Overview Special Rules Force Majeure Robot bo... is 6ol
Keetonian empire strikes, Knockback: Missiles and Villains: Footsoldiers Villains: Hovertanks, Fliers
catching the PCs far afield and Plasma Cannons can knock Robot Go starts out
away from Robot Go. Robot Go off-balance, requiring Each PCis given a quick, surrounded in a military base
Once in Robot Go, the PCs a Stabilization roll. introductory scene as they and must clear the base of
must fight to clear the base of make their way back to the invaders.

- Try to allow each PC'
invaders. o Space: In space, Robot Go Ea:iialiy :2 ?O;V: ?:tco IaC > Hovertanks
Robot Go must then fight its must score at least a neutral pecidlty Pay. Plasma Cannon{[ [ ][ ]Pool}

way to the forcefield generator, | raqit on a Stabilization roll to L , (AT NI LN
allowing Robot Go toreachthe | e syccessfully. Unless When fighting Keetonian

main battleship. , footsoldiers, any successful Fliers
The final showdown sees grappling, Robot Go .cannot result will remove a footsoldier. | Laser Gatling {[ ][ ] Pool}
make Melee attacks in space. s
Robot Go facing off against the There are.an infinite numberof | [J0] [T [I] [ 1]
God-King, Lord Keeton. footsoldiers. [T CITC) O]
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