Organoid Rules:

   Organoid creation is usually left up to the GM.  As a rule they’re very rare to come by and are definitely NOT “bought in stores”.  Organoids are easiest to train/befriend right after birth, but it’s still possible with an older, experienced one.  

   When training/befriending an Organoid role a 1D20, then subtract your Strength + Intelligence.  The result is the number of hours it takes to train the creature.  A role of 20 is a “Catastrophic Failure” (meaning the Organoid got away), a role of 1 is an automatic success (The Organoid is trained in a matter of minutes and was more willing).

Hours Training = 1D20 - (Strength + Intelligence)
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Hit Points: Strength + (Level x 10)

Strength:     2 + 1D8

Dexterity:    2 + 1D8

Armor:        2 + 1D8

Intelligence: 2 + 1D8

Level: 1-5  (Starts out at 1 regardless)

* Organoids are named by the characters that train them, but their appearance is decided by the GM.

Organoid Levels:

Organoids do not use an experience-based system like Player/Characters do.  They usually level in battle and only when the GM thinks it’s ready to.  It could take years for an Organoid to reach its max level, or just a few months…  It depends on the pilot and the circumstances.

Level 1:

* Organoid can fuse with a Zoid and handle the weapon & defense Systems for the Pilot (Pilot’s skills double  

   when piloting Zoid.  If the Organoid is piloting it alone then it’s Intelligence is its Piloting/Weapons Skill).

 * Organoid triples Zoid’s normal healing speed (Only when fused).

 * Can completely restore a Zoid to max once (If the core is alive).
Level 2:
* Organoid gains the ability to fly long distances (wings or thrusters).

Level 3:

* Gains ability to carry one humanoid in it’s chest cavity while flying.

* Can evolve one Zoid to the next Evolution Stage (takes a few days), OR it can restore another one Zoid as     

    before.

Level 4:

 * Organoid Quadruples Zoid’s normal healing speed (Only when fused).

 * Can increase Zoid’s Mobility to 10 for 10 rounds once per day.

 * Can completely restore a Zoid to Max (If the core is alive) once every 2 months.

 * Can carry an extra person in flight by carrying them in mouth, claws, or on back.

Level 5:

 * Can instantly evolve a Zoid to its NEXT Evolution until it leaves it.  Afterward, any extra parts gained 

    falls to the ground and the Zoid returns to normal.  The Organoid can only sustain this for:
# Rounds = (Strength x 2)

