NAME: Rat chet (Prine) Base OCV: 7 Base DCV: 7
PLAYER Adjustment +  Adjustnent +
Inal OCV = Inal DCV =
VALUE CHAR  COST BASE PTS .mm
22/ 52 Strength x1 10 12
N el B3
nstitution x M aneuver Phase OCV DCV Effect
10/ 16 Body X2 10 0 HERO 4TH EDlTION Block 12 +0  +0 stopsattack
18 Intelligence x1 10 8 Brace 0 +2 12 +2vsRMod
14 Ego X2 10 8 PTS PONERS END [pisarm 12 -2 +0 STRvsSTR
22 Presence x1 10 12 10 EC (10),"TF Powers" Dodge 12  +0  +3 all attacks
10 Coneliness x1/2 10 0|21a) 14/14 Arnor, A F(-1/2) Grab Y2 -1 -2 grab,doSTR
12 Physi cal Defexl 4 8|33b) 6 LVLS Growth (stats Haymaker 2 40 -5 x112STR
13 Energy Def ensx1 5 8 al ready i ncl uded), Move By Y2 -2 -2 STRR2+v/5
4 Spee x10 3.0 10 Al ways On(-1/2),0 END Move Through U2 w5 -3 STR+vi3
9 Recovery X2 9 0 Per si stent (+1) 0 [set 1 41 40
48 Endur ance x1/2 48 0(23c) 18" Running, 1/2 END
33/39 Stun x1 33 0 +1/ 4) 2|Rang <4 <8 <16 <32 <64 <128
Characteristics Cost: 124| 6d) Sha eIShift, Rwd -0 -2 -4 -6 -8 -10
" ul ance
STR Rol I : 19- [Run 20" Concentrate( 1/ 4), DEX: 20 SPD: 4 ECv: 5
DEX Roll: 13- |Swim 2" Cannot change formif Phases
INT Roll: 13- [Junp 10" t akes over aIdeé R
E(EB(R) %H %% [(_}1/4) I'1F(- %;4) 0 END 0 PD)rPD 26/ 14 ED'rED 27/ 14
- er si stent (+ . . :
19 LS, breath, vacuum END: 48 STUN. 39 BODY: 16
Experience: 79 heat / col d, i ;]
73 WP (127), (]F((J 172),
DI SADVANTACGES BASE: 200+PTS Gestures(-1/ 45
Acci dental Chg, "Robot form 20 5u 4 1/2D6 HKA " a on 3D6 Loc  StunX NStun BodyX CV Armor
i f Stunned",very common, Grinder Drill", 3-5  Head X5 x2 x2 -8
occur 11- ,(_, 1/2),x1 Arrmr 6 Hands xL xU2  xU2 -6
DNPC, " Agent Fow er ", 10 |erC| ng(+1/ 2),1/2 7-8  Arms X2 xU2  xlU2 -5
normal , useful skills, END( +1 6| 9 sShouders x3 xt xL 5
aB pear 11- 7u 5 1/2D6 HKA, "Battl e 10-11 Chest x3  xl1 x1 -3
DNPC, "I nnocents in need of 20 Bl ades", 0 END( +1/ 2 O 12 Stomach x4 x112 x1 -7
savi ng", i nconpet ent , 5u 4D6 RKA "\l der" 13 Vitds x4 x112 x2 -8
appear 11- Knockbackg 1/ 4), 14 Thighs x2  x1 X1 -4
Di stinctive,"G ant robot", 10 Range( -1/ 15-16 Legs x2 xU2  x12 -6
easily conceal abl e, maj or Penetratl ng(+1/ 2),0 17-18 Feet X1 xU2  xU2 -8
Hunt ed; " Ant i - Aut obot 15 ENDS +1/ 2 0
forces", as power f ul , 7u NOTES
har sh, ap ear 11- ) " Bl asters O END( +1/2) O|Nane: Ratchet )
Physi cal "No hands in 5 12 PKG A F(-1/2) 1|Speci es: C}/bert roni an
vehicle rmde (3) 1" Change EnV| ronment, Gender e
i nfrequently, sli ghtly Desc: Headlights O [Hei ght: 25 feet
Psych Lim"Protective of 10 3) Radio XM T/ REC Team Aut obot s
friends", common, noder at e 6) +2" Running, "Weel s",
Psych Li m"Cranky" very 15 x8 Non- Conbat, has turn
conmon, noder at e node, Li nked( 1/ 2),
Psych Li m " Code vs. 15 " Sha[?_e Shi f 0
killing", comon, strong 13 STR, 1/ 2 END( +1/ 4) 0
Rep, " Heroi c alien robot" 5 =Ski | | s=
occur 8- 3 Breakf all 13-
Rivalry, "Q her tech 5 3 Combat Driving 13-
s eci al i sts", prof essi onal 3 Conput er Progranm ng
uck, 1D6 5 13-
V\atched, "Aut obot | eaders", 15 3 Electronics 11-
nore powerful, non- conbat 32 4 Levels,all conbat
i nfl uence, har sh, appear 3 Mechanics 11-
14- 3 Navigation 11-
3 Paranedic 13-
0 PS: Tech Specialist 8-
3 SC. Chemistry 13-, (I NT
based
3 SC. Physics 13-, (INT
based)
3 SC. Robotics 13-, (INT
3 based) o 13
st em; eration -
6 % Common Mel ee, Snal |
Ar s, Heavy Weapons
Di sadvant ages Total : 150| 305 : Powers Tot al
Experience Spent + 79| 124 + Characteristic Total
Total Points = 429| 429 = Total Cost




