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size: large

Cybertronian, whatever the local barkeep speaks
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BACKGROUND-BONDS

“Machinist influence: When using a Skill Test for any kind of repair or upgrade to a

Good-natured and a big-time team
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which you end your move in Rough Terrain, you are considered to be in Cover until the
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HARDPOINTS
W ALTERNATIVE
NAME RANGE HARDPOINT TRAITS ATTACK EFFECTS EFFECTS
|Electric Jet | |15 | |hood | |Element, Reload | |Targeting(¢1)| |1 Electric (15 ft cone) | |Shove (15 ft cone)
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ORIGIN:NOTES

Forcefield (1 Energon Point): As an action, Trailboreaker may generate a shield that

increases his Toughness + Evasion by the max roll of his Technology die. He cannot attack
through this. This may be extended to adjacent targets with a Brawn Skill Test DIF 20

minus taraet's Strenath or Speed score. Can persist w/ Brawn Skill Test DIF = # of rounds. 7

N

© 2022 RENEGADE GAME STUDIOS. TRANSFORMERS AND ALL RELATED CHARACTERS ARE TRADEMARKS OF HASBRO AND ARE USED WITH PERMISSION
©2022 HASBRO. ALL RIGHTS RESERVED. LICENSED BY HASBRO.



	Origin: Outrider
	Pronouns: 
	Character Name: Trailbreaker
	Role: Warrior (Sentinel)
	Level: 1
	Description: size: large
	Languages: Cybertronian, whatever the local barkeep speaks
	Att Name 1: Electric Jet
	Att Rng 1: 15 ft
	Att 1: Targeting(↑1)
	Att Eff 1: Electric 1
	Att Note 1: Shove (15 ft cone)
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	d1: Off
	d2: Off
	d5: Off
	d6: Off
	d7: Off
	d8: Off
	d9: Off
	d10: Off
	d11: Off
	Att Name 5: 
	Att Rng 5: 
	Att 5: 
	Att Eff 5: 
	Att Note 5: 
	d12: Off
	d3: Off
	d4: Off
	4d: Off
	5d16: Off
	d17: Off
	18: Off
	d19: Off
	d20: Off
	Strength: 5
	Smarts: 4
	Social: 4
	Toughness: 15
	Evasion: 13
	Speed: 3
	Willpower: 14
	Cleverness: 14
	Sma Perk: 
	Spd Perk: 
	Spd Ess: 3
	Soc Perk: 
	Spd Bon: 
	Sma Ess: 4
	Sma Bon: 
	Soc Ess: 4
	Soc Bon: 
	ath spec 1: Off
	ath spec 2: Off
	ath spec 3: Off
	ath2: Off
	ath3: Off
	ath4: Off
	ath5: Off
	ath6: Off
	acr1: Off
	acr2: Off
	acr3: Off
	acr4: Off
	acr5: Off
	acr6: Off
	ale2: Yes
	ale1: Off
	ale3: Off
	ale4: Off
	ale5: Off
	ale6: Off
	ani1: Off
	ani2: Off
	ani3: Off
	ani4: Off
	Ath Sp 1: 
	Acr Sp 1: 
	ath1: Off
	Ani Sp 1: 
	acr spec 1: Off
	ale spec 1: Off
	ani spec 1: Off
	acr spec 2: Off
	ale spec 2: Off
	ani spec 2: Off
	acr spec 3: Off
	ale spec 3: Off
	Ale Sp 1: 
	bra spec 1: Off
	dri spec 1: Off
	cul spec 1: Off
	dec spec 1: Off
	bra spec 2: Off
	dri spec 2: Off
	cul spec 2: Off
	dec spec 2: Off
	bra spec 3: Off
	ani spec 3: Off
	dri spec 3: Off
	cul spec 3: Off
	dec spec 3: Off
	sci spec 1: Off
	sci spec 2: Off
	sci spec 3: Off
	inf spec 1: Off
	inf spec 2: Off
	inf spec 3: Off
	Ath Sp 2: 
	Acr Sp 2: 
	Ale Sp 2: 
	Ani Sp 2: 
	Ath Sp 3: 
	Acr Sp 3: 
	Ale Sp 3: 
	Ani Sp 3: 
	fin spec 1: Off
	fin spec 2: Off
	fin spec 3: Off
	bra2: Yes
	bra1: Off
	bra3: Off
	bra4: Off
	bra5: Off
	bra6: Off
	dri2: Yes
	dri1: Off
	dri3: Off
	dri4: Off
	dri5: Off
	dri6: Off
	Bra Sp 1: 
	Dri Sp 1: 
	cul2: Off
	cul1: Off
	cul3: Off
	cul4: Off
	cul5: Off
	cul6: Off
	Cul Sp 1: 
	per spec 1: Off
	per spec 2: Off
	Bra Sp 2: 
	Dri Sp 2: 
	Cul Sp 2: 
	Bra Sp 3: 
	Dri Sp 3: 
	Cul Sp 3: 
	dec2: Off
	dec1: Off
	dec3: Off
	dec4: Off
	dec5: Off
	dec6: Off
	int spec 1: Off
	per spec 3: Off
	int spec 2: Off
	int spec 3: Off
	sur spec 1: Off
	sur spec 2: Off
	sur spec 3: Off
	Dec Sp 1: 
	Dec Sp 2: 
	Dec Sp 3: 
	Cond1: Yes
	Cond2: Off
	Cond3: Off
	Cond4: Off
	Cond5: Off
	Cond6: Off
	fin2: Off
	fin1: Off
	fin3: Off
	fin4: Off
	fin5: Off
	fin6: Off
	sci2: Off
	sci1: Off
	sci3: Off
	sci4: Off
	sci5: Off
	sci6: Off
	per2: Off
	per1: Off
	per3: Off
	per4: Off
	per5: Off
	per6: Off
	Fin Sp 1: 
	Sci Sp 1: 
	int2: Off
	int1: Off
	int3: Off
	int4: Off
	int5: Off
	int6: Off
	prs spec 1: Yes
	prs spec 2: Off
	prs spec 3: Off
	Fin Sp 2: 
	Sci Sp 2: 
	mig spec 1: Off
	mig spec 2: Off
	mig spec 3: Off
	tec spec 1: Off
	str spec 1: Off
	tec spec 2: Off
	str spec 2: Off
	tar spec 1: Off
	tec spec 3: Off
	str spec 3: Off
	tar spec 2: Off
	tar spec 3: Off
	Int Sp 1: 
	Fin Sp 3: 
	Sci Sp 3: 
	Per Sp 1: 
	Per Sp 2: 
	Per Sp 3: 
	Int Sp 2: 
	Int Sp 3: 
	Prs Sp 1: Friendliness
	Prs Sp 2: 
	inf2: Off
	inf1: Off
	inf3: Off
	inf4: Off
	inf5: Off
	inf6: Off
	sur2: Off
	sur1: Off
	sur3: Off
	sur4: Off
	sur5: Off
	sur6: Off
	Inf Sp 1: 
	Sur Sp 1: 
	prs2: Off
	prs1: Off
	prs3: Yes
	prs4: Off
	prs5: Off
	prs6: Off
	mig2: Yes
	mig1: Off
	mig3: Off
	mig4: Off
	mig5: Off
	mig6: Off
	Inf Sp 2: 
	Sur Sp 2: 
	Mig Sp 1: 
	Inf Sp 3: 
	Sur Sp 3: 
	Prs Sp 3: 
	Mig Sp 2: 
	Mig Sp 3: 
	ini2: Off
	ini1: Off
	ini3: Off
	ini4: Off
	ini5: Off
	ini6: Off
	tec2: Yes
	tec1: Off
	tec3: Off
	tec4: Off
	tec5: Off
	tec6: Off
	str2: Off
	str1: Off
	str3: Off
	str4: Off
	str5: Off
	str6: Off
	Tec Sp 1: 
	Str Sp 1: 
	tar2: Off
	tar1: Yes
	tar3: Off
	tar4: Off
	tar5: Off
	tar6: Off
	Tec Sp 2: 
	Str Sp 2: 
	Tar Sp 1: 
	Tec Sp 3: 
	Str Sp 3: 
	Tar Sp 2: 
	Tar Sp 3: 
	Str Ess: 5
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	Str Armor: 
	POWERS: -Machinist influence: When using a Skill Test for any kind of repair or upgrade to a Cybertronian or Cybertronian technology, you gain an Edge. 
-Take Point: You never suffer the negative effects of Rough Terrain, and on any turn in which you end your move in Rough Terrain, you are considered to be in Cover until the beginning of your next turn. 
-Hardcore: When you take enough damage to be Defeated, you can spend an Energon Point to instead lose a limb but otherwise ignore the effect of the attack (so long as you have limbs to spare).
-Foot Soldier: In Bot mode, treat your speed as if it was 2 higher when calculating how many Free Actions you get on your turn. 
-Manifest Melee Weapon: As a Free action once per combat, you can create an integrated Energon Weapon based on a standard melee weapon without needing to spend an Energon Point. This lasts until the end of combat.
-Wisdom Through Experience: Once per scene following a combat, when looking for clues or theorizing about enemy plans, you may ask your GM if one of your ideas has merit; they must answer truthfully. 
-Stalwart Defense (see Gear)
	PERKS: Shield: On your turn, if you choose to Defend, you may use one of your held weapons to do so, gaining +2 Toughness, +2 Evasion, or +1 of each until the beginning of your next turn. 
	BACKGROUND BONDS: Good-natured and a big-time team player, everybody likes Trailbreaker... except for himself. He's really down on his value to the Autobot cause, particularly because of his substantial fuel consumption. His teammates do their best to make him feel at home; sometimes it helps. 
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	A Eff 1: 
	A Traits 1: 
	A T 2: 
	A Desc 2: 
	A Eff 2: 
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	Notes: Forcefield (1 Energon Point): As an action, Trailbreaker may generate a shield that increases his Toughness + Evasion by the max roll of his Technology die. He cannot attack through this. This may be extended to adjacent targets with a Brawn Skill Test DIF 20 minus target's Strength or Speed score. Can persist w/ Brawn Skill Test DIF = # of rounds.
	Name1: Electric Jet
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	ORG Name: Outrider
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