General Purpose Artificial Life Forms (Androids)

Before I begin an extensive treatise on Androids, let me first address the number one question most people have when considering this topic, and that is, 

“What is the difference between an Android and an advanced human-formed robot, such as an Automaton or Exterminator?”  
This is a fine line, but the difference is all in the brain and how it is programmed.  


For this part to make sense, you may wish to download my free house rules book.  In that book, I included a class based skill system, weapon proficiency system, and computer programming system.  Weapon proficiencies are optional unless the system is used when creating other living creatures (including PCs) in your game.  The class based skill system or something similar can be used to program Androids even if the PC’s do not use it.

Computers and Robots are programmed with program packets.  The packets are stored in a storage facility somewhere and then swapped in and out of its cpu as needed.   A sufficiently powerful computer, cybernetic installation, think tank, borg or even a really smart robot may become AI and maybe even run the AL package, but it is never truly alive.  It's still a computer or robot and subject to Robot Recognition rolls, access codes, program overrides, and even reprogramming of its AI/AL packages.

Cyborgs and Androids are always alive, just like an ark or hisser.  They do not have the same kind of cpu or storage facilities as a computer or robot.  Nothing about the programming is the same. Androids are hard wired with AI/AL packages in the firmware and then programmed with a skill set, weapon proficiencies and mutation like powers.  They are creatures and NOT subject to such things as Robot Recognition or system reprogramming. 


Another frequently asked question is, 

“How many different kinds of Androids are there?” 

A bunch!  Androids were in production for hundreds of years and every facility could customize their models to one degree or another.   Though there are literally thousands of different variations possible, there are only three general types of androids.

The earliest model, the Basic Android, is entirely mechanical.  They can be manufactured by advanced Tech IV or V societies.  They do not heal damage normally and must be repaired.  When their hit points are reduced below –10, they are damaged beyond repair (dead).  They can repair themselves at a rate of 1d3 hit points per day of rest.  Most can pass for pure strain human at a distance but suffer a –4 penalty on robot recognition when dealing with computers and robots outside of its own facility.  They do not eat.  An atomic power cell powers them for hundreds of years of operation.  Basic Androids gain a +3 bonus to their Health v. Radiation and cannot mutate.  They are resistant to Heat and Cold.  Damage is reduced by 1 point per die, minimum 1 point of damage per die.  They are immune to the following attack forms: Poisons & Chemicals, Paralysis, Mental Attacks, Gasses, Draining & Life Leech, and Diseases & Biological Agents.

Synthetic Androids are also entirely mechanical, but their systems are intentionally designed to mimic biological functions.  They require a minimum of a Tech V society to build. They do not heal damage normally and must be repaired.  When their hit points are reduced below –10, they are damaged beyond repair (dead).  They can repair themselves at a rate of 1d3 hit points per day of rest.  Most can pass for pure strain human even to a close observer.  They even appear to be a living biological human when seen with infravision, but suffer a –2 penalty on robot recognition when dealing with computers and robots outside of its own facility.  Synthetic Androids must eat and breathe to provide fuel for their internal power supply.  They gain a +1 bonus to their Health v. Radiation and cannot mutate.  They are resistant to Heat and Cold.  Damage is reduced by 3 points per die, minimum 1 point of damage per die.  They are immune to the following attack forms: Poisons & Chemicals, Paralysis, Mental Attacks, Draining & Life Leech, and Diseases & Biological Agents.

The final type of Android, the Replicant, is entirely organic, but has a very short lifespan.  They can only be created by a Tech VI society.  Replicants appear completely human, requiring a DNA test to tell the difference and suffer no penalty to their Robot Recognition scores.  They heal damage, determine their hit points, and die as if they were human.  They eat and breathe and have all the same biological functions as a human.  They have no natural immunities but are resistant to Heat and Cold, subtracting 2 points per die of damage, minimum of 1 point per die.  They suffer from radiation damage normally, except when a mutate result is indicated the result is fatal.

What’s the deal with programming Androids with skill sets?

Rather than using computer programs with names like Humanoid Sensor Packages 1.6, Maneuvering 3.1, and Targeting System 4.0, an Android is given a more useful set of programs, corresponding to human skills like Endurance, Weapons Mastery and Bowman.  When assigning skill sets, a Thinker is considered a cross between an Esper and an Eaminer, a Worker is a cross between an Examiner and a Scout, and a Warrior is a cross between an Enforcer and a Scout.  In addition to General skills, they may be given skills from either or both class sets without penalty.  When programming an Android, the GM should fill all available skill slots and should not save more than 2 skill slots for later use.

Androids have Mutations?  Are you nuts?  

Well, sort of.  An android of any type may have been built with 3 any abilities or physical changes that mimic mutations.  Not every Android was built with these augmentations.  Some augmentations, such as wings or gills, were quite rare and expensive to build.  This is where the GM can be as creative or as insidious as he or she wishes to be.  As a general rule, I would allow a Basic or Synthetic Android to have any 3 physical mutations or mental mutations that do not have a mutation score, while a Replicant Android could have any 3 physical or mental mutations.  

Weapon Proficiencies too?

They are totally optional, but they are used in my game so I included them here.

Androids gain levels?

It’s totally optional, but why not?  They have a class and could be built at higher than 1st level or they may advance in level later.  Theoretically, there is no upper limit, but most are 10th level or less.  In addition, the 4e skill system assumes the characters advance in level in order to get higher skill scores.  If you use a different skill system, advancing levels may be less important.

Gaining Levels

All classes:

Thinker:

Worker:

Warrior:

Average Stats for Standard Android (at 1st level)

	Android Class
	Thinker
	Worker
	Warrior

	Type/Tech Level
	Basic (IV-V), Synthetic (V-VI) or Replicant (VI)

	Number
	1d4
	1d6+2
	1d6

	PS
	14/+1
	18/+3
	18/+3

	DX
	12/+0
	12/+0
	18/+3

	CN
	14/+1 
	18/+3
	18/+3

	MS
	18/+3
	12/+0
	14/+1

	IN
	18/+3
	10/+0
	14/+1

	CH
	18/+3
	10/+0
	12/+0

	SN
	12/+0
	12/+0
	12/+0

	Base Spd
	12
	12
	15

	Hit Points
	50 (or d6 x CN)
	40 (or d6 x CN)
	75 (or d6 x CN)

	Base AC
	10
	10
	13

	Damage by hand
	1d6+1
	1d8+3
	1d12+3

	Morale
	10
	5
	15

	Per
	15
	12
	13

	St
	+0
	+0
	+3

	RU
	+3
	+0
	+1

	Hth 
	11
	13
	13

	MD 
	13
	10
	11

	UA 
	13
	10
	11

	RR 
	16, 18 or 20
	16, 18 or 20
	16, 18 or 20

	THAC M/R 
	+1/+0
	+3/+0
	+3/+3

	Dmg Mod 
	+1
	+3
	+3

	
	
	
	

	Mutation like power
	Up to 3 beneficial “mutations”  (depending on type)

	Immunities
	Variable (depending on type)

	Level Range**
	1d10

	Skill Set***
	G/Es/Ex
	G/Ex/Sc
	G/En/Sc

	Wpn Profs***
	Any 3+1/4 levels
	Any 3+1/3 levels
	Any 3+1/2 levels

	XP
	Variable
	Variable
	Variable

	
	
	
	

	
	
	
	


Random stats for Custom Androids

	Android Class
	Thinker
	Worker
	Warrior

	PS
	1d6+10
	1d6+15
	1d6+15 

	DX
	1d6+8 
	1d6+8
	1d6+15

	CN
	1d6+10  
	1d6+15 
	1d6+15 

	MS
	1d6+15 
	1d6+8
	1d6+10

	IN
	1d6+15
	1d6+6
	1d6+10

	CH
	1d6+15
	1d6+6
	1d6+8 

	SN
	1d6+8
	1d6+8
	1d6+8

	
	
	
	

	
	
	
	


