A Tranzistor Lenith RPG: Le Master's Guide I

Tranzistor Lenith RPG: Le Master's Guide is an expansion fo Tranzistor Lenith RPG. In order to use the Ie Master's Guide, you
need a copy of Tranzistor Lenith RPG. The Ze Master's Guide changas the origina' bartle RPG into a RPG with a qame master.

DThe Le Master is a p|ager in Tranzistor Lenith RPG thar does not take the role of a Giant Robot. Instead, the p|ag('.r who
will he Ie Master will be the gamemaster for the qame, using Tranzistor Lenith RPG to create a more cump'ax, |ong-rerm
campaiqgn. There can un|g be | Ie Mash'.r, but there may still be 2 ro |2 other p|ag('.rs tal(ing the role of Giant Robots. These
p|ag('.rs will be referred to as P|aqer Pi|ots, since theg represent the human controllers indepcndent of the Giant Robols.

DTo start a Tranzistor Lenith RPG campaiqgn with a le Mash'.r, | p|ag|('.r takes the role of Ie Mash'.r, and the rest of the p|agers
take the roles of Player Pilots. Each Player Pilor then creates a Giant Robot, bur does not immediately enter into a Bartle
once all the Giant Robots are made. |nxtea(|, the Le Master dictates when Battles oceur, as each adventure in the campaign
will revolve around a series of Bartles. When a Bartle does oceur, the e Master may creale NPC Giant Robots to represent
one side or another, or themselves. The e Master will also dictate which Giant Robor (and therefore it's P|ager Pilot) is on
which side, and what the rerms are for ('.n(ling the Battle and dec'aring a Battle Uicror (or Vlictors). Due to limits on chess
pieces, no Bartle can have more than 12 Robots in ir, yel musk have at least 2 Robots. Beqnn(l the e Master p|aqing the role
of NPC Giant Robots in a Battle, euergrhing else in a Battle is resolved |)g the P|ager Pilots as in the Tranzistor Lenith RPG.

3)Belore a Battle |)('.gins and the chess pieces are p|acm| down, the e Master may choose to custom alter the chess board to
represent a bartlelield thar might have more obstructions in it, such as a city or an amusement |)EII'IL To do this, the Le
Master may sel any number of Obstacles on the hoard as |()ng ay it leaves e.n()ugh room for all Giant Robots involved o be
p|acc(| alrerwards. An Obstacle can be represent(’.d |)q whatever the Ie Master can |:in(|, but such Qbstacle rokens should he
ahout the same size as the spaces on the chess board. No Gianr Robot may enker a space that has an QObstacle on i, nor may
rhﬂg include an Obstacle space when datﬂrmining Range. The Le Master decides if each Obstacle is Indestructible or
Destructible. IF an Obstacle is |n(|({xrrucri|)|({, it will remain on the hoard for the entire Bartle. IF an Obstacle is D({xrrucril)h{,
the le Master must give il a Defense |A('.u('.|, an Nrmor |A('.u('.|, and a Structure Level. I\ Destructible Obstacle can be attacked
jusk like a Giant Robot, hut instead of m"ing a die for Delense, the Defense Value is used as the Defense die roll for the
Obstacle. IF hit, no Part Hir roll is made, as the Obstacle on|g has | Part, with Impacr and/or Damagqe occurring o that Part.
Should the Obstacle be reduced to O or less Structure Leua', il ix dastmqad and the space reverks fo a normal space.

Wker a Bartle is over, the Ie Master must decide how and il each Giant Robot is mpaimd of damage sustained. IF a Robot
was destmged in Bartle, it must have all of it's destmqed Parts r('.p|ace.(| before it can do Bartle aqain. IF a Robor had all & of
it's Parts destmqe(l in Bﬂtﬂe, it cannot be repaired and a new Giant Robot must be made |)g| the P'ager Pilor. As a pcnahq,
the Ie Master may choose to elfect the Giant Robor creation process |)g heluing such a p|;|g('.r qel 2 less BP per Part and &
less WP overall to xp({nd per each Giant Robor theg have lost. To offser repairing a Giant Rohot, each P|;|gar Pilot in a Bartle
qels fo roll a die alter the Bartle ends, with the Ze Master m"ing an additional die. Each P|agar Pilot receives a number of
Repair Points (RP) equa| to their die roll, with any P|ag('.r Pilot who's Giant Robot was declared Battle Uicror receiving an
addirional amount of RP e.qua| to the le Master's roll. Each RP can then be spenk the Fn"nwing way: Each destmged Part has
a Structure Level of 0O Euarg other parl refains it's Structure Level From the end of the Bartle. When | RP is spenk, a
damaged or destmqad Part is picl(e.(' and a die is rolled, with the Part's Structure Level increasing I)q an amounf ('.qua| o
double the die r()||, up o the limit of whar that Part's Structure Level was at the start of the Bartle. Once a Giant Robot is
Fully restored ro i's initial Structure Level for each Part, any leltouer RP can be turned into Body Points or Weapon Points as
the P|ager Pilor chooses, with | RP equ;l"ing I BP or | WP Such BP/WP must then be spent on the P|agar Pilot's Giant Robotr.
IFa P|agar Pilot is unable to restore a Giant Robor to it's initial levels, that Giant Robot must enter the next Battle as is.

S)B({g()nd the xpeci[i(z rules daxign;lr({(l in the Ie Master's Guide, the Ie Master may alrer Tranzistor Lenith RPG in anyway

rhag so choose. Likewise, p|agerx may use this gui(l('. to alter Tranzistor Lenith RPG without hauing any le Master ar all. As Ie
Master, the most importank task is |)e.ing a srorgre"er that ('.xp|ains all details of the RPG campaign bagondjusr the Bartles.
Should any le Master require research material for their campaiqns, look up the Tranzor I television cartoon series.



