Qui ckm x (GL) Base OCV: 4 Base DCV: 4
PLAYER ' Adj ust nrent + Adj ust nrent +
- Inal OCV = Inal DCV =
VALUE CHAR  COST BASE PTS =
22/ 42 Strength x1 10 12 T ‘ 5
el B ;
nstitution x M aneuver Phase OCV DCV Effect
10/ 14 Body x2 10 o/ HERO 4TH EDITION [ 12 40 0 sopatiack
14 Intelligence x1 10 4 Brace 0 +2 12 +2vsRMod
18 Ego X2 10 16 PTS POVNERS END [pisarm 12 -2 +0 STRvsSTR
16 Presence x1 10 6 3 1" Change Environnent, Dodge 12  +0  +3 all attacks
10 Coneliness x1/2 10 0 Desc Headl ights, OF Grab 12 -1 -2 grab,doSTR
11 Physi cal Defexl 4 7 E O [Haymaker 2 +0 -5 x11L2STR
11 Energy Def ensx1 4 7 10 EC (10) "Tr ansf or mer Move By Y2 -2 -2 STRR2+v/5
4 Spee x10 2.2 18 power s Move Through Y2 -5 -3 STR+V3
9 Recovery X2 8 2(15a) 11/11 Arnor, O F(-1/2) Set 1 41 40
44 Endur ance x1/2 44 0(20b) 4 LVLS Growth (stats
33/ 37 Stun x1 32 1 al ready i ncl uded), Rang <4 <8 <16 <32 <64 <128
Characteristics Cost: 103 Al ways On( - 1/2) 0 END Rwd -0 -2 -4 -6 -8 -10
Per si stent (+1) 0
STR Rol I : 17- [Run "123c) 18" Running, 1/2 END DEX: 12 SPD: 4 ECV: 6
DEX Rol | : 11- |Swim 2" +1/ 4 2 | phases 3 5 0 1
INT Roll: 12- |Junp 8" | 6d) Shape Shift, " Cenent T C T o
E(EB(R) %H %g tr%;:lf1 %ncentrﬁte PD/rPD 22/ 11 ED'rED 22/ 11
- nnot change . . :
(<1 ?f annot chang END: 44 STUN 37 BODY: 14
Experience: O hallj Body& 1/4),11F
DI SADVANTAGES BASE: 200+PTS er si st ent ; +1) 0
Acci dent al Chg,"To r obot 20 4 5 Fl ash Def ense, 3D6 Loc  StunX NStun BodyX CV Armor
formif stunned",very Hear i ng G oup, i F 3-5  Head X5 x2 x2 -8
conmon, occur 11- (-1/4 6  Hands X1 xU2  xU2 -6
DNPC, " | nn_ocents in need of 20 19 Life Support, doesn’t 7-8  Arms X2 xU2  xU2 5
savi ng", i nconpet ent , breat he, safe in 9 Shoudes x3  xl x1 5
appear 11- vacuuni pressure, saf e 10-11 Chest x3  xl1 x1 -3
Di stinctive,"G ant robot" 10 in heat/cold,inmne to 12 Somach x4 xl12 x1 -7
easily conceal abl e, maj or’ agi ng 13 Vitds x4 x112 x2 -8
Hunt ed, " Ant i - Aut obot 15 3 Radio XM T/ REC, A F 14  Thighs x2  x1 x1 -4
forces", as power f ul , (-1/2) 1516 Legs X2 xU2  xU2 -6
har sh, ap ear 11- 6 +2" Runni ng, "Weel s", 17-18 Feet X1 xU2  xU2 -8
PhyS|caI im"No hands in 5 x8 Non- Conbat, has turn
vehi cl e node” node, A Fg 1/ 2 Li nked NOTES
|nfrequentIKsI|ghtly 1/2 ha eShlft" 0 [Nane: Qui ckm x
Psych Lim or 15 10 42 ' 1/2 N +1/ 4) 0 [Speci es: C}/bertronl an
t enpered”, very conmmon, 27 VPP (16) no Skl [l roII Gender
noder at e requi red, " Advanced Hei ght: 16 feet
Psych Lim"Code vs. 15 sensor systent,Only to Team Aut obot s
killing", common, strong nake enhanced senses
Psych Li m " Absent ni nded", 20 -1/ 2?(
very common, strong =Per ks=
Rep, "Heroi c alien robot" 5 55 Fol | owers: Ri cochet
occur 8- and Booner (250pt),2 #
Rivalry,"Qher Autobot 5 of Fol | ower s
sci enti sts", prof essi onal =Skill s=
Unl uck, 1D6 5 3 Combat Drivi n% 11-
Wat ched, "Aut obot | eaders”, 15 3 Demolitions 11-
nore powerful, non- conbat 7 Inventor 14-
i nfl uence, har sh, appear 18 6 Levels: Ricochet,
14- Boomer and punch, ti ght
group
3 Navigation 11-
0 PS: em st 8-
2 SC. Biochemstry 12-,
gl NT based)
2 SC Chemstry 12-, (INT
baselc\i)E
2 tallurgy 12-,
| NT based)
2 C Or anlc Chemi stry
based)
3 SCI ent i st
1 WF, Pistols
Di sadvant ages Tot al 150| 247 : Powers Tot al
Experi ence Spent + 0| 103 + Characteristic Total
Total Points = 350| 350 = Total Cost




