ANDROIDS:

Conversion by Laura Mumma, Tchklinxa

“…four transparent oval tanks. Within each of these transparent tanks is a semi-humanoid figure, each slightly different from the other, floating in a clear, amber fluid. In the tank on the far left is the metallic framework of a man inter laced with a mass of electronic wiring. In the tank to its immediate right is a similar framework. However, partially covering the metal is a partial layer of muscle.  In the next container the skeleton has a layer of muscle and very man-like figure complete with skin, but lacking distinct toes, I fingers, and eyes. In the final tank is a creature indistinguishable from a pure strain human, complete with hair, nails, and facial features… “  -- Legion of Gold GW1 by Gary Gygax with Luke Gygax and Paul Reiche III
Gaming History:

TSR has had several versions of androids in their various game systems. To my knowledge they first appeared in the 1976, Metamorphosis Alpha by James M. Ward, Expedition To The Barrier Peaks from Origins II 1976 republished as an AD&D module 1980 by Gary Gygax, and Gamma World 1st edition 1978 by James M. Ward and Gary Jaquet. I reviewed these early TSR android descriptions as sources for this article. The androids in these various games all shared some common ideas and generally served a similar purpose usually killing the player party. In addition the Massconfusion 1984 Star Frontiers Competition Module Trouble on Janus has androids as well. I have tried to coalesce the general idea of what an android is from these early ideas into an overall whole. Including androids in the Star Frontier universe can offer a wide range of plot opportunities from good old fashion dangerous creature to benevolent NPC and even an unusual player character option. The androids presented in these various examples, are a bio-chemical organic cybernetic based technology in keeping with the ideas in TSR material. 

In Plotlines:

Typically androids in a post apocalypse environments usually consider their creators to be a threat to their existence, travel heavily armed, and will always fight to the death. There are however plenty of examples of androids not being hostile as well in post apocalyptic Sci-Fi settings and in non-apocalyptic Sci-Fi settings. Androids in science fiction have become hosts to the minds of dead people for better or for worse, formed their own societies, searched for the meaning of life or to be more than their programming, developed mental illnesses, found religion or realizing they were slaves rebelled and killed their creators.  

Stats:

The below stats are for a basic human or yazirian type android. Vrusk and Osakar androids move faster while a race like Isfinit move slower. To determine the rate look at walking speed +2 for basic walk, for run multiply the walking speed by 5 for Thinker and Worker type androids. For the Warrior type basic walk is +5, run is found by multiplying the basic walk by 5. 

                               Thinker         Worker        Warrior  

Type: Mechanical

Race: Human

Number:                   1-6               1-6               1-6

Move:  Medium        12/60          12/60           15/75

STR: Thinker & Worker randomly rolled            70

STA:                          70               45                 100

DEX: Thinker & Worker randomly rolled             70

RS: Thinker & Worker randomly rolled               70 

INT: All types randomly rolled with a -20 modifier to this ability.

LOG:          minimum 75     randomly rolled     randomly rolled

PER: Thinker & Worker randomly rolled           70

LDR: Thinker & Worker randomly rolled           70

IM: Divide Reaction Speed score by 10 all models.

Attack: ½ DEX rounded up

# of Attacks: 2

Damage: # of d10 damage determined by Strength Score using the punching table.

Special Defense: Varies
Special Attack: Varies
Damage: Varies

Weight: 100 kg

Planet of Origin/Habitat: Varies/Varies 

Description:
Androids are constructed intelligent beings created using advance technologies in chemical, biological, and cybernetic fields. Androids are usually created in facilities specially designed for their production, overseen by medical, computer, and robotics technicians of the species creating them. Such facilities usually are only capable of producing androids of specific race designs. The brain structure of these constructs is made to be programmable directly by computer banks or directly from an individual. Androids resent being referred to as robots and may or may not have emotions. Androids can look like Humans, Yazirians, Vrusks and many other species and come in any gender and various age groups though young adult in the prime of their life is often preferred. Androids can use any tools or weapons of the race they are based on as long as they posses the skills to do so. All have the basic attributes: STR/STA, DEX/RS, INT/LOG and PER/LDR, all to be determined by the referee randomly except for the following guidelines: All Androids have a low INT score and have a -20 at creation. The thinker has a minimum 75 LOG and 70 STA, and the warrior has a 70 in all categories except STA, which is 100, & LOG which is randomly rolled. All workers have a STA 45 all other abilities are randomly rolled. Note specially built androids such as medical androids would for instance have a high LOG and high DEX score. A variety of training androids on a large space ship for instance might be very specialized such as martial arts instructor, fencing instructor, boxing, nurse, surgeon, servant and so on. Civilian versions of the Warrior Type (a body guard) would not have an STA of 100 as that would be military grade and would probably not exceed 70. The three types listed are guidelines only and the referee is encouraged to create androids that best meet the needs of their setting. At less than 1/5th starting STA points remaining there is a 50% chance per combat turn that the android will cease functioning.
Androids are impervious to cold and usually take only half damage from acid or fire. Paralysis, gas, poison, and gaze weapons are useless against androids, but if hit with electrical attacks there is a 1% chance per point of damage they sustain that the attack will short their cybernetic aspects. Immersion in water for 3 full turns will always short-circuit an android unless it is a specially built for underwater operation. Androids can be created to be resistant to different conditions hostile to the species that created them, such as radiation, chemicals, acids or other atmospheres thus allowing the android to work in that hostile environment safely. Note however all androids have biological aspects to them and if they are not specifically designed to resist radiation or mental attack for instance they will be just as susceptible as other life forms.

“…one large complex where there are complete android fabrication laboratories containing the necessary facilities for production: formulation vats, mental matrix circuit facilities, programming energizers, chemical storage, and a test area.” & “…the ability to make chemical life (androids) was well within the power of the medical specialists. But the question of whether man had the right to create any form of intelligent living being was not yet, answered for all. In a move to placate those that did not wish these fabrications to be equal to men, limitations were put into every android.” -- Metamorphosis Alpha, by James M. Ward
Societies that are technologically advanced enough to create androids often build in safe guards. Typical safe guards include limited life span (2-6 years), limit the amount of memory storage space (so the androids skills are limited and they are specialists only in one field), sensitivity to sonics and easily damaged by sonic weapons, away to turn them off (individually or as a group) and programming against harming their creators. Some societies purposely make their androids as close as possible to themselves while other species prefer their androids to look slightly different or obviously artificial. Androids can have such features as changing color near the end of its life expectancy (to allow it to be recycled), built-in frequency key that will permit androids to gain access to all areas requiring that key, vision that is normal to 150% human norm, including special types of sight and audio sensors can range from normal human hearing to 150% human norm.  Unless an androids life expectancy has been limited they have an indefinite life expectancy, that is really only limited to damage they may receive or power source needs and thus they could last 100’s, or 100,1000’s of years easily. Androids are powered by electrical energy but again designers may supply an android with a long lasting power supply, broadcasted energy or a limited power source. Hydrogen energy cells power most androids. The standard civilian models usually can operate for 20 hours from the energy given from the standard hydrogen energy cell. Lack of energy after 20 hours will cause the android to collapse until energy is restored. Hydrogen Energy Cells are rechargeable batteries, less common and, more expensive than chemical energy cells. They do not lose their charge through disuse.
Cost: In the average setting androids should probably be expensive and predominately owned by large mega-corporations, governments and the extremely wealthy. There are probably some cheap versions but these should be very limited and designed to be servants with limited capabilities and various safety features, as most governments would probably not want hordes of super strong smart androids they don’t control about. Androids may fulfill entertainment uses, be tutors, bodyguards, servants and perform many other jobs. 

Basic Body: 1000 multiplied by the ability scores of each skill ability.

Example: If an android had 45 for each ability that would be 360 x 1000 = 36,000 just for the body.

Next programming and special features would need to be considered. For programming use the player skills keeping in mind that androids are normally specialists and multiply each level of skill cost by 100 in the androids specialty. 

Example: Level 6 Medical Skill would be 300 + 600 + 900 + 1200 + 1500 + 1800 = 6,300

Special Features: pricing should be determined by looking at the similar tech items available and adding that to the cost.
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