Zoid Creation Rules:

Zoid creation is a lot like creating a character.  Since Zoids use the same scale as main Characters the creation rules are nearly the same.  How a Zoid looks is completely up to the creator, but the attributes are rolled and distributed as follows:

Hit Points:  (Strength x 3) + (10 per Evolution Level)
Strength:           2 + (1D8)
Mobility:           2 + (1D8)
Intelligence:       2 + (1D8)
Basic Armor:        2 + (1D8)

Evolution Stage: (1-3, starts at 1 regardless)
Potential:   (9-30, Main 3 attributes combined (Strength, Mobility, & Intelligence))
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Buying add-ons at equipment shops can increase armor.  What armor is available for what Zoid at any time is the GM’s discretion.

The spots where weapons and defense equipment can be mounted are pretty much the same for any Zoid.  There are typically 16 mounting spots, 3 on the back, 2 on the head, 2 on the Belly, one on each side, and one on each appendage (not including any weapons that are specially built into the Zoid, like Charged Particle Cannons in Genosaurs).
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When creating a Zoid, give it one special ability that makes it stand out among the rest.  The exact rules for the special ability are up to the GM.  Just remember that you could be inadvertently be creating a weakness at the same time.

Also remember that creating a Zoid that’s too strong, fast, and intelligent will be harder or even impossible to handle.  The higher it’s potential the higher the pilot’s skill needs to be in order to control it or even to be let in the cockpit.
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Note to GM:  Creating Zoids is usually left up to you (in case you want to increase the size of the catalog that the players want to choose from).  Remember to also create a price (if it’ll be listed), and a basic weapons package for it.

