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The Building Process
When generating a battlesuit you have to take into consideration many things. Size, type, gear,
armor and weapons are all important. Inquiring mind want to know! Here is how you set up your
Development Points or DP.

1) Take a look at your INT. This is your Creation Ceiling. No armor, powers, gear and
weapons may be above this number when it comes to damage, range, or armor. So if
Buck has an INT of 23, then his Beam Cannon may only do a max damage of 23 points.
Or say he is experimenting with a new metal that will make a great armor. It may only be
a max of 23 KD.

2) Now go ahead and look at your left over Option Points AFTER you create your character.
Multiply that times 10 and that is your DP. You will use these points to build your
machine. Don't forget that you are limited by your Creation Ceiling.

3) Look at your tech level. You may multiply your Development Points by your tech level
for your final number of DP.

*Factories have a Creation Ceiling equal to their Resource Rank! So the rules above are for
those that sponsor themselves and have no additional resources or help. In a mass market
players can just rely on a large company to produce their machine. Because of this players may
call upon the resources of their company to help create battlesuits and so on. For good rules on
Resource Ranks see TBSv3.

*Companies may combine Resources! So two companies with a 40 Resource Rank would come
out to 80!

Duration to Build
It takes time to build stuff. To represent this, your creation time is equal to your DP in days. So
for every point of DP spent is takes 24 hours.

*You may use this rules set to create cybernetics.

Let’s Build!

Step 1: Buying Scale

Cost: 50 DP per 1 Scale shift

You really need to know how big your battlesuit is. For every 50 points you spend on scale
shifting you may go up one scale. We all start out at 1:1 scale. So if you wanted to build a vehicle
sized robot you would spend 50 DP to make it 1:10. Don't forget that your machine gets a benefit

by being bigger and does not suffer full damage from smaller targets.
Step 2: Choosing Form

This doesn’t cost you anything unless you want extra limbs, wings and whatever else a mech-
head wants. You may choose from: Animal, humanoid and vehicle.

Step 3: Power Plants

Cost: 1 DP per day, 1 DP per Year for Tech level 8 and above.

Wow! Only 1 DP per day? Yep. Most machines have a really efficient power source which allows
them to function longer. Once you run out of power it is just a matter of plugging in and
recharging. But what about those super power sources? The ones where the machine has a cell
life of 100 years?



Each machine is limited by their pilot. So if a pilot has an REF 8 the machine will not be able to
gain an REF above 8. Your machines have the following Main Stats:

e INT: If your machine has an Artificial Intelligence then you will need this.

e PRE: How good looking or downright scary the machine looks.

e WILL: You machine is capable of being hacked, so you will need this Main Stat as a
difficulty level versus hackers.

e REF/DEX: How versatile your machine is.

e STR: How much your machine can handle when it comes to physical strength.

e BOD: This is the body of your metal behemoth. It may function at maximum for this
number of minutes before you need to roll for damage from extreme use. This works more
in situations where the robot starts to overheat or is placed in a not so friendly
environment. BOD also is the base material of the machine. So an BOD of 20 means you
have 20 KD per area.

e MOVE: How fast your machine moves in MPH.

For each point in the Main Stats it costs 1 DP. So if you want a STR of 20 it'd cost 20 DP. Don't
forget that some stats have a scale modifier.

Step 5: Gearing Up
Just like in the regular Power Generator, here you build your weapons and armor. Let’s give you a
quick recap of how PG works in terms of machines.

Armor: For every 1 DP spent you gain 1 KD of armor. When the armor is damaged it costs more
DP to repair it. So if you want a heavy armor at 200 KD, then you spend 200 DP to get it. BUT,
you must buy armor for each individual area. Force fields and hand held shields fit into this
category too.
Examples:

e Tower Shield e Force Screen e Armor Segments

Close Combat Weapons: These weapons have a material strength equal to 1 DP per point of
Material. You may add DP points to increase the effect of the damage and material strength, but
not the damage itself. Example: a claw attack against a 40 KD material. Add 40 DP points to
make your attack Armor Piercing. Damage for these weapons is 1 per point of Strength. So if you
have a 5 STR then your base damage is 5 points.

Examples:
e Body Weapons e Fangs e Beam Swords
e Claws e Talons e Vibro-weapons

Movement: Players may fly, glide, jump, run, dig and do other movement types. For each point
of DP in a form of movement players may move at that speed in MPH. Example: The Eagle has a
DP of 50, so he may fly at 60 MPH (his regular SPD is 10). This also works for teleportation,
where you may teleport 1 yard per 1 DP point.

Examples:
e Digging e Gliding e Hovering
e Flight e Leaping ¢ Water movement

Ranged Attacks: This is where you create a Damage Point Pool (DPP). Each point of DP
equals 1 point of damage. Once that is used up then you may not use that weapon until you
recharge or reload. The range of the attack is equal to your DP in feet. Like in the Close Combat
Weapons listing you may add DP to increase the effect of the damage, like making it armor
piercing.

Examples:



Beam Cannons
Auto Cannons
Machine Guns
Bazooka Rail Guns
Missile Pods

Repair System: For each point of DP spent the player may heal 1 Hit per area.

Sensors: Players may add DP points to their Perception rolls. To create scanners players
may buy 1 mile of range per 1 DP.



Power Generator: CHI

Welcome to Jay’s TBS Power Generator or now more famously known as PG. This version
will help players build kick butt techniques for Martial Arts games! In order to determine CHI
take your WILL plus STR and multiply it by 10. This number represents CHI. Now you
begin creating techniques. For more realistic games CHI would be equal to WILL+STR.
Some standard rules regarding this new Surge-Plug:

1) CHI is used to set up your Techniques and use them. You will need to set CHI aside
for EACH Technique. Example: You have 50 CHI. You want rock skin at 40 KD. So 40
CHI is earmarked for JUST the rock skin. As you take damage you may put additional
CHI into that technique in order to keep it strong. Once you run out of CHI you
revert back to normal. Say you want to create a FIRE Punch attack. You want it to do
20 points of Fire damage. It will cost you 20 CHI to use that technique. If you leave
it open ended then the attack will cost you CHI equal to the damage you wish to
inflict. Open ended techniques are for players who belong to a martial arts academy
or for someone who has a mentor who trains them.

2) CHI is recovered at 1 point per FULL hour of rest as a standard rule. Players may do
a Super Technique-Up once per day restoring HALF of their daily CHI. But doing this
means the player will need to rest for 48 hours in order to restore all their CHI.

3) You may have multiple techniques, but just remember that CHI only goes so far.
You might have an instance where you'll have separate pools for CHI and
techniques.

4) Range is determined by whatever CHI you have, but does not COST CHI. The idea is
as your CHI decreases you start to lose that oomph you need to use a technique and
the range lessens.

5) Techniques are activated and not always on unless a players states otherwise. For
every 10 points of CHI put into the use of a technique, it will take 1 round to
prepare.

6) All attacks using CHI ignore KD and automatically do Stun damage. For an extra
point of CHI players may do damage directly to the material, ignoring the KD.

7) Creating Techniques is a one time deal, unless players can find a mentor who can
teach them new techniques. So say you want Water Walking, so you spend 10 CHI
allowing you to water walk for 10 rounds. But Master Fire offers to teach you Fire
Walking. Open ended Techniques are ones that are taught to students. The effect
and damage depends on how much CHI the user is willing to spend.

It breaks down into these categories:

Armor: Natural Armor receives a KD equal to CHI. When the KD is gone the person either
transforms back into their human form or starts taking damage to their HP. Each point of
damage over the armor (KD) subtracts from the CHI. For every hour of FULL rest, the
player receives back 1 CHI point. Force Fields also have a range and Strength equal to the
player’s CHI.
Technique Examples:

e Iron Skin e Rock Hide e Scale Skin

e Force Fields e Rubber Skin



Body Techniques: This includes things like invisibility, intangibility, and plasticity. You may
stretch as far as your CHI in feet. Intangibility allows you to walk through walls and
material equaled to your CHI in KD. Example: So if you wanted to walk through a 40 KD
wall, you’d need at least 40 CHI to do it. Invisibility allows you to be invisible and not be
seen unless someone rolls above your CHI using Perception.

Technique Examples:

o Intangibility e Plasticity e Transform into
e Invisibility e Transform into Darkness  (works
e Life Support (1 Light (works like like Intangibility)
CHI equals 1 Intangibility)
hour)

Close Combat Weapons: Natural weapons have a material strength equal to your CHI.
You may add CHI points to increase the effect of the damage, but not the damage itself.
Example: a claw attack against a 40 KD material. Add 40 CHI points to make your attack
Armor Piercing. Damage for these weapons is 1 per point of Strength. So if you have a 5
STR then your base damage is 5 points.
Technique Examples:

e Body Weapons e Fangs

e Claws e Talons

Movement: Players may fly, glide, jump, run, dig and do other movement types. For each
point of CHI in a movement Technique players may move at that speed in MPH. Example:
The Eagle has a CHI of 50, so he may fly at 60 MPH (his regular SPD is 10). This also works
for teleportation, where you may teleport 1 yard per 1 CHI point.
Technique Examples:

e Digging e Gliding e Super Running

e Flight e Leaping e Super Swim

Ranged Attacks: This is where you create a Damage Point Pool (DPP). Each point of
CHI equals 1 point of damage. Once that is used up then you may not use that Technique
until you gain back CHI. The range of the attack is equal to your CHI in feet. Like in the
Close Combat Weapons listing you may add CHI to increase the effect of the damage, like
making it armor piercing.
Technique Examples:

e Darkness Generation
Fire Generation
Healing (you restore 1 HIT per CHI point to another person)
Ice Generation
Light Generation
Optic Beams
Water Generation



Regeneration: For each point of CHI spent the player may heal 1 HIT.

Super Form: Players may increase Characteristics by 1 per 1 point of CHI. This
lasts 1 hour per CHI point. If all points are used up then they revert to their normal
form. While in the super form the player may use the extra CHI they gain for
Techniques that are active in that form. Make sure to keep track of these points

separately.

Super Senses: Players may add CHI points to their Perception rolls.
Technique Examples:
Super Hearing, Super Sight, Super Touch

For more info on the Power Generator line visit us at:
www.Dillygreenbeangames.com

For more info on Fuzion:
WWW.talsorian.com




