T Tranzistor Lenith RPG 1

Tranzistor Lenith RPG is p|i|g('.(| with 2 six-sided dice, some panci's, | copy of this character sheer per p|ager, and a chess set.

DTo p|ag this qame, ak least 2 p|agers and at most 12 p|agers make | Giant Robot each. To make a Giant Rohot, a p|aqer
writes in the Giant Robot's Name, then Fills in a Color and Piece that has not been chosen yel fo represent the Giant Robot.

Giant Robor Name: Color: Black White Piece: Pawn Rook Knight Bishop Queen ing

D The next skep in m:ll(ing a Gianr Robor is xp({n(ling Bmlg Points (BP) to build the Giant Robot's BndgA Each Giant Robot
Bmlg consists of & Parts: Head, Torso, Left Arm, Right Arm, Lefr Leq, and Right Leq. Each Part is defined |)g 2 Factors: Armor
and Structure. Each Part has 10 BP thar must he spent on il |)g the p|ag|('.n For each Part, Armor starts at Level | and
Structure Starts at Level 2. An increase of | Armor Level costs 2 BP and an increase of 2 Structure Levels costs | BP.

Head- Nrmor Level: 12345 6 Structure Level: Q125856789 10 0002 15 1% 15 16 17 18 19 20 20 22
Torso- Nrmor Level: 12385 6 Structure Level: O H 2365678900 01203 %15 16 HY/ 1819 20 20 22
Left Arm- DNrmor Level: 123256 Structure Level: Q123456789 00 0002 13 02 15 06 17 18 19 20 20 22
Right Arm- Nrmor Level: 12345 6 Structure Level: Q02345676 910 0002 13 06 05 16 17 18 19 20 20 22
Left Leg- Armor Level: 123856 Structure Level: O H 2385678900 00203 0815 06 718 19 20 20 22
Rigl\t Leg- Nrmor Level: 12345 6 Structure Level: Q02345678910 0002 13 04 05 16 17 18 19 20 20 22

3) The last step in making a Giant Robor is spending Weapon Points (WP) to build the Giant Robot's Weapons. The player has
20 WP that must be spent on Weapons. No more than § Weapons can be made. Each Weapon costs 2 WP to make initially, bur
addirional WP may be spent on Properties for a Weapon. Each Weapon Property costs | addirional WP. The Properties are:
'Rapi(l Fire' = When m"ing for Initiative, roll 2 dice instead of | die, using the |\ig|\er of the 2 die rolls as the die roll.
"Turbo Boost' = When m"ing for Move, roll 2 dice instead of | die, using the higl\«r of the 2 die rolls as the die roll.

'Long Range' = When m"ing for Range, roll 2 dice instead of | die, using the |1ig|u'.r of the 2 die rolls as the die roll.

'"Heat Seel(ing' = When m"ing for OHfense, roll 2 dice instead of | die, using the |1ig|w.r of the 2 die rolls as the die roll.
"DeHective’ = When rolling for Defense, roll 2 dice instead of | die, using the higher of the 2 die rolls as the die roll.
"Targeting' = When rolling For Part Hir, roll 2 dice instead of | die, choosing | of the 2 die rolls to use as the die roll.
'Nrmor Piercing' = When r()"ing for Impact, roll 2 dice instead of | die, using the higlw.r of the 2 die rolls as the die roll.
'|fxp|()siue.' = When m"ing for Damage, roll 2 dice instead of | die, using the higl\er of the 2 die rolls as the die roll.
"Disruptive’ = When r()"ing for Disarm, roll 2 dice instead of | die, using the |\ig|w.r of the 2 die rolls as the die roll.

When a Weapon is made, write in it's Location (I Bo(lg Part must he chosen as such) and write in any Properties it may have.

Weapon- Location: Properties:
Weapon- Location: Properties:
Weapon- Location: Properties:
Weapon- Location: Properties:
Weapon- Location: Properties:

1) Once all Giant Robots in the qame have heen made, a Bartle commences. A Bartle starts |)q each p|aqar putting their chess
piece on any space on the chess board. No pieces can ever share the same space. Once every piece is placed, a Bartle Round
occurs. Fach Round begins with each player choosing one of their Robot's Weapons to use. Each Property of a chosen
Weapon will then eHect the rolls made for that Robor that Round. Initiative is then rolled lor each Robor, with the Robots
ral(ing action in order of |\ig|\ roll to low roll, with all tie rolls |ming simultaneous actions. When a Robot takes action, roll a
die for Move, divide the Move die roll |)g 2 (round up), then move the Robor up lo that many spaces in any direction. Next,
roll a die for Range, then choose to attack | Robor within a number of spaces in any direction e.qua| to the Range die roll. To
attack, roll a die for QOHfense, then the p|age.r of the attacked Robot rolls a die for Defense. IF the OHense die roll is equa' fo
or grealer than the Defense die r()", the attack hits. When an arrack hits, roll a die for Part |‘|ir:|:|‘|e.a(|,2:lah I.\rm,
3:Rig|ﬂ Arm, A=Lekr Leg,SZRight Leq,6=Torso. Once Parr Hir is determined, roll a die for Impact. IF the Impact die roll is
equa| to or qrealer than the Part's Armor Leud, roll a die for DamageA Subtract the Damage die roll From the Part's Structure
Level, then roll a die for Disarm il the Part has a Weapon located on it. IF the Disarm die roll is 6, choose | of the Weapons
on the Part to be dexrmgei IF a Part's Structure Level is reduced to O or |ess, that Part is daxrmgad. When a Robot's Part is
dasrmg({d, the p|ager il |)({|(mgs to rolls a die. IF that die roll is ({qua| to or less than the number of Parts destmged on that
Rohot, that Robot is desrmg«d. ’.\ngthing destmged can no |onge.r be used in the Bartle. Once all Robots have raken action
in a Bartle Rmmd, another Round begins, unless there is on|g | Robor |('.H, in which case that Robot is declared Battle Victor.



