NAVE: Grimock (GL) Base OCV: 7 Base DCV: 7
PLAYER Adjustment +  Adjustnent +
Inal OCV = Inal DCV =
VALUE CHAR  COST BASE PTS
U e, 1A
xterity X
5 Constitution x2 10 30 IIEIIII aATH EIII'I'IIIH Maneuver Phase OCV DCV Effect
10/ 16 Body X2 10 0 Block 12 +0  +0 stopsattack
13 Intelligence x1 10 3 Brace 0 +2 12 +2vsRMod
20 Ego X2 10 20 PTS PONERS END [pisarm 12 -2 +0 STRvsSTR
24 Presence x1 10 14 10 EC (10),"Tr ansf or mer Dodge 12 +0  +3 all attacks
8 Coneliness x1/2 10 -1 power s” Grab 12 -1 -2 grab,doSTR
16 Physical Defexl 6 10(25a) 16/16 Arnor, O F(-1/2) Haymaker 2 40 -5 x112STR
15 Energy Def ensx1 5 10(33b) 6 LVLS G owth (stats Move By Y2 -2 -2 STRR2+v/5
4 Spee x10 3.0 10 al ready i ncl uded), Move Through U2 w5 -3 STR+vi3
11 Recovery X2 11 0 Al ways On(-1/2),0 END Set 1 41 40
50 Endur ance x1/2 50 0 Per si stent (+1) O [Fast strike U2 42 +0 14D6
38/ 44 Stun x1 38 0| 6¢c) Shape Shift, Flying Tackle 12 +0 -1 12D6+v/5
Characteristics Cost: 146 "Di nosaur ", Martial Grab 2 -1 -1 70SIR
Concentrate(-1/4),

STR Rol I : 21- |Run 15" Cannot change formif Rang <4 <8 <16 <32 <64 <128

DEX Roll: 13- |Swim 2" he takes over half Rvod -0 -2 -4 -6 -8 -10

INT Roll: 12- |Junp 12" B(I)Y[(J-1/4),IIF-1/4),O

EGO Rol | : 13- END Per sistent (+1 O|DEX: 20  SPD: 4 ECV: 7

PER Rol I : 12- 15d) (1?_1/ ‘I?unnl ng, 1/2 END ,|Phases- - 3 - -6 - -9 - -1

Experience: 126 19 IBife ﬁuppo;t,_doesn’t PODYrPD 32/ 16 ED'rED 31/ 16

reat he,safe in . . :

DI SADVANTAGES ~ BASE: 200+PTS vacuunt pressur e, saf e END: 50 STUn 44 BODY: 16

Acci dental Chg, "To robot 20 in heat/cold,imune to
form when Stunned", very zl\i/gi n%
conmon, occur 11- 98 (172), "Weapons",

DNPC, "I nnocents in need of 20 Only works in 306 Loc  StunX NStun  BodyX CV Armor
savi ng", i nconpet ent, appropriate form 35  Head X5 x2 x2 -8
appear 11- S- 1/ 42 A F(-1/2) 6  Hands X1 xU2  xU2 -6

Distinctive,"Primtive 5 6u 17D6 EB, "Fl ane 7-8  Arms X2 xU2  xU2 5
speech", easily Breat h", beam att ack, No 9 Shouldes x3  xl xL 5
conceal abl e, m nor Range(- 1/ 2), 10-11 Chest x3  xl1 x1 -3

Di stinctive,"G ant robot", 20 I ncantation(-1/4), Area 12 Somach x4 xl12 x1 -7
not conceal abl e, mgj or Ef fect (+1),1ine, 13-16 13 Vitds x4 x112  x2 -8

Hunt ed, " Ant i - Aut obot 15 Charges(0 O| 14 Thighs x2  x1 x1 -4
forces", as powerful, 7u 4D6 HKA, "Bite/ d aws", 15-16 Legs x2 xU2  x12 -6
har sh, appear 11- vs physi cal defense, x1 17-18 Feet X1 xU2  x1U2 -8

Psych Lim"Arrogant", 15 Arnor” Piercing(+1/2),0
conmmon, strong END( +1/ 2) 0 ) NOTES

Psych Lim"Guff", commmon, 15| 5u 4D6 HKA " Sword", vs Name: Grim ock )
st ronE_ physi cal defense, OAF Speci es: C}/bert roni an

Psych Lim " Code vs. 15 -1/2),0 END(+1/2), x1 Gender: Ml e
killing",comon, strong nmor Pi erci ng(+1/2) O|Hei ght: 24 feet

Rep, "Heroi c alien robot", 5 8u 7 1/2D6 RKA, "Rocket Team Di nobots (I eader)
occur 8- Launcher", vs ph¥si cal

Ri val ry, " Ot her Autobot 5 def ense, OAFS 1/ 2),
of ficers", professional Expl osi on(+1/2), 13-16

WAt ched, " Aut obot | eaders", 15 Char ges(0 0
nore powerful, non- conbat 8u 7 1/ 2D6 , " Rocket
i nfl uence, har sh, appear Pod", vs physi cal
14- def ense, 13- 16 Charges

(0) OAF(-1/2),
pl osi on(+1/ 2) 0
3 Radio XM T/ REC, A F
(()- 1/ 2??
15 60 STR 1/2 END(+1/4) 0
==Ski | | s==
3 Breakfall 13-
4 Fast Strike
48 6 Level s, all conbat
3 Flying Tackle
3 Martial Gab
3 Survival 11-
3 Tactics 12-
3 Tracking 12-
2 WF, Swor ds, Rocket
Launchers
Di sadvant ages Tot al 150| 330 : Powers Tot al
Experience Spent + 126| 146 + Characteristic Total
Total Points = 476| 476 = Total Cost




