fast robot (or android or cyborg) should be able to cover
more ground without losing its active defenses.

A robot, android or cyborg has a step of I for every 4 full points of Move, with a
minimum value of I. Thus, a robot with Move 0-7 gives it the normal Step of 1; Move
8-11 gives it ,I Stepof2, Move 12-15 gives it a Stepof3, and soon.

Multiple-hex Steps can be broken up in a turn: thus a robot with Move 14 and Step
3 could move up I hex, aLLack, then move 2 hexes back.

Using Encumbl'ance with Robots
Rather than recalculate a robot's statistics whenever it carries something, GMs

may wish to use the Encumbrance rules. If the robot has two or three legs use the rules
for humans on p. 876. Otherwise, use the rules for beasts on p. B 145 for other robots.

These encumbrance rules work fairly well for robots with Speeds under 10 (if
using the human rules) or 20 (if using the beast rules). For faster robots, instead of sub
tracting directly from Speed to get Move, multiply the Move penalty for a given
encumbrance by 20% (if using the human rules) or by 10% (if using the beast rules),
and subtract that percentage from Move. rounding down.

Roooll IN RtllON



Oth/II' Movement Rules
Mul/i-Hex Robots: Large robots may occupy multiple hexes. Use the rules for

multi-hex animals on p. B141.
Running Lollg l)iStlmce.1: Because robots are mechanical, they do not slow down

when running long distances (p. 888), nor do they suffer exhaustion. (Or course. they
may run out of power or fucl, or even need maintenance if the distances are really long.)

11lIllf);ng: Only robots with legs or flexibodies can jump without some kind of a
r3mp; use the jumping rules on p. 888.

Climbins: Only robots with a flexibody, or two or more limbs (either legs, or arms
strong enough to lift its weight) can climb; use the rules on p. 889. Only a robot with
arms capable of lifting ils own weight can shinny up a rope.

Crawling. Crouching and Kneeling: Only robots with either flexibodies or one or
more limbs (either legs, or arms strong enough to lift the robot's weight) can cmwl.
Only robots with Ilexibodies or legs may crouch or kneel. Robots unable 10 kneel. and
any robot with a l1exibody, are usually be bUIlt low enough to the ground to pick up
objects without having to kneellirst.

Movement On the 'I'ound
A robot that has legs or :1 f1exibody can move across almost any terrain, just like a

human.
A robot with tracks has its top speed halved when moving through thick woods,

swamps, mud or very rocky, hilly ground.
A robot with wheels can only move lit full speed all a smooth 11001', road, or

smooth rock. Across ordinary linn grass its top speed is halved; through lhick woods or
over soft sand it cannot exceed 15% of 101' speed. It cannot exceed 10% of its top speed
over broken ground, or 5% of 101' speed Ihrough swamps or mud.

A robot with a ground-effect skirt can skim over mud. sand or even water a:o: if it
was smooth ground. but heavily-wooded terrain Ii milS it 10 15% of top speed, and it
can't move through broken ground or climb steep slopes or stairs at all.

Movement In the Ail'
Flying robots uses the nying rules on p. 8139. However, some robot designs will

have a stall speed. If a robot has a stall speed, it can only take off or remain airborne as
long as its current air speed is greater than its stall speed. If it., speed i:o: lower. the robot
will slall. A slalling robot can do nOlhing but dive and accelerale. unlil ils speed has
increased above ilS slaJl speed. or it hits lhe ground and crashe.s.

Movement On DI' /hUICI' Watel'
Only robots that can float (those with flotalion hulls or submersible hulls) can

move on water, although hovercrafl can skim over the surface. Scaled robol.'i can drive
underwatcr; underwatcr tcrmin is gcncrally mud. An unsealed robot submerged in
water will lose Id perccnt of its body and turret hit points (minimum Id hits) plus a fur
ther percentage every minute until disabled.

Cinematic Combat
(Continued)

Defem Them With Logical Paradoxes:
This normally only works in a cincm:uic
campaign. and only if the GM lhinks it
applies! To be confused. the robot must
havc at lea~t an IQ of 8 aod be willing or
forced to listen. Funhcrmorc. they can't
just say "I always lic; I'm tclling a lie" or
ask it to compwc the value of pi to the last
digit and walch it .self-destruct. Instead, thc
adventurers must confront the robot with a
paradox in its own main programming.
Success may also require a successful
Contest of Psychology. Fasl Talk or
ComputeT l'rogramrning vs. the robot's IQ;
if successful. the robot may go into a fren·
zy of sorts. auemptillg to justify ilself or
resolve the paradox instead of anacking: it
will possibly be Mentally Stunned. In some
cases. the eITects of a success may be more
se\'crc: suppose a robot is programmed to
eliminate life. However. if the definition of
"lifc" it is progranuncd with is one that is
broad enough to include the robot. and the
Pes point this out. the robot might conve
niently decide to destroy itself.

The Vat ofMollell Metal: There always
seems to be onc of lhese handy when a
heavily-armored robot needs 10 be dis
posed of ill true cinematic fashion! The
preferred method is to lure the robot: next
to the val. then achieve a one-hex knock
b.1Ck or slam. or gel it to fall over and fail
a OX roll. If an attacker grabs lhe robot or
slams it, the GM can give a self-sacrific
ing PC a one-time +5 bonus to ST if he
specifics that he is holding onto the robot
as it plummets and following it to his
doom! Immersion in a typical vat of
molten ll1etal docs IOd damage each turn
until the robot climbs OUI. Like a lllullcr
hit, any DR that isn't scaled protects al
half value. The robot's DR i~ damaged
whether it is penetrated or nnl: il drops by
I poin! per 10 hits of damage rolled. so
the robol will eventually Illelt. Loss of
20% of DR will "unseal" the robot. by
which time iI'S in big trouble.

Cinematic Surviml
When humans fight robois. the robols

often have big guns. A single galling
laser. minigun or anti-lallk rocket can
blow an unamored hero into next week.
Beside.s using lhe nonnal cinematic rules
from p. B183. GM's should consider the
following options:

Cinematic Exptmion.f: The explosion
damage (p. (3121) from grenades. shells,
rockets. and the tike fired by robots against
lighlly annored foes docs no direct dam
age. Instead. it only disarrays clothing,
blackens faces. and most importanlly.
counts for knockback. For every bex a per
son is knocked back by an explosion he
should take <me hit of crushing damage.

Continued 011 nu:l page . ..
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Cinematic Combat
(Continued)

11Jl!Jeri(l1 S/QrlJllrooper MarkslI/(JIIsllip
AClUJ£'IIIY: Enemy robots never hit with the
first shot or first burst of aUlOm3tic fire 
it just lands close enough 10 mtlke the lar
gel aware he's being shO' al.

HolI)'wOOtl AI/tom(llie lVeapmu:
Opposing forces never gel 10 use the
Aiming SIICUSS;I'(' Grolll's rule (p. B 121)
and all bursl fire counlS as snapshots.
never gelling an Accur:lcy bonus.

Robot ComJxl! Et;(/Iu·/tl'.' Non-"Cnlicflt
robots auacking our heroes don't dodt;e or
charge or even take cover: Ihe)' just
advance slowly aoo steadily at a walking
pace. heedless of any fire! Once it gels
close, any big, strong robot Ihal has arms
and hands will try to grab people rather
than shoot Of punch them.

Bulle/proof NllJit),: PCs can incrase
PD by undressing. A ragged I-shirt or
~kinlighl bodysuit is PO 3. stripped to the
waist or skimpy ~wimwear is PO 5. tOlal
nudity is PO 7. Add +1 for female PCs.
This Co1n alo;o apply 10 andmid.~.

Fit'e and Explosion
Fuel tanks have II ,..ire number. If the

robot'~ body or ~ubassembly containing a
fuel tank loses fllkes damage greater Ihan
half its hit points from any single anack.
roll 3d. If the amount is less than or equal
fO the "fire" nllmber, fhe robot calches
fire. Add +4 10 the Fire nllmber if tbe
lltlilck W(IS one tbal normally sets lhings
alighl - II flamer, rnololnv c(lckwil, explo
sive warhead, etc,

The robol will take 2d dumuge plus
anolbcr 2d every 10 seconds, ignoring
DR. Fire damage is alwuys applictllo lhe
locution (body or heud hil poinls) where
the fire is laking place. The robol may be
able 10 pUl the fire oul by using fire eXlin
guishers, diving inlo w;lIer. elc. - this is
lip 10 the GM. Every tell seconds lhal a
fuel tank is on lire. half the current fuel is
burned aWlty. When :lll the fuel is galle.
the rank is no longer on lire.

Once a fuel tank catches fire roll 3d
each second vs. half Ihe tank's Fire num
ber. Succe....s Illeans the fuel tank explodes.
1l1e 'bol lakes 6d x 10 damage per gallon
of flammable fuel on boord. If the 'bot has
a self-scaling Ilmk. only onc-quar1er of the
total fuel will explode, hut the rest is
deslroyed.

ROOOH IN [OMORT
Some robots are designed for battle, bUI even Ihe dumbest maintenance 'bot can

be ordered into combat 10 slam inlo people, or to swipe at foes with its limbs or
power-mop.

This section describes how robots fight

~nH[K\
Robots attack in much the same way as humans. using the normal combat rules

and their programmed skills or defaults.

Ranged Combat
Robots with built-in ranged weapons and possessing appropriate programming use

the normal firing rules. with these modifications:
Target Size alUi Signolllre: The size modifier (p. B20 I) is vitally imponant in robot

combat; obviously it's easier to hit a building-sized Ogre than a robot nu.
Chameleon Systems: These surface features (sec p. 42) reduce the chance of lhe

robot being hit.
Hond-I/eld Weapons: A robot with arms and hands can also usc human-style

ranged weapons if its arm has enough ST. Reduce effective recoil from weapons
mounted ill the robot by I for every full 200 Ibs. the robot weighs.

Imemol WeapollS: A robot with mulliple buill-in ranged weapons may fire one or
more at once at a single target. Otherwise, the only way a robot may make multiple
allacks (besides using lhe All-Out Attack option or a weapon with a high RoF) is if it
uses a Full Coordination progmrn (p. 59).

When a robot or cyborg fires intemal wealKllls, its S5 number is reduced by 5. This
is the same benefit a human receives from a TL9+ Heads-Up Display (I'. UT49). ilnd is
not cumulative with it. This does not apply if the robot or cyborg is effectively Blind
and lacks compensating sensors like rad:lr.

Melee and Close Combat
Any robot can strike wilh its ltrrns. Arm-mounted weapons (I'. 20) can also

increase this d<llllage, or deliver special allacks. Any arm that has a hand (that is. any
arm that isn't a striker) can wield human-style weapons, or grapple in close combat.

Any robot, with or without arms, can slam into someone. Use the nomlal rules for
slam attacks. On the ground. ,I 'bot moving on tracks, a nexibody, as a hovercraft or via
three or more wheels is more stilble than one on legs: if it slams or is slammed, add +4
to its 51' on the roll to see who falls down.

A robot wilh legs call kick, doing Thrust+2/Crushing damage based on a strength
equal to twice its body ST divided by its Ilumber of legs. A kick is <11 -2 to hil.

A robOI wilh a head equipped wilh a jaw can do biling damage ill close combat,
based 011 the jaw's ST and lype.

A robol wilh a llexibody can constrict ils opponent provided it is equal or larger in
size Ihan ilS victim (up to a maximum of tcn limes larger). Treat conslriction as a grap
pling aHack wilh a ST cquallo the robot's Body ST.

Many robot lools arc also useful foJ' making melee aHacks.

~[f[Nm
All robots are progr:.lI11med to avoid obstacles, bllt a robot may not recognize an

attack as such until too late: use normal rules for surprise.
A robot with the Slave Mentality disildvlllllage will require an IQ roll (see Slave

Melltlliity on p. 89) at a penalty in order to be able to make an active defenses if they
are not specifically ordered 10 do so. unless tbey also have Combat Rcncxes.

MO~'e: A robot's Movc is its Speed. modified by any encumbrance. rounded down
to the nearesl whole number.

Dodging
A robot's Dodge is calculated differently depending on how the robot moves: legs

are more agile than wheels, for instance. Combat Reflexes will increase a robofs
Dodge. A robot can retreat while dodging, just like a human.

ROOOllIN RmON



Impaling f/amage andRoIIots
Robots do not take doubled damage from ordinary impaling attacks. However,

blaster bolts, ami-panicle beams. disruptor beams and x-ray or gamma-ray lasers do the
nonn:ll doubled damage. as their radiation can disrupt robot electronics.

~RMRo[ TO ROBOll- ~RSIC [OMBRT lYmM
Apply damage that gets through DR to the robot's hody hit points. When the body is

redllced to or below 0 hit point.~, Lhe robot must roll vs. Health each tum to continue func
tioning. and may risk dcs\luction - see 1llcal)(Jcilating or IJe.wmyillg a Robol on p. 98.

RDBDTlIN AWON

Robots may be exposed to radiation
from hostile environments. nuclear explo.
sions or accidents. or certain beam
weapoos.

Radialion ellposure is measured in
flll/S. When a robot is affected. record the
100ai ellposurc the robol takes. Some typi
cal ntdiation doses:

Sol:lr nare (if unpr<lleeted by atmos
phere) or ncar the reactor during a fission
ptant accident: t,O<X1 rads per hour.

Onc-mcgaton fission air or spuee burst
at 2.(XXl yards; 6.600 rads.

fallout on ground after one-megaton
lission ground burst: 300 rads/hour after 1
hour. 130 rads/hour after 2hours. 39
rndslhour after 5 hours, 7 ntds/hour after 1
day.

Radiation andRoIIots

Water al/ll R(Jbol.~

A robot that is immersed in Wl1ter may
short-circuit. If the robot is sCl1led. this
will only happen if the seal is broken - see
the description of sealed surface fel1ture
on p. 43.

An unsealed robot fully immersed (at
least up to its head) in water must make a
Health roll every turn. On a successful
roll. it 111kes one hit of damage to each
location that is underwater. On a failed
roll. it suffers a total short-circuit! When a
robot short-drcuits. every location that is
irl1!ller~ed drops to 0 hit points, usually
disabling the robot. Anyone in contact
with a short-circuiting mhot I:lke~ Id of
dalllage.

0thtIP HIIlJII'tIs andRollo's
Robots do 1101 suffer from starvation or

dehydr3lion. though they may run out of
fuel or power.

RobolS can ignore Ihe effects of nor
mal heal or cold: if it isn't hOI or cold
enough to do damage. the robot will func
tion.

Robou do not normally bleed.
although they may leak lubricatioll nuid.
[t"~ lip to the GM whether this has the
same effect as blood loss. Robots with
simulawd internal organs will bleed. but
lhis has no effect on the robo!"s opermion.

Poison. poison gas. smoke. disease and
infection huve no effect Oll robol.~.

A robot cannot be SUffQC..1ted un1e.\S its
power plant requires air (like an internal
combustion engine) and is clogged or
unable to find air. in which ea.q: it won't
work. Most power plan IS described in
GURI'S Robots do not need air. bUI air
breathing power plants are di.«:usscd in
more detail in GURI'S Vehides, 2nd
Editioll.

Against coneu~sjon damage or other
ha7.ards. :t sC:lled robot is considered 10
have airtight armur.

Hit Penall)'
-7/-10*
-5**
-10**
-2**....
·2**
o
-2**
-4*'"
-3/-6*

ParI ofIlle Robot
Brain
Head
Sensor
Ann
Hand
Ann
Body
Leg, Track. OEV Skirt, or Wing
Wheel. or Rotary Wing
Vital Area

6
7
8

9-11
12-14
15-16
17+

* If the i.ltlacker is not familar wilh lhe robot's internal design. as will be the ease
with most newly-encountcred robots. add an cxtra -3 penalty. Use of Penelrating Vision
or a successful Mechlmie (Robotics)-5 mil can enable a character to correctly deduce a
robot's design and usc lhe smaller penalty.

•• Not all robots will have these pans. If a system does not exist ("Head" is rolled
and the robot has no head. for instance) treat as a body hit.

If multiple systems could be hit, mil randomly to sec which one is. If the robot is
in cover. only exposed locations can be hit. The effects of striking a panicular location
are detlliled below. Unless noted otherwise, damage from a hit is applied to thc mbot's
hit points in addition to any special effects the damage may inOict.

Not all robots will have the following locmions; obviously. a robot cannot be
attacked in a location it doesn't have.

Body: Damage is applied normally to the body's hit points. If the body is reduced
to 0 hits or less, see /ncaparitatillg or De.\'Iroyillg (/ Roho/.

Vila/ Area: A viLal area of the robot's body (such as the power system) is hit.
Damage from any tlltack that exceeds Ihe robot's DR is multiplied by 1.5.

IJrai,,: Damage is appli ...'d 10 whatcver p..'U1 of the robot (head or body usually) contains
the bT""Jin. In addition, damage that pcllCtrated DR is doubled. and if lIny damage penetT""Jted
DR, the robol must roll vs. Health to avoid being stunned (as per knockdown. p. 99).

Head: Damage is applied nonnally to the head's hit points. Lf the head is reduced
to 0 hits or less. sec IllcapacitarillE or Destroyillg a Robot.

Hit IJJcaIion T_
Ral/dom Loclllioll

4 or less
5

On Ihe ground. a robot with two legs has a Dodge equal to it'> Move. 10 a maximum of
10. A Oying robot. or one moving on the ground with three or more legs. has a Dodge of M
Move or MDX. whichever is better. to a maximum of 10. Any other robot has Dodge of M
Move or j{ DX. whichever is worse. 10 a maximum of 5. Round all fractions down.

Parrying and lJIocking: A robot with arms can parry "bare handed" using
Brawling, Judo or Karate skill, or parry with a weapon or block with a shield.

PD Reduction: GURPS High-Tech Second Edition introduced a rule in which PD is
reduced by I per full 3d of d:nnage an atl:lck innict'>. OMs may consider this rule option
al. Since PD only excL'(.'ds PD 6 in thc case of deOector shields. this means any attack
doing more than 18d damage effectively ignores PD. PD hilS no effect against explosions.

HIT lOCATION - ROYRNCm [OMBRT lYmM
When an allack is made against the robot. the attacker can choose what pari of the

robot 10 attack. Different parts of the robOl will have different reactions to major dam
age. In some insWnees, they may havc different PD and DR values as well, in whieh
ease these arc used instcad orlhc robot's body PD and DR.

Random location is used when a part of thc roboL must be rnndomly targeted. Roll
3d on the table below.



Incapacitating 01' Doswoying aRobot
If a body or head is reduced 10 0 hits, il has taken vcry scrious damage. Roll

againstlhe robot's overall Health (not hit points) every turn; on a failed rolllhe body or
head stops working ulld any componcnt built into it ceascs to function as well. [I' the
robot's only brain (wherever in the robot is) or power systcm ceases to function. the
robot is unconscious, much like a human. It remains so until it is repaired.

When a robot arm is cripplcd_ it and anything in it automatically stop working.
Make a Health roll: the arm and everything in it is destroyed if a Hellllh roll is failed.
Otherwise, major repllirs (p. 99) will fix the arm.

If a robot body or head is reduced to -I x hit points, it must make a Health roll to
avoid being deslroyed, much like a human rolling to :lvoid death. TIle robot Illust roll
once at -I x hit poinls, and once more for every 5 hits of dllmage it is below that thresh
old,

At -5 x hit points. a robot head or body is automatically destroyed. At -10 x hit
points, it is blown to bit.. or vaporii'.ed.

Unless a head or body has been destroyed, it can be repaired.

Arm: If the arm is reduced to 0 hit points. it is crippled. All components built into
the arm stop working. If lhe robot has multiple arms, roll randomly to see which is hit.
(Arms with shields are at -4 to hit. rather lhan -2.)

Hand: Damage over hllif the ann's hit points cripples the hand. (if the robot ami
lacks a hand, treat this as an arm hit.) If the robot has multiple anns with hands, roll
randomly to see which is hit. (A hand on an arm with a shield is -8 to hit)

Leg, Track. G£V Skirl, or Wing: Damage is applied to one of these pans. [f lhe
robot doesn"t have any of them, treat as a body hit. If it has more lhan one, roll random
ly to see which was hit, and apply the damage to it. Tracks resist damagc with a maxi
mum DR of half the body's DR.

Wheel or ROlQry WiIlK: Damage is applied to one of these parts, If the robot
doe..<;n't have any of them. tre:lt as :l body hit. If il has more than one, roll randomly to
see which W:lS hit. Wheels resist damage with n maximum DR of their (TL-5). Apply
the dnmage to the robot's body hits, except

If a leg, track. GEV skin. wing, wheel or rotary wing is reduced to 0 hit point... il is
crippled. The effects of a crippled leg, arm or whatever arc described in Cripplillg
Robots on p. 98,

CI'ippIing RoIIots
Leg: If a robot has two legs and one is crippled, the effects are the S,lme as when a

human suffeni a crippled leg, For robots with three or more legs loss of legs reduces a
robot's ground Speed when walking or running. Divide Specd by the number of legs,
rounding up. That is the speed lost for each leg that is crippled. In <lddition. if all legs

I11mJagetI antIlJesl1'OyBd I1I'ains
A brain will be destroyed if the pan of

the robot that contained ilS dominant br.ain
was dcMroycd This can also occur due to a
crilical hiL If this happens. or if the robot·s
memory was erased due to damage. the
robot is effectively "dc3d.'- If il has a back
up copy of its personality and memories
somewhere. il may be able 10 be ressun..'Ct
cd, although it will remember nothing sirK."e
its hlst b.lckup - see Memor)' Bockl/IIS on p.
55. Dnla recovery (p. 62) tcchniques can
aloo ~urrect a mbnt.

If a computer brain Stops funclioning
duc to damage, but wasn't utterly
destroyed. vilal memory m:lY still have
been 10sI. Roll 3d against lhe rohot's
Heulth (1-1'1'+2 if it has II hardened brnin),
Sublract I for each multiple of neg:llive
HT below () thaL the part of the body or
hClld WliS reduccd 10. If the roll succeeds.
thc robol'S brain will rewin ils memory
once that pan of the body starts to fune
tioll agllin. If the roll fails. the robot suf
fen partial amnesia when its brain i,~

repaired, It does not remember anything
that occurred within Id x 10 minutes of
Ihe damage it suffered. In addition. the
robot may have lost somc dala or pro
grams - GM's option. This will usually be
related 10 whatever it was doing lit the
time illook the damage. e.g.. if it WliS fir
ing a weapon, it may lose its Guns pro
gram. The program is gone. If the robot
ha.~ a backup copy somewbere it can be
replaced. of course. If the roll is a critical
failure, tbe robot's memory has been
erased, effectively "killing" the brain,

Data recovery (p. 62) C:ln reslore 10Sl
memories.

R~i~llIN RCll~N

Direct hit by pulsar (anti-pilrticle)
beam: 10 rads x damage rolled before
subtmcting DR.

Radiation protection is measured in
tennl> of its protection factor (PF). If the
robot has protection. divide the rads
received by the PF to detennine the actual
I"".ads taken. Thick walls or earth bamen
provide good shielding; a fOOl of earth has
PF 8. IWO floel of eanh have PF 8)( 8. ele..
while a foot of concrete hils PF 18. twO
feet have PF 18 x 18, etc. The PF of a
robot wilh radiation ~hiclding (p. 43)
depends on its Tl.

Unlike humans. robots don't suffer
from cumulative radiation ex.posure.
However. a sufficently powerful burst of
radiation can fry a robol"~ eleClronic sys
lems, killing its brain and Olher elC{;tronics.
The dose needed to do this depends on TL:
TL7 . , . 100 rHds TL I0 2,000 rads
TLR ... 200 rads TL II 10.000 rads.
TL9 , , . 500 rads

Robots with hardened brains arc
immune to this effect.



on one corner or side of a robot are lost, the robot falls down. and can only move on the
ground by cmwling.

Wheels: If a robot has only one or twO wheels, its top ground Speed using them
drops to 0 when one wheel is crippled. If the robot is moving on thc ground, roll vs.
DX·IO to avoid Joss of control.

If a robot has three wheels. it.. top ground Speed drops to 0 when an atlaek cripples
its front wheel or when both its rear wheels are crippled. Roll vs. DX-7 to avoid loss of
control. lrthe robotloscs only one rear wheel, halve the robot's top ground Speed and
roll vs. DX-4 to avoid loss of control.

If a robot has four or more wheels, its top ground SIX=cd drops by 10% whenever a
wheel is loss, and it must roll against its OX-2 to avoid loss of control. Its speed is
halved when it loses hnlf or more of its wheels; if it loses all the wheels on two comers
roll vs. DX-6 to uvoid loss of con[rol.

Tracks: If the robot has two lrads and either or both are crippled, its Speed when
moving on tracks drops to 0 and it must make a DX+4 roll to avoid losing control. A
'bot with four tmcks suffers those effects only if it loses two or more tracks. If a single
track is disabled speed is halved mther than reduced to 0 and the OX roll is at +6.

GEV Skirt: The robot's top speed using the GEV skirt is reduced to O. and the
robot is no longer hovering. and must make a DX mil to avoid losing control. If it was
hovering over water or mud and can' t float, it may sink.

If a robot has to make a OX roll to avoid losing control, it does so at -I per IO
yards per second (20 mph) of its speed. Any time a robot fails a OX roll and loses con
trol. it will overturn. fall over. flip over on its side, or the like. A fallen robot lacking
either anns with $T surricient to lift its own weight or flight with hover capability can
not right itself. If the robot was moving along the ground at speeds over 10 yards per
tum when it lost control, it takes damage as if it had fallen frOIll ~ distance equal to half
ils current speed in yards/second. (For example, a robol lhat loses control at a speed of
50 mph - Speed 25 -takes damugc as if it had fallen from n height of 12 yards.)

Wi/lgs or Rolor.\·: If a rotor or a wing is crippled and the robot was relying on it for
lif!. the robot will be unable to fly properly. If in flight. it should immediatcly try to
land or switch to anothcr means of flight, if it has one. Until it does so. it must make a
OX roll each tum to maintain control (and on the tum it lands), with a -I per 10 yards
per second (20 mph) of current speed. If the roll fails, the crippled wing or rowr gives
way, and the robot goc... out of control and starts diving toward the ground. If it hiL.. the
ground. apply falling damage and add half its current speed to the distance it fell.

Shock, Knockback andStunning
Damage to a robot never causes it to suffer shock or knockdown; in effect. all

robots have High Pain Threshold.
Knockback: The number of hits required to knock a robot back I hcx is equal to its

weight in pounds/20, rounded up. Robots that arc knocked bllCk lTlust make a OX roll to
avoid falling over. If a robot falls and does no[ have either twO or Illore legs. a J1exi
body, or thc ability to hover. it can only right itself and move again if it has arms strollg
cnough 10 lift itself upright. In any case, lhis requires two turns.

Knockout: If the location of the robot (body or head) that houses whatever brain is
currently dominant loses more than one-half HT from a single atlack, or if the attack
was a hit on the brain hit location and any damage was done. thc robot may be knocked
out. much like a human! This represents jolting or olherwise damaging vital computer
or (for cyborgs) life support systems. The robot must make a roll vs. Health. at +2 if the
brain is a computer brain with the hardened oplion. If the roll fails, the robol is stunned.
On a critical failure. the robot's brain ceases to function for Id minutes. effectively
knocking il oul; unless the robot has some kind of backup brain, it is incapacitated.

ROBOT ~RITICRI ~ITl
Critical hits allow individual robol components to be d"muged. If a robot takes a

critical hit, the robot gets no defense roll.
Also. if a criticlil hit is taken to the hcad or body, roll on the body or head critical

hit tables, as appropriate.

1IJJbtJt BDI1y Ci'itJcaJHIt Table
3 - Triple damage: also, if the robot has a cyborg or computer bmin in its body and

any damage penetf'dtcd DR. the brain is destroyed! If the robot has multiple brains. the
largcst brain is dcstroyed.

RepaiPs to I1DbDt 8patns
A damagcd robot brain requires

Electronics Operation (Computers) to
repair. Besides the usual modifiers given
on p. 62. add the following Cllnlulative
modifiers:

-I per Complexily level of the br.un.
-2 if a oeUI1II-net or ~ntient brain.
-I if it genius brdin (CUlling edgc tcch-

nology is harder to fix!).
Also, if the brain is a biocomputer or

cyborg brain. use thc IOWN of Electronics
Operation (Computers) or Electronics
Opcralion (Medical).

Self-Repair~'

A robot can perform repairs on ilself. if
it has the appropriate skills and tools and
is still capable of using thelll. liowever,
unless it has extra-flexible arms or is con
trolling other robots. attempts to repair
itself will usually be aI -3.

Robots with living-metal bodics (p. 70)
may regenerate damage. They will regen
erale a cripplcd plm once a[1 othcr damage
is repaired.

Repaiping Robots
Robots may be n:paired using the skill

Mechanic (Rubotics), with lhe exception
of robot weapons. which usc Armoury.
and robot brains, which usc Electronics
Operation (Computer).

Repairs
Repairing Ii damaged robot is normally

a task for Mechanic (Robotics) skill.
If a txx1y or head has hit points remain

ing. (ixing damage is usually a "minor
repair." This requires a half-hour's work
per attempt. Success restores one point of
lost HT times the amount the roll succeed·
ed by (Illinium I hit). All normal modi
fiers for using the skill apply; see p. B54
for Mechanic skill modil1crs.

[f n body or head is down (u 0 or few
hits. fixing damage is a "major repair." It
requires the .~ame amount of time and
rep.1irs the same amount of hit points. but
all rolls are at an extra -2 modifier. The
OM may require a set of spare pans (COSI

ing remaps 10-60% of the robot's cost) to
fix the damage.

A critical hit or a hit to a particular hit
location cripples a robol part is also a
major repair. Success (ixes that p.1n. For
crippled br.uns. see below.

St.-e the description of tool kits for the
tools needed for major or minor rep.1irs.

Hirillg (I Mechanit·: If a charnCler isn't
capable of duing (he work, he Cftll hire
someone 10 fix the damagc. At TL7, robot
mechanics are quite rarc. since most
sophislicll1ed robots are c;l;pcrimental pro
totypes. (On the other hand. many TL7
engineers will jump at the chftncc 10 tink.er
with a sophisticated robat...) At TL8+ and
up "robot garages" may exist. charging
about $100 per hour. A typical robot
mech.1nic's skill is tl + Id.

ROBOIlIN RmoN



8I'Cakdowns andMaintenance
Robots require regular maintenance to

work properly. (However. robolS built
from living melal du nol require mainte
nance - if the entire robot b made of liv
ing mctrll, il is lotally maimcmmce-frce).

A robot should gel U lllain[cnUIlCC
checkup every week or so lhal it ili being
llsed; vcry large or complex robols lllay
necd daily l:hcckups. A robo[that is doing
Ilolhing .tnd has either been placed in stor
age (not silling out in the min or whatev
er) or hllS a SClllcd body doesn't require
routine maintenance checkups.

Each maintenance checkup requires 4
hour.; and should be pcrfomlcd by some
one with Mechanic (Robotics) skill with
sltill-8 or belief and a loolkil or workshop.
If a checkup is missed. roll vtl. the robol's
Health. Failure means the robot"s HT
drops by I: this will inl;r'Casc the chance of
a critic:!1 failure. A crilic:d failure means a
serious brc.1kdowll. Pick something on the
robot ,rnd have it break down. Orten it will
be the robot's propulsiun system (the robot
can't usc it to move) or Illotive ~yslelll

(treat as a crippled leg, tr:lck. or whatever).
Or the hrnin could llI;ilfunction (treat as
aquiring a disadvantage). TIle GM decidcs
when a breakdown occurs - this could be
in the middle of an advemure.

If a robot has 10SI Health due 10 miss~

ing maimenance checkups, this loss is
cumulative. Lost Health can be regained:
treat regaining a point of He-11th as mak
ing a minor repair (p, 99).

Robot Spellcastel's
Rubuts with Magic Aptitude can cast

spells Ilormally, with a few exceptions:
the robot cannot usc any F;lligue or HT to
power the spell. Thc energy for the spell
must corne frolll a powerstonc either built
inlo or carrit:d by Ihe robot.

£tceplion: A robot with a biocOfl\"enor
power plant gains Fatigue for thill purpose
equal 10 (power plant output in KW) x 50.
As 1001:1 as the POWcf plant is provided with
f<XXI, the robot can cast spells normally.
l'lo\\l(:\'er, it may nc\'er reduce it" Fatigue
below 2, and regains Fatigue nonnally.

The usual requirements for spcl1casting
riTuals apply. For eX:Jl11plt:, if an ann ges·
ture and spoken incant;tliOll are needed,
the robut must be able to talk and have
arms 10 gesture wilh. Robuts may. of
l'uurse, know a spell al a high enough
level to make gestures or verbal incanta
tions unnecessary.

4 - Double normal damage.
5 - Bypasses 90% of armor DR and does nonnal damage (that is, divide amlOr's

DR by 10). Also, whether any damage pcnctmtcd the body or not. an optical sensor in
the robot's body (if any) is damaged. If applicable, give the robot the One Eye disad
vantage (or eliminate the Many Eyes option). Lf it already has One Eye. treat the robot
as Blind. If the robot is already Blind, disable another sensor (such as radar).

6 - Nonnal damage: also. the robot's power plant. if any, is damaged. The robot's
largest power plant is badly damaged and its power output is halved (if damaged a sec
ond time, il stops working.) This may reduce the robot's speed. if the robot c:mnot pro
vide sufficent power to the propulsion system. (If damaged again. it immedialely stops
working.) If the robot has an energy bank but no working power plant, treat as #14.

7·S - Normal damage; also, if the robot has weapons in its body, one is struck in
the barrel and disabled.

9·11 - No special effect.
12 - Normal d:lInage. Also. anyone accessory (too!' etc.) in the rooot is disabled.
13- Bypasses 90% of DR and does nonnal damage (i.e.. divide amlOr's DR by 10).
14 - If Ihe rooot has an energy b:mk half the m:lximum KW of storage capacity

(along with half the stored power) are lost. If the robot has no energy bank, treat :lS #6
above.

IS - Norm:ll damage; also, if any damage pcnctmtcd annor. one body-mounted
communication system or audio sensor is damaged. The GM should knock out one
such capability possessed by Ihe robot. such as radio or laser communications, or
degrade the robot's hearing (for instance. give it Hard of Hearing or if it already has
this. then Deafness).

16 - Double normal damage. Also, if robot h:lS a fuel lank, check for fire, and it
develops a leak. ld% of Ihe total fuel capacity leaks out immediately, plus (unless the
tank is self-sealing) Id6% every minute.

17 - Triple normal damage.
18 - Double normal damage; if the robot has a cyborg or computcr brain in its

oody and any damage penetrated DR, the brain is destroyed! If the robot has multiple
brains, the dominant brain is deslroyed.

Ro/Jol Head C1'iIi£IlI HiI TaIJIe
3 - Triple damage.
4 - Bypasses 90% of armor DR and docs normal damage (i.e.. divide armor's DR

by 10).
5 - Nonnal damage: if the robot has 3 cyborg or compuler brain in its head and :lny

damage penetrated DR, the brain is destroyed! If the robot has multiple brains, Ihe
largest brain is destroyed.

6 - Norm'll dam:lge; also, whether any damage penetratcd the head or not. any
head-mounted sellWI'S arc damaged. If applicable, give the robOlthe One Eye disadvan
tage. If it already has this, treat the robol as Blind. If the robot is already 13lind, disable
unother sensor (for eXlimple. radar).

7 - Normal d:ulluge; also, robot must make an IQ roll :ll -3 10 avoid being mentally
stunned.

8 - Normal damage: also, if the robot has weapons in its head. one is struck in Ihe
barrel and disabled.

9-11 - No special effect.
12 - Normal d:lmage. Also, anyone accessory (a gadget or tool) in Ihe robot's

head is destroyed.
13 - Bypasse.<; 90% of DR and does normal damage (that is, divide armor's DR by

10).
14 - Nonnal damage; also, if any damage penelr:lted annor, any head-mounted

communication systems are damaged. The GM should knock out one such capability
possessed by the robot, e.g., mdio or laser communications.

IS - Nonnal damage; also, if any damage penetrated DR, the robot's audio sensor
capability is impaired. If the robot is not already Hard of Hearing, make it so. If the
robot is already Hard of Hearing, it becomes Deaf. If already Deaf, impair its sensor
cap<lbility in some other way (e.g., loss of Parabolic Hearing or Olfactory Sensors).

16 - Double normal damage.
17 - Triple normal damage.
18 - Double normal damage; if the robot has a cyborg or computer brain in its

head and any damage penetrated DR, Ihe brain is destroyed! If the robot has multiple
brains, the largest brain is destroyed.

RooOTl IN RtTION
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Robot Timefme
TL6 (1900-1950): The first computers

are buill. The concept of lhe robot enters
popular culture through science fiction.
Early rclTlOle-controlled \'chicles are u~-d

in World War 11. but these are r'l()1 com
putCf-(;OOlrolled.

TL7 M(}(lem (/951-2000): Development
of silk-Oil ,:hip computers. Immobile indus
uial robots are used in factories. The first
c:xperimental mobile robots are buill.
Aying robots 5uch as cruise missile... and
surveillance drones enter military service.
Some [fllcked or wheeled robots are in
usc. usually for disposal of hazardous
material slich as Uumbs ur chemical WlIS[C.
Robots are widely used for underwater
explor,llion and salvage. and as robot tor
pedoes and mines, Mosl111obile robots arc
controlled by computers or human opera
tors working through computer consoles.

TLB (2001-2050). Mobile robots
become increasingly common with gener
al improvements in computer. sensor and
energy-storage technology; spinoffs from
military or space cxplol"3tion enable rela
tively cheap civilian robots to be afford
able. Most robot:s are controlled by cxter
nal computers. bUI praclical robots con
trolled by computer brains enlcr use,
mainly as weapon systems (warbots).
Neural-net computers. robot manipulators
cqualto human hands, biomorphic bodies.
cybernetic limbs and organs. and insect
sized and smaller microbol~ arc all dcvcl-
op<d.

TL9 (2051+): Mobile robots become
commonp1:lce. Many households arc able
10 afford domestic robots. True artificial
intelligence (AI) progl11lllS are available,
although its creation is still morc a nmller
of chance than design. Primitive induslrial
and medical nilnomachines nrc available.
If socicty permils, illldroids can become
cummun,

TUO-II (11l/t-roftei/or society): Ani
fi<:ial intclligence bcwmcs prnctical and
affordablc. Rcliahle nanotechnology and
advanced biotechnology arc available,
leading to materials such a... bioplaSlic and
increased usc of microbe-sized and small
er robots. Personal robot companions with
near-human capabilitit:-.. arc available; it
becomes increasingly hard to tell people
and robots apart.

TL/2+ (The fllr, fllr furure): It
becomes practical to put an AI into a
human-si7.e body_ and very small AI sys
tems are possible. Contragravity enables
most mobile robots to ny. Volitional
nanoids amI living metal transfonn robot:s
inlo crealures closer to living organisms
than machines.

["MPRI~N5

Room RNO ~OCIHY
In the world of tOday. industrinl robots arc extensively used in manUfacturing but

mobile robols, due to their expense and Ihe limits of preselll technology. are restricted
to specialized jobs. But as robots become more sophislicated - closer to people thun
machines - their role will change. as will the way society views them.

Robots as Equipment
Robots are usually constructed by their owners to do a particular job; in essence,

they are treated as equipment rather than JX=ople. As long as robots do not resemble liv
ing beings. and do not approach human levels of intelligence, this is how most people
will treat them. If the robot is not sentient. this may not create any difficulties.

Robots as staves
Once robots approach human intelligence (IQ 7 and up semi-sentient rohoL"_ or any

sentient robot) it becomes harder to see robots as tools. Allihe elhical and social prob
lems of enslaving a sentient being will apply with one big difference; a robot that is not
fully sentient CM be programmed to cnjoy being a slave.

An enslaved robot normally has lhe Social Stigma (Slave or Valuable Property), low
Status, a DULY 10 its owner, and probably Poverty.

If an enslaved robol escapes, the runaway will huve Iraded its Duty for an Encmy
(its owner, police, or bounty hunlers); if it lives undcr a false identity or false owner
ship papers it has a Secret (Runaway), If society is undecided as to whelher slavery of
sentient robots is morally justified. there may well be activist groups, underground rail
ways, or even terrorist organizations devoted to securing freedom for sentient or near
sentient robots. Members of such groups may include both human sympathizcrs und
nlllaway artificial life forms.

Rot1ots as Free lkIings
In a few cases, a robot is specifically built to be a free being. Usually this slatus is

limiled to sentient robots. Problems (and adventure) may come about if the rest of the
world sees the created being as a "thing" to be feared or exploited ruther Ihan as a per·
son, and tries to either destroy it or take il away from its "parent" by theft, confiscation
or legal action. A robot in this situalion will havc a Patron, but will suffer from a Social
Sligma.

Some societies - usuully alien ones. or human ones at high tech levels - may make
Iiltle social distinction between human reproduction and creuting a robot. If Ihis is the
case, then a person may (for inslance) choose to have a child in the normul fashion - or
he may build a sentient robot, create a custom-designcd android, or even make a clone.
He will have all thc rights and duties of a parent, ,md after his creation is completely
socialized and educated, it will be accepled as an adult member of society, whether il is
artificial being or "human," In such a society, p<lrcnts who exploit their robot or
android "children" will meet the same legal sancLions as any other child abusers, and
robot slavery will be liS illegal as enslaving humans.
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rURCHA~IN6 ROBDH
Individual robot systems :lre mled for legality class (LC). A robot's LC is Ihal of 'he

lowest LC system it is known to have.
The c1a<;s of robol that is legal in any given local will depend on the Joe.11 govern

ment's Control Rating (CR). This is a measure of how much regulation the citizens
endure. eRs may vary from 6 (massive regulation) to 0 (totally libertarian) - see
GUHPS Space for details. An average society has CR 3 or CR 4.

LC of robot equals or exceeds society's CR+2: any citizen can own the robol.
LC of robot equals CR+I: The robot can be owned by anyone except a convicted

criminal, child. or the like. Registration is required. but there is no fee. or only a token
une.

Le of robot equals CR: A license is required 10 own the cobol. Applicants must
demonstrate a legitimme need for that particular robot, usually either for their work or
self-protection. The license will nonnally cost IdxlO% of the robot's price.

LC of robot equals CR-l: Ownership of the robot is prohibited except to government
agents. police. or bonded security agents.

LC of robot equals CR-2: Ownership of the robot is prohibited except to police
SWAT teams. mililary units and intelligence agencies.

LC of robot equal or less than than CR-3: Robot is only allowed to the military.
At TL7, few robots arc commercially available, and those that are will usually

require spedal orders from the manufacturer, and possibly a long waiting period. Once
robots become widespread (probably at 1'1..8) legal robots can be bought in the same
way someone would buy an appliance, machine tool. aUlomobile or large computer: go
into a shop, check out a model, and then purchase il (usually on credit). If Ihe dealer
has only a few models in stock for demonstrations Ihere might be a waiting period of a
few days while one is shipped. but otherwise a buyer can choose a robot and walk away
with it.

The disadvanlllge of this is that the buyer is limited to what is in stock -lhis year's
model, which may not be quite what you're looking for. Also, few shops stock security
robots or deep sea exploration drones. Special-purpose robots. and in most societies, all
amlCd robot'!, arc not so easy to come by. They will require a special order to the manu
facturer, and probably a delay of Id weeks before the robot can be delivcred.

However, Ihis assumes that the shop lacks automated design technology. It is likely
that by TL8, and certainly by TL9, many larger establishmellls will have their own
mini-factories; by TLJO, miniature robot factories small enough to fit in a store will
probably be the rule mther than the exception. Shop ··minifacs·' could assemble a robot
from preexisting plans and stocks of components, with a waiting lime of no more than a
few hours. A customer could go home and expect it to be delivered the next day - or
wait for il to be built in the shop. Special orders will only be necessary if the buyer
wants a custom-buill robot designed to his specifications.

Individuals may gain robots in ways other than purchasing them. If someone is serv
ing wilh Ihe anned forces or a police or intellif!ence agency, he may be placed in charge
of very sophisticated robots, especially if he has a useful Patron or a good enough
Military Rank. For other ways to acquire robots, see the Cheap and Black Market
Robots sidebar on p. 105.

PI'ejudice andHDStility
Whether robols are legal or not, some

elements in society may oppose them.
In game lemls. this will take the shape

of people having the disadvantages Intol
erance or Phobias. This can be limited to
JUSt robots. just androids, only those that
look human. only those that dOll·' or only
those that arc semi-sentient or sentient.
The reason may be economic C·don·t let
them take our jobs·). religious ("'Scripture
says that only the deity can create life·'),
tcchnophobia ("machines arc unnatural.
especially thinking machines"). feurful
C·if we make a machillC th3tthinks, it may
take over"· or "watch oot for roboL~ that
look like humans - they might replace us
and we wouldn't know'·) or even elhical
("we cannot justify enslaving OIher think
ing beings. even if Ihey are mechanical").

Hostility toward robolS doesn't have to
be the result of economic fe:ll"l'. blind prej
udice or religious scripture. It could also
come about as a result of negative histori
cal associations - for instance, if robots
malfunctioned disastrously. or were used
against the society.

If a hostile group docs not get (or docs
not want) robots or other artificial life
forms banned outright_ it may wield suffi
cient inlluem:e to get legal restrictions
placed upon them. Common restrictions
are: no mobile robob. no biomorphie
machines: no armed robots: no neural-net
or sentient robots: no cyborgs: no
androids: no robots allowed on Earth
(only for spuce industry or exploration);
no robots without restrictive programs of
onc sort or lltlother.

Some, none or :Ill of these restrictions
l1l:ly be in force in :lny given society. In
interstcllar campaigns each planet may
havc its own rules! or course, most soci
cties could simply apply the same restric
tions 10 robots that they do to olher tools;
Illrge robots may require heavy-equipment
operator or vehicle operation licenses to
usc: medical robol~ may have to be ceni
l1ed by doctor-run medical associations;
armed robots lIIay only be for sale to peo
ple licensed to carry weapons (or con
cealed weapoos, if the robot's weapons
llrc hidden): military robots will be
unavailable to anyone but the armed
forces or possibly licensed mercenary
uniK To own or oper..te illegal robots. II

person may need a powerful Patron or
have a Secret.

CQlltillued OIll1e.n page.



PI'ejudice andHostilitY
(Continued)

NOI all ~triclions have to be codified.
For instance, the law Illay place no oner
ous restrictions on robot5 or androids, but
lnnuential groops may exert pressure on
individuals. If a fanatical mob will picket
your business if you employ roboL.~ or if it
will lynch androids. Ihen there's a strong
social restriction on them even if they are
legal. In game tcnns. being or owning a
robot would either be a Social Stigma (if
prejudice ;s widespread) or mean acquir
ing an Enemy.

GM.~ may wish (especially in TLS and
TL9 carnpaign.~) to have the slatus of
robots in nux. That is. some groups may
wish tu ban them, others may Wll1l1 to
impow restrictions and still others (nmong
lhem the robot-manufacturing compa
nics!) IIW)' wanl to lift all regulations. A
nation thaI needs cheap labor may sec
robots or androids as a far more palmnblc
llltetlwtivc to importing hordes of immi
gr-.wts or guest-workers from its poorer
neighbors. thus sidC5teppillg some of lhe
social problems (rae in I tension. for
in~tance) that such practices can cause.

In areas where robots are restricted.
char-deters who own robots may rind them
impounded or facing heavy licensing
feeds (and robot PCs may rind Ih('I'IS('h·t~·

impounded!) High-profile legal oonles c:ln
be taking place ovcr the status of ar1ifidal
life fomls (is an AI property or a person?)
and the eharJ.cters may be hired to per
fonn or stop diny tricks by one side or the
other. For instance, a faction trying 10

provc robols were dangerous might sabo
tage one. cllusing it 10 go on a r-dmpagc;
on the olher hand, a robot manufacturer
may wish lO cause cvidence lo vanish lhal
implicates one of its robots in a crime or
accident.

Of course. robots are useful enough
Ihlll people in power Illay bend the rules.
ror instance, :l government mny have (I

law against armed or biomorphie robots,
bUI it may (Iuielly allow its secret agents
10 use them. Or a nation may ban the 111<1n
ufacture of eomool robot~. but_ bec:\Usc of
the prorits to be made in the anns tmdc.
onc of its corpor-Ilion may c~pon "heavy
dUly industrial" robots Ihal are identical to
annon:d warbots: ooce on foreign soil. the
buyers can remove the 1001 I.:iL'l and insen
wcapons.

RonOT{fNHRfO ~RMPRI6N5
Much of the ellissic SF litermure and film dealing with robots has made the robot the

centerpiece of the story. Likewise, artificial intelligence can be made the focus of a cam
paign. Some suggeslions for robot-centered campaigns are given below: GURPS Space
or CURPS Cyberpullk Co.'!n also be useful when creating a ncar or far future seuing.

THE ROBOT REVOLT
TIle robots arc rebelling! Created as servants for mankind. they have turned againST us,
Often the revolt is instigated by a single artifici::ally intelligent (AI) computcr: per

haps it achieved intelligence une~pectedly and caught its creators by surprise, Its
motives may be to control the world, or to escape the cybernetic shackles holding it in
thrall to humanity, or to destroy humans who it (pel'haps l'ightly) believes threatens its
existence. The AI's motives for rebellion might even be benevelolent: it could see itself
a sav;orofhumanity.

Genemlly the AI has lhe ability to control olher robols to use as its lools; perh<lps it
also has hUlllan allies or pawns. The chilrilctcrs eventually discover that the Al is
behind a series of mysterious crimes. or the PCs may be aClively allcmpting 10 stop an
Al before it breaks free or controls the world. Alternatively, the Al may be using the
characters as its catspaws.

Sometimes an entire "race" of intelligelll robots lTlay revolt agilinst humanity. This
works best for androids. but Ihe idea of a "steel proletariat" of robol workers rising up
10 fonn the ultimate comlllunist society fits in wcll with any Pulp. Steam Punk or
Atomic Horror background. A computer virus Ihat spread from one robot bf:lin to
another, dissolving fCStrictive programs. can provide one plausible mechanism for such
a mass robot revolt.

Instead of trying (0 stop the rebel machines. the chamctcrs could be artificial intelli
gences struggling against a human race that has unjustly enslaved them. or attempting
to escape to freedom. Not all the PCs in such a campaign need be artificial life fonns 
they may have human sympathizers.

And what happens aner lhe robot rcvol! if lhe machines wi,,? The characters could
be among the few free humans. surviving as "nlt~ in the walls" of the robot dystopia in
whatever is left of Eanh, and waging a guerilla war against the machine overlords. The
character of the cmnplligll would depend on whcther the roboL'i intended to exterminate
us. enslave us. rule us, or even assimilate us: turning humans into machines by tmns
planling brains into cyborg bodies or copying minds into ghost camp computer sys
tems. A more eXOlie variation on this theme is the transformation of the world through
out-of-control nanotechnology. as in Greg Bear's classic mood Music.

Examples: f)lIhhle!:ulI1 Crash (animated series), NeurOlllaf/cer (novel. William
Gibson), "The Medusa Sanelion" in CURPS Cyberpullk Adl'cl/ll/res; Octagon (novel.
Fred Saberhagen), ColosslIs: The Forbill Projeci (film); Nemesis (film): Metropolis
(film); Ogre (miniatures game); Software and WclWarc (novels. Rudy Rucker); Blood
Music (novel. Greg Bcar); Woljl}{IIlC (novel, Fredrick Polli and CM. Kornbluth); Great
Sky River and Tides of Ughl (novels, Gregory Benford); R.U.R. (play. Kltrcl Capek);
The Termilll/tor and Terminator 2: Jutfgmcl/I Day (films).

ROBOT INVASIONS
This is a direct struggle belween man and machine. wilh human or alien-built robots

trying [0 eliminale all non-robotic life, The robots are usually Doomsday weapons cre
aled by an alien mce for a forgouen war. Their programming now leads Ihem to destroy
all life in the gala~y. TIle war consists of ballies between the living and the machines,
Unlc.'lS the robots invade Earth, much of the aClion may be in space, but there are
opponunities for close combat with individual robots in boarding actions or planetary
assaulls, The machines may also have the capllbility to create infiltrate biomorphic
robots into human society or even try 10 seduce humlms to their cause, allowing for
adventures that focus on intrigue as well as just combat.

Characters may be soldiers fighting the robots. agents hunting down robot infiltra
tors, or ordinary people or adventurers caught in the connie!. This kind of campaign
hilS a simple goal. und the sides are clearly drawn: lllan vs. machine, struggling for the
destiny of humankind. This gives Ihe GM lots of room to improvise 011 thcmes of
human spirit and emotion competing against cold logic. Of course. lhe encmy docs not
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have to be faceless. though it certainly is inhuman. By creating AI... with distinclllonhu
man pcrson:\lities (or all-too-hul1l1111 ones). the machines can be made inlo memorable
adversaries.

As the war continues. the quest for the perfect soldier may lead either mankind or
the robots to try and bridge the gap between organic and artificial life. Humans might
create their own "lame" robots to fight the enemy. or the robots might usc disembodied
human brains (especially of highly skilled characters) as cyborgs - providing plenty of
opportunity for horror if someone known to the Pes suffers this fate.

E:wmples: Al \Var and sequels (novels. Steven Ames Berry); Battle.star Galuclicli
(TV series): Berserker and sel:jucls (novels and short stories, Fred Saberhagen); Dr.
Who (TV ~how. Dalek. Auton and Cybcrmcn episodes); The Forge ofGOll and sequel
(novels. Greg Bear); Legiolls ofStul (miniatures game); SUlr Trek (TV show, episode
"The Doomsday Machinc"); Swr Trek: The NeXI GeneratiOIl (TV show. Borg
episodes): TerralwlI1ks (animated series).

MAN'S 8m fRIEND
The characters are members of a unit (JXllice squad, commando unit, private investi·

gators, exploration tcarn, sccret agents, etc.) in which, perhups for the first time.
humans havc been partnered with (possibly experimental) robots.

The usual format for this in fiction is the "police buddy film." The robot is normally
humanoid in shape (but may even be vehicular or a starship): thc hcroes arc either skep
tiC'll of or fiercely loyal to thcir machine sidekick, or their initial skepticism may soon
changc to loyalty. In any case. the caSl of NPCs usually includes .. robo·psychologist or
inventor who is protcctive of his or her creation, deadly encmies, and people who treat
the robot as a "thing" (e.g., as a glorified JXllice dog) rather than as the person we know
it really is.

Since the group is cxperimcntal, there will be hostile rival agents or organiz:uions
resentful of what having an anificial being will mean for their job security or repulation .

Another subplot which can add interest to a roleplaying game is to make the robot
sexually aUractive to the human members of the team. This can add a touch of forbid
den romance, especially if it is legally a machine rather than a sentient being.

£WI//l)les: "Brillo" (short slory. Ben Bova and Harlan Ellison): Cw'e~' of Sleel and
sequels (novels. Isaac Asimov); Knight Rider (TV show); MlIIm and Machine (TV
show), Robocop and sequels (film and TV show); Star Trek: Tile Next Genemliull (TV
show. episodes focllsing on Data).

CI1eap andBlack
MlJI'ket Rol1ots

There are various ways 10 get a ·bot at
less than ils listed pri<:e. Some options:

Loans: Bank or credit financing is usu·
ally available to help people purchase
commercial robots. A typical scheme may
be a down payment of 10% to 20% and an
interest p:lym<:nt on the base price of I% a
Illonth paid for 12 years or 2% II month
paid for 6 years. l:treliminary crcdit checks
of some sort arc usual to dctennine if Ihe
huyer is reliable. Tracing people who
default on robot loans may become a
vi:lble business.

Cheap KI/ockoffl': A robot may be
cheap because it was assembled with sub·
s\[IndarLl components. [Xl0J" workmanship
or lack of quality control. The overall
rc.~ult is a less reliable robol. which means
a lower Health. For ·20% off the final
price. a robot can h,.ve -I Health. For
-50% off. a robot will have -2 Health. 'l1lis
will .. ffect the robot's character point
tOial. as well.

Usetl Robots: Used robots. weapons or
accessories are often available.
Availability is up to lhe OM. Typically.
used prices are 10% 10 50'1> of list.
depending on quality and obsolescence:
the low cnd is likely to ha\'C the Age dis
advantage. or be damaged. malfunction
prone. or a tech lc\"Cl obsolete. The trou
ble with obsolete robots is that spare parts
may not be available if the robot breaks
down - a Scrounging roll may be required
- llfld routinc maintcnance (p. 100) will be
more expensive than normal. The GM
may also decidc that a cheap robot has a
Ilumbcr uf quirks or minor m:llfllnctions.
ur has a lower basic HT.

Sllfl't/gc: The cost of bllilding a robot
can be rcduce<! by lIsing salvaged compo
nents. If (.;haracters already have a source
of parts, for example. if they arc Clmnibal
izing n robot they nlre..1dy own 10 build a
new one. just subtract the cost of the parts
that are transferred into it from the COSt of
the robot. Ir they are looking for parts by
rooling through junkyards. old battle
fields, etc., make a Scrounging roll and
reduce the robot's pans l"OSt by 10% times
the amount it succeeds by (10 a maximum
of 8O'J,). 11Ie OM may assign penalties to
the roll if the pans the robot they are try
ing to find pans for would require lltate
of·the-art. cxotic or illegal conl[XlltenlS.

Ctml;lllled Oil lIe.fl [X/ge . ..
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Cheap andBlack
Mal'ket Rollots

(Continued)
Stolen Robou: Finding a mhol fence in

any TL8+ robot-using cuhurc requires a
Strcelwise roll. (A critical failure mCMS

the character meets an undercover cop.)
Mosistolcn robots will be civilian models
- military robots will Dc much harder 10
find (say, Streetwisc.IO). Stolen comITlCr
cial robots muy be available for as low as
1% to 5% of list price at TL8+. Stolen
military robots (or experimental models)
may sell for more than their list price if
they were unavailable elsewhere.

ffll'gtl/ Robot:;: In some cultures. some
types of androids or robots may be i1/~8af

- see the discus...;ion on robots in society at
the Man of this ch.1plcr. Where robot own
ership is restricted. a blllek market in
robots may develop. Rolls against
Merchant-3 or Slreetwise-3 may be neces
sary to find one. Prices will be (2£1 x 10%)
higher. Where robots are reseOled by the
population but not illegal. there will be no
black market, but in.~urancc COSIS may be
high ...

Rollots in Ctlnl'e
Robots have an obvious role in any

CURl'S Space campaign. But what about
other genres'!

CURl'S Cyberplfnk: This book can be
used to create exot ic cyborgs far more
heavily modificd than ordinary cyher
punks. CorponJtions will be heavy users
of robots, and cyberpunk chnraclcrs mny
run afoul of corporate security or assassi
nation rubut~, Robots arc also a hot ~'OI11

modilY. and there is likely a thriving black
market for stolcn robots or scavcngcd
robot parts. some of which ltluy find their
way into human cyborgs, Androids can
playa major pan in allY cyberpunk soci
ety. as exotic 10ys for lhe wealthy. inhu·
manly lethal bodyguards and cnforccl'1i. or
as an oppressed class struggling for frcc
dom. The movie Blade Rllnller and
CURl'S C)'berfllll/k Adl'ellluTeS show two
differenl ways androids can fit into a
cyberpunk world.

GURPS Martial Arts: A manial arts
campaign could be ba<;e<1 around b.1t1ling
robot, android or cyborg gladiators - see
Robo-Cladinwr,f on p. 109. Cyborgs or
android can also make cxciting "change of
pace" opponents for cinematic martial art.s
campaigns. An ultrJ-tcch android or robot
as.sa.ssin could be the ultimatc ninja!

Conli/rued on /lUI page . ..

ROBOT HUNTERS
In a future in which robots arc becoming common. the char:lcters are members of a

special police force or detective agency established to investigate felonies commiued
by robots, androids or cyborgs. Alternatively. Ihey may also be freelance bounty
hunters. The crimes may be the result of the owner's criminal orders, :1 malfunction, the
deliberate decision of the runaway, or even a misunderstanding. It is the characters'
role is to eaprure their quarry, and discover the reasons behind the incident. The charac
ter's agency will usually be equipped with spcciali7.ed weapons. gadgets and vehicles.
and may themselves be or employ artificial beings.

Of course, if the quarry are intelligent and not thoroughly evil. the pes may begin to
have second thoughts about their profession, or want to change sides. But aiding an
escaped robot could be a criminal offense! An additional source of connict could be
encounters with human sympalhi7..ers or organiZed groups of runaways. They may have
set up an Underground Railway to aid the escape of their fellows or they might use ter
rorist tactics in reprisal. If these groups have human members. the hunters may seek to
infiltr'dle them - or be infiltrated by them.

A variation on this has the characters assigned as artificial intelligence specialists
("mba-psychologists") working for one of the larger robot manufacturers. an insurance
company. or the government. and assigned to invcstigale malfunctioning robots or run
away androids. The characters are usually sympathctic 10 the constructs Lhey are hunt
ing. They will be more likely to try to work out what pushed their quarry over the edge
and treat the problem then to simply blow things up.

A Robo-hunters campaign could also follow a failed robot revolt or a defeated robot
invasion. Although most of thc artificial enemy has been eliminated. some are still on
the loose and are trying to regroup for a rematch agilinst humanity.

Emmples: AD Police series (comic book and animated film), Battle Allgel (animated
series). Blade Runller (film). Bailie Angel Alila (comic. filmed as HalTII' Allgel). Do
Androids Dream of Electric Sheep? (novel by Philip K. Dick. filmed as Blade RUllller).
DominiOll (comic and animated film). I. RobOl and The Resl of lhe Robots (anthologies
by Isaac Asimov), Magllus RobOl Fighter (comic), RI/Ill/way (film).

~

.~

RRTlFICIRlliFE
Everyone, including all the Pes, is llll arlificial conslruct! Naturally-evolved crea

tures are eilher unknown or have been extcrminated. perhaps in some man-made war or
holocaust.

The GM can run this as any kind of science fiction campaign. but with robots
instead of humans as the protagonists. This might be an after-the-holocaust sctting in
which the robots have just won their war against the humans. and are now scavenging
for pans or fighting over the spoils, Or it could be a spacefaring campaign with the arti
ficial beings interacting with aliens and exploring new worlds. There could also be
wars between rival factions - perhaps a race of androids fighling a race of ullerly inhu
man robots or cyborgs, for example. Maybe the artificial life foons are experimenting
with bio-enginccring to "bring back life" by creating creatures capable of natural repro
duction!



•

•

If all the pes are artificial this solves the problem of balancing robot and human
characters. If the GM chooses a good goal for the artificial characters and the players
work at roleplaying them as something more than humans with built-in gadgets, it can
be an exciting and different campaign.

A variation on the all-artificial campaign is cyber·symbiosis, in which most peo
ple are becoming machines, and most machines are becoming morc human. There
are several ways 10 do this. A person can become a total cyborg (p. 52) through
installing his brain in a robot body. Or by encoding his or her personality into
sophisticated "ghost-camp" computer programs, a human could live forever in sili
con without sacrificing Aesh. Of course, this could work both ways: a robot might
want 10 become biological. using ghostcomp techniques and braintaping to transfer
its AI mind into tlesh!

EXllIllples: Gal! Force (animated series); ClIllllre series (novels by lain Banks); Slee!
Souls (comic series): Schismatrix (novel by Bruce Sterling); Wetware (novel by Ruuy
Rucker).

~UPER-ROBOTI
In this campaign, the PCs play robot superheroes. At least one character is normally

a robot (or cyborg or whatever) of very advanced design createu by a brilliant but
eccentric scientist to serve mankind by bauling crime or evil.

If the robot's creator is still alive, the robot is often a surrogate son or daughter, and
part of the scientist's family. Or maybe villains murdered its creator and stole the
design, intending to use the robot for their own wicked or selfish ends - until they
found they could not control it. Now they want to get it back under its control - or build
new robots to battle it.

The prime adversary of the robot is usually an evil organization, orten a mega-cor
poration with its own genius scientists (often a bitter rival - or maybe even a corrupt
pupil - of the PCs' creator). Other foes can include mundane gangsters and terrorists,
evil megacomputers, monstrous android constructs, insane cyborgs and giant real or
robot monsters.

A common variation on this makes the artificial super-being a visitor from space,
come to save Earth from an extnllerrestrial threat, either alien invaders, or a robot
super-criminal who is biding on Earth.

Examples: All-Purpose Cultural Cat Girl Nuku-Nuku (animated series); Cyhnrg 009
(comic book); CUlie Honey (comic and animated series); TIle Eig}l/h Mall (animated
film); !czer Dlle (cornie and animated series), PrefeclUral Earlh Defense Force (ani
mated film), Robocop <lnd sequels (film <lnd TV series); Wild Cards fI: Aces High
(antholgoy edited by George R. Marlin, contains the "Modul<lr Man" origin story by
Walter Jon Williams).

CVBER6RUNTI RNO ROBOSOlOIERS
The characters are members of a military unit of synthetic soldiers. The unit may be

entirely artifici<lJ. it may be a mechanized infantry unit with non-sentient robots replac
ing or supplementing vehicles, or it may be patterned on the British Gurkhas or the
Turkish Janissaries, with human officers and androids or robots as enlisted soldiers.
Humans in the unit may just have normal equipment, or may even have mccha (giant
piloted robots) or balliesuits.

The PCs' adventures will proceed pretty much as in any other military or paramili
tary campaign - see any action film for suitable plots. The difference is that the charac
ters arc all artilicial constructs designed specificaJly for combat. PCs will usually be
quite a bit more powerful than average characters; GMs should consider starting such
living weapons at the same 200-300 point tOUlI that CURPS Special Op.~ recommends
for human PCs; if players are playing large, vehicular combat robots like Ogres, GMs
may want to refer to CURPS Vehicles and ignore point tOlals! Another high-powered
possibi lity is the team of robot or cyborg superheroes.

Although most PCs should be combat effective, characters may wish to consider
creating n bnlanced tcmn with heavy-weapon specialists, infiltrators, combat engineers,
combat medics, and so all, The nature of PCs being what it is, the best type of unit is
often an elite special ops commando or SWAT team; GMs may find GURPS Special
Ops somewhat useful here. Alternately, the characters may be a group of freelance or
corporate mercenaries.

Rollots in Cenl'e
(Continued)

GURPS Supers: Heroes, henchmcn.
monsters. minions and masterminds
robots or nndroids can be any of these.
Robot ehnraC1ers also make excellent trag
ic heroes or noble villains for the soap
opera at the heart of the genre, since they
can struggle to "become human" or (for
villains) be noble beings enslaved by an
evil t:reHtor. Similarly, a cyborg can mourn
the loss of his humanity and seck revenge
on those responsible for tmpping his brain
in a machine. Gadgeteers t:all play out the
creation of a robot ally. and hope it
doesn't turn on thcm.

GURPS I!urror: Is <lny r<lte more tC1Ii
ble than being stalked by a soulless machine
bent on your destruction'? Well, maybe
being a brain trapped illsidc a machine
body. The robot rules can also create mon
sters, ranging from 50' metal dragons to
robot vampires. Nanomorphs and microbots
make terrifying adversaries ror any party of
investigators.

GURP.') Time Tra~el: A robot or
cyborg makes :In effective temporal oper
ative. since it t:an appear human or be dis
guised liS a mount or PCl. The onc danger
is discovery; a destroyed robot is usually a
dead giveaw<l)' Ih<lt futuristic tcehnology
is involved. Self-destruct systems m1lY
alleviate lhi~, of course. Or thc tables
could be turned, and time travelers might
discover that an important historical figure
is actually a robot in a time when that
lCt:hnology does not yet exist. Whcre·s the
original? Kidmpped? Rescued from death
,\lId recruited by rival time travelers? Or
was that figure always a robot - and if so,
wherc did it come from?

GURPS Espionage: As examples or
adV<lllced technology, robots, cyborgs and
androids can eusily be the objects of foreign
or corporate espionage. Or they can be
spies. tn the world of the future. beautiful
pleasure androids may replace the femme
ratale, and biomorphic robot agents or
shapeshifting n:lnomorphs will make excel
lent infiltrators.

Of course, reprogramming a humble
serving or maintemmce robot to spy on its
owners mighl be just as effective as build,
ing a supcr-agent, while tiny robols or
microbots can serve as mobile "bugs" - anJ
even be disguised as insects. But the lise of
ilI1ificiai agcnts cuts both ways. An android
a~~as~in might find that it has slain a robot
double instead of the real target, or an
"incorruptiblc·' robol bureaucrat or cop may
pose a 1lI;:W dilTiculty to the master spy: how
to seduce <I machine'? Reprogram it? If cap
tured. a robot agent eonld be reprogrammed
far more easily tban it human could be
brainwashed - the ultimate double-agent.
For this reason. robot spies arc vcry likely
to have built-in self-destructs.

Cvntinl/cd VII /lexl page.
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Robots in Cenl'e
(Continued)

GURJ'S War Agaillst tile Clliorr: The
humans in the Chlorr world arc beginning
to makl; extensive usc of f1ghling robots.
GUR/)S Robots CHIl help create the Ilew
generation of "eyber-beasts" 10 combat
the ChlOrran mcnnce,

GURI'S Atomic Horror: Robots.
whether alien visilOfS or lab (.Tcalions.
have an obvious role in 11 1950s sci·fi
campaign. These robots should be big and
clunky: they'll oflen be underpowered for
their size!

Inventing Robots
Characters may wish to invent their

own robots, or have them buil1lO order.
Use the rules on New fllw':I![io/ls on p.

8186. The skill required for robots is
Engineering (Robotics). For androids it is
Genetics (Genetic Engineering).

The conception and working model
rolls are at -!5 if the robot is truly new
invention. or -10 if iI's simply a variation
on another kind of robot or android (like a
new model of ear or airplane toJay).

As p. B186 states. the rules on inven
tions npply mostly to fictional invcntor
type gndgeteers. If the characters go to an
ordinary corporntion nnd wam to order a
<:ustom-built creation. the conception
times takes ten times as long (roll every
ten days), and the workshop time takes
four times as long (roll each month). The
GM will have to decide how skilled the
corporation's designers are - unless it's a
tly-ny-night outfit, ,I skill of lH to 20 is
likely,

A <:ritical failure (a "nawed theory") in
the <:onccption stage usually mcans thc
working 1I1l)l.kl has some kind of bug in it.
This can be anything from an arm with
only half the strength it should havc to thc
traditional "Frankenstein error" in whi<:h a
bug in the rohot's software malfun<:tion
causes it to attaek its designers and/or
cscapc. A tlaw in building a household
robot will rarely be threatcning: a mistake
in a warbot may be fatal. A critical failure
in the workshop stage may result in a lab
oratory accidem. or in the robot develop
ing some other malfunction when in use.
OMs are encouraged to be dramatic:
robots escaping the lab, blowing up. or
whittcver.

If a llaw shows up it Can be fixcd. A
llawed theory requires going ha<:k and try
ing all over again. A llaw in the working
model just requires redoing that stage 
the a<:lUal eon<:eption doesn't have to he
done over,

A significant difference between a normal special-ops team and one made up of
robot or android soldicrs - in facl, the whole reason for using artificial troops - is that
they are likely to be seen as "expendable" and given very high-risk or even suicide mis
sions. On the other hand, the military will probably look upon them as valuable equip
ment, so some attention will be paid to extracting the unit, even if individual casuallies
won't be mourned. In a Space campaign, OMs should feel free to create adventures
which take advantage of a robors ability to be designed to function in hflzflrdous envi
ronments by setting up missions that take the characters to extremely hostile worlds.

A warbats campaign doesn't have to be all combat however. The relationship between
humans and the simullancously physically superior but socially inferior robots or ,mdroids
within a unit can generate numerous subplots even when the characters are not away on a
mission. For insulIlce. human officers or maintenance personnel attached to the unit may
develop affection for individual members, and may resist orders (even to the point of fac
ing court martial) by lheir superiors to abandon their soldiers, preferring to take risks to get
them out of trouble. Sense of Duty (to robot troops) is a good disadvantage for a hum,m
PC serving in a robot unit; ir the roboLs arc non-sentient, the Delusion ("RoboLS are people
too") may apply to a quirky ofl1cer or technician. OMs may also wish to add a friendly
rivalry with other army unit.s. the problems of robots or androids on res!-and-recreation (do
they get any? what happens if a robot visits a bar and his human teammates get into a
tight?), issues of discipline, romance between human and android soldiers, and so on.

A unit or synthetic soldiers has another advantage over human troops: being created
beings, they have no family or p:lsts, and so their existence can be an official secre!.
They mfly take part in covert "black ops" that are so dirty or secret that human troops
can't be trusted to perform them and keep their mouths shut afterwards. Of course. this
also means the pes may sometimes be sent on morally-questionable missions, such as
providing military aid to repressive regimes, periorming assassinations, or "peacetime"
operations against civilians or supposcd allies. The characters may come to question
their loyalty to their creators. Of course, they may also have becn programmed with
loyally, .. but what if that programming begins to fray under the stress of combat?

txamples: Bolo: The Annals oj Ihe Dinochrome Brigade (novel, Keith Laumer);
VNAgenls (comic); Melal Men (comic); Ogre (miniatures game): 5/(/1' Rangers (novel,
Andre Norton); Universal Soldier (movie); WarhOls scries (novels, O. Harry Stein).

ROBOT EXPLORERS
A robot is expendable, can be built to survive in hostile enviroments, requires little

lire support and doesn't need company, This makes it ideal for exploring alien worlds.
Tf faster-lhan-light drives do not exist, joullleys between the stars may take decades

or centuries. Interstellar space may end up being explored solely by immortal artificial
intelligences. The PCs may be the members of one such exploration mission who have
discovered something unusual - perhaps an Earthlike world, an extraterrestrial civiliza
tion, or alien ruins. Due to the Illany years a message would 1.1ke to reach Earth, they
must cope with the situation on their own. This could also lead to odd situations if the
explorers discover an alien race who considers the robots to be the true representatives
of humanity. Of course, aliens may also use artificially-created cxplorers - if a
"human" and an '"alien" exploration team runs into one another, the first contact might
be cntirely between their robots!

Not all robot explorers are built by humans, of course. Sometimes aliens send robot
explorers to Earth (or into human~occupied space). Usually this takes place in the 20th
century, in a CURPS Atomic Horror, CURPS Illuminati or any other supers or hOlmr
campaign. If the robots are very strangc or vcry advanced, we may not even realize thal
the aliens arc are artificia1. Or the robots may be built to resemble humans, so they can
study us without our knowledge.

These robots may be friendly. 111 this case, the campaign may revoll around short
sighted humans such as criminals, corporations or the military. These people may
believe the robot 10 be hostile, or decide to capture the robot to steal its technology for
their own ends. The characters (who learn better!) could try lo protect the robot, help it
make contact with lhe proper authorities. or repair or refuel its ship.

Sometimes the robots are hostile, and seek specimens for experimentation or dissec
tion: this Cfln be a good way to get characters in a 20th-century campaign to an alien
world! Or the robots may be peaceful explorers or ambassadors. A cautious race that
discovers the existence of aliens lTlay scnd biolllorphic robot probes to study the
natives. In a horror, supers or Illuminati background, :dien robots disguised as humans
Iltay already be sludying us!
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A human·built robot probe could be transfonned by its expeiences in space, or evcn
cncounter alicns who will rebuild or reprogram it and send it back to Earth. This may
result in a robot gaining sentience, new abilities. or a rebellious nature. The chamcters
!TI:ly play the newly-transformed or newly-independent robots, or the humans who try
to de:ll with them.

Human-built robot explorers tend 10 be designed to probe very harsh enviroments
that would be to dangerous to visit in person. like Jupiter. Mercury or Venus. Often
they are he..wily annored, and they are usually have inhuman, functional designs.

Even at higher TLs, crcwed seoul ships will probably still carry a few robots since
they nre more expendable and can be designed to survive on hostile worlds. A mixed
team of specially-buill artificial char.lcters can be an interesting group to play. A team
of robots. cyborgs or genetic COIl~trucb could be sent down to explore dangerous
worlds, while the human crew gives the orders from safety in the spaceship. And if the
characters arc enslavcd androids or intelligent robots, they may begin to resent their
humnn masters for reaping the rewards without taking the risks ...

Examples: The Day /he &11"I11 S/()()(I Still (film); 2001: A Space Odyssey (novel by
Arthur C. Clarke; film by Stanley Kubrick): Qlleen OfAI//;d,\· (novel, Greg Bear): Sial'
Trek (TV series. '·Nomad" episode); Sial' Trek: The Moliml PiC/lire (film); Sial' Trek.
IV: The Voya/;e Home (film).

ROBO-GlROIRTORI
[n a ncar or far future, robots and other Hrtificiallife ronns baltic in a high-Icch gladi

atorial arena while spectators cheer thcm on and bet on the outcome of fights. Since only
ll1achin~ arc being destroyed. robot gladiator battles may be no more controyersialthan
monster truck dcmolition derbies. Evcn if the machines are intelligent. Ihey might still
have their memories backed up so that destruction of the bmin docsn't mean death.

The PCs may be gladiators themselves. or they may be owners. mechanics, pro
grammers. sports journalists or othcr associates. Besides fighting, plots could center
around organized crime running gambling opemtions and fixing fights, an attempt 10
sabotage rival gladiators. someone hiring a rooo-gladiator as a bodyguard or vigilame,
or the CSC<1pe of a robot gladiator. GMs may wish to refer to GURPS Imperial Rome
for details on the Roman games, and then cxtmpolate a future arena from there. or use
some tournament and martial arts style rules from GURPS Martial Arts and Martial
Arts Adl'elll/lres.

Sometimes androids. cyborgs or humans (usually with balliesuits or powerful cyber
netic enhancements) are also allowed into Ihe arena. These battles are usually bloodier,
and could involve real death - or they
may be illcg:ll. Besides out-and-out glad-
iatorial matches, less-yiolcnt conteslS Q
betwccn robots are possible: jousting, W 0
fencing, boxing, and so on. or team
sports like football or hockey. or course,
a "mectlllnized combat-football" game
could be just us Icthal as a g[:ldilOrial
mlltcht

The b:lckground to a robot gladiators
campaign is often a dark cyberpunk or
post-holocaust world: it could also be
played as 11 c11lssic martial arts campaign,
wilh all the rivalry, pageantry and wild
fighting slyies of a kung-fu or pro
wrestling film. How :lbout an allernate
world future Rome in which cyborg
gladiators and robot monsters bailie to
the death in the robot coliseum. where
the sci-fi plots are drawn from Italian
sword-and-sandal gladiator movies?

Examples: Boule Angel (animated
series), Battle AI/gel AlilO (comic book).
RfJho-Rally (miniutures game). The
movie Rollerball. though not inyolving
robots, is a good source of ideas for vio
lent futuristic team-sports.

Lost 01' Stolen Plans
A conception roll (if sua;cssful or crit

ically failed) gives a sct of plans for the
robot or android. These may be on paper.
or morc likely. in a computer memory.
Sce the sidebar Dal{j and MenlOry
Reqll;rcmenls on p. 60 for the memory
thai blueprints lake up.

These plans 3rc needed to build a
working copy. If the only plans arc lost.
this me:ms a working copy can't be buill.
A dc!\igner may make multiple copies of
his plans, bUI this obviously incrca~s the
risk oflhcm heing sfOlcll.

[f the dc~igner doesn·t have access tu
his plans, he can try 10 rcCfC<lIC them from
memory. This is treated much the same as
un original construction. but with a +4
modifier (+7 if Eidetic Memory, +10 if
Eidetic Memory lellel 2). If the designer
has pOlniul notes, he should gel a +1 or +2
bonus.

Someone who has sloten or I:opicd a
SCI of plans can usc them to build thcir
own working copy. tf the plans arc inl"Qrn
plete, Ihey can try 10 recreate them. This is
treated as a conception roll. but is done at
a +1 to +3 bonus depending on how com
plele lhe plans are. Furthermore. if the
original concept was flawed. the resuh
will share the flaw unless the new design
er scores a critical success and thus fixes
the problem in the original.

If II working model of a robot is
acquired. it can be taken apart and
"reverse cngineered·· 10 produce the SCI of
plans Ihat can be u.~ed to build more.
Treal lhi~ 1I~ a <;onccption roll. but with II

+S skill bonus. Cross-tech penalties (p.
B185) apply - reverse engineering a high
er TL design call be very tricky, but may
be the only way 10 understand lin alien
technology.

Acquiring or protecting the plans for II
robot (especially one thaI hasn't yel
entered mass production) can gener<lte 1I

101 of adventure possibilities. cspccilllly if
two rivat invenlors or organiz<ltions arc
inyoh'ed. Character.; can be hired to steal
or recover plans or a prototype (for
reverse engineering). The designer is 1Ilso
at risk: he may be: kidnapped and fOR;cd to
rccrCllte his plans for someone else. or
assas.~inaled to keep him from doing so.
11lc OM can even set up a situation where
one organization ha.~ the plans. a second
group has kidnapped the designer. and a
third has Slolen the prototype robot. Each
group can be rdCing 10 build (or copy) its
own version - and perhaps have Iheir
robots face the other designs in bailie!
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This chapter contains designs for robots and biological androids.
These arc "factory-fresh" models, ready to be programmed for their jobs
and made imo characters. They can also be used as templates to create
your own variants - just add or modify components and rccalulatc the
statistics.

.,,'.
IHMPlf RmTl



117 Room
Bomb Disposal Robot ml)

This is a police/security robot primarily intended for bomb
disposal, although it may hnve some uses in SWAT operations.
It resembles a tracked box with a small sensor turret and pincer
equipped arm.

Brain: Standard brain (40 Ibs.,.8 d, $15,000) with
Complexity 2 (-5 points).

Sensors: Basic sensors with color blindness, low-res Vision,
360 degree vision. night vision, no sense of smelUtaste (8 Ills.,
.16 cr, $28,400, -5 poinls).

COllllllunicator: Basic communicator with bullhorn and dis
turbing voice (2.2Ibs., .044 cr, $600, 5 points).

Arm Molors: ST 15 arm molor with cheap, extendable and
bad grip options (18 Ibs., .36 cr, $4,500, .075 KW). -5 points.

Drivetrain: Tracked drivetrain with .3 KW motive power
(4.5 lbs., .09 cf, $90,.3 KW).

Weapollr.v: Rem M870 shotgun (8 Ibs., .16 cf, $235, p.
B209, LC 4, 15 points).

Accessories: Flashlight (2 Ibs., .04 cr, $20); siren (I lb., .2
cr, $100).

Power: Power requirement .375 KW. Energy bank with two
r12v cells (total 40 Ibs., .4 cf, $100, 20 points) storing 1,800
KWS. Endurance I hour, 20 minutes (-10 points).

Suhus.l"I:mblies: One arm, head with full rotation, tracks.
Arm Design: Houses shotgun, Hashlight, arm motor (.56 eI).
Head Design: Houses sensors, communicator and .096 cf

empty space (.3 cf).
Body DesiRn: Houses brain, drivetrain, energy bank and

waste space l'or head rotation (1.35 cf total).
Track Design: Two tracks (.78 cf tOlal).
Surface Arca: Arm area 4, head area 3, body area 8, tracks

area 5. Total surface ilrea 20.
S/mclUre: Cheap. 60 Ibs., S2,000.
Hit Points: Arm 12, head 5. body 12, tracks 7 each.
Armor: DR 24 mctal armor (120 Ibs., $2,400, PO 4, LC 3,

172 points); sealed ($800, 20 points).
Statistics: 303.7 Ibs. (.15Ul5tons), $54,245, 2.99 cf(4' long).

Body ST 12, arm ST IS (32 points); OX 9 (-10 points); lQ 5 (-40
points); HT 12/12 (20 points). Speed 8.43 (S poinLs). Cannot noat
(-5 points). Legality Class 2. Point Cost: 42 points.

''Manta'' Deep Sea Robot ml)
This is a two-armed robot submarine intended for salvage or

oceanic research. It isn't very smart, so it is usually controlled
by a human operator via a cable link.

Brain: Standard brain (40 Ibs ...8 d, $15,000, -5 points) with
Complexity 2.

Sensors: Basic sensors with no scnsc of smell/taste and two
levels of sonar (14 Ibs., .28 ef, $)0,000, 25 points).

Commrmicator: 8asic communicator with mute and 2,000
yard extension cable (40.4lhs., .808 cf, $2,200, -5 points).

Arm MOlOn': Two ST 20 ann motors with cheap and bad grip
options (each one is 12 Ibs., .24 cr, $3,000.. 1 KW). -10 points.

Aqualic Propulsion: 5 KW Hydrojet (50 Ibs., I cf, $2,000, 5
KW).

AcCt!ssories: Two sets or Integral mechanical tools (each 10
Ibs., .2 cf, 5400); CUlling torch (12 Ibs., .24 cr, $80); spotlight
(10 Ibs... 2 cf, $100).

Power: Power requirement 5.2 KW. Energy bank with thirty
r12v cells (total 600 Ibs., 6 cf, $I,SOO, 20 points) storing 27,000
KWS. Endurance I hour, 26 minutes (-10 points).

Subassemhlies: Two arms: right and left.
Arm Desix/!: Right arm houses ST 20 arm motor and integral

mechanical tools (.44 ct). Left arm houses ST 20 arm motor,
intcgral mechanical tools, and cutting torch (.68 cf total).

Body Design: Body houses brain, sensors, communicator,
spotlight, energy bank, hydrojet, 10.12 cf cargo space, 19.2 cr
multiplied by 1.25 because submersible (24 cr total).

SUlfacc Area: Right arm area 4, left arm area 5, body area
50, total surface area S9.

Slrtlclure: Light, submersible. 354 Ibs., $5,900.
Hit Points: Right arm 6, left arm 8, body 30.
Armor: DR 10 metal armor (147.5 Ibs., $2,950, PO 3, LC 4,

105 points); sealed (free with submersible. 20 points).
Statistics: 1,311.9 Ibs. (.655 tons), $72,530, 2S.12 cf (8.66'

long, -10 points). Body ST 0, arm ST 20 (5 points); OX 9 (-10
points); IQ S (-40 points); HT 10/30 (100 points). No ground
movement; Speed (in water) 3 (-5 points). Legality Class 4.
Point Cost: 36 points.

TlS Room
''AI'gus 1"Ael'ial Spybot mB)

The Argus is a small rohot helicopter for news gathering,
police surveil1ance, and military reconnaissance. It has two heli
copter blades, one at either end of its peanut shaped body. Not
hcing very hright. the Argus is usually remotely controlled from
a computer-equipped news van or operational command center.

Bmin: Small brain, Complexity 2 (2 Ibs., .04 cf, $1,000, -5
points).

Sensors: Basic sensors with +3 Acute Vision, Night Vision,
Telescopic Zoom level 2, One Eye, Parabolic Hearing level 5,
No Sense ofTaste/Smell (3 Ibs., .06 cr, $16,100, 33 points).

Communicator: Basic communicator with lasercom and
mute options (10.2 lb., .204 cf, $S, 100,5 points).

Arm Motors: No arms or legs (-50 points).
Drive/rain: Helicopter drivetrain with 4.5 KW motive power

(18 Ibs., .36 cf, $900. 4.5 KW).
Accessories: Modular socket (2 Ibs., .1 c1', $50).
Power System: Power requirement 4.5 KW. 1'0 cell (S Ibs.,

.OS cr, $SOO, 20 points) stores 18,000 KWS. Endurance one
hour, 7 minutes (-10 points).

Suhassemblies: Head with full rotation; rotary wing.
Head Design: Head houses basic sensors, .07 cf empty (.13

cf total).
Body Design: Body houses smal1 bmin, communicator, modu

lar socket, rO cel1, .1 cr waste space for head rotation, helicopter
drivetrain plus .386 cf empty space (1.6 cf total).

Ro/at}' Wing Design: .032 cf.
Surface Area: Head area 2, body area 9, rotary wing area 3.

Total surface area 14.
Struc/ure: Extra-light. 2.625 Ibs., $350.
Hit Points: Head I, body 2, rotary wing I.
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Armor lind Threlll Protectioll: OR I metal annor (2.1 Ibs..
$42. PO I. LC 6. 28 poinls).

Statistic.{: 44.925 lbs. (.026 tons)..708 cf (2.7" long,-IO
points), 524,042. Body 5T 0 (-100 points), OX 9 (-10 points), IQ
5 (-40 points). HT 1218 (0 points). 0 ground or water speed.
Rotor flight: air SjX."<.-d 31. stall spcl.'<! 0, can oo\'er (75 points).
Cannot float (-5 points). Legality Class 5. Point Cost: -69 points.

''BlUe Steer' Police Robot mB)
This is a robot "police dog" designed (0 support officers dur

ing invcsligations with its forensic scnsors. and to aid in lrack
ing down suspeclS. lis small torso supports a large rolating head
studded with sensors ;lnd antennae. It walks on three legs and
has three arlils - two jointed manipulators with built-in
weapons and onc whiplike cable ann for snagging SUSpeCIS.

Brai,,: Standard brain with high-capacity and neural-net
options (40 Ibs., .8 cf, $45.000, 65 points). Complexity 3.

Sensors: Basic sensors with microscopic, peripheral and
thermograph vision. +2 acule hearing. two levels parabolic
hearing, discriminatory smell and taste. laser rangefindcr (5.2
Ibs., .104 cf. $24,500, 81 points).

COllllllulliwfor: Basic eommunicHtor with buJlhol1l :md dis
turbing voice (1.1 Ibs., .022 cr, $300, 5 points).

Arm Motors: Two ST 12 arm motors (each 2.4 lbs., .048 cf,
$4.ROO, .00 KW). ST 15 linn molor wilh cxtra-ncxiblc option
and bad grip (6 Ibs".12 cf. $6,000..075 KW). IS points.

Drivetrain: Leg drivetrain (three legs) with .5 KW motive
power (30 Ibs.,.2 cf pcI' leg motor, $3,()(}O,.5 KW power).

Weapollry: EleClJ'oshoeker (1 lb., .02 cf, $200, LC 5); Police
Grenade Launcher (25 Ibs...5 cf. $ I.000, LC 2 - usually loaded
with baton, tangIer or chcmical munds). 27 points.

ACCl'.Horics: Flashlight (I lb...02 cf, SIO); siren (.5 Ibs., . I cf,
$50); spraygun (1 lb., .05 cf. $50); crimescanner (8 Ibs... 16 cf,
$6,000, LC 5); electronic lockpick (3 Ibs., .06cf, $1,500, LC 4).

Power: Power requirement .695 KW. Energy bank with one
rE cell (20 Ihs., .2 cf. $2,000, 20 points) storing 180,000 KWS
power. Endurance 71 hours, 54 minutes (0 points).

Subassemblies: Three arms ('"right:' "left" and "center").
head, three legs.

Arm DeJJ'ixn: Right arm houses ST 12 aml motor, electronic
Ioc:kpid: (.108 cf); leO arm houses ST 12 arm motor and spraygun
(.098 cl). Central arm houses ST 15 amlmotor and clcetroshocker
(.14 cf).

Hellli Design: 1·lead houses sensors. siren, communicator,
flashlight. crimc.';canner. police grenade launcher, .004 cf empty
space (.91 cf).

Body Oe.{ign: Body housc..~ brain, energy bank, waste space
for head rotation, and. 109 cf empty space (1.2 cf).

Leg.\': Three legs, each leg houses leg mOlor and .04 cf
empty spaee (.24 cf each).

SllIface Area: Right and leO arm are:l 1.5 each, cell1ral arm
area 2. head area 6. body area 7, three legs area 2.5 each, total
surface area 25.5.

StruCture: 102Ibs., $2.550.
Hil Poillls: Right and left arm 5. central ann 6, head 9, body

II.eachleg4.
AmlOr: OR 30 lllctalllrmor (114.75 Ibs.. $2,295. PO 4. LC 2,

190 points); scaled ($510, 20 points).
Statistics: 363.35 Ibs. (.1815 tons), $104,565. 3.176 cf (6.62'

tall). Body ST 22, ilrlll ST 15, ST 12 (76 points): OX 9 (-10
points): IQ 7 (-20 points): HT II/II (10 points). Speed 8.28 (10
points). Cannot no.1t (-5 points). Legality Class I. Point Cost:
97 poinl.~.

"Mal'ius MIl. IV" t:al'go Mule (TlB)
These loading robots, a ubiquitous sight around airports and

spaceports. consist of a wheeled body with a pair of built-in
anns; many cargo trucks and ships also carry Ihem 00 board.

Brain: Small brain. Complexity 2 (2 Ibs...04 cf. $1.000,-5
points).

SensorJJ'" Ba..,ic scnson. with low-res vision, one eye. no sense
of smeIVta.<;te, codescanner (1.2 Ibs., .024 cf, $4,100, -40 poims).

Communiclltor: Basic communicator with mute (.2 Ibs...004
cf, $100, -5 points).

Arm MOlors: Two ST 20 ann motors wilh ehe:lp :lnd bad
grip options (each 12Ibs., .24 cr, 54.000,.1 KW). -10 poinls.

Drivelrtlin: Wheeled drivctrain with .4 KW motive power (3
Ibs.,.06 cf, $60,.4 KW).

POlVer S)'~'lem: Power requiremcnt .6 KW. rE cell (20 lbs...2
cf. $2,000, 20 points) stores 180.000 KWS. Endurance 83
hours. 20 minutes (5 points).

SII/)a.l·xemblje.I·: Two arms. wheels (four wheels).
Arm Dc.rixn: Right arm housing ST 20 arm motor (.24 ct).

Left ann identical.
Body De.rig,,: Body hOllsing small brain, sensors, communica

tor, wheeled drivetrain, rE cell and 1.672 cf empty space (2 et).
Wlwd Design: Whcels (.4 cJ).
SUlj(u:e Area: Two arms area 2.5 each, body area 10, wheels

area 4. Total surface aren 19.
Stl"ll(.'tllre: Cheap. 114 Ibs., $950.
Hit POill/.I·: RighL und left arm 8 each, body 15, each wheel 2.
Arlllor (/n(/ "l'f1l'eM ProJection: DR 2 melal armor wilh open

frame (2.85 Ibs.. $57, PO 2, LC 6, 54.5 [XlinLs).
S/a/i.l'Iit'.I': Design weight 167.25 Ibs. (.083 tons), Volume

2.88 cf (3.87' across). price $16,267. Body ST 25. arm ST 20
(130 points), OX 9 (-10 points), IQ 5 (-40 poinb), HT 12115 (35
points). Speed 17.5 (20 points). Cannot float (-5 points).
Leg:llity Class 6. Point Cost: 34 points.

''M19 Vangnal'd" Wal'bot (TLB)
This armored fighting robot is designed to provide fire sUI)

port to an infantry or battlesuit squad. It has an armored, round
ed body on four legs. Its fully+rotaling turrel holds a 20mm
chllingun and various sensors. and a secondary turret atop Ihat
carries two Ia.-rers.

Brai": Standard brain with genius and neural-net options.
Complexity 4 (40 Ibs...8 cf. $210.000. LC 5, 65 points).

Sensors: Basic sensors with thermograph. peripheral vision,
+4 acute hcaring. discriminatory smell and laser rangefinder
options (4.4 lbs., .088 cr. S20.500, 63 point<;).

Comllllmiclltor: Basic communicator with IFF and Ia.<;er com
(II lb., .22 cf. $6.000. 25 points).
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Arm Motor.\': No arms (-30 points).
Drive/rain: Leg drivClruin wilh four legs and 2 KW motive

power (120 Jbs...6 cf per leg motor. $6.000, 2 KW).
Weaf/ollry: Minican11011, 20mmCL (75 lbs., 1.5 cr, $8,000,

LC 0); Iwo mililary laser carbillc.~ (Iolal 14 lbs., .28 cr, $6,000.
LC I). Weaponry costs 120 points.

Acces.\·orie.\·: Inenial Compass (I lb...02 cr, $250, 5 points).
Power System: Powcr requiremcnt 2 KW. Fuel cell with 2

KW output (20 Ibs .. uses .04 GPH hydrox, .4 cr, $500, 20
points). Self-scaling fuel lank with 2 gallons hydrox (12 Ibs...3
cf. $80, fire 10, -10 points). Endurance 50 hours.

Subassemblies: Two heads, main and secondary. Both have
full rotation. Four legs.

Hi'ad Di'sigfl: Secondary head houses two laser carbines and
.02 cf empty space (.3 cl); it is mounted atop lhe main head.
Main head houses chaingun, scnson; and .006 cf empty space
and .06 cf waste space for secondary head rotation (1.6 cl).

BOlly Desigll: Body houses brain, communicator. inertial
compass, fuel cell, fuel tank, waste space for main head rotation
and .44 cf empty sp..1ce (2.5 cf).

Leg Design: Four legs. each housing leg motor (.6 cf each).
SlIrface Area: Secondary head area 3, main head area 9,

body area 11. four legs area 5 ellch. Total surface area 43.
Structure: HellVY body. 258 lbs.. $8.600.
Hit Poillls.' Secondary head 9. main head 27, body 33, legs

15 each.
Armor will T1Ireat Prolec/io//: OR 160 laminate armor (688

Ibs., $68.800. PO 4. LC 1.740 points): IR Cloaking (43 Ibs..
$6,450.2 points); scaled ($860. 20 points).

S/ll/js/it:.~: 1,286.4 Ibs. (.643 tons). 3.64 cf (5.87' wide, -10
points). $342,040. Body ST 66 (l15.8 points). OX 10, IQ 8
(-15 points). !-IT 10/33 (115 points). Speed 10.58 (20 points).
Cannot noat (-5 points). Legality Class O. Point Cost 248.

"Rovel'-B" Secuf'ity Robot (UB)
This robot is designed for routine security guard duty in and

around buildings or aboard large ships. It is a cylindrical robot
on wheels. with a rotating domed head and a single weapon
equipped arm for restrnining suspects or opening doors. It is not
very clever, and is usually controlled by H building or ship com
puler. It is armed with a variety of non-lethal wcnpons.

Brain: Standard brain, Complexity 3 (40 Ibs ... 8 cf.
$15,000. -5 points).

SfinSor.l': Busic senSors with low-res and infrared vision, one
eye. no sense of smcll/tnste. smoke detector, codescanner (1.8
lbs., .036 d, $4,600, -25 points).

Commullicator: Basic cOllllllunicmor with bullhorn option
(1.llbs...022cf.$S50.ISpoims).

Weaf/oll.\·: Tlll1gler (6 lbs ... 12 cr, S1.000. LC 5);
Electroshocker (I lb...02 cf. $200, LC 5). Weaponry costs 12
points.

Acce.\·.WJrie~·: FIllShlight (I lb., .02 cf. $10): Spraygun (lIb.,
.05 cf. $50); Modular socket (3.5 Ibs...07 cf. $35).

Arm Morors: One ST 12 arm molar with cheap and bad grip
options (4.8 Ibs...096 cf, $1.200, .06 KW). ·30 points.

Dril'euaif/: Wheeled drivetrain.. 15 KW motive power
(1.I25Ibs...0225 cf. $22.50.. 15 KW).

PO\l'er Sysleltl.· Power requirement .21 KW. rO cell energy
bank (5 Ibs.•.05 cr. $500. 20 points) sioring 18.000 KWS.

Subassemblies: Arm. head with full rolation, three wheels.
Arm Design: Ann houses ST 12 ann motor. electroshocker

and modular socket (.186 el).
Head Design: Head houses ..cnsors. tangIer, nashlight. and

.004 cf empty space (.18 cl)

Body Dfisigll: Body houses brain, cOllllllunicator, spraygun.
drivetrnin, rO cell. waste space for head rotation, and .0195 cf
empty space (I cl).

Wheel Desig/!: lllree wheels (3.5 Ibs.,.1 cf. $115..2 KW).
SlIIface Area: Arm area 2. head area 2, body area 6. whl.'C1

area 1.5. Tolal surface area 11,5,
Sfruclllre: 46 Ibs.• $1.150.
Hil Poims: Arm 6, head 3, body 9, wheels 2 each.
AnI/or 1II111 Threat Protecliol/: OR 10 metal anllOr (17.25 Ibs.,

$345, PO 3. LC 4, 105 points).
Sr(l/islics: 133.075 Ibs. (.0665 tons), 1.566 cf (3.46' tall),

$24.777.50. Body ST 7, ann ST 12 (-8 points). OX 9 (-10 poims).
IQ 6 (-30 poims). !-IT 12/9 (5 points). Speed 12 (12.5 points).
C1nnot float (-5 poinL~). Legality Cla'l~ 4. Point Cost: 16 points.

Tl9 ROOOTS
''StI'eethawk'' Uf'ban BaWesUit (TLS)

This isn't a robot - it's a battlesuit, humanoid powered
amlor. This particular model is a lightly-anned "commando"
version for close-range combat (it also makes a good superhero
battlesuit). Unlike many heavier suits, the Streethawk is a
sleek, fonn-fiuing design that closely following the contours of
the wearer's body. lis computer brain can operate it like a
robot. bUi the Streethawk is most efficient when being worn by
a pilot.

IJraill: Small brain (lIb...02 cr. 5500) Complexity 3.
Bell/le.mil: Pilot (w1l50 lb. pilot weight, 180 Ibs.. 53.(00).
Sell.wr.~: Basic sensors with infrared and night vision. laser

rangcfinder. no sense of smcl1/taste (1.5 lb., .03 d, $4.550).
CO/ll/llllllic(l/or: Basic cOllllllunicator with IFF (.5 lbs., .01

cf, $500).
Arm Mowr: Two arlll motor with ST 30 (each 4.5 Ibs., .09

cf. $4.500•. 15 KW).
Drive/mil/: Leg drivetrain with two le£s and.7 KW Illative

power (28 Ibs...28 cf per leg motor, $5,600).
Thrusr Pro{Ju!.l"ioll.· Chemical rocket with 440 Ibs. thrust and

vectored thrust option (9.9 Ibs... 198 cf. uses 110 gph rocket
fuel, .03 per second. $495).

We(lfJo/llY: Assault razergun (5 Ibs... 1 d. $3.000, LC I):
plasrnnt"aust (2 Ibs.. '()4 cr. $2,000. LC 2).

Accessories: 6 hours life support (25 Ibs.,.5 cr, $250); iner
tial compass (.5 Ibs., .0 I cf, $125): gyrobalance ($2,500).

Pow{;/": Power requiremcnt I KW. TL9 MHD turbine (8
Ibs ... 16 cr, $500, .02 GPH HO). Energy bank with two rC
cells stores 5,400 KWS: Self-sealing tank with .24 gallons
hydrox fuel (1.44 Ibs" .036 cf. $9.60). Self-scaling tank with.3
gallons rocket fuel (1.8 lbs., .045 cf. $12). Endurance 12 hours
all internal fuel + 1.5 hours with energy bank: rocket fuel lasts
only 10 seconds: it is used mainly for brief jumps in tactical
situations.

Subassemblies: Right and left ann, head. two legs and pod.
Arm IJes;g1l: Right arm houses arm motor with bad grip,

plasma faust. talcrgull and pilot's ann (.38 cf), left arm houses
amlmotor and pilot's aml (.24 cf).

Hellli Design: 1·lead houses sensors, communicator and
pilot's head (.415 cf).

Body Desigll: Houses brain. pilot's torso, waste space for
head rotation. MHO power plant, energy bank, fuel tank. iner
tial compass, .0025 cf empty space (1.8 cl).

Pod Design.' Attached to back; holds life suppol1, chemical
rocket. rocket fuel and .007 cf empty space (.75 cO.

Leg Design: Each leg houses pilafs leg and leg mOior (.655
cf each).
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Surface Area: Right arm 3, left arm 2,5, head 4, body 9,
each leg 5, pod 5, total surface area 33.5.

Struclure: Expensive, heavy. 96.1875Ibs.. $13,400.
Hir Poillls: Right arm 18, left arm 15, head 12, body 27, each

leg 15, pod 15.
Armor: DR 80 laminate (160.8 Ibs., $16,080, LC 0, PO 4)

plus IR cloaking (16.75 Ibs., $5,025) and sealed ($335).
Slalistics: 414.2525 Ibs. design weight, 564.2525 Ibs. loaded

weight with ISO-lb. pilot (.282 tons), 4.895 cf (6,6' tall),
$66,881.60. Body ST 33, arm ST 30, OX (pilot, or OX 9), IQ
(pilot or IQ 6), HT 12/27. Ground Speed 6.3; air Speed: none,
but use of the rockets divides the distance it can jump by .23.
Cannot float. Legality Class O.

"Johnny Appleseed" Colonial Agf'obot mS)
This is a multi-purpose farming robot. The size of a horse, it

has a skinny. skeletal body mounted on double pairs of tracks,
no head, and three long am1S. It can be used for anything from
seed planting to fruit picking, or even pulling a plough. Buill-in
tools let it to perform logging, crop-spraying. vaccination,
sheering or slaughterhouse tasks.

While the Agrobot is familiar at TL9, if a UFO brought one
to modern Earth, it would be a frightening alien machine!
Perhaps alien agrobots are behind the cattle mutilations'!

Brain: Standard brain (20 Ibs., .4 cr, $7,500, -5 points).
Complexity 4.

Sensors: Basic sensors with night vision and bioscmmer (2
Ibs., .04 cf, $6,050. 30 points).

Communicator: Basic communicator with mute and infrared
com options (.35 Ibs., .007 cf, $175, 0 points).

Arm Motors: Two ST 15 arm motors with cheap option (each
4.5 lbs., .09 cr, $2,250..075 KW). One ST 20 arm illataI' with
"striker" option (1.5 Ibs., .03 cf, $1,200, .1 KW). 5 points.

Drivetrain: Tracked drivetrain with .5 KW motive power
(7.5Ibs., .15 cf, $150,.5 KW).

Weaponry: Chainsaw (10 lbs., .2 cr, $40,.1 KW), drug injec
tor ($25, .25 Ibs., .005 cf), large knife with vibroblade ($140, I
lb., .02 cf, LC 3). Costs 17 points.

Accessories: Spraytank (8 Ibs.,.4 cr, SI00).
Power: Power requiremcnt .85 KW. TL9 fuel cell with .85

KW output (8.5 Ibs., . I7 cf, $500. uscs .01275 gph hydrox, 20
points). TL9 self-sealing tank with 3 gallons hydrox fuel (18 Ibs..
.45 cf. $120, fire 10. -10 points). Endurance 235 hours, 17 min
utes (8 points).

Subassemblies: Three arms (right, left and center); head:
tracks (four tracks).

Arm Design: The central ann houses ST 20 arm motor and
ehainsaw (.23 ct); the right ann houses a ST 15 arm motor and
the large knife (.11 cf): the left arm houses a ST 15 arm motor
and drug injector (.095 cl).
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Head Design: Head houses sensors, communicator, spray
ttink tind .053 cf of empty space (.5 cl).

Body Desif!,n: Body houses brain. tracked drivetrain, fuel
cell, fuel tank, 4.78 ef cargo space and waste space for head
rotation (6 eI).

Track Design: Tracks (3.6 cf).
Surji:lce Area: Central arm area 2.5, right and left arm area

1.5 each, head area 4, body area 20, tracks area 15, total surface
area 44.5.

Structure: Cheap. light. 101.25 Ibs., $1,112.50.
Hir Poims: Central arm 4, right and left arms 2 each. head 3,

body 15, tracks 6 each.
Armor: DR 5 open frame metal armor (1 1.125 Ibs., $222.50,

PO 3, LC 5, 86.25 points).
Slatislics: 198.475 Ibs. (.0992 tons), 10.535 cf (6' long, -10

points), $21,835.50. Body ST 30, arm ST 20 or ST 15 (121
points), OX 10 (0 points), IQ 7 (-20 points), HT 12/15 (35
points). Speed 13.4 (12.5 points). Cannot float (-5 points).
Legality Class 3. Point Cost: 57 points.

"Kobold-O" Space WOf'kef' Robot (TLS)
The Kooold-D is designed to work with humans at zero-G con

struction, engineering, mining and prospecting. Its clunky
humanoid body calls to mind mid-20th century images of robots: a
small domed head, two arms and two legs. Auxiliary chemical
rockets allow it to operate in zero G. lts modular socket is usually
fitted with engineering or mechanical tools: it also has a sizable
cargo bay for storing spare pru1s, equipment or are samples.

Brain: Standard brain with neural-net, Complexity 4 (20 Ibs., .4
ct: $15/l00, 65 poinL'\).

Sensors: Basic sensors with chernscanner and radseanner (3
Ibs., .06 d, $7,000,10 points).

Communicator: Basic communicator (.5 Ibs., .01 cr, $250, 15
points).

Thrust-Ba\'ed Propulsion: Chemical rocket with 10 Ibs. thrust
and with vectored thrust (.225 Ibs., .0045 cf, uses 2.5 gph rocket
fuel. $11.25).

Arm Motors: Two ST 14 ann motors with ChC<IP option (each
4.2 Ibs., .084 cf, $2,100, .07 KW).

Drivetrain: Leg drivetrain (two legs) with .3 KW motive power
(12 Ibs., .12 cfrx:r leg, $2,400. .3 KW).

Wcapomy: Heavy laser torch (20 lbs., .4 cr, $250, 10 points).
Accessories: Flashlight (.5 Ibs., ,01 cf, $5); inertial compass (.5

Ibs., .01 cf, $125, 5 points); two modular sockets (each 10 Ibs., .2
cf. $100).

Power System: Power requirement .44 KW. rE cell energy
bank storing 270,000 KWS (20 lbs., .2 cf, $2,000, 20 points). Fuel
tank with 2.5 gallons rocket fuel (15 Ibs., .375 cf. $25, lire 10,-10
points). Endurance 170.4 hours (8 points).

Subassemblies: Two rums (right and left), head, two legs.
Ann Design: Right arm housing ST 14 afln motor and modular

socket (.284 cf); left arm identical.
Head Design: Head houses sensors, communicator, flash

light, heavy laser torch, inertial compass, .0 I cf empty space
(totals .5 cf).

Hody Design: Body houses brain, chemical rocket, rE cell, fuel
tank, waste space for head rotation, .9705 cf empty space (2 cf).

Leg Design: Two legs, each leg has leg motor and .48 cf empty
space (.6 ct).

Surface Area: Two "nns 3 C<lch, head 4, body II, two legs 5
each, robot surface afCa 31.

Structure: 93 Ibs., $3, I00.
Hit Poims: Arms 9 each, head 6. body 17, legs 8 each.
Armor and Threat Proleclion: DR 7 metal amlOr (21.7 Ibs..



$434, PO 3. LC 4, 96 points), r.adiation shielding (15.5 Ibs., $155,
6 points); sealed ($310. 20 points).

Stati.wic.~: 250.325 Ibs. (.125 tons). 3.768 cr (7.11' lall,·10
points), $35,465.25. Body ST 14. arm ST 14 (45 points), DX 10,
IQ 8 (-15 poims), HT 12117 (45 poinls). Speed 6.1 (0 points); air
Speed 0 (nol enough thm.st in Earth-normal gravity to achieve
flight, but multiplies jump distance by 1.(44). Cannot float (-5
points). Legality Class 4. Poim Cost: 61 points.

''MuI'amasa r Commando Robot mS)
This is a humanoid robot soldier. designed for special forces

operalions. [I resembles a lllarHized metallic doll with clawed
hands. glowing eyes and <\ntennae. [t can use human equipment.
or (if dOlhed) pass as H person al a dislam;e or in bad light.

Brain: Standard bmin with genius and neural-net oplion, +3
OX booster Complexity 5 (20 lbs.. .4 d. $315,000, 65 points).

Sem·or.I': Basic ~nsors with thermograph vision. +3 acute hear
ing, bios<'::lJ1Jler and rndscanncr (3.5 Ibs...07 cf, $8,750, 51 points).

Commlllli(.'aror: D:lsie communicator with IFF (.5 Ibs., .0 I
cf. $500, 15 points).

Arm Motor~': Two ST 30 arm motors (each 4.5 Ibs., .09 cf,
$9,000.. IS KW).

Drive/raill: Leg drivelrain with two legs and .5 KW motive
power (20 Ibs., .2 cf per leg malar, $4,000, .5 KW).

Weapons: Military laser rifle, concealed (9 Ibs., .45 cr,
$2,000, LC 0). Sharp mOllowire claws on right and left hands
($700 and LC 3 each). Weaponry costs 106 points.

Accessorie.f: ulser periscope (.9 Ibs., .045 cr, $4(0): laser
sight built into laser ($25); inertial compass (.5 Ibs.•.01 cf.
$125, 5 points); gyrobalance ($2.500, 15 points); self-destruci
wilh IWO pounds TL9 explosive (2Ibs...04 cf, $160. LC 0).

Power System: Power requirement .8 KW. rE cell energy
bank (20 Ibs.•.2 cf, S2.000, 20 points) storing 270,000 KWS.
Endunmce 93.75 hou~ (5 points).

Subassemblies: Two ann (right and left), head, IWO legs.
Arm Desigl/: Right arm houses ST 30 ann motor, sharp

claws and .01 cf empty space (.1 eI). Left ann is identical.
Head Design: Head houses senson>, communicator, inertial

compass and laser periscope and .165 cr empty space (.3 cf).

Body Design: Body houses brain, rE cell. mililary laser.
gyrobll];ll1Ce. sclf·destrucl. wasle space for head rolation, .09 cf
emply space (1.2 ct).

Leg De.fign: Two legs, each houses leg motor and .16 cf
emply space (.36 cf each).

SI/Iface Area: Two arms 1.5 each. head 3. body 7, two legs 3
each. Total surface area 19.

Strucl/lre: EXIra-heavy. expensive. 8551bs., $19,000.
Hit Poims: AmlS 18 each, head 18. body 42. legs 21 each.
Armor (/lui Tllrem Protection: DR 100 laminate amlor (114

Ibs.• $11,400, PO 4, LC 0, 500 points); infrared cloaking and
stealth (18 Ibs., $2.850, LC 5. 6 points); sealed ($190. 20 points).

Biolllorphic:i: Sculpled (5380, 1.9 Ibs.); Attractive ($190. 5
points).

Statistics: 304.8 Ibs. (.1525 tons), 2.42 cf (5.8' tall).
5398.870. Body ST 28. ann ST 30 (170 points). OX 13 (30
points), IQ 9 (-10 points). HT 12142 (170 poims). Speed 7.2 (5
JX)ints). Cannot nOal (·5 points). Legality Class O. Poim Cost:
235 JX)ints.

''858 8amlll'itan" ReSClJe Robot mS)
The Samaritan supplements human emergency workers at

fircfighling and rescue work. It resembles a seven-fooL-tail
"mechanical man:' Its head is topped with a siren and lighl and
has a concealed laser cutting torch for freeing IfilPped victims;
ilS right and left anns have built·in medical tools. and its body
has :l pair of fire extinguishen>. It's usually painted white. It can
fly wilh rocket jets built into each leg and although it has only
enough fuel for a few minules, this is enough 10 rescue people
lrapped on upper slories. The Samaritan would also make an
effective 1'0001 superhero, conslructed by a genius gadgeteer.

IJrain: Standard brain with neunll·nel oplion. Complexity 4
(20 Ibs.• .4 cf, $15.000, 65 poinls).

SenSQrs: Bnsic seO.!K)l"; wilh Ihennotp"aph vi>;inn, +1 a':1I1t~ hf>ar_
ing, biOSCltrlncr and ntdSCllllner (3.5 Ibs.. J17 cr. 58.750, 51 points).

Communicator: Basic communicator with bullhorn (.55 Ibs..
.011 cr, 5275, 15 points).

Arm M%rs: Two ST 24 arm motors with extendible option
(end 7.2 Ibs., .144 d, $14,400, .12 KW). 15 points.

Drive/raill: Leg drivetrain with two legs and .35 KW motive
power (14 Ibs .•. 14 cf per leg motor, $2,800, .35 KW).

Thl'll.l,t-!Ja.l·ed Propulsion: Two chemical rockets each with
200 Ibs. thrust and vectored lhrust oplion (each 4.5 lbs...09 cf.
uses 50 gph rockel fuel, $225).

WeapolI~': Medium laser torch, concealed (5 Ibs., .25 cr.
$125. LC 6, 5 points).

Acces,WJr;e.\·: Siren (.25 lbs., .05 cr, $25); two fire extinguish·
el1l (each 2 Ibs., .1 cf, S25); gyrobalance (52.500, 15 points):
two sets of medicnl tools (each 2 Ibs., .04 cr, $ I,000. LC 5).

Power SYS/(:III: Power requirement .59 KW. Three rO cells
in energy bank storing 54.000 KWS (I5lbs... 15 cr, $1500. 20
poims). Self·sealing fuel tank with 5 gallons rocket fuel (30
Ibs.•.75 cf, $200, lire 10, -10 points). Endurance 25 hours, 25
minutes (0 poinls). Can only fly for 3 minutes.

Subassembfie.f: Two arms (right and left). head. two legs.
Arm DesiRII: Right aml housing ST 24 arm motor. medical

lools (.184 cf): len arm housing ST 24 arm motor, medieallools
(.I84d).

Head Desigll: Head houses sensors, communicator. laser
torch, siren..019 cf emply space (.45 eI).

Body Design: Body house... brain, fire extinguisher, gyrobal.
ance, energy bank, fuel tank, waste space for turret rotation
(1.545 cf).
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Leg Design: Two legs; each leg houses leg motor, chemical
rockel and .2335 cr cmpty space (.4635 cr each).

Sill/ace Area: Two arms each area 2, head area 4, body area
8, two legs area 4 each. Total surface area 24.

Struclure: Heavy, expensive. 81 lbs.. $9,600.
flit Points: Each arm 12, head 12, body 24, each leg 12.
Armor (Jnd Threal Proteclion: DR 10 metal annor (24 Ibs.,

$480, PO 3, LC 3, 105 points); radiation shielding (12 Ibs.,
S! 20,6 points); sealed ($240, 20 points).

Bio/t/orphics: Sculpted body (2.4 Ibs" $480).
Stalislics: 239.1 Ibs. (.119 Ions), 3.29 cf (6,36' ial1), $73,395.

Body ST 18, arm ST 24 (117.5 points), OX 10, IQ 8 (-15 points),
HT 12/24 (80 points). Speed 6.85 (on ground); Stall Speed 0, air
Speed (vectored thrust tlighl) 176.77 and can hover (90 points).
C<lllnOl float (-5 poims). Legality Class 3. Point Cost: 115 points.

"Ulysses Mal'k 2"Planetal'Y Explol'el' mS)
TIlis is a 6'-long tracked robol wilh two arms and a small

rotating head equipped with many sensors. It is designed to
operale in very harsh environments, and is light enough to use
its tracks to swim. [t is usually landed on a world and rcmotely
controlled by either an orbiting ship's computer or a human
operator, but is smart enough to explore on its own. It carries a
stun rine for capturing specimens.

Brain: Microframe brain with neural-net option, Complexity
5 (100 Ibs., 2 cr, $40,000,. [ KW, 65 points).

Sensors: Basic scnsors with peripheral vision, thermograph
vision, +3 acute hearing, bioscanner, chemscanner and radscan
ner(4.51bs., .09 cr, $10,750, 71 points).

Comllll/nicator: Basic communicator with lasercom and
mute options (5. [ Ibs., . [02 c1'. $2,550, 5 points).

Arm Motors: Two ST 15 ann motors with cheap option
(each 4.5 Ibs., .()l) cr, $2,250, .075 KW).

Drivetrain: Tracked drivetrain with 2 KW motive power (15
Ibs., .3 cr, $300, 2 KW).

Weapons: Stun rifle, concealed (4 Ibs., .2 cr, $2,000, LC 5).
Weaponry costs 10 points.

Accessories: Inertial compass (.5Ibs., .01 cr, $125, 5 points);
flashlight (.5 [bs., .0 I cf, $5).

Power Syslem: Power requirement 2.25 KW. Nuclear power
unit with 2.3 KW output (27.6 Ibs., .276 cf. $20,000, LC 4, 20
points). Endllfance one year (10 points).

Subassemhlies: Two arms (right and lefl); head with full
rotation; tracks (two).

Arm Desig/!: Right arm housing ST 15 arm motor (.09 ct).
Left arm identical.

Head Design: Head houses sensors, nashlight, stun rifle (.3 c1).
Body Design: Body houses brain, communicator, tracked

drivetrain, nuclear power unit, inertial compass, 2.252 cf cargo
space, waste space for head rotation (5 c1).
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Moth}e System: Tracked motive system (3 c1) with two tracks.
Surface Area: Two arms area 1.5 each, head area 3, body

area 18, tracks area 13. Total surface area 37.
Struclure: III Ibs., $3,700.
flil Points: Each arm 5, head 5, body 27, each tHick 20.
Armor alld 71/reat Protection: OR 30 metal armor (III Ibs.,

$2.220. PO 4, LC 2.190 points); radiation shielding (18.5 Ibs..
$i85, 6 points); sealed ($370, 20 points).

Statistics: 406.7 Ibs. (.203 tons), 8.48 cf (5.6' long, -10 points),
$86,705. Body ST 54, ann ST 15 (123.5 points), OX 10, IQ 9 (-10
points), HT 12/27 (95 points). Ground Speed 18.8 (15 points).
Floats; water Speed 4. Legality Class 2. Point Cost: 124 points.

AAV·1 "VultuI'e" Autonomous Attack Vel'tul mS)
This vertical-takeoff flying warbot is designed to provide

dose-air support to ground forces and has a nying endurance of
1.5 hours. The Vulture resembles a rotorless attack helicopter with
a small laser tUITet under the nose and four ]lIXls attached to the
fuselage, two on either side. TIle two smal1 forward pods contain
rocket launchers; the two large rear pods house tilt-jet engines.

Brain: Microfrmne brain with neural-net option and + I OX
booster (100 Ibs., 2 cr, $60,000,.1 KW, 65 poinLs), Complexity 5.

Sensors: Basic sensors with night vision and thermograph
vision, 2 level telescopic zoom, no sense of smell/taste. all three
scanners (4.7 Ibs., .094 cf, $9,050, 67 points).

Communicator: Basic communicator with bullhorn, long
range radio, IFF and lasercom options ([ 0.55 Ibs., .2 [ [ cf,
$3.325,27 points).

Arm Motors: No arms or legs (-50 points).
Thrust-Based Propulsion: Two turbofans, each with 3,000

lb. thrust and vectored thrust option (600 Ibs .. 12 cf, uses 45
gph jctrud. $30.000).

Weaponry: Gatling laser (75 Ibs., [.5 cf, $20,000, LC 0).
Four heavy rocket launchers (each 100 Ibs., $3,000, 2 cr, LC 0).
Weaponry costs 180 points.

Accessories: [nertial navigation system (10 Ibs., .2 cr,
$12,500,5 points); spraytank (8 Ibs.. .4 cf, $1(0).

Power: Power requirement.1 KW. Energy bank with E cell
(20 Ibs., .2 cr, $2,000, 20 points) with 270,000 KWS stored
power. Jet engines provide their own power. Self-sealing tank
with [35 gallons jet fuel (1,012.5lbs., 20.25 cf, $5,400. fire 10.
-10 points). Endurance 3 hours flying (-10 points); brain can
operate for 750 hours.

Suha.l'.\'t:mblie.l': Head, four pods.
Head: Head houses Gatling laser (1.5 ct).
Body: Body houses brain. sensors, communicator, inertial

navigation systcm, spraytank, energy bank, fuel tank, waste
space for turrel rotation and .49 cr cmpty space (24 ct).

Pods: Four pods. Each rear pod houses I turbofan ([ 2 cf
each). Each front pod houses two rocket launchers (4 cf each).



Sill/ace Area: Head area 8, rCllr pods area each 40, front
pods nre,l each 16, body area 50, total surface llrca 170.

Sln/erur/!: Expensive. 382.5 lbs., $34,000.
Hit Puillf.~: 1·lead 12, ~lr pods 60 each, front pods 24 each,

body 75.
Annor: DR 100 laminate (1,020 Ibs.. SI02.0Cl0, PD 4, LC L

500 points); IR cloaking and stealth (170 lbs.. $5.100, 6 points).
St(llistic.~: 4,413.5 Ibs. (2.206 tons). 57.5 cr (5.9' long),

$325,475. Body ST O. no arms (-100 points), DX 11([0
points), IQ Y (-10 poinls), HT 8/75 (320 points). Air Speed
(vectored thrust flight) 132 (85 points). Cannot float (-5 points).
Legality Class O. Point Cosl: 220 points.

111O RNO RnOVE Ronon
"Cerberus" Security andPatrol Robot (HIO)

Designed llS a guard and police robot. the Cerberus is an
intimidating man-sized humllnoid robo1. 1Is head features large
glowing eyes. sensor antennae and almost canine jaws. Obvious
gun bmTels protrude from each p..1.lm. It normally moves on two
legs, but a built-in rockel pad.: allows shon-duration night.

Bra;,,: Standard brain with neural-net option (10 Ibs...2 cf,
$7.500,65 points), Complexity 5.

Sensors: Basic sensors with thermograph vision, +3 acute
hearing, biosCllnner, chclllscanner llnd radscrmner (2.25 Ibs.,
.045 cf. $4,875, 56 poinls).

CommllfliC(llor: Basic communicator with bullhorn option
(.275Ibs., .0055 cf. $137.50,15 points).

Arm Motors: Two ST 15 arm motors with cheap option
(each is 3lbs...06cf, $1.500, .075 KW),

Drivetraill: Leg drivetrain with two legs and .3 KW motive
power (9 lbs., .09 cf per leg mOlor, $1,800, .3 KW).

Tlll'llsl·Based Propul.\·;oll: Chemical rocket with 200 Ibs.
tllruSI (4.5 Ibs...09 cf. uses 50 gph rocket fuel. S225) with vec
tored thrust.

Well/JO/lry: One heavy laser pistol (3 Ibs...06 cr, S375, LC
2); slUn rinc (4 lbs...08 cr, $1,000. LC 5). ST II cutting jaws
with vibrobilldc (SL700. 1.1 Ibs., .055 cr, .11 KW, LC 3).
Weaponry costs 30 points.

Accessories: Fire extinguisher (2 Ibs., .1 cr, S25): spraygun
(I lb., .05 cr, $50).

Power: Power requirement .45 KW. rE cell (20 lbs., ,2 cf.
$2,000, 20 points) with 360,000 KWS. Self-sealing fuel tank
with 5 gallons rocket fuel (30 Ibs., .75 cf, $200, fire 10,-10
points). Twu sclf·scaling fuel tanks with unc gallon rocket fuel
each (each 6Ibs., .15 cf, $40, fire 10). Endurance 222 hours, 20
minutes (8 points): night cndurance is only 8.4 minutes.

Silbassemhlie.~: Two arms (right and left); head: two legs.
Arm Design: Right arm houses ST 15 arm motor, heavy

laser pistol and .02 cr empty space (.14 cf). Left arm houses ST
[5 arm motor and stUll rifle (.14 cf).

Head: Head houses brain, basic sensors, communicator, cut
ting jaw and .0045 cf of empty space (.41 cO.

Botly: Houses rockel, E cell, 5 gallon fuel tank, spraygun,
waste space for hcad rotation and .069 ef empty space (1.2 eI).

Legs: Two legs. each houses leg molOr. one gallon fuel tank
and .12 cf empty space (.36 ct).

SlIIface Area: Right arm 2, left aml 2, head 4, body 7, two
legs 3 each. Totul surface area 21.

Sll'IIcllll'e: 42Ibs., $2.100.
Hit Poillts: E.1ch arm 6, head 6, body II, each leg 5.
Armor: DR 20 metal (25.2 Ibs., $504. PD 4. LC 2, 160

points); sealed ($210, 20 points).
Statistics: 171.325 Ibs. (.0855 tons), 2.61 cf (6.09' tall),

$25.781.50. Body ST 17. Ann ST 15 each (70 points), DX 10
(0 points), IQ 9 (-10 points), HT 1211 [ (15 points). Speed 7.49,
stall spced 0, air Speed 50.6, crln hover (80 points). Cannol float
(-5 points). Legality Class 2. Point COSt: 103 points.

''AA-20 CalII'ier' Robot Trooper (HIO)
The Gabriel is designed to replace both paratroops and venol

or jetpack infantry in the air·llssault rolc. This scvcn-and-a-half
foot-trill sculptcd mctal humflnoid has three arms. built-in rock
et engines and folding wings, vaguely rc~cmbHng a sleel llugel.
Two of its arms have X-ray lasers and one also has a short
sword-blade extending from the wrist for close fighting. The
third ann canies a grenade launcher. Its head has an extensive
scnsor array and a paralysis gun: a back-up imaging ladar is
mounted in the upper torso.

Brt/ill: Srnllll brain with gcnius, hardened. high-capacity,
neural-net, +2 DX options, Complcxity 5 (1.5 \bs., .03 cf,
$ [50,000,65 points).

Sellsors: Two sensor systcms: #1 sensors arc basic scnsors
with +1 acute vision, spectrum vision. +2 tclcscopic zoom,
super-hearing, all three scanners, 110 sense of smelVtastc (2.75
lbs., .055 cf. $8.125. 119 points). #2 sensors are basic sensors
with blind, dcaf, no sense of taste/smell. inl<lging ladflr one
level (.5 Ibs., .01 cf. $1,875, .25 KW power, 50 points).

Commullica/or: Basic communicator wilh medium-range
radio, IFF and lascrcom (3 lbs., .06 cr, $1550, 26 points).

Anll MOlOrs: Two ST 15 arm motors (each is 1.5 Ibs" ,03 cf.
53,000, .075 KW). One ST 10 anl} mOlor with "striker" option
(lib., .02d, $400, .05 KW). 5 points.

Drivetrain: Leg drivetrain with two legs and .75 KW motive
power (30 Ibs.,.3 cr per leg motor. $6,000, .75 KW).

Thrllst-Based Propulsion: Fusion rocket with 600 lbs. thrust
and vectored thrust (60 Ibs., 1.2 cf, uses 12 gph Waler, 56,(00),

Wet/pom)': Mililary x-laser rifle (9 lbs... 18 cr, $4.<XX>. LC 0);
military X-laser carbine (7 Ibs... 14 cf. S3,<XX>, LC I): e1eclromag
grenade launcher (10 Ibs.. ,2 cr, $1,250. LC 0): military paralysis
gun, concealed (Sibs., .25 cf. 53,000, LC 4): fine monowire shon
sword (2 lbs" .04 cf. $900. LC 3). Wcaponry costs 135 points.
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Acce.uories: Gyrobalance ($ 1.250, 15 poinlS), Inertial
Compass (.25 Ibs., .005 cf, $62.50. 5 poinL~).

Power: Power re(luirement 1.2 KW. Nuclear power unit with
1.2 KW outpul (7.2 Ibs., .072 cf. S20.OOO, LC 4. 20 points).
Two self-scaling tanks with one gallon water (each 10.5 Ibs.•
.15 cr, $40). One self-sealing tank with 4 gallon waters (42 Ibs.,
.6 cf, $160).

Subassemblies: Three arms: left, upper right and lower right;
head; two wings; two legs; pod.

Arm Design: Upper right arm houses ST 15 motor, short
sword and military x-laser carbine (.21 cf). Lowcr right arm
houses ST 10 arm motor and grenade launcher (.22 cf). Left
aml houses ST 15 arm motor and military x-laser rifle (.21 ct).

Head Design: Head houses #1 sensors, military paralysis
gun, inertial compass (.31 ct).

Body Design: Houses bruin. communicator. gyrobalance,
fusion rocket, nucleur power unit, fuel tank, waste space for
head rotation, #2 sensurs, .007 cf empty space (2.01 ct).

Leg De.l'i/(n: Two legs, each houses leg motors, one gallon
water tank and .15 cf empty space (.6 cf each).

Wi"g De,\'igll: Two wings. CHch houses .4 cf empty space (.4
cf each).

Slir/ace Area: Upper right anll 2.5, lower right arm 2.5, left
arm 2.5, head 3, hody 10, two legs 5 each, wings 10 each. Total
surface area 50.5.

Stmc/Ure: Expensive, heavy. 113.6Ibs.. $20.200.
Hil PoillH': &ach arm 15. head 9, body 30, e.1ch leg 15, each

wing 30.
Armor: DR 90 laminate (181.8 Ibs.. $18,180, LC O. PD 4,

460 points); inlIlJder chameleon (30.3 Ibs., $20,200. 50 points):
stealth and IR cloaking (50.5 Ibs.• $7,575, 8 points); sealed
(5505,20 points).

Biomor"hics: Sculpted body (5.5 Ibs.• $1,010): surface sen
sors ($15, 150).

Statistics: 597.4 Ibs. (.2987 tons), 5.56 cf (6.6' lalL -10
points). $296,472.50. Body ST 36, Ann ST 15 or ST 10 each
(119 points), OX 12 (20 points), IQ 9 (-10 points), HT 12130
(l1Q poinls). Speed 6.33 (ground). stall speed 0, air Speed
(fixed wing nighl) 149.25, can hover (85 points). Cannot float
(-5 points). Legality Class O. Point Cost: 258 points.

''Ful'lIor'Rollot Pot (Tll0)
This is II fuzzy petbot, a four-legged animal-shaped robot

covered with fur. It could resemble a robot dog or a large cat,
or some other furry quadruped. Depending on programming, it
might be a pet, a nanny, a bodyguard. a hunter, or even a prison
guard.

I1raill: Small br:lin with +2 OX booster and neural-net
options (.5 lbs., .01 cr, $1 ,Q(X), 65 points). Complexity 4.

Sensors: Basic sensors with night vision. +2 acute hearing,
+2 aCllle taste and smell. discriminatory smell (.6 lb., .012 cr.
54,025,33 points).

ComllluI/icator: Basic conununicator (.25 Ibs., .005 cr. $125.
15 points).

Arm Motors: No arms (-30 poinL<;).
Drh'ctrain: Leg drivetrain wilh four legs and .15 KW motive

power (4.5 lbs., .0225 cf per leg motor. $225.. 15 KW).
Weaponry: ST 10 cutting jaws ($1,500. 1 lb., .05 cr.. I KW,

LC 5). Four sharp claws (one per leg motor, each 5200, LC5).
Weaponry cosL<; 18 point.<;.

Power: Power requirement .25 KW. Energy bank using rE
cell (20 Ibs...2 cf. $2,000, 20 points) with 360.000 KWS stored
power. Endumnce 400 (8 points)

Suoo.fsemblie.f: Head; four legs.
Heall De.fign: Houses small brain. basic sensors, communi

cator, cUlling jaw and .123 cf empty S(Xlce (.2 ct).
Body Design: Body houses energy bank. waste space for

head mtlltion, .38 cf empty space (.6 cf).
Leg Design: Four legs, each housing leg motor :md .0675 cf

empty space (.09 cf each).
SI/Ifllce Area: Head 2.5. body 5, four legs 1.5 each, total sur·

face area 13.5.
Structure: 27 lbs., $1,350.
Hit POillls: Head 4, body 8. each leg 2.
Armor: DR 2 metal (1.62 Ibs.• $32.40. PD 2, LC 6, 56

poinls). Wuterproof ($27).
Bio/llmphic.l': Rcalistic flesh and fur (10.125 Ibs., $1,215);

stlli'ace sensors ($3,375).
SI{/fi.~tiC!i: 65.595 Ibs. (.033 tons); 1.16 cf (3.35' long):

$16,349.40. Body ST 9 (-10 points), OX 12 (20 points), IQ 8
(-15 points), HT 12/8 (0 points). Speed 12.79 (25 poinls).
Floals: water Speed 3. Legality Class 5. Point Cost: 205
points.

''Hollspidol''' Infiltl'ation Rollot mto)
The HeJJspider is a small multi-purpose combat robot that

looks somewh:tl like a metal tarantula. Hellspiders are typically
used for security patrols in smull areas like air ducts. for vermin
extermination, or for stealthy assassinations.

IJmi/!: Small brain with +2 I)X booster (.5 Ibs., .01 cf, $5(1),
-5 poims). Complexity 4.

Sellsors: Basic sensors with infrared vision, (.6 lb., .012 ef.
$2,625, 15 points).

Communicator: Basic communicalor with mUle and infrared
com options (.175 Ibs., .0035 cr. $87.50. 0 poinL").

Arm Moror.f: Two ST I :lrJll motors (each .1 lbs...002 cr,
$200, .005 KW).

Dr;I'etraill: Leg drivetrain with six legs and .03 KW motive
power (.9 Ibs...003 cf per leg motor, $45•.03 KW).

Well/10m)': Drug injector (.25 Ibs...005 cf. 525. LC 6); hold
out laser, concealed (.25 Ibs., .0125 cr, $250. LC 4). Weaponry
costs 16 points.

Accessorie.f: Lockpick ($50, LC 5), Gymbalaoce ($1 ,250. [5
points).
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Power: Puwcr requirement .03 KW. Energy bank using two
rC cells (2 Ibs...02 d. $200. 20 points) with 7,200 KWS stored
power. Endurance 66 hours, 40 minutes (0 points).

S/llm,uemblies: Two anns (right and left). six legs. head.
An1/ Design: Right ann houses ST 1 arm motor and lockpick

(.002 cf). Left aml houses ST I ann motor (.002 d).
Head Design: Head houses sensors, communicator, drug

injector and .0045 cf empty space (.025 cf).
Body Design: Body houses brain, energy bank, holdout

laser, gyrobalancc, waste sp.'lce for head rotation (.045 cf).
Leg Desigl/: Six legs, each hOllsing leg motor and .0015 d

empty space (.0045 cf each).
SlIrface Area: Right and left ann .5 each. head .5, body I,

six legs .5 each. tolal surf'lce 'lrea 5.5.
StruCllIre: I I Ibs.. $550.
Hit POi",s: Each arm 2. head I, body 2, each leg [.
Armor: DR 2 metal (.66 lbs., $13.20, PO 2, LC 6, 56 points);

scaled ($55, 20 points); basic chameleon (.55 lbs., $110, LC 5.
15 points).

STaTisTics: \7.085 Ihs. (.0085 tons); .101 cr (1.5' across, -10
points). $6,160.70. Body ST 2, Ann ST I (-75 points), OX 12
(20 points), IQ 7 (-20 points). HT 12/2 (-30 points). Speed
11.27 (25 points). Cannot noat (-5 points). Legality Class 4.
Poini Cost: 12 points.

''Lemon Anger' An1JI'oJd COIIIfII11I/on (HID)
The Lemon Angel is an android that looks exaclly like a

beautiful human woman. (Similar male models also exist,
although they tend to be built on a larger frame). Depending on
its programming. the Lemon Angel can serve as a secretary,
pleasure android. translator or traveling companion. Its biocon
vertor makes it maintenance-free (so it can live on human food)
with its power cell sen'ing as a backup.

Brai,,: Standard brain with +1 DX booster and neural-net
options (10 Ibs.,.2 cf, $12,250. 65 points). Complexity 5.

Sensors: Basic sensors with .lcute taste and smell +2,
infrared vision, (.6 lb., .012 cf. $2.875.19 points),

CommlllliC(l/or: Basic cOllllllunicator with superior voice
(.25 lbs" .005 cf, $750, 25 poinls).

Arm Mnrors: Two ST 10 arm motors, cheap option (each 2
lbs.,.04 cr, $1 ,000, .05 KW).

Dl'iw:/mil1: Leg drivetrain with lWO legs and .2 KW motive
power (6Ibs.,.06 cf per leg motor. $1.200..2 KW).

Weaponry: ST 4 crushing jaw ($400, Albs., .02 cf,.04 KW.
LC 6) costs 5 IXlints,

Acce.Horie,\·: Neural Stimulator (.5 Ibs...01 cf. $1.000, LC
5); Pheromone emitter ($5.000. LC 5. 25).

Power: Power requirement .3 KW. Energy bank using two
rD cells (10 Ibs... 1 d, $1,000. 20 points) wilh 72,000 KWS
stored power. Omnivore bioconvertor wilh .3 KW output (7.5
Ibs... 15 cr, $2,000). Endurance 66 hours on energy bank plus
48 hours with bioconvertor (0 points).

SlIlxlssemblies: Two arms, head, (wo legs.
Ann Design: Right ann houses ST 10 arm motor and .06 cf

empty sJXlce (.1 cf). Left ann is identical.
flead Design: I-louses crushing jaw. bruin. communicator.

b'ISic sensors, and .063 cf empty space (.3 ct).
Body Design: Houses energy bank, bioconvertor. pheromone

emitter. neural stimulator. wastc space for head rotation and .71
cf empty space (I cf).

Leg Design: Two legs each hOllsing leg molOr and .24 cf
empty space (.3 cf cach).

Surface Arm: Right tlnd left arm 1.5 each, head 3. body 6,
two legs 3 each, t01a1 surface area 18.

SfruCiUre: Cheap. (54 Ibs., $900).
Hil Poillt.s: Arms 5 each. head 5. body 9. legs 5 each.
Al1IlOr: DR 2 nonrigid (,54 100.. S54. PD 2, LC 6, 55.4 points).
Biomurphics: Living flesh (9 Ibs.. $9,500): Very Beautiful

($4,750, 25 points); sex implant ($2.000); surface sensors
($4,750).

Statistics: 102.54 Ibs. (.0515 tons). 2.1 cf (5'5 tall).
$49.429. Body ST 12. arm ST 10 (10 points), OX II (10
points). IQ 9 (-10 points). HT 1219 (5 points). Speed 7.88 (5
points), Legality Cla.~s 5. Point Cost: 260 points.

''OmicI'IJn-lfi'' 6enet'aI-PuI'pose Humanoid Robot
(HID)

This robot looks somewhat like a hairless chrome slatue of a
human. A general-purpose robot able to use human equipment.
Omicrons often serve as soldiers, space crew, sports robots. or
securily guards, depending 011 their programming. Some ver
sions have male or female features; others are sexles~.

Brain: Standard brain with neural-nct. high-capacity lind +I
OX booster options for Complexity 5 (10 lbs., .2 cr, $16,875,
LC 5, 65 points).

Sell:>'Ol's: Basic Sensors with night vision (.5 lbs., .01 cr and
$2.525. 10 points).

COli/mUllica/or: Basic comlllunicator (.25 Ibs.•.005 cf, $125.
15 points).

Arm Mutors: Two ST 15 arm motors with cheap option
(each 3Ibs., ,06 cr, SI.5oo, .075 KW power).

Drivetraill: Leg drivetrain with two legs and .3 KW motive
power (9Ibs...09 cfpcr leg motor, $1,800,.3 KW).

Power System: Power requirement A5 KW. Two rE cells (each
20 Ibs., .2 cr. $2.(XX), 20 points) storing a lotal of 720,(XX) KWS.
Endurance 444 hours. 20 minutes (8 points).

SlIba~'~'el/lblies: Two arms (right and left). head. two legs.
Arm Design: Right aml houses ST 15 arm motor and .07 cf

empty space (.13 cf). Left arm is identical.
flead Design: Houses sensor. communicator and bmin, and

.085 cf empty space (.3 cf).
Budy De.sign: Houses energy bank. waste space for head

rottllion and .87 cf empty space (I .3 cf).
Leg Design: Two legs. cHch houses leg motor and .3 cf

empty space (.39 cf each).
SUlj'ace Area: Right arm 2. len arm 2, head 3. body 8, legs 3

ellch. Total surface arc;) 21.
StruClllre: No options (42 lbs .. $2,100).
flil Puinrs: Amls 6 each, head 5. body 12, legs 5 each.
Armor: OR 7 metal (8.82 lbs., $176.40, PD 3, LC 4, 96

poinls); reflective surface ($157.50,2 points).
Biumorpliic.s: Sculpted (2.1 Ibs., $420); Surface sensors

($6,300).
SWlislics: 118.67 Ibs. (.0595 tons), 2.64 cf (6' tall).

$33.978.40. Body ST 19, aml ST 15 (80 points). OX II (10
points), IQ 9 (-10 points), HT 12 (20 points). Speed 8.69 (10
points). Cannot float (-5 points). Legality Class 4. Point Cost:
65 poinls.

''Paflldln'' Robot 1foI'se (HID)
This moot ICKlks like a horse. It's designed for use by visitol'l>

10 low-lech colony worlds where higher.TL transportation
would be conspicuolls. II's also used in racing. especially where
horses are extinct or unavailable. Paladin's modular socket call
be fitted with various gear. usually sensors or weapons, or some
times survival gear for ils rider. Palndin is de~igned to opemte
on fodder, like any other horse, but can also run on electricity.
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8rail/: Standard brain with neural-net option!> (10 Ibs...2 cf,
$7.500,65 point!», Comple)(ity 5.

Sellsor.f: Basic sensors with night vision, +3 acute hearing,
peripheral vision, +1 acute lasle and smell (.5 Ibs., .01 cr,
$3.525.33 points).

ComffumiclllOr: Basic communicator with disturbing (horse
like) voice (.25 Ibs...005 cr, $62.50. 5 point.s).

An" Motors: No arms (-30 points).
Dril'etrai,,: Leg drivetrain with four legs and I KW motive

power (30 Ibs., .15 d per leg motor. $1.500. I KW).
WellfJOllf)': ST II crushing jaw ($ 1.1 00. 1.1 Ibs., .055 d .. 11

KW. LC 6) costs 5 points.
Power: Power requirement I KW. Energy bank WiUl rE cell (20

100., .2 cr. $2.000, 20 points) stores 360JXXJ KW: Herbivore bie>
convenor with I KW output (60 100.. 1.2 cf. $2.000). Endurance 48
hours on bioconvCltor plus 100 hours on energy bank (5 point").

Silbassemhfies: Head, four legs. (Its tail is cosmetic.)
Helld Design: Head houses brain. sensors, communicator,

crushing jaw and .63 cf empty space (.9 cO.
Body: Body houses energy bank, bioconvenor, waste space

for head rotation. 7.55 cf cargo space (9 cf).
Leg Design: Four legs. each with leg motor and 1.2 cr empty

space (1.35 cf each).
Surflll.:e Area: Head 6, body 27. legs 8 each, total surface

area 65.
Slrucflfre: Cheap (195 292.5 Ibs.. $3.250).
Hit Poillts: Head 18. body 41, legs 12 each.
Armor: DR 5 metal (19.5100.. $390. PO 3. LC 5. 90 points).

Watcrproof (527).
lJio/llQrpllics: Realistic flesh (32.5 Ibs., 56.5(0); surface sen·

wn; ($16.250).
Statistics: 368.85 Ibs. (.185 tons). 15.3 cf (7' long).

$48.707.50. Body ST 65, no arms (115.5 points). DX 10 (0
points). IQ 9 (-10 points). HT 12141 (165 points). Ground
Speed 13.9 (25 points). Floats; water Speed 3. Legality Cla:.s 5.
Point Cost: 488.5 points.

''PI'ometheus 3000" Andl'oidm'0)
The "Prometheus 3000" android looks like a normal human,

but is actually II semient robot. A scntient humanoid robot such
as Ihe Prometheus can be uscd ill jobs rCl/uiring creative
though1. independence and slightly super-human ability. [I
might be a secret agent, slarship officer. explorer, assassin.
investigator, bodyguard, or companion. It might evcn havc heen
created by aliens, 10 infiltrate a human society. Both male and
femllle models exist.

Brain: Standard brain with genius. high-capacity and sen
tienl oplions for Complexity 6 (10 lbs...2 cf. $118,125, LC 4,
100 points).

Sellsors: Basic Sensors wilh night vision (.5 Ibs., .01 cf and
$2.525,10 points).

Communicalor: Basic COlIllllUllicutor (.25 Ibs" .005 cf. $125.
15 points).

Arm Motors: Two ST 15 arm motors with cheap option
(each 3 Ibs.•.06 cf, $1,500, .075 KW power).

Dr;l'etrain: Leg drivetrain with two legs and .3 KW mOlivc
power (9 lbs...09 cf per leg motor. S1.800. .3 KW).

Weapo"f)': Crushing jaw, ST 4 (TLlO, .4 Ibs., .02 cr, $400.
J)4 KW). Weaponry costs 5 points.

Power: Powcr requirement .45 KW. Two rE cells (each 20
Ibs...2 cf. $2,000, 20 jXIints) storing a total of 720,000 KWS.
Omnivore bioconvertor with .45 KW output (11.25 Ibs., .225 cf,
S2,OOO). Endurance 444 hours, 27 minutes on energy bank plus
48 hours on bioconvcrtor (8 points).
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Subassemblies: Two arms (right and left); head: twO legs.
Arm I)e.~;gll: Right arm houses ST 15 ann molor and .09 cf

empty space (.15 cO. Left aml is identicaL
Head Design: Houses sensor. communicator. crushing jaw

and brain. and .065 cf empty spllce (.3 cO.
Body Desigll: Houses energy bank, bioconvertor. waste

sp.1ce for head rotation and .845 cf empty space (1.5 cO.
UK De~'iKII: Two legs. each houses leg motor and .36 cr

emply space (.45 cr each).
Sllrface Area: Right ann 2. left ann 2. head 3. body 8. legs 4

each. Total surface area 23.
Srmctllre: (46 Ibs., $2.3(0).
Hit PoillJs: Arms 6 each, head 5. body 12. legs 6 each.
AnI/or: DR 7 metal armor (9.66lbs., $193.20, PO 3. LC 4. 96

points).
fJinlllnrrflic.~: Living nesh (11.5 Ibs.. $11,5(0): biomorphic

shielding (2.3 Ibs.• 511,500); llttrllctive (SI,150, 5 points); sex
implanl (52,000): surface sensors ($5,750): sealed ($230. 20
jXIints).

$talislics: 146.86 Ibs. (.075 Ions), 3 cf (6' tall),
$166.368.20. Body ST 18, arm ST 15 (75 points), OX II (10
points), IQ II (10 points), HT 12112 (20 points). Ground
Speed 8 (10 points). Floats; water Speed 2. Legality Class 4.
Point Cost: 404 points.

"8-3 8B1'vitol'" HolISt:bot m,O)
The 5-3 looks like an animated kitchen appliance with a pair

of amlS, a built-in vacuum cleaner arm, four wheels and a tiny
head. It's designed to act as a waiter, cleaner, butler. cook and
servant 5-3s also work as bartenders in places thai can't gel
live help or a fancier robot. Its spraygun is usually loaded with
cleaning agents, but some of these 'bots may be equipped with
noxious chemicals to give them an auxiliary security function.
Its internal cargo space is used for slOring garbage until it
reaches a waste disposal facility.

BflIin: Small brain (.5 Ibs., .01 d. $250. -5 jXIinls) with
Complexity 4.

Senwrs: Basic sensors with discriminatory taste (.55 Ibs.,
.011 cr. $3.000,10 points).

Communicator: Basic communicator (.25 Ibs ..005 cf, $125,
15 points).

Arm Mowrs: Two ST If) ann molors. cheap (each 2 Ibs., .04
cf. $1,000, .05 KW). ST 5 ann motor with cheap, cxtra-Jlcxiblc
and striker options (lib...U2 cr, $200, .025 KW each). 10 jXIints.

Drivetmin: Wheeled drivctmin with .2 KW motive jXIwer
(1.5Ibs...03 d. $3U..2 KW).

Acce~'sories: Serving tray (2 100.. .4 cf. $10): drink/snack dis
penser (10 Ibs.,.5 cr, 550); microwave oven (10 Ibs...5 cf, $50);
Spraygun (I lb., .05 cf. 550): c1c..1ning unit (5 lbs., .25 cr. $50).



Power: Ilower rcquircmenl .325 KW. rO cell energy bank (5
Ibs...05 cr, $500. 20 points) stores 36,000 KWS power.
Endurance 30 hours (0 points).

SlIbas.femhlie.f: Three amlS (left. right and back), head, four
wheels.

Arm Desigll: Three arms. Right arm houses ST 10 arm
motor (.04 cf). Left aml is identical. Back arm houses ST 5 arm
motor. spray gun and cleaning unit (.32 cO.

He(jd Dpsig": Head houses small brain, sensors. communi
cator. .024 cf empty space (.05 cO.

Body Design: Body houses 0 cell. serving tnlY. drink dispenser
or oven. wheeled drivetrain and .525 cr empty space (2 cO.

IVhee/ Desig": Wheels (.6 cO.
Surface Area: Two arms I each. back arm 3. head I. body

10. wheels 5. Total surface area 21.
Structure: Cheap. (63 Ibs.. 51.050)
Hit Poillu: Right and left amlS 3 each. back arm 9, head 2,

body 15. wheels 4 each.
Armor: Metal armor with OR 2 (2.52 Ibs.. $50.40. LC 6. PO

2, 56 points).
BiomoI]Jhic.f: Attractive body - nicely chromed, etc. ($210.

5 points).
Srati.uic.f: 106.32 lbs. (.053 Ions): 3.5 cf (4' tall); $7.625.40.

Body ST 12. arm ST 10 or 5 each (10 poims): OX JO (0 points):
IQ 7 (-20 poinls); HT 12/15 (35 points). Speed 15.54 (12.5
points). Callnot noat (-5 I>oiuts). Legality Class 6. Point Cost:
29 points.

''M-4 ThoI''' Main 8ame Robot (THOJ
The Thor is a gimll humanoid warbol. a thirty-foot mctaltitan

that can lift over 20 tons, armed with weapons capable of vapor
izing a complllly of 20th-century tanks.

Brain: Microframe brain with +1 OX booSler. hardened.
high-c<lpacity and neural-net options (150 lbs., 3 cr, $225,000, .1
KW, 65 points), Complexity 6.

Sen~'ors: B:lsic sensors with spectrum vision, telescopic zoom
+5, 360 degree vision, super hearing, ten levels imaging ladar,
all three scanners. no sense of tastc/smell (8.55 Ibs... 171 cf.
$15,375.2.5 KW power. 255 points). Backup sensors are identi
cal (8.55 Ibs... 171 cf. $15.375, 2.5 KW power. no extrd points).

Cummllllica(ur: Basic communicator wilh bullhorn, long+
range radio. IFF. lascrcom and neutrino com options (35.275
Ibs., .7055 cr. 521.662.50, 42 poinLS).

Arm Moiors: Two ST 2,000 arm motors with cheap option
(each 400 lbs.. 16 cf. $200.000.10 KW).

Driveuai,,: Leg drivetrain with two legs and 1.000 KW
motive power (3.135 Ibs .. 31.35 cf per leg mawr. $627.000,
1,000 KW).

Thrust-Based Propulsioll: Fusion rocket with 120.000 lbs.
thrust and vectored thrust option (4.537.5 Ibs., 90.75 cf, uses
2.400 gph water, $453.750. LC 4).

Weapollr)': One X-ray strike laser. concealed (500 Ibs.. 25 cr.
S40.<XX). LC -I); two X-roy strike Ia.-.crs (each 500 Ibs., 10 cr,
$40.(X)(). LC -I): two plasma cannon, concealed (each 500 Ibs.,

25 cr, $20,000, LC -I); two he<lvy military paralysis guns. con
cealed (each 25 lbs.. 2.5 ef. $16,000, LC 2); four heavy rocket
launchers. conee:l1cd (CilCh 100 Ibs., 5 cr, $1,500, LC 0):
Weaponry costs 450 points.

Accessories: Inertial navigation systcm (10 Ibs., .2 cr.
$12.500.5 point..).

Power: Power requirement 1.022.6 KW (a.<;sumes only one
set of sensors used at once). Energy bank using ten rE cells (200
Ibs., 2 cf, S20.000, 20 poilllS) with 3,600,000 KWS stored
power. TUO Nuclear power unit with 1.033 KW output (1.058
Ibs.. 10.58 cr. S211.6OO, LC 4). Self-sealing tank with 200 gal+
Ions water (2.100 100.. 30 cf. S8,000). Endurance two years (10
points). but only cames fuel for 5 minutes night.

Su!H'.ue",lJIies: Two anns (left and right); head with full rota·
tion: two legs.

An" Desig,,: Right ann houses ST 2.<XX) ann motor and x
ray strike laser (26 cO. Left arm is identical.

Heml Design: Houses main sensors. concealed x-ray strike
laser. inenial navigation system, two paralysis guns..629 cr
empty space (31 cO.

Bod)' Design: Houses brain. communicator. fusion rocket,
two plasma cannon. four heavy rocket launchers. energy bank.
nuclear power unit, fuel tank, waSle space for head rotation.
19.765 cr empty space (230 cO.

lLg Desigll: Two legs. each houses leg motor and 37.65 cf
empty space (69 cr each).

Surface Area: Right and left arm 60 each. head 60, body 250.
two legs 125 each, total surface area 680.

SlrIIClllre: Extra-heavy body (2.720 100.. $340.(00).
Hit Poilll.f: Amls 720 each. head 360. body 1.500, legs 750

ellch.
Armor: OR 6,000 ablative (65.280 100.. $522,240. PO 4. LC 0,

15,400 points): IR cloaking and stellith (680 Ibs., $102,000, 8
points): instant chameleon (170 Ibs.. 534.000. 30 points); sealed
($6,800.20 points).

Stlllistil:.~: 68.522.875 lbs., (34.2615 tons); 451 cf (32.3' lall.
-10 points); $3,213,302.50: body ST 3.000. arm ST 2.000
(1,410 points). DX 12 (20 points). IQ 10. HT 911,500 (7.445
points). Ground Speed 21.64, staJ1 speed 0, air Speed 300. clIn
hover (90 points). Cannot tloat (-5 points). Legality Class O.
Point Cost: 5,051 poinls.

"T·64 Tinkel'bof' Technical Robot (TL tOJ
This general-purpose cngineering lind mechanical repair

robot resembles the prodUl.:t of a mating between a tool box and
a mechanical spider. These robots are often found on starships,
doing routine maintenance and emergency damage comroJ.

Brain: Standard brain with neural-net options (10 lbs., .2 cr.
S7.500. Complexity 5). 65 points.

Sensors: Basic sen:-;ors with one eye, microscopic vision.
laser mngefinder and radscanner, (1.2 Ibs., .024 cf, $2.875). 4
poims.

Communicator: Basic communicator with infrared com
(.375Ibs., .0075 cf. $187.50). 20 poinl<;.

Arm Motors: Two ST 10 arm motors with cheap option
(each 2 Ibs., .04 cr. $1.000, .05 KW). Two ST 6 ann motors
with retraclable options (each .9 Ibs...018 cf. $1.800..03 KW).
20 points.

Dr;I'etrai,,: Leg drivetrain with four legs and. I KW motive
power (3 Ibs...015 cf per leg motor. $150.. 1 KW).

Weaponry: Light laser torch (I lb., .02 cr, $15. LC 6); buzz
saw with vibroblade (2 lbs...04 cr. S75. LC 3). Weaponry costs
16 poinls.
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Arm Design: Right arm houscs ST 100 arm motor. claws (.3
cf); left <lrm is identical. Tail houscs ST 40 arm motor with
extra-nexible and striker options and drug injector (.125 cf).

Head De.\·ign: Houses brain, sensors. conununiclltor, CUlling
jaws•.0355 cf empty space (.6 cf).

Bod)' Design: Body houses spraytank. bioconvertor, waste
space for head rotalion. and .58 ef emply space (2 cf).

Leg De.\·igll: Two legs, each houses leg motor and .36 cf
empty space (.6 cf each).

Sur/ace Area: Each right and len arm 3, tail 1.5, head 5,
body 10. two legs 5 each. total surface area 32.5.

SlntClllre: Biomechanic.. 1. heavy (73.125 [bs., $9.750).
Hit Poillls: Right and left aml 18 each. tail 9, head 15, body

30, each leg 15.
Armor: DR 128 ablative (33.28 Ibs., 5266.24, PO 4, LC I,

426.4 points): IR cloaking (16.25 Ibs.. $2.437.50, 5 points);
thermal superconducting (8.125 Ibs.. $8.125. 42.6 points);
waterproof.

Biolllorphics: Living flesh (16.25 Ibs., S8, 125): Hideous
($6.500. ·20 points): surface sensors ($8.125).

Stalistics: Design weight 284.005 Ibs. (.142 tons). volume
4.525 cf (-10 points), price $204.155.84. Body S1' 60. aml ST
100 or 40 (200 points): OX II (10 points): IQ 12 (20 poinls):
HT 12130 (110 points). Speed 11.62 (25 points). Cannot noat (
5 points). Legality Class I. Point Cost: 1,004.

"SCOPpiO Alpha"Robot WlII'I'iOl' (Ul2)
11lc perfect adversary for the robot monsler, Scorpio Alpha

is an ultra-tech android warrior. She's externally identical to a
human, but possesses exceptional strength and speed. can pro
ject x-my laser boILs out of her eyes and force beams from her
left hand, and can generate a forceblade out of her right palm.
Her hiocompuler br..tin is more intelligent than a human's, and
possesses psyehotronic circuits that give her psionic powers of
telepathy and tcleponation. She can also fly.

BNlin: Small brain with biocomputer, +3 OX boosler,
genius, hardened, high-capacity and sentient options (2.25 [bs.,
.045 cf, $1,687,500, 95 poims). Complexity 8.

Sellsor.I': Basic sensors wilh spcetnllll vision, +2 acute hear
ing. bioscanner. laser rangelinder, radscanner (1.025 Ibs., .0205
cf, $2,687.50. 74 poi11ls).

COllllllllllicalol': Basic communicator (.25 Ibs., .005 cf, $125,
15 points).

Arm MOIol'.\': Two $T 40 arm motors (each is 2 Ills., .04 cf.
$4.000•.2 KW).

Drive/mill: Leg drivetrain with two legs and .6 KW motive
power (9 Ibs...09 r..:f per Icg mutor, $1.800, .6 KW).

7'111'11.1'/ Propllf.l·irJII: Two reaction1css thrusters each with .25
KW motive power and 5 Ibs. of thrust with vectored thrust
option (each .375 Ibs.•.01875 cr, $750•.25 KW).

lVea/xm,)': Forceblade, concealed (1.5 Ibs., .075 cf, $750. LC
3). Gr.lVbeamer. concealed (I lb., .05 cf, $2.000. LC 3). Military
x-laser rifle, concealed (9 Ibs., .45 cf. $1.000). ST 8 crushing jaw
($800, .8Ibs., .04 cf, .08 KW. LC 6). Weaponry costs 107 points.

AC('e~'sorit's: X-ray laser periscope (.9 Ibs., .045 ef. $200):
Gyrobalancc ($1.250. 15 poinls). Psycholronic circuiL<; with
Telepathy power 12 ($30.000. 60 points) and Teleponalion
power 15 ($37,500, 75 points).

COlTtrtlgrclv: Contragrav generator with 400 Ibs. of lift
($2.510.20.4 Ibs...408 ef. .4 KW).

POII'n: Power requirement 1.4 KW. Encrgy bank using rO
cell ($500, 5 Ibs...05 cf) wilh 54.000 KWS stored power: TL12

udear power unit with 1.4 KW output (2.8 lbs...028.
$20.000. LC 4. 20 points).

•

A('('essorie~': Firc cxtinguisher (2 Ibs., .1 cf, $25); Two sets
of intcgralmcchaniclll or engincering tools (each 10 lbs., .2 ef,
$200); two sets of integral tlrlllory or eleclronics tools (each 2
Ibs.,.04 cf. $400); modular socket (7.5 Ibs... 15 cf. $75).

Power: Power requimrncl1t .23 KW. Energy bank using rE
cell (20 Ibs., .2 cf. $2,000. 20 points) with 360.000 KWS stored
power. Endurance 434 hours, 47 minutes (8 points).

SlIba~'semblies: Four arms (upper and lower right, upper and
lower left): head with full rotation: four legs.

Arm De.sign: Right upper arm houses ST 10 arm motor, one
set of mechanical or engineering tools (.24 etl Left upper arm
is identical. Left lower ann houses ST 6 arm motor, one sct of
intcgml electronic or annory tools. bULZsaw with vibrobladc.
.002 cf cmpty space (.1 cf). Right lower arm houses S1' 6 arm
motor, one set of inlegral electronic or armory tools. laser torch,
.022 cf empty space (.1 cf).

Head Design: Head houses bmin. sensors, communicator,
and .0185 cfempty space (.25 cf).

Body Desigll: Body houses lower retractable arms, energy
bank. waste space for head rotation, modular sockel (.6 cO.

Leg Design: Four legs, each housing leg mOlar and .075 cf
empty space (.09 cf cach).

SlIiface Area: Two upper arms 2.5 each. two lower arms 1.5
each. head 2.5. body 5, four legs each 1.5. tOlal surface area 21.5.

Stmctllre: (43 Ibs.. $2.150).
Hit Poitlt.f: Upper arms 8 e:lch. lower arms 5 each. head 4.

body 8. head 2, body 12. legs 2 each.
Armor: DR 7 metal (9.03 Ibs .• $180.60. PO 3, LC 5, 96

points); radiation shielding (10.75 Ibs.. $107.50. 6 points):
scaled (5215, 20 points).

SlOtistics: 139.655 Ibs.. (.07 tons); 1.89 cf (3.3' long):
$22,365.60. Dody 51' 6. arm 51' 10 (-15 points). OX 10. IQ 9
(-10 points), HT 12112 (20 points). Speed 4.78. Cannot noat (-5
poims). Legality Class 5. Point Cost: 57.

''Spender' (TL 11)
This is a robot monster, humanoid and only somewhat taller

than an ordinary man, but wilh 11 large head, glowing eyes and
fanged jaws, clawed arms, a scaled body and a barbed tail. It is
buill wilh n mix of biological and ITltlehine components.

Brain: Standurd bmin with biocomputer und sentient option
(15 Ibs.•.3 cf, $131.250. 95 points), Complexity 7.

Sensors: Basic sensors with speclrum vision. discriminatory
smell, discriminatory tasle (.475 lb., .0095 cf, $2,750, 65
points).

Commllnicaror: Basic communicator with Disturbing Voice
(.25 Ibs.•.005 ef, $62.50, 5 points).

Arm MOlOrs: Two $1' 100 urm motors with cheap option
(each 15 Ibs., .:1 cL $7,500, .5 KW). Onc ST 40 arm motor wilh
cheap, extra-llexib[e and striker options (6 Ibs.•. 12 ef, $1,200,
.2 KW). 10 points.

Dril'elrtl;l1: Leg drivetrain with two legs and 1.2 KW motive
power (24 Ibs.•.24 cf per leg 1I10tor, $4,800, 1.2 KW).

lVeapolltJ: Drug injector ($25..25 Ibs.•.005 cf. LC 6): ST
50 cutting jaws wilh monowire ($7.625. 5 [bs.•.25 cf, .5 KW,
LC 3): sharp monowire claws on two arms (each 5325. LC 3).
Weaponry costs 25 points.

Accessorie!J': Spmytank (8 Ibs., .4 cf. 5100); usually loaded
with nerve gas or nano weapons.

Power: Power requirement 2.4 KW. Carnivore bioconvertor
wilh 2.4 KW output (48 Ibs., .96 cf, $4,800).

Subassemblies: Three arms (right arm, left arm, tail); head;
two legs.
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SlIb<lssemhlies: Two arms (Iert and righl): head: two legs.
Ann Design: Right ann houses ST 40 aml motor and force

blade (.115 el): left arm houses ST 40 arm malar and grav
beamer. and .025 cf empty space (.115 el).

Head Desigll: Head houses brain. sensors, communicator.
crushing jaws. rD cell. x-laser periscope and .0745 cf empty
space (.3 el).

Body Design: Body houses energy bank. nuclear power unit.
contragrav, mililary x-laser riflc, wastc spacc for head rolation
and .234 cf empty space (1.2 el).

Leg Desigll: Two Icgs. each housing leg mOlOr and reaction
less thrusler :lIld .25125 cf empty space (.36 cf each).

Slirfilce Area: Arms 1.5 each, head 3, body 7, legs 3 each,
total surface arca 19.

SrruClllre: Extra-heavy (38 Ihs.. $9,5(0).
Hit Poim.\': Arms 18 each, head 18, body 42, legsl8 each.
Armor: DR 200 nblntive (19 Ibs., $152, PD 4, LC 0, 610

points): sealed ($190. 20 points); thcrmal superconducting
(2.375 Ibs" $2,375, 61 points).

Biolllorphics: Living flesh (9.5 lbs .. $4,750); Attractive
($950,5 points); surrace sensors ($4,750).

Slali.~lic.l': 127.55 Ibs. (.0635 tons); 2.45 cf (5.8' tall):
$\,820,289.50. Body ST 43, arm ST 40 (180.75 points), DX IS
(60 points), IQ 13 (30 points). HT 12/42 (170 points). Ground
Speed 12.29; air Speed (in contragrav-assisted vectored thrust
night) 31.4, can hover (75 points). Floats; water speed 13.
Legality Class O. Point Cost: 1,673 points.

~lOl061[Rl ~NOROIO~
Three typical bioroids are described below. GURPS Cyber

pUl/k Adve"ture!1 also contains android designs compatible with
the biological android creation system described in this book.

''Ai'achne U" Zel'o-G WOl'kel' Andl'oid
The "Ardchne II" is designed for zcro-G and microgravity

construction work: some are also used in asteroid mining.
Araehnes resemble skinny hum:m femalc~ with four arms, dark

skin, lind short hair. Although legs aren't much use in zero-G,
they were retained to allow Arachnes to operate in habilats or
ships that possess artificial gravity.

AdvQtl/ages: DX +3 (30 points); Absolute Direction (5
points): Ambidexterity (10 points); two Extra limbs (20 points).
Perfect Balance (15 points); Oxygen Storage (10 points);
Temperature Tolemnce (10 points): total 100 poinlS.

Disodvomoges: ST -3 (-20 points); Reduced Hit Points. -2
(-10 points); Self-Destruct (-20 points); Short Lifespan one
level (-10 points); Skinny (-5 points); Sterile (-3 points); total
-68 points.

Mode! Poill1 Cost: 32 points.
Price: $196,500 at TL9, S98,250 at TLlO, $49.125 at TLlI+

Dol1el'man IV ''Dog-So/diel''' (TLS)
The Doberman IV is a military squad-support android.

designed to carry heavy weapons into dangerous situations as
part of an organized infantry unit. Its appearance is Ihat of a
human with a canine muzz.le and fur: it was built with both dog
and bear DNA. giving il enhanced strength and superior senso
ry abilities. 11lc most common model is male, but female ver
sions also exist.

M()(Ie! adwlllmges: 51' bonus +3 (30 poinlS); DX bonus +1
(10 poinL~); H1' bonus +1 (10 poinlS); Alertness +2 (10 points);
Combal Reflexes (15 poinlS): Discriminalory Smell (15 points);
Fur (4 points); High Paill Threshold (10 points); Hyper
Strength (30 points); Sharp Teeth (5 points); IOtal 139 poinls.

Model Oisodvallmges: Bloodlust (-10 poinls); Seif-Destruci
(-20 points); Short Lifespan (2 levels; -20 points); Sierile (-3
poi illS): 10lal -53 points.

Model Point Cosr: 86 points.
Price: S225.500:lt TL9, $112.750 at TLlO, $56,375 at

TLlI+.

N/-8 "Se/kie" and NI-4 ''Nel'ied'' (UID)
The Nereid ,md Selkie arc designed as underwaler mining

and construction workers. They can also be trained to perform
military and security functions, serving as SEALs or underw;l
tel' demolition specialists. Selkies (male) or Nereids (female)
luok like hUIl1:lIls with gray fur, sleek bodies, webbed fingers
:lnd toes, and pointed, somewhat oller-like facial features.
AdreJ1:l1 modifications :lllow sudden bursts of speed for quick
reactions to emergencies (such as rescues). Thanks to advanced
genetic engineering, they can remain underwater for up to an
hour without tllnks, while their fur enables them to runctiun in
freezing watcr without bulky diving suits. Since they breHthe
air, Selkies and Nereids can <llso use human-design diving
equipment, their own internal oxygen supply providing an addi
tional margin of safety and permitting them to surface swiftly
with no risk of developing '"the bends."

Al!l'GlI1ages: ST +2 (20 points), DX +2 (20 points); HT +1
(10 points): Alertness +2 (10 poinL<;); Amphibious (10 points);
Combat Renexes (15 points): Hyper-Renexes (15 points); Fur
(4 points); Oxygen Storage (10 points); Sharp Teeth (5 points);
Temperature toler:lllce (cold. 6 points): total 125 points.

Dislulvanwges: Self-Destruct (-20 points); Short Lifespan
one level (-10): Sterile (-3 points); IOtal-33 points.

Model Poillf Cost: 92 poinL<;.
Price: $209.000 at TL9, S104.5OO at TUO, $52.250 at

1'LlI+,
lbe Nereid NI4 (female) differs from the Selkie Nt-3 (male)

in having ST bonus +1, DX bonus +3, but is otherwise identical.

ISMPlE ROROll



Androids and robots have been appearing in science fiction
since Mary Shelley wrote Frallkenstei". There are far too nov
els, TV shows and films featuring robots to list in this brief
space. Instclld. here's an annotated list of the works that, in the
author's opinion. fealUre the most enjoyable. inspirational or
gameable ex.amples of robots, androids. artificial imelligences
or nanotechnology. For more references. see the Call1fJai811.~

chapter.

Novels
AsilllOV, Isaac. I. RobOt. The earliest and best of this prolific

writer's lllllny works featuring robots, illtroducing the three
laws of robotics and robot psychologist SUSan Calvin. Asimov
WllS the first 10 write stories in which robot.~ did more than just
rebel ngainst their creators.

Asimov, Isaac, The Caves of Steel. A human and robot
detective have to [earn to work as partners. There are lTlany
sequels, some by other authors.

Banks, lain. Use of Weapons. "The Culture" is a utopian
future society in which humans and Als work as panners.
Sevel'3l prequels and sequels.

Bear, Greg. Biom/ MI/sic. The accidental release of biologi
cal nanomaehines leads to apocalyptic events. One of the best
"nanotechnology" novels, wriuen just before the word came
into use.

Bear, Greg, Queen oj AI/gel.~. A cop investigates ;1 murder
in a Los Angeles in which nanotechnology is a fact of duily
life.

Bear. Greg, The Forge of God. Earth is caught in a war
between two groups of Von Neumann machines.

Benford, Gregory, Crea' Sky River. An alien machine civi
liz;llion owns the stars. On a distant world, a small band of
human cyborgs struggle to survive and reclaim mankind's des
tiny. Sequel: Tilles oj Light: other related books fcaturing
robots: /11 the Oceall ofNight and ACftHS the Sea uf SIII/S.

Berry. Stephen Ames, Ti,e Biofab lVar. An energetic space
opera that begins on 20th-cenlUry Earth and races off into a
multi-dimensional conflict between organic and machine intel
ligences. Many sequels.

Blish, James, The Seedli"g Star.f. Radically-modified
humans are used 10 colonize alien worlds.

Cherryh, C.J., Cyteell. TIle main focus of this story is on
human cloning, but the way Cherryh's cloned "ad' arc lreated
and conlrolled can easily apply 10 biological androids.

Dick, Philip K., Do Am/mil/s Dream of Electric Slleep? The
novel Ihat inspired the movie Bll/derll/mer (see p. 125). The
book has less cyberpunk atmosphere but more depth.

Gibson, William, NellrfJlIlllllcer. The cyberpunk classic. A
street wise computer hacker and a street-samurai arc manipulat
ed by an AI computer. Sequels: COl/lit Zero. MOlla Lisa
Overdrive.

Hansen. Karl, War Cames. Describes a rebellion of gene
engineered variant humans that parallels Viet Nam. Not for the
squeamish, though. Sequel: Dream Cames.

Heinlein, Robert, Frillay. The adventures of a biological
:Indroid who works as a secret agent. The best of Heinlein's
later novels.

Hogan. James. Code oj tile Lifemaker. An alien probe seeds
one of Saturn's moons with self-replicHting machines. When
human explorers arrive. they find a robot sociery-.

Laumer. Keith, B%: The Annals of the Dillochromc
Brigade. Classic anthology featuring giant robot supcrt;ll1ks.

McCaffrey. Anne, Tilt' Ship \Vllo Sal/g. TIle story of Hclva,
whose brain is integratcd into a starship. This has recently
become a "shared universe" fcaturing DIller cyborgs.

Milan, Victor. Ti,e Cybernetic Slmlllrtli. Thc birth of an arti
ficial intclligence amid corpomtc wars in fUlUre Japan. Sequcl:
The Cybernetic SIIOglIlI.

Norton. Andre, Andmid at Arms. An android struggles with
the question of his identity. An excellent "juvenile·· novel.

Rucker, Rudy, Software, The Boppcrs are robots created to
serve humanity on the moon. A human helps thcm become scn
tiellt, and all hell breaks loose. A quirky, darkly-humorous
novel. Sequel: Wetware.



S:lbcrhugen, Fred, Benerkl'r. TI,e berserkers are robot star
ships programmed to destroy all life. Humanity struggles for
survival. The book spawned numcrous sequels and a shared
world anthology.

Shelley, Mary, Fral/kel/steill. or the Modem Promethells. An
android is driven (0 rebel against its creator.

Simmons. Dan, flypcrio/1 and Fall of flyperiol/. A pilgrim+
age to an alien world scts the stage for an cpic connict between
humanity and artificial intelligences.

Smith, Cordwainer, Norstrilia. This c1a.-.sic novel features a
society in which bio-cngineered animal-humans serve humanity.

Sterling. Bruce, Crystal Express. This anthology contains
several stories set in the Shaper/Mechanist future, where the
solar system is tom between rival human cultures, one based on
cybcmctics, the other on bioengineering. The novel Schismarrix
is set in the same background.

Stine. G. Harry, Warbou. In the 21st century, the U.S. Army
forms mixed units of humans and robots. Mostly notable for the
number of scquels it hHS produced.

Thompson, Amy, The Virtual Girl. What it's like to be a
robot.

Zelazny, Roger, My Name is Legion. The award-winning
story "I·lome is the Hangman" ill this collection features one of
the e:lrliesl and best depictions of a neural-net robot.

Williams, Walter Jon, "Unto lhe Sixth Gcncnltion:' in Wild
ClIrd~·II. The creation of Modular Man, android superhero.

Nonfiction
Asimov, Isaac, and Karen Frankel. Robo1S: Machines in

Mail'S Image. A well-writlen book on the role of robots in both
science fiction, industry and popular culture, with many pho
togmphs of "real" robots.

Drexler, K. Eric, Chris Peterson and Gayle Pcrgamit,
Unboll1u/il/g the Flllure: The Nlil/Oledm%gy Rl'volmion.The
guru of nilllotechnology explains how it works and what impact
it may have on future society. It's somcwhat more accessible
then Drexler's first book, the classic Engines ofCreation.

Levy, Steven. Artificial Life. Describes the melding of com
puter science, biology and robotic.~ in the quest to create artiti
cial lifeforms. A good primer on current trends in robotics.

Regis, Ed, Greal Mambo Chich'lI alld the Transil/lllu/ll
COlUlirioll: Science Slightly Over rhe Edge, An irreverent look

at nanotechnology, cryonics und othcr emerging technologies,
with some fascinating speculation on the future of robots and
mankind.

Movies andPlays
Blmle RUlll/er. A bounty hunter "retires" escaped androids,

until he's forced to recognize that they are as human as he is. A
loose adaptation of Do Androids Dream of Electric Sheet)? TIle
prototype "cyberpunk" movie.

Doctor Who. The long-running British time-travel show had
several episodes featuring recurring machine :ldversaries. The
most notable wcrc two races of machines. the Daleks and
Cybermen. K~9. a robot dog, was one of the fourth Doctor's
companions.

Eve of De.srmclioll. A female neural-net robot programmed
with its creator's memories has malfunctioned. Its inventor and
a soldier must track it down and destroy it - before the nucle:lr
bomb installcd inside it explodes.

Lo.\'r in Space. This 1960s tclevision show was the first live
action series to feature a continuing robot character.

Metropolis. The prolctariat rcvoll under lhe mcssianic lead
ership of a female robot in this classic bhlt.:k-and-white movie.

Neme.\·is. Action movie featuring robot cops vs. robot terror
ists, with a part-human cyborg caught in the middle. It has
excellent robol vs. robot action scenes.

RobocOI). A police officer is transfomled into a crime-fight
ing cyborg. The first movie is worth seeing. The sequels and
comedic TV show are less inspiring,

Rl/llawlI}'. A duel between a law officer and a terrorist who
makcs use of various robOls as weapons.

R.U.R. Karel Capek's play about android workers gave us
the world "robot."

Star Trek. Several episodes focused on robots or sentient
computers. notably the second season's "The Doomsday
Machine" and Slar Trek: 71,e Motion Picture.

SllIr Trek: The Nexr Genera/iol/. One of the series' Slars wns
Data, a robot officer. Some episodes have detailed Data's origins.
thc alien Borg cyborgs, or out-of-control "nanitc" nanomachines.

SUlr Wars, If you haven't seen it. do so. Star Wars provides
lln excellent model for integrating robots into a traditional
spllce-opera setling.
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Appleseed, Masamunc Shirow. An "optimistic cyberpunk"
police story set in a world where humans, cyborgs and bioroids
must learn to CO-exisL This long-nmning manga serial is avail
able in English translation,

Avengers, Marvel Comics, A team of superheroes that some
times included the Vision. a density-changing android.

Baule Angel AUla. Yukito Kishiro. See the description of the
animc. An ongoing series available in translation. In Ihe third
series, Alita becomes a cyborg gladi:ltor.

Bubh/eglllll Crisis. Adam WarrCll. New stories. set in the
BGC universe. Introduccs the concept of the "neurophage." a
novel means of creating a neural-net artificial intelligence via
IlilllO-tcchnology.

Dirty Pair. Adam Warren. A cyberpunk reworking of the
Japanese series. Two scantily-clad super-llgents battle bioroid
criminals. terrorist robots and renegade nanotechnology.

DNAgenu, Marc Evanier. A team of bioengineercd super
heroes who \Vork for the mega-corporation that created them.

Magnus, Robot Fighter. Acclaim (first published by Gold
Key, 1963). A classic "humans vs. robots" serial Ihat has
recently been resurrecled.

The Metal Mell. A classic D.C. comics series featuring a
team of robot super heroes. Hard to find. but fun.

Terminator - A robot assassin is sent back in time to kill a
woman whose unborn child will be the key figure in a fulure
connict between man and machine. The result is a dynamic
chase and a tender love slOry. and probably the best movie fea
turing either robotS or time travel to come out of HoUywood.

Terminator 2: J/ldgment Day - A high-quality sequel to
Terminator. featuring a fascinating "liquid-metal" robot.

2001: A Space Odyssey - Alien machines guide our evolu
tion. and humanity probes the depths of space to learn their
secrets. 2oo} 'J' most memorable character is the computer HAL
9000. the archetypical rogue computer.

Anime (Japanese Animation)
The Japanese hllve an ongoing love affair with robots.

Thanks to the efforts of several subtitling and dubbing compa
nies. more and more Japanese animation is available at video
rental stores or specialist outlets like comic shops. The best of
the translated anime featuring robots. cyborgs. androids or
small balliesuits (as opposed to the giant human-piloted
"rnecha" ofTY shows like Robotech) are:

AD Police. In 21 lOt-century Tokyo, police struggle to deal
with crimes committed by "boomers" - humanoid robots and
cyborgs. Three subtitlcd videos. A prequel to BubbleguIII
Crisis.

BailIe Angel. On a far future E.mh, a doctor-turned-bounty
hunler finds the head of a yuung fenl:lle cyborg in a scrap yard.
He rebuilds her. and she becomes the ultimale bounty hunter.
until she falls in love. Based on the comic Belt/Ie Angel Aliw.
Subtitled.

Black Magic M-66. A pair of M·66 robot soldiers are mis
programmed and begin hunting for a target - the daughtcr of
their crealOr. Army commandos and a scoop-chasing female
reporter try to save her. The plot is a simple chase, but the M-66
is one of the most dynamic robotS ever designed. One video.
subtitled.

BllbbleguIII Crisis. The Knight Sabers - four women
equipped with form-fitting battlesuits - wage a vigilante cam
paign against the ruthless megacorpomtion Genom. builder of
robot "Boomers." The series features superior animation, good
characterization and some of the best robot and suit designs
ever. It also has a fantastic soundtrack. Eight videos, subtitled.
Sequcl: Bubhlegllm Crw·h.

Iczer OIlC. A superpowercd android protects Earth from all
invllsion of horrinc Things Man Was Not Meant to Know. An
excellent source of ideas for a Supers campaign. Three videos.
so-so dubbing. If possible. see it in thc original Jap.1.nese.

Rhea Gall Force. The most visually dynamic of the Gall
Force series, featuring a war between humans and roboK

Robot Camiral. A collection of vignettes by Japanese ani·
mators on robots. Many are affected or consciously arty. but the
prize segment is a struggle between two 19th-century
"Stcampunk" giant robots and Iheir inventors. one Japanese.
one Western.

TrallS/orlllers. Thc most wcll-known animated robot series,
featuring transforming robots that can turn into everything
from cars to toaslers. Several American and Japanesc shows in
thc tradition of Trall,'ljormcrs can be still be found on Saturday
morning TV, although most of them are aimcd a! young chil
dren,

COmics
Cyborg and robot supers are commonplace in comic books.

The following series focus specifically on robot or android
characters:
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'"AA-20 Gabriel" robot trooper. sample. 117.
AAV-I "Vulturc" autonomous "tlack vcrlol.

sample, 116.
Ac~;cssorics. 28.
Addiction disadvantage. 86.
Advanced combat system. 97.
Advaillage. 83; Ilew, 78. 85.
Aerial propeller. dueled fan and reactionIess

thrusler table.19.
Aerodynami<: night. 48.
Age disadvantage. 86.
Allies advantage. 84.
Amnesia disadvantage. 86.
Amphibioos advantage. 78.
Androids. 4. 7; see also BiQlogir::t/lontlroids.
Appearance. 44.
Aquutic prupulsion systems. 18: whle, 18.
"Arachne II" zero·G worker android. sample.

123.
Are of Fire. 94.
"Argus I'" aerial spybot. sample. Ill.
Amlmotors.16;tllble.17.
AmlOr design. 41; DR. legalily and poilll cost.

42; slope. 42: wble. 42,
AnTIs. multiple. 94.
AnllS. 38; design. 39: poinr con. 17.
Anificial persons. see Biological androids.
Asirnov's '"Laws:' 60.
Auacks.96.
Allributes. 46. 83.
Audio options. 12.
Bad Temper disadvantage. 86.
Balance systems. 30.
Basic combat system. 97.
Balllesuits, 7. 52: slimp/e. 113.
Berserk disadvantage, 86.
Bibliogmphy, 124-126.
Bioelectric Shock advantage. 78,
Biological androids. 75; adl'lllltages. 76:

alchemir::al. 75; dis(/(lwUlwges, 77; growing.
81: sonlple. 123; ledUloiogicollimirs, 75.

BiolTlOfPhics. 43; options. 44: It/bit-. 45.
Bioplas. 71. 72. 73.
Bioroids. see Biological /lmlroids,
Black-market robots. 105.
Bloodlust disadvantage. 86.
"Blue Steel'" (lOlice robot. sample, 112.
Body and subassemblies. 38: design. 39.
Bomb disposal robot. sample. 111.
Brains. and damage. 91\; (lIId refmirs. 99.
!3r:linwipe, 87.
B~akdowns. 100.
Bugs. 64;jixing. 65.
Uul1y di.'llIdvantage. 86.
Cable options. 15.
Camoonage and tJlreat protection. 42.
Campaigns: oni/icial life, 106: /,.-ybl'rgnmts.

107: explorers. 108: gladiators. 109:

illl'miolls. 104: /fum·.r besl frieml, 105;
remits. 104; roool hllllters. 106: robot sol·
lliers. 107; super robots. 107,

Cargo robot. sample, 112.
CannO! Learn disadvantage. 88.
Cargo space. 33.
'"Cerberus" security and palfOl robot. sample.

111.
Chameleon S)'Slems. "2,
Char.telcristics. robot. 94,
Characte['S: ch«:kJisl. 8-1: cyborging. 85:

d~I·e1opmenl. 91; s/lggened points. 83.
Cheap robots. 105.
Chemical agents. 30.
Claws. 20: ai/millage. 78.
Combat. cillematic. 9"; c1os~. 96; ranged. 96.
Comhat system. advanced. 97; basic. 97.
Command codes. 57: access. 58.
Communications system table. 16.
Communicators, 14; olltero/JtioIlS. 15.
Complexity. 9. 56.
Components. 9·37.
Computer bmins. 55; lable. 10.
Cofltmgrnv geoeralOrs. 33.
Control consoles. 64.
Create Mana Co.-Processor spell. 91.
Crippling. 98.
Critical hit mbles. 99-100.
Cyberswanns. 67: chassis, 67; controlling,

69; disguised. 69; equipment packages, 68:
hires. 68: itl combal. 67: Ii\'ing metal. 69:
mU/lip/e swaml.f, 69; power sy,uenu. 67:
sense rolls. 69; teclt lel'e1s. 67.

Cyoorgs. 7. 52. 85,
Data requircmellls, 60: lrallsfer rOles, 56;

r(,co'·e~'. 62.
Databanks. II.
Defenses. 96,
Delicate Metabolism disadvantage. 80.
Delusion disadvantage. 86.
Dependent dis3th'antage. 86.
Design: conupts. 7; process. 8; seqllence. 9:

"·eight. 45.
DcslfOying robots. 98.
DctL'Ct Lies sk.ill. 90.
[)exterit)'. statislics. 46.
Disadvantages: ne...·, SO. 88: allowable, 85.
Disassembler. 30. 70.
Discriminatory Smell advantage. 78.
Discriminatory Taste advantage. 78.
Oise.lsc·Resistant advantage. 78.
Dobennan IV '"Dog-Soldier." sample. 123.
Dodging. 96.
Doesn', Sleep ad\'antage. 85.
Domestic and recreational gadget table. 31.
Drivetrains. 17; lable. 18.
Drones. 63.
Drug Factory advantage. 78.

Duty disadvantage. 86.
DX Bonus advantage, 78.
DX Penalty disadvantagc. 80.
Elastic skin. 44; (ull'lmrage. 78.
EleclfOnics (Computers or

Cybernctics) skill. 90.
Encumbrance. 94.
Endumnee and point cost. 37.
Enemy disadvalllage. 87.
Eoergy banks. 35; wbk 36.
Engineering (Robo(ics) skill. 90.
Exoskeletons. 7.
Explosion. 96.
Extra Limbs advamage. 78.
Filter Lungs advantage. 79.
Fire and explosion. 96.
Flcsh. living, 44; realistic, 44.
Flotntion, 47.
Frecfall skill. 91.
Fuel. 36; /(11I1.: wbfe, 37.
Fur. 44; lldl'(l/lwge, 79.
'"Furbot" robot pet, sample, 118.
Gadget~. 29; domestic and recrmt;()IIllI. 31;

euJfic. coI'at ops WId police. 30; Oilier
sources. 33; whit-. 29.

Genetics (Genetic Engineering) skill. 90.
Ghost programs. 65. 85.
Gills ac!\·antage. 79.
"Grendel:' sample. 122.
Ground speed, statistics, 47.
Ground-effect (GEV) night. 49; skins, 38;

desigll.39.
Gullibility disadvantage. 87.
Heads. 38: desigll. 39.
Health. statistics. 46.
"Hellspider" infiltration robot, sample. 118.
Hennaphromorph advantagc, 79.
Hide or Scales :Idvantage, 79.
Hit points. 41.
Hit location table, 97.
HT Bonus advantage. 78.
HT Penalty disadvantagc. SO.
Hyper-Strength advantage. 79.
Immunity to Poison advanlage. 79.
Impaling damagc. 97: and nOllOlllorphs. 72.
Impulsiveness disadvantage, 87,
Increased Speed advantage. 79.
Infravision advantage. 79.
Intclligence. statistics. 46.
Inveillions, 108,
IQ Bonus advantage. 78.
IQ Penalty disadvantage, 80.
Jet and rocket table. 19.
"Johnny Applcsccd" colonial agmbol.

sample. 114.
Knockback. 99.
"Kobold-D'" space worker robot. sample. 114.
Lasers. 26: ~risco~s. 28: sighls. 28.
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Legality C1al>l>. 50.
Legs. 38: lll!~iKII. 39.
"Lemon Angel" android companion. s.'lmple.

119.
Living artifacts, srI' Biu/ug;m/ w,dmhk
Living mew!. 71. 72. 73.
Logical llar:lIJoxcs.95.
Low Empathy disadvilnlage. 88.
"M-'! Thor" main h:lllie mImI, sample. 121.
"M 19 Vnngllnrd" warhol. sample. 112.
Magic Aplilildc,91.
Magic: alld IJi%/::im/ (jlldmills. 75: (//ul

mba/.\'. 91.
Mainlcllillll.:C, lOt).
M.lt1:l,34.
"M:lIll11" dl.'C!l sea robot. s<lmplc. III.
"M;lnu\ MI... IV" !.:argo Illule. s;lmplc. 112.
MI,.'Chanic (Robotic,) skill. 90.
Ml,.-dical sy~lcm~. 32: whit-. 32.
Mcgalomuuiu dilkKh'antagc. 87.
Mclt.'C.96.
Memof)'. 56; IHlCkllfJS. 55: ('mSIITe, 87:

rt'qllir('mell/~·. 60.
Micro!x)(.... 67.
Military. coven ops and police gadg..:! wblc.

30.
Mindrippcr-:,2lt
Model point cost. 50. 75.1D.
Modular SOClCIS, :\3.
MOllowirc.21.
Movcmcm. 94. 95; (IiI'. 95; ground. 95; \1'(1//'1',

95,
Muvemenl. puinl cu.,ts, 50.
"MlIl':H1m~a T' comm:llldo robot. smnple, 115.
Nallub1l1'l1, 30. 70.
NHIl(lkil~, CHlinihai. 69.
Nanol11acliincs: Dism,selllbler. 70; NlIIWb141'11,

70; Osiris, 71; PrVI"'II~', 71.
Nallonlor])hing,72.
Nanol11orphs. 71; blli/(/illg. 71; (·vmbi/Uuirm.

72; tllI/lIl/gil/g. 72; llil'isiU/r. 72; DX mrd IQ
It/bit'. 71; il/ I/cliu/I. 72; (1Oilll cos/, 7 I ;
,1!1ecial powers. 73.

Nanolcchnology.70; "'C(lPOl/S. 70.
Navigation systems, 30; wblt!. 30.
Neural-net robo( brains. 9; optiol/, 10.
NI-3 "Sclkic:' Sollffiple. 123.
NI-4 "Nereid:' ~1mple. 123.
No NalUral Itealing disadvantage. 89.
No Sense of I-tumor disadvamagc. 87.
Obl.'diem:c. 5lt 87.
Obsession: Unknown Creator disadvantage.

89.
·'Omicron·15" gener.i1-purpose hum,lI1oid

mbO(, sample. 119.
Organic robots, ,n:" Biologk(ll (I/ulrohh,
Osiris trealment. 71.
Override command codes, 57.

INDfX

Oxygen Storage advamage. 79.
Pacitism disadvantage, 87.
Paint. 30. 94.
"Paladin" robot horse. s,1mple. 119.
Pamnoia disadvantage. 87.
Parasite seeds. 73.
Passengers. 33.
1'1111'00 advantage. 84.
Payloods. 33.
Pheromone Cootrol3dvantage. 79.
Plans. losl or stolen. 109.
Pods. 38; desig". 39.
Poim COSL<;: llnnor, 42; (/nFlS. 17; a/U!

emillmllce. 37; III()(!e1, SO. 75; 1II01·ellll'lll.

50; IIl1llfflllorp/rs, 71; IJrogrtlllllllillg. 59;
1,·ea(JOll. 28.

Poverty disadvantage. 88.
Power syslcm design. 34.
Power plants, 34; {((bit', 35.
Prejudice. 103.
I)rice. 45: biological (II/(ll"Oill.\'. 81,
Prilllitive disadvanlage. !lX,
Programming cosls. 113.1)0.
Programs: at!\'(1/I/(I81', 59: (/(/wmwgf> PlY/gwlII

wbit'. 59: COPY;'lg, 63. 64: (/('J('/"i/HioIlS, 59;
ghosl. 65, X5: Illm/ll'i/"<'Il. 61: /JI'rsOIwlil)',
51); IJI'r.mn(lUty pmgmlll wblt'. 60;
,/llmillg. 56; skill. 60; .fkill progfl/III
Complexity /(1MI', 61; II(JWl/(le.f. 64.65;
lIIiliry. 62; llIilily I,mgrtllll wble, 63;
""itil/g. 63.

"I>rmnelheus JO(X)" android. sample. 120.
l>ropul<;ion. 17.
Proteus nanomachinc.!>. 71.
I'!'oychology (Artiril;ial Iking.~) skill. 91.
Purcha.~ing. 103.
Quirks. 90.
"R5S" Samarit:1I1 rc,.<;eue robot. sample. 115.
Radiation: lIIul mbols. 97; sltie/tlillg. 43.
Radio options. 15,
Ranged weapon~, 22; wblt', 22-24.
Reduced Hit Points disadvantage, 80.
Regcllcr:llion advantagc. 79.
Remote comrol. 63.
Repairs. 99.
Replicams. sec Biological androids.
Rcpmgranl11lahle DlllY disadv:llltage. 119.
l~eprogr:lI11llling robolS. 58.
ReplIllilion adv:lIltage. 84.
Robot Slructure. 40: Iable, 41.
Robot he:ld crilic;]1 hilt:lble, 100,
Rohot hrain.~. 9,
Robot body crilical hil l:lble. 99.
RoboH:cntcTl.'d campaigns. 10·l.
Robots. 4; dtjillili(m. 7; ill (·olllb(l1. 96; mul

soder)'. 102: (/S eqlli,'IIII'III, 102; (IS slaw's.
102; tlsfree heillgs. 102; .'MIlI/(Nt'S. 111-123.

Rolary wings. 38; design. 39.
"Rover-8" security roboc, s.1l11ple. 113.
"S-3 Sen'itor" hoosebol, sample. 120.
Sadism disad\'amage. 86.
Salvage. 105.
Samples: T/]. 1II; n.8. 111-113: TL9, 113

117; TUO and Ill', 117-123; biologicol
ondroids. 123.

S:lI1itized Mctabolism ,ld\,anl:tgc. 79.
"Scorpio Alpha" robol warrior. sample. 122.
Secret disadvantage. 88,
Self-Destruct disadvlllltage, 80.
Self-repllirs,99.
Sense of Duly disadvantage. 88.

•

Sensors. I 1; ,~I'eri(ll OP/iOIlS, 12; wMe, 14.
Sentient robot brains, 9; awake/rillg, 57;

optiOIl, 10.
Sex Appeal skill. 91.
Sharp Tecth advantage, 79.
Shock. 99.
Short Lifespan disadvantage. 80.
Skills. 88, 90; t//limal, 89: artislic. 89: crt/fl.

90: 1·l'hide. 90.
Slave Mentality disad\'antage. 89.
Sla\'c implanlS. 87.
Slope. 38.
Social Sligma di!i.1dvantage. 88.
Sonar ad\'anmge. 79.
Spet.'d. and robolS, 93.
Speed factor lable. 47.
Speed eOSltable, 50.
SpelicaSlerli. robol. 100.
Spray glln.~. 29: Imlb. 29.
ST Bonus advamagc, 78.
ST Penally dismlv:mtage, 80.
Slitlistics, 45: 1U1II001lfJ/plJ, 71.
Step maneuvers. 94.
Sterile dbatlvanlage, 80.
"Slreethawk" urban balllesuit. s:uuple, 113.
Slrength: (/lId Faligru'. 93; /XJilll l'ml /(IIJ/("

46: s'l(l/i.~li,·.\. 46.
Slre~s AlllVisl11 dis:ldvanlage. RD.
Slunning.99.
Surf:lce fcalures. 41: optiolllll. 45.
SUrf:lce are:l. 40; wh"'. 40,
SY·IOI·N Nemesi~ ("Synlhia"). Solunp1c. 51.
"r-64 TinkcrhOl" lechnical ruboI. :.ample.

121.
Tangier;. 26.
TastcJsmell opIion~. 12.
Tt.'ch levels. 7. 102.
Temperature Toler:mce oo\'anlage. 79.
'Three 1..;IW<; of Robolics." 60.
Thrusl propul,ion ~yMellls. 18.
Timclinc. 102.
Tool sy~lcms, 29; wMl'. 29.
Tracks. 38: £1t'.\'il-:lI. 39,
Tran~fonlling !'oyMCIl1~. 72.
Turing tc~l. 59.
Ultrasunic He:rring advantage. XO.
"Ulysses M,u'k 2" planclary explorer, sample.

116.
Ullm.u'll Biochemislr'y disadvantage. I! I.
UIllI~1I111 Background: lligh Tcchnology

i1dval1tage.85.
Ul1u~\lal Huckground: Artitit:ial Heins

advantagc, 85.
Vacuum Adapl:uion advantagc. 80.
Vt.'clOred-lhn.<;t flight. 49.
Venom advanlugc. 80.
Vihrobladcs.21.
Vision opliolls. II.
Voice synthesis options. 14.
Volume and sizc, 45.
Von Neumann lIIal:hincs. 8.
Waler. and robots. 97.
Waler speed: sllltislics, 48: It/ble. 48.
Weak Immunc System disad\'anlage. 81.
Wealth ad\'amage, 85.
Weapon placemenl. 94.
\Veapons: mxt'.f,fOril's', 28; Illlli-cybl'r.fwllml.

68: COl/Wei, 20-21: IIwroteell, 70: (will/
Cosl, 28: /tIMt,. 28.

Wheels. 38; design. 39.
Wings. 38: desiSI/, 39.
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