A u I u I R u n 5 An OGL template by Charles Trowbridge

Hidden In Plain Sight

Autotrons are interstellar robot refugees who have
been trapped on earth. Originally developed as
mechanical servants for a decedent mercantile empire,
autotrons have been emancipated for centuries. Class
warfare has recently ripped their culture apart and a
military junta has taken control of their home planet.
Resistance fighters fleeing their home world were
ambushed while in hyperspace knocking them into
Earth’s path.

Autotrons naturally have the ability to convert from a
humanoid labor form into a vehicle mode. They were
designed to be highly adaptable and have the innate
ability to blend in with local machines by taking their
form.

CREATING AN AUTOTRON

“Autotron" is a template that can be added to any
vehicle (referred to hereafter as the base vehicle).

The Autrotron converts a vehicle into a creature with
the statistics and special abilities noted here.

Type: Autotrons are constructs. As constructs they
roll d10’s for hit dice, have a base attack bonus of
3/4ths of their total hit dice, and no good saving
throws. Autotrons have extra hit points based on their
humanoid size category.

Size: Same as the base vehicle, or one size category
smaller for the humanoid mode.
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Hit Dice: Divide the base vehicle’s hit points by 10,
rounding up to determine hit dice. Don’t forgot that
autotrons also gain extra hit points based on their
humanoid size category.

Speed: As base vehicle in vehicle mode, or 40 ft
while in humanoid mode

Defense: As base vehicle in vehicle mode, or +4
while in humanoid mode

Hardness: As base vehicle

Special Attacks: As base vehicle and gains a slam in
humanoid mode. This slam deals damage based on the
base vehicle’s size, on table 8-5: Constructs.

Special Qualities:

Altmode: An autotron can convert from a vehicle to a
humanoid mode. When converting too vehicle mode
any hand held items are stowed away in cargo. When
converting from vehicle mode any passengers are
safely ejected and any cargo either is in the robots
hands, or if the robot is unwilling or unable to carry all
of the cargo it is safely ejected. The humanoid form is
usually a robot that is about 10 feet tall with styling
similar to the base vehicle. The base vehicle appears to
be a normal vehicle of the type without any trace of
robot features.

Changing to or from robot is a move action. A
destroyed autotron reverts to it’s humanoid form,
although it remains dead.

While in vehicle mode the autotron drives it’s self,



although it can choose to give control to a driver. While
in vehicle mode the autotron or it’s driver must make
Drive checks as normal for any stunts.

Shunt: Autotrons use the same pool of hit points in
both forms. Autotrons retain the same mass in both
forms; it is just more densely packed in humanoid
mode.

Altscan: As soon as an autotron lands on a new world
they instantly start to altscan, looking for a suitable
vehicle form to disguise themselves as on this world.
This process takes 5 minutes, minus 1 minute per point
of wisdom bonus to a minimum of 1 minute. Once
mechanical form is found with approximately the right
mass, form factor, and style the autotron re-configures
its vehicle mode to match the scanned vehicle. Apply
this template to the new vehicle to determine the
character’s new statistics. The ability scores of the
character do not change after an altscan.

Immunities: Autotrons are immune to poison, sleep,
paralysis, stunning, disease, necromancy effects, and
any effect that requires a Fortitude save unless the
effect also works on objects or is harmless. They are
not subject to critical hits, nonlethal damage, ability
damage, ability drain, energy drain, or the effects of
massive damage. Note that unlike other constructs,
autotrons are susceptible to mind influencing effects.

Repairable: Unlike other constructs, autotrons can
heal damage on their own. This happens at the rate of 1
hit point per day per construct hit die. They can also be
repaired using the Repair skill. A successful Repair
check (DC 30) heals 1d10 points of damage to a
construct, and each check represents 1 hour of work.
An autotron reduced to 0 hit points is immediately
destroyed and cannot be repaired.

Chthonic Volt: Autotrons were designed with suitably
advanced technology as to have the functional

equivalent to a soul and as a result can be raised from
the dead.

Abilities: Roll abilities as normal for a beginning
human character, and drop one score. Autotrons do not
have a constitution score, although they do have all
other scores. Large autotrons add +8 to their strength
and subtract -2 from their dexterity. Huge autotrons
add +16 to their strength and subtract -4 from their
dexterity.

Skills: 2 + Intelligence modifier per hit dice.
Autotrons have a +8 racial bonus to Drive or Pilot
checks, whichever is appropriate.

Crew & Passengers: As base vehicle in vehicle
mode, or inapplicable in humanoid mode.

Cargo: As base vehicle in vehicle mode, or
inapplicable in humanoid mode.

Initiative: As base vehicle in vehicle mode, or +0 in
humanoid mode.

Maneuver: As base vehicle in vehicle mode, or
inapplicable in humanoid mode.

Purchase DC & Restriction: Inapplicable

Challenge Rating: 3/4ths of hit dice.

Level Adjustment: +1



OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000
Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who
have contributed Open Game Content; (b)"Derivative Material" means copyrighted
material including derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form in which an existing work may
be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent,
lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open
Game Content" means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any work covered by
this License, including translations and derivative works under copyright law, but
specifically excludes Product Identity. (e) "Product Identity" means product and
product line names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual or audio
representations; names and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special abilities; places, locations,
environments, creatures, equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other trademark or registered trademark
clearly identified as Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) "Trademark" means the logos,
names, mark, sign, motto, designs that are used by a Contributor to identify itself or
its products or the associated products contributed to the Open Game License by the
Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open Game Content. (h)
"You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice
indicating that the Open Game Content may only be Used under and in terms of this
License. You must affix such a notice to any Open Game Content that you Use. No
terms may be added to or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied to any Open Game
Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with
the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material
as Open Game Content, You represent that Your Contributions are Your original
creation and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game
Content You are copying, modifying or distributing, and You must add the title, the

copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an
indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark
in conjunction with a work containing Open Game Content except as expressly
licensed in another, independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that Product Identity. The owner of any
Product Identity used in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated
versions of this License. You may use any authorized version of this License to copy,
modify and distribute any Open Game Content originally distributed under any
version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of
the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game
Content using the name of any Contributor unless You have written permission from
the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of
this License with respect to some or all of the Open Game Content due to statute,
judicial order, or governmental regulation then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all
terms herein and fail to cure such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.
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