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Introduction 

Bionicle: Lost Chronicles is a homebrew tabletop RPG system that takes inspiration from the style of Fantasy Flight 

Games RPGs, KOTOR, and other sources. In this RPG (Role-Playing Game) you take on the role of a character of your 

design in the Bionicle Universe. You and your friends will act out your characters through a series of events, all while 

being guided along by a GM (Game Master). The GM controls all the NPCs (Non-Player Characters) and events which 

unfold for the players. 

At first glance, you’ll likely think to yourself, “Wow that is a lot of rules!” Fret not, for while there are many pages of 

rules, you’ll not see need to reference them too often once you become familiar with the game. While there are many 

powers, abilities, and tools that can be used by all the possible different creatures, there’s only a handful your character 

will be able to employ, especially when starting out. To an extent, you’ll be able to reserve learning new rules for when 

they actually apply to you. 

 

A Few Words on Dice 

Like most RPGs, Lost Chronicles uses dice-rolling to determine the outcome of many scenarios. At its core, this system 

relies primarily on the use of ten-sided dice, commonly known as “d10”. Quite often, this game system will require you 

to roll a random number between 1 and 100. This “percentage roll” is commonly referred to as “1d100” or “d%”. 

However, 100-sided dice are uncommon and a bit unwieldy to use. Instead, we use two ten-sided dice (d10s) to get this 

number. One die is designated as the “tens” digit while the other die is designated as the “ones” digit. As an example, if 

the “tens” die rolls a 7 and the “ones” die rolls a 3, the result is 73. If the “tens” die rolls a 0 and the “ones” die rolls a 6, 

the result is 6. The only special case to worry about is when both zeroes are rolled; this counts as a roll of 100. Using dice 

of different color or designs is advised to help differentiate the two while rolling. Also note that this is different than 

rolling 2d10. Such a roll is made by rolling the two ten-sided die and adding the results together. So in our previous 

examples, the rolls of 7 and 3 would count as a result of 10, 0 and 6 counts as a result of 6, and 0 and 0 counts as a result 

of 0. In the event that the game requires you to roll a “d5”, just roll a d10 and halve the result, rounding up to the 

nearest whole number. Finally, a unique spin to this system is the use of “Trigger Effects” which require the use of a d20. 

These are the only two kinds of dice you will need. 

 

Leveling Up 

Another hallmark of RPGs is leveling up your character to increase in power. This is measured by XP (eXPerience). XP is 

awarded to players for completing quests, defeating opponents, generally playing the game, or whenever else the GM 

sees fit to grant some to the players. How XP is awarded is ultimately up to the GM. They can either use an abstract 

system, simply doling out XP as they see fit, or use a more structured system and assign specific XP values to missions, 

enemies, etc. For those interested in the latter, pre-generated creature profiles will have a base XP value included which 

can be modified by the GM if they increase or decrease the creature’s difficulty. 

All players start their characters at Level 1 and each succeeding level is reached when that character accumulates 1000 

XP times their current character level. So level 2 requires 1000XP, level 3 requires 2000XP (for a total of 3000XP), level 4 

requires 3000XP (for a total of 6000XP), level 5 requires 4000XP (for a total of 11,000XP), and so on.  

Every time a character levels up, they gain certain benefits such as a higher maximum Energy pool, Attribute Points, Skill 

Points, and Feat Points. What and how many you receive depends on the race of character being played. 

 



Attribute Factors and Degrees of 

Success/Failure 

Throughout these rules you’ll see mention of various Factors in reference to a character’s attributes (e.g. Strength 

Factor, Agility Factor, or Charisma Factor). Simply put, an Attribute Factor is the equivalent of whichever digit is in the 

Attribute’s tens place. A character with a strength of 32 has a Strength Factor of 3. A character with an Intelligence of 59 

has an Intelligence Factor of 5. These Attribute Factors are used in a variety of situations. A common example would be 

determining damage in melee combat. Most weapons do damage equal to some die roll plus the attacker’s strength 

factor. So a character using a one handed weapon with a Strength of 43 does 1d10 (Weapon) + 4 (Strength Factor) 

damage, putting the result somewhere between 5 and 14. 

In a similar vein, any time a test is made there will be Degrees of Success or Failure. This refers to the magnitude by 

which the test was passed or failed. For each full ten points the test is succeeded by, one Degree of Success is achieved. 

Conversely, each full ten points the test is failed by results in one Degree of Failure. As an example, if a character needs 

to roll less than 76 to pass a test, a roll of 55 would be two Degrees of Success (76 – 55 = 21) a roll of 88 would be one 

Degree of Failure (76 – 88 = -12), and a roll of 69 (77 – 69 = 08) or 83 (77 – 83 = -06) would simply result in a flat success 

or failure respectively. 

  



Character Creation 

Character creation is where you design the character that you want to play as. You will get to choose the race of your 

character, which determines starting bonuses, and apply starting attribute points to flesh out your character’s 

specialties. You’ll also be given Gear Points to spend on your starting gear such as tools and weapons. 

You are highly encouraged – mandated might even be more accurate – to craft a backstory for your character that not 

only reflects your choice of starting attributes and abilities, but gives your character a personality and history for them 

to draw upon. What is this character’s motivations? Do they have any quirks, fears, superstitions, vices, favorite 

activities, prejudices, or mannerisms? What sort of careers, trades, or other ways of life have they participated in? 

Remember, a boring character is a boring character. 

 

Toa 

Toa are the primary defenders of peace in the Matoran universe. Their charge is to protect all the known universe from 

the evils and dangers which might befall it. 

 

Starting Attributes 

Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma Will 

30 30 30 30 30 30 30 30 30 

 

Starting Points Description 

Attribute Points - 80 Apply these points at creation, but no more than 20 into any one attribute at this time 

Max HP (Hit Points) - 25 The base number of Hit Points for this race 

Armor Points – 6 How much damage this race’s armor mitigates 

Max EP (Energy Points) - 25 At character creation, you begin with this many Energy Points 

Gear Points - 100 You may use these to purchase gear upon creation 

Skill Points – 3 You may gain training in this many skills upon character creation 

Feat Points – 3 You may learn this many feats upon character creation 

Starting Currency - 100 The number of Widgets this character starts with 

 

Leveling Up 

You gain the following when leveling up as a Toa: 

 1 Feat Point 

 1 Skill Point 

 5 Attribute Points 

 +5 Max EP 

 

Traits 

 Great Kanohi User 

 Great Attribute (Strength) 

 Great Attribute (Toughness) 



 Kaita 

 Stature (Average) 

 

Elemental Powers 

Toa are capable of using elemental powers based on their Elemental Alignment. They also get a bonus +10 to any 

Ranged roll made when utilizing an Elemental Power. 

Toa Seal 

Six Toa of all different Elemental Alignments can form a Toa Seal. This will not work, however, if both Shadow and Light 

are present as they cancel each other out. 

Nova Blast 

A Toa can expend all their elemental energy in one large blast causing monumental destruction. 

 

Elemental Affinities 

Every Toa has an elemental affinity that governs what powers and other bonuses they have. 

 

Toa of Fire 

Toa of Fire thrive in the heat and flame. They can use Fire Elemental Powers. Their affinity to heat also allows them to 

re-roll failed Toughness tests against hot temperature extremes as well as ignore 75% (rounding up) of Fire damage. All 

Toa of Fire are male. 

Fire types are also well known for their prowess as guardsmen. To reflect this, a Toa of Fire can gain +10 to Melee, +10 

to Ranged, or +5 to both upon character creation. 

For one reason or another, Fire Toa often find themselves as the leader of their Toa Team. All Toa of Fire begin with 

Basic Training in the Tactics Skill. 

 

Toa of Earth 

Toa of Earth command the very ground they walk upon using Earth Elemental Powers. They halve any penalties incurred 

from Darkness and ignore 75% (rounding up) of Earth damage. All Toa of Earth are male. 

Denizens of the Earth are used to holding out against cave-ins and dangerous underground conditions. As such, Toa of 

Earth receive a +10 bonus to Toughness upon character creation. 

The Earth communities are well-known for their prowess with machines. As such, all Toa of Earth begin with Basic 

Training in the Mechanics Skill. 

 

Toa of Stone 

Toa of Stone are right at home in the quarry when utilizing their Stone Elemental Powers. They ignore 75% (rounding up) 

of Stone Damage. All Toa of Stone are male. 

Working with stone requires a lot of hard, manual labor. Toa of Stone gain a bonus +10 to Strength upon character 

creation. 



Stone is the premier sculpting material throughout the Matoran Universe. All Toa of Stone begin with Basic Training in 

the Carving skill. 

Toa of Stone also have the Difficulty (Swimming) trait. 

 

Toa of Ice 

Toa of Ice make their homes among the glaciers and snowdrifts where their Ice Elemental Powers are at their peak. 

Their affinity for the chill of ice allows them to re-roll failed Toughness tests against cold temperature extremes as well 

as ignore 75% (rounding up) of Cold damage. All Toa of Ice are male. 

Being rather solitary types, those of the ice spend a lot of time pondering and thinking. Toa of Ice gain a +10 bonus to 

Intelligence upon character creation. 

Cold and calculative, Ice Toa are often looked to for the intellectual insight. All Toa of Ice begin with Basic Training in the 

Logic Skill. 

 

Toa of Air 

Toa of Air are as free as the breeze they create with the Air Elemental Powers. Used to buffeting forces of gale-force 

winds, Toa of Air ignore 75% (rounding up) of Air damage. All Toa of Air are male. 

Constantly moving to and fro, those of the air spend a lot of time weaving their way past obstacles in order to reach 

their goal. Toa of Air gain a +10 bonus to Agility upon character creation. 

The best way to experience the wild energy of the wind is high atop tall buildings and trees. All Toa of Air begin with 

Basic Training in the Climbing Skill. 

 

Toa of Water 

Toa of Water enjoy spending their time beneath the waves using their Water Elemental Powers. They are allowed to re-

roll failed Toughness tests against Drowning and ignore 75% (rounding up) of Water damage. All Toa of Water are 

female. 

Maidens of the water quickly learn how to flow as freely as the currents. Toa of Water gain a +10 to Agility upon 

character creation. 

All Toa of Water begin with Basic Training in the Swimming Skill. Duh. 

 

Toa of the Green 

Toa of the Green have mastery over plants with their Jungle Elemental Powers. They are allowed to re-roll failed 

Toughness tests against plant-based Poisoning and ignore 75% of Plant-Life damage. All Toa of The Green are male. 

Like an array of plants, those with an affinity for The Green can have a soothing effect on others. Toa of The Green gain a 

+10 bonus to Charisma upon character creation. 

Being so accustomed to plants and their properties, possible recipes for cures and ailments are easily found. All Toa of 

The Green begin with Basic Training in the Alchemy skill. 

 



Toa of Lightning 

Toa of Lightning can shoot bolts from their fingertips using their Lightning Elemental Powers. They are allowed to re-roll 

failed Toughness tests against electricity-based Paralysis and ignore 75% (rounding up) of Lightning damage. All Toa of 

Lightning are female. 

Lightning denizens are crackling with energy and enjoy being a part of the team dynamic. Toa of Lightning gain a +10 

bonus to Charisma upon character creation. 

Spend enough time around different types of personalities and you’ll quickly learn what makes them tic. All Toa of 

Lightning begin with Basic Training in the Persuasion skill. 

 

Toa of Sonics 

Toa of Sonics can deafen a creature or create an aura of silence using their Sonic Elemental Powers. They are allowed to 

re-roll failed sonic-based Awareness tests and have a 25% (rounding up) sensitivity to Sonic damage. All Toa of Sonics 

are male. 

It is very hard to conceal one’s self from those with sonic sensitivity. Toa of Sonics gain a +10 bonus to Awareness upon 

character creation. 

It’s much easier to follow someone or something when you can hear quiet sounds from far away. All Toa of Sonics begin 

with Basic Training in the Tracking skill. 

 

Toa of Plasma 

Toa of Plasma manifest jets of glowing white-hot heat with their Plasma Elemental Powers. They are immune to the 

effects of light-based Blinding and ignore 90% (rounding up) of Fire damage. All Toa of Plasma are male. 

Like their flame-based brethren, Su-types are adept at combat. Toa of Plasma can gain +10 to Melee, +10 to Ranged, or 

+5 to both upon character creation. 

Sometimes super-heating melts; other times it blows stuff up. All Toa of Plasma begin with Basic Training in the 

Explosives Skill. 

 

Toa of Gravity 

Toa of Gravity can make you float away or come crashing to the earth when utilizing their Gravity Elemental Powers. 

They are allowed to re-roll failed Toughness tests from Crushing and ignore 75% (rounding up) of Gravity damage. Toa of 

gravity cannot absorb their element. All Toa of Gravity are male. 

Black holes are well-known for their crushing power.  Toa of Gravity gain a +10 to Toughness upon character creation. 

It’s a fair sight easier to make those impossible jumps when you fall no faster than a feather. All Toa of Gravity begin 

with Basic Training in the Acrobatics skill. 

 

Toa of Psionics 

Toa of Psionics pull the proverbial strings by making use of their Psionic Elemental Powers. They can re-roll failed 

Telepathy-based Will tests and are immune to Mind-Affecting statuses. Toa of Psionics cannot absorb their element. All 

Toa of Psionics are female. 

Strength of the mind brings with it strength of the will. Toa of Psionics gain a bonus +10 to Will upon character creation. 



Getting the townsfolk to spill their secrets can be difficult. Far easier is it to just take the information you desire. All Toa 

of Psionics begin with Basic Training in the Inquiry skill. 

 

Toa of Magnetism 

Toa of Magnetism are incredibly powerful in a world filled with metal because of their Magnetism Elemental Powers. 

They are even capable of achieving limited flight with its use. All Toa of Magnetism are male. 

When surrounded by metal, it is often beneficial to think first about how to best use the environment to your 

advantage. Toa of Magnetism gain a bonus +10 to Intelligence upon character creation. 

Compasses are another thing that rely on magnetic fields to perform. All Toa of Magnetism begin with Basic Training in 

the Navigation skill. 

 

Toa of Iron 

Toa of Iron are perhaps the most powerful Toa in existence due to their Iron Elemental Powers. They ignore 75% 

(rounding up) of Metal damage. All Toa of Iron are male. 

As metal is stronger than rock, the same goes for their respective peoples. Toa of Iron gain a +15 bonus to Strength upon 

character creation. 

For unknown reasons, the Iron community has been mysteriously growing thin as of late, making its remaining members 

wary. All Toa of Iron begin with Basic Training in the Concealment skill. 

 

Toa of Shadow 

Toa of Shadow are not naturally occurring, but do possess Shadow Elemental Powers. Toa of Shadow ignore all Shadow 

damage, but possess a 50% (rounding up) sensitivity to Light damage. Furthermore, Toa of Shadow cannot contributed 

to a Toa Seal in combination with a Toa of Light. As Toa of Shadow must originate from one of the other pre-existing 

Elemental Alignments they can be male or female. 

The darkness discriminates not. Toa of Shadow gain a +10 bonus to the attribute of their choice upon character creation. 

This does not count toward the +20 limit to Attribute allocation during character creation. 

A being of shadow becomes one with the shadow. All Toa of Shadow begin with Basic Training in the Concealment skill 

as well as the Night Vision trait. 

 

Toa of Light 

There’s only one Toa of Light, let’s be real. I’m just putting this here for funsie’s sake. Toa of Light ignore all Light 

damage, but possess a 50% (rounding up) sensitivity to Shadow damage. Furthermore, Toa of Light cannot contribute to 

a Toa Seal in combination with a Toa of Shadow. Toa of Light can be either male or female. 

Denizens of Light come from a wide range of skillsets. Toa of Light gain a +10 bonus to the attribute of their choice upon 

character creation. This does not count toward the +20 limit to Attribute allocation during character creation. 

All Toa of Light also begin with Basic Training in any one skill they choose. 

  



Matoran 

Matoran make up the majority of the population in the Matoran Universe. They are the common folk, the laborers, and 

the everyman. However, in a world full of turmoil, they can still handle themselves in a scrap should the need arise. Who 

knows? If Destiny comes knocking, they may even be called to take up the role of Toa one day… 

 

Starting attributes 

Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma Will 

25 25 25 25 25 25 25 25 25 

 

Characteristic Description 

Attribute Points - 90 Apply these points at creation, but no more than 20 into any one attribute at this time 

Max HP (Hit Points) - 15 The base number of Hit Points for this race 

Armor Points – 4 How much damage this race’s armor mitigates 

Max EP (Energy Points) – 15 At character creation, you begin with this many Energy Points 

Gear Points - 175 You may use these to purchase gear upon creation 

Skill Points – 2 You may gain training in this many skills upon character creation 

Feat Points – 2 You may learn this many feats upon character creation 

Starting Currency - 200 The number of widgets this character starts with 

 

Leveling Up 

You gain the following when leveling up as a Matoran: 

 1 Feat Point 

 1 Skill Point if new level is an even number OR 2 Skill Points if new level is an odd number 

 5 Attribute Points 

 +2 Max EP 

 

Traits 

 Disc Slinger 

 Kaita 

 Nui 

 Powerless Kanohi User 

 Stature (Small) 

 

Mask-less Coma 

Matoran that isn’t wearing at least a powerless Kanohi mask will be severely weakened and, with enough time, 

eventually pass into a coma. Matoran automatically start with a powerless Kanohi. 

 

Elemental Affinities 

Every Matoran has an elemental affinity that governs bonuses they have. 



 

Matoran of Fire 

Ta-Matoran thrive in the heat and flame. Their affinity to heat allows them to re-roll failed Toughness tests against hot 

temperature extremes as well as ignore 50% (rounding up) of Fire damage. All Matoran of Fire are male. 

Fire types are also well known for their prowess as guardsmen. To reflect this, a Matoran of Fire can gain +10 to Melee, 

+10 to Ranged, or +5 to both upon character creation. 

Ta-Matoran are well-known for their aptitude at making weapons, Kanohi, and Kanoka. All Matoran of Fire begin with 

Basic Training in the Forging Skill. 

 

Matoran of Earth 

Onu-Matoran spend many of their days in tunnels and caves. They halve any penalties incurred from Darkness and 

ignore 50% (rounding up) of Earth damage. All Matoran of Earth are male. 

Denizens of the Earth are used to holding out against cave-ins and dangerous underground conditions. As such, Matoran 

of Earth receive a +10 bonus to Toughness upon character creation. 

The Earth communities are well-known for their prowess with machines. All Matoran of Earth begin with Basic Training 

in the Mechanics Skill. 

 

Matoran of Stone 

Po-Matoran are right at home in the deserts and plains. They ignore 50% (rounding up) of Stone Damage. All Matoran of 

Stone are male. 

Working with stone requires a lot of hard, manual labor. Matoran of Stone gain a bonus +10 to Strength upon character 

creation. 

Stone is the premier sculpting material throughout the Matoran Universe. All Matoran of Stone begin with Basic Training 

in the Carving skill. 

 

Matoran of Ice 

Ko-Matoran make their homes among the glaciers and snowdrifts. Their affinity for the chill of ice allows them to re-roll 

failed Toughness tests against cold temperature extremes as well as ignore 50% (rounding up) of Cold damage. All 

Matoran of Ice are male. 

Being rather solitary types, those of the ice spend a lot of time pondering and thinking. Matoran of Ice gain a +10 bonus 

to Intelligence upon character creation. 

Cold and calculative, Ice Matoran are often looked to for the intellectual insight. All Matoran of Ice begin with Basic 

Training in the Logic Skill. 

 

Matoran of Air 

Le-Matoran are as free as the breeze and love music. Used to buffeting forces of gale-force winds, Matoran of Air ignore 

50% (rounding up) of Air damage. All Matoran of Air are male. 



Constantly moving to and fro, those of the air spend a lot of time weaving their way past obstacles in order to reach 

their goal. Matoran of Air gain a +10 bonus to Agility upon character creation. 

The Le-Matoran are the premier transportation technology experts. All Matoran of Air begin with Basic Training in either 

the Driving Skill or the Piloting Skill. 

 

Matoran of Water 

Ga-Matoran enjoy spending their time beneath the waves and near the shore. They are allowed to re-roll failed 

Toughness tests against Drowning and ignore 50% (rounding up) of Water damage. All Matoran of Water are female. 

Maidens of the water quickly learn how to flow as freely as the currents. Matoran of Water gain a +10 to Agility upon 

character creation. 

All Matoran of Water begin with Basic Training in the Swimming Skill. Duh. 

 

Matoran of the Green 

Bo-Matoran have an intimate knowledge of plant-life and its uses. They are allowed to re-roll failed Toughness tests 

against plant-based Poisoning and ignore 50% of Plant-Life damage. All Matoran of The Green are male. 

Like an array of plants, those with an affinity for The Green can have a soothing effect on others. Matoran of The Green 

gain a +10 bonus to Charisma upon character creation. 

Being so accustomed to plants and their properties, possible recipes for cures and ailments are easily found. All Matoran 

of The Green begin with Basic Training in the Alchemy skill. 

 

Matoran of Lightning 

Vo-Matoran have personalities as electrifying as the element they’re tied to. They are allowed to re-roll failed Toughness 

tests against electricity-based Status Effects and ignore 50% (rounding up) of Lightning damage. All Matoran of Lightning 

are female. 

Lightning denizens are crackling with energy and enjoy being a part of the team dynamic. Matoran of Lightning gain a 

+10 bonus to Charisma upon character creation. 

Spend enough time around different types of personalities and you’ll quickly learn what makes them tic. All Matoran of 

Lightning begin with Basic Training in the Persuasion skill. 

 

Matoran of Sonics 

De-Matoran are quite sensitive to sound and so enjoy peace and quiet. They are allowed to re-roll failed sonic-based 

Awareness tests and have a 25% (rounding up) sensitivity to Sonic damage. All Matoran of Sonics are male. 

It is very hard to conceal one’s self from those with sonic sensitivity. Matoran of Sonics gain a +10 bonus to Awareness 

upon character creation. 

It’s much easier to follow someone or something when you can hear quiet sounds from far away. All Matoran of Sonics 

begin with Basic Training in the Tracking skill. 

 



Matoran of Plasma 

Su-Matoran are resistant to extreme heat, even more so than their Ta-Matoran brothers. They are immune to the 

effects of light-based Blinding and ignore 75% (rounding up) of Fire damage. All Matoran of Plasma are male. 

Like their flame-based brethren, Su-types are adept at combat. Matoran of Plasma can gain +10 to Melee, +10 to 

Ranged, or +5 to both upon character creation. 

Sometimes super-heating melts; other times it blows stuff up. All Matoran of Plasma begin with Basic Training in the 

Explosives Skill. 

 

Matoran of Gravity 

Ba-Matoran keep cool under great physical pressure. They are allowed to re-roll failed Toughness tests from Crushing 

and ignore 50% (rounding up) of Gravity damage. Matoran of gravity cannot absorb their element. All Matoran of 

Gravity are male. 

Black holes are well-known for their crushing power.  Matoran of Gravity gain a +10 to Toughness upon character 

creation. 

Gravity types are more in tune with the natural forces of the universe and can use this to their advantage. All Matoran of 

Gravity begin with Basic Training in the Acrobatics skill. 

 

Matoran of Psionics 

Ce-Matoran are not easily controlled due to their mental shielding. They can re-roll failed Telepathy-based Will tests and 

are immune to Mind-Affecting statuses. Matoran of Psionics cannot absorb their element. All Matoran of Psionics are 

female. 

Strength of the mind brings with it strength of the will. Matoran of Psionics gain a bonus +10 to Will upon character 

creation. 

Even without telepathic powers, psionics gives one an edge in understanding how to coax out the information being 

sought for. All Matoran of Psionics begin with Basic Training in the Inquiry skill. 

 

Matoran of Magnetism 

Fa-Matoran are so in tune with the world’s magnetic fields that they rarely get lost. All Matoran of Magnetism are male. 

When surrounded by metal, it is often beneficial to think first about how to best use the environment to your 

advantage. Matoran of Magnetism gain a bonus +10 to Intelligence upon character creation. 

Compasses are another thing that rely on magnetic fields to perform. All Matoran of Magnetism begin with Basic 

Training in the Navigation skill. 

 

Matoran of Iron 

Fe-Matoran are the strongest physically off all Matoran tribes. They ignore 50% (rounding up) of Metal damage. All 

Matoran of Iron are male. 

As metal is stronger than rock, the same goes for their respective peoples. Matoran of Iron gain a +15 bonus to Strength 

upon character creation. 



For unknown reasons, the Iron community has been mysteriously growing thin as of late, making its remaining members 

wary. All Matoran of Iron begin with Basic Training in the Concealment skill. 

 

Matoran of Shadow 

Matoran of Shadow are not naturally occurring. When in physical contact with a Toa or Makuta, they gain access to 

special shadow-based powers. Matoran of Shadow ignore all Shadow damage, but possess a 50% (rounding up) 

sensitivity to Light damage. As Matoran of Shadow must originate from one of the other pre-existing Elemental 

Alignments they can be male or female. 

The darkness discriminates not. Matoran of Shadow gain a +10 bonus to the attribute of their choice upon character 

creation. This does not count toward the +20 limit to Attribute Allocation during character creation. 

A being of shadow becomes one with the shadow. All Matoran of Shadow begin with Basic Training in the Concealment 

skill. 

 

Matoran of Light 

Av-Matoran are found only in the Heart of the World. When in physical contact with a Toa or Makuta, they gain access 

to special light-based powers. Furthermore, they have enough elemental power to shoot bolts of light from their hands 

or alter the appearance of their usually gold and white armor to any color they choose. Matoran of Light ignore all Light 

damage, but possess a 50% (rounding up) sensitivity to Shadow damage. Matoran of Light can be either male or female. 

Denizens of Light come from a wide range of skillsets. Matoran of Light gain a +10 bonus to the attribute of their choice 

upon character creation. This does not count toward the +20 limit to Attribute Allocation during character creation. 

All Matoran of Light also begin with Basic Training in any one skill they choose. 

  



Brutaka’s Species 

Little is known about this race, not even the name, so I’m not about to stress out over some superfluous flavor text to 

put here. 

 

Starting Attributes 

Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma Will 

30 30 45 30 20 30 30 30 30 

 

Starting Points Description 

Attribute Points - 80 Apply these points at creation, but no more than 20 into any one attribute at this time 

Max HP (Hit Points) - 30 The base number of Hit Points for this race 

Armor Points – 6 How much damage this race’s armor mitigates 

Max EP (Energy Points) - 25 At character creation, you begin with this many Energy Points 

Gear Points - 100 You may use these to purchase gear upon creation 

Skill Points – 3 You may gain training in this many skills upon character creation 

Feat Points – 1 You may learn this many feats upon character creation 

Starting Currency - 100 The number of widgets this character starts with 

 

Leveling Up 

You gain the following when leveling up as Brutaka’s Species: 

 1 Feat Point OR 2 Feat Points if new level is a multiple of three 

 1 Skill Point 

 5 Attribute Points 

 +2 Max EP 

 

Traits 

 Braced 

 Great Kanohi User 

 Great Attribute (Strength) 

 Great Attribute (Toughness) 

 Stature (Large) 

 

Starting Feats 

 Massive Blow 

 Quick Recovery 

 

Antidermic Strength 

This race increases their Strength magnitude by 1 after absorbing Antidermis. Without a constant supply, this effect 

wears out after 24 hours. 



 

Wielder of Power 

This race can use any of the Common Powers. 

 

  



Skakdi 

Skakdi are vicious, twisted beings from the war-ravaged island of Zakaz. Originally a peaceful race, everything changed 

after a Makuta named Spiriah began tampering with the locals in hopes of making them super soldiers. Now they wield 

amazing powers, but do so with little thought or restraint. Unlike those of the Matoran lineage, a Skakdi’s elemental 

alignment isn’t tied to its gender. Even so, female Skakdi are notorious for being even more vicious and destructive than 

their male counterparts. 

 

Starting Attributes 

Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma Will 

45 45 40 30 20 30 30 20 20 

 

Starting Points Description 

Attribute Points - 90 Apply these points at creation, but no more than 20 into any one attribute at this time 

Max HP (Hit Points) - 20 The base number of Hit Points for this race 

Armor Points – 5 How much damage this race’s armor mitigates 

Max EP (Energy Points) - 20 At character creation, you begin with this many Energy Points 

Gear Points - 125 You may use these to purchase gear upon creation or save them for later 

Skill Points – 2 You may gain training in this many skills upon character creation 

Feat Points – 3 You may learn this many feats upon character creation 

Starting Currency - 50 The number of Widgets this character starts with 

 

Leveling Up 

You gain the following when leveling up as a Skakdi: 

 1 Feat Point 

 1 Skill Point 

 5 Attribute Points 

 +3 Max EP 

 

Starting Skills 

 Intimidation 

 Interrogation 

 

Traits 

 Disturbing Voice 

 Fearless 

 Great Attribute (Toughness) 

 Juggernaut 

 Stature (Average) 

 



Starting Feats 

 Brawler 

 Deadly Hands 

 

Bred for Battle 

Skakdi are always eager for a scuffle and won’t always worry about acquiring a weapon before jumping headlong into 

the fray. Sharp claws and large teeth are more than sufficient. Unarmed attacks from a Skakdi never count as Primitive. 

Additionally, Skakdi have access to a unique ability due to Spiriah’s tampering. Upon character creation, Skakdi players 

are encouraged to conceive a special and unique ability for their character to possess. This power is subject to being 

approved by the GM who will assign rules and AP/EP costs to the use of the ability should it be approved. 

Late Bloomer 

Skakdi are capable of wearing Kanohi, but most are unable to harness the masks’ powers. A Skakdi may use Kanohi if 

their Will Attribute reaches 60, but all Will costs when using Kanohi are doubled. 

Specialized Weapons 

Upon character creation, Skakdi can choose to spend a premium of Gear Points to get a specialized multi-functional 

weapon that also allows them limited channeling of their elemental powers without the assistance of a second Skakdi. 

By spending an extra 10 Gear Points when buying a melee weapon, the player may choose a single power from the 

appropriate Elemental Powers list that can be performed when their character is wielding that weapon. 

Tampered Elements 

After the entire Skakdi race was experimented on by Makuta Spiriah, they developed elemental abilities that could only 

be used with a specialized weapon or by combining their power with that of another Skakdi. Upon character creation, 

Skakdi get to choose an Elemental Alignment – though not Light or Shadow. They may then use powers of that element, 

but only when combined with the powers of another Skakdi. Since this makes for 105 possible combinations of 

elements, rules for combined powers are not included. It is best advised for Skakdi players who wish to perform a 

combined power to describe their intentions to the GM. The GM will then decide whether or not such a power is 

possible and what the EP and AP cost of the power should be. 

Vision Power 

Skakdi get to choose one Vision Power upon character creation. 

 

  



Vortixx 

The Vortixx are tall, black-armored beings native to the island of Xia. Highly industrial, they design and manufacture all 

manner of technology – mostly weapons – that they then sell to the rest of the Matoran Universe. In Vortixx culture, the 

females of the race dominate the high-ranking positions while the males tend to be forced into more dangerous job 

roles with little freedoms, barely a step above slave labor. Vortixx care not for politics but instead are always chasing 

after profits, be they honest or otherwise. 

 

Starting Attributes 

Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma Will 

30 30 30 30 30 40 30 30 30 

 

Starting Points Description 

Attribute Points - 90 Apply these points at creation, but no more than 20 into any one attribute at this time 

Max HP (Hit Points) - 20 The base number of Hit Points for this race 

Armor Points – 5 How much damage this race’s armor mitigates 

Max EP (Energy Points) – 15 At character creation, you begin with this many Energy Points 

Gear Points – 150 You may use these to purchase gear upon creation or save them for later 

Skill Points – 1 You may gain training in this many skills upon character creation 

Feat Points – 3 You may learn this many feats upon character creation 

Starting Currency - 400 The number of Widgets this character starts with 

 

Leveling Up 

You gain the following when leveling up as a Vortixx: 

 1 Feat Point 

 1 Skill Point 

 5 Attribute Points 

 +3 Max EP 

 

Starting Skills 

 Deception 

 Explosives 

 Forging 

 Mechanics 

 Persuasion 

 

Traits 

 Great Kanohi User 

 Stature (Large) 

 



Starting Feats 

 Deadly Hands 

 

Industrial Worker 

Vortixx spend many long hours working in factories and plying their trade before selling it on the market; their lives 

know little else. Upon character creation, the player chooses one of the Vortixx’s Starting Skills (Deception, Explosives, 

Forging, Mechanics, or Persuasion). The player may re-roll any Tests made against that Skill, though the new result must 

be kept. 

  



 

Skills, Traits, and Feats 

Skills 

Skills are actions that your character can perform with success being determined by your attributes. At character 

creation, you are given a small handful of skill points to spend immediately. These skills represent what your character 

has learned in the past, before the start of the game. 

There are two categories of skills: Basic and Trained. Basic skills can be performed by anyone, even without a skill point 

spent in that skill. However, when attempting to use a skill that has no skill points invested in it, the player halves the 

Attribute they’re rolling the skill test against. For example, if a character with Agility 36 attempts an Acrobatics test with 

no skill points invested in the Acrobatics skill, their Agility only counts as 18 for the purpose of the test. Tests for trained 

skills cannot be performed without at least one skill point spent in that respective skill. 

Up to three skill points can be invested in each skill. The first skill point allows the use of basic skills with no penalty and 

trained skills. The second skill point grants a +10 bonus when performing a skill test. The third skill point grants an 

additional +10 bonus when performing a skill test for a total of +20. 

 

Skill Types 

Each skill has an associated type that helps to describe how the skill is being employed. These skill types include 

Investigative, Crafting, Interactive, Movement, and Operation. 

 

Crafting 

Crafting skills are used to make something out of components and tools, allowing the character to make something new. 

This can range from statues and buildings to poisons and bombs or anything in between. A character attempting a 

crafting-type skill test must have all the resources required for the task. These skills might become Extended Tests 

depending on the object being crafted. It takes far longer to build a skyscraper than a piece of armor. The GM should use 

their discretion when determining how long an individual test should take. 

Interactive 

Interactive skills involve acting with or upon another being. These skills tests might become easier or more difficult 

depending on the skill being used and the individual’s relationship with the character, as left to the GM’s discretion. 

Investigative 

Investigative skills make use of thought processing and typically involve the collecting of some form of knowledge. These 

skills might become Extended Tests when the amount of time spent is considerable. The GM should use their discretion 

when determining how long an individual test should take. 

Movement 

Movement skills involve a character’s positioning and mobility. This can include jumping between narrow platforms 

without falling or climbing up narrow platforms after making a clumsy fall. Anything to do with going over, around, and 

through falls under this type. 

Operation 

Operation skills are employed when attempting to interact with some form of device such as vehicles and machinery. 



 

Skill Aptitude Required Type Associated Attribute 

Acrobatics Trained Movement Agility 

Alchemy Trained Crafting, Investigative Intelligence 

Carving Trained Crafting Intelligence 

Climbing Basic Movement Strength 

Concealment Basic -- Agility 

Deception Basic Interactive Charisma 

Dodge Basic -- Agility 

Driving Trained Operator Agility 

Elusion Basic Movement Agility 

Examination Basic Investigative Intelligence 

Explosives Trained Crafting Intelligence 

Forging Trained Crafting Intelligence 

Inquiry Basic Investigative Charisma 

Intimidation Basic Interactive Charisma, Intelligence, Strength 

Interrogation Trained Interactive Will 

Logic Basic Investigative Intelligence 

Mechanics Trained Crafting Intelligence 

Medical Trained -- Intelligence 

Navigation Trained Investigative Intelligence 

Perception Basic -- Awareness 

Performing Trained Investigative Charisma 

Persuasion Basic Interactive Charisma 

Piloting  Trained Operator Agility 

Searching Basic -- Awareness 

Security Trained Investigative Awareness, Agility, Intelligence 

Sensing Basic -- Awareness 

Sneaking Basic Movement Agility 

Swimming Basic Movement Strength 

Tactics Trained -- Intelligence 

Taming Trained Interactive Charisma 

Tracking Trained -- Intelligence 

 

Skill Descriptions 

 

Acrobatics (Trained, Movement, Agility) 

Acrobatics allows a character to attempt a form of movement that clumsier types would find impossible. This could be 

either a balancing act or a series of flips and slides to get past a security system undetected or more. The difficulty of this 

test should be adjusted by the GM according to the feat being attempted. Under normal circumstances, Acrobatics cost 

2 AP. 

Acrobatics can be used to attempt a Disengage for only 1 AP.  

An Acrobatics Test may be substituted for the usual Agility or Strength Test when Jumping or Leaping. 

 



Alchemy (Trained, Crafting, Intelligence) 

Alchemy involves the mixing of various ingredients to form a new substance. These could be poisons, salves, or maybe 

even makeshift grenades. Alchemy use will typically take 2 AP or more depending on the complexity of the task. 

Alchemy can also be used to identify various toxins, chemicals, or plants. In such cases, this skill counts as having the 

Investigative type. 

 

Carving (Trained, Crafting, Intelligence) 

Carving is used to craft items and components out of stone, wood, or ice. Examples include Bamboo Kanoka, statues, 

and primitive tools or weapons. Carving requires use of appropriate tools and/or materials. The amount of time required 

depends on the task. 

When using an elemental power to create a weapon (i.e. Ice-Forged, Stone-Forged, Iron-Forged), each skill point spent 

in Carving grants a +2 bonus when rolling to negate the Primitive Weapon modifier.  

 

Climbing (Basic, Movement, Strength) 

Climbing is used when ascending, descending, or performing horizontal movement off the ground. This could involve 

walls, trees, vines, and more, but typically not ladders which are built to make scaling easy. A successful test allows the 

character to move at one-half their half move rate. 

 

Concealment (Basic, Agility) 

Concealment is used to hide people and objects of all sizes. You can attempt to find a secluded landing zone for aircraft 

or hide a powerful trinket. If the concealed object remains perfectly immobile, a +10 bonus is gained. Concealment is 

always an opposed roll against Analysis or Sensing and, being reactive, costs 0AP. 

Concealment can also be used for sleight of hand actions such as palming an object or performing tricks. Such a test is 

always an Opposed Test against the opponent’s Analysis or Sensing. The GM should adjust the difficulty of the test 

according to the size of the object and how closely the subject is being watched. 

 

Deception (Basic, Speech, Charisma) 

Deception is the ability to hide information. Examples include lying or withholding the entire truth. A Deception Test 

need only be taken when the deception would change someone’s mind, opinion, or actions. This is an opposed roll 

against another’s Analysis. A Deception Test works on a number of targets equal to the character’s Charisma Factor. 

Targets must be able to see, hear, and understand the character fully. Use of this skill typically take 1 or more minutes of 

in-game time. 

 

Dodge (Basic, Agility) 

Dodge is used during combat to avoid an attack. See the Combat section for more details. Dodging costs 1 Reaction. 

 

Driving (Trained, Agility, Operator) 

Drive is used to control non-flying vehicles. These vehicles might operate with legs, wheels, or hover platforms or even 

sea-worthy vessels such as boats and rafts. Everyday use of this skill does not require a test, but conditions such as 



difficult terrain, dangerous speeds, and hazardous weather do. See the Vehicles section for more information. Drive 

Tests cost 1 AP. 

 

Elusion (Basic, Movement, Agility) 

Elusion represents how difficult it is to pin someone down. Examples include fitting through tight spaces and escaping 

bonds. Elusion Tests cost 2 AP unless otherwise noted. 

To escape bonds, make an opposed Elusion roll against the captor’s Intelligence. Takes 1 minutes - 10 seconds per 

degree of success. 

To escape a wrestle, make an opposed Elusion roll against the wrestler’s Strength. 

 

Examination (Basic, Investigative, Intelligence) 

Examination is used to determine the make-up of a creature or object, relying on technical knowledge. Examples include 

estimating strength, value, or build of small objects or large structures. The specific intent must be stated by the player 

before rolling the Examination Test. Additional Degrees of Success provide more specific details. Failed tests result in 

misinformation with Degrees of Failure increasing the error. As such, the GM should perform the rolls in secret. 

Examination takes 1 minute or more of in-game time. 

Against heavily-armored, stationary targets, a Challenging (+0) Examination roll may be made to try and determine weak 

spots. Success increases the Penetration of the character’s next attack by +4 with Degrees of Success increasing armor 

penetration by an additional +4 each. Costs 2 AP. 

Conversely, a Challenging (+0) Examination roll may be made to determine the strongest point of cover. Success grants 

+4 Armor Rating to that piece of cover for that character only. Each Degree of Success increases the Armor Rating by an 

additional +4. Costs 1 AP. 

 

Explosives (Trained, Crafting, Intelligence) 

Explosives represents the ability to make, use, and defuse tools of demolition. Typically costs 2AP. 

To manufacture an explosive, the character must possess all the materials required for the particular explosive being 

crafted. Difficulty and duration vary. 

When placing explosives, a failure means that the fuse will fail upon activation (so it’s a good idea for the GM to keep 

the threshold a secret). Four or more degrees of failure results in a misfire while placing. Results upon placing should be 

recorded in case a defusing is attempted later. 

Defusing is an opposed Explosives roll against the Explosives skill of the character who placed the device. Failure is 

neutral, but four or more degrees of failure will result in misfire. More complex mechanisms may require multiple turns. 

 

Forging (Trained, Crafting, Intelligence) 

Forging is used to create new materials and items out of raw metals and Protodermis. Examples include building or 

repairing armor or certain weapon types, crafting machine components, or even the forging of Kanoka and Kanohi. 

Forging is required for making Kanoka, provided the required resources are available. The resulting disc will have its first 

digit determined by the forge and tools used to craft it. The second and third numbers are determined by rolling 1d8 for 

each.  



 

Inquiry (Basic, Investigative, Charisma) 

Inquiry represents a character’s ability to gather information. This can be through asking questions, participating in 

conversations, and eavesdropping. Success will reveal general information about an area such as news or recent events. 

Degrees of Success improve this by revealing more uncommon information and secrets. This skill can also be used to try 

and gain specific information that the character is trying to track down, such as where somebody or something might be 

located or where to find precious resources. Inquiry typically takes one hour or longer. 

 

Intimidation (Basic, Speech, Charisma/Strength/Intelligence) 

Intimidation is used to pressure others into meeting the character’s demands. This test is only required when a 

deliberate attempt at coercion is being made. Examples of intimidation could come in the form of humiliation 

(Charisma), physical threats (Strength), or even black mail (Intelligence). The number of targets affected is equal to the 

respective attribute’s Factor. Targets must be able to see and fully understand the intimidator. Intimidation costs 2 AP. 

A Battle Cry may be used by the character when performing a charge. If successful, the target suffers -10 to all Parry and 

Dodge attempts against that character. This Intimidation roll always uses the Strength attribute opposed to the Will of 

the charge recipient and doesn’t affect creatures immune to Fear or other mind-affecting psychology. Battle Cry costs 0 

AP. 

 

Interrogation (Trained, Interactive, Will) 

Interrogation is used to extract information from an unwilling target. This skill does not include the use of torture, but 

rather more subtle means such as psychology, serums, or devices. The GM should modify the difficulty of the test based 

on what means are available and what the interrogator is willing to employ. Interrogation is an Opposed Test against the 

victim’s Will. If the interrogator is successful, they get an answer to one question plus an additional question for every 

Degree of Success. If failed, nothing useful is learned. Two or more Degrees of Failure causes 1d10 damage to the victim 

and prevents further attempts for 1d5 days. Four or more Degrees of Failure causes the same amount of damage and 

grants the target a +30 bonus against all further attempts by the interrogator and their allies. Each Interrogation Test 

causes 1 Stamina Damage to the target. Interrogation takes 1d5 hours. 

 

Logic (Basic, Investigative, Intelligence) 

Logic is a character’s ability to reason and solve logical problems or puzzles. This could be used to solve a complex 

mathematical problem, prepare for a debate, or infer missing information. Logic takes 1 minute or longer. 

 

Mechanics (Trained, Crafting, Intelligence) 

Mechanics involves using and building various forms of machines and technology. Examples include repairing certain 

weapon types, building new devices, or determining the inner workings of a machine. Mechanics can take anywhere 

from minutes to hours depending on the task and may require certain tools or materials. 

 

Medical (Trained, Investigative, Intelligence) 

First Aid: Allows a character to heal another’s wounds. A successful Medical Test restores HP equal to the healing 

character’s Intelligence Factor. In the event that the patient has suffered an Injury and their HP is below zero, they heal 

only one HP. Each individual wound can receive First Aid only once. Performing First-Aid is a 2 AP Action for both the 

healer and the patient. 



Extended Care: Helps increase the rate of a character’s natural healing. At the end of each day, the character can make a 

Medical Test with a -10 penalty for each additional patient they are attempting to treat. Success means each patient 

doubles the amount of HP recovered. 2 or more Degrees of Failure indicates that malpractice prevented healing for the 

day and each patient suffers 1 damage instead. 4 or more Degrees of Failure causes 1d10 damage instead. 

Diagnose: A character can also perform a Medical Test to diagnose a disease or other ailment. The GM may adjusts the 

Difficulty of the test as they see fit. Success yields the name/nature of the ailment and basic treatments.  

 

Navigation (Trained, Investigative, Intelligence) 

Navigation is used to determine the best route from point A to point B as well as reading maps and determining an 

approximate time required to travel the distance. Examples include a trek across an island or a jaunt through a maze. 

Navigation takes 1 minute for simple tasks and 1d5 for plotting long-distance courses and routes. 

 

Perception (Basic, Investigative, Awareness) 

Analysis is used to evaluate people and objects. This can be used to determine someone’s truthfulness, motives, 

personality, and temperament. It can also be used to pick out details and characteristics of an object that might normally 

go unnoticed. Analysis is used as an opposed test against another’s Deception, but will not reveal secrets or hidden 

intent. This skill is also used in Opposed Tests that attempt manipulation such as Persuasion and Intimidation. Analysis 

costs 2 AP, though circumstances may require an extended amount of time. 

 

Performing (Trained, Investigative, Charisma) 

Performing involves singing, dancing, speaking, story-telling, and playing musical instruments for individuals or an 

audience. Examples of performing could include creating a distraction, boosting morale, earning money, or 

entertainment to encourage an alliance. Time required depends on the nature of the skill’s use. 

 

Persuasion (Basic, Speech, Charisma) 

Persuasion is important when trying to convince or charm another character. Maybe you’re trying to boost morale or 

get a discount on a bulk order of Kanoka Discs. Persuasion tests are always opposed to the target’s Will and affect a 

number of target’s equal to the character’s Charisma Factor. The recipient must be able to see and understand the 

character. Typically, a persuasion attempt will take roughly 1 minute of in-game time. 

Persuasion can also be used by those in a position of authority to inspire a group, whether through positive or negative 

reinforcement. Success will grant the group a +10 bonus to its next group test. 

 

Piloting (Trained, Investigative, Agility) 

Piloting represents the ability to control flying vehicles and apparatus. For typical conditions, a Piloting Test is not 

required. More dangerous conditions such as dodging fire, tight spaces, or excessive speeds are another story and do 

require a successful Piloting Test to perform. See the Vehicles section for more information. Piloting costs 1 AP. 

 

Searching (Basic, Investigative, Awareness) 

Searching is used to try and find things that are hidden from view. This differs from Sensing in that it is active, not 

reactive. Examples include secret passages or concealed items on a person. When an object is deliberately hidden, it is 

an opposed roll against the hider’s Concealment. Searching takes 1 minute or longer. 



 

Security (Trained, Investigative, Awareness/Agility/Intelligence/Will) 

Security is used to bypass various types of locks. Mechanical locks roll against Agility, electronic locks roll against 

Intelligence, and power-based security systems rolls against Will. The difficulty is set by the GM according to the 

complexity of the lock and whether or not appropriate tools are available. Typically takes 1 minute or longer. 

Security also allows the character to evaluate a security forces and defenses by rolling against Awareness. Typically, this 

will take 1 or more d5 hours to complete. 

 

Sensing (Basic, Awareness) 

Sensing is the character’s passive ability to notice things they may not be actively looking for. A slight, unusual change in 

temperature, the sound of someone snapping a twig underfoot, a blurred figure dodging around a corner are all prime 

examples. When used against an opponent, such as ambushes and traps, this is an opposed roll. Environmental 

characteristics are standard tests. 

 

Sneaking (Basic, Movement, Agility) 

Sneaking allows a character to try and sneak around an area unnoticed. The GM should adjust the difficulty of the test 

according to the environment. These tests are always opposed to an opponent’s Analysis or Sensing. 

Sneaking can also be used to try and follow a person or vehicle while remaining undetected. Examples include moving 

from cover to cover or blending in with a crowd. This is an opposed roll against the target’s Analysis or Sensing Skill and 

each success counts for 1 minute of successful stalking. 

 

Swimming (Basic, Movement, Strength) 

Swimming is used to travel through various liquid substances. A Swimming roll is not required for ordinary 

circumstances, but rather for difficult waters, long distances, or strange substances. 

 

Tactics (Trained, Intelligence) 

Tactics represents a character’s knowledge of military and combat maneuvers. Tactics can be used anytime a character 

wants to determine the best course of action for an upcoming confrontation. This could include identifying effective 

sniper positions, planning chokepoints, which types of troops and weapons would be most effective, or deciding on full 

assault versus stealth or ambush. 

 

Taming (Trained, Interactive, Charisma) 

Taming represents the ability to tame, train, and befriend various types of Rahi. The amount of time required depends 

on the Rahi. If a Rahi can be tamed, it will have a Taming Value indicating the number of successful training sessions 

required before it is completely compliant. Until fully tamed, a Rahi will have a 10% chance of ignoring any orders given 

to it for every level of its Taming Value left. A single training session takes 1d5 hours and can only be performed once 

per day, regardless of whether or not it was successful. Every two Degrees of Success decreases the remaining training 

sessions by one additional session. Once a Rahi has gone through at least one training session, it can be given an order 

for a cost of 1 AP. 

 



Tracking (Trained, Intelligence) 

Tracking is used to hunt down targets by following signs of their passing. An obvious trail does not require the use of a 

Tracking Skill Test, but is instead used when other factors are involved, such as weather, lighting, or erosion. If the 

difficulty of the test, as determined by the GM, is more than Challenging (+0), the tracker moves at half their normal 

speed. If the target being tracked is deliberately trying to cover their tracks, Tracking is rolled against the target’s 

Concealment. 

  



Traits 

Traits are permanent aspects of a character. These can be physical traits, such as size or number of legs, or psychological 

traits like a hatred for a specific species. 

 

Trait Descriptions 

Amphibious 

A character with Amphibious is capable of breathing both water/liquid Protodermis and air. They will not suffer 

Suffocation from either. 

 

Aquatic 

A character with Aquatic makes its home in the water and liquid Protodermis. This trait allows the character to re-roll 

any failed Swimming rolls and automatically gains the Water-Breathing trait. Unless this character also has the 

Amphibious trait, they cannot breathe air and will suffer from Suffocation if they remain on dry land for more than a 

couple minutes. 

 

Braced 

A character with Braced has some means to help them keep steady while working with heavy objects or equipment. This 

trait allows the character to use Heavy Weapons without requiring a set-up period. They also pose a -20 penalty to any 

Wrestling roll made against it. 

 

Blind 

A character with Blind has difficulty seeing. A character with Blind fails all rolls pertaining to vision or Ranged attacks and 

suffers a -30 to Melee Tests and tests that may not require, but benefit from eye-sight. 

 

Cling 

This trait grants the character the ability to freely move about walls, cables, and the like. 

 

Crawler 

Creatures such as Doom Vipers and Fikou crawl or slither along rather than walking. The base move for a creature with 

this trait is half its Agility Factor, but it does not take penalties for moving over difficult terrain. 

 

Disturbing Voice 

This character’s voice is unsettling, granting a +10 bonus to Intimidation and Interrogation attempts, but a -10 penalty 

for other non-threatening Charisma-based tests. 

 



Fearsome 

A creature with this Trait will subject its opponents to the effects of Fear. This always includes a value describing the 

degree of Fear this creature causes. See the Fear section for more details. 

 

Flyer 

A character with Flyer has the ability to fly. This can either come from an innate ability, a power, or equipment. This trait 

is always accompanied by a number that represents movement speed while flying. A flyer cannot hover or levitate 

unless they also have the respective traits. 

 

Great (Attribute) 

Great attributes double the Factor of a character’s individual Attribute. If this trait is gained again, the Factor is tripled, 

then quadrupled, and so on. Note that Great Agility does not affect a being’s movement rate. 

When taking a Skill Test based upon a Great (Attribute), the difficulty of the Test is reduced by one stage for each 

magnitude past the base Great (Attribute) to a maximum of 3 stages. So a tripled Factor reduces by 1 stage, quadrupled 

by 2 stages, and quintupled by 3 stages. 

In Opposed Tests, where success is achieved, the Great (Attribute) Multiplier is added to the Degrees of Success. In the 

event of a tie, the higher Great (Attribute) wins. 

 

Great Kanohi User 

This character can equip and use any Powerless, Noble, and Great Masks of Power. 

 

Hoverer 

A being with this trait is capable of limited flight of no higher than 2 Bio. They can also maintain their altitude without 

having to move. 

 

Incorporeal 

A character with Incorporeal becomes ghost-like. They can pass through walls, the ground, or most any other solid 

object. As such, they are both immune to and incapable of any physical attacks, but not attacks involving energy. They 

also produce no audible sound beyond speaking, automatically passing any tests related to keeping silent. Incorporeal 

characters gain a +30 to Concealment rolls when hiding entirely within an object. If a character loses the Incorporeal 

trait while all or part of their body is within an object, they will lose that part of their body and suffer any related 

consequences up to and including death. 

 

Levitation 

A character with Levitation is capable of floating above the ground, much like a Hoverer, but without the height 

restriction. A levitating character may maintain or lower in altitude, but cannot gain altitude unless they also possess the 

Flyer trait.  As with the Flyer trait, this can be either an innate ability or obtained from powers or equipment. 

 



Juggernaut 

A character with Juggernaut is capable of acting as a living battering ram. This trait increases charge damage by 3. A 

swarm with this trait does an additional 1d10 damage when it charges in the same round. 

 

Kaita 

This race is capable of combining into a Kaita Fusion. 

 

Multiple Arms 

A character with Multiple Arms has more than two arms. This character gains a +10 bonus to Strength Tests involving 

movement such as Climb and Swim as well as a +10 bonus to Toughness Tests. When making a multi-attack, this trait 

grants the character +1 attack. This trait also grants the character a +10 to Parry. 

 

Multiple Legs 

A being with four or more legs doubles their Agility Factor for the purpose of determining movement rate. 

 

Mute 

A character with Mute makes no sound as it moves or (tries to) talk. 

 

Natural Armor 

A character with Natural Armor has some kind of thick hide or shell that provides defense without the need to wear 

actual armor. This trait is always accompanied by a number representing the armor rating this trait grants. 

 

Natural Weapons 

A character with Natural Weapons fights using some form of sharp teeth, claws, or other mechanism. This character 

counts as armed and does 1d10 + Strength Factor in damage. Natural Weapons does not allow the character to parry, 

but they cannot be disarmed unless the offending device/limb is removed. Natural Weapons count as Primitive. 

 

Natural Weapons Improved 

This trait is the same as Natural Weapons except the attacks do not count as primitive. 

 

Night Vision 

A character with Night Vision can see just as easily in the dark as they can in the light. This trait allows the character to 

ignore any penalties imposed by low or nonexistent lighting. 

 

Nui 

This character is capable of combining into a Nui Fusion. 

 



Phase 

This being can gain or lose the Incorporeal Trait at will. Phasing costs 1 AP to activate. 

 

Powerless Kanohi User 

This character isn’t able to use any mask powers, however they must be wearing at least Matoran-level Kanohi or they 

will be severely weakened and will eventually pass into unconsciousness. While not wearing a Kanohi, this character’s 

Attributes are counted as being half their normal level and must pass a successful Toughness or Will test every hour or 

else slip into an indefinite coma. 

 

Pure Machine 

A character with the Pure Machine trait has a completely mechanical body and a primitive, robotic mind. While most 

denizens of the Matoran Universe are approximately 80% mechanical and 20% organic, these machines possess no 

organic tissue whatsoever. Pure Machine grants immunity to poison and toxins, mind-affecting ailments, and 

suffocation, but inflicts 50% additional Water Damage and Electric Damage. 

 

Regeneration 

A character with Regeneration regains an indicated amount of HP every turn conditional upon a successful Toughness 

Test. This trait is lost upon death (obviously). 

 

Sonar* 

Sonar grants a creature the ability to detect solid objects within 30 Bio by using waves of sound. 

 

Stampede 

Whenever a creature with this trait fails a Will Test, it stampedes, charging in a straight line forwards for as far as 

possible. It runs over anything in its path until the source of danger is escaped or crushed underfoot. Stampeding 

creatures deal damage equal to the creature’s Natural Weapon damage (or 1d5+Strength Factor if it doesn’t have one). 

One stampeding creature causes all other creatures with this Trait within sight to stampede. The stampede lasts until 

the source of danger is no longer visible or for 1d10 minutes, whichever occurs last. 

 

Stature 

A character with Stature is of a greater or lesser size than your average-sized Toa. Stature will grant inverse bonuses and 

penalties to Concealment rolls or rolls to hit made against them. 

Size To Hit Concealment Movement 

Miniscule -30 +30 Agility Factor -3 

Tiny -20 +20 Agility Factor -2 

Small -10 +10 Agility Factor -1 

Average 0 0 Agility Factor 

Large +10 -10 Agility Factor +1 

Enormous +20 -20 Agility Factor +2 

Massive +30 -30 Agility Factor +3 

 



Toxic 

A creature with this trait is poisonous. Upon coming into contact with the toxin, any vulnerable character must pass a 

Toughness Test or suffer 1d10 damage that ignores armor. 

 

Tunneler 

A character with Tunneler is capable of burrowing through the ground. This trait is always accompanied by a number 

representing the speed of tunneling. Creatures with a stature lower than the tunneler can pass through the tunnel left 

behind without trouble. Often times, there is a chance each round that a tunnel will collapse. 

 

Water-Breathing 

A character with Water-Breathing does not suffer from Drowning. This trait may be granted from an innate ability, a 

power, or equipment. 

  



Feats 

Feats are special moves or abilities a character can learn throughout the game. In most cases, these are chosen when 

leveling up, but you never know when you might find an ancient text or a trainer to learn these from during an 

adventure. Many Feats have prerequisites for Attribute levels, Skills, or other Feats that must be met before they can be 

learned. These prerequisites must compared to the Attribute’s base level without any modifiers. 

 

Passive Feats 

Ambidextrous (Agility 30) 

This Feat allows the character to use either hand equally well and ignore penalties related to using the off-hand. Does 

not apply to telekinetically-wielded weapons. 

 

Blind Fighting (Awareness 30) 

This Feat allows a character to reduce the penalties for melee fighting in obscured vision by half. This includes fog, 

smoke, and low lighting. 

 

Bob and Weave (Agility 40) 

When this character performs a Charge or Run Action, opponents suffer a -20 penalty to Ranged against this character 

until the start of the character’s next turn. 

 

Brawler 

This Feat grants the character a +20 bonus to Wrestling moves. 

 

Calculated Strike (Intelligence 50) 

Add one to all threat ranges. 

 

Combat Awareness (Awareness 40) 

Character can use Awareness for determining Initiative instead of Agility 

 

Combat Formation (Intelligence 40) 

This character has devised plans for every encounter. Before rolling Initiative, all other team members may agree to use 

this character’s Intelligence Factor for all Initiative Rolls instead of individual Agility Factors. 

 

Conscious Rage (Berserk) 

Conscious Rage allows a character to Parry will going Berserk. 

 



Deadeye 1/2 (Ranged 30/40) 

Called Shot penalty for ranged attacks is reduced to -10/-0. 

 

Deadly Hands 

This character may add +2 damage to Unarmed attacks when an attack causes Injury to a target. 

 

Disc Slinger 

A character with the Disc Slinger Feat adds 1d10 + Strength Damage when using a Kanoka as a Thrown Weapon. They 

also gain a +10 bonus to Ranged when using Kanoka Discs and Kanoka Launchers. 

 

Double Team* 

This character gains an extra +10 bonus to Melee when ganging up on an enemy with an ally. If both characters have this 

Feat, they each gain an additional +10 for a total of +20. 

 

Dueling 

Dueling increases a character’s skill at single-wielding. This feat may be learned up to three times, each time granting the 

character an additional +5 to Melee and Ballistics when wielding a single one-handed weapon without a shield. 

 

Exterminator 

A character with Exterminator doubles damage dealt to Swarms. 

 

Fearless 

Whether out of bravery or stupidity, a character with Fearless is immune to Fear and Pinning. Disengaging melee or 

backing down from combat requires a successful Will Test. 

 

First to the Fray 

This Feat allows a character to double their Agility Factor when rolling for Initiative. If they possess Great Agility, the 

multiplier is increased by one instead. 

 

Hip Shot (Ranged 40, Agility 40) 

Hip Shot allows the character to make a full move and still make one single-shot attack with a ranged weapon for a cost 

of 2 AP. 

 

Impenetrable (Agility 35) 

A character with Impenetrable gains an additional parry-only reaction each round. 

 



Independent Targeting (Ranged 40) 

When firing two ranged weapons as part of a single Action, a character with Independent Targeting can shoot at two 

different targets up to 10 Bio apart. 

 

Landing Roll (Agility 30) 

When falling, this character may take an Agility Test. Success and each Degree of Success reduces the distance fallen by 

a number of Bio equal to the character’s Agility Factor for the purposes of determining Damage from the fall. 

 

Last Stand 

For each teammate that is currently unconscious or died earlier in the same combat, the user gains +4 to all attributes 

during that combat encounter. Bonus cannot exceed +20. 

 

Leap up (Agility 30) 

Standing up no longer has an AP cost. 

 

Lethal Shot (Ranged 40) 

+2 damage to all ranged attacks. 

 

Lightning Reflexes (Agility 40) 

When Surprised or Ambushed, a successful Agility Test allows this character to act normally. 

 

Massive Blow (Strength 40) 

+2 damage to all melee attacks. 

 

Melee Master (Melee 30) 

Opponents gain no bonus for outnumbering this character in melee combat. 

 

Mind Over Matter (Will 45) 

Character ignores Injury, Stamina, and Stunning effects during combat. Death still affects them normally. 

 

Nerves of Steel 

This character may re-roll failed Will Tests to avoid or recover from Pinning. 

 

Opportunist 

Can fire ranged attacks into a melee engagement without penalty. 

 



Paranoid 

A Paranoid character is constantly on guard. They gain +2 to all Initiative rolls but cannot learn the Meditate feat. They 

also have a twitchy disposition. 

 

Pistol-slinger (Ranged 40, Dual-Wielder Ranged) 

Reduces the off-hand penalty to -10 when dual-wielding two Pistol-class weapons. If the character also has the 

Ambidextrous Trait, the penalty is negated completely. 

 

Precision Strike 1/2 (Melee 30/40) 

Called Shot penalty for melee attacks is reduced to -10/-0. 

 

Quick Draw 

A character with Quick Draw can ready Pistol-class, Basic-class, and one-handed melee weapons at 0 AP cost. 

 

Quick Recovery 

For the purpose of determining healing, this character never counts as having a negative HP level. They also heal more 

rapidly, recovering 2 HP per day. 

 

Rampage (Berserk) 

This Feat allows a Berserker to use their powers. 

 

Rapid Reload 

All reloads take half as long, rounding down. 

 

Shielded Mind (Will 40) 

Character gains +20 to Will when defending against Telepathic Psionics Powers or Interrogation. 

 

Sidestep (Agility 40, Dodge Skill) 

A character with Sidestep gains an additional Dodge-only Reaction each round. 

 

Sniper (Ranged 35) 

This Feat allows the character to ignore the penalties for firing at Long or Extreme Range. 

 

Stabilized Stance (Strength 45) 

This character gains the Braced trait. 

 



Stealth Run 

Can use full movement while sneaking. 

 

Talented 

Choose a skill and gain +10 to rolls made with that skill. 

 

Thick Skull (Toughness 40) 

Thick Skull allows a character to ignore Stun effects on a successful Toughness roll. 

 

Thunder Charge 

Thunder Charge increases the Melee bonus during a Charge attack from +10 to +20. 

 

Unarmed Expert (Melee 35 and Agility 35) 

Unarmed Expert makes the user’s unarmed attacks do 1d10 + Strength Factor in damage. Additionally, unarmed attacks 

can now roll a Trigger to stun the target for one round. 

 

Unarmed Master (Melee 45, Agility 45, and Unarmed Expert) 

Unarmed Master improves the user’s unarmed attack further. Unarmed attacks no longer count as Primitive and grant a 

+1 bonus to the Trigger range (19-20). 

 

Undying (Toughness 40) 

This Feat allows a character to halve all damage that causes Injury. 

Example: If a character has four HP left then an 8 damage would normally leave them at Injury level 4. This Feat would 

halve the 4 Injury damage down to 2 Injury damage. 

 

Vitality 

This feat raises a character’s Max HP by one. The feat may be taken thrice. 

 

Weather the Storm (Nerves of Steel) 

This character is immune to Pinning from Pistol- and Basic-class Weapons and gains a +1 bonus to the Armor Value of 

any cover they are using. 

 

Active Feats 

 



Berserk 

This character may go into a blind rage during combat. After spending one full round building rage, the character goes 

into a Berserker state. While in this state, the character gains +10 to Melee, Strength, Toughness, and Will, as well as 

immunity to Fear, Stuns, and the effects of lowered Stamina. They also suffer -20 to Ranged and Intelligence and cannot 

Parry, retreat, run away, or use powers. On this character’s turn, they must move toward and attack the nearest enemy 

in close combat if possible. Obviously, a character won’t do anything suicidal like jumping off a tall building. These 

effects last until the end of combat. 

 

Blade Storm (Melee 45) 

2 AP. Attack in an AOE around the character. -20 to hit and no Trigger. 

 

Counter Attack (Melee 40) 

Upon successfully Parrying an attack, a character with this Feat may immediately make a Basic Attack with the weapon 

used to Parry. This attack has a -20 penalty. 

 

Critical Strike 1/2/3 

Double/Triple/Quadruple Trigger range for Melee attack. -1 Reaction/-1 Reaction/no penalty. -20/-10/-0 to Melee. 

 

Deflect (Agility 50) 

Parry Reactions can be used to parry a thrown weapon or a primitive ranged weapon. 

 

Disarm (Agility 30) 

2 AP. Character can perform an opposed melee roll to make an enemy drop one held weapon. 3+ Degrees of Success 

means the weapon was taken. 

 

Dual Strike (Agility 40, Dual-Wielder Melee) 

A character with Dual Strike may attack with two one-handed melee weapons at the same time for a cost of 2 AP. Only 

one Melee test is made and the usual -20 penalty for the off-hand is ignored. Armor reduces each attack individually, but 

Toughness reduces only the combined damage of the attacks. A successful Dodge Test or Parry Test avoids both blows. 

Only one weapon can roll a Trigger and must be chosen before rolling the Melee Test. 

 

Dual Shot (Agility 40, Dual-Wielder Ranged) 

A character with Dual Shot may fire two one-handed ranged weapons at the same time for a cost of 2 AP. Only one 

Ranged test is made and the usual -20 penalty for the off-hand is ignored. Armor reduces each shot individually, but 

Toughness only reduces the combined damage of the shots. A successful Dodge Test from the target avoids both shots. 

Only one weapon can roll a Trigger and must be chosen before rolling the Ranged Test. 

 



Dual-Wielder Melee (Agility 35, Melee 35) 

A character with Dual-Wielder Melee may use a one-handed melee weapon in each hand. When doing so, they may 

choose to attack with both weapons at the same time for 2 AP with a -20 penalty to Melee. Only one weapon can roll a 

Trigger and must be chosen before rolling the Melee Test. 

A character that wishes to use a melee weapon and a ranged weapon at the same time must possess both Dual-Wielder 

Feats. 

 

Dual-Wielder Ranged (Agility 35, Ranged 35) 

A character with Dual-Wielder Ranged may use a one-handed ranged weapon in each hand. When doing so, they may 

choose to attack with both weapons at the same time for 2 AP with a -20 penalty to Ranged. Only one weapon can roll a 

Trigger and must be chosen before rolling the Ranged Test. 

A character that wishes to use a melee weapon and a ranged weapon at the same time must possess both Dual-Wielder 

Feats. 

 

Furious Assault (Melee 35) 

If the character successfully makes an All Out Attack, they may spend their Reaction to make an additional attack using 

the same bonuses or penalties as the original attack. 

 

Hit and Run (Agility 40, Acrobatics Skill) 

After making a melee attack, a character may attempt an Acrobatics Test. If successful, they make a free half-rate move 

that opponents receive no free attacks on. This Feat may only be used once per Round. 

 

Meditate 

A successful Will Test and 10 minutes without interruption allow the character to regain one level of Stamina and 5 EP. A 

character with Meditate cannot gain the Paranoia feat. 

  



 

Powers 

Powers play a major role in the Bionicle universe. These powers can be elemental in nature, psychic gifts, raw energy, 

and more. 

Powers are divided into groups and a character may have access to entire groups of powers or just individual ones. 

Unlike most other actions which depend on a character’s Attributes to be effective, most powers automatically become 

more effective as a character levels up. To represent this, anytime you see “LVL”, just substitute the current level of you 

character. Anytime a fraction of a character’s level would be used (e.g. ½ LVL), you always round up. 

It is worth noting that, especially in the case of elemental powers, this is not an exhaustive list and players are 

encouraged to use their imagination when it comes to controlling the elements. 

 

Common Powers 

While a lot of powers wielded by individuals follow some sort of theme, there are plenty of beings that are capable of 

unleashing attacks using more generic forms of energy. Common powers each have their own individual Trigger effect. 

 

Energy Blast 

EP Cost 10 

Trigger Range 20-20 

Damage 1d10 + LVL 

Range 50 Bio 

Action Cost 2AP 

 

A sphere of energy builds between the wielder’s hands before being loosed on a foe. If this power Triggers, it gains the 

Blast(2) modifier. 

 

Energy Barrage 

EP Cost 10 

Trigger Range 20-20 

Damage 1d10 + ½ LVL 

Range 100 Bio 

AP Cost 2 

 

A hail of energy beams issue forth in a terrifying barrage of power. This power counts as being a Semi-Auto attack of 

three shots. If this power Triggers, it counts as being a Full Auto attack of six shots instead. 

 

Power Shield 

EP Cost 5 

Trigger Range 20-20 



Damage None 

Range Self 

Action Cost 1 Reaction 

 

Rather than attempt to dodge or parry an incoming attack, the character chooses to throw up a quick barrier of solid 

energy. When attempting to use Power Shield as a Reaction, the character takes a Challenging (+0) Will Test. If 

successful, the attack is negated. If failed, the Power Shield merely reduces the damage taken by an amount equal to ½ 

LVL. If this power Triggers, the shield explodes and deals the same amount of damage it absorbed to any characters 

adjacent to the user. 

 

Elemental Powers 

Elemental Powers are among the most commonly seen powers in the Matoran Universe. These powers manipulate the 

very matter and energy that forms the universe, so a source for manipulation is typically readily available. 

 

Elemental Air 

Elemental Air powers are most often wielded by Toa of Air. These powers are often used to create powerful forces of 

push and pull, to cause impact, or move things around. 

The Trigger effect for elemental air powers launches targets into the air. They are sent flying 1d10 Bio straight up into 

the air and suffer falling damage when they land. If they are launched into a ceiling they also suffer damage from the 

impact. 

 

Air Punch 

EP Cost 5 

Trigger Range 20-20 

Damage 1d10 + ½ LVL 

Range 100 Bio 

AP Cost 1 or 1 Reaction 

Test Required Ranged 

Modifiers None 

 

A quick, focused burst of air strikes an enemy, causing damage on impact. This power can also be used as a reaction to 

deflect physical airborne projectiles. 

 

Concussive Blast 

EP Cost 10 

Trigger Range 17-20 

Damage 1d10 + LVL 

Range Self 

AP Cost 2 

Test Required None 

Modifiers Blast (10) 

 



A strong blast of air knocks back everyone around the caster, giving them room to move. Targets are knocked back a 

number of Bio equal to the Damage they take and knocked Prone. 

 

Gale 

EP Cost 10 

Trigger Range 19-20 

Damage Varies 

Range Self 

AP Cost 2 

Test Required None 

Modifiers Blast(100) 

 

A large rush of air batters the user’s enemies. Any target within the area of effect must pass a Strength Test with a 

penalty equal to 2xLVL. If failed, the targets are sent flying backward 1d10 Bio where they land prone. If a target is 

launched into a solid object, they take fall damage equal to the distance traveled. 

 

Vacuum 

EP Cost 5 

Trigger Range 20-20 

Damage 1d10 

Range 50 Bio 

AP Cost 1 

Test Required Ranged 

Modifiers None 

 

A strong, focused current of air pulls an object or creature closer to the caster. The target must pass a Strength Test with 

a penalty equal to 2 x LVL or get pulled 1d10 Bio toward the caster. 

 

Elemental Earth 

Elemental Earth powers are most often wielded by Toa of Earth. This power involves manipulation of the terrain as well 

as causing tremors and quakes. 

The Trigger effect for elemental earth powers causes enemies to topple over like a house of stone playing tablets. An 

affected target falls prone and takes 1d10 damage. 

 

Crevasse 

EP Cost 10 

Trigger Range 20-20 

Damage 1d10 + ½ LVL 

Range 200 Bio 

AP Cost 2 

Test Required None 

Modifiers None 

 



A split in the earth opens up, reaching out from the caster in a straight line. Anyone standing along its path must pass an 

Agility Test or become entrapped in the crevasse. Once entrapped, a character must pass either an Acrobatics Skill Test 

or Strength Test (their choice) in order to move again. 

 

Dirt Fist 

EP Cost 5 

Trigger Range 19-20 

Damage 1d10 + LVL 

Range 100 Bio 

AP Cost 1 

Test Required Ranged 

Modifiers None 

 

A fist of earth smacks the target, dealing decent damage. 

 

Earthen Claymore 

EP Cost 5 

Trigger Range 19-20 

Damage 1d10 + ½ LVL 

Range 100 Bio 

AP Cost 1 

Test Required Ranged 

Modifiers None 

 

The ground beneath a target erupts, sending them 1d10 Bio up into the air. 

 

Soil Spray 

EP Cost 5 

Trigger Range None 

Damage None 

Range 30 Bio 

AP Cost 1 

Test Required None 

Modifiers Spray 

 

A dusty cloud of soil sprays out in a 45 degree arc. Any creature in the area of gets dirt in their eyes, reducing their 

Melee and Ranged skills by LVL for 1d5 rounds. 

 

Tremor 

EP Cost 10 

Trigger Range 20-20 

Damage None 

Range Self 



AP Cost 2 

Test Required None 

Modifiers Blast(200) 

 

A quake rocks the ground, causing most enemies to lose their footing. The Trigger Range for this power is improved by 

an amount equal to 1/3 LVL. 

 

Elemental Fire 

Elemental Fire powers are most often wielded by Toa of Fire. These powers involve intense heat and flames. 

The Trigger effect for elemental fire powers sets targets aflame. They take 1d10 points of fire damage each round for 5 

rounds. This damage isn’t reduced by armor. If the Trigger occurs from an attack to the head, the affected targets panic. 

The fire can be extinguished early by either spending 2 AP to clap out the flames or by using ice/cold or some form of 

non-flammable liquid, provided they aren’t panicking. Additional Triggers do not stack, but merely refresh the 5 round 

duration. 

 

Flame Wall 

EP Cost 3 for each Bio covered 

Trigger Range 19-20 

Damage 1d10 + ½ LVL 

Range 50 Bio 

AP Cost 2 

Test Required None 

Modifiers None 

 

A wall of flames is created on the ground with the tongues rising 2 Bio into the air. The wall can be as long as desired and 

can form basic patterns. Anyone passing through this wall of flame must make a Difficult (-30) Agility Test or suffer 

damage. This damage always counts as hitting the legs. 

These flames also serve to obscure vision and ranged attacks made against targets on the other side of the wall suffer a -

30 penalty to hit. 

 

Ignite 

EP Cost 5 

Trigger Range 17-20 

Damage 1d5 + ½ LVL 

Range 100 Bio 

AP Cost 1 

Test Required Ranged 

Modifiers None 

 

A low-damage shot with a higher chance to set the target aflame. 

 



Flamethrower 

EP Cost 5 

Trigger Range 19-20 

Damage 1d10 + ½ LVL 

Range 30 Bio 

AP Cost 2 

Test Required None 

Modifiers Spray 

 

A spread of flame fans out and covers an area, torching all those within a 45 degree arc. This power requires no Ranged 

Test to use and ignores most types of cover. 

 

Fire Blast 

EP Cost 10 

Trigger Range 20-20 

Damage 1d10 + LVL 

Range 100 Bio 

AP Cost 1 

Test Required Ranged 

Modifiers None 

 

A burst of fire meant to do greater damage to a single target. 

 

Elemental Gravity 

Elemental Gravity powers are commonly wielded by Toa of Gravity. These powers involve increasing and reducing the 

pull of gravity on various objects. Unlike most other Toa, Toa of Gravity cannot absorb their element to recover EP. 

The Trigger effect for elemental gravity powers throws off a target’s sense of balance. Affected creatures suffer a -20 

penalty to Agility for 3 rounds. 

 

Black Hole 

EP Cost 10 

Trigger Range 20-20 

Damage 1d10 + ½ LVL 

Range 150 Bio 

AP Cost 2 

Test Required Ranged 

Modifiers Blast(10) 

 

A targeted point becomes a nearly inescapable point of incredible gravitational pull. Objects and creatures near the 

origin point are pulled as close to it as possible. 

 



Crush 

EP Cost 10 

Trigger Range 19-20 

Damage 1d10 + LVL 

Range 150 Bio 

AP Cost 1 

Test Required Ranged 

Modifiers None 

 

The pull of gravity is greatly increased on a single target, causing crushing damage. The target must successfully pass a 

Strength Test or fall prone. 

 

Fluctuating Field 

EP Cost 10 

Trigger Range 17-20 

Damage 1d5 + ½ LVL 

Range Self 

AP Cost 2 

Test Required None 

Modifiers Blast(100) 

 

The force of gravity increases and decreases with rapidity, causing enemies in the area to become disoriented. 

 

Hover 

EP Cost 1 Per Round 

Trigger Range None 

Damage None 

Range Self 

AP Cost 1 To Activate 

Test Required None 

Modifiers None 

 

The force of gravity can be lowered on oneself to the degree where they are capable of entering a Hovering state. 

 

Elemental Ice 

Elemental Ice powers are commonly wielded by Toa of Ice. These powers typically manifest as some form of physical 

attack or freezing in a chunk of ice. 

The Trigger effect for elemental ice powers freezes limbs in place. If a target is hit in the leg, they can no longer move. If 

a target is hit in the arm, it cannot be used. If a target is hit in the chest, they suffer 1 point of Stamina loss. If a target is 

hit in the head, they suffer -20 to any test that benefits from vision and begin taking Suffocation damage. This ice must 

be either melted, chipped away at (for 2 AP), or broken on a successful Strength Test. 

 



Blizzard 

EP Cost 7 per Round 

Trigger Range 19-20 

Damage 1d5 + ½ LVL 

Range Self 

AP Cost 2 

Test Required None 

Modifiers Blast(200) 

 

A winter storm is summoned, assaulting all those within with icy wind and snow. Anyone within the area of effect suffers 

-10 to Ranged and Awareness. 

 

Cryo Blast 

EP Cost 5 

Trigger Range 19-20 

Damage 1d10 

Range 100 Bio 

AP Cost 1 

Test Required None 

Modifiers None 

 

A burst of cold energy shocks the enemy and sucks the air from their lungs. They must pass a Toughness Test with a 

penalty equal to 2 x LVL or lose 1 AP during their next turn. 

 

Freezing Shot 

EP Cost 10 

Trigger Range 17-20 

Damage 1d10 + ½ LVL 

Range 150 Bio 

AP Cost 1 

Test Required Ranged 

Modifiers None 

 

A sub-zero burst of energy that coats a target in ice and frost. 

 

Ice-Forged Weapon 

EP Cost 5/10 for One/Two Handed 

Trigger Range None 

Damage None 

Range 30 Bio 

AP Cost 2 

Test Required None/Carving 

Modifiers None 

 



A crude weapon crafted of ice. Any weapon profile can be created and the weapon lasts until it either melts or breaks. 

When creating the weapon, roll 1d20 and add LVL. Unless the result is 21 or higher, the weapon is considered Primitive. 

The Carving Skill can improve this chance. 

 

Ice Lance 

EP Cost 10 

Trigger Range 19-20 

Damage 1d10 + LVL 

Range 150 Bio 

AP Cost 1 

Test Required Ranged 

Modifiers None 

 

A long, pointed lance of ice rockets through the air, striking hard at the enemy. 

 

Ice Wall 

EP Cost 2 per Bio Covered 

Trigger Range None 

Damage None 

Range 50 Bio 

AP Cost 2 

Test Required None 

Modifiers None 

 

A crude structure of ice is created, useful for stopping an advancing swarm or flood as well as providing cover. 

 

Icicle Barrage 

EP Cost 10 

Trigger Range 20-20 

Damage 1d10 + ½ LVL 

Range 100 Bio 

AP Cost 2 

Test Required Ranged 

Modifiers Full Auto(5) 

 

Icicles fly through the air like a storm of daggers, tearing their target to shreds. 

 

Elemental Jungle 

Elemental Jungle powers, also known as “The Green”, are commonly wielded by Toa of The Green. These powers involve 

the manipulation and creation of various forms of plant life. 



The Trigger effect for elemental jungle powers causes the target to suffer from a natural irritant, whether it be a toxic 

plant oil or a cloud of particles. The target’s eyes swell up and burn causing them to automatically fail any Reaction 

attempt until the start of their next turn. 

 

Entangle 

EP Cost 10 

Trigger Range 20-20 

Damage 1d10 + ½ LVL 

Range 50 Bio 

AP Cost 2 

Test Required Ranged 

Modifiers None 

 

Vines sprout from the ground around a target, entangling its legs. If the target attempts to move, they must pass an 

Agility Test with a penalty equal to 2 x LVL or fall prone. On their turn, the target may spend 2AP to remove the vines or 

spend 1 AP to attempt a Strength Test (2 x LVL Penalty) to break the vines. 

 

Ivy Thicket 

EP Cost 5 

Trigger Range 17-20 

Damage None 

Range 100 Bio 

AP Cost 2 

Test Required None 

Modifiers Blast(30) 

 

A large patch of plants form, releasing irritants into the air, burning the eyes of enemies. It lasts for a number of rounds 

equal to ½ LVL. 

 

Thorn Barrage 

EP Cost 10 

Trigger Range 20-20 

Damage 1d10 + ½ LVL 

Range 100 Bio 

AP Cost 2 

Test Required Ranged 

Modifiers Full Auto(5) 

 

Thorns fly fast and furious, stabbing a target several times within a few seconds. This power counts as a full-auto attack. 

 

Vine Whip 

EP Cost 5 

Trigger Range 19-20 



Damage 1d10 + LVL 

Range Short-Medium 

AP Cost 1 

Test Required 10 Bio 

Modifiers None 

 

A long, slender vine snaps out, striking a single enemy. 

 

Elemental Lightning 

Elemental Lightning powers, also known as electricity, are commonly wielded by Toa of Lightning. These powers typically 

consist of lightning bolts or an electric shock. 

The Trigger effect for elemental lightning powers causes the target to spasm violently, resulting in a basic attack on 

themselves. Obviously, this attack cannot be reacted to. 

 

Chain Lightning 

EP Cost 10 

Trigger Range 17-20 

Damage 1d10 

Range 50 Bio 

AP Cost 1 

Test Required Ranged 

Modifiers None 

 

Electricity strikes a target and does damage before jumping to another one nearby. After striking the initial target, the 

bolt continues jumping to additional targets that are 5 Bio away or closer, never striking the same one twice. After the 

initial strike, the bolt can jump to a maximum number of additional targets equal to LVL. 

 

Electric Storm 

EP Cost 10 

Trigger Range 20-20 

Damage 1d10 + ½ LVL 

Range Self 

AP Cost 2 

Test Required None 

Modifiers Blast(150) 

 

Lightning strikes from above, hitting 1d10 random targets in the area of effect. The same target can be hit more than 

once with this attack. 

 

Lightning Bolt 

EP Cost 10 

Trigger Range 19-20 



Damage 1d10 + LVL 

Range 150 Bio 

AP Cost 1 

Test Required Ranged 

Modifiers None 

 

A bolt of electricity that’s let loose with a loud crack and sharp pain. 

 

Paralyze 

EP Cost 5 

Trigger Range 18-20 

Damage 1d10 + ½ LVL 

Range 30 Bio 

AP Cost 2 

Test Required Ranged 

Modifiers None 

 

The target is wreathed in tendrils of electricity, causing them to spasm uncontrollably. They must pass a Will test or be 

stunned for 1 round. 

 

Elemental Plasma 

Elemental Plasma powers are commonly wielded by Toa of Plasma. These powers are typically focused beams of super-

heat capable of welding and cutting. 

The Trigger effect for elemental plasma powers cuts straight through most every known material in the Matoran 

Universe. Any affected object that is hit reduces its Armor Points in that location by 3. If it is a creature that is not 

wearing armor, they take 5 extra damage. 

 

Armor Bane 

EP Cost 10 

Trigger Range 17-20 

Damage 1d10 + LVL 

Range 200 Bio 

AP Cost 1 

Test Required Ranged 

Modifiers None 

 

A stream of super-heated energy strikes a target, tearing through their armor. 

 

Blinding Shot 

EP Cost 5 

Trigger Range 20-20 

Damage 1d10 + LVL 



Range 150 Bio 

AP Cost 1 

Test Required Ranged 

Modifiers None 

 

A searing blast accompanied by a bright light. The target counts as Blind for a number of round equal to 1/3 LVL. 

 

Plasma Hail 

EP Cost 10 

Trigger Range 19-20 

Damage 1d10 + ½ LVL 

Range 150 Bio 

AP Cost 2 

Test Required Ranged 

Modifiers Full-Auto(5) 

 

A rapid-fire barrage of plasma bursts. 

 

Scorcher 

EP Cost 5 

Trigger Range 19-20 

Damage 1d10 + ½ LVL 

Range Melee 

AP Cost Wrestling Move 

Test Required Melee 

Modifiers None 

 

Nothing is surer to make an enemy let go than cooking their arms inside their own armor. When participating in a 

Wrestle, the user may burn their opponent’s arms to make them instantly let go if the user is not controlling the 

Wrestle. If the user is controlling the Wrestle their opponent suffer a -10 to any Wrestle moves on their next turn. 

 

Elemental Shadow 

Elemental Shadow powers are commonly wielded by Makuta or Toa of Shadow. These powers are effective at 

manipulating the terms of engagement in a fight. 

The Trigger effect for elemental shadow powers cause Fear (1) Disturbing. 

 

Dark Blast 

EP Cost 10 

Trigger Range 19-20 

Damage 1d10 + LVL 

Range 150 Bio 

AP Cost 1 



Test Required Ranged 

Modifiers None 

 

A bolt of shadow that chills one’s very soul. 

 

Horrifying Gaze 

EP Cost 5 

Trigger Range 1-20 

Damage None 

Range 30 Bio 

AP Cost 1 

Test Required None 

Modifiers None 

 

The user’s face is disfigured by shadow into a grotesque image. All those nearby who see it find it difficult to steel 

themselves. This power automatically Triggers with the degree of Fear being increased by one level for every 8 LVL. 

 

Shadow Meld 

EP Cost 3 Per Round 

Trigger Range None 

Damage None 

Range Self 

AP Cost 1 to activate 

Test Required None 

Modifiers None 

 

True masters of shadow could hide themselves completely when desired. While Shadow Meld is active the user 

becomes invisible while Sneaking or Concealing themselves in areas of Shadow- or Darkness-level Lighting. 

 

Shadowport 

EP Cost 15 

Trigger Range None 

Damage None 

Range Self 

AP Cost 2 

Test Required None 

Modifiers None 

 

The shadows are capable of carrying its wielders over long distances. When standing in an area of Shadow- or Darkness-

level Lighting, the user may teleport to another such area within a radius equal to 3 x LVL in Bio. 

 

Veil of Shadow 

EP Cost 3 per round 



Trigger Range 20-20 

Damage None 

Range Self 

AP Cost 2 To Activate 

Test Required None 

Modifiers Blast(100) 

 

The immediate area becomes soaked in shadow, stifling any source of light. The Lighting level in the area of effect is 

reduced by one level. 

 

Elemental Sonic 

Elemental Sonic Powers are most commonly wielded by Toa of Sonics. By manipulating sound waves the user can create 

shrouds of silence, ear-shattering blasts, bone-breaking vibrations, and more. 

The Trigger effect for elemental sonic powers disrupts targets’ concentration. An affected target counts as Deaf for 3 

Rounds. 

 

Screech 

EP Cost 5 

Trigger Range None 

Damage None 

Range Self 

AP Cost 1 

Test Required None 

Modifiers Blast(30) 

 

All characters within the radius must pass a Will Test with a penalty equal to LVL or lost 1 AP on their next turn. 

Sonar 

EP Cost 2 per Round 

Trigger Range None 

Damage None 

Range Self 

AP Cost 0 

Test Required None 

Modifiers Blast(3 x LVL) 

 

The user gains the ability to detect the general shape and movements of any exposed, solid objects and creatures 

regardless of Invisibility or Darkness. When making an action against a target in Darkness, Sonar grants a +20 bonus. 

 

Sonic Beam 

EP Cost 10 

Trigger Range 17-20 

Damage 1d10 + LVL 

Range 150 Bio 



AP Cost 1 

Test Required Ranged 

Modifiers None 

 

A focused wave of sound traumatizes a victim’s entire body. 

 

Thunderclap 

EP Cost 5 

Trigger Range 19-20 

Damage 1d10 + ½ LVL 

Range Self 

AP Cost 1 

Test Required None 

Modifiers Blast(30) 

 

The user’s palms clap together, sending out a shockwave in all directions. 

 

Ventriloquism 

EP Cost 3 

Trigger Range None 

Damage None 

Range None 

AP Cost 0 

Test Required None 

Modifiers None 

 

By manipulating sonic waves the user is capable of imitating any sound – provided they’ve heard it before – and make it 

sound like it is coming from a different location. There is a chance that a character might not be fooled and the GM 

should prompt Analysis Tests where appropriate. 

 

Elemental Stone 

Elemental Stone Powers are most commonly wielded by Toa of Stone. These abilities allow for devastating rock attacks 

and formidable structures. 

The Trigger effect for elemental stone powers causes a terrible concussion upon impact. An affected target is counted as 

stunned for 3 rounds. 

 

Boulder crush 

EP Cost 10 

Trigger Range 17-20 

Damage 1d10 + LVL 

Range 100 Bio 

AP Cost 2 



Test Required Ranged 

Modifiers Blast(1) 

 

A colossal chunk of stone is thrown at a target, dealing heavy damage. 

 

Rock Bullets 

EP Cost 10 

Trigger Range 19-20 

Damage 1d10 + ½ LVL 

Range 100 Bio 

AP Cost 2 

Test Required Ranged 

Modifiers Full Auto(5) 

 

Shards of stone are fired in rapid succession. 

 

Stone Construct 

EP Cost 2 per Bio Covered 

Trigger Range None 

Damage None 

Range 30 Bio 

AP Cost 2 

Test Required None 

Modifiers None 

 

A structure of stone that can provide a stalwart defense against incoming attacks or serve as a traversal aid. 

 

Stone-Forged Weapon 

EP Cost 5/10 for One/Two Handed 

Trigger Range None 

Damage None 

Range 10 Bio 

AP Cost 2 

Test Required None/Carving 

Modifiers None 

 

A crude weapon crafted of stone. Any weapon profile can be created and the weapon lasts until it breaks. When 

creating the weapon, roll 1d20 and add LVL. Unless the result is 21 or higher, the weapon is considered Primitive. 

 

Stone Grip 

EP Cost 5 

Trigger Range None 

Damage None 



Range 50 Bio 

AP Cost 2 

Test Required None 

Modifiers None 

 

A stone hand rises from beneath a character, closing around them and holding them immobile. The target must pass an 

Agility test with a penalty equal to 2x LVL or they count as paralyzed from the waist down. If they fail by two or more 

degrees they are also unable to use their arms. This power lasts for three rounds or until the stone is broken. 

 

Elemental Water 

Elemental Water Powers are most commonly wielded by Toa of Water. These powers can be used to clear away terrain 

or provide powerful harassment for foes. 

The Trigger Effect for water can causes enemies to drown, even on dry land. An affected target suffers a level of Stamina 

as they try to cough water out of their lungs. Obviously, targets that can breathe water aren’t affected. 

 

Fire Hose 

EP Cost 10 

Trigger Range 18-20 

Damage 1d10 

Range 50 Bio 

AP Cost 2 

Test Required Ranged 

Modifiers None 

 

A relentless torrent of water, causing damage to a target and pushing them back up to 1/3 LVL in Bio. 

 

Flash Flood 

EP Cost 10 

Trigger Range 18-20 

Damage 1d10 + ½ LVL 

Range 100 Bio 

AP Cost 2 

Test Required None 

Modifiers None 

 

A wave of water up to 10 Bio across rushes forward, dousing everyone hit. Any hit targets that don’t pass a Strength Test 

are knocked Prone. 

 

Geyser 

EP Cost 5 

Trigger Range 19-20 

Damage 1d10 + ½ LVL 



Range 150 Bio 

AP Cost 1 

Test Required Ranged 

Modifiers None 

 

Water erupts beneath a target’s feet, sending them flying 1d10 Bio into the air. 

 

Rip Current 

EP Cost 5 

Trigger Range None 

Damage None 

Range 50 Bio 

AP Cost 1 

Test Required Ranged 

Modifiers None 

 

A forceful wave intended for moving objects and creatures across the terrain. If the target is a living creature, they must 

pass a Strength Test with a penalty equal to 2x LVL or they will be moved up to 1d10 Bio in the direction the user 

chooses. If they succeed, the distance moved is reduced to 1d5 Bio. 

 

Undertow 

EP Cost 5 

Trigger Range None 

Damage None 

Range 100 Bio 

AP Cost 1 

Test Required None 

Modifiers Blast(1) 

 

Water underfoot causes a character to slip. Affected targets must pass an Agility Test with a penalty equal to 2x LVL or 

they fall prone. 

 

Water Globe 

EP Cost 5 

Trigger Range 17-20 

Damage 1d10 + ½ LVL 

Range 200 Bio 

AP Cost 1 

Test Required Ranged 

Modifiers None 

 

A sphere of water forms around an opponent’s head, cutting off their air supply and causing them to choke. 

 



Water whip 

EP Cost 5 

Trigger Range 20-20 

Damage 1d10 + ½ LVL 

Range 150 Bio 

AP Cost 1 

Test Required Ranged 

Modifiers None 

 

A thin stream of water snaps out, causing an incredible stinging sensation. 

 

Psionic Powers 

Psionic powers lend a variety of uses to those races and beings that can use them. In the majority of cases, the cost for 

using a psionic power is temporarily reduced Will. However, in the case of the Toa, Skakdi, or Rahkshi, these powers 

draw from EP. 

 

General Use Psionics 

While there are many ways to flex one’s psionic muscles, there are a couple broader themes that deserve special 

attention, due to their many applications. Specifically, Telepathy and Telekinesis. 

Some denizens of the Matoran Universe have innate abilities or special training to completely guard themselves from 

psionic powers. These beings are completely unaffected by powers that pertain to the mind, but can still be affected by 

physical manifestations of Psionics, such as telekinetic abilities. 

 

Telepathy 

Through Telepathy one can send and receive communications from another being. Such messages can be in the form of 

words, mental pictures, or emotions. Basic telepathy with a being whose mind is open to communication with the 

telepath is a free action and uses a negligible amount of willpower. A telepath does not need to see a person to 

communicate with them directly, but may become difficult when the recipient’s location is unknown and/or a significant 

distance away. Any Will costs and Will tests required are left to the GM’s discretion. 

Sending a message to an unwilling recipient, however, is another matter. It is far more difficult to instill a message in a 

mind that is throwing up barriers. To successfully send a message, the telepathy must win an opposed Will test (+20 

bonus), with additional degrees of success forcing more of the message through. Note that this is different from mind-

reading which attempts to extract information, rather than implant it. 

 

Telekinesis 

Telekinesis represents the ability to move objects and exert force with one’s mind. As with Telepathy, most mundane 

tasks require no great exertion on the part of the telekinetic. Typically this is manifested by moving and making use of 

hand-held tools and objects such as small packs, basic weapons, or some small artifacts. When attempting to move 

something of considerable weight, the same rules for Moving with Heavy Objects apply as they normally would with one 

exception. Anytime you would normally consult a character’s Strength or Toughness Factor, substitute that character’s 

Will Factor. Note that this means a combined Strength and Toughness Factor would instead be Will Factor doubled. 



As a character using telekinesis is not expressly limited by number of limbs, they are capable of wielding more objects 

than they have limbs. However, due to the split concentration of the telekinetic, additional objects inflict a penalty to 

wield. Telekinetically-wielded items suffer a -10 penalty for every object being wielded – whether physically or 

telekinetically held – after the first item. For example, two hand-held weapons and two TK-held weapons results in a -0/-

20/-30/-30 for main hand/off-hand/TK/TK. Two TK-held items alone would result in a -10/-10. 

 

Individual Abilities 

Specific Psionic abilities not covered under the rules for Telepathy or Telekinesis above are covered here. 

 

Hallucination 

Cost: 10 Will/EP 

On a successful Will test, the psionic creates an illusion that fools all the senses of one individual plus one for each 

Degree of Success. Two or more degrees of failure will reveal to the target that the hallucination is a deliberate 

falsehood.  

Mental Blast 

Cost: 3 Will & 1 AP 

The psionic performs a Mental Blast that wracks the mind of an opponent. A single chosen target must pass a Will roll 

with a -10 penalty. If the roll is failed, the target suffers -5 to melee, ranged, agility, and will for 2 rounds. This penalty is 

increased by 1 for each additional degree of failure. Mental Blast cannot stack with itself more than 3 times. 

Mind Control 

Cost: 3 Will/EP & 1AP per round 

The psionic takes control of a sentient being. While active, the user can control the actions of any sentient being within 

sight if they successfully pass an opposed Will roll with a +20 bonus to the wielder’s Will. The user cannot command the 

target to perform actions that are explicitly against their morals. 

Mind Detect 

Cost: 5 Will/EP 

The psionic attempts to detect lifeforms hidden in the nearby area. A successful Will test reveals one unknown mind 

within a 100 Bio radius (provided there are any to find). One additional mind is detected for each degree of success. 

Mind Reading 

Cost: 10 Will/EP & 2 AP 

The psionic attempts to extract information from the mind of another being. If the user passes an opposed Will test, 

they learn information according to the number of degrees of success  

Nightmare 

Cost: 5 Will/EP 

The psionic induces harrowing nightmares in the mind of a sleeping being. Two or more degrees of Failure will awaken 

the victim from sleep. Degrees of success will increase the intensity of the nightmare. If three or more degrees of 

success are achieved, the victim must pass a Will test or fall into unconsciousness for 1d10 hours. 



Psi-Draw 

When readying one-handed melee, pistol, or basic class weapons, the wielder can instead choose to bring the weapon(s) 

to bear telekinetically. A successful Will Test allows the wielder to ignore the 1 AP cost for readying a weapon. Each 

additional weapon after the first incurs a -10 penalty to the Will test. 

White Noise 

Cost: 3 Will/EP per round 

The telepath sends an endless stream of psionic noise into the mind of a target. While active, they suffer a -10 to all 

Attributes except Strength and Toughness. 

 

Rahkshi Powers 

Each Rahkshi has access to a specific power. The Makuta that create them have access to all of them. 

 

Accuracy 

EP Cost 10 

Trigger Range None 

Damage None 

Range Self 

AP Cost 1 

 

Gain 1d5+LVL to Melee and Ranged for one round. 

 

Adaptation 

EP Cost 10 

Trigger Range None 

Damage None 

Range Self 

AP Cost 1 

 

Gain 1d5+LVL bonus to any one Attribute. 

 

Anger 

EP Cost 10 

Trigger Range None 

Damage None 

Range 100 Bio 

AP Cost 1 

 

Target must pass a Will test with a penalty equal to LVL or make a basic attack their nearest ally. 

 



Chain lightning 

EP Cost 10 

Trigger Range 17-20 

Damage 1d10 

Range 50 Bio 

AP Cost 1 

 

Electricity strikes a target and does damage before jumping to another one nearby. After striking the initial target, the 

bolt continues jumping to additional targets that are 5 Bio away or closer, never striking the same one twice. After the 

initial strike, the bolt can jump to a maximum number of additional targets equal to LVL. Uses Elemental Lightning 

Trigger effect. 

 

Chameleon 

EP Cost 10 

Trigger Range None 

Damage None 

Range Self 

AP Cost 1 

 

Gain 1d5+LVL bonus to Concealment when hiding self. 

 

Confusion 

EP Cost 10 

Trigger Range None 

Damage None 

Range 50 Bio Radius 

AP Cost 1 

 

All enemies in target area suffer a penalty equal to 1d5+LVL to Awareness and Intelligence. 

 

Cyclone 

EP Cost 10 

Trigger Range 19-20 

Damage 1d10+LVL 

Range 100 Bio 

AP Cost 0 

 

Summons a cyclone that deals damage to anyone within range each round. Lasts for 1d5 rounds. Uses Elemental Air 

Trigger effect. 

 

Darkness 

EP Cost 5 per round 



Trigger Range 20-20 

Damage None 

Range 100 Bio Radius 

AP Cost 0 

 

The immediate area becomes soaked in shadow, stifling any source of light. The Lighting level in the area of effect is 

reduced by one level. Uses Elemental Shadow Trigger effect. 

 

Density Control 

EP Cost 5 Per Round 

Trigger Range None 

Damage None 

Range Self 

AP Cost 1 

 

Gain 1d5+LVL Toughness or gain Incorporeal Trait. 

 

Disintegration 

EP Cost 10 

Trigger Range None 

Damage None 

Range Melee 

AP Cost 2 

 

Physical contact causes object to lose 1d5+1/3 LVL in armor points. 

 

Dodge 

EP Cost None 

Trigger Range None 

Damage None 

Range Self 

AP Cost 1 Reaction 

 

Gains extra Dodge Reaction and has a +2xLVL bonus when Dodging 

 

Elasticity 

EP Cost 10 

Trigger Range None 

Damage None 

Range Self 

AP Cost 1 

 



Gain +2xLVL bonus to Agility or the Climbing Skill for 1d5 rounds, +LVL to Toughness for 1d5 rounds, or make a basic 

Melee attack from 3 Bio away. 

 

Electricity 

EP Cost 10 

Trigger Range 20-20 

Damage 1d10 + ½ LVL 

Range 50 Bio 

AP Cost 1 

 

The target is wreathed in tendrils of electricity, causing them to spasm uncontrollably. They must pass a Will test or be 

stunned for 1 round. Uses Elemental Lightning Trigger effect. 

 

Fear 

EP Cost 10 

Trigger Range None 

Damage None 

Range 100 Bio 

AP Cost 1 

 

Causes Fear in a single target, with a penalty equal to 2xLVL. 

 

Fire Resistance 

EP Cost 10 

Trigger Range None 

Damage None 

Range Self 

AP Cost 1 

 

Ignore 2xLVL% Fire Damage for 1d10 rounds. 

 

Gravity 

EP Cost 10 

Trigger Range 20-20 

Damage 1d10 + ½ LVL 

Range 100 Bio 

AP Cost 2 

 

Alter the Weight Factor of an object by ½ LVL for 1d10 rounds, deal 1d10 + ½ LVL Gravity Damage, or cause object to 

float a number of Bio equal to or less than LVL up into the air. 

 



Heat Vision 

EP Cost 10 

Trigger Range 20-20 

Damage 1d10 + ½ LVL 

Range 150 Bio 

AP Cost 2 

 

Twin jets of heat eject from the character’s eyes, dealing 2d10 damage + LVL. This power requires a successful Ranged 

Test to use and costs 1AP. This power also has Affinity (Fire). 

 

Hunger 

EP Cost 10 

Trigger Range None 

Damage None 

Range Melee 

AP Cost 2 

 

Steal LVL Strength from target for 1d5+5 rounds and steal LVL EP. 

 

Ice Resistance 

EP Cost 10 

Trigger Range None 

Damage None 

Range Self 

AP Cost 1 

 

Ignore 2xLVL% Cold Damage for 1d10 rounds. 

 

Illusion 

EP Cost Varies/Round 

Trigger Range None 

Damage None 

Range 50 Bio 

AP Cost 2 

 

Cast a convincing illusion for an amount of EP per round depending on the complexity of the illusion; GM’s discretion. 

 

Insect Control 

EP Cost 10 

Trigger Range None 

Damage None 

Range 100 Bio 

AP Cost 2 



 

Control a nearby insect for ½ LVL rounds. 

 

Laser Vision 

EP Cost 10 

Trigger Range 20-20 

Damage 1d10 + ½ LVL 

Range 200 Bio 

AP Cost 2 

 

Two thin beams of pure energy erupt from the character’s eyes and deal 2d10+LVL damage to a single target. This 

power requires a successful Ranged Test to use and costs 1AP. 

 

Limited Invulnerability 

EP Cost 10 

Trigger Range None 

Damage None 

Range Self 

AP Cost 1 

 

Gain 2xLVL to Toughness for 1d5+5 rounds. 

 

Magnetism 

EP Cost 10 

Trigger Range -- 

Damage -- 

Range 100 Bio Radius 

AP Cost 2 

 

Cause two metal objects up to 2xLVL apart from each other to magnetize toward each other, dealing fall damage equal 

to the combined distance traveled. 

 

Mind Reading 

EP Cost 10 

Trigger Range None 

Damage None 

Range -- 

AP Cost 2 

 

Has the Mind Reading Psionic power. 

 



Molecular Disruption 

EP Cost 10 

Trigger Range None 

Damage None 

Range Melee 

AP Cost 2 

 

Target loses 1/3 LVL in Armor Points or increases tunneling speed by ½ LVL. This Rahkshi automatically the Tunneler 

Trait. 

 

Plant Control 

EP Cost 10 

Trigger Range None 

Damage None 

Range 50 Bio 

AP Cost 2 

 

Nearby plants surround a target, entangling it, leaving them immobilized. On their turn, the target may spend 2AP to 

remove half the vines or spend 1 AP to attempt a Strength Test (2 x LVL Penalty) to break the vines. 

 

Plasma 

EP Cost 10 

Trigger Range 17-20 

Damage 1d10+LVL 

Range 50 Bio 

AP Cost 1 

 

A stream of super-heated energy strikes a target, tearing through their armor. Uses Elemental Plasma Trigger effect. 

 

Poison 

EP Cost 10 

Trigger Range None 

Damage 1d10 + ½ LVL 

Range Melee 

AP Cost 1 

 

Poison that deals damage and inflicts 1 Stamina damage every hour until healed. 

 

Power Scream 

EP Cost 10 

Trigger Range 19-20 

Damage 1d10 + LVL 



Range 30 Bio Spray 

AP Cost 2 

 

Affected targets must pass a Will test with a penalty equal to LVL or fall unconscious for 1d10 rounds. 

 

Quick Healing 

EP Cost 10 

Trigger Range None 

Damage None 

Range 10 Bio 

AP Cost 2 

 

Heal self or target up to LVL in HP. 

 

Rahi Control 

EP Cost 10 

Trigger Range None 

Damage None 

Range 100 Bio 

AP Cost 2 

 

Control a nearby non-insect Rahi for ½ LVL rounds. 

 

Shapeshifting 

EP Cost 10 

Trigger Range None 

Damage None 

Range Self 

AP Cost 2 

 

Shapeshift/stretch self into another shape. 

 

Shattering 

EP Cost 10 

Trigger Range None 

Damage -- 

Range Melee, Blast(1) 

AP Cost 2 

 

Deal 1d10+LVL in damage to a single target and half as much to surrounding entities. 

 



Silence 

EP Cost 5 Per Round 

Trigger Range None 

Damage None 

Range -- 

AP Cost 0 

 

All beings within a radius equal to LVL count as being deaf. 

 

Sleep 

EP Cost 10 

Trigger Range None 

Damage None 

Range -- 

AP Cost 2 

 

Targets within a radius equal to LVL must pass a Will test or fall unconscious for 1d10 rounds. 

 

Slow 

EP Cost 5 Per Round 

Trigger Range None 

Damage None 

Range -- 

AP Cost 0 

 

Targets within a radius equal to LVL halve their AP. 

 

Sonics 

EP Cost 10 

Trigger Range 17-20 

Damage 1d10+LVL 

Range 100 Bio 

AP Cost 1 

 

A focused wave of sound traumatizes a victim’s entire body. 

 

 

Stasis Field 

EP Cost 10 

Trigger Range None 

Damage None 

Range Sightline 



AP Cost 2 

 

Target must pass an Awareness test with a penalty equal to LVL or become entrapped in a stasis field for 2d10 rounds. 

Only works on targets that are facing and within sight of the user. 

 

Teleportation 

EP Cost 10 

Trigger Range None 

Damage None 

Range Self 

AP Cost 2 

 

Can teleport to any location within a radius of 3xLVL. 

 

Vacuum 

EP Cost 10 

Trigger Range None 

Damage 1d10 

Range 50 Bio 

AP Cost 1 

 

A strong, focused current of air pulls an object or creature closer to the caster. The target must pass a Strength Test with 

a penalty equal to 2 x LVL or get pulled/pushed 1d10 Bio toward/away from the caster. 

 

Weather Control 

EP Cost 10 

Trigger Range None 

Damage None 

Range -- 

AP Cost 2 

 

Can change the weather within a radius for 2d10 rounds. 

 

 

Vision Powers 

Some characters, Skakdi in particular, have special vision powers they can use. These powers are weaker than other 

powers and do not Trigger or benefit from higher levels. However, they cost no EP – or AP in many cases – to use. All 

vision powers have a range of 100 Bio. 

 



Heat Vision 

Twin jets of heat eject from the character’s eyes, dealing 1d10 damage. This power requires a successful Ranged Test to 

use and costs 1AP. This power also has Affinity (Fire). 

 

Impact Vision 

A burst of concussive force hits a target, dealing 1d10 damage and sending them flying backwards 1d10 Bio where they 

fall prone. This power requires a successful Ranged Test to use and Costs 1AP. 

 

Laser Vision 

Two thin beams of pure energy erupt from the character’s eyes and deal 2d10 damage to a single target. This power 

requires a successful Ranged Test to use and costs 1AP. 

 

Spellbinder Vision 

Spellbinder Vision disorients a foe to the point where they have trouble keeping their balance. A single target of 

Spellbinder suffers a -10 penalty to Agility. This effect lasts until line of sight is broken or the user chooses to end it. 

 

Telescopic Vision 

The character’s eyes are able to hone in on objects far away. A character with Telescopic Vision gains a +30 bonus to 

Tests that benefit from seeing things from a significant distance and negates the penalties for shooting at a target at 

Long Range. 

 

Thermal/Infrared Vision 

Thermal/Infrared Vision allows a character to see heat and energy patterns, potentially revealing objects that are 

hidden, so long as their temperature or energy wavelength differs considerably from the environment. 

 

X-ray Vision 

Similar to the Kanohi Akaku, this power allows the character to see through walls. 

  



Gear 

If you want to get anywhere in the universe, you should at least have two rocks to bang together. This section is where 

you’ll find all manner of tools and weapons both crude and arcane. 

 

Kanohi 

The Kanohi Masks of power are a staple of the Bionicle universe and can grant great powers to those who wield them. 

There are three varieties of Kanohi: Great, Noble, and Powerless. Great Masks, forged from the most powerful of 

Kanoka, are powerful artifacts. Noble Masks still grant abilities, but are weaker in nature. Finally Powerless Kanohi have 

no innate magic, though Matoran still rely on them to maintain their health. 

Except where noted otherwise, all Kanohi work on a Mask Charge system. These masks can be used a number of times 

each day equal to the user’s Will Factor. Additionally, the strength and/or duration of a Kanohi is usually determined or 

augmented by the user’s Will Factor. Great Kanohi will use the full amount of these values while Noble Kanohi are 

halved. These differences will be denoted in Great/Noble form. 

The gear cost listed for a Kanohi refers to the Great-level of that Mask. Noble masks are half-cost. 

Every Toa must start out with at least one (1) Great or Noble Mask of Power. 

 

Kanohi List 

Name Gear Cost Ability 

Akaku (Mask of Vision) 30 Grants user X-Ray vision 

Arthron (Mask of Sonar) 25 User is granted sonar capabilities 

Avsa (Mask of Hunger) 35 Drains energy, light, or positive emotions from a target 

Calix (Mask of Fate) 30 User performs at peak capacity 

Crast (Mask of Repulsion) 30 Violently repels creatures and objects 

Elda (Mask of Detection) 20 Can see hidden beings and detect the Ignika 

Faxon (Mask of Kindred) 30 User can mimic Rahi abilities sharing the environment 

Felnas (Mask of Disruption) 30 Causes a being’s innate powers to go haywire 

Garai (Mask of Gravity) 50 Grants the user limited gravity powers 

Hau (Mask of Shielding) 40 Shields from damage 

Huna (Mask of Invisibility) 40 User cannot be seen with naked eyes 

Iden (Mask of Spirit) 30 Allows the user to project their spirit from their body 

Jutlin (Mask of Corruption) 30 Causes decomposition of inorganic matter 

Kadin (Mask of Flight) 45 Grants the user the power of flight 

Kakama (Mask of Speed) 50 Grants user great speed 

Kaukau (Mask of Water-Breathing) 15 User can breathe water 

Kiril (Mask of Regeneration) 25 User can regenerate non-organic matter 

Komau (Mask of Mind-Control) 40 Can control minds and create mental blasts 

Kualsi (Mask of Quick-Travel) 50 User can teleport to any point within sight 

Mahiki (Mask of Illusion) 35 User can shapeshift and cast illusions 

Mask of Adaptation 35 Automatically adapts the user’s form to suit the environment 

Mask of Biomechanics 30 Allows the user to mentally interface with machinery. 

Mask of Charisma 15 User becomes incredibly charismatic 

Mask of Clairvoyance 20 User becomes clairvoyant 

Mask of Elemental Energy 10 Restores energy to the user 



Mask of Emulation 40 Allows user to mimic another’s single power 

Mask of Growth 50 User can increase in size 

Mask of Healing 35 Grants the power to heal others 

Mask of Intangibility 50 Allows user to lower their density 

Mask of Psychometry 15 Gives user random history of an object 

Mask of Rahi Control 40 Grants control of Rahi, but less effective with insects 

Mask of Rebounding 15 Returns thrown objects to the user 

Mask of Scavenging 30 User absorbs power from fresh corpses 

Mask of Sensory Aptitude 35 Grants the user enhanced senses 

Matatu (Mask of Telekinesis) 50 Grants the user telekinetic powers 

Miru (Mask of Levitation) 40 User can glide on air and levitate 

Mohtrek (Mask of Time Duplication) - User can call upon past selves for aid 

Pakari (Mask of Strength) 50 Grants user great strength 

Pehuki (Mask of Shrinking) 30 Allows the user to shrink 

Rau (Mask of Translation) 15 User can translate text and dialogue 

Rode (Mask of Truth) 25 User sees through any deception, illusion, disguise, or lie 

Ruru (Mask of Night-Vision) 20 Can see in the dark and through earthen walls 

Sanok (Mask of Accuracy) 40 User is incredibly accurate with ranged attacks 

Shelek (Mask of Silence) 25 Renders a Target Deaf and Mute 

Suletu (Mask of Telepathy) 30 Grants the user telepathic powers 

Tryna (Mask of Reanimation) 45 Reanimate corpses 

Volitak (Mask of Stealth) 40 User becomes silent and semi-transparent 

Zatth (Mask of Summoning) 30 Summons a random uncontrollable Rahi from nearby 

 

Kanohi Descriptions 

Adaptation 

The Mask of Adaptation constantly monitors the user’s surroundings. When it detects a need for change, this Kanohi will 

automatically alter the user’s physical form to better suit the environment. If the mask is not being worn for whatever 

reason, the user is stuck in their current form until the mask is worn again. The Great version of this mask provides more 

effective adaptations than a Noble version. 

This Kanohi is always active. 

 

Akaku 

The Kanohi Akaku is the Mask of X-Ray Vision. While active, the user gains clear vision through any objects. Traditionally, 

the Akaku also has a telescopic lens that the user can employ freely. 

Each use of this mask last for a number of rounds double/equal to the character’s Will Factor. 

 

Arthron 

The Kanohi Arthron is the Mask of Sonar. The Arthron grants the user the ability to detect the general shape and 

movements of any exposed, solid objects and creatures regardless of Invisibility or Darkness. When making an action 

against a target in Darkness, the Arthron grants a +20/+10 bonus. 

This Kanohi is always active. 

 



Avsa 

The Kanohi Avsa is the Mask of Hunger. It is used to drain the light, energy, or emotions of a target. 

The user can drain 1d10/1d5 points of Light or Energy from another being or they can drain the target’s positive 

emotions, temporarily lowering their Charisma by 1d10/1d5 and making them increasingly irritable. This power requires 

2 AP to use. 

The Kanohi Avsa is considered to be an immoral mask and isn’t normally worn by Toa. 

 

Biomechanics 

The Mask of Biomechanics is a Kanohi that allows its user to mentally interface with machinery and control or influence 

them, depending on range and complexity of the technology. It also gives the user a passive +5/+2 bonus to their 

Strength. 

The user cannot control the mechanical parts of other beings without their consent, but can slow them down. While 

focusing on a specific (bio)mechanical target, the user can spend 1 AP per round to reduce a target’s Movement Speed 

by half/one-fourth and all tests they make which require physical movement suffer a -20/-10 penalty. 

 

Calix 

The Kanohi Calix is the Mask of Fate. It grants the user the ability to perform at peak physical condition for a limited 

time. 

Before the user performs any movement-based Skill Test, they can activate the Calix. While active, the user may perform 

two/one extra rolls and keep the best result. A Mask Charge is not refunded if no re-roll is taken. 

 

Charisma 

The Mask of Charisma is used to influence others to more readily agree with the user. 

The Mask of Charisma freely grants the user a +20/+10 bonus to all Charisma rolls. 

This Kanohi is always active. 

 

Clairvoyance 

The Mask of Clairvoyance grants the user visions of the future with varying amounts of detail. The user cannot control 

when or what visions they receive and are given at the GM’s discretion. Each vision costs the user one Mask Charge and 

1 Stamina. The user also counts as being stunned for one round. The Noble version of this mask is even vaguer in the 

vision’s details. 

 

Crast 

The Kanohi Crast is the Mask of Repulsion and will cast a single object away from the user with considerable strength. 

For a cost of 1AP the user can repel a single target, sending them flying away from the user 2d10/1d5 Bio where they 

land Prone. If the target collides with an object, they take Fall Damage equal to the distance rolled. 

The Crast can also grant the user the ability to repel the ground itself, floating just above it. The user can gain the 

Hoverer Trait. This ability requires no Mask Charge. 



The Kanohi Crast is considered to be an immoral mask and isn’t normally worn by Toa. 

 

Elda 

The Kanohi Elda is the Mask of Detection. The Elda grants the user the ability to see invisible beings, including Iden-

users, and detect the Kanohi Ignika’s presence. The Elda also grants the user a +15/+5 bonus to Sensing and Searching 

against Concealed or Sneaking characters. 

This Kanohi is always active. 

 

Elemental Energy 

This rare Kanohi has no innate powers in and off itself, but works as a sort of single-use battery. Using this mask will 

restore all/half of the user’s Elemental Energy, after which it becomes useless. 

 

Emulation 

The Mask of Emulation grants the user the ability to copy another being’s power for later use. Copying the power will 

also cost several AP, depending on the complexity of the power. The user must see the power in use in order to copy it. 

Once copied, the ability can be triggered as a temporary mask power with the Mask Charge/AP cost depending on the 

power copied. The user can only have one power copied at a time and will require a power to be copied again if 

replaced, though the duration required to emulate the power will be lowered. The Mask of Emulation cannot copy the 

powers of Rahi, weapons, or other Kanohi. 

The Noble version of this mask will emulate less effective versions of the copied power. 

 

Faxon 

The Kanohi Faxon is the Mask of Kindred. 

While active, the user can mimic an ability or power of a Rahi that is native to the user’s current general/specific 

environment. 

 

Felnas 

The Kanohi Felnas is the Mask of Disruption. For a cost 2 AP the user can cause any one natural active power of another 

being to go out of control. The user must be within physical contact with the target for the Felnas to take effect. A Great 

Felnas is more effective than a Noble Felnas. 

The Kanohi Felnas is considered to be an immoral mask and isn’t normally worn by Toa. Wearing one would likely affect 

the way others perceive the user. 

 

Garai 

The Kanohi Garai is the Mask of Gravity. Being an elemental mask, the user gains access to all Elemental Gravity Powers. 

A Noble Garai would have much weaker gravity powers. 

 



Growth 

The Mask of Growth grants the user the power to increase in size up to Titanic Stature (14 Bio tall). Each increase in 

Stature costs 1 AP to perform. For every 3 increase in Stature, the character gains a level of Great Strength. This power 

lasts for a number of rounds triple/equal to the user’s Will Factor. 

 

Hau 

The Kanohi Hau is the Mask of Shielding. 

While active, all damage taken by the user is reduced by double/equal to the user’s Will Factor. The user cannot attack, 

parry, or move while the Hau is activated. 

 

Huna 

The Kanohi Huna is the Mask of Invisibility. 

While active, the user is invisible and gains a +30 bonus to Concealment (for himself/herself only) and Sneaking, but will 

still cast a shadow. The duration of this power is a number of rounds triple/equal to the user’s Will Factor. 

 

Iden 

The Kanohi Iden is the Mask of Spirit. 

While active, the user’s spirit can abandon its body. The spirit is invisible and mute to anyone who is not wearing a 

Kanohi Elda or Kanohi Rode and has the Incorporeal trait. The spirit can fly at a rate of 15 Bio per round. While the Iden 

is active, the user’s body falls limp and counts as incapacitated. 

The user’s spirit can possess and take control of other spiritless creatures or self-powered robots. While possessing, the 

user’s Will, Intelligence, Elemental Energy, and Charisma are carried over at no penalty while Melee, Ranged, and 

Awareness are carried over at a penalty of -10/-20 owing to the user’s lack of familiarity with the new body. Strength 

and Toughness are tied to body being used and do not carry over. If the new body is capable of channeling elemental 

powers they may still be used. Possessing or abandoning a body costs 1 AP. 

 

Intangibility 

The Mask of Intangibility allows the user to pass through solid objects and physical attacks unharmed. The user can alter 

their density up to and including becoming entirely Incorporeal. Lasts for a number of rounds triple/equal to the user’s 

Will Factor. 

 

Jutlin 

The Kanohi Jutlin is the Mask of Corruption. The Jutlin grants the user to ability to cause inorganic objects to decompose 

or rust. The user can cause objects to lose 3/1 point(s) of Armor Value for a cost of 1 AP. 

The Kanohi Jutlin is considered to be an immoral mask and isn’t normally worn by Toa. 

 

Kadin 

The Kanohi Kadin is the Mask of Flight. While active, the user gains the Flyer (10/5) trait. 



 

Kakama 

The Kanohi Kakama is the Mask of Speed. 

While active, the user gains 2/1 AP and triples/doubles their Movement Rate. 

 

Kaukau 

The Kanohi Kaukau is the mask of Water-Breathing. 

While this mask is active, the user will not suffer the effects of drowning. Duration lasts for a number of rounds 

triple/equal to the user’s Will Factor. 

 

Kiril 

The Kanohi Kiril is the Mask of Regeneration. The Kiril can be activated to repair non-organic objects at a cost of 1 AP for 

every 3/1 Armor Value repaired. 

 

Komau 

The Kanohi Komau is the mask of Mind Control. The wearer may use the Mind Control and Mental Blast Psionic powers. 

The Noble Komau has less effective versions of these powers. 

 

Kualsi 

The Kanohi Kualsi is the Mask of Teleportation. The Kualsi has a cost of 1/2 AP to use. When activated the user can 

instantly teleport to anywhere in sight bringing objects, but not other beings, with them. While they can also teleport to 

locations seen via telepathy, it is incredibly risky and dangerous. 

 

Healing 

The Mask of Healing is used to rapidly heal the wounds of others. 

When used, the Mask of Healing will restore 1d10/1d5 HP to a single target, so long as they have not sustained Injury. If 

used during combat or some other stressful situation, the healed amount is halved. 

The Mask of Healing also gains bonuses according to the user’s training in the Medical Skill: 

 Basic: The user adds their Will Factor to the die roll, increasing the amount healed. 

 +10: The user can heal an Inured target, though the Injury and its effects remain. The user can also choose to 

remove an ailment instead of restoring HP. 

 +20: Instead of restoring HP, the user can take a Medical Skill Test. If successful, a single Injury and its effects are 

removed. 

This mask’s power does not work on beings that aren’t native to the Matoran Universe. 

 



Incomprehension 

The Mask of Incomprehension is a Kanohi that allows the user to scramble both spoken and written languages for 10/5 

minutes. This mask can be countered by the Kanohi Rau and cannot affect hand signals. 

The Mask of Incomprehension is considered to be an immoral mask and isn’t normally worn by Toa. 

 

Mahiki 

The Kanohi Mahiki is the Mask of Illusion. The Mahiki can grant the user the ability to shape-shift into forms of similar 

mass and imitate voices. These abilities are not shared by the Noble Mahiki. 

Alternatively, the user can cast illusions with the size, complexity, and number of them depending on the user’s Will 

Factor (GM’s discretion). 

 

Matatu 

The Kanohi Matatu is the Mask of Telekinesis. The user gains access to all telekinetically-based Psionic powers. The 

Noble Matatu is less effective. 

 

Miru 

The Kanohi Miru is the Mask of Levitation. While active, the user gains the Levitation Trait. 

 

Mohtrek 

The Kanohi Mohtrek is the Mask of Time Duplication. This mask allows the user to pull multiple past instances of 

themselves to the future to assist. The duplicates are returned to the exact same moment in the past they were pulled 

from with no memory, but all physical effects experienced in tact (e.g. wounds or scars). 

The Kanohi Mohtrek is considered to be an immoral mask and isn’t normally worn by Toa. Wearing one would likely 

affect the way others perceive the user. 

Due to the nature of this mask, using in an actual game would be nigh impossible. It is only included here for reference’s 

sake. 

 

Pakari 

The Kanohi Pakari is the Mask of Strength. While active, the user gains 3/1 levels of Great Strength. 

 

Psychometry 

The Mask of Psychometry grants the user the ability to see an object’s past. At a cost of 2 AP, the user can learn the 

history of an object they are in physical contact with. They have no control over how much information they actually 

receive (this is left to the GM’s discretion, taking Great/Noble status into account). This power does not work on more 

than one object at a time nor does it work on living beings. 

 

Pehuki 

The Kanohi Pehuki is the Mask of Diminishment. 



While active, the user can shrink down in size to no less than 6 inches in height. Strength and power are not affected by 

size and remain constant. Duration is a number of rounds triple/equal to the user’s Will Factor. 

 

Rahi Control 

The Mask of Rahi Control grants the user the ability to command Rahi to do the user’s bidding. 

This mask grants the user the ability to control any Rahi whose Intelligence is less than 40/30. Giving a Rahi a command 

costs 1 AP. Otherwise, the Rahi acts on instinct, though not against the controller and their allies. 

If the target Rahi is an insect, the user can only control them for 1d5 rounds after which the Rahi cannot be controlled 

again for 1 hour. Each additional attempt doubles the waiting period. 

 

Rau 

The Kanohi Rau is the Mask of Translation. The user can read and speak any language and can communicate with 

creatures that possess an Intelligence of 30 or higher. The Noble Rau only lets the user understand writing, runes, and 

symbols. 

This Kanohi is always active. 

 

Rebounding 

The Mask of Rebounding is a Kanohi that allows its user to telekinetically cause non-exploding or non-fragmenting 

projectiles to come back to them after the object has been thrown at and hit a target. 

Upon throwing, the user makes a Challenging (+0)/Very Hard (-30) Will Test. Success results in the user catching the 

object. Failure means the object went too far, fell short, or somewhere off to the side. Using Scatter according to 

Degrees of Failure can be used to determine where the object landed. 

 

Rode 

The Kanohi Rode is the Mask of Truth. The Rode freely allows the user to see through any deception, disguise, illusion, or 

lie. This includes Iden spirits and invisible creatures or objects. 

This Kanohi is always active. 

 

Ruru 

The Kanohi Ruru is the Mask of Night-Vision. The Ruru grants the user immunity against any form of Darkness. 

The Great Ruru can also emit a bright light. A wide beam of light is cast wherever the mask is facing, removing darkness 

from that area. This beam of light can also cause Blindness for 1d5 rounds when focused on a target. An active Great 

Ruru also grants the user limited X-Ray vision, allowing them to see through earth and stone. 

The immunity to Darkness requires no Mask Charge to use. 

 

Sanok 

The Kanohi Sanok is the Mask of Accuracy. The Sanok grants the user a +30/+15 bonus to Ranged and increases the 

Trigger range by 1/0 for all Ranged attacks. 



 

Scavenging 

The Mask of Scavenging grants the user the ability to draw upon the lingering life energy of recently deceased beings. 

The user increases their Toughness, Strength, and Will by 3/1 for each being that recently died in the vicinity. These 

bonuses last for one hour. 

The Mask of Scavenging is considered to be an immoral mask and isn’t normally worn by Toa. 

 

Sensory Aptitude 

The Mask of Sensory Aptitude is a Kanohi that gives its user the power to enhance all of their senses to a high degree. 

When performing any test, the user may activate this Kanohi to grant them a +30/+15 bonus to Awareness and a +20/+5 

bonus to Agility. 

 

Shelek 

The Kanohi Shelek is the Mask of Silence. The Shelek can render a single target Deaf and Mute for as long as the user 

concentrates. 

 

Suletu 

The Kanohi Suletu is the Mask of Telepathy. It grants the user access to all telepathic Psionic powers. The Noble Suletu 

has less effective telepathic powers. 

 

Tryna 

The Kanohi Tryna is the Mask of Reanimation. The Tryna grants the user the ability to temporarily reanimate corpses to 

do the user’s bidding for a cost of 1 AP/round. The max number of controlled bodies is 10/5. 

The Kanohi Tryna is considered to be an immoral mask and isn’t normally worn by Toa. 

 

Volitak 

The Kanohi Volitak is the Mask of Stealth. 

While active, the user becomes nearly invisible and gains the Mute trait, though a shadow is still cast. The user gains a 

++30/+15 bonus to Stalking and Concealment when concealing self (bonuses do not apply versus characters using a 

Kanohi Arthron, Kanohi Elda, or a Kanohi Rode). The mute effect has a radius of 1 Bio around the user, granting the 

Mute trait to anything within the radius. 

 

Zatth 

The Kanohi Zatth is the Mask of Summoning. 

The user can summon one or more Rahi from the general vicinity to the user’s location. The user has no control on what, 

how many, or for how long any Rahi are summoned nor can they control the actions of said Rahi. The Rahi must also be 

able to survive in the user’s environment. 

  



Weapons/Tools 

Weapons come in many varieties, each having its own advantages, disadvantages, and situational uses. 

Some weapons also have special modifiers. These are special qualities or abilities that affect the way a weapon 

functions. 

Affinity (X) 

This weapon deals damage with an elemental affinity, making it stronger against some and weaker against others. The 

element is denoted within the parentheses. 

Blast (X) 

This weapon explodes on impact, causing damage in an area. Anything within the radius denoted within the parentheses 

also takes damage. Determine damage for each affected object separately. When used against a Swarm, this weapon 

counts as having made hits equal to the blast radius. 

Partial Reload 

This weapon’s ammunition is loaded individually, meaning a full reload isn’t required before it is capable of firing again. 

It can be reloaded half-way for half the AP cost of a full reload. 

Primitive 

Primitive weapons are cruder in build or design, making them less effective. Unless the target’s armor is also Primitive, 

its Armor Points count as double when determining damage. 

Recharge (X) 

This weapon uses energy that requires time to build up to effective levels. After firing, this weapon must spend the 

following number of rounds indicated in the parentheses building up a charge before being used again. 

Scatter 

This weapon fires ammunition that spreads out as it travels, making it more effective at shorter ranges. When fired at 

Point-Blank, every two Success Points gained grants an additional hit against that target. When fired at Long or Extreme 

Range, the target’s Armor Points count as double. 

Spray 

Spray weapons, like flamethrowers, do not roll to hit and cannot be fired at a range other than indicated. They hit all 

targets within a 30 degree arc. All hit targets must pass an Agility Test or take damage. 

Special Ammo 

This weapon uses one or more types of unique ammunition with its own profile and rules. 

Titan-Killer 

This weapon ignores one level of Great Toughness. 

 

Melee Weapons 

Melee weapons are useful for all races. Beings with elemental powers can even use their tools to channel their abilities if 

they so desire. Several tools can also provide a bonus for certain skills and actions. 

By default, one-handed weapons do 1d10 + Strength Factor in damage while two-handed weapons deal 2d10 + Strength 

Factor in damage but cannot parry. Alternatively, the double-ended variation of two-handed weapons may still Parry, 

but suffer a -20 penalty to Melee when used due to how unwieldy they are. 



Some weapon attacks have a chance to proc a Trigger effect. While rolling to wound with one of these weapons, also roll 

1d20. If the roll lands within the bonus range -- a roll of 20 by default -- the Trigger effect takes place. 

All Melee weapons may have a Rhotuka Launcher attachment added to them. 

 

Weapon Class Gear Cost One or Two-handed Bonuses 

None (Unarmed) 0 N/A Stun Trigger 

Buckler 10 One Knockback Trigger 

Shield 15 One Knockback Trigger 

Sword 10/15 One/Two Damage Trigger 

Axe 10/15 One/Two Disable Trigger 

Hook 10 One Climbing, Wrestling 

Claw 10 One Extra Roll Trigger, Duel/Dual Negated 

Arm Blade 10 One Disarm Immune, Agility Trigger 

Foot Hammers 10 One Kick bonus, Melee bonus, No Parry 

Chain 10 One Reach, Wrap Trigger 

Spear 15 Two Throwing bonus, Armor Pierce Trigger 

Hammer 10/15 One/Two Stun Trigger 

Scythe 10/15 One/Two Swarm bonus, Cleave Trigger 

Staff 15 Two Increased Parry 

 

Melee Descriptions 

None (Unarmed) 

Whether out of choice or necessity, there are times when a fist to the face or a boot up the rear is the best way to go. 

Any character can make unarmed attacks, be they using hand, foot, elbow, knee, head, etc. Unarmed attacks only do 

1d5 + Strength Factor in damage. Unarmed attacks are considered Primitive. 

Unarmed attacks can be improved with the Unarmed Expert and Unarmed Master Feats which increase damage and add 

a Stun Trigger. 

 

Arm Blade 

Arm blades come in one-handed varieties. 

Arm blades leave the user’s hands free to use at all time and cannot be disarmed/stolen. Additionally, when rolling a 

Trigger with an arm blade attack, the attack gains bonus damage equal to the user’s Agility Factor. 

 

Axe 

Axes come in one-handed and two-handed varieties. 

When rolling a Trigger with an axe attack, the target is given a debuff for one round depending on where the attack 

landed. 

 Head: Blind 

 Body: -5 Toughness 

 Arm: -5 to Melee with that arm 

 Leg: -5 to Agility 



 

Buckler 

Though typically regarded as armor, one shouldn’t underestimate the offensive power of a buckler. When using a 

buckler the character can perform a bash attack for 1d5+Strength Factor Damage. Bucklers have a Knockback Trigger 

that will knock an opponent back a distance equal to half the user’s Strength Factor. Additionally, bucklers grant a +5 

bonus to Parry attempts, but suffer -10 to Melee when bashing. Finally, bucklers grant a +2 bonus to the Armor Value 

covering the character’s Body and the Arm it is being worn on. 

 

Chain 

Chains come in one-handed varieties. 

Unlike other melee weapons, chains have some reach when swung allowing them to affect targets up to 2 Bio away 

from the user. 

When rolling a Trigger with a chain attack, the user may follow up with an action depending on where the attack landed. 

 Head/Body: Opposed Strength roll to pull the target into melee range and make a free unarmed attack or an 

attack with the other arm. This bonus attack cannot roll a Trigger. Failure by 2 or more degrees grants the target 

this action. 

 Arm: Opposed Strength roll to disarm the target’s weapon from the respective hand. If no weapon is held in this 

hand, same as Head/Body. 

 Leg: Opposed Strength roll to make the target fall Prone. Failure has no effect. 

 

Claw 

Claws come in one-handed varieties. 

Claws suffer no penalty for dual-wielding, thereby receiving no benefit from Feats or Traits that improve dual-wielding. 

Additionally, when attacking with a claw, the user rolls an additional 1d10 to wound and discards the lowest result. 

 

Foot Hammer 

Foot Hammers are special attachments to the user’s existing foot(wear) and aren’t held. As such, they can’t be disarmed 

and can’t parry. Foot hammers always come in pairs. 

Foot Hammers grant the user a +10 bonus to Ranged for the purpose of kicked (thrown) objects. When used in Unarmed 

melee they don’t have a Trigger, but offer a consistent +5 damage bonus. 

 

Hammer 

Hammers come in one-handed and two-handed varieties. 

When rolling a Trigger with a hammer attack, the target is stunned for one round. 

 

Hook 

Hooks come in one-handed varieties. 



While hooks do not have Triggers, they do grant the user a +5 bonus to Climbing and Wrestling. This effect stacks when 

dual-wielding. 

 

Scythe 

Scythes come in one-handed and two-handed varieties. 

Against a swarm, scythes gain a bonus +10 Melee and +1d10 hits. In normal combat, rolling a Trigger makes a scythe 

attack hit all enemies adjacent to the user. 

 

Shield 

Though typically regarded as armor, one shouldn’t underestimate the offensive power of a shield. When using a shield 

the character can perform a bash attack for 1d10+Strength Factor Damage. Shields have a Knockback Trigger that will 

knock an opponent back a distance equal to the user’s Strength Factor. Additionally, shields grant a +15 bonus to Parry 

attempts, but suffer -20 to Melee when bashing. Finally, shields grant a +4 bonus to the Armor Value covering the 

character’s Body and the Arm it is being worn on. Finally, Guarded Attacks only cost 1 AP when using a shield. 

 

Spear 

Spears come in two-handed varieties. 

Spears suffer no penalties when used as thrown weapons. Also, when rolling a Trigger with a spear attack, the attack 

ignores the target’s armor. 

 

Staff 

Staves come in two-handed varieties. 

While using a staff, the user can still Parry and with a +10 bonus. 

 

Sword 

Swords come in one-handed and two-handed varieties. 

When rolling a Trigger with a sword attack, the user adds 1d10 to the attack’s damage. 

 

Exotic Melee Weapons 

The denizens of the Island Xia made many strange weapons with special powers, though always for a hefty cost. Exotic 

Melee Weapons still follow all the rules for their base type, including damage and Trigger Effects. However, these 

weapons cannot have any attachments added. 

Name Gear Cost Weapon Class Modifiers 

Devastator 50 Spear Recharge (5), Titan-Killer 

Electro Chute Blade 50 Two-handed Sword Affinity (Lightning) 

Twilight Blade 50 One-handed Sword  

Vortixx Rhotuka Battle Axe 75 Two-handed Axe Affinity (Fire) 

  



Devastator 

The Devastator is a lance nearly 7 Bio long that was originally intended for killing Tahtorak. After driving the lance into a 

foe, a button on the grip set off an explosive charge on the tip, causing severe internal damage. 

The Devastator is incredibly large and unwieldy, incurring a -40 penalty to Melee and requiring a Strength Attribute of 60 

or higher. After successfully dealing damage with the weapon, the wielder can choose to trigger the bomb-tip causing an 

additional 2d10 damage that ignores Armor. While recharging, the weapon can continue to be used, though explosive 

tip won’t function. 

 

Electro Chute Blade 

The Electro Chute Blade is a sword made of electrified Liquid Protodermis contained in a force field similar to that of 

Chute field technology. The nature of the blade allows it to have its density adjusted by adjusting a couple knobs on the 

hilt, allowing it to pass through objects and deliver an electric shock. 

Before attacking, the wielder can choose to use the sword in either High- or Low-Density mode. In High-Density mode, 

the weapon functions as a normal sword. In Low-Density mode, the weapon instead deals Lightning damage without the 

Strength Factor bonus, uses the Elemental Lightning Trigger instead of the Sword Trigger, and cannot be Parried. 

 

Twilight Blade 

The Twilight Blade is a Xian-manufactured sword with a special blade that can bend and redirect light in the hands of a 

skilled swordsman. 

If the wielder’s Melee Attribute is 55 or higher, the blade grants special bonuses. Used in Bright-level Lighting, 

successfully hit targets become Blind for 1d5 rounds. In Shadow- or Darkness-level Lighting, parrying an attack from a 

Twilight Blade is Hard (-30). 

 

Vortixx Rhotuka Battle Axe 

The Vortixx Rhotuka Battle Axe is a large axe with built-in Rhotuka Spinners, heating elements, fan blades, and weight-

adjustment technology. 

The fans on the blade add extra offensive power, granting a +1 bonus to the Trigger range. Before attacking, the wielder 

can choose to heat the blade and use the Elemental Fire Trigger instead of the normal Axe Trigger. Finally this weapon’s 

levitation technology makes it easier to wield, granting a +10 bonus to Melee. 

 

  



Ranged Weapons 

The Matoran Universe if filled with exotic weapons capable of attacking from a distance. Unlike melee weapons which 

rely on the user’s strength to do significant damage, ranged weapons offer a level playing field for all who use them. 

Each weapon also has an effective range it is fired at. Attempting a shot at a target at other distances can affect the 

likelihood to hit. 

Extreme Range: Targets that are further away than three times the weapon’s range are Very Hard (-30) to hit. 

Long Range: Targets that are further away than double the weapon’s range are Difficult (-10) to hit. 

Short Range: Targets that are closer than half the weapon’s range are Ordinary (+10) to hit. 

Point-Blank: Targets that are 2 Bio away or closer are Easy (+30) to hit. If Short Range would be 2 Bio or closer, Point-

Blank is one Bio less than Short Range. Point-Blank range is not applicable when engaged in melee combat. 

 

This following is a list of several statistics you will find for all ranged weapons. 

 

Class 

The class of weapon determines the manner in which it is used. 

 Thrown weapons typically deal damage through impact, adding the wielder’s Strength Factor to the base 

damage. This does not apply to explosives or grenade-like weapons. The effective range for thrown weapons is 

equal to three times the thrower’s Strength Factor. 

 Pistol weapons are held in one handed and can be dual-wielded with other ranged and melee weapons if the 

hands are available. They can also be used in melee combat to make a standard attack but still roll on the 

Ranged attribute. They do not gain the benefits of Point-Blank range unless the weapon as the Scatter modifier. 

Even then, it only affects the number of hits and doesn’t provide a Ranged bonus. 

 Basic weapons typically require two hands but can be held in a single hand with a -20 penalty to hit. One level of 

Great Strength reduces this penalty to -10 while 2 or more levels of Great Strength negate it completely. 

 Heavy weapons always require two hands and must be braced in some way, be it with some kind of bipod or 

tripod, hefted onto a shoulder, rested on a wall, etc. If not braced, the wielder suffers a -30 penalty to Ranged 

and cannot use the weapon on semi- or full-auto. 

 Mounted weapons cannot be fired unless they are mounted on a weapons platform or vehicle. 

Range 

The effective range for this weapon. 

Damage 

The amount of damage this weapon does. 

Rate of Fire (ROF) 

The number of shots this weapon fires for Single Fire/Semi-Auto/Full-Auto attacks. 

Capacity (Cap) 

The amount of ammunition available to fire before needing to reload. 

Reload 

The number of AP that must be spent to fully reload a weapon. Note that reloading is the only 2 AP Action that can be 

started one round and finished the next. 



Armor Penetration (Pen) 

The number of armor points this weapon ignores when determining damage inflicted. 

 

Weapon Gear 
Cost 

Class Range Damage ROF Cap Reload Pen Modifiers 

Cordak Blaster 20 Basic 50 Bio 2d10 1/3/6 6 2 AP 2 Blast (1), Partial 
Reload 

Eccentric Rock 3 Thrown SFx3 - - - - - Blast (1) 

Firework 
Revolver 

10 Pistol 50 Bio 1d10 1/3/- 6 2 AP 2 Affinity (Fire) 

Hagah Plasma 
Cannon 

30 Heavy/Mounted 150 
Bio 

2d10 1/-/- 15 10 AP 10 Affinity (Fire), Blast 
(1), Recharge (1) 

Kanoka Disc Varies Thrown 50 Bio - 1/-/- - - 0 Special Ammo 

Kanoka 
Launcher 

10 Basic 100 
Bio 

1d10 1/-/- 1 1 AP 0 Special Ammo 

Lightstone 
Rifle 

30 Basic 200 
Bio 

1d10 1/-/- 5 2 AP 6 Affinity (Light), 
Recharge (5), 
Titan-Killer 

Madu Cabolo 5 Thrown SFx3 2d10 - - - 4 Blast (5) 

Midak 
Skyblaster 

25 Basic 100 
Bio 

2d10 1/-/- 4 2 AP 6 Affinity (Light) 

Rhotuka 
Spinner 

10 - 50 Bio - 1/-/- 1 - - Recharge (2), Special 
Ammo 

Thornax 
Launcher 

10 Pistol 30 Bio 1d10 1/-/- 1 1 AP 4  

Zamor 
Launcher 

10 Pistol 50 Bio - 1/-/- 4 2 AP - Special Ammo 

 

Ranged Weapons Descriptions 

Cordak Blaster 

Cordak Blasters are effectively the offspring of a rotary cannon and a rocket launcher. Six rockets are held in a rotating 

barrel that is capable of rapidly firing explosive shells. Since each shell is individually loaded into chambers, this weapon 

can be reloaded fully or partially as desired. 

Attachments available: Bayonet, Laser Pointer, Psionic Aim-Assist 

 

Eccentric Rock 

Eccentric Rocks are special hollow stones filled with a Protodermic adhesive. Upon impact, they spray their contents in 

an area, completely immobilizing anyone caught in the area of effect. Affected targets are Helpless for 1d10 rounds. 

 

Firework Revolver 

True to its namesake, the Firework Revolver is a small weapon that fires off very colorful, very painful, burning shots. 

Attachments available: Arm/Shoulder Mount, Bayonet, Laser pointer, Psionic Aim-Assist, Thermal Sight 

 



Hagah Plasma Cannon 

The Hagah Plasma Cannon is a large weapon that fires powerful bursts of plasma. The size of this weapon means that it 

can be hefted onto the shoulder of your average Toa-sized creature. When used by smaller creatures such as Matoran, 

its class counts as Mounted, with the weapon having its own built-in weapon platform. Activating and deactivating the 

weapon platform counts as a 2 AP Action. 

A special laser sight on the cannon is used to increase accuracy, but since this sight is functionally dependent on a light 

source, it is less accurate at night or in anything other than full brightness. This manifests as a -20 penalty to hit. 

Attachments available: Levitation Disc Platform 

 

Kanoka Disc 

Kanoka Discs, while more commonly used in conjunction with a Kanoka Launcher, can be thrown by hand. While 

Bamboo varieties with no special attributes exist and are used, most Kanoka Discs are forged from Protodermis and have 

special powers. See the Kanoka section for more details. 

 

Kanoka Launcher 

The Kanoka Launcher is not a weapon in and of itself. Instead, it is an apparatus used for launching Kanoka Discs. A 

Kanoka Launcher offers an advantage over thrown Kanoka by increasing the effective range and adding a +10 bonus to 

Ranged, effectively negating the -10 penalty. When fired with a single hand, this results in a net -10 to Ranged when 

using a Kanoka Launcher. 

Attachments available: Arm/Shoulder Mount, Laser Pointer, Thermal Sight 

 

Madu Cabolo 

Before a Madu fruit is fully ripened, they are referred to as Madu Cabolo. In this state the fruit are highly volatile and 

explode upon impact. After exploding, they release a foul gas known for being an effective Kane-Ra repellent. This gas 

persists in the affected area for 1d10 rounds inflicting a -10 penalty to Will to anyone who remains in the area. 

 

Midak Skyblaster 

The Midak Skyblaster is rifle-like weapon that collects light energy from the environment and then fires it in 

concentrated blast. As such, the rifle always has an available ammunition source whenever there’s light, but overuse of 

Midak Skyblasters in an area can drain the light leaving only shadow and darkness. 

Attachments available: Arm/Shoulder Mount, Bayonet, Laser Pointer, Thermal Sight 

 

Lightstone Rifle 

The Lightstone Rifle is a sniping weapon that shatters Lightstones and fires the released energy into a tight, powerful 

beam. Targets struck by this weapon count as Blind for 1d10 rounds, regardless of damage taken. The barrel of the 

weapon is structured in such a way that it can be used to Parry incoming melee attacks, though such Parries are 

considered Hard (-20). This weapon automatically includes the Laser Pointer weapon attachment. 

 



Rhotuka Spinner 

Rhotuka Spinners are a unique weapon that is rarely seen as an isolated device. More often, they are found embedded 

into weapons, armor, or even as a natural part of the wielder’s body. Rhotuka Spinners can be controlled mentally by 

the being who fired it, granting a +20 bonus to Ranged. Though made of pure energy, a launched spinner takes on a 

physical form. Not only does this mean that incoming Rhotuka can be batted away, but with the appropriate tools a 

launched spinner can be latched on to and used for a limited form of flight for average-sized beings and smaller. Finally, 

the power of a Rhotuka Spinner is always the same for the same being, regardless of the launcher being used, and will 

reflect the wielder’s morals, ethics, and affinities. The exception is that Rahi of a common species typically all share the 

same power. See the Rhotuka section for more details. 

 

Thornax Launcher 

The Thornax Launcher is a device used to fire the rock-hard, spiky Thornax fruit at a target. If a Thornax has over-

ripened, it becomes volatile and has a chance to explode. When firing a Thornax Launcher, if the ones place of the 

Ranged Test roll is a 1, that attack rolls an extra 1d10 damage and gains the Blast (2) modifier. 

 

Zamor Launcher 

Similar to the Kanoka Launcher, the Zamor Launcher fires specialized ammunition known as Zamor or Zamor Spheres. 

These hollow spheres are made from a special, clear crystal that can become temporarily intangible. As such, Zamor can 

be filled with a gas, liquid, or energy. When fired at a target, the Zamor phases through, leaving its contents inside the 

target to take effect. For more details, see the Zamor section. 

Attachments available: Arm/Shoulder Mount, Laser Pointer, Thermal Sight 

 

Weapon Attachments 

Attachment Gear Cost Effect 

Bayonet 5 Melee attachment for ranged weapons 

Laser Pointer 5 Increases accuracy for single-fire 

Levitation Disc Platform 5 Stabilizes Heavy Weapons 

Mount 10 Reduced Range, Hands Free 

Psionic Aim-Assist 5 Increases effectiveness of burst-fire weapons 

Rhotuka Launcher 10 User can launch Rhotuka spinners 

Thermal Sight 5 Negates penalties for shooting in the dark 

 

Bayonet 

A small blade that can be added to the end of a ranged weapon, allowing for crude melee attacks without switching 

weapons. Bayonets do 1d10 + Strength Factor Damage, but can only be used for a Standard Attack. 

 

Laser Pointer 

A pin-point laser beam to assist the character when firing a weapon. This attachment grants the wielder a +10 bonus 

when making single-shot attacks. Note that Laser Pointer counts as a Sight and a weapon may never have more than one 

sight. 

 



Levitation Disc Platform 

A levitation Kanoka is fitted into the weapon, negating the need to set-up the weapon. A character using a Heavy 

Weapon with this attachment doesn’t need to brace the weapon to use it at full effectiveness. 

 

Mount 

This device allows a weapon to be mounted on the user’s arm or shoulder so that it is always at the ready. This leaves 

the character’s hands free, but will reduce the weapon’s range 30%. This attachment can also be used to mount the 

weapon on a vehicle at no range penalty. 

 

Psionic Aim-Assist 

The weapon is fitted with telepathic augments that helps ammunition home in on targets when fired rapidly. Grants a 

+10 bonus to Ranged when firing a weapon on Semi-Automatic or Full Automatic Burst. Note that Psionic Aim-Assist 

counts as a Sight and a weapon may never have more than one sight. 

 

Rhotuka Launcher 

A Rhotuka Launcher is mounted onto the weapon, allowing the user to channel their power through the weapon and 

launch a Rhotuka Spinner. See the Rhotuka section for more details. 

 

Silencer 

Using technology based on the Volitak, this attachment all but completely makes a weapon soundless. Sensing tests to 

hear this weapon suffer a -20 penalty and can only be performed at half the normal distance. 

 

Thermal Sight 

Thermal Sights allow the wielder to see heat patterns through the sights, negating penalties incurred by low-level 

lighting. Naturally, this doesn’t work well against targets whose heat matches that if their environment. Note that 

Thermal Sight counts as a Sight and a weapon may never have more than one sight. 

 

Kanoka Discs 

Kanoka Discs are either thrown freehand or shot from disc-launchers. If thrown, Kanoka Discs are Difficult (-10) to hit 

with. They can also be forged into Kanohi. 

There are several different types and makes of Kanoka, each with its own powers and abilities. All discs are marked with 

a three-digit code representing the disc’s manufacturing location/ability, power type, and a power level of 1-8 

respectively. A Kanoka’s power will only trigger when hitting the intended target. Outside of the Freeze and Weaken (for 

living targets) powers, Kanoka effects are permanent unless countered by a Kanoka of the opposite type with equal 

power level (i.e. enlarge/shrink & weaken/regenerate). 

Due to their nature, Kanoka travel slower than most other projectile weapons. Any Kanoka fired beyond Short Range will 

not reach its target until the start of the user’s next turn. 

While a Kanoka is in-flight, it can be deflected by thrown objects, ranged weapons-fire, or even other Kanoka. A 

deflected Kanoka will fall to the floor 1d10 Bio away in the opposite direction the deflection came from. For the purpose 



of determining starting point, an in-flight Kanoka is always assumed to be half-way between the original firing position 

and the intended target. 

The Gear Point cost of a Kanoka Disc is equal to its power level (1-8). 

 

Metru Origin/Ability 

Manufacturing Location/Code Ability 

1: Ta-Metru Knocks away intervening objects 

2: Onu-Metru Returns to user if deflected 

3: Po-Metru Homes in on other Kanoka 

4: Ko-Metru Dodges obstacles 

5: Le-Metru Flies Further 

6: Ga-Metru Guided by user’s mind 

 

Ta-Metru 

Ta-Metru Kanoka stay their course, knocking away anything that would stop it. Any intervening object that isn’t securely 

fastened in place is knocked away from the disc, but doesn’t suffer the effects of the disc’s power. 

Onu-Metru 

Onu-Metru Kanoka, if diverted from their course, will return to the character that launched it. 

Po-Metru 

Po-Metru Kanoka excel at countering other Kanoka-users. Po-Metru Kanoka can home-in on other in-flight Kanoka to 

deflect them away, regardless of their abilities. 

Ko-Metru 

Ko-Metru Kanoka will dodge obstacles mid-flight in order to reach a target. All attempts to deflect these Kanoka will fail, 

outside of Po-Metru Kanoka. 

Le-Metru 

Le-Metru Kanoka stay air-borne for much longer adding 50 Bio to the ordinary effective range. 

Ga-Metru 

Ga-Metru Kanoka can be guided by the mind of whomever launched it. The user gains a bonus +10 Ranged when 

launching a Ga-Metru Kanoka and may choose to switch targets mid-flight. 

 

Powers 

Power Description 

1: Reconstitute at random Scrambles the target’s molecules 

2: Freeze Covers the target in ice 

3: Weaken Reduce the strength of a creature or object 

4: Remove Poison Cures the target of toxins 

5: Enlarge Cause target to grow in size 

6: Shrink Cause target to reduce in size 

7: Regenerate Repair a target object 

8: Teleport Teleport target to a random location 

 



Reconstitute at Random 

Rearranges target into a new shape. Due to the volatile nature of this power, the results are left completely to the GM’s 

discretion. 

Freeze 

Target is covered in a layer of ice with an armor point level equal to the disks power level. The target is counted as being 

frozen for one round per power level. 

Weaken 

The target is weakened physically. The target’s Strength and Toughness is reduced by 5 for every power level or, if an 

object, its Armor Value is reduced by 1 for every power level. 

Remove Poison 

The target has poison and its effects reduced from their system according to the power level of the disk. 

Enlarge 

The target grows in Stature one level for each power level of the disk. 

Shrink 

The target reduces in Stature one level for each power level of the disk. 

Regenerate 

The target object regains Armor Value equal to the disk’s power level. 

Teleport 

The target is instantly relocated to a random location in three dimensions. The distance away from the target’s starting 

point is 15 Bio for every power level. 

 

Rhotuka 

Rhotuka are spinning wheels of energy that have an effect directly tied to the nature of the being that cast it, regardless 

of the launcher – natural or artificial. Because of this, there could be any number of effects Rhotuka could have. A list of 

most known effects and their wielders is listed for reference’s sake. 

Like Kanoka, Rhotuka travel slower than most other projectile weapons. Any Kanoka fired beyond Short Range will not 

reach its target until the start of the user’s next turn. 

 

Wielder Power Description 

Ancient Dis-coordinate -30 penalty to Melee, Ranged, and Agility 

Bomonga Ambush Silent attack, Target is stunned for 1d5 rounds 

Colony Drone Visorak feed Visorak regain 1d10 Energy 

Conjurer Absorb Power Grants the user the last-used power of a target for 1d10 rounds 

Firedracax Thermal Absorb Absorb nearby thermal energy and redirect it for 2d10 Fire Damage 

Gaaki (Rahaga) Float Forces a submerged target to float to the surface 

Gatherer Mind Scramble -30 penalty to Intelligence and Awareness for 1d10 rounds 

Guardian Fire/Earth 1d10 Fire Damage and 1d10 Earth Damage 

Ice Vermin Quake -10 Agility to everyone in the area OR 1d10 damage to a single target 

Iruni (Rahaga) Tangle Target cannot move 

Iruni (Toa) Heal Heals 1d5 Damage, but only once per wound 



Kualas Retrieve Latches onto medium-sized air-borne objects and creatures and brings 
them back 

Matau Hordika Air 2d10 Air Damage 

Nokama Hordika Water 2d10 Water Damage 

Norik (Rahaga) Snare Target is Helpless for 1d5 rounds 

Norik (Toa) Slow Target has half AP for 1d5 rounds 

Nuju Hordika Ice 2d10 Ice Damage 

Onewa Hordika Stone 2d10 Stone Damage 

Pouks (Rahaga) Bolo Target falls prone 

Protocairn Short-Circuit Target falls prone 

Savage Paralysis Target is Stunned for 1d5 rounds 

Sea Spider Stasis Target is put in Stasis for 1d5 rounds 

Sentrakh Intangibility Target gains the Incorporeal Trait for 1d5 rounds 

Spinner Vertigo -30 to Agility and falls prone if move is attempted for 1d5 rounds. 

The Shadowed One Insanity Target becomes Pinned 

Vakama Hordika Fire 2d10 Fire Damage 

Vengeance Slice Temporarily becomes solid, dealing 2d10 Damage 

Venom Flyer Grounding Target cannot fly by any means for 1d10 rounds 

Visorak Paralysis Target is Stunned for 1d5 rounds 

Whenua Hordika Earth 2d10 Earth Damage 

 

 

Zamor 

Zamor are hollow, spherical crystals that can be filled with a gas, liquid, or energy. Upon colliding with an object, they 

become temporarily intangible and pass through the object, leaving their contents behind as they do so. Though the 

actual applications are vast, some possibilities could include poisons, medicines, energized Protodermis, elemental 

energy, and Antidermis. 

The Gear Cost for Zamor Spheres is 2 for empty Zamor and 5 for Zamor that are already filled. 

  



Vehicles 

Classes 

Vehicles come in one of four classes: Ground, Walker, Skimmer, and Flyer. 

 

Ground 

Ground vehicles move along on wheels and/or treads. Relatively fast, relatively cheap, but in most cases don’t handle 

difficult terrain very well. 

 

Walker 

Walkers are a type of ground vehicle that moves about on two or more legs. This makes them slower than other land 

vehicles, but they are much more capable of handling rough terrain and steep slopes. 

 

Skimmer 

Simmers are those vehicles that are fitted with levitation Kanoka so that they float a short distance above the ground. 

This allows them to combine the speed of a Ground vehicle with the capabilities of a Walker. 

 

Flyers 

Flyers are those vehicles that can take to the sky and move very fast. Unless these vehicles have been fitted with some 

form of hovering technology, they must maintain at least Tactical Speed to prevent a drastic loss of altitude. 

 

Characteristics 

 

Speed 

There are two movement speeds for vehicles: Tactical and Cruising. 

Tactical Speed covers situations where the driver’s full attention and skill is required. This can be navigating a difficult or 

limited area or providing armored support during combat. 

Cruising Speed is the rate at which the vehicle moves during more casual situations like travelling from point to point or 

during some form of high-speed chase or air-borne dogfight. 

 

Armor 

Armor on a vehicle differs very little from the armor a character wears. It serves to protect the occupants and inner 

workings of the vehicle from damage. Most vehicles have different Armor Values for different surfaces. In many cases, 

the front will be reinforced to protect the pilot and augment ramming capabilities while the back will often be a weak 

spot in the armor. 

 



HP 

Vehicles are just as vulnerable to being destroyed as the pilots. Similarly to character, once a vehicle’s drops into the 

negative numbers, it begins to suffer from Malfunctions. 

 

Weapons 

Some vehicles are fitted with weapons, both ranged and melee. These can include mounted weapons controlled by the 

pilot or gun placements controlled by the crew. By their nature, these weapons have a limited firing arc, typically 90 

degrees. 

 

Capacity 

The number of occupants a vehicle requires or can fit depends much on the vehicle. Many are personal vehicles that will 

fit one and only one driver. Other larger vehicles may require a pilot, engineer, gunners, navigator, and other crew 

members to operate efficiently. Space for cargo is also limited. Players are encouraged to use common sense when 

determining how much a vehicle can hold, though the GM has the final say. 

 

Maneuverability 

Some vehicles are inherently easier to control than others. A vehicle’s Maneuverability will provide either a bonus or 

penalty to the operator’s Driving or Piloting Skill when make those Skill Tests. 

 

Driving and Flying 

A character must have training in either the Driving or Piloting Skill to use vehicles with a few small exceptions. A Mahi-

pulled cart isn’t exactly rocket science after all. 

For casual situations, as long as the operator of a vehicle has the appropriate Skill, rolling Driving and Piloting Tests 

aren’t necessary; it is assumed they understand basic operations of the vehicle and how to obey traffic regulations. Skill 

Tests are required during more intense situations such as combat, high-speed chases, ramming, or avoiding a collision 

with a crazy driver. Whether the Skill Test is standard or Opposed depends on whether the presented danger is caused 

by another character (e.g. chases) or the environment (e.g. slippery roads). Tests should also have their Difficulty 

adjusted when appropriate. 

The following table provides some examples of difficult terrain a vehicle may encounter and the penalties they incur to 

Driving Skill Tests. If multiple conditions are present, the penalties are cumulative. 

Terrain Penalty 

Paved street +0 

Dirt path, cleared dry field -5 

Deep mud or standing water, drifting sand, 
dense undergrowth and brush (smaller 
Ground vehicles are usually unable to 
navigate at all, though larger military vehicles 
might). 

-10 

Flowing water approximately 1 Bio deep, 
rocky and unstable, thick forests, ruined 
cities (As above, but failing a Test by 4+ 
Degree of Failure results in the vehicle 
getting stuck until it is dug out or pried free). 

-15 



 

Vehicle Combat 

Much like characters on foot, a vehicle operator participates in Combat by taking Actions, just with the added pros and 

cons of a vehicle. 

In cases where a vehicle holds multiple occupants, the entire crew takes their Turns at the Initiative Order step of the 

driver. The rest of the crew should still roll Initiative to determine the order amongst themselves, though the driver is 

always the first crew member to act. 

 

Vehicle Attacks 

Any attacks made by crew members that are not the operator work out the same as ordinary Combat with a few 

exceptions. If the vehicle moved at Tactical Speed during its previous Turn the occupants suffer a -10 penalty to hit their 

targets. If the vehicle moved twice its Tactical Speed this penalty is doubled to -20. Vehicle movement does not affect 

the amount of AP the occupants have to work with, but the operator may only attack if all their AP was not spent on 

moving. 

 

Vehicle Actions 

The following are movement-related Actions that a vehicle may perform. These Actions apply to Ground, Walker, and 

Skimmer vehicles, not flyers. 

 

Jink 

Cost: 1 Reaction 

Much like the Dodge Reaction, the driver attempts to veer the vehicle out of the way of an incoming attack. If the 

vehicle has moved at least at Tactical Speed during its previous Turn and a hit against the vehicle has rolled successfully, 

the driver may attempt a Driving Skill Test with a penalty equal to the vehicle’s Stature modifier. If successful, the 

vehicle evades one hit plus one additional hit for each Degree of Success. If the Test is failed by five or more Degrees, 

the vehicle crashes. 

 

Tactical Move 

Cost: 1/2AP 

The vehicle may move its Tactical Speed for 1AP or twice its Tactical Speed for 2AP. Ground vehicles must move forward 

or backward at least its own length before making a 90 degree turn. 

 

Evasive Move 

Cost: 2AP 

The operator of the vehicle swerves about becoming difficult to hit. The vehicle moves at Tactical Speed (with the same 

restrictions as a Tactical Move Action) and the driver makes a Challenging (+0) Driving Test. For success and every 

additional Degree of Success, attacks made against the vehicle suffer a -10 penalty until the start of the vehicle’s next 

Turn. Shooting from the vehicle also suffers the same penalty. Failure by five or more Degrees results in a crash. 

 



Floor it! 

Cost: 2AP 

The vehicle moves at twice its Tactical Speed and may only turn once. The driver must take a Difficult (-10) Driving Test. 

If successful, the driver may move the vehicle an additional 5 Bio plus 5 more for every Degree of Success. If the Test is 

failed, no additional movement is gained. Attacks toward or from the vehicle suffer -20 until the start of its next Turn. 

Walkers may not use this Action. If the Driving Test is failed by five or more Degrees the vehicle crashes. 

 

Ram 

Cost: 2AP 

The driver attempts to smash into a character, vehicle, or other object with their vehicle. The vehicle must move at least 

Tactical Speed in a straight line followed by a Challenging (+0) Driving or Piloting Test. If successful, the attack deals 

damage equal to the ramming vehicle’s Armor Value on the side that hit plus 1d10. If the vehicle moved at twice Tactical 

Speed it deals Armor Value + 3d10 in Damage instead. If the rammed target is another vehicle or something equally 

large and sturdy such as a building, it also takes Damage equal to the Armor Value of the target’s facing it hit plus 1d5. 

For every point of damage the ramming vehicle causes, the target is knocked back 1 Bio. 

 

High-Speed Situations 

While possible with combat rules, a high-speed situation such as a chase would be easier and more exciting if played out 

by other means. It is likely better to represent high-speed situations with a series of opposed Driving or Piloting Tests. At 

the beginning of the chase, the GM determines the distance between the two vehicles. Then the Opposed Test should 

be rolled. If the pursuer wins, the distance between the vehicles is closed by 10 Bio plus 10 for every Degree of Success. 

If the pursued wins, they increase the distance by the same amount. This should continue every Round until the distance 

is either reduced to zero or increased to 300 Bio. One last Opposed Test should then take place to determine the 

outcome. If the pursuer has caught up and wins the Test, their quarry is forced to pull over. If the pursued has reached 

300 Bio and wins, they manage to get away. In all other cases, adjust the distance as normal. 

A faster vehicle is more likely to catch up or get away. For every 10 Kio per Hour (KPH) one vehicle has over the other in 

a chase, they gain a +10 bonus to their Driving or Piloting Tests. 

Naturally, high-speed chases are fraught with danger. Not only is there likely to be an exchange of weapons fire, but 

there is also a chance of losing control of the vehicle or winding up in a collision. If a character achieves a result of 99-

100 when rolling their Driving or Piloting Test, for one reason or another they lose control of the vehicle which becomes 

Destroyed (See the Vehicle Malfunctions Table). This “danger zone” can be increased by the GM if they deem it 

appropriate for the conditions of the chase. For example, a crowded road may increase it to 97-100 while going against 

the traffic may increase this to 92-100. 

 

Aerial Combat 

Fighting with aircraft is a fair sight different when compared to fighting on the ground. Aircraft zooms along at much 

higher speeds and piloting skill tends to become more important than how well one can aim a weapon. 

 

Combat Mechanics 

Air-borne combat has many similarities to other forms of vehicle combat. Importantly, aircraft with multiple occupants 

follow the same rules regarding Initiative Order as ground vehicles do. 



The first are where aircraft combat differs is in movement distances. Since aircraft typically move at such high rates, 

distance is not measured by Bio. Instead, movement distances are measured by Air Units (AUs) which are equivalent to 

100 Bio. This is easier than trying to keep track of and calculate hundreds or thousands Bio at a time. 

Unless they also possess some form of hovering technology, aircraft must move at Tactical Speed every Turn to maintain 

flight. Note that this does not apply when performing the Speed Up/Stall Maneuver. Furthermore, aircraft may only 

make one 45 degree turn every 5 AU. 

Under peaceful conditions, a character with the Piloting Skill trained need not pass a Test when moving. Tests are 

reserved for conditions such as Combat or dangerous weather. 

Basic movement by a flyer can be modified by using various Maneuvers. While only one movement is typically made 

each turn, multiple maneuvers can be used during that movement, unless otherwise stated. Using more maneuvers 

simultaneously increases the difficulty of the Piloting Skill Test. When performing more than one maneuver, the 

character uses the highest difficulty penalty from the selection and adds an additional -10 penalty for each additional 

maneuver being performed. If the Test with all these penalties is successful, the benefits of all the maneuvers are 

gained. 

An important thing to note when using a vehicle’s weapons is its firing arc. A turret mounted on the top could likely 

shoot in any direction as it swivels around, but guns mounted on the sides typically have a 90 degree arc where they can 

aim. These arcs also determine what side of the vehicle an opponent hits depending on their location. 

 

Aerial Attacks 

Before or after a flyer has moved, it may fire any or all of its weapons. The following rules apply during aerial combat: 

 A pilot or gunner may only fire one weapon system each on a flyer. Pilots may make Maneuvers and still attack. 

 All attacks made from a flyer are Hard (-20). The only attack Actions allowed are Basic Attack, Semi-Auto, and 

Full Auto. 

 Firing arcs of weapons systems on a flyer are determined the same way as with ground vehicles. 

 

Combat Maneuvers 

Combat maneuvers are affect the movement made by flyers during Combat. All the difficulties listed on the maneuvers 

assume clear skies. If adverse weather is a factor, the GM should consider increasing the difficulty of the Tests. 

 

Speed Up/Stall 

The pilot attempts to move either faster or slower than Tactical Speed. If successful when making a Challenging (+0) 

Piloting Test, the character may increase or decrease the number of AUs they move by one plus one for each Degree of 

Success. The movement may not be more than double nor less than half the vehicle’s Tactical Speed. 

 

Immelmann Turn 

The pilot attempts a difficult loop designed to turn the craft 180 degrees around to head in the opposite direction. This 

maneuver requires a successful Hard (-20) Piloting Test to perform successfully. If successful, the flyer moves forward 

slightly, makes a very tight turn, and returns to its starting position facing the opposite direction. This is the entirety of 

the flyer’s movement for the Turn. This maneuver may not be combined with other maneuvers. 

 



Tight Turn 

Succeeding on a Challenging (+0) Piloting Test will allow the pilot to make a tighter turn than usual. A successful Test 

and each additional Degree of Success will allow the pilot to move one AU fewer, though no less than two, before 

making a 90 degree turn. The flyer must still move at Tactical Speed. 

 

Sideslip 

A talented pilot can make nearly completely sideways move while in the air. Take a Difficult (-10) Piloting Test. For 

success and each Degree of Success the pilot may make one AU of its Tactical Speed movement directly left or right 

without changing the direction the vehicle is facing. However, this amount cannot exceed half the vehicle’s Tactical 

Speed. 

 

Jink 

Similar to performing a Jink with a ground vehicle, but this maneuver is pre-emptive, not reactive. The pilot makes a 

Challenging (+0) Piloting Test. Success and every Degree of Success imposes a -10 penalty to attack made from or 

against the vehicle until the start of the pilot’s next Turn. If the Test is failed by 2 Degrees or more, the flyer goes into a 

steep dive and can only be righted with a Challenging (+0) Piloting Test. If this test is failed the flyer moves its Tactical 

Speed toward the ground. 

 

Line Up 

The pilot sacrifices their own personal safety in order to line up a deadly shot on another flyer. The pilot makes an 

opposed Challenging (+0) Piloting Test. If successful and the pilot’s move ends facing an enemy target, all attacks made 

from the pilot’s flyer gain a +20 bonus to hit. All attacks made against the pilot’s flyer gain a +10 bonus to hit. These 

bonuses last until the beginning of the pilot’s next Turn. 

 

Vehicle Damage 

Vehicles take Damage much the same as characters do. If an attack hits the vehicle, reduce the Damage by the Armor 

Value of the facing on which the vehicle was hit. Obviously a vehicle doesn’t have a Toughness Factor; this is made up 

for with incredibly tough armor. Don’t forget to include a weapon’s penetration when calculating Damage. Any remain 

Damage lowers the vehicle’s HP by that amount. 

Once they vehicle’s HP reaches zero, further Damage causes negative side-effects collectively referred to as 

Malfunctions. These function the same as Injuries do for living creatures. The following table lists all the possible effects 

as well as what Malfunction level they happen at. 

Malfunction Level Effect 

1-2 Heavy Impact: The vehicle rocks as anything inside not securely fastened is thrown about. Any 
occupants not strapped in or secured somehow must take an Ordinary (+10) Toughness Test or 
be Stunned for 1d5 Rounds. All shooting from the vehicle on its next Turn suffers a -20 penalty as 
everybody’s aim is thrown off. 

3 Staggered: The cockpit suffers a massive blow that disorients the vehicle operator. They must 
pass a Challenging (+0) Toughness Test or they become Stunned and unable to operate the 
vehicle for 1d5 Rounds. Ground vehicles screech to a halt, skimmers continue to drift in the same 
direction at its current speed, and flyers slowly go into a nosedive. 



4 Weapon Destroyed: A random weapon on the vehicle suffers direct damage and is no longer 
useable. There’s also a 25% chance that the ammunition cooks off and deals further damage to 
the vehicle and gunner. This damage is halved after being rolled. 

5 Drive Damaged: The vehicle’s drive systems are severely damaged. Tactical Speed is reduced by 
2d10 and Cruising Speed is reduced by half. If Tactical Speed is reduced to zero, the vehicle is 
Immobilized and cannot move. Ground vehicles simply stop moving while skimmers and flyers 
succumb to gravity and are Destroyed as they come crashing down. 

6 Penetrating Hit: An attack rips right through the vehicle’s armor. The Armor Value on this facing 
of the vehicle is halved. If the attack was a ranged attack, all occupants have a 20% chance of 
being hit by the attack as well, though they only take half the damage that was rolled. If the 
vehicle was originally an air-tight environment, well, it ain’t no more. 

7 Fire: Fuel or energy coursing through the vehicle ignites causing a fire. All occupants must take a 
Difficult (-10) Agility Test every Round or else take 1d10 Damage with Affinity (Fire). There’s also 
a 20% chance each Round that the vehicle Explodes. 

8-9 Destroyed: The attack completely destroys the vehicle, tearing it asunder. All occupants suffer 
2d10 damage and must pass a Difficult (-10) Toughness Test or be Stunned for 1d10 Rounds. 
Skimmers and flyers crash to the ground. The GM should decide whether or not the altitude is 
high enough that occupants have a chance to bail out before they crater. 

10 Explodes: The vehicle’s ammo, fuel, or some other volatile component takes a direct hit causing 
the vehicle to be completely torn apart from the inside-out. Occupants take 5d10 damage and 
anyone outside the vehicle within 2d10 Bio suffers 2d10 damage. If the vehicle has an open top, 
sides, or some form of escape hatch, occupants may attempt to use a Dodge Reaction to jump 
out of the vehicle at the last second, suffering only the 2d10 damage for being outside. If the GM 
sees fit, they may decide the contents of the vehicle cause a larger explosion and/or more 
damage. 

 

Crashing 

Anything capable of movement is equally capable of collision. A crash can be something minor resulting in little more 

than wracked nerves and scratched paint all the way up to flipping through the air before exploding into a shrapnel-

throwing, raging inferno. 

When a non-flyer vehicle crashes, one of several outcomes are possible. These events are mostly determined by how 

fast the vehicle was moving at the time of impact. 

 If the vehicle was moving (or attempting to move) equal to or less than Tactical Speed, the vehicle moves 

straight ahead half the distance the vehicle was attempting to move that Turn and halts. A 1d5 should then be 

rolled and compared to the Vehicle Malfunction table. The vehicle suffers the result rolled. Finally, if the vehicle 

collided with something that has an Armor Value (e.g. a character, tree, or another vehicle), work out damage as 

if the Ram Action had been used at Tactical Speed. 

 If the vehicle was moving (or attempting to move) greater than its Tactical Speed, calculate the vehicle’s ending 

position as above, but the vehicle scatters 1d0 Bio in a random direction from this point. The vehicle then suffers 

a Malfunction effect equal to 1d10. Again, determine if a Ram should be calculated, except this time as moving 

at twice Tactical Speed. 

 In addition to the above effects, there’s a 50% chance the vehicle has rolled onto its roof or, if moving fast 

enough, flipped end over end. If this happens, add 4 when rolling for Malfunction effects. Assuming the vehicle 

isn’t completely destroyed, it loses half its HP and is Immobilized. If deemed appropriate, the GM may decide 

the vehicle is Destroyed instead. 

 In the event of a Flyer crashing, they pilot makes a Very Hard (-30) Piloting Test. If successful, the vehicle 

performs a crash landing. The vehicle is Destroyed and all occupants take 2d10 damage that ignores armor and 

are stunned for an equal number of rounds. If the Test is failed, the Flyer hits the ground head-on and 



immediately Explodes. Any occupants that bailed out at the last moment take Fall Damage according to the 

flyer’s altitude at the time of crashing. 

 

Vehicle Repairs 

Vehicle repairs are most commonly accomplished through using the Mechanics Skill. If the vehicle as suffered a 

Malfunction (i.e. Penetrating Hit or Immobilize), a character may spend 1d5 hours and make a Challenging (+0) 

Mechanics Test to remove that effect, provided the tools and materials are available. Each Degree of Success reduces 

repair time by one hour up to a minimum of one hour. If a character wishes to repair a weapon this way, they must first 

determine if the task is even feasible. There is only a 50% chance that a destroyed weapon can be repaired. Otherwise, it 

must be replaced completely. 

Repairing a vehicle’s HP is also possible if the required resources are available. Restoring half the vehicle’s HP requires 

1d5 entire days dedicated to the task. Restoring all of the vehicle’s HP requires a total of 3d5 days. 

Damage not caused by combat such as a flat tire, leaking fuel, or other such problems can also be repaired using these 

rules. The GM should decide the difficulty and amount of time required depending on the task. 

 

Ground Vehicles 

 

Skimmers 

Skimmers hover just above the ground – up to 2 Bio – as they travel. This renders them immune to the effects of 

travelling through difficult terrain, but should they become immobilized while in use they’ll be destroyed as they come 

crashing down. 

 

Moto-Sled 

The Moto-Sled is a hover-bike variety of vehicle typically used in more civilized areas where chute transport is 

unavailable. 

Gear Cost: 50 

Tactical Speed: 18 Bio 

Cruising Speed: 90 Kio Per Hour 

Maneuverability: +8 

HP: 10 

Armor: 16 Front, 12 Sides and Rear 

Size: Large 

Crew: One driver 

Capacity: Personal items in side-mounted compartments. 

 



Sea Sled 

 

Walkers 

Walker vehicles are the most common type of vehicle within the Matoran Universe. Much of the universe is still wild 

territory, making the stability of walkers a highly sought-after feature. 

 

Boxor 

Exo-Toa 

Swamp Strider 

 

Flyers 

Flyers are used to trick young Matoran into eating their vegetables. 

 

Axalara T9 

 

Jetrax T6 

 

Rockoh T3 

 

Rahi Companions 

Though not very common, some Matoran will keep domesticated Rahi as mounts or aids. 

Rahi Gear Points 

Ussal Crab 30 

Kewa 25 

Burnak 40 

Hapaka 30 

Keras Crab 30 

Metru Mantis 50 

Dikapi 20 

Fusa 50 

Husi 20 

Kavinika 35 

Mahi 30 

 

  



Gameplay 

Now that we filled your head with pages upon pages of rules and statistics, how do they all come together in the form of 

a game? Gathered friends, that’s what this chapter is for. 

 

Tests 

Tests determine whether or not a given event played out successfully or failed. There are two kinds of tests that can be 

taken: Skill and Attribute. 

No matter the kind of test, the steps to be taken are the same 

1. Determine which Skill or Attribute is being tested. 

2. Apply any bonuses/buffs or penalties/debuffs to the Skill or Attribute level. 

3. Roll d100/percentile. 

4. If the roll result is within the range (lower than or equal to) the modified Skill/Attribute level, the test was 

successful. If the roll result is outside the range (higher), then the test has failed. 

 

Skill Tests 

Skill tests are specific actions performed by a character. Each skill is performed through the use of an Attribute. As an 

example, Surfing is performed with Agility as it requires a character to maintain balance and make precise movements. A 

character wanting to Surf would roll against Agility with any applicable modifiers. 

A character is more likely to be successful if they’ve trained in the skill they’re testing. When testing a skill that hasn’t 

been trained, the associated characteristic is halved (rounding down). Additionally, any skill that doesn’t have a Basic 

Aptitude cannot be tested at all until trained and any attempts will instantly fail. Skills can be trained in up to three times 

with the second and third levels granting a bonus of +10 and +20 respectively. 

 

Attribute Tests 

Attribute tests are used where there is not a dedicated skill for the action a character wants to take. The GM decides 

which attribute is most likely to be relied upon to perform the desired action and then the character rolls against it. 

 

More on Tests 

Success and Failure Degrees 

Often, a test result is purely binary in nature: succeed or fail. However, there will come times when the degree of 

success or failure makes a difference. This can be useful in many situations, but is particularly useful in combat for 

determining such things as rapid-fire hits or scatter. 

Determining a result’s Degrees of Success or Degrees of Failure is simple. After rolling for a test, compare the result with 

the range used. For every 10 points the roll result is under the target range, one Degree of Success is achieved. For every 

10 points over the target range, one Degree of Failure is achieved. 

 



Extended Tests 

Extended tests are those tests that must be performed in multiple steps. Though Extended Tests are usually noted as 

such in their description, when the GM decides it appropriate they can make any test an Extended Test or alter the time 

required. 

 

Opposed Tests 

There will come times when two characters need to test themselves against each other instead of a simple task. These 

are known as Opposed Tests. An easy example would be determining the winner of an arm-wrestling match where both 

characters are applying their Strength attributes. 

In an Opposed Test, both characters make a roll as they normally would. Whichever character succeeds in their roll wins. 

If both characters succeed, the winner is whomever achieved the highest Degree of Success. In the event of a tie, the 

winner is whomever rolled the lowest. 

If both participants fail, one of two things will happen depending on what the situation calls for. Either there is no 

winner and nothing happens or both parties try again until there is a winner. 

 

Difficulty 

Some tests are more difficult than others. It is far easier to surf down a calm river than it is to surf through rapids with 

several Tarakava on your tail. 

While the difficulty of a test will be automatically given in some cases, often times it will not. When such is the case, the 

GM decides how difficult the test is and consults the following difficulty table. The appropriate modifier is then applied 

to the Attribute being used for the current Skill or Attribute Test. 

Difficulty Modifier 

Trivial +60 

Elementary +50 

Simple +40 

Easy +30 

Routine +20 

Ordinary +10 

Challenging +-0 

Difficult -10 

Hard -20 

Very Hard -30 

Arduous -40 

Punishing -50 

WTK!? -60 

 

 

Assistance 

Two heads are often better than one as is twelve hands instead of two. When the GM allows, a character can be assisted 

in performing a task. When doing so, only the character actually taking the test rolls, but each additional character (up to 

two) helping reduces the difficulty of the roll by one step. If successful, the character taking the test automatically adds 

one to the test’s Degrees of Success. 

Restrictions to assisting are as follows: 



 Any assisting character must have training in the skill, regardless of its aptitude level. 

 Any assisting character must be close enough nearby to render help. 

 Assistance cannot be given for Reactions or Free Actions. 

 Assistance cannot be given on tests to resist a physical or mental injury such as poison, fear, or anything else the 

GM decides is inappropriate. 

  



The Three Virtues 

The three virtues are regarded highly in particular by Matoran, but they apply to everyone in the Bionicle universe 

regardless of race or creed. In particular, these three virtues grant limited but powerful bonuses to the Player 

Characters. 

By default, each character has a maximum of one point in each virtue. All points are restored at the beginning of each 

gaming session. However, at the GM’s discretion, a player may have a single virtues maximum increased by one when 

deemed appropriate. This could be as a reward to completing a major story objective or perhaps for particularly good 

roleplaying of a character. 

 

Unity 

Unity signifies the power and importance of working together. Those who share loyalty, trust, and a willingness to 

cooperate are capable of achieving great power. 

Once per a mission, so long as the participants have displayed a true sense of Unity, an appropriate number of 

characters may participate in a Fusion (e.g. Matoran Nui or Toa Kaita). The stronger the Unity, the longer this fusion may 

last. 

 

Duty 

Duty is the virtue that holds a being to their responsibilities. Those who embrace their Duty will see their tasks through 

to the end, no matter the obstacles that stand in their way. Duty is capable of motivating one to push forward through 

their final breath. 

When a player character would normally die for whatever reason, a remaining point of Duty is spent to drive them 

through the pain and injury and allow them to survive. The character is instead left unconscious and terribly wounded. 

 

Destiny 

There is no being within the Bionicle universe that doesn’t have some great end intended for them, even if they don’t 

know what it is. Destiny is the virtue that guides every being to their ultimate purpose, helping them to succeed along 

the way against impossible odds. 

When a player desires, they may spend a point of Destiny to grant them one of the following bonuses. 

 Re-roll a failed test once. The result of the re-roll is final. 

 Before rolling for a test, gain a +10 bonus. 

 After rolling for a test, one Degree of Success or negate one Degree of Failure. 

 Count as having rolled a 10 for Initiative. 

 Instantly recover from being Stunned. 

 Recover a level of Stamina. 

  



Movement 

Usually, it isn’t necessary to concern oneself with how fast a character can run or precisely how long it takes them to 

walk from one point to another. However, there will be times where exactly how far or fast somebody can move 

becomes relevant. A creature’s Movement Rate is equal to their Agility Factor. 

During combat or other forms of Structured Time, a character can choose one of four speeds during a round: Half Move, 

Full Move, Charge, and Run. 

Movement Rate Half Move Full Move Charge Run 

0 0 0 0 0 

1 1 2 3 6 

2 2 4 6 12 

3 3 6 9 18 

4 4 8 12 24 

5 5 10 15 30 

6 6 12 18 36 

7 7 14 21 42 

8 8 16 24 48 

9 9 18 27 54 

10 10 20 30 60 

 

Other times, it may be useful to know how quickly someone or something can move in Narrative Time. 

Movement Rate Per Minute Per Hour Per 10 Hours 

0 0 0 0 

1 24 Bio 1.5 Kio 15 Kio 

2 48 Bio 3 Kio 30 Kio 

3 72 Bio 4 Kio 40 Kio 

4 96 Bio 6 Kio 60 Kio 

5 120 Bio 7 Kio 70 Kio 

6 144 Bio 9 Kio 90 Kio 

7 168 Bio 10 Kio 100 Kio 

8 192 Bio 12 Kio 120 Kio 

9 216 Bio 13 Kio 130 Kio 

10 240 Bio 14 Kio 140 Kio 

 

Terrain 

Difficult terrain is more difficult to cross than a paved street and will slow down a character traveling across it. When 

moving through particularly difficult areas such as thick foliage, dense crowds, or other such difficult areas, halve the 

distance traveled for a given time. If a character charges or runs through difficult terrain, they must pass a Challenging 

(+-0) Agility Test or fall prone. The difficult of the test may become more difficult depending on the type of terrain. 

Terrain Difficulty 

Fog or Smoke Ordinary (+10) 

Mud Challenging (+-0) 

Shallow Water Challenging (+-0) 

Darkness Difficult (-10) 

Snow Difficult (-10) 

Underbrush Difficult (-10) 

Dense Crowd Hard (-20) 



Zero Gravity Hard (-20) 

Rubble Hard (-20) 

Tremors Hard (-20) 

 

 

Hastened 

In Narrative Time, a character can hasten themselves and move at double their speed for a number of hours equal to 

their Toughness Factor. After this time has passed, they take a Challenging (+-0) Toughness Test, losing 1 level of 

Stamina if they fail it. Additionally, while moving at a hastened speed a character is more likely to miss seeing things as 

they pass by and suffer a -10 penalty to Awareness-based Tests. 

A character can choose to continue moving at a Hastened rate, but each time they do the Toughness Test becomes 

progressively more difficult by an additional difficulty step. 

 

Running in Narrative Time 

Running during Narrative Time is very taxing. While running, a character triples their rate of movement but must take a 

Challenging (+-0) Toughness Test each hour. As with Hastened movement, the test increases in Difficulty by 1 step each 

time. If a Toughness Test is failed, 1 level of Stamina is gained. They also suffer a -20 penalty to Awareness-based Tests. 

 

Forced March 

If they so choose, a character can attempt to continue marching beyond 10 hours. They may march for an additional 

number of hours equal to their Toughness Factor. Beyond this, each additional hour requires a successful Toughness 

Test with a cumulative -10 penalty per hour. Failing this test causes 1 damage to the character’s Stamina. Stamina lost 

from Forced Marching is regained after resting two hours for every one hour of marching beyond their limit. 

 

Climbing 

Sooner or later, there will come a time when a character must travel up or down some form of vertical surface. This 

section covers Simple Climbs, Advanced Climbs, and Rappelling. 

Simple Climbs 

Simple Climbs include such things as fences, steep hills, large rocks, trees, or anything else that requires effort and 

concentration but little skill. Any character with both hands free can automatically accomplish a simple climb if they take 

their time and aren’t distracted (such as the constant babble of a teammate or being shot at). 

When trying to climb with speed or being attacked/distracted, the character must make a Climb Test to perform the 

climb. If successful, the character climbs a distance equal to half of their Half-Move distance (rounding up) with an 

additional Bio for every Degree of Success. A failed test means they fall from wherever they were when the Climb Test 

was rolled. The GM can adjust the difficulty of the climb based on any determining factors, though the default is 

Challenging (+-0). Note that some climbs, such as a sturdy ladder, are easy enough that no test should be necessary. 

 

Advanced Climbs 

Unlike Simple Climbs where a character is typically climbing something low and/or with good handholds and footholds, 

Advanced Climbs are required for such things as climbing a cliff face, the outside of a building, or particularly icy/slippery 

surfaces. 



Advanced Climbs are treated the same way as Simple Climbs save for the fact that they always require a successful 

Climb Test to perform. 

 

Rappelling 

Descending during an Advanced Climb can be done more quickly by Rappelling. Such an act requires some kind of 

equipment such as a drop harness, rope, or even just a strong vine. When rappelling, the character performs a 

Challenging (+-0) Agility Test. When successful, they descend at a rate of 10 Bio per Round. If failed, they descend at a 

rate of 5 Bio per Round. If the test results in 2 Degrees of Failure or more, the character must successfully pass a 

Challenging (+-0) Strength Test or lose their grip. If there is no drop harness or other such gear holding the character in 

place, they fall. 

 

Jumping and Leaping 

Jumps and Leaps differ only in that jumping is meant to cover distance vertically whereas leaping is meant to cover 

distance horizontally. Note that jumping down has to be intentional, otherwise it counts as falling. Jumps and Leaps can 

benefit from a running start and are always considered a 2 AP action. 

 

Jumps 

An average character can jump to reach an object or ledge that is up to 1.5 Bio above their own height. There is usually 

no test required to make the jump itself, though climbing up onto a gripped ledge requires a Challenging (+-0) Strength 

Test. A character that is jumping down from a ledge can jump down a number of Bio equal to or less than their Agility 

Factor with a successful Challenging (+-0) Agility Test. If successful, no damage is taken. If successful, but the distance 

was higher than the character’s Agility Factor, the character takes Fall Damage for the Bio over the Agility Factor and 

ends the Turn prone. If the test is failed, they suffer Fall Damage for the entire distance of the jump, ending the Turn 

prone. 

If a character gets a running start by moving at least 4 Bio in a straight line, they can jump higher. At the end of the 

movement, they make a Challenging (+-0) Agility Test. If successful, they add additional Bio in height equal to half their 

Strength Factor (rounded up). If the Agility Test fails, the character stumbles instead. For every additional 4 Bio traveled 

during the running start, the character receives a +10 bonus to the Agility Test up to a maximum of +30 (for a total 

distance traveled of 16+ Bio). 

 

Leaps 

To make a Standing Leap, a character takes a Difficult (-10) Agility Test. If successful, they leap a number of Bio equal to 

their Strength Factor with each Degree of Success adding a half Bio. If failed, the character only leaps half their Strength 

Factor in Bio with each Degree of Failure reducing it further by a half Bio (to a minimum of one-half Bio). 

If a character gets a running start by moving at least 4 Bio in a straight line, they instead take a Challenging (+-0) Agility 

Test and gain a +10 bonus to the Agility Test for every additional 4 Bio traveled during the running start up to a 

maximum of +30 (for a total distance traveled of 16+ Bio). Otherwise, treat the same as a Standing Leap. 

In the event that it actually matters, the arc of the leap at its highest point is equal to one-quarter of the distance 

travelled horizontally (round up). 

 



Swimming 

Under ideal circumstances, a Swim Test is not necessary. However, in the event of rough waters, strong currents, bound 

limbs, swimming while fighting, or other such conditions, a Swim Test is necessary to move. Swimming in such a 

situation requires a Challenging (+-0) Swimming Test and counts as a 2AP action. A successful Swimming Test allows the 

character to move up to one-half their Strength Factor in Bio in any direction. A character may choose to swim below 

the surface, but must hold their breath to do so. A character incapable of swimming (whether by nature or a condition 

such as paralysis or unconsciousness) instantly sinks below the surface. While below the surface, a character risks 

Suffocation from drowning. 

A character wearing particularly heavy armor/equipment/objects instead must take a Very Hard (-30) Swimming Test. A 

failed Swimming Test causes the character to suffer 1 level of Stamina. 

 

Swimming in Narrative Time 

When swimming in narrative time, a character may swim for a number of hours equal to their Toughness Factor. Each 

hour after that the character must take a Toughness Test with a cumulative -10 penalty for each additional hour. If 

failed, the character suffers 1 level of Stamina. If a character falls unconscious due to Stamina, they instantly sink below 

the surface and begin to Suffocate. The distance traveled per hour is the same as regular movement, except the 

character’s Strength Factor is used instead of their Agility Factor. 

 

Moving with Heavy Objects 

Normally, exactly how much a character can carry is not necessary to know and common sense will tell us enough. A 

single Matoran could likely carry a couple weapons, a backpack full of equipment, and some extra ammo or small tools. 

It is not realistic to expect that they could carry a Toa Suva, the entire contents of the Ta-Koro armory, and a dead 

Muaka on their back. 

In the event that it is necessary to know, the following table can be consulted for approximations in regards to carrying, 

lifting, and pushing heavy objects. A character’s Weight Factor is equal to the sum of their Strength Factor and 

Toughness Factor. 

Weight Factor Carrying Max Lifting Max Pushing Max 

0 1kg / 2lbs 2kg / 5lbs 5kg / 10lbs 

1 2 kg / 5lbs 5kg / 10lbs 9kg / 20lbs 

2 5 kg / 10lbs 9kg / 20lbs 18kg / 40lbs 

3 9kg / 20lbs 18kg / 40lbs 36kg / 79lbs 

4 18kg / 40lbs 36kg / 79lbs 72kg / 159lbs 

5 27kg / 60lbs 54kg / 119lbs 108kg / 238lbs 

6 36kg / 79lbs 72kg / 159lbs 144kg / 317lbs 

7 45kg / 99lbs 90kg / 198lbs 180kg / 397lbs 

8 56kg / 123lbs 112kg / 247lbs 224kg / 494lbs 

9 67kg / 148lbs 134kg / 295lbs 268kg / 591lbs 

10 78kg / 172lbs 156kg / 344lbs 312kg / 688lbs 

11 90kg / 198lbs 180kg / 397lbs 360kg / 794lbs 

12 112kg / 247lbs 224kg / 494lbs 448kg / 988lbs 

13 225kg / 496lbs 450kg / 992lbs 900kg / 1984lbs 

14 337kg / 743lbs 674kg / 1486lbs 1348kg / 2972lbs 

15 450kg / 992lbs 900kg / 1984lbs 1800kg / 3968lbs 

16 675kg / 1488lbs 1350kg / 2976lbs 2700kg / 5952lbs 

17 900kg / 1984lbs 1800kg / 3968lbs 3600kg / 7937lbs 



18 1350kg / 2976lbs 2700kg / 5952lbs 5400kg / 11905lbs 

19 1800kg / 3968lbs 3600kg / 7937lbs 7200kg / 15873lbs 

20 2250kg / 4960lbs 4500kg / 9921lbs 9000kg / 19842lbs 

 

 

Carrying/Encumbered 

A character’s Carrying Max determines how much they can comfortably carry without suffering any penalties. If a 

character carries more than their max Carry Weight, they are Encumbered. 

An Encumbered character may continue to move if they are not carrying more than their Lifting Max, but will suffer a -

10 penalty to all movement-based tests and a -1 penalty to their Agility Factor for movement rate and Initiative while 

doing so. After a number of hours equal to the character’s Toughness Factor has passed while carrying the weight, they 

must take a Challenging (+-0) Toughness Test or suffer 1 level of Stamina. 

 

Lifting 

A character’s Lifting Max determines how much they can easily pick up off the ground. Attempting to move an object 

after it has been lifted counts as Carrying. Lifting a heavy load is considered a 2AP action. A character can attempt to lift 

more than their Lifting Max by taking a Challenging (+-0) Strength Test. The resulting Degrees of Success is added to the 

character’s Weight Factor for the purpose of the test. If the test is failed 2 or more Degrees of Failure, the character 

suffers 1 level of Stamina. 

 

Pushing 

A character’s Pushing Max determines how much they can easily shove across a smooth surface. Pushing a heavy load is 

considered a 2AP action. A character can attempt to push more than their Pushing Max by making a Challenging (+-0) 

Strength Test, though difficult terrain such as sand, a forest floor, or deep snow could increase the Difficulty. The 

resulting Degrees of Success from the test is added to the character’s weight Factor for the purpose of the test. If the 

test is failed with 2 or more Degrees of Failure the character suffers 1 level of Stamina. 

 

Throwing Objects 

Not counting thrown weapons, a character can throw objects that way up to half of their Lifting Max. To throw an 

object, the character must take a Challenging (+-0) Strength Test. If successful, the object flies a number of Bio equal to 

their Strength Factor. Each Degree of Success adds the Strength Factor onto the distance-thrown again (so 1 Degree of 

Success doubles the thrown distance, 2 triples it, and so on). 

If a character attempts to throw an object that weighs more than half their Lifting Max, use a Hard (-20) Strength Test 

instead. 

If trying to throw an object at a target, the object is counted as an improvised weapon and the character takes a Ranged 

Test instead of a Strength Test. 

 

Lighting 

Many adventures take place under the cover of night, in shadowy archives, dark caves. There are three levels of light: 

Bright, Shadow and Darkness. Bright light is any light that allows normal vision, such as sunlight or being within the 

radius of a torch, Lightstone, and so on. Shadow conditions occurs during pre-dawn and twilight hours, whenever a 



character or object is just beyond the range of a normal light source, or when that source is obscured by an effect such 

as fog. Darkness, naturally enough, is the absence of light. Aside from the obvious effects of Darkness and Shadow, areas 

of Shadow and Darkness can interfere with a character’s movement and combat capabilities. Characters may move 

through areas of Shadow at no penalty, but may move at only half speed or less through Darkness. Exceeding this speed 

means that the character may drift in a random direction unless the character succeeds on a Hard (-20) Awareness Test. 

 

Airborne Movement 

Airborne movement covers such things as hover, flying, and levitation. 

 

Altitudes 

There are three broad altitude levels: Hovering, Low, and High. An airborne creature can change altitude by 1 level 

during each Move Action (2 levels if Charging or Running). 

 

Hovering Altitude 

A Hovering character is never more than 2 Bio above the ground. They can pass over low obstacles easily and are 

typically within range to attack and be attacked by foes on the ground. 

 

Low Altitude 

A Low Altitude creature is outside of range to engage in melee, but still within range of most ranged attacks. Shooting up 

at a Low Altitude target incurs a -10 penalty to Ranged. 

 

High Altitude 

A creature at High Altitude is beyond the range of attacks from anything but other beings at High Altitude. 

 

Flying Movement 

Some airborne creatures can hold their altitude in the air without moving while others must continue to move about. If 

a creature is unable to Levitate, they must make a Movement Action each turn or fall to the ground. 

If a creature stops flying for any reason (e.g. devoting a Movement Action or becoming stunned), they drop to the 

ground. A creature at Hovering Altitude simply lands unharmed. A creature at Low Altitude takes Fall Damage equal to 

15 Bio. A creature at High Altitude takes Fall Damage equal to 25 Bio (or more if the GM deems it appropriate). 

 

Gravity 

Though not usually common, abnormal gravity can affect a character’s ability to move themselves or other objects 

around. 

 



Low Gravity 

In Low Gravity, all characters gain a +2 bonus to their Agility Factor for determining their Movement Rate. They also gain 

a +4 bonus to their Weight Factor and a +2 bonus to their Strength Factor for throwing objects. Jumping and Leaping 

distances are doubled. 

 

High Gravity 

High Gravity is the opposite of Low Gravity. Instead of adding bonuses or doubling Jump/Leap distance, subtract or halve 

them respectively. 

 

Zero Gravity 

Zero Gravity can be very difficult to move through. As such, Movement Rate is halved and a Charge or Run requires a 

successful Hard (-20) Agility Test or they drift out of control (equivalent to falling prone). Additionally, a character 

cannot begin a movement action unless they are next to a wall, floor, ceiling, or other secure object to push themselves 

off from. 

  



Combat 

The Matoran Universe is one of constant turmoil. Any creature that dares to step outside their dwelling each morning 

faces the reality that they may find themselves in a fight this day, assuming they aren’t already looking for one. 

This section will cover actions, combat, and damage. 

 

Time 

There are two ways to track the passage of time: Narrative and Structured. While Narrative Time will be used most often 

for its loose sense of time passing, Structured Time is used in case where precision is required, especially in combat. 

 

Narrative Time 

Narrative Time uses broad strokes when the exact passing of minutes, hours, or weeks is not necessary to know. This is 

used most often when not in combat or exact time and/or order of actions isn’t important. 

 

Structured Time 

Structured Time is used when exact passing of time and order of actions or events is a requirement to know. Structured 

Time is divided into Rounds, Turns, and Actions. 

 

Rounds 

A round consists of every character participating in the encounter taking one Turn each. Since it is assumed that 

characters act more or less simultaneously in an encounter, a Round is approximately five seconds long, regardless of 

the number of participants. 

 

Turns 

Every character participating in a combat get one Turn to act during each Round. On that character’s turn, they can 

perform one or more Actions. The order in which characters take their turn is known as the Initiative Order. 

 

Actions 

On a character’s turn they are allowed to spend Action Points (AP) to perform one or more Actions. Unless otherwise 

noted (e.g. using a Kanohi Kakama), a character has two AP to spend each turn. Unspent AP do not carry over to 

subsequent Turns. If the character is performing more than one Action, the order they take place in may or may not 

matter. As an example, drawing a weapon and moving could be done in either order to the same effect. Trying to fire a 

weapon before it is drawn however would likely be an ill practice. 



Combat Overview 

Combat most often takes place using Structured Time that is split up into Rounds, Turns, and Actions. Every character, 

whether player-controlled or an NPC, is allowed one Turn every Round. These Turns take place in Initiative Order. When 

starting a new combat using Structured Time, follow these steps. 

 

Step One: Surprise 

Before combat begins, the GM determines if any participants are Surprised. This only happens at the beginning and the 

majority of combats likely won’t have any Surprised characters. If a character is Surprised they lose their Turn during the 

first combat Round as they have been caught off-guard. If nobody is Surprised, skip straight to Step Two. 

 

Step Two: Roll Initiative 

At the start of the first combat Round, characters perform an Initiative roll. Each participant rolls 1d10 and adds their 

Agility Factor.  

 

Step Three: Determine Initiative Order 

The Initiative Roll results are sorted in descending order with the highest rolling character taking their Turn first. This 

order is followed for each successive Round of this specific Combat and isn’t rerolled until the next Combat encounter. 

 

Step Four: Combatants Take Turns 

Starting with the character that rolled the highest Initiative, every combat participant takes their Turn. During their Turn, 

the character can perform one or more Actions. Once those Actions have been completed, the next character in 

Initiative Order gets to take their Turn, and so on. 

 

Step Five: Round Ends 

Once each combatant has taken their Turn, the Round is over. Any effects that specify “until the end of the Round” now 

expire. 

 

Step Six: Repeat Steps Four and Five as Needed 

Continue to play Rounds until the Combat has ended, whether by only having one side left standing or some other event 

causes the game to return to Narrative Time. 

 

Surprise 

Surprise only takes place at the beginning of a Combat encounter. The GM has the responsibility of deciding if any 

participating characters are Surprised, based on circumstances or specific Actions taken by characters prior. The 

following are some important factors the GM should keep in mind when deciding Surprise: 

 Are any characters Concealed? Successful performance of Concealment before combat may allow a character to 

get the upper-hand. Wary characters may oppose this with a Sensing Test. 



 Are any characters being sneaky? Successful performance of a Sneaking test may have allowed a combatant to 

find superior positioning unnoticed. Wary characters may oppose this with a Sensing Test. 

 Are there any environmental factors to cover the aggressors’ approach? Loud noises or obscured vision can 

provide effective cover against the victim’s senses. 

 Is the victim distracted? A character who is fully focused on a task at hand may be too engrossed to notice an 

enemy’s approach. 

While a lot of cases of Surprise will result in an entire side being Surprised, there are exceptions for individual 

characters. As an example, if all but one member of a group is deaf, it stands to reason that the hearing character may 

be the only one to hear the assailants closing in. 

As stated before, Surprised characters lose their Turn during the Combat’s first Round. Additionally, attacks made 

against a Surprised target gain a +30 bonus to Melee or Ranged Tests. Once the first Round has completed, all Surprised 

characters return to normal and combat proceeds. 

 

Initiative 

Initiative determines in what order combatants take their Turn each Round. To determine Initiative, roll 1d10 and add 

the character’s Agility Factor. The GM is responsible for rolling the Initiative of any NPC participants. In the event that 

there are groups of similar enemies, it is advised that the GM make a single Initiative roll to apply to the whole group. 

If characters tie for Initiative, the characters with the higher Agility take their Turn first. If they also have the same 

Agility, dice should be rolled for a tie-breaker. 

Combats typically take more than one Round to complete, but Initiative is only rolled for once at the start of Combat. 

Once Initiative Order has been decided, it persists each Round without changing. If characters join a Combat mid-fight, 

they roll Initiative as the join in and are inserted into the appropriate place in the Initiative Order. 

 

Actions 

During each normal Round, every character gets a Turn to act. On their Turn, a character can take one or more Actions. 

There are four types of Actions and every Action also has one or more subtypes as well as an AP cost. 

 

Types of Actions 

Every Action is categorized into one of the following types. 

 

Basic Actions 

Basic actions are taken during a single Turn and will cost either 1 or 2 AP (Action Points). With the exception of special 

modifiers or powers/abilities, a character has 2 AP to use each turn. This means that they will typically use either a single 

2AP action or two 1AP actions. It is worth nothing that a character cannot use the same 1AP action twice in a single turn. 

 

Reactions 

A Reaction is a special Action made in response to some event, such as an attack. A character receives one Reaction each 

Round, which may only be used when it is not their Turn. The two best examples are the Dodge Skill and Parries. 

 



0AP Actions 

0AP Action are those that take a mere moment to perform. They may be performed alongside the character’s other 

Actions during their Turn and there is no formal limit to the number of 0AP Action a character can make. However, the 

GM should use their discretion to put a limit on what could be done in such a short amount of time. A couple examples 

of 0AP Actions include dropping an item and speaking a few words. 

 

Extended Actions 

Some Actions cost 3AP or higher, meaning they can’t be completed in a single Turn. If a character wants, they can 

commit to perform an Extended Action over multiple Turns. If the character abandons the Action, or is interrupted 

before its completion, all progress towards completing the Action is lost. Note that 2AP actions do not apply to the rules 

for Extended Actions. 

 

Action Subtypes 

Every Action has a subtype. While these types don’t mean anything on their own, they can be used to determine 

whether or not it may be performed. As an example, a character that is immobilized in some way cannot perform an 

Action with a Move subtype. 

 

Using Actions 

During their Turn, a character may perform one or more Basic Actions or initiate an Extended Action. It is well to 

remember that each Round runs the course of approximately five seconds real-time, so a Character’s Turn is but a few 

scant moments. Actions can be mingled with talking, banter, battle cries, and other such quick verbal expressions (0AP 

Actions). It is ultimately up to the GM to decide what all a player has time to say during each Round. An insult to the 

enemy is far more feasible than recounting the entire contents of the Onu-Metru Archives within a few seconds.  

Basic Actions are started and completed within a Character’s single Turn. A combatant does not begin swinging their 

sword one Turn only to have it finally strike on the next one. The two exceptions to this rule are Reactions and Extended 

Actions. Reactions are used to react to an event not taking place during the character’s Turn and Extended Actions are 

those that will take multiple Rounds to complete. 

 

Combat Actions Cost Type Effect 

Aim 1/2 AP Focus Your next basic attack gains +10/+20 to hit 

Basic Attack  1AP Attack, Melee/Ranged Make a basic attack with a melee or ranged weapon 

Brutal Attack 2 AP Attack, Melee +20 to Hit, cannot Dodge or Parry 

Brace Weapon 1 AP Misc. Prepare a heavy weapon 

Called Shot 2 AP Attack, Melee/ Ranged, 
Focus 

Hit a specific part of the body, -20 to hit 

Charge 2 AP Attack, Melee, Move Must move at least 4 bio, +10 to hit 

Defend 2 AP Focus, Melee +1 reaction, opponents suffer -20 to Melee 

Delay 1 AP Miscellaneous Take a 1AP action out of Initiative Order before next 
Turn 

Disengage 2 AP Move Leave melee combat and move 

Dodge Reaction Miscellaneous Test Dodge to negate a hit 

Fake 1 AP Attack, Melee Opposed Melee Test, Success ignores Dodge and Parry 

Full Auto 2AP Attack, Ranged +20 Ranged, additional hits for each Degree of Success 



Guarded Attack 2 AP Attack, Melee, Focus -10 to Melee, +10 to Reactions that round 

Jump or Leap 2 AP Move Perform a Jump or Leap 

Knock-Down 1 AP Attack, Melee Sacrifice damage to attempt a Knock-Down 

Maneuver 1 AP Attack, Melee, Move Opposed Melee Test. Success moves enemy 1 Bio 

Move 1/2AP Move More up to movement/twice movement 

Multiple Attacks 2AP Attack, Melee/Ranged Use Swift Attack or Lightning Attack Feat 

Overwatch 2AP Attack, Focus, Ranged Shoot targets coming into a kill zone, -20 to Ranged 

Parry Reaction Melee Test Melee to negate a hit 

Pulled Punch 1 AP Attack, Melee An attack at -10 for half damage and no Trigger 

Ready 1AP Miscellaneous Ready a weapon or item 

Reload Varies Miscellaneous Reload a weapon 

Run 2AP Move Move triple, enemies get -20 Ranged & +20 Melee 

Semi-Auto 2AP Attack, Ranged +10 Ranged, additional hit for each 2 Degrees of Success 

Stand/Mount 1AP Move Stand up or mount a vehicle/mech/Rahi 

Stun 2AP Attack, Melee Try to Stun an opponent 

Suppressing Fire 2AP Attack, Ranged Force opponents to take cover, -20 to Ranged 

Tactical 
Advance 

2AP Focus, Move Move from cover to cover 

Use Skill Varies Miscellaneous Use a Skill 

Wrestle 1/2AP Attack, Melee Affect a Wrestled opponent or escape from Wrestling 

 

Action Descriptions 

These Actions provide players with a variety of options in combat. Note that, unless otherwise stated, the default 

Difficulty for all combat actions/tests is Challenging (+-0). 

 

Aim 

Cost: 1AP/2AP 

Subtype: Focus 

The combatant takes extra time to ensure their next attack will hit. If used as a 1AP Action, Aim grants the character a 

+10 bonus to their next Melee or Ranged Test. If used as a 2AP Action, the bonus is increased to +20. The character’s 

next Action must be an attack or the bonus is lost. This bonus is also lost if the character performs a Reaction before 

making their attack. 

 

Brutal Attack 

Cost: 2AP 

Subtype: Attack, Melee 

Sometimes the best defense is a good offense. The character puts all their effort to landing a hit and worries not about 

being hit themselves. Brutal Attacks grant a +20 to Melee, but the character may not use a Reaction until the start of 

their next Turn. 

 

Brace Weapon 

Cost: 1AP 



Subtype: Miscellaneous 

Heavy weapons cannot be used effectively under normal circumstances without being braced in some way first. This 

may be accomplished by using some kind of bipod or tripod, propping the weapon up on something, or taking a more 

stable stance of some sort. If not braced, Heavy Weapons impose a -30 to Ranged when firing and cannot be used on 

Semi-Auto or Full-Auto. If the wielder moves they lose the benefits of bracing and must brace the weapon again. Once 

braced, the character can fire upon enemies up to 45 degrees or more depending on how the weapon has been braced. 

Weapons that aren’t Heavy cannot be braced. 

 

Called Shot 

Cost: 2AP 

Subtype: Attack, Focus, Melee or Ranged 

The combatant makes an attempt to deliberately hit a specific area of a target’s body. When making a Called Shot, the 

character declares a location (Head, Body, Left Arm, Right Arm, Left Leg, or Right Leg) and makes a Hard (-20) Melee 

Skill Test or a Hard (-20) Ranged Skill Test. If successful, the Determine Hit Location step of attacking is ignored and the 

attack hits the desired body part. 

 

Charge 

Cost: 2AP 

Subtype: Attack, Melee, Move 

The character charges toward a victim and makes a single melee attack. The target must be at least four Bio away but 

still within the character’s Charge Move range. The last four Bio of the Charge must be in a straight line so the attacker 

can build speed and line up with their target. This attack has a +10 bonus to hit. If the Charge is performed while 

unarmed, the character may choose to initiate a Wrestle with their target instead. 

 

Defend 

Cost: 2AP 

Subtype: Focus, Melee 

Sometimes the best defense is simply a good defense. Sacrificing the opportunity to deal damage, the character instead 

gains one additional Reaction to use until the start of their next Turn. Any melee attacks made against this character 

during that time have a penalty of -20 to hit. 

 

Delay 

Cost: 2AP 

Subtype: Miscellaneous 

Sometimes an Action during combat requires precise timing to make effectively. When a character chooses to Delay, 

their Turn ends but they may take a free 1AP Action before the start of their next Turn. This Action is, obviously, taken 

outside of Initiative Order. If multiple character attempt to take a delayed Action at the same time, they roll an Opposed 

Agility Test to determine the order. 



Example: It is Toa Iruini’s Turn in the Initiative Order and he wants to shoot at an enemy Skakdi wrestling with Toa 

Bomonga. If Iruini shoots now, he suffers a -20 penalty to Ranged for shooting into melee combat. But, he thinks that 

Bomonga has a good chance of breaking free of the Skakdi’s Wrestle on his Turn, so he chooses to Delay, which costs 

him 2AP and ends his Turn. Later, in the same Round, it is Bomonga’s Turn. He breaks free of the Wrestle and moves 

away from the Skakdi, which is exactly the opportunity Iruini was hoping for. Iruini now performs his Delayed Action, 

which is a free 1AP Action, so he chooses to fire a Rhotuka Spinner. 

 

Dodge 

Cost: 1 Reaction 

Subtype: Move 

A Dodge is a Reaction that a character takes outside of their Turn. After a character has been hit, but before Damage is 

rolled for, the character can attempt to avoid the attack entirely by using the Dodge Skill. This Reaction can only be 

performed if the character was aware of the incoming attack. If the Dodge Test is successful, the attack has been 

narrowly dodged and does no damage. If the Dodge Test is failed, the attack does Damage as normal. Dodge can be used 

against both Melee and Ranged attacks. 

Some attacks are harder to dodge, such Blast or Spray attacks or weapons being fired on Semi-Auto or Full-Auto. When 

using a Dodge against an AOE attack such as Blast or Spray, a successful Dodge moves the character to the outside edge 

of the AOE, as long as that distance isn’t further away in Bio than the character’s Agility Factor. If the character would 

need to move further, the Dodge fails automatically. When dodging burst fire, each Degree of Success allows the 

character to avoid one additional hit. 

 

Disengage 

Cost: 2AP 

Subtype: Move 

The character breaks away from a melee engagement and makes up to a Half Move. Opponents that were engaged with 

the character gain no free attacks as this does not count as Fleeing. 

 

Fake 

Cost: 1AP 

Subtype: Attack, Melee 

The combatant tries to fool their opponent into thinking the attack will come from a different direction. When 

attempting to Fake, the character and their target make an Opposed Melee Test. If the attacking character wins, their 

next melee attack against that character cannot be Reacted to. The character’s next Action must be a Basic Attack or the 

advantage is lost. 

 

Full Auto 

Cost: 2AP 

Subtype: Attack, Ranged 



Weapons firing on Full Auto unleash a frenzy of ammunition upon the enemy. When a character makes an attack with a 

ranged weapon on Full Auto, they gain a +20 bonus to their Ranged test. If the test is successful, the target suffers one 

hit plus one additional hit for every Degree of Success. The number of successful hits cannot be more than the weapon’s 

Full Auto Rate of Fire. The additional hits can either be applied against the initial target or other characters that are 

within 2 Bio of the initial target, provided they would not be harder to hit than the initial target. If the extra hits are 

applied to the initial target, use the following Multiple Hits Table to determine where on the target’s body the 

additional hits land. See step 3 of The Attack for determining where the first hit lands. 

If a weapon with the Scatter modifier is fired with Full Auto at Point Blank Range, extra hits from Scatter and Full Auto 

are calculated separately and both applied. 

First Hit Second Hit Third Hit Fourth Hit Fifth Hit Each Additional Hit 

Head Head Arm Body Arm Body 

Arm Arm Body Head Body Arm 

Body Body Arm Head Arm Body 

Leg Leg Body Arm Head Body 

 

 

Wrestle 

Cost: 1AP or 2AP 

Subtype: Attack, Melee 

This action is performed once a character is already Wrestling. See step 5 of The Attack for how to initiate Wrestling. If 

the character whose Turn it is in control of the Wrestle, they must spend 2 AP in order to maintain it. If they do not, the 

Wrestle immediately ends. After declaring they will maintain the Wrestle, the controlling character may choose to do 

one of the following. 

 Damage Opponent: The controlling wrestler attempts to harm their opponent with brute strength. Make an 

opposed Strength Test with the victim. If the controller wins, they inflict unarmed Damage with (Armor Value 

being doubled) to the victim’s Body location as well as one Stamina Damage. If the target wins, nothing 

happens. This Action can benefit from Assistance. 

 Throw Down Opponent: The controller may attempt to force their opponent to the ground with an Opposed 

Strength Test. If successful, the target becomes prone. This test can benefit from Assistance. 

 Push Opponent: The controller attempts to force their target to move. Take an Opposed Strength Test. If 

successful, the controller pushes their target one Bio in whichever direction they choose with an additional Bio 

for every Degree of Success. The total distance pushed cannot exceed the controller’s Half Move distance. The 

controller may either move with the target to maintain the Wrestle or simply shove them away, ending the 

wrestle but allowing the controller to stay where they are. This test can benefit from Assistance. 

 Ready Item: The controller readies one of their own items or, if the GM allows, they can attempt to grab an 

object belonging to the victim of the Wrestle.  

 Stand: If both of the Wrestle participants are on the ground, the controller can stand up with this action. If they 

choose, they can also force their victim to their feet as well upon making a successful Opposed Strength Test. If 

the controller wins, both wrestlers stand. This test can benefit from Assistance. 

 Use Item: The controller of the Wrestle may use a readied item. 

If the character whose turn it is the target of a Wrestle, they automatically lose 1AP at the beginning of their Turn. They 

may then chose from the following list of Actions. 



 Break Free: The victim may attempt to break themselves free of the Wrestle with an Opposed Strength Test. If 

they win, the victim breaks free and may immediately perform a 1AP Action. This test can benefit from 

assistance.  

 Slip Free:  The victim attempts to wriggle away by making a Challenging (+0) Elusion Skill Test. If successful, the 

victim slips free and may immediately perform a 1AP Action. 

 Take Control:  The victim of the Wrestle may attempt to become the controller by making an Opposed Strength 

Test. If the victim wins, they become the controller of the wrestle while their opponent becomes the victim. The 

new controller may immediately perform one of the controlling character Wrestling Actions, but may not 

perform any other 1AP Actions. This test can benefit from assistance. 

If one participating Wrestler is larger than the other, the larger Wrestler counts an extra Degree of Success per stature 

category difference on all successful Opposed Tests performed within the Wrestle. 

 

Guarded Attack 

Cost: 2AP 

Subtype: Attack, Focus, Melee 

The character makes a cautious attack, making sure not to leave themselves too vulnerable. This attack has a -10 penalty 

to hit, but all Reactions gain a +10 bonus until the start of the character’s next Turn. 

 

Jump or Leap 

Cost: 2AP 

Subtype: Move 

The character may attempt to perform a Jump or Leap. If the character is engaged in melee, see Fleeing for rules about 

disengagement. See Movement for details on Jumps and Leaps. 

 

Knock-Down 

Cost: 1AP 

Subtype: Attack 

Knock-Down allows a character to attempt to knock their opponent off their feet. If the attacker succeeds in an Opposed 

Strength Test, the target is knocked Prone. If the attacker achieves 2 Degrees of Success or more, the target also suffers 

Unarmed Attack damage (with armor counting as double) and 1 Stamina Damage. If the target wins, nothing happens. If 

the target wins by 2 Degrees of Success or more, the attack back-fires and knocks the attacker prone instead. If the 

attacker spent 1AP moving before attempting the Knock-Down, they gain a +10 bonus to the test. 

 

Maneuver 

Cost: 1AP 

Subtype: Attack, Melee, Move 

Employing skillful footwork, the attacker can force their melee opponent to move one Bio in any direction by winning an 

Opposed Melee Test. The character has the option of following as well, maintaining the melee confrontation. The target 

cannot be forced into another character or some form of obstacle such as a wall. 



 

Move 

Cost: 1AP or 2AP 

Subtype: Move 

The character may spend 1 AP to move a number of Bio equal to their Agility Factor or 2 AP to move twice as much. If 

the character stops adjacent to an enemy, they may engage that enemy in melee combat. If the character moves away 

from a character they are engaged in melee with without using a Disengage, all those who were engaged in the melee 

immediately make a free Basic Melee Attack against the moving character. 

 

Multiple Attacks 

Cost: 2AP 

Subtype: Attack, Melee or Ranged 

The character may make use a Feat that allows for attacking with more than one weapon simultaneously. 

 

Overwatch 

Cost: 2AP 

Subtype: Attack, Focus, Ranged 

The character designates a specific area or target to cover, prepared to attack anyone who enters the kill zone. When 

declaring Overwatch, the character defines a general area as a kill zone within a 45 degree arc of the direction the 

character is facing. 

Next, the character specifies whether they’ll be using Full Auto, Semi Auto, or Suppressing Fire as well as the criteria 

under which they will open fire. The very moment the predetermined criteria is met before the character’s next turn, 

they may perform the attack they decided on outside of the Initiative Order. The order of simultaneous events is 

decided in the same manner as using the Delay Action. 

Targets caught in the kill zone must take a Hard (-20) Pinning Test or else become Pinned. If a character on Overwatch 

performs any other Actions or Reactions the Overwatch immediately ends. This does not include 0AP actions. 

 

Parry 

Cost: 1 Reaction 

Subtype: Defense, Melee 

A character wielding a melee weapon is capable of Parrying an incoming Melee attack. After a melee attack hits, but 

before rolling for damage, the character may choose to spend a Reaction to Parry the attack. If they succeed in making a 

Challenging (+0) Melee Skill Test, they attack has been parried and does no damage. Unlike Dodge, Parry is not a Skill 

that must be trained, but will only work versus melee attacks. 

 

Ready 

Cost: 1 AP 



Subtype: Miscellaneous 

The character readies or puts away a weapon, device, or object. Ready can also be used to swap out Kanohi. This Action 

can also be used to apply first-aid, use a consumable, and so on. Ready can be used twice in the same Turn if it is used 

on two different items. 

Note that dropping an object instead of stowing it away is a 0AP Action. 

 

Reload 

Cost: Varies 

Subtype: Miscellaneous 

The character reloads a weapon. The amount of time required depends on the specific weapon being reloaded. Reloads 

that take longer than one Round are Extended Actions. 

 

Semi-Auto 

Cost: 2 AP 

Subtype: Attack, Ranged 

Weapons firing on Semi-Auto unleash a frenzy of ammunition upon the enemy. When a character makes an attack with 

a ranged weapon on Semi-Auto, they gain a +10 bonus to their Ranged test. If the test is successful, the target suffers 

one hit plus one additional hit for every Degree of Success. The number of successful hits cannot be more than the 

weapon’s Semi-Auto Rate of Fire. The additional hits can either be applied against the initial target or other characters 

that are within 2 Bio of the initial target, provided they would not be harder to hit than the initial target. If the extra hits 

are applied to the initial target, use the same Multiple Hits Table as Full Auto to determine where on the target’s body 

the additional hits land. See step 3 of The Attack for determining where the first hit lands. 

If a weapon with the Scatter modifier is fired with Semi-Auto at Point Blank Range, extra hits from Scatter and Semi-Auto 

are calculated separately and both applied. 

 

Basic Attack 

Cost: 1 AP 

Subtype: Attack, Melee or Ranged 

The character makes a basic attack with either a melee weapon or a ranged weapon. If the character is unarmed, they 

may choose to attempt a Wrestle with their opponent instead of damaging them. 

 

Stun 

Cost: 2 AP 

Subtype: Attack, Melee 

The character that is unarmed or wielding a melee weapon can attempt to Stun their target instead of damaging them. If 

the character succeeds on a Hard (-20) Melee Skill Test, the target is stunned. Roll damage as you normally would for a 

one-handed Basic Attack but the resulting number instead determines how many Rounds the target is Stunned for and 

causes no Damage. 



 

Suppressing Fire 

Cost: 2 AP 

Subtype: Attack, Ranged 

The character unleashes a hail of firepower in attempt to force their opponents to take cover. If the character is wielding 

a weapon capable of Full Auto, they may declare a kill zone in similar fashion to Overwatch. After declaring the area, the 

character immediately fires their weapon, expending the appropriate amount of ammunition for Full Auto rate of fire. 

All targets in the kill zone must pass a Hard (-20) Pinning Test or become Pinned. The firing character also makes a Hard 

(-20) Ranged Test to see if the haphazard spray of ammunition hits anyone, friend or foe, within the kill zone. The 

character may not choose to automatically fail this Test. If the Test succeeds, a random character in the kill zone is hit 

and takes damage from the weapon. Every two Degrees of Success on the Test inflict a hit against another random 

character. The number of hits cannot exceed the weapons Full Auto rate of fire. Use the Multiple Hits Table under Full 

Auto to determine multiple hits on a single target. Suppressing Fire is a separate Action from Full Auto and, ergo, does 

not benefit from the +20 bonus for making a Full Auto attack. 

 

Stand/Mount 

Cost: 1 AP 

Subtype: Movement 

If the active character is on the ground, they can stand. If they are already standing, they can mount a riding beast or a 

vehicle/mech. 

 

Run 

Cost: 2 AP 

Subtype: Movement 

The character runs a distance equal to their Run Movement. This action makes the character harder to hit with ranged 

attacks, but easier to hit with melee attacks. Ranged attacks made against this character suffer a -20 penalty to hit while 

melee attacks against this character gain a +20 bonus to hit. These effects are lost at the beginning of the character’s 

next turn. 

 

Tactical Advance 

Cost: 2 AP 

Subtype: Focus, Movement 

The character moves carefully from cover to cover, doing their best to minimize their time vulnerable to weapons fire. 

They character may move from one piece of cover to another that is no further than their Full Move distance. While 

moving, the character retains the benefits of the cover they just left. 

 

Use a Skill or Power 

Cost: Varies 



Subtype: Focus, Miscellaneous 

The character may perform a Skill or use a Power. 

 

Other Actions 

If the player wish to take some sort of Action not covered in the rules, the GM is the ultimate decider of whether or not 

the Action is allowed and the AP Cost/Duration the action would require. Generally, most Actions should be resolved 

with an Attribute, Skill, or Opposed Test of some kind. Again, remember that a Round is only a few seconds long, limiting 

what can be accomplished in such a short amount of time. 

 

The Attack 

Obviously, the most common Actions performed during combat are some form of attack. Regardless of the type of 

weapon being wielded, the process is basically the same. Before an attack is made, the GM should verify that the attack 

is possible. Melee attacks require the combatants to be engaged in melee. Ranged attacks cannot be made if the 

attacker is engaged in melee, with the exception of Pistol-class weapons. Also, the attacker must be aware of their 

target. 

If an attack is possible, follow these steps. 

1. Apply Modifiers to Attacker’s Attribute 

2. Attacker makes a test 

3. Attacker determines hit location 

4. Attacker determines damage 

5. Target applies damage 

As a side note, Spray and Pray attacks where the attacker is not completely aware of a target, do not follow the normal 

method for determining a hit. Instead, the GM should just decide whether or not such an attack will hit, taking into 

consideration all the variables. For example, if the GM knows there is a massive Rahi hidden in the shadows, it would 

seem reasonable that a blind shot might hit it. 

 

Step One: Apply Modifiers to Attacker’s Attribute 

Melee attacks require the attacking character to make a Melee Test and ranged attacks require the attacking character 

to make a Ranged Test. Many factors can come into play granting bonuses and penalties to the attack, making it easier 

or harder to hit the intended target. When applying multiple bonuses and/or penalties, they are all combined until the 

net penalty or bonus is determined. In events where some amounts are added or subtracted while others are multiplied 

or divided, the order they are applied in follows the traditional mathematics rule of PEMDAS. The modifier can never 

exceed +60 or -60. However, regardless of these limits, some Action are simply impossible to perform. 

 

Step Two: Attacker makes a test 

After determining the net bonus or penalty, the attacker makes their Melee or Ranged Test. As with any other Test, the 

Test is successful if the amount rolled on a d100 is equal to or lower than the modified Attribute. A successful Test 

results in a hit against the enemy, though they may choose to try and Dodge or Parry the attack when appropriate. One 

should also take note of the Degrees of Success, as these help to increase the amount of Damage the attack ultimately 

does. 



Dodge and Parry Reactions 

Upon a character’s successful Melee or Ranged attack, the victim is allowed to spend a Reaction to either Parry a melee 

attack or use the Dodge Skill. If the Reaction is successful, the hit is ignored and no Damage is suffered. 

 

Step Three: Attacker determines hit location 

Upon making a successful hit, the attacker must determine which location of the target’s body was struck. This is 

determined by taking the result of the successful Melee or Ranged Test and reversing the digits (e.g. e.g. a roll of 64 

becomes 46, a roll of 70 becomes 07, and so on). This number is then compared to the following table. 

Roll Location 

01-10 Head 

11-20 Right Arm 

21-30 Left Arm 

31-70 Body 

71-85 Right Leg 

86-00 Left Leg 

 

 

Step Four: Attacker Determines Damage 

Once the body location struck has been determined, the attacker rolls to determine how much Damage was dealt. Each 

weapon will have a listing for how much damage it does, typically determined by rolling one or more dice and adding a 

number of some value. Roll the appropriate die or dice. The roll(s) are then compared to the Degrees of Success 

achieved when rolling to hit. If at least one die rolled lower than this number, the attacker may choose to raise the result 

of one die to that number. The dice values are then added together with any applicable modifiers. This result is the 

Damage total. 

 

Trigger Effects 

When rolling for damage, if the attacker is using a weapon or power with a Trigger effect, they also roll 1d20. If, after 

applying any modifiers, the roll falls within the specified Trigger range (typically 20-20), the listed Trigger effect also 

takes place, regardless of the amount of damage done. 

 

Step Five: Target Applies Damage 

Once the Damage total has been determined, the victim subtracts their Toughness Factor and the Armor Value of the 

body location that was hit. If this reduces the Damage total to zero or less, the attack does no damage (though Trigger 

effects still take place). Any remaining Damage is subtracted from the target’s current HP. If the damage taken brings 

the target’s HP below zero, the excess Damage is recorded as Injury and the GM consults the Injury table to determine 

the Injury inflicted. Finally, if a character’s HP is zero, they must pass a Toughness Test at the beginning of each Turn 

with a -10 penalty for each level of Injury inflicted. If this Test is failed, they fall unconscious for one hour with this 

duration being reduced by 10 minutes for each point of the character’s Toughness Factor. 

 



Unarmed Combat 

Not every fight requires elemental blasts and massive weapons. Some confrontations are settled with fists (or feet, 

teeth, foreheads, and the like). To make an unarmed attack, the attacker must be engaged in melee with their target. 

The attacker makes a Challenging (+-0) Melee Test, or if their opponent is armed with a weapon, a Hard (-20) Melee 

Test. Unless upgraded with the appropriate Feats, unarmed attacks count as Primitive. Additionally, an unarmed attack 

that causes Damage equal to or greater than the victim’s Toughness Factor will cause one Stamina Damage. As with 

most melee attacks, unarmed attacks can be Parried. 

 

Wrestling 

Instead of attempting to cause Damage, an unarmed character can attempt to begin wrestling with their opponent. 

Initiating a Wrestle is a melee attack that uses either a Charge or a Basic Attack Action. The attacker makes a standard 

Melee Test which the target can choose to use a Reaction to avoid. If the Test succeeds and there is no successful 

Reaction, the two characters are now Wrestling. Whichever character is in control of the Wrestle can end it at any time 

as a 0AP Action. When participating in a Wrestle, remember these rules: 

 Wrestlers cannot use Reactions. 

 Wrestlers are considered to be engaged in melee combat. 

 Wrestlers can only perform Wrestling Actions 

 As a 0 AP action, the controller of the Wrestle can choose to end the Wrestle on their Turn 

 Other characters gain a +20 bonus to Melee Tests to hit any target engaged in Wrestling 

Only two characters can be engaged in the Wrestle, but up to two other characters can lend Assistance to each Wrestler 

when the situation allows. 

 

Dual-Wielding 

Some characters prefer to wield more than one weapon at the same time. Fighting in this way brings certain advantages 

and disadvantages. While it can improve a character’s chance to make attacks, they aren’t always as likely to hit. Unless 

the character has the Ambidextrous Trait, it is important to make note of which hand is their primary hand and which is 

their off-hand. The following rules apply to characters that are dual-wielding: 

 The character may wield any combination of melee or ranged weapons that can be wielded with one hand. 

 The character may choose which hand to use when attacking. Attacks made with the off-hand suffer a -20 

penalty to Melee and Ranged Tests. 

 If the character has the Dual-Wielder Feat, they may use the Multiple Attacks Action to attack with both 

weapons, but both weapons suffer a -20 penalty to Melee and Ranged. If the character has the Ambidextrous 

Trait, the penalty drops to -10. 

 So long as one of the weapons being wielded is a melee weapon, the character may use the Parry Reaction. 

Since this not an attack, the penalty for the off-hand doesn’t apply to the Parry Test. 

 If a character with the Dual-Wielder Feat is armed with a melee weapon in one hand and a Pistol-class weapon 

in the other, both may be used to make attacks while engaged in melee. Make the tests to hit with the 

appropriate Melee and Ranged Tests, however, Pistol-class weapons gain no bonus for Point Blank Range while 

engaged in melee. 

 When wielding two ranged weapons, the character may fire the weapons on different modes. For example, one 

on single-fire and the other on Full Auto. When firing Full Auto with both weapons, a character may only choose 

one kill zone for the Suppressive Fire Action. 

 The character may fire two ranged weapons at different targets as long as they are within 10 Bio of each other. 



 

Combat Circumstances 

Combat makes up a large component of action-fueled missions and adventures. Along the way, between dark caves, 

large sunlit fields, and crowded streets, the players will come across all manner of environments and other factors that 

will affect a combat encounter in some way. Most of these variables will make a fight more or less difficult by granting 

bonuses and/or penalties to attacks, while some others may simply open a new opportunity to try something clever or 

outlandish to get the upper hand. 

The following table, while not entirely comprehensive, lists many of the most common circumstances that will be 

encountered throughout the course of the game. For those not listed, the GM is responsible for determining what effect 

the particular circumstance has during combat. 

 

Difficulty Skill Modifier Example 

Easy +30 Attacking a Surprised or Unaware target. 
Shooting a Massive target. 
Shooting a target at Point Blank Range 

Routine +20 Melee attacks against a foe who is outnumbered three to one or more 
Attacking a Stunned opponent. 
Shooting an Enormous target. 

Ordinary +10 Melee attacks against a foe who is outnumbered two to one. 
Attacking a Prone opponent with a melee weapon. 
Attacking from higher ground. 
Shooting a Large target. 
Shooting a target at Short Range. 

Challenging +0 A Basic Attack 

Difficult -10 Any test with less than full Stamina 
Attacking or Dodging whilst in the mud or heavy rain. 
Shooting a target at Long Range. 
Shooting a Prone target. 
Shooting a Small target. 

Hard -20 Shooting into melee combat. 
Dodging whilst Prone. 
Making an unarmed attack against an armed opponent. 
Melee attacks in darkness. 
Shooting a target in fog, mist, or shadow. 
Shooting a Tiny target. 
Using a weapon without they correct Talent. 

Very Hard -30 Attacking or Dodging in deep snow. 
Firing a heavy weapon that has not been Braced. 
Shooting a Minuscule target. 
Shooting a target at Extreme range. 
Shooting at a completely concealed target. 
Shooting at a target in darkness. 

 

 



Cover 

Cover is essential during a firefight for mitigating damage. Cover does not penalize Ranged Tests made against a target 

in cover. However, there’s a fair chance that the shot will hit the cover instead of the intended target. It is up to the 

character to decide which parts of their body they are exposing when behind cover, but as a general rule, a character 

firing around or over cover will have their body and legs concealed. If an attack would hit a body location that is behind 

cover, apply it to the cover instead with any excess being applied to the target as normal 

 

Cover Type Example Armor Value 

Thin metal 4 

Storage crates, sandbags, ice 8 

Toa Canister 12 

Thick metal, stone, metal doorway 16 

Protosteel 32 

 

 

Damaging Cover 

Cover can be damaged and destroyed just as much as a living being. Any successful hit against a piece of cover the deals 

Damage greater than the cover’s Armor Value will reduce the cover’s Armor Value by 1, regardless of the amount of 

Damage done. 

 

Darkness 

Melee Tests made in darkness are considered Hard (-20), while Ranged Tests are considered Very Hard (-30). When a 

character is shrouded in darkness, Concealment Skill Tests are Routine (+20). 

 

Difficult Terrain 

Melee and Dodge Tests made while in difficult terrain, such as mud, are Difficult (-10). If these Tests are made while in 

arduous terrain, such as deep snow or slick ice, they are Very Hard (-30). 

 

Engaged in Melee 

If an attacking character is adjacent to their target, both the character and their target are considered to be engaged in 

melee. Characters engaged in melee can only make attack actions with the melee subtype. 

 

Fleeing 

Fleeing happens when a character is overcome by Fear or some other form of psychological attack that causes them to 

run away. A character fleeing voluntarily may use Disengage, Move, or Run actions. If a character is not fleeing of their 

own volition, they may only Run. A character participating in melee combat that does not Disengage before moving is 

left vulnerable to attack. Any opponents that were engaged in melee with the fleeing character may make one Basic 

Attack each for 0AP. 

 



Shooting into Melee Combat 

Ranged Tests made to hit a target engaged in melee combat are Hard (-20). If one or more characters engaged in the 

melee are Stunned, Helpless, or Unaware, this penalty is ignored. 

 

Stamina 

When a character has less than full Stamina, all their tests, including Melee and Ranged Tests, suffer a -10 penalty. 

 

Status Conditions 

There are three basic Status Conditions a character may suffer during Combat: 

Helpless: (See Helpless Targets) A Helpless character cannot take any Actions. The GM’s discretion is used to determine 

when a character is no longer Helpless (e.g. a sleeping character wakes up or a trapped character breaks free). 

Stunned: (See Stunned Targets) A stunned character cannot take any Actions. A Stunned character recovers after a set 

amount of time, typically a number of Rounds. 

Unaware: (See Unaware Targets) An Unaware character cannot take any Actions. Unaware targets are no longer 

Unaware once they have been attacked, regardless of whether or not the attack was successful. 

 

Fog, Mist, or Shadow 

Ranged Tests made to attack targets shrouded by fog, mist, or shadow are Hard (-20). While a character is shrouded by 

fog, mist, or shadow, Concealment Skill Tests are Ordinary (+10). 

 

Ganging Up 

A character has an advantage when they engage a foe in melee combat with their allies. If a group of characters 

outnumber their opponent two to one, their Melee Tests are Ordinary (+10). If a group of characters outnumber their 

opponent by three to one or more, their Melee Tests are Routine (+20). 

 

Helpless Targets 

Melee Tests made to hit a sleeping, unconscious or otherwise helpless target automatically succeed. When rolling 

Damage against such a target, roll twice and add the results. 

 

Higher Ground 

Characters standing on higher ground, such as a table, hill, or even atop a pile of corpses, have an advantage. Melee 

Tests made by these characters are Ordinary (+10). 

 

 

Missing 

Occasionally, it’s useful when missing a ranged attack to know where the hit actually landed. When a Ranged attack fails 

the GM deems it appropriate, they may consult the following diagram to determine in which direction the attack 

strayed. Roll 1d10 to determine the direction and 1d5 to determine the distance the attack was off. 



 

 

Scattering in Zero Gravity 

Throwing objects in zero gravity is a fair sight different from typical conditions. When an object scatters in zero gravity, 

roll twice on the scatter diagram, once for the X axis and once for the Y axis. 

 

Pinning 

Being shot at is harrowing at the best of time. Pinning represents a character’s survival instincts kicking in, forcing them 

to take cover from attack. If a character intends to throw themselves bravely (or foolishly) into the direct line of fire, 

they first need to steel their nerves. When a character is subject to Suppressive Fire, even if no damage is inflicted, they 

must make a Hard (-20) Pinning Test. This is a Will Test. If the Test is successful, the character may act as they wish. If 

the Test is failed, the character is Pinned. 

 

Being Pinned 

Pinned characters may only perform 1AP Actions and suffer a -20 penalty to all Ranged Tests. If a Pinned character is in 

cover relative to the attacker that Pinned them, they may not leave this cover unless retreating, though they must 

remain in cover while doing so. If no cover is nearby, they must move away from the attacker that Pinned them. At the 

end of each of their Turns, the character can make a Will Test to escape the effects of Pinning. If the character is no 

longer being shot at (i.e. nobody has fired at them since their last Turn), this Test is Easy (+30). Characters engaged in 

melee are too immediately preoccupied and Pinning does not affect them. Some Feats, Skills, Powers, items, or other 

circumstances can free a character from the effects of Pinning, such as the fear of what your Barraki overlord will do to 

you if you do not follow orders. 

 

Prone 

A character lying on the ground is considered to be prone. Melee Tests against Prone targets are Ordinary (+10) while 

Ranged Tests are Difficult (-10) unless at Point Blank Range. Prone characters suffer -10 to Melee Tests and -20 to Dodge 

Skill Tests. Unless engaged in a Wrestle, a character can drop Prone for 0AP. 

 

Stature 

Stature is important to note when shooting ranged weapons. It goes without saying that a large target will be easier to 

hit than a small one. All characters and creatures are assigned a Stature category and the GM should be able to easily 

apply these sizes to inanimate objects when needed as well. 

Size To Hit 

Miniscule (Protodites) -30 

Target

2

3

5

9-0

8

6-7

4

1



Tiny (Kraata, Krana) -20 

Small (Matoran, Bohrok) -10 

Average (Toa, Skakdi) 0 

Large (Boxor, Nui-Jaga) +10 

Enormous (Exo-Toa, Muaka) +20 

Massive (Bahrag, Toa-Kaita) +30 

Immense (Zivon) +40 

Monumental (Airship) +50 

Titanic (Tahtorak) +60 

 

Stunned Targets 

Melee and Ranged Tests made to attack Stunned targets are Routine (+20). 

 

Unaware Targets 

When a character has no idea that he is about to be attacked, they are considered an Unaware target. Usually, this 

happens at the beginning of a combat when one or more characters are Surprised. Melee or Ranged Tests made to 

attack Unaware targets are Easy (+30). 

 

Weather, Smoke, and Unnatural Conditions 

Melee and Ranged attacks while enduring harsh weather or unnatural conditions, such as heavy rain, a sandstorm, or 

being knee-deep in fungus are considered Hard (-20). 

 

Damage 

Nobody makes it through life without getting hurt in some way or another. Whether this be by getting into fights, 

malfunctioning machinery, piloting errors, or misplaced powers. There are two ways a character can suffer. Damage 

represents physical wounds while Stamina represents a characters endurance. Characters can also suffer other effects 

such as being Stunned, losing a limb, and more. 

 

HP 

HP represents how much physical damage a character can sustain before suffering serious Injuries. Every character and 

creature has an HP pool. Once a character’s HP pool has reached zero, they begin taking Injury. 

 

Damage 

Damage is physical trauma dealt to a character. Characters can suffer Damage a number of ways including being shot, 

lacerated, falling into lava, etc. When a character suffers Damage, mark the decrease in the character’s current HP on 

their character sheet. The Damage remains with the character until it is removed over time by natural healing, or the 

character receives medical attention. Each time a character is dealt Damage, there may be an opportunity for them to 

reduce it before it is applied. By default, a character reduces incoming Damage by an amount equal to their Toughness 

Factor. Armor can also help further reduce Damage. If the source of the Damage struck a body location protected by 

armor, the incoming Damage is reduced by an amount equal to the Armor Points provided by the armor. It is important 

to note that some sources of Damage ignore armor and/or Toughness; such cases are always detailed in the description 



of the Damage source. As long as a character’s HP is not a negative number, their body sill functions normally. If a 

character’s Damage drops below zero, they begin to suffer Injuries. 

 

Injury 

Whenever a character’s current HP falls below zero, they begin to suffer Injury. Each time a character suffers Injury, they 

also suffer one or more effects. These are determined by consulting the following Injury Effect table. As with normal 

Damage, Injury is cumulative and remains with the character until they either heal naturally over time or receive medical 

attention. Each Injury Effect also has its own duration (including permanent). If an Injured character suffers more 

Damage, the amount received is added to their existing Injury level and a new set of Injury Effects are applied based on 

their total Injury level (assuming they are still alive). 

 

Injury Level Effect Duration Description  

1 Numbness 1 round Limbs: Make respective tests at -30 

   Head: Make all tests at -10 (except Toughness) 

   Body: Lose 1 AP 

2 Disabled 1 round Arms: Lose use of limb 

   Legs: Halve all movement 

   Head: Blind and Deaf 

   Body: Knocked Back 

3 Severe Pain 1 round All: Stunned 

4 Disabled and Severe Pain 1 round Combine effects of Injury levels 2 and 3 

5  1d10 rounds Limbs: Halve effectiveness and drop held item 

   Head: Blind and Deaf 

  2 rounds Body: Knocked Back and Stunned 

6 Permanent Injury Permanent Limbs: Disabled if a Toughness roll is failed (until fully 
healed) 

  1d10 rounds Head: Stunned and Mask/Headgear is knocked off 

   Body: Knocked Back and Stunned 

7 Wounded Permanent Limbs: Disabled 

   Head: Death if a Toughness roll is failed (otherwise 
Injury level 6) 

   Body: Character must lay still or risk a 20% chance of 
Death each Round. 

8 Amputation Permanent Limbs: Permanently lost and Death if a Toughness Roll is 
failed 

   Head: Death 

  10 – Toughness 
Factor minutes 

Body: Instantly unconscious 

9 Death Permanent All: Death 

10 Violent Death Permanent All: A glorious display of carnage and violence (resulting 
in death) 

 

Regaining HP 

Characters automatically remove Damage (both ordinary and Injury) and regain their HP over time through natural 

healing. Medical attention and some powers and items can also regain HP. Regardless of the method however, the rate 

of HP regain depends on several factors and is fully explained in the Healing section. 



 

Stamina 

Physical damage is not the only suffering a character may endure. Excessive amounts of running, extreme temperatures, 

and swapping blows can leave a character intact, but feeling a bit spent. Stamina measures a character’s endurance over 

the course of the game. Stamina can be lost from certain attacks, Wrestling, some Injuries, powers, and the list goes on. 

A character’s maximum Stamina is equal to their Toughness Factor. A character can have their current Stamina reduced 

to zero and still function, though not without some side-effects. Should a character’s Stamina level become a negative 

value, they immediately fall unconscious for 10 minutes less one minute per Toughness Factor, but never less than 1 

minute. Once the character reawakens, automatically regain one level of Stamina. A character with anything less than 

full Stamina suffers -10 to all Tests. 

Regaining Stamina 

Stamina is regained with time. Each 10 minutes of normal rest (not counting states of unconsciousness) that includes no 

combat, use of powers, and no other strenuous activity, regains one level of Stamina. A full hour of rest will regain all 

Stamina. 

 

Conditions and Special Damage 

Standard Damage isn’t the only physical trauma a character may undergo. There are unique situations where a character 

may find themselves disabled in some way or even missing an entire limb. Collectively, these circumstances are known 

as Conditions and Special Damage. 

 

Blinded 

A blind character automatically fails all tests based on vision and automatically fails all Ranged Tests (save for Spray and 

Pray). They also suffer a -30 penalty to Melee Tests and most other tests that ordinarily benefit from vision. 

 

Deafened 

The character cannot hear at all, or at least not well enough to communicate with others. Until the character recovers or 

has their hearing repaired, they automatically fail any Skill or Attribute Test that relies on hearing. Apart from having 

trouble communicating, the GM is free to decide what effects a deaf character will have on the game. 

 

Falling 

Gravity hurts, especially when falling from places high up. No matter what caused a character to fall, Damage is 

calculated the same. The Damage suffered is 1d10 for every Bio the character fell and is not reduced by armor. Use the 

standard rules of determining hit location to see which part of the body hit the ground first. The GM may adjust the 

amount of Damage suffered depending on the type of surface the character landed on or the effects of gravity. 

 

Fear 

Some encounters are terrifying for even the most hardened warrior. This may be caused by some dark power or simply 

from a creature’s grotesque appearance. Whenever a player character is confronted by a creature with the Fear Trait or 

suffers at the hands of a Fear power, they must take a Fear Test. This is a Will Test with a penalty for how fearsome the 

cause is. These degrees of Fear are Disturbing (+0), Frightening (-10), Horrifying (-20), and Harrowing (-30). As a special 



note, if a Fearful creature is present in a swarm, the degree of Fear is increased by one level. If the Test succeeds, the 

character is undaunted and continues as normal. 

If the Fear Test fails, the character falls victim to Fear. If this occurs during combat, the character must roll 1d100 and 

add ten to the result for every Degree of Failure suffered during the Fear Test. This result is then compared to the Fear 

Table. 

01-20 The character is startled and may only take a 1AP Action on their next turn. 

21-40 The character trembles in terror. They suffer a -10 to all Tests for the rest of the encounter unless they 
Snap Out of It. 

41-60 The character stumbles backward in Shock. They character may not approach the object of Fear but 
otherwise acts normally, though with a -10 penalty until the end of the encounter. 

61-80 The character is frozen with fear and may take no Action until the Snap Out of It. Afterward, they suffer a -
10 to all Tests until the encounter’s end.  

81-100 The character panics and takes off running in the opposite direction. If there’s nowhere to run, they may 
only perform 1AP Actions each Turn and suffer a -20 penalty to all Tests. Once the character has gotten 
away, they must Snap Out of It to regain control. 

101-120 The character is so overcome with fear that the pass unconscious on the spot for 1d5 Rounds. Once the 
character regains their senses, they suffer a -10 penalty to all Tests for the rest of the encounter. 

121-130 The character is totally overcome with terror. They drop anything they are holding and are considered 
Helpless for 1d5 Rounds as they can do nothing but stare and scream. Afterward they can only take 1AP 
Actions for the rest of the encounter. 

131-140 The character is so overcome that they become maniacal. They attack anything nearby in a frenzy with any 
weapon they may be wielding. This lasts until the character Snaps Out of It or someone knocks them 
unconscious. 

141-160 The character drops to the ground for 1d5+1 Rounds crying, babbling, and thrashing about, able to do 
nothing. Afterward, they are still a mess and suffer a -20 penalty to all tests for the rest of the encounter. 

161-170 They character’s mind completely snaps and they become catatonic for 1d5 hours. 

171+ The character is shocked so badly that their Heartlight goes out. They must pass a Challenging (+0) 
Toughness Test or die. If the Test is passed, they still become catatonic for 1d5 hours. 

 

If the encounter that induced Fear is not a combat situation, the character does not roll on the Fear Table but merely 

suffers a -10 penalty to all Tests whenever the object of Fear is in the vicinity (leaving and then coming right back doesn’t 

stop the effects). 

Some effects of Fear can be removed by Snapping Out of It. Wherever this is specified on the Fear Table, they character 

may take a Will Test at the beginning of their next Turn. If successful, the effects are shrugged off. If failed, nothing 

happens and the character may try again on their next Turn. 

 

 

Lost Hand 

A character who has lost a hand suffers a -20 penalty on all Tests that typically rely on the use of two hands. 

Furthermore, they can no longer wield two-handed weapons. Shields and Bucklers can be strapped to the injured arm 

though. If a character loses their primary hand, they’ll just have to get used to having a -20 penalty to all the Melee Tests 

they’re going to be taking with their off-hand. Should a character lose both hands, they should either seek out some way 

to get the hands replaced or at least become adept at insulting enemies into submission. 

 



Lost Arm 

Similar to a lost hand, but a character cannot strap a defensive item to an arm they are no longer in possession of. Losing 

both arms is even worse and good luck standing up again if you fall over. You’ll probably want to find some way to 

augment yourself or you might look into retiring the character in favor of starting a new one. 

 

Lost Eye 

Losing one eye permanently reduces a character’s Ranged Attribute by -10. Additionally, they suffer a -20 penalty to all 

Skill and Attribute Tests that rely on sight. Should a character lose both eyes, they become blinded. 

 

Lost Foot 

The character permanently reduces all movement by half (round up) and suffers a -20 penalty to all movement Actions 

as well as Skill and Attribute Tests that rely on mobility, such as Sneaking. Losing both feet makes it hard to walk. 

 

Lost Leg 

As with a lost foot, but now the character can no longer use the Dodge Skill. Losing both legs means this character can 

no longer walk, but at least now they’re a smaller target to hit. 

 

Stunned 

Characters may become Stunned throughout the course of their adventures. This can be caused by Injury, a special 

attack, a power, or some other reason. Melee and Ranged Tests to hit Stunned characters are Routine (+20). 

Additionally, Stunned character cannot perform Actions or Reactions. 

 

Suffocation 

Suffocation can occur because of drowning, breathing in smoke, or exposure to specific toxins. How quickly a character 

suffocates depends on how active they are being. If a character is trying to conserve their oxygen, they can hold their 

breath for 2 minutes for each point of their Toughness Factor. If the character is engaged in a more strenuous activity 

such as combat or swimming, they may only hold their breath for a number of Rounds equal to twice their Toughness 

Factor. While holding their breath, characters make a Challenging (+0) Toughenss Test every minute (for conserving 

oxygen) or Round (for strenuous activity). If this Test fails, the character loses a level of Stamina. It is important to 

remember that anything but full Stamina inflicts a -10 penalty to all Tests and a negative Stamina level results in 

unconsciousness. If a character has not refilled their lungs with fresh air by the end of the allotted minutes/Rounds, they 

automatically fall unconscious, regardless of their Stamina level. A character that is unconscious and without oxygen 

immediately begins suffocating and takes 1d10 Damage every Round. Suffocation Damage is not reduced by Armor or 

Toughness. 

 

Unconsciousness 

Unconsciousness is usually the result of lost Stamina, an Injury, or Suffocation. Unless otherwise stated, the duration of 

unconsciousness for a character is ten minutes less one minute for every point of the character’s Toughness Factor. 

Unconscious characters are counted as being both Unaware and Helpless targets. If a character fell unconscious due to 

negative Stamina, they recover one level of Stamina when they awaken. 

 



Useless Limbs 

Some Injury effects indicated the possibility of losing a limb unless they pass a Challenging (+0) Toughness Test. If a 

character trained with the Medical Skill is present and able to assist the wounded character, the victim gains a +20 

bonus to this Test. Even if the Test succeeds, the limb is useless and must be kept in a sling for a duration of 1d5+1 

weeks. If the Toughness Test fails, the limb is permanently lost. 

 

Vacuum 

Being in a vacuum is less than good for a character’s health. In the event that a character finds themselves in an existing 

vacuum environment, they may survive unharmed for a number of Rounds equal to their Toughness Factor. Without 

some form of an oxygen source, they also being to suffer the effects of Suffocation. After the determined number of 

Rounds has passed, the character suffers 1d10 Damage each Round from depressurization. This damage is not reduced 

by armor. 

If the environment is not already a vacuum but is gradually depressurizing, the duration for going unharmed is doubled. 

After this time has passed, the character takes a Toughness Test with a cumulative -10 penalty each Round. Failure 

results in the usual 1d10 Damage while success reduces this to 1d5. 

 

Healing 

Upon suffering Damage a character will need to heal if they intend to go on living. A character’s HP is healed naturally 

over time, but there are means available to hasten the process. Examples include resting, medical treatment, and even 

some powers. 

By default, a full day without exertion allows a character to regain on HP. If they devote the entire day to bed rest, they 

regain one HP for every point of their Toughness Factor. 

A character that has been Injured – has a negative HP value – will not heal on their own over time. They must receive 

some form of medical treatment before they can recover. Rest and medical attention allows a character to regain 1 HP 

per week. Once the character’s HP reaches zero, they begin to heal naturally over time. 

 

Death 

Death is always the result of a severe Injury. If an Injury result indicates that a character is killed, they are considered 

dead and only a remaining Virtue Point of Duty will save their life. 

 

Medical Attention 

Medical attention is any Action taken to treat damage. This can range from using healing herbs, a Medical Test, or using 

special powers and abilities. For more details, see the Medical Skill. 

 

Cybernetic and Bionic Replacements 

It is possible to restore lost limbs and body parts with bionic replacements. 

  



ChangeLog 

September 17, ‘15 

 Fixed typo in Mask of Incomprehension 

September 15, ‘15 

 Somehow, I never mentioned that a turn is 2AP unless otherwise noted. 

September 5, ‘15 

 Fixed Ice Resistance derp 

September 3, ‘15 

 Clarified how the Taming Skill works 

August 19, ‘15 

 Fixed references to Factors/Degrees and added section for them 

 Clarified that only d10s and d20s are needed 

July 7, ‘15 

 Removed reference to fluctuating Will from the Meditate Feat 

July 6, ‘15 

 Removed Moving Target because it is literally the same as Bob and Weave. How’d that happen? 

June 25 ‘15 

 Added Masks 

o Mask of Elemental Energy 

 Reworked Masks 

o Mask of Emulation 

o Faxon 

o Felnas 

o Garai 

o Komau 

o Mahiki 

o Matatu 

o Pehuki 

o Suletu 

 General Clean-up 

o Fix all the MORE grammar errors! 

June 24, ‘15 

 Added Masks 

o Mask of Adaptation 

o Mask of Biomechanics 

o Mask of Healing 

o Mask of Incomprehension 



o Mask of Rebounding 

o Mask of Sensory Aptitude 

 Reworked Masks 

o Rahi Control 

o Rau 

o Ruru 

o Sanok 

o Mask of Scavenging 

o Tryna 

o Volitak 

 General Clean-up 

o Removed unnecessary text from the Immoral Mask notices. 

June 23, ‘15 

 Balance Adjustments 

o Reduced starting Attribute Points for Toa and Brutaka’s Species by 20. 

o Reduced starting Attribute Points for Matoran, Skakdi, and Vortixx by 10. 

 Began Kanohi rework. Masks will no longer drain Will (what a dumb idea that was). 

o Many will work with a “daily charges” system and rely on some other stat for strength. This will make it 

easier to account for Noble Kanohi as well. 

o Reworked Masks 

 Akaku 

 Arthron 

 Avsa 

 Calix 

 Mask of Charisma 

 Mask of Clairvoyance 

 Crast 

 Elda 

 Mask of Growth 

 Hau 

 Iden 

 Intangibility 

 Jutlin 

 Kadin 

 Kakama 

 Kiril 

 Kualsi 

 Mask of Psychometry 

 General Clean-up 

o I don’t know how Phase got in Feats. Removed. 

o Clarified that Powerless Kanohi have no cost. 

o Removed redundant immoral tag from Tryna in the main Kanohi List 

o The Analysis Skill has been renamed Perception to help differentiate it from Examination. 

o Updated the Examination Skill’s description to clarify its purpose. 

o Moved info re: Matoran w/o masks moved from Kanohi section to Matoran section. 

o Removed unnecessary information re: “primary Kanohi”. 

o Various grammar fixes. 



March 18, ‘15 

 Added Vortixx as a playable race 

March 17, ‘15 

 Fixed ranges of powers 

 Made proofreading pass 

 GAME IS OFFICIALLY READY FOR TESTING 

March 14, ‘15 

 Added Moto-Sled vehicle 

 Finished Rahkshi Powers 

March 11, ‘15 

 Finished vehicle rules 

March 10, ‘15 

 Added Vehicle section 

March 8 ‘15 

 Updated Toa 

o Toa of Fire now start with the Tactics Skill instead of the defunct Surfing Skill 

o Toa of Ice now start with the Logic Skill instead of the Examination Skill 

o Toa of Gravity now start with the Acrobatics Skill instead of the Intimidation Skill 

o Toa of Psionics now start with the Inquiry Skill instead of the Persuasion Skill 

 Updated Matoran 

o Matoran do need an EP pool I guess 

o Matoran now have the new Disc Slinger Trait 

o Matoran of Fire now start with the Forging Skill instead of the defunct Surfing Skill 

o Matoran of Ice now start with the Logic Skill instead of the Examination Skill 

o Matoran of Air now start with either the Driving Skill or Piloting Skill instead of the Climbing Skill 

o Matoran of Gravity now start with the Acrobatics Skill instead of the Intimidation Skill 

o Matoran of Psionics now start with the Inquiry Skill instead of the Persuasion Skill 

 Updated Brutaka’s Species 

o Added the Braced Trait 

o Added the Massive Blow Feat 

o Can now use Common Powers 

 Updated Gear 

o Added Gear Costs 

o Assigned attachments 

 Updated Melee Weapons 

o Added rules for double-ended weapons 

March 7 ‘15 

 Ditto 

 Added Common Powers 

 Added Vision Powers 

 Added Skakdi Race 



 Updated all Level-Up gains to grant 5 Attribute points instead of 3 

 Added Starting Currency to Character Creation profiles 

March 6 ‘15 

 Re-wording of ENTIRE Combat section 

March 5 ‘15 

 Updated Extended Tests 

 Updated Forced March 

 Updated Simple Climbs 

 Updated Pushing 

 Updated Throwing Objects 

 Updated Turns 

 Updated Time 

 Updated Combat Overview 

 Updated Surprise 

 Updated Initiative 

March 4 ‘15 

 Added Weapons 

o Buckler 

 Updated Weapons 

o Reworked Shield 

 Added Weapon Attachments 

o Arm/Shoulder Mount 

o Bayonet 

o Laser Pointer 

o Levitation Disc Platform 

o Psionic Aim-Assist 

o Rhotuka Launcher 

o Thermal Sight 

 Updated Rahkshi Powers 

o Fear Rahkshi now references Fear rules 

March 2 ‘15 

 Updated Kanohi 

o Crast – added rules 

o Emulation – clarified wording 

o Growth – Now grants one level of Great Stength for every three stature increased 

o Pakari – Now grants 3 levels of Great Strength 

o Jutlin – Replaced reference to “Durability” with “Armor Value” 

o Kakama – Now also doubles Movement Rate 

o Kiril – Increased cost to 3 Will/1AP for 1 Armor Value repaired 

o Komau – Now just references the Mind Control and Mind Blast Psionic Powers 

o Miru – Now references the Levitation Trait 

o Mohtrek – Clarified its uselessness 

o Suletu – Now reverences Telepathic Psionic powers 

 Updated Kanoka 



o Weaken 

o Regenerate 

o Enlarge 

o Shrink 

March 1 ‘15 

 Added Feats 

o Hit and Run 

o Blind Fighting 

o Combat Formation 

o Melee Master 

o Double Team (May or may not become a Unity ability later…?) 

o Bob and Weave 

o Nerves of Steel 

o Weather the Storm 

o Rampage 

o First to the Fray 

o Vitality 

o Deadly Hands 

 Updated Feats 

o “Berserk Charge” reverted to “Thunder Charge” 

o Last Stand bonus increased from +2 to +4 with a maximum of +20. 

o Deflect can also parry primitive ranged weapons 

o Dual Shot 

o Dual Strike 

o Mind Over Matter 

o Shielded Mind now has a prereq of Will 40 

o Lightning Reflexes 

o Sniper 

o Shielded Mind now grants its bonus against Interrogation as well. 

 Added Traits 

o Disturbing Voice 

 Added Elemental Sonic Powers 

o Screech 

Feb 28 ‘15 

 Added Skills 

o Tactics 

 Removed Skills 

o Dexterity 

 Updated Skills 

o Changed “Stalking” back to “Sneaking” 

o Concealment (now covers what used to be Dexterity) 

o Sneaking (now covers what used to be Stalking) 

o Tracking 

o Taming 

o Carving 

o Forging 

 Updated Traits 



o Blind 

o Fearsome 

o Levitation 

o Incorporeal 

o Multiple Arms 

o Kaita 

o Pure Machine 

o Nui 

o Powerless Kanohi User 

 Added Traits 

o Phase 

Feb 27 ‘15 

 Added Skills 

o Dodge 

o Driving 

o Inquiry 

o Interrogation 

 Updated Skills 

o Deception 

o Piloting 

o Examination 

o Intimidation 

o Medical 

o Navigation 

o Performing 

o “Detection” changed to “Analysis” 

o Sensing 

Feb 26 ‘15 

 Updated wording for Flyer and Hoverer Traits 

 Updated Kanohi 

o Kadin updated to reflect improved Flyer rules 

 Updated Character Creation 

o Adjusted Max HP for Toa (now 25) and Matoran (now 15) 

o Updated Max HP descriptions 

o Moved Armor Point values to respective character creation sheets 

 Updated Brutaka’s Species 

o Added Armor for Brutaka’s Species 

o Reduced level-up gain for Max EP to +2 

 “The Basics” changed to “Introduction” 

o Updated A Few Words on Dice 

o Removed reference to increasing Max HP from “Leveling Up” 

o Level up thresholds multiplied by 10. 

o Leveling Up updated to include XP award methods 

 Updated Character Creation intro 

 Added Skills 

o Dexterity 

o Driving 



o Dodge 

o Inquiry 

o Interrogation 

o Logic 

o Sensing 

o Stalking 

o Tactics 

 Updated Skills 

o Updated intro 

o Added Skill Types descriptions 

o Adjusted skill type assignments 

o Changed “Wrangling” to “Taming” 

o Removed redundant Rahi Taming skill 

o Updated Persuasion 

Feb 25 ‘15 

 Adjusted Matoran starting stats and level-up gains 

 Removed “Rahi Master” from Matoran 

 Adjusted Toa starting stats and level-up gains 

Feb 24 ‘15 

 CLEAN UP BEGINS 

 Zamor is as comprehensive as it’s going to get until further notice 

 Psionic Powers finished 

 Kanoka Discs finished 

 Juggernaut trait finished 

 Multiple Arms trait finished 

 Climbing Skill finished 

 Tunneler trait finished 

 Rahkshi Powers Updated 

o Mind Reading 

o Molecular Disruption 

o Poison 

 Kanohi Powers Updated 

o Avsa 

o Charisma 

o Clairvoyance 

o Garai 

o Kualsi 

o Matatu 

o Mohtrek (this mask is nigh impossible for use by players and only present for reference’s sake) 

o Rahi Control 

o Scavenging 

 Claw Melee weapon finished 

 Rhotuka Spinner finished 

 Combat circumstances updated to reflect range modifiers 

 Removed “outside range” combat circumstance 

 Useless Limbs finished 



Feb 23 ‘15 

 Added Psionic Powers category and sub-categories 

o Added General Telepathy 

o Added General Telekinesis 

o Added Psi-Draw 

Feb 21 ‘15 

 Add ALL the Rahkshi powers! (mostly) 

Feb 20 ‘15 

 Powers is now a main section (Heading 1) 

 Added second level (Heading 2) categories for powers. 

 Added Rahkshi Powers category 

 Added Rhotuka listing 

 Rhotuka are also considered “slow projectiles” 

o Note: Make slow projectile to a modifier? Or remove? Disk-slinger Feat? 

Feb 19 ‘15 

 Reduced headings on melee and ranged weapon categories to place under a general weapons category 

 Kanoka Discs moved below Ranged Weapons 

 Added Rhotuka and Zamor sections 

 Updated Melee Weapons 

o Foot Hammer only grants its +5 damage bonus to Unarmed melee 

o Hammer Trigger changed from Stumble to Stunned for one round 

o Updated wording on scythes for clarification 

 Added Exotic Melee Weapons 

o Devastator 

o Electro Chute Blade 

o Twilight Blade 

o Vortixx Rhotuka Battle Axe 

 Updated Exotic Melee Weapons 

o Cannot have attachments added 

Feb 18 ‘15 

 Updated Melee Weapons/Tools 

o Added Exotic Melee Weapons section 

o Shield grants +15 to parry and -10 when used to bash 

o Refined wording of Unarmed 

o Unarmed now counts as primitive 

 Added Ranged Weapons 

o Rhotuka Spinner 

o Thornax Launcher 

o Zamor Launcher 

 Updated Ranged Weapons 

o Added Range Modifiers 

 Point-Blank 

 Short Range 



 Long Range 

 Extreme Range 

o Added Parameter descriptions 

 Class 

 Range 

 Damage 

 Rate of Fire 

 Capacity 

 Reload 

 Armor Penetration 

o Added Modifier descriptions 

 Affinity (X) 

 Blast (X) 

 Partial Reload 

 Primitive 

 Recharge (X) 

 Scatter 

 Spray 

 Special Ammo 

 Titan-Killer 

o Updated listing table to include all parameters 

 Updated Kanoka Discs 

o Updated Kanoka rules to reflect -10 penalty when thrown 

o Le-Metru Disc ability changed to reflect range modifiers 

 Updated Characters 

o Toa/Matoran of Fire/Plasma now reference Fire damage instead of Heat damage 

 Updated Combat 

o Removed Point-Blank range reference 

o Pinning is now a Heading 4 (down from heading 3) 

Feb 17 ‘15 

 Added Elemental Water Powers 

o Elemental Water Trigger 

o Fire Hose 

o Flash Flood 

o Geyser 

o Rip Current 

o Undertow 

o Water Globe 

o Water Whip 

 Added Elemental Stone Powers 

o Elemental Stone Trigger 

o Boulder Crush 

o Rock Bullets 

o Stone Construct 

o Stone-Forged Weapon 

o Stone Grip 



Feb 14 ‘15 

 Added Elemental Sonic Powers 

o Elemental Sonic Trigger 

o Sonar 

o Sonic Beam 

o Thunderclap 

o Ventriloquism 

 Added Elemental Plasma Powers 

o Plasma Hail 

Feb 06 ‘15 

 Added Elemental Plasma Powers 

o Elemental Plasma Trigger 

o Armor Bane 

o Blinding Shot 

o Scorcher 

Feb 01 ‘15 

 Added Elemental Lightning Powers 

o Chain Lightning 

o Electric Storm 

o Lightning Bolt 

o Paralyze 

Jan 29 ‘15 

 Added Elemental Ice Powers 

o Elemental Ice Trigger 

o Blizzard 

o Cryo Blast 

o Freezing Shot 

o Ice-Forged Weapon 

o Ice Lance 

o Ice Wall 

o Icicle Barrage 

 Added Elemental Lightning Powers 

o Elemental Lightning Trigger 

 Updated Powers 

o Flame Wall 

 Height changed from 3 Bio to 2 Bio 

o Soil Spray 

 Removed redundant Agility Test 

 Debuff amount changed from 20 to LVL 

 

Jan 28 ‘15 

 Added Elemental Air Powers 

o Air Punch 



o Concussive Blast 

o Vacuum 

 Added Elemental Earth Powers 

o Elemental Earth Trigger 

o Crevasse 

o Dirt Fist 

o Earthen Claymore 

o Soil Spray 

o Tremor 

 Added Elemental Gravity Powers 

o Elemental Gravity Trigger 

o Black Hole 

o Crush 

o Fluctuating Field 

o Hover 

 Added Elemental Jungle Powers 

o Elemental Jungle Trigger 

o Entangle 

o Ivy Thicket 

o Thorn Barrage 

o Vine Whip 

 Misc 

o Changed Shadow Elemental Powers table color scheme 

 

Jan 27 ‘15 

 Added Power Categories 

o Elemental Air 

o Elemental Jungle 

o Elemental Fire 

o Elemental Shadow 

 

Jan 26, ‘15 

 Started changelog 

 Added Traits 

o Cling 

o Hoverer 

o Multiple Legs 

o Natural Weapons Improved 

o Toxic 

 Updated Traits 

o Crawler 

o Fear 

o Great (Attribute) 

o Juggernaut 

o Multiple Arms 

o Natural Weapons 



o Regeneration 

o Stampede 

 Removed Traits 

o Sonar 

 Added Feats 

o Brawler 

 Added Powers Section 
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