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CHANNEL #1 – INTRO

Dear “Cartoon Action Hour” fans:

This is your old pal, Dr. Thinker, with all new series. My favorite series are science fiction especially if they dealt with powerful robots—such as “Voltron”, “Transformers” and “Gobots.”  I saw that Cynthia Celeste Miller used the first half for “Transformers” for her “Transbots” series. I decide to use the other half—of the “Transformers” for my series—and decide on the name of “The Alienformers” for the series—using the other half of “Transformers” for my series. 

Now, I need a switch. Since “The Transformers” went to Earth, I decide to make my humans crash-landed on the “Alienformers” word. Now, I need something didn’t from

Sparkplug and Spike or the three humans from “Gobots”—so I decide to made the first humans female. 

In order to play this game, you need the following: 

· “Cartoon Action Hour” rulebook in PDF or hardback
·  Pencils and Paper 

· A few 12-sided dices called D12s.

· Some of your follow Earthlings

· A bit of imagination

· (Optional) “Metal Wars” – The Transbots’ series book

Here is the list of Channel in this file

· Channel #1 – Intro – This channel is the one you reading now.

· Channel #2 – Behind the Cartoon – The background on the cartoon series is explained in this channel

· Channel #3 – The Alienformers’ History  - The history of the Alienformers are explain in this channel

· Channel #4 – The Patrolians –  In this channel, you will discover the files on heroic Patrolians

· Channel #5 – The Trickians – In this channel, you will discover the files on the vile Trickians

· Channel #6 – Very Important Planets – This channel covers the VIP planets at in the series. One-time planets are not counted. Earth and Silcon are given separate Sub-Channels, Sub-Channel A is for Silcon and Sub-Channel B is for Earth. The rest of the VIP Planets are in the third Sub-Channel C. 
· Channel #7 – “Today Episode: Atlantis” – This is a complete episode. Can the Alienformers help the Atlantis recover a powerful jewel?

· Channel #8 – Alien Seeds – This channel contains a list of an episode seeds. 

· Channel #9 – “A REAL NOVEL OF AN IDEA” – This channels list the Transbots/Alienformers crossovers and summarize the events of them.

· Channel #10 - THE MOVIE – This chapter contains a complete summary of the Alienformers move.

If you do not like anything of the following---feel to change anything—anything is mega-game her—for sure.

Logging off,

Dr. Thinker 

INK:

Well, I be a robo-rabbit, I got the Kraggor-like job for this book. I will making rare remarks here and there, so do not surprise if you hear something from me.
CHANNEL #2 - BEHIND THE CARTOON

In 1986, “Steel Doll Inc.” was in dire straights. The toy line from the “Gem” cartoon was parting a good dent on their own company’s doll line, “Mary Sue”.  Despite the official ends of “Gem” in 1987 and “Transbots” in 1988, they got even more bad news—when it was revealed that their CEO, Mr. Steve Steelland, had been avoiding paying taxes for the past 10 years—and was arrested by the IRA. Steve plea guilty as charged, surprising everyone in the company. 

Surprising, Steve’s niece, Kimberly Steelland, got in control of the company. First things first—she stated that doll, “Mary Sue”, will get the voice. She picked Tina Danvers, a famous teenage actor. This help recovered some money for Steel Doll Inc.—but they need more. Videonation was dead—and the company was considered a laughing stock when they did action figures.  Kimberly stated one word: “Tenner”. They work know Tenner was a model car that did Steel Doll’s “Cool Cars”. This gave Tina Wreck, an idea—a parody of “Transbots”. Kimberly liked the idea—and went to see “Tenner” CEO, Linda Scoopstone.  Not too surprising, Tenner were studying Plasco’s “Transbots” toy-but they need a good name. Kimberly stated, “Alien”, and Lina replied with “Formers” giving the name of “The Alienformers” to the toy line.  For the series, “Total Video Inc.” was give the job of animated the series.
By Sept of 1988, the first episode of the “Alienformers” was unleashed and the first wave of the toys hit the stores. Plasco did not mind that new rival—they were having problems with Japanese’s company, Zoyakita Inc.—who claimed that Plasco stolen all of their robots from an old middle 1970 anime series.  
In 1992, Plasco discovered that Zoyakita Inc. was just kidding around—when they show the Japanese dub opening of the “Transbots” series.  It turned out that Zoyakita Inc. loves to prank other company. Plasco had a good laugh—and got back to business—but they discovered that Alienformers make decent headway into the market—and being the only copycat left in the market—decided to make a crossover novel featuring both. The novel called “The Dimensions Danger” team up the Patrolians and the Transbots to deal with both the Warbots and The Trickians. The novel was a decent seller—fans of both series like it—and both toy lines soon began to rise up. Four more crossovers were made after this one. 
INK:
Those crossover novels were a blast to be in despite me being decently damaged in battle with the Warbots and Trickians—at least, it’s minor damage and easily repaired—but I’m a female robot—though Merge has gotten her laser core remove once. 
In 1995, Kimberly laughed Barry Barger’s attempt to make “Transbots” movie. Barry dared her to make an “Alienformers” movie—and if it makes more money then his movie, he will eat a Transbots toy of Kimberly’s choice. She upped the bet that if it does not make more money then the “Transbots” movie, she will eat an Alienformers toy of Barry’s choice.  “Total Video Inc.” did the movie with some of help of Irika Story Studio and well-known voice actors—and it was decent run—but when the movie left the box office in 1996—it was discover that it was equal to the amount of money that “Transbots” movie had gotten during it’s run. The workers of KC Comics, Plasco, Tenner and Steel Doll Inc. helped by creating four cakes in the robot modes of four leaders of the two series: Lightblade, Vandal, Merge, and Airhead”. Barry showed that he would eat a Vandal toy by having the first piece of Vandal shape cake. Doing the same thing, Kimberly showed that she would eat an Airhead toy by having the first piece of Airhead shape cake.
In 1997, the “Alienformers” disappeared from televison and the toy stores. In 2004, KC started a unified cartoon and comic book line called, “Transbots 2: Metal Wars”. Soon after, “The Return of The Alienformers” showed up explaining what happen after “Alienformers: The Movie”. As long as the “Transbots” remain active in the cartoon world, the “Alienformers” will not be too far behind. 
CHANNEL #3 – ALIENFORMERS’S HISTORY

In the 3000 A.D., humans have been exploring planets.  One problem for the humans exploring the universe was Yot galaxy. There was a signal coming from the galaxy, but the humans could not make heads or tails out of the signal. They decide to send two astronauts to that system to find out what was the problem.  The astronauts picked were Lois “Luna” Stone and her teenage daughter, Tanya “Terra” Stone. 

Their trip was uneventful until they entered the Yot galaxy, when, they were hit by an asteroid--forcing them to crash-land their ship on a near-by planet. This planet was Silcon, a planet of robotic-like humanoids that can transformed into vehicle forms. Airhead and his followed Trickians: Burnout, Acid, Irk, Wreck, Toxic and Annoyance (The disguised Patrolian, Ink.) discovered the humans force. He forced the humans to make a choice of either become slaves via one of Acid’s mind control deceives or else—using the old finger under the next routine—(the old cartoon picture route for death by any means). Feeling doomed, the humans decided on being slaves to the Trickians. Irk explains Silcon and its race to the humans and they wanted to conquer another planet. 

Try as they might, the humans do not get the name of the planet that Airhead had under—until they landed on it—when Annoyance reveals her true identity as Ink, a member of the Patrolian by freeing the humans from Acid’s mind control deceives—and they discover they outside of Tokyo, Japan. The planet, Airhead had in mind to conquer was Earth. Beta leads them to Japanese spaceport in which Beta’s pals, the Patrolians, from Silcon. 
Merge explains that Patrolians were the reason Airhead could not conquer Silcon. In fact, Merge was going to marry Airhead, but Airhead disappeared on her wedding day—the next time, she saw Airhead, he was leading the Trickians in raids against Silconians.  She and the other Patrolians: Engine, Warrant, Light, Fast & Ink vow to protect the universe from Airhead and his Trickians.
Earth and its allies have back up the Patrolians—but they are still a few races that had some doubts on the Patrolians power to control the Trickians—and they are a certain alien trouble makers who love nothing more then join forces with Airhead and his Trickians. 

CHANNEL #4 – THE PATROLIANS

SERIES GUIDE:

SERIES: “THE ALIENFORMERS”

TAGLINE: “Mighty Robots, Mighty Machines”

PC CHARACTERS: The Player will create members of The Patrolians

MAX TRAIT LEVEL = 4(5) 
PC CPs= 220 CPs
DEFAULT SIZE: Medium 

DEFAULT VEHICLE SIZE: Large 
NEW TRAITS: Armor and Space
DISALLOWED TRAITS: 
Riding, Driving, and Wealth—though humans still use it as normally. 

ALLOWED SPECIAL ABILITIES: 

Vehicles, special powers, weapons, and animal pals.
DISALLOWED SPECIAL ABILITIES: 

Robots do not need to use magic spells or magic items.

MISC. NOTES: 


Remember, that the PC must have the Transformer OSA. You find some ideas in for their vehicle mode in the “Metal Wars” series book. 

INK: 
The following is collection of files on my side of the Alienformers battle. This includes the two humans. Now, there is a difference between the Transbots and us. The Transbots are larger robots that go smaller when transform. The average size of adult Silcon is about 6 ft—that according to the “Cartoon Action Hour” size chart is in the medium range. Lightblade goes smaller when he transform it his helicopter form, while Merge becomes larger when she transforms into her green pick-up form. 
-P-

The Patrolians’s History
Years ago while the Earth’s humans were creating a mess with World War II, there was a lot of crime on Silcon. Silcon police officer could not figure out a way to stop it. Many people were sick of Nortagem and believed him to the one to one behind the thing the strange crime.  

Nortagem fiercely denied that he leading anything crook. The Law Factory was about to threaten impeachment. Nortagem come up with an idea. Before Nortagem, every ruler of Silcon since the first metal being come to exist ruled the planet by himself. Lead by Slick, the Patrolians were able to arrest the criminal Silconian behind the crime—which turned out to be a respected Law Factory member that told Nortagem about the threaten impeachment for Nortagem. 
Presently, they are a least 100 Patrolians trying to deal with Airhead and his Trickians right now. They are six Patrolians on Earth; the following files contain the information on the leader and her friends. 
[Author Note – I created them with 220 CPs. You are free to add, subtract and change what you like. – Dr. Thinker]

-P-

MERGE
“Friendly Patrolian Commander”

Hurt Point = 40
Size = Medium

Oomph = 5

Stunt Points = 3 

Story Hooks:

· Archrival: Airhead – Moderate

· Was going to marry Airhead – Minor 

· Patrolians’ Commander – Moderate

Traits:
· Armed Combat  = 2 

· Armor = 3 

· Athletics = 3

· Body = 2

· Piloting = 1

· Ranged Combat = 2

· Speed = 2

· Stealth = -2

· Unharmed Combat = 1

· Computers = 1

· Knowledge = 3 (Silcon)

· Knowledge = 1 (Earth)

· Perception = 4 

· Persuasion = 4 (Commanding)
· Psychology = 2 
· Disguise = 1
· Willpower = 2
· Detective = 4
Special Abilities:
Merge’s Pick-Up Truck Form

(TSA, Power Level: None)

Merge, like all Silconian robot forms, can transform into a vehicle mode. She transforms into a small green pick-up truck. She has a laser cannon on top of her cab part that she can unleashed on her enemies

 
Travel Mode: Land

  
Size: Large

  
Capacity: 2 enclosed, 4 exposed


VDM = 10


Weapons=


    Laser Cannon (DR 7 + 2; Medium Range, Vehicle Class)

CP Cost = 12*
Merge’s Electric Sword

(OSA, Power Level: Medium) [-4]
This is Merge’s close combat weapon. It really annoys Airhead when it hits him. 

DR = 6 + Body [-8]


Range: Point Blank [+2]

Bonus: Vehicle Class [-8]


Restrictions: Item [+2]

CP Cost = 20

Merge’s Ray Gun

(OSA, Power Level: Medium) [-4]

This is Merge’s other weapon—used when the enemy is far away.


DR = 8 + 2 [-12]


Range = Medium [-2]

     
Bonuses: Double Damage (Silconian life-forms) [-3], Vehicle Class [-8]


Restrictions: Items [+2] 
CP Cost = 27
 Total CP: 220 CPs
(* This is a guess on my part – Dr. Thinker.)

Background: 

Merge was one of Silcon brilliant person. She joined up with the Patrolians when the leader was Trailside, a well-known person. She did not know what part of the Patrolians she wanted to be on for the rest of her life. Her attempt to join the Stealth Squad was a major disaster. She was going to quit, if was not for the fact that Airhead mention he had bit of problem to with trying to work with the Stealth Squad.

Many Silcon saw Merge and Airhead as icon of Patrolians a lot together. Mostly on how to arrest troublemakers—even well known troublemakers such as Burnout had their respect for them. Merge never took a command in a mission—leading that to Trailside, the Patrolians’ leader. She took a jump to command, during a strange alien plant appear. Trailside could not command, he was cover up by goop from the plant by the strange alien---as she and Airhead commanded the Patrolians to discover what up with the mysterious planet. It turns out that plant was a mystery organic from near uninhabited planet. The Patrolians were able to get the plant back to its home planet—and cleaned up the goops left over. 

From this point on, Airhead and Merge send much of their time together when not on a mission. Trailside stated to the Silcon press that the next leadership is a toss-up between Airhead and Merge. Neither Airhead nor Merge wanted the job but would accept the job if the other was missing in action. 

A week before the set date for Merge’s marriage to Airhead, Airhead annoyed everyone that signed up with the Patrolians with the remarked, “I am the best. I should be the leader of the Patrolians.” Merge believed in democracy. 


On the set date for Merge’s marriage to Airhead, she discovered that Airhead had disappeared. She sent a year out of the Patrolians—but returned a changed Silcon. She commanded many missions both from Patrolians’s command center and in the field. When the Trailside retired, the entire Patrolians voted for Merge to be the leader. She did a decent job dealing with problems that happen on Silcon.
A strange attack on a factory confused the Silconian police force. Merge found a clue that pointed at Airhead—a small missile mark—from his fighter jet form. Merge thought it was going to be easy job, but Airhead was as tough as he was evil. Merge was very surprised by this—but she kept a humorous outlook during her first battle with her. Despite her power, Airhead escaped that day. 

Appearance: 
In her robot mode, she appears to sliver and green robot with golden optics. The sliver in comes from her face, arms, and legs. In her pick-up truck mode, she has the colors, green and sliver. The sliver comes from two metal strips on her sides of her truck mode. 

Personality: 

She is fair on her job as commander of Patrolians. She kept the Patrolians in line. She can understand how the humans thinks—thought the only things she is that she has to compare a human organ to a certain part of a Silconian.  She can figure out what happen after looking all over the past for a half-hour. 
INK:

If you wondering, Lightblade got her, combat trails and in using computers—both humans, but she got Lightblade beat on psychology. Lightblade is faster then her.  Lightblade weapons are weaker then Merge’s weapon.  


They also had similar-like programming, Merge treats human as allies much like Lightblade—and both had their command present on the battlefield. Thought I can say I being a bit basis here—I am a Patrolian.  
-P-

Warrent

“Serious Bodyguard Patrolian”

Hurt Points = 44
Size: Medium

Oomph = 3

Stunt Points = 2 

Story Hooks:

· Merge’s bodyguard - Major

· Serious – Moderate

· Get annoyed by Engine’s jokes - Minor

Traits:
· Armed Combat = 4 (2)

· Armor = 4

· Athletics = 4 (2)

· Body = 3

· Ranged Combat = 4 
· Speed = 3

· Unharmed Combat = 3

· Knowledge = 3 (Silconian law)

· Computers = 1

· Perception = 1

· Streetwise = 2 (Silconian)
· Willpower = 2 

Special Abilities:

Warrent’s Police Car:

(TSA, Power Level: None) 

To help with the Patrolians mission on Earth, Warrent can transform into a blue and white police car. He has no weapons in this mode.

Travel Mode: Land [-2]

Size: Large


Capacity = 4 enclosed [-6]


VMD = 14

CP Cost = 8  
Laser Blaster

(OSA, Power Level: Medium) [-4]

This laser blaster is quite noisy, but it is a weapon that Warrant likes to many times during his battles with the Trickians.


DR = 7 + 2 [-10]


Range = Medium [-2]


Restrictions: Item [+2]

CP Cost = 14

Total CPs = 220 CPS

Background:

Being decent of a family of robot police offices, he joined the Silconian police force. Warrent’s serious minded personality really put a damper on the other Silconians police officers. This was long time before Trickians show up. They know that Warrent was too serious for his own good—and decided to create a fiction crime that may lead Warrent as the robot in crime. 

At this time, Merge was trying to figure out where she was belonging on the Patrolians. She helped find clues to that revealed that the police officers were setting up Warrent. They explained that Warrent was too serious for his own good. Merge decided to offer a Patrolian job to Warrant. Warrent decide to go with her. He come a great bodyguard for Trailside. When Trailside retired, Warrent joined into protecting Merge. 

Appearance: 

In his robot mode, he is a blue robot with white optics. He has a sliver on his hands and feet. In his police car mode, his colors are blue, black and white. 
Personality:

Warrent’s personality in one word is “Serious.” He keeps his mind on his job. Engine’s jokes annoyed him.

INK:

Sentinel and Warrent got a long nicely during those cross-over novels. Warrent is more of a bodyguard then a detective like Sentinel. 
-P- 
Engine
“The Patrolians’ Repairer”

Hurt Point = 38
Size = Medium

Oomph = 2

Stunt Point = 1

Story Hooks:

· Can be a bit bossy at time – Minor

· Loves to tell jokes – Moderate

· Patrolian Chief Repairer – Major

· Can rub Warrent the wrong way -- Moderate

Traits:

· Armed Combat = 1

· Armor = 3

· Athletics = 2

· Body = 1

· Ranged Combat = 1

· Unharmed Combat = 2 

· Computer = 4 

· Repair = 4 (5)
· Science = 4 (2) [Silconian science]

· Willpower = 3 

Special Abilities:

Engine’s Ambulance (TSA, Power Level: None)
Engine ambulance form is a white and red ambulance van. He has a missile launcher on the roof—though it does not work that often.
     Travel Mode = Land [-2]

     Size = Large 

     Capacity = 11 enclosed [-20]
     VDM = 8
     Weapon:

Missile Launcher: (DM = 10 + 2 [-17], Bonuses: Vehicle Class [-8], Restriction: Fickle (If the dice lands on 3, 6, 9, or 12, it’s works, if it doesn’t—it doesn’t work) [+4])
CP = 43
Engine’s Missile Launcher: (OSA, Power: Medium)
Engine’s missile launcher works a lot better in his robot mode.
DM Rating = 10 + 2 [-17]

Bonuses = Vehicle Class [-8]

Restriction = Item [+2]

CP = 23 
Total CP = 220 CPs
Background: 
He joined up with the Patrolians when Trailside joined up. He repaired many Patrolians for damage from anything. 

Appearance:

In root mode, Engine is a gray robot with orange optics. He has white on his hands and on the back of his head. In his ambulance form, his colors are white and red. 
Personality:

Engine is one word: Calm. He is always ready for a joke or pun-much to Warrent’s dismay. He is pretty much well like by all Patrolians. Only, Acid and Toxic had gotten the hit by Engine’s missile launcher from his ambulance form. Every Trickians had been hit at least once by Engine’s missile launcher in robot mode, much to their annoyance at it.
 INK:

Having no equal on the “Transbots” side, Engine sends his time with the humans in helping to repair Trevor’s dimensional deceive. Thought, during a turn of Trevor’s town, Engine surprised the Transbots by eating a organic food in robot mode—I believe it was apple or pear—but I was out looking for Airhead and Vandal at that time.
-P-

Fast

“The Speediest Patrolian Ever”
Hurt Point = 36
Size = Medium

Oomph = 4

Stunt Point = 3

Story Hooks:

· Arch-Rival: Wreck – Moderate
· Ego about her speed – Moderate

· Hates to slow down – Moderate

· Likes to return to Silcon – Moderate
· Has a habit of using other bots weakness against them.

Traits:

· Armed Combat = 3
· Armor = 1
· Athletics = 4 (3) 
· Body = 1 
· Coordination = 1
· Ranged Combat = 3
· Speed  = 4 (5)
· Stealth = -4 
· Unharmed Combat = 3 
· Survival = 4 (5) [Silcon]
· Appearance = 2 
· Willpower =  3
Special Abilities:

Fast’s Motorcycle Mode

She can transform into a yellow motorcycle that has can two weapons that can takes things rough for the Trickians.
Travel = Land

Size = Large

Capacity = 2 exposed

VDM = 4
WEAPONS:

· Dual Blasters (DR 8 + 2; Medium Range; Vehicle Class; Armor Piercing 9; Burst Fire; Ignore DSA [Force Fields])
· Electro-Spike Launcher (DR 5 + 2, Short Range; Vehicle Class, Armor Piercing 5, Advantage, Major [where applicable, this weapons hits and blow out a tire on a d12 roll of 10 or higher – this only works if the attack hits the target])

CP = 14

Fast’s Electric Sword [OSA, Power Level: Medium] [-4] 

Fast likes to hit and run attacks on her enemies. This annoys the Trickians more then words can show. 

DR = 6 + Body [-8]


Range: Point Blank [+2]


Bonus: Vehicle Class [-8]


Restrictions: Item [+2]

CP Cost = 20

Total Cost = 220 CPs

Background:

Fast is the only daughter of a Silconian runner and a Silconian racer. On Earth, runner and racer mean any one who runs in a race—but since Silconians had two forms—a robot and a vehicle mode.  Runners are those in run in robot mode—while racers race in vehicle. 

She was faster then her parents by far. She set records in the Silconians Marathons and the Silcon 500 that would never bet in her lifetime. She joined the Patrolians to have something to do. She becomes a message courier for them. 
On Earth, it hard to her to slow down to follow Earth’s speed limit—on Silcon, the speed limit did not apply to Patrolians.

Appearance:

In her robot mode, she is a yellow robot with orange arms and legs. Her face is white with red optics. In her yellow motorcycle mode, her color stays yellow. 

Personality:
Not to serious—but she does want to return to Silcon. The only thing she hates is hates slowing down—and she willing to make that clear to anyone.  Wreck damaged her very well before the Patrolians and the Trickians head to Earth—and she been a torn in Fast’s gas tank. 
She has a habit of using other bots weakness against them.
INK:

Fast is a speed demon. On a good day for, I can get at near here at the visual range, but on a bad day—she speeds so fast that even Airhead gets headaches from her. In fact, Fast used her motorcycle mode and her habits of using other against Sceptre, the Transbots own conflicted robot that transforms into a motorcycle.  

-P-


Light
“The Super-Polite Patrolians”

Hurt Points = 42
Size = Medium

Oomph = 1

Stunt Point = 1 

Story Hooks:

· Super-Polite – Major
· Warrent’s Right-Hand Man – Moderate

Traits:

· Armed Combat = 4

· Armor = 2

· Athletics = 2

· Body = 3

· Piloting = 3 

· Ranged Combat = 4

· Speed = 1

· Unarmed Combat = 3

· Knowledge  = 3 (General Silconian Knowledge)

· Knowledge = 1 (General Earth Knowledge) 

· Repair = 1 

· Willpower = 2
Special Abilities:

Light’s Fire Truck Mode
(TSA, Power Level: None)

Like all Silconians, Light can transforms into something else—in this case, it is a familiar red fire truck. 
Travel Mode = Land [+2]

Size= Large 

Capacity = 2 enclosed, 1 exposed [+3]

VMD = 10

WEAPON:

· Electro Bomb Launcher (DR = 5 + 2; Range = Medium; Bonuses = Armor  Piercing 7 + Vehicle Class; Restrictions = Disturbance,  Major [Makes a loud sound on both launching and impacting])
CPs = 5

Light’s Ray Gun

(OSA, Power Level: Medium) [-4]

This is Light’s major weapon.


DR = 8 + 2 [-12]


Range = Medium [-2]

     
Bonuses: Double Damage (Silconian life-forms) [-3], Vehicle Class [-8]


Restrictions: Items [+2] 

CP= 27
Total CPs = 220 CPs

Background:
Join the Patrolians, before Airhead joined up. Presently, he is known as Warrent’s right hand Silconian. 

Appearance:

In his robot mode, he is a white and red robot with orange optics. His face is sliver. In his fire truck mode, Light becomes fully red in color.

Personality:
Super-Polite is Light’s personality. He never gets angry against the Trickians. He knows that Airhead and the Trickians will be defeated eventually. 
INK: 

Light is so well mannered that it make Skimmer crack a joke. As for Light’s Transbots, he helped Quasar in figure out the how to stop Airhead and Vandal’s team-ups—because like Engine—he has no equal on the Transbots side. 

-S-

Ink

“The Young Patrolian”

Hurt Points = 37
Size = Small 
Oomph = 1
Stunt Points = 2 
Story Hooks:

· Youngest Patrolian ever – Major

· Teenager Silconian – Moderate

· Likes humans – Moderate

· Worries about her fame -- Minor
Traits:

· Armed Combat = 1

· Armor = 3

· Athletics = 3

· Body = 1

· Coordination = 1 

· Speed = 2

· Ranged Combat = 1

· Unharmed Combat = 1

· Computers = 4 (2)

· Knowledge = 2 (Patrolians)

· Knowledge = 2 (Trickians)

· Willpower = 2

· Psychology = 1

Special Abilities:

Ink’s Volkswagen Beetle mode

(TSA, Power Level: None)

Ink transforms into a pink Volkswagen Beetle. She does not have a weapon in this mode.
Travel Mode = Land [+2]

Size = Large

Capacity = 4 Enclosed [+6] 

VMD = 8
CP Cost = 8 

Ink’s Stealth Trick

(Misc. SA, Power Level: High) [+6]

This power allows her to active a special circuit in her body that allows her to up her sneaking habits—thought she loses a good  bit of her will power for it.


Trait Modification A: Willpower – 2


Trait Modification A: Stealth + 2

CP Cost = 6

Ink’s Energy Ax

(OSA, Power Level: Medium) [+4]

Ink’s energy ax is only weapon. 
    DR = 6 + Body [+8]

    Range = Point Black [-2]

    Bonuses = Vehicle Class [+8], Double Damage [Silconian life forms] [+3]

    Restrictions = Item [-2]

CP = 19

Total Cost = 220 CPs

Background:
She joined the Patrolians just five Silconian years ago. She was a member of the Stealth Squad and assigned to be a double agent against Airhead’s Trickians. She joined Airhead under the name of Annoyance. Annoyance usually stayed at Airhead’s base—and send coded message to Patrolians—late enough to avoid discover by Airhead but early enough to warn the Patrolians. 


When Irk thought Annoyance was a double agent for Patrolians, Annoyance denied so fiercely that Airhead remove Irk’s voice chip for a week.  One day, the Trickians were surprise that Airhead wanted to get off Silconian. The reason is that Patrolians had been ruining Airhead’s style. 

Something alien landed in the outskirt of Government City. That alien turned out to the Stone’s space ship. Airhead forced Lois “Luna” Stone and Tanya “Terra” Stone into slavery. Despite the humans attempts they could not figure out what planet Airhead had on mind—until Annoyance reveal her identity as Beta, and they discovered Airhead was planning to conquer Earth. Ink joined up with Merge, Light, Fast, Engine and Warrent to help protect Earth from Airhead’s plans.

Appearance:

In robot mode, Ink is a pink robot with sliver arms and legs. Her face is gold with pink optics.  In her vehicle mode, she is a pink Volkswagen Beetle.  

Personality:

Ink is friendly to the humans—though rarely she does worry about the fame she been getting from the humans. She knows she is the youngster of all of Patrolians, but she does not mind it.  She wonders when she will change into a common Silconian adult shape.
She knows how to use many computers from many different planets—she is the best with the following two types of computers: Earth & Silcon computers.
 

MERGE:

Ink is too modest to write in her own file. Therefore, I am going to do that for our youngest member. She hanged around the witty Transbots member, Skimmer, for much of her free time during our crossover with the Transbots.
-P-
The Patrolians’ Allies

The following is the most important allies of the Patrolians. The humans had bean created with 90 CPs. Feel free to make some changes, but just remember, the robot mode of an average Silconian is the same height as a normal human.

Lois “Luna” Stone
“The Curious Astronaut”
Hurt Point = 42
Side = Medium

Oomph = 0

Stunt Points = 0

Story Hooks:

· Friendly with the Patrolians – Moderate

· Curious  -- Moderate

· Quick - Moderate
Traits:

· Armed Combat = 1
· Athletics = 4
· Body = 4
· Driving = 3
· Piloting = 4
· Ranged Combat = 1
· Riding = 2
· Unharmed Combat = 3
· Computers = 2
· Medical = 2
· Science = 3 (Space Sciences)
· Repair = 2 
· Willpower = 1
Total Cost = 90 CPs

Background:

In the year, 2965, Lois was bored to the Mill family. Despite the worry of Lois’s grandmother about the aliens, Lois had a normal life for a human on Earth in the late 22nd century. When she turned 18, she married her boyfriend, Clark Stone, and about a year later, she had Terry, her daughter.
She become a well know astronaut—helping in discovering and mapping .She was surprise to discover her mission partner for Yot galaxy mission was her own daughter, Tanya “Terra” Stone, her 16-year-old genius daughter.

During the mission, they crashed on Silcon, Airhead and his Trickians discovered them and forced them in slavery. Despite Tanya and her attempt, she did not figure out what planet Airhead wanted to conquer until Annoyance revealed her real identity as Ink—and took her outside to meet up with the other Patrolians.  

She has been helping them in understanding humans and helping them figure out what is going on. 

Appearance:

Off-duty or if she has a mission on Earth, Luna is dressed a blue t-shirt, blue skirt, and hiking boots. On duty, she is dressed in a white spacesuit. Luna is a brown hair woman with blue eyes.
Personality:

Lois Stone is curious to a fault. She will never stop until she figures out what on the universe is going on.  She is quick to do anything to help—usually ending up in deep hot water. 

Tanya “Terra” Stone

“The Thinking Daughter”
Hurt Points = 29
Size = Medium

Oomph = 0

Stunt Points = 0

Story Hooks:

· Think too much for her own good – Moderate

· Loves to bug the Trickians – Moderate

· Enjoys Ink’s company – Moderate

· Genius – Major

Traits:

· Armed Combat = 1

· Athletics = 1

· Driving = 2

· Piloting = 1

· Ranged Combat  = 2

· Riding = 2

· Unharmed Combat = 3

· Computers = 4

· Medical = 1

· Repair = 1

· Science = 3 (Earth Sciences)

Total CP = 90 CPs

Background:
In 2984 A.D., Tanya “Terra” Stone was born to Clark and Lois Stone. By the end of the first year, she spoke her first words that were “I wonder if I’m a genius.”  She completed all of her schooling by age 10—and become a well-known Earth sciences which helped many planets get a leg up on taking care of their own planets before they go away. 
In 3000 A.D, she joins her mother on a mission to the Yot galaxy, which lead to them being slavery to Airhead and his Trickians until Ink freed them.  
 Appearance:
Tanya is a normal-looking blonde human girl with blue eyes dressed in a pink shirt, and pink skirt, and sneakers. 
Personality:

Tanya thinks a lot—too much for her own good. She loves giving the Trickians a little grief—much to her annoyance, though the outcome is random as her statements.
She enjoys the company of Ink, a lot. If Ink is in her car mode in a human town, Tanya is most common human setting in the driving set.  
CHANNEL #5 – THE TRICKIANS

The Trickians’ History
Long time ago, Airhead was a member of Patrolians. He was the strongest member—and wanted to lead the Patrolians—but Merge and the other Patrolians believed in democracy. Airhead disappeared on what would have been his wedding to his follow Patrolian, Merge.  

5 years before the Earth/Silcon meeting, Merge led a part of Patrolians to figure out what is going down with a mysterious crime wave.  Merge was able to figure the criminal was Airhead.  Merge hunted down Airhead—and confronted him with a small group of Patrolians—and discovered Airhead created the Trickians. 

Right now, the Trickians only have six robots on their sides. Like the Patrolians, they been created with 220 CPs—feel to add, subtract and change what you want.
-T-

Airhead

“Rotten Trickians Leader”

Hurt Points = 49
Size = Medium

Oomph = 5

Stunt Points = 3

Story Hooks:

· Has a ego – Moderate

· Loves to shoot things – Moderate

· Very bossy – Major

· Doesn’t look at the big picture -- Major

Traits:

· Armed Combat = 3

· Armor = 3

· Athletics = 2

· Coordination = 2

· Piloting = 2

· Range Combat = 3

· Speed = 3

· Unharmed Combat = 2
· Computer = 3

· Demolitions = 3

· Inventor = 2

· Repair = 2

· Willpower = 2

· Body = 4 (2)

Special Abilities:
Airhead’s Fighter Jet Form
(TAS, Power: Level: None)

Like all Silconian life forms, Airhead can transform into a fighter jet. 
Travel Mode = Air

Size: Huge

Capacity = 2 enclosed

VDM: 18
Weapons:

    Missiles (DR 9 + 2; Visual Range; Vehicle Class; Area of Effect (9 yards); No Line of Sight Need [heat seekers]; Charges, Moderate; Item)

CP = 14 CPs

Energy Mace

(OSA, Power Level: Medium [-4]]

This is Airhead’s close combat weapon. 
DM = 7 + Body [-10]

Range = Point Blank [+2]

Bonuses = Armor Piercing 3 [+3]; Vehicle Class [+8]

Restrictions = Item [+2]

CP = 21

Total CP = 220 CPs
Background:

Airhead was one of the Patrolians--but he wanted to the Commander of the Patrolians in order to better project the people—but the Merge and the other Patrolians believed in democracy. He left the Patrolians on the day that he was going to marry his follow Patrolian, Merge. 

He returned just five years ago—leading the Trickians against the Patrolians. Being stopped all the time, he decided to conquer the planet, Earth—but he did not count on the Patrolians to follow him.

Appearance:

In robot mode, Airhead is a sliver and gray robot with black optics. In jet mode, his colors are red and sliver.

Personality:

He is very bossy. Despite his unfortunate name of Airhead, he is not stupid—he is the one of the robot that takes one day at a time. He is hopefully to drestory Merge and her follow Patrolians—then conquered the universe. 

He prefers to shoot first and ask questions later. He does not care for humans at all—thinks are just a bunch of cyber-monkey in organic shells. Not counting plans from Burnout, much of his plans are to attack quickly, steal energy or the plot machine, transform and escape before the Patrolians show up.  

He is decent in a fight against Merge. He loves put his energy mace against her energy sword.  He thinks Merge and her Patrolians are more annoying then a group of robo-coackroaches. His only weak is not looking at the big picture.
-S-

Irk

“Annoying Trickians Spy”

Hurt Points = 35
Size = Medium

Oomph = 3

Stunt Points = 2 

Story Hooks:

· Trickians’ Spy – Major

· Loves to use a hideout close to Patrolians’ hideout – Moderate 

· Spoils Jaguar – Moderate
· Ex-Silicon newscaster  -- Minor

Traits:

· Armed Combat = 2

· Armor = 2

· Athletics = -1

· Body = 1

· Coordination = -1

· Piloting = 1

· Ranged Combat = 2

· Speed = -1

· Stealth = 3

· Unharmed Combat = 2

· Computers = 2

· Disguise = 2

· Knowledge = 1 (Spying) 

· Knowledge = 1 (Commutations)

· Medical = 1

· Repair = 1

· Persuasion = 2 (Lies)

· Willpower = 1

· Writing = 1 

Special Abilities:

Irk’s TV Van Form
(TSA, Power Level: None)
Like all Transbots, Irk transforms into a van modified for television newscasts. It does not have any weapon in this form.

Travel Mode = Land [+2]

Size = Large

Capacity = 3 enclosed [+4]
VMD = 6

CP Cost = 6

Hawk

(Misc. OSA, Power Level: Medium [+4])

Hawk is a fast air-borne camera in the shape of a hawk. It is fast—and connects to Irk’s eyes. 

     Bonuses: 

· Trait Medication A =  Perception [+ 1]

     Restrictions:

· Item [-2]

CP Cost = 3

Jaguar

(AC, Power Level: Medium [+4])

Jaguar is a robot built in the form of a cyborg-jaguar by Irk herself. He is very loyal to Irk’s missions. Irk spoils him—but she will not have it any other way.

Special Character Points = 100 [-20 CPS]

Natural Traits = 

· Athletics = 1
· Coordination = 1
· Unharmed Combat = 1
· Survival = 1 (Urban)
· Appearance = 2
· Body = 1
· Stealth = 2
· Perception = 1
· Willpower = 1
Oomph = 0

Stunt Points = 0
Movement = Land [+2]
Size = Small [+2]
Modifiers: 

· Bonuses: Inspired [+2], Speaks [+2]

· Restrictions: GM-Controlled [-2]

CP Cost = 30 

Irk’s Ray Gun

(OSA, Power Level: Medium) [-4]

This is Ink’s major weapon.


DR = 8 + 2 [-12]


Range = Medium [-2]

     
Bonuses: Double Damage (Silconian life-forms) [-3], Vehicle Class [-8]


Restrictions: Items [+2] 

CP= 27
Total Cost: 220 CPs 
Background:

As an adult Silconian, Irk joined the Silconian New Network, a highly rated news program. Irk was annoyed by all the good news that the police, Patrolians, the army, and Silcon President, The Court, the Law Factory, were getting it. 

One night, accidentally the crew locks her in the Silconian New Networks’ archive. She discovered that almost of the news were good ones. She was angry—and decided to make a fake newscast hoping to point out that SNN is a fair new company. 
Using her credits, she is able to get a few people to give a dangerous crime—and give the Patrolians and the police the slipped. She broadcasts her fictional newscaster on her show. She was able to insult the Patrolians for being morons. She clocked out—but she did not count on Report, one of her follow news reporters to spell news in Irk’s stunt. 

Report recognized one of the Silconian citizens to be Keya, a famous female Silcon stunt actor.  Pretending to off-duty, he chatted up with Keya—knowing her key weakness is that she will tell anything she do if the news reporter claim to be off-duty.  Keya revealed her and her friends were behind the fictional hoax attack on the bank—but did not steal any Silconian credits—but recalled the Jaguar was with them. 


Report talked with Trailside and Merge. Report, Trailside and Merge decide to make a showing.  Report got a special on-the-scene report on arrest of a dangerous hoax creator about month after Irk’s stunt. Irk thought she got clean away—but she was arrested by Trailside and Merge. Irk not worry about witness—having they paid them off with some extra credits—but they got Keya’s bodyguard, Luck—who follows Keya every. This results in the Irk’s downfall. 
Irk disappeared—and reappeared a few years later, as annoying spy for Airhead’s Trickians. 

Appearance:

Irk is a dark purple robot with sliver arms and sliver legs. Her face is a sliver with blue optics. In her vehicle mode, she is a white TV van with the INC written on them. The INC stands for Irk’s News Center.
Personality:

Irk is angry with the Patrolians and it shows in not giving them a moment of peace. This may ruin some of Airhead’s capers that are more complex then usual. To her Jaguar, she spoils him too much. She loves to play con artist as much as she can. She likes to have her headquarter close to the Patrolians—in order to spy on them and make them look like a pair of cyber-monkey’s uncles. She talks in news reporters’ jargons and clichés. 
-S-

Acid
“The Trickians’ Mad Scientist”


Hurt Points = 42
Size = Medium

Oomph = 0

Stunt Points = 1

Story Hooks:

· Mad Scientist -- Major

· Loves it when a plan comes together – Moderate

· Talks too much – Moderate

· Dislikes failure on his big plan -- Moderate

Traits: 

· Armed Combat = 2

· Armor = 2

· Athletics = 2

· Body = 2

· Speed = -1
· Ranged Combat = 2

· Unharmed Combat = 1

· Computers = 2 

· Inventor = 4 

· Repair = 4

· Willpower = 2

· Appearance = -3

· Persuasion = 1 (Threats)

· Psychology = 2 

Special Abilities:

Acid’s SWAT Van form

[TSA, Power Level: Mode]

Acid transforms into a SWAT Van. It does not look to hot, but it gets the job done, if the Patrolians do not add their two credits in.

Travel Mode = Land (+2)

Size = Large

Capacity = 4 enclosed [+6]
VMD = 8

WEAPON:

Electric Gun [DR 8 + 2, Medium Range, Vehicle Class; Trait Modified A: Ranged Combat +1; Trait Modified B: Athletics -2; Chargers, Moderate, Item]

CP = 8

Sonic Screwdriver

(Misc. OSA, Power Level: High [+6])

This is the major tool of Acid. It allows him an extra repair level.

Trait Modification A: Repair +1 [+2]


Restrictions = Item [-2]

 Cost = 6

Electric Boomerang
(OSA, Power Level: Medium [+4])
This is Irk’s major weapon. Its’ sharp edges give the Patrolians and the Trickians grief.


DR = 6 + 2 [+8]

Range = Long [+4]


Bonuses = Collapsible [+4], Vehicle Class [+8] 

Restrictions = Disturbance, Minor (blur of electric energy) [-1]; Self-Damaging, Moderate [-4]; Item [-2]

CP Cost = 21

Total CP = 220 CPs

Background:

No one knows about Acid’s background—the only thing that we know is that he working with the Trickians by helping them with inventions. Rumor has it—that he was one a respect Silcon scientist until they discovered that he doing illegal experiments on Silconian organic animals. 
Appearance:

In his robot mode, he looks a gray and sliver robot with white optics—giving him that I been around the block more then a million times looks. In his SWAT van, his colors are brown, black and white. 

Personality:

Cruel to a fault is Acid’s personality. He loves to mess with Silcon a lot. He talks as if he was a Hollywood mad scientist complete with the German accent. Right now, his big plan go is to built a powerful Trickians out of a Earthling vehicle—so far, it’s not going right—and he takes his dislike of failure on his big plan out on the Patrolians. 

-T-
Toxic

“The Hazard-Waste User”
Hurt Points = 39
Size = Medium

Oomph = 0
Stunt Points = 0

Story Hooks

· Slow on the up-take – Moderate
· Loves to uses toxic waste to drestory organic life – Moderate
Traits

· Armor = 2
· Computers = 2 

· Body = 2
· Willpower = 2
· Speed = 2
· Ranged Combat = 3
· Unarmed Combat = 3
· Armed Combat = 3
· Knowledge = 1 (Universe’s Toxic Wastes)

· Athletics = -1
· Stealth = -2
· Appearances = -1

Special Abilities:

Toxic’s Hazard-Waste Transport Truck
[TSA, Power Level: None]

Toxic transformers into a hazard- waste truck perfect for him to ruining organic life.

  
Travel Mode: Land = 2 CPs


Size: Large 


Capacity = 2 enclosed (= 2 CPs)


VMD = 8


Weapon:

Toxic Gas Launcher (DR = 5 + 2 [8 CPs]; Duration =1d12 turns [1 CPs]; Vehicle Class [8 CPS]; Area of Effect = 6 yards [+4], Charges, Moderate [-4])

CP Cost = 29 

Toxic’s Energy Ax

[OSA, Power Level: Medium = 4 CPs]

This is Toxic’s close combat weapon. 
 
DR = 5 + Body [8 CPs]


Range = Point Blank = [-1]


Bonuses = Vehicle Class [+8]

Restrictions = Item [-2]

CP Cost = 17
Toxic’s Ray Gun

(OSA, Power Level: Medium) [-4]

This is Toxic’s range weapon.


DR = 8 + 2 [-12]


Range = Medium [-2]

     
Bonuses: Double Damage (Silconian life-forms) [-3], Vehicle Class [-8]


Restrictions: Items [+2] 

CP= 27
Total Cost = 220 CPs
Background:

The only thing the Patrolians and Trickian know about Toxic is that he was rejected from The Silcon Science for doing illegal experiments with toxic waste and organic life. 

Appearance: 
In robot mode, Toxic is a sliver robot with purple arms and legs. His face is green with sliver optics. In his hazard-waste truck mode, his colors are purple and gray.
Personality:

Toxic loves creating problems with his toxic waste. He enjoys watching organic life die do to his toxic waste. He thinks Patrolians are more annoying then a group of robo-chicken with their head cut off. 
-T-

Burnout

“The Life-Time Troublemaker”

Hurt Points = 

Size = Medium

Oomph = 0
Stunt Points = 1
Story Hooks:

· A Well-Known Troublemaker – Major

· More of a plotter – Moderate 

Traits:

· Armor = 3
· Athletics = 1
· Body = 1
· Computers = 2
· Willpower = 2
· Speed = -1
· Stealth = 1
· Knowledge =  4 (Criminal Acts)
· Unharmed Combat = 3 

· Ranged Combat = 3
· Armed Combat =  3
Special Abilities:

Burnout’s Semi-Truck Formation

[TSA, Power Level: None]

Burnout can transform into a nasty-looking armor semi-truck. 

Travel Mode: Land


Size: Huge


Capacity = 12 enclosed (2 in cab), 10 in the trailer)


VMD = 8

Weapons: 

Light Laser (DR = 7 + 2; Short Range; Vehicle Class)

CP Cost = 14
Burnout’s Laser Gun

[OSA, Power Level Medium = +4]

This is Burnout’s major weapon.

   DR = 12 + 2 [+25]
   Range = Short [= 0]

   Bonuses = Vehicle Class [+8]

   Restrictions = Item [-2]

CP Cost = 35

Burnout’s Escape Speed Trick

[Misc. SA, Power Level Medium + 4]

Burnout has a trick that allows him to add to his speed, but the cost is his willpower.


Trait Modified A =Willpower -2 [-2]


Trait Modified A = Speed +2 [+4]

CP Cost = 6 
Total Cost: 220 CPs

Background:

Burnout has an old, but infamous Silcon troublemaker. He has been arrest 50 times by the Patrolians. 
Appearance:
In robot mode, Burnout is a sliver robot with purple optics. In his semi-truck mode, he is a sliver and gray armor semi-truck. 

Personality:

He is Airhead’s right hand robot. If Airhead needs to get a plan to raise his opinion in the group, he goes to Burnout. Burnout is more of planner then Airhead is. Airhead’s plans is simple plans—while Burnout’s plans is more complex. 

-T-
Wreck
“The Trickians’ Wrecker”
Hurt Points =

Size = Medium

Oomph = 0
Stunt Point = 2 
Story Hooks:

· Prefers smashing everything to planning – Moderate

· Has habit of crashing into things -- Moderate  
Traits:

· Armor = 2
· Athletics = 3
· Armed Combat = 1
· Body = 2
· Computers = 2
· Willpower = 1
· Speed = 2
· Stealth = 1
· Unharmed Combat = 1 

· Ranged Combat = 1
· Armed Combat = 1
Special Abilities:

Wreck’s Race Car Mode:

[TSA, Power Level: None]

Wreck’s Race Car mode is a Formula One-style racecar. It has no weapons in this mode.
Travel Mode = Land [+2]

Size: Large

Capacity = 1 enclosed

VDM = 6
CP Cost = 2

Wreck’s Energy Whip

[OSA, Power Level: High = [+6]

This is Wreck’s most common used weapon. 
DR = 9 + 2 [+14]

Range = Long [+4]

Bonuses = Vehicle Class [+8]

Restrictions = Disturbance, Moderate [It leaves a trail of electric speaks behind] [-3]; Item [-2]

CP Cost = 27 

Total Cost: 220 CPs

Background:

Wreck is the youngest of the Trickians. She has been with Airhead and Trickians for only a year before Airhead found the two humans. 

Appearance:
In robot, Wreck is a white robot with a gray face and black optics. In her car mode, her colors are white, gray and black. 

Personality: 
She is a speed demon. She is the muscle of the Trickians’ plots. She loves to smash walls. She enjoys giving the Patrolians and Trickians a hard time with her whip. She has annoying habit of crashing into stuff in car mode.
CHANNEL #6 – VERY IMPORTANT PLANETS 

This chapter contains explains in three sub channels—about the plants. Since both Silcon and Earth are important to the story—they get separate SUB-CHANNELS: Silcon is Sub-Channel #A while Earth is Sub-Channel B. The rest of the VIP Planets are in Sub-Channel C. 
SUB-A: SILCON

Silcon [Sil-Con] is a metal planet in the Yot [Yo-Ti] galaxy. Its size is twice as big as the planet of Jupiter.  It is the home of the Silconians—a sentential race of transforming metal robots that can think and feel for themselves.  

INK:

I want to make a little point—what makes use different from the usual sentential robots is that in own robot mode—we can eat organic foods. Our intakes transform the organic food into non-organic fuel. 
History:

Despite its metal beings, Silcon began as an organic planet in the Yot galaxy. Yot is one of the larger planets—while the Black Plague was wrecking the Europe on Earth—the first Silcon come to existent.  

The first Silcon is reference as “The Build Master” or “Buildus” by the present era Silcon. “The Build Master” is the more common of the two names—but they are expectations to the rule of course. He built the Silcon Factory to get the first group of robots. These robots created the Law Factory and the Silcon Court to prevent problems. 
When Nortagem was face with a crime wave—and was threatened with impeachment by the Law Factory—he created the Patrolians to find out what is going on. The Patrolians are a special Silcon organization to deal with confusing crimes and other problems. The Patrolians are very well known on their own planet. 
For the last five years—much of their job recently has been forcing on one mission--to kept Airhead and his Trickians from conquering a planet. 

IMPORTANT LANDMARKS:

Silcon Factory:

Built by the “The Build Master”, the first Silcon to come exist, this place is where all Silcon come from. It is very important to everyone. There is a small squad of Patrolians that kept the troublemakers away from One, the computer, that all Patrolians were program by. One does not know what is going to happen when it inputs the CPU inside an inactive robot. One has know that the most common route for the most recently built robot is usually walking up to One and talking with him—but they are expectation to the rules.
Law Factory:

This contains building is the work place of the 20 Silconians create the laws that help kept the peace on Silcon. 

Silcon Court:

This place is the work place of the six Silcon judges. They work their best to keep the peace—and they hardly are ties—thought they are many arguments before a sentence.

The Credit Bank:

Credits are the currency on Silcon. The Credit Bank kept the list of Silconians and their job.  They make and give the credit to Silcon. It takes a long time before a used Credit ends up at The Credit Bank. A few Patrolians are in charge of The Credit Bank’s Problem Arena. This squad deals with bank robbers and credits counterfeiters.
Patrolian HQ
This is the major base of the Patrolians. They have Ten, a computer that helps them locate problems from radioactive meteors to Airhead’s Trickians.
ALIENFORMERS TERMS:
Air Pit: This part is the lung equal of a Silconian life form.

Active: All systems are on-line and mostly likely working at or near 100%.

“Buildus” & “The Build Master”: This is the name of the first Silconians to exist.

Car Cog: This teenage Silcon slang means Silicon’s Change Cog even if the Silicon teenagers transforms in aircraft or boat.

Change Cog: This part allows Silconians to change into their vehicle mode.

CPU: This is the brain of a Silconian.
Credits: Silcon currency 

Inactive: Not yet turn on by the computer, One.

Intake System: This is Silconian equal of our digestive system.
Plug: This is—for the lack of better words--the heart of a Silconian life form.

Laser Core: This part is the rib cage to the Plug’s heart for Silconian life form.

Recharge: This is—for the lack of better words—equal to a human’s sleep--the average time of a Silconian sleep is six and half hours.

SUB-B: EARTH
As you know, both the Alienformers end up on our planet in the year 3000 A.D.  This tells with what happen in each of the area of the Earth.  

Aisa

Aisa has been peaceful. In fact, it happen in 2404, as the Emperoress Lydia, a half-human and half-alien allowed the United States of America to consider it a state. This means the old Japanese constitution as replaced by the United States of America’s own Constitution. This means the JDF was able to work in other countries. The JDF vow to avoid Chinese because of history. They still honor their past. The most common honor of this past is from the Japanese animation companies.
Speak of China, the Dragon of Wind reappeared in 2295-and told Chinese that he was very disappoint with them. Talking with the Dragon, the Chinese decide to return to their old ways—pleasing the Dragon of The Wind. Much of the Chinese citizen talks to Dragon of Earth to help decoded the future for them. 
Africa

Not much, but the final Chinese dragon, the Dragon of Heart, was found in 2905 here. 
Australia

Australia is one of the most ancient places on it. “Disney Australia” park is under the 
“Outback” has been place under the Outback since 2344—that beats their American parks by a long shot—but in only fully Earthlings tickets. Aliens visit the American parks more then they do the ones in other countries.  

Europe
Ireland in 2555 A.D., decide to join the United Kingdom. United Kingdom agreed. They had been no problems since. 

In 2666 A.D., Scotland discovered that famous Loch Ness Monster was one of the Chinese dragons: The Dragon of Water. She visits the Dragon of Earth time to time. She enjoys the attention she gotten over the years. 
In 2707, Czar Anastasia Romanova returned to Russia after being transport to the future by the strange seer, Grigori Rasputin. The one killed in history book was—for lack of better English works—a whipping boy or as Anastasia herself stated, “or in this case, a whipping girl.”  
The Middle East
With much of the Earth countries using wind, water and solar energy as their major energy source, the Middle East has lost much of it’s’ stake in the oil business. It has turned to tourist to make money for them.  

North America
In 2558 A.D., the Chinese Dragon of Earth was unearthed in outside of Los Angeles, California. 

In 3000 A.D., NASA sent Lois and Tanya Stone to map the Yot galaxy—leading to the discovering of the Alienformers. 

South America
Thanks to Jyanna, a tree-like alien. The Rainforest reclaimed much of the Brazil by 300 A.D. 
SUB-C: OTHER PLANETS
This channel contains the rest of the important planet of the universe. If the size of the planet is not mention—the planet is the same size as the Earth. 
Ayakya
This planet is located in the Oryaki galaxy. The Ayakya aliens look likes vampires—but they do not feel on blood-but fats. There is a mystery legend about a time being. No one on Ayaka knows if the time being is good, neutral or evil. It is not surprising for Ayakya alien to be a food reviewer, a bodyguard, or an actor—but they are expectations to the rule. 

Songera
This planet is located in the Siren galaxy. The Songera aliens are not very surprising, turned out to mermaids—since water covers the entire planet. It is not surprising for a Songera alien to be a musician, an actor, or an ocean explorer—but they are expectations to the rules.  
Vutati 
This planet is located in the Torte galaxy, which is right next to the Yot galaxy where Silcon. The Torte is human to a blob-like race of many different colors. The blobs are a peaceful race. It is not surprising to see a blob being an actor, a musician, a banker, or a writer—but they are expectations to the rule. 

Ceryin
This smaller then Venus but bigger then Mercury planet exists in the Merora galaxy. It is to a home of a race that looks like Earthlings—expect for their blue skins. . It is not surprising for a Ceryin to be a police office, in the army, a lawmaker, a lawyer, or a judge—but they are exceptions to the rule.
Empira

Empira is a planet of snake-like being that exists in the Arboc galaxy. They live a peaceful life on their medieval planet. They consider technology a crime against nature. An Empira who loves technology—in their way of living—is one of the most rotten ideas in the entire universe, if not the rottenest idea.  Empira dislikes spaceship crashes on their planets—because their mad scientists crawl out of the woodworks to steal pieces. Punishment for a caught Empira mad scientist is magic transport to random planets—but the most common land sight is Earth in the middle of the Africa jungle.  The second common land place is the dessert of Fortune, where science is the king—and magic outlawed. 
Fortune

Fortune is a planet of mad scientist snake-like beings punish by Empira council members. They had been doing pretty well for themselves—using their brains to create inventions. 
Horya 

Horya is a planet in the Cagim galaxy. Horya is a race of a human-looking being expect for green skin and elf-like ears. Creatures from Earth’s mythical exist here.  They prefer to have no parts to deal with other planets beings.  

Kort 

Kort is the home planet of four-arm giants. Kort four-arm giants slow up on the up-to-date—but if you get one mad—watch out. On Earth, it is not surprising for Kort to be a actor, a bodyguard, a helping hand of a crime lord, or a cop—but they are expectations to the rules. 

CHANNEL #7 – TODAY EPOSIDE: “ALTANTIS”

This is channel explains today’s episode—the episode titled “Atlantis”. I am assuming you playing as Merge and her follow Patrolians—if you want, you feel to change whatever you want.
BEFORE THE SET-UP:

Years, ago--The famous land city was sunken under the water by an unknown reason—no one knows what it was.  Rumors from the governments of the world have formation that the Airhead and his Trickians are trying to bait the Dragon of Water to tell where Atlantis is. 

ACT I – THE DRAGON OF WATER

Opening statement: “You were arriving at Loch Ness, the home of the Dragon of Water. Rumors from the planet’s government have stated that Airhead and the Trickians are trying to get something from the famous Dragon of Water.”
Now, they need to know what to how to get the Dragon of Water out of the sea. They are many types of ways of getting to the dragon:

· Jump into the water. Do not worry the Alienformers—unlike a regular robot do not rust.

· Explode the banks of the rivers and try to locate the base of the Dragon of Water.

· Use a human or a hologram of one.

· Let Airhead and his group do the hard work

Be flexible—the goal is to talk to the Dragon of the Water. As they are giving the information—the Trickians will show up. After a few rounds—Airhead and his side will take off---for “regrouping”. The Dragon of the Water will thank you—and mention that Airhead is not finished with his latest plot by a long shot.
ACT 2 – TOKYO, JAPAN 
The Dragon of Water does not know where—but recalls that a survivor of Atlantis is in Tokyo, Japan.  The survivor is long been died—but his book is in museum in Japan. The museum is located on the outskirts.  

They are four museums still open—only one of them contains the book. Tell them they are four museums: Leyki, Zindoka, Eryoki and Carryon. The other had confrontations with a Trickian. 

· Leyki is a science museum. There is no book here. The group will run into Irk here. She will sic Jaguar on them as she leaves
· Zindoka is an art museum. There is no book here. The group will face Burnout here.

· Eryoki is a world history museum. There is no book here. They is a wall missing. Inside is Wreck, trashing the place. After a few turns, she take off. 

· Carryon is an ancient history museum. The book is here. 

As soon, they borrow the book, they will be getting into the following problem: Burnout, Wreck and Irk are chasing them in their vehicle forms. This is a good time for doing weird events. Each one of them will have to make athletic check of DN +7 to make sure they do not get nail by the fronts of Burnout, Wreck and Irk. 
If the PC loses their Hurt Points because of this chase, Burnout, Wreck, and Irk will steal the book from whom gotten in from the museum. Once the PC comes two—they will discover a clue to point them to the Antarctic.

If the PC escapes the Trickians, they will discover that the survivor located Atlantis in the Antarctic.
ACT 3 – ANTARCITC – STOP THE TRICKIANS
On arriving, the PCs will have to locate the Trickians and stop them. They are not too far away. Despite the ice, it should be easy to locate the Trickians—but if you want—you might went to have made an Athletics check with DN +6. 

The group outside Atlantis’s location is Irk, Wreck, and Toxic. You have to battle them. If you faced Irk and Wreck in Act 2, they had healed for a quarter of their Hurt Points back—if you did not, they have their full hurt points for this battle. 
After knocking Irk, Wreck, and Toxic out of the fight, the PCs will go into Atlantis. The group inside is Airhead, Burnout and Acid. Airhead explains that he wants powerful amulet—but he has not learn what it does—and decides to use against the PCs. The amulet is a powerful weapon needs to be might be the end for the Patrolians.--the PC will need to make Athletics checks with the DN of 5—if they want to avoid being hit by the Amulet when Airhead uses it. The Amulet is old and easily broke--once out of Airhead’s robotic hands. 

· Toss one of the other Trickians into Airhead. This uses Body Check with DN of +8 to do.

· Force Airhead into an unharmed combat. During the combat, you can try stepping on the Amulet.

· Use your ranged weapon—if you have one—to shoot the amulet.

Be flexible—the goal is for the amulet to be drestory and the Trickians to escape.

AFTER-THE-SHOW MESSAGE
If you to use this---anything type of lesson is fine—but the best is “Greed is bad”.
CHANNEL #8 - ALIEN SEEDS

The following list is of the episodes from the first season of “The Alienformers”.  For fun, I decide to use the realistic way of writing a show for this one. Usually, I count my episode, the way a fan does—by starting by 1 and adding one to every episode—but in a realistic on has a code. 
The code, S.E.E., is how a real life studio does it. The S in the code stands for a season. The E.E stands for the episode number. For an example, the fourth episode of the third season would be #403.


EPOSIDE #101, 102 & #103: “FIRST CONTACT: PART I, FIRST CONTACT: PART II & FIRST CONTACT PART III”

Summary: Lois Stone and Tanya Stone discover the planet of Silcon—the home of the Alienformers and are force by Airhead and his Trickians to Earth. 
By The Episodes:

· Part I deals with Airhead and this Trickians discovering the Stones and forcing them to their slaves. The PCs can play at Airhead and this Trickians during this episode—the only expectation is Annoyance—which is Ink’s fake Trickian.

· The end of Part II has Ink revealing her identity to the humans and freeing them. They are still some doubts on the human’s parts—but that will end once Ink gets to the location of the other Patrolians.

· Part III deals with The Trickians attack on solar energy plant. This gives a change for to show the combat abilities and their transform abilities. 

Notes:

· Airhead mentions Vandal in his attack on the solar energy planet. “If it’s good enough for Vandal, it’s good enough for me.” 

· Irk states that Airhead is an air-version of “Backfire” after Airhead retreats after being beaten by the Patrolians at the Solar Energy Plant. 

· The humans call Fast “Sceptre” when she transforms into a motorcycle.
EPOSIDE #104: “Acid’s Rain”
Summary: After being insult by the other Trickians, Airhead talks to Burnout and decide to use his planet of creating acid rain to drestory the Earth—and won’t stop unless Airhead gets the fuel he needs.

By the Episode:

· Acid has lost a bit of Willpower from his defeat in Episode #103. The default is -1, but he still keeps his regular hurt points.
· They are two towers. One is guardian by Acid and the other is guardian by Toxic. 

· Destroying only one will stop the acid rain for an hour before the other tower restarts the acid rain. Destroying both will stop the acid rain for good.

Notes:

· This is the first time in the series, Airhead talks to Burnout.  

· This is the first time some references the “The Build Master.” That someone was Ink.

EPOSIDE #105: “TROUBLESOME TOXIC”

Summary: The Patrolians has to stop something from leaking toxic waste from destroying all organic life on Earth—unaware that it’s Toxic—one of the Trickians.
By the Episode:

· The PC will need to use a Streetwise or Perception of DN equal +2 to locate Toxic.

· Toxic will not transform until he loses half of his hurt points

Notes:

· Toxic stated the first robo-animal in when he discovers that the Patrolians are on his tails. Toxic remarks, “Those robots are more annoying then a squeak of a robo-mouse.”

EPOSIDE #106: “TO THE MOON”
Summary: Airhead’s latest plan is to build an ultimate Trickians’ headquarters on the Moon; it is up to Patrolians to get to the moon—and drestory the Trickians’ headquarters. 
By The Episode:

· Acid and Toxic are creating a fake space cloud over the moon to disguise the building of the Moon Base.

· The machine that Acid and Toxic are using on the space cloud is very easy to drestory

· Forcing your way is going to tough to do, Burnout, Irk, Wreck and Airhead will all be gunning on your robot hides.

· You can have Ink sneak in.

· The weakest point is a lame copy of an old Silcon electric engine. It will take a few rounds to drestory. 

Notes:
· A voice error revealed that Ink’s voice actor was Walter Frank, who was the voice actor for Vandal.

EPOSIDE #107: “INK VS ANNOYANCE”

Summary: While Airhead and Burnout take a trip back to Silcon, Irk attempts to use a double of Annoyance to proof to the other Trickians that she was right about Ink being Annoyance. 

By The Episode:

· The “Annoyance” double has the same hurt points, traits, and abilities as Ink has. The double does not have any OOMPH or Stunt Points. 

· “Annoyance” double will explode once loses all of his hurt points. Anyone in sight goes hit for 1d12. 

Notes:

· Annoyance calls Ink a wannabe “Transbots”, when the first battle happen

EPOSIDE #108: “MORE WRECKLESS THEN USUAL”

Summary: Irk upset with her failure goes to overboard in payback—by removing Wreck’s speed control—making for Wreck more reckless then usual. 

By The Episode:

· Irk’s plan is to have the Wreck drestory the entire world by wrecking every city on it. 

· Wreck’s first stop is New York City, New York, U.S.A.
· Wreck’s second stop is Los Angeles, California, U.S.A. 

· Wreck’s third stop is Washington, D.C., U.S.A

· Wreck will go into stand-by mode once 
Note:

· Wreck being super-speedy in this episode, confuses Fast for Sceptre.  

· Another voice error revealed that Warrent’s voice actor was Cullen Petersmith, the voice actor for Lightblade. 

EPOSIDE #109: “FROZEN PATROLIANS”

Summary: Airhead and Burnout return to Earth will a new plan. He sent up a trap to freeze the Patrolians in their vehicle modes.  

By The Episode: 

· To set up the trap, Wreck crashes into the Patrolians’ base. 

· One Wreck loses all of her hurt points; she will tell what Airhead latest scheme is is.  
· Wreck claims that Airhead is trying to get energy from the Earth’s core with a new machine. 

· The machine does exist—but it is a Change Cog freezer from the Trickians’ Headquarters on Silcon.

· There is an antidote in the Patrolians’s base—but the Patrolians have to keep away from Burnout, Irk and Wreck. 

· The humans play the most important role since the opening 3-partner.

Notes:

· The frozen Patrolians consider Airhead’s latest plan, a copy of one of Vandal’s plan from the second season of “Transbots”

EPOSIDES #110 – “THE DARE”

Summary:  Merge gets a change from Airhead for a fair fight. At the fight, Airhead splits Merge into many pieces. As the Patrolians try to get Merge’s parts back, they try to think how Airhead was able to do it.
By The Episode:

· Airhead has all Power Chips of the other Trickians to power up his own via a machine. This is how he was able to split Merge into pieces.

· The parts are head, arms, legs, body, change cog, and plug. The plug is—for lack of better words—is equal to the heart of a human.

· The Patrolians start with the plug only.

Notes:

· The Patrolians insults Airhead with the phrase, “wannabe Vandal.” 

· Burnout states after the Patrolians that he is “the Silcon version of Vandal”. Both sides agree with Burnout on that one—much to Airhead’s dismay.

EPOSIDE #111 – “DELILAH”

Summary: Delilah is bored human rich girl. She would have adventures but she has been to many areas of the Earth thanks to her transporter and many other planets in the universe. After being save by Merge, she attempt to trick Merge by using a fake Silconian. Meanwhile, Airhead plots to drill for oil by using old oil drills.
By the Episode:

· They are two types of Silconians that Delilah would make. 
· One is a Trickian name Plague that transforms into a FBI-like van.

· The other is a Patrolian named Peace the transforms into a bus.

· Both fake Silconians uses long-range weapons. Delilah is bored, but not stupid.

· If you go the Plague way

· Airhead will attempt to get Plague on his side.

· If Plague rejects Airhead—it will be a third way battle for control of Plague.

· If Plague joins up with Airhead, Airhead plots a plan to get swipe oil drills from an Earth museum.

· If Plague asks for the control of the Airhead, Airhead will agree it—but Plague will face a double-cross near the end of the episode. 

· If Plague loses all of her hurt points, Delilah will be reveal behind the Plague robot. Airhead will be major league angry with her—and drop what ever he was doing at the time and calls a “retreat!”

· If you go the Peace way

· Peace is friendly enough to lure Merge, Engine, and Light into a lull.

· Airhead will use Irk to steal the oil drills.

· If any PC mentions that Peace is shooting from far away, Peace states she does not want to fall apart. 
· If Peace loses all of her hurt, Delilah will be revealed behind the Peace robot. Merge will be amazed that Delilah went though all of the trouble. 

· Anyway, either way ends up with the same ending, Merge will transport Delilah’s and her robot shell to the Silcon Factory—where the computer, One, will put in a spark inside the robot shell—transforming into a REAL Silconian.  

Notes:
· Merge states Delilah is a real “Dr. Irma Mortal”-the mad scientist the Warbots get during the “Transbots” second season. 

CHANNEL #9 – “A REAL NOVEL OF AN IDEA” 

The channel contains the summary of the fourth crossovers novels featuring both the “Transbots” and “Alienformers”

BOOK #1: “ELECTRIC MESS”

Airhead and his gang attack a Dimensional Device Factory on alien planet—resulting in dumping the Alienformers in the Transbots universe—forcing Trevor to repair his Dimensional Device.  The Patrolians and the Transbots teamed up to stop the team-up of Warbots and Trickians.
INK:

That was not a bad start, thought I had to be torture by Vandal’s voice for much of it.  
BOOK #2: “A SILCON ADVENTURE”

Summary: A tornado transports the Transbots and Warbots to Silcon. The Patrolians looking for a way to fix Ink’s Stealth Circuit, had return to Silcon. In order to keep the police, Ink once again becomes Annoyance to drive a wedge between Airhead’s “Trickians” and Vandal’s “Warbots”. 

INK:

The start of the story sounded like a repeat of the first one—but I become Annoyance, my false Trickian, once we discover Warbots and Transbots teamed up.
BOOK #3: “THE RACE OF A LIFE TIME”
Summary: During a battle deep in Africa, a dimensional fog transports the Patrolians and Trickians to Transbots’ Earth. The Transbots are planning to run a race for charity—and all Patrolians decide to join in as well—unaware that Vandal and Airhead are plotting their downfall. 
INK:

Not a bad game—thought we send a lot of time in vehicle mode—and I get a lot of pages to myself thanks to the use of my Stealth Circuit. 




BOOK #4: “SUPERCOMPUTER” 
Summary: An alien race built a powerful—but evil supercomputer. To project itself—it assumes the Warbots and Trickians to force the humans to be slaves to it. A few aliens escape. Lucky, the Dimensional Guardian summons the Transbots to help the Patrolians to get past and drestory the evil supercomputer. 

INK:

This one of the Patrolians toughest mission to date, I do not think we could have got thought this mess with out the help of the Transbots.  

CHANNEL #10 – THE MOVIE

This channel contains the movie plot.  Follow the movie rules for this one. 

Summary: 

It order to repair Engine after a defeat against Airhead and his Trickians, Merge awakens the Buildus, the Master Builder—but it is not the real deal, but a evil clone created by Burnout years ago before the Patrolians know about it. 

Merge discovers the clone is plotting to merge Silcon with Earth. Angry at being rejected by his clone, Burnout and Merge team up to locate the real Buildus—before Silcon and Earth are merge for good. With the help of the Trickians, they are able to find Buildus and stop the evil clone of him for good—and return Silcon back to its normal galaxy. 

Behind the Movie:

The “Alienformers” cartoon studio remembering that “Transbots” cartoon studio gotten a lot of bad press gotten when the Transbots killed Lightblade in the Transbots movie. They decided not to kill any leader characters in the movie, thought a few Trickians were drestory for keeps. 
INK:

Not bad, we got though that movie in one piece.  I cannot say the same about the Trickians though.

You are free to do whatever you want—if you do not like something change it to some you do like!

Logging off,
Dr. Thinker

