CYCLOPTRON

Converted by Laura Mumma, Tchklinxa

The Cycloptron comes from the July 1983 Dragon 75 article “Mutants, men(?), and machines A GAMMA WORLD® creature collection” by Roger Moore. I changed the Cycloptron from it’s original version of 6 meters to a smaller size. I like the concept of this race in general but always found their size problematic, so I shrunk them down to a size I found more useful. I made a few other changes to make for a logical species that could survive, have culture and travel into space.
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TYPE: Large Omnivore

NO. APPEARING: 2-12

MOVE: Slow NS: 4.8, CS: 9.6, TS: 6.4, MS: 24

STA: 115

Attack: 80, special 50%

IM/RS: 5/45

% IN LAIR: 25%

ATTACKS: 2, plus eye

Special Attacks: eye ray

ORIGINAL STOCK: Human

MUTATIONS: Taller, improved infravision, radiated eye (special), transmutational touch

Native World:

Cycloptrons prefer to live in areas high in metallic resources and are often found mountainous regions, canyons and vast great cavern systems. They often carve out of solid rock their buildings and homes. These human-descended beings stand a minimum of 2.1 meters to 3 meters in height at adulthood. They are the descendants of humans from a miner colony that where exposed to radiation and mutation creating agents. Even though these are very tall people they are miners, besides mining for metals they also mine for other resources. They are excellent chemists, glass, ceramic, pottery, metal workers and stone-masons. Their hair can be a bushy black, silver, gold or copper and is glossy in appearance, and their skin is a dull silver-grey. Cycloptrons are humanoid in shape, thickly built and powerfully muscled. The enormous weight they carry is well supported by their skeletal systems, because of the addition of a light metallic alloy to the composition of their bones. Their skin has a metallic smooth cold feel and is extremely tough and acts as a natural armor. So much of their physiology requires metallic elements that Cycloptrons frequently make their own wells and reservoirs underground and fill them with specially developed metallic salts. They eat standard human diets, however most of their food is also heavily spiced with metallic salts and materials some of which would be poisonous to normal humans.

Cycloptrons have only a single eye, with a red-gold iris. Though they have limited depth perception (and are -20 to hit with range weapons), the larger eyeball better enables them to see in the infrared spectrum up to one kilometer distance. Daylight causes them no discomfort. Three times a day, a Cycloptron may launch a ray of energy from its eye against an opponent or opponents, with the Maximum Range: 700 meters and Effective Range: 350 meters and with a base chance attack of  50%. Every time this ray strikes an opponent, it will cause the loss of 1 point to all abilities for 6 days (-1/R6). After this time the lost points will be regained; but note that if a victim is hit two or more times, the duration of the losses are cumulative. (Two hits = 2 points loss from each ability, for 12 days.) Should either the victim’s physical Strength or Stamina score be reduced to zero, he or she is slain, unless placed on a freeze field and hospital care administrated. Otherwise, the victim can survive the encounter, and recuperation can eventually take place. 

Cycloptrons are able, by simply touching something that is predominantly metal, to draw the metallic elements out of the object and effectively disintegrate it. A Cycloptron can destroy 1 cubic meter of metal in this fashion every round and this power cannot be turned off. Clever merchants from other races will trade old machinery parts to these beings (for use by them as food) in exchange for their services. As a result of this metal-disintegrating characteristic, Cycloptrons must wear insulating clothing to prevent them destroying metal objects they wish to use. Cycloptrons energetically avoid contact with duralloy and radioactive elements; the former acts as an intensity S17/T5 poison if touched by one of the creatures, and the latter is greatly feared by all Cycloptrons for religious reasons. Cycloptrons when traveling in space or amongst other races generally are fully clothed, gloved and wear a wrap around single-lense sunglass. Cycloptron spaceships are generally lined with materials that prevent them from accidentally disintegrating any metals in the ship’s construction. Cycloptronic technology often employ’s a lot of plastics, ceramics, and glass. Examples would be glass peroxide guns, ceramic swords, plastic armor, and plastic or ceramic bodied robots. Cycloptrons prefer hand to hand type weapons due to their handicap using range weapons.

Cycloptrons as PCs: Cycloptrons are not brutes or primitive though often normal humans believe this. They are just as intelligent and capable as normal humans. Their abilities are rolled the same as normal humans but they receive a +20 to Stamina and a +10 to Strength and they suffer a -10 to Dexterity/Reaction Speed as the player sees fit. All Cycloptron PCs can have a maximium STR/STA they can achieve of 115. Normal humans have a -5, vrusk a -5, and yazirians -5 racial reaction to Cycloptrons. All Cycloptrons have a -20 modifier with all ranged weapons. Cycloptrons are tall and often have trouble negotiating the doorways of buildings, ships and space stations designed for other species and tend to stay in areas that are spacious. Cycloptrons often face a lot of prejudices and fear outside of their own communities. Clycloptrons can breed with normal humans or other mutant humans in most cases. 

