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ElectroWarriors


E-Warriors can be made by using electronic parts. The primal rule is that once finished, it produce any “Electronic”effect. This mean, light a led, move a motor, produce a sound, etc.


Atributes

	HP
	Hit Points
	When reach 0, the unit is killed

	EP
	Energy Points
	Is the power of the weapon

	ACU
	Acuracy
	The acuracy of a shoot

	SP
	Speed Points
	Actions per turn

	WE
	Wheight
	Total weight affects movement.

	DEF
	Defense Points
	Total defense points.


The turn

During each player turn, all E-Warriors can perform the following actions.

· Each Leg Actuator  gives 1 move

· it can make a second move by using all the extra actions. 

· It can make an attack for each arm or weapon actuator. (if it still have the weapon)

· if no attack is declared, it can take a defensive posture by using all extra actions.

· If no attack is declared, it can change any equipment.

· If no attack is declared, it can overcharge a weapon, so next attack has double EP using all extra actions.

Every roll takes place after all E-Warriors actions is declared.

Dice Rolls

To Hit

Once the attack is declared, the player must make a Hit Roll.

Total ACU + 2D6 > Enemy DEF (if equal enemy has a Dodge Roll)

Damage

Once hit, damage is applied imediatly to enemy HP. 

Enemy HP = current HP – Energy points of the weapon that hits.

Dodge Roll

This is the last oportunity to avoid any incoming damage. To calculate, we use the Speed points; for each 6 SP, we roll 1D6, for example, if the E-warrior has 8SP, then we roll 2D6

E-Parts attributes.

Used in the Body

	Name
	HP
	Def
	ACU
	EP
	SP
	WE
	points
	Extra

	Resistance
	1
	
	
	
	
	1
	3
	

	Capacitor Electrolitic 
	
	
	
	
	
	
	
	

	(1-49 uF)
	5
	1
	
	
	
	1
	
	

	(50-100 uF)
	6
	2
	
	
	
	2
	5
	

	(101-500 uF)
	7
	3
	
	
	
	3
	6
	

	(501-3000 uF)
	8
	4
	
	
	
	4
	7
	

	Transistor
	2
	1
	1
	
	
	2
	5
	

	Diode
	1
	
	
	
	1
	1
	10
	

	Potentiometer
	3
	3
	1
	
	
	3
	10
	

	Switch
	5
	2
	
	
	
	3
	5
	

	Led
	
	
	
	
	
	
	
	

	(red)
	3
	1
	2
	
	
	2
	5
	

	(blue)
	5
	2
	
	
	
	2
	5
	

	(green)
	3
	
	
	
	1
	2
	5
	

	Extra
	1
	1
	
	
	
	1
	3
	


Used as weapon 

	Name
	HP
	Def
	ACU
	EP
	SP
	WE
	points
	Extra

	Resistance
	1
	
	
	2
	
	1
	5
	

	Capacitor Electrolitic 
	
	
	
	
	
	
	
	

	(1-49 uF)
	1
	
	
	3
	
	1
	10
	

	(50-100 uF)
	1
	
	
	5
	
	2
	15
	

	(101-500 uF)
	1
	
	
	10
	
	3
	25
	

	(501-3000 uF)
	2
	
	
	15
	
	4
	35
	

	Transistor
	1
	
	
	10
	
	2
	10
	melee

	Diode
	1
	
	
	1
	
	1
	1
	

	Potentiometer
	
	
	
	30
	
	3
	30
	Mine

	Switch
	1
	
	
	5
	
	3
	5
	Melee

	Led
	
	
	
	
	
	
	
	

	(red)
	
	
	
	5
	
	2
	10
	Misile

	(blue)
	
	
	1
	10
	
	2
	10
	Laser

	(green)
	
	
	2
	7
	
	2
	10
	Rail

	Extra
	
	
	
	
	
	
	
	


Internal

	Name
	HP
	Def
	ACU
	EP
	SP
	WE
	points
	Extra

	Leg Actuator
	1
	1
	
	
	1
	5
	10
	Attach to 2 extremities

	Arm Actuator
	1
	1
	1
	
	
	5
	10
	Attach to 1 extremitie

	Weapon Actuator
	1
	1
	2
	
	
	5
	10
	Attach to a weapon

	Power Core
	10
	1
	
	
	
	10
	15
	At least 1

	Power Core+
	15
	2
	
	
	
	13
	20
	

	Power Core++
	30
	3
	
	
	
	20
	35
	

	CPU
	1
	
	2
	
	
	5
	10
	At least 1

	CPU+
	1
	
	3
	
	
	7
	15
	

	CPU++
	1
	
	5
	
	
	10
	30
	

	Anti Missile
	
	
	
	
	
	5
	10
	+1 Dodge Roll

	Anti Missile+
	
	
	
	
	
	5
	15
	+2 Dodge Roll


