This document is intended to be an aid to using the Robotech Character Sheet





Version B1.3





A Little History…


This program was written by myself, and was at first just an attempt to make putting my character up


levels easier.  Even though my character doesn’t go up levels very often anymore, it was still a pain.


It started with just the first sheet, with programmed cells to calculate the appropriate percentage when the


character’s level was increased.  I then started putting in tables so that it would calculate “when” I went up a level, so that I wouldn’t have to keep an eye on when I went over on XP’s.  I then thought it would be nice to have it tell me what my mecha combat bonuses were, and so the second sheet was born.  Anyway, at this point I realized that I could expand this spreadsheet to allow others to take advantage of it as well.


I spent about one or two weeks between fall and spring semesters working intensively on the program, and it was mostly done at this point (With a little help and guidance from our GM [Ken Olson], and a friend and fellow roleplayer [Dan Heit]). From that point on, I have been tweaking the program, and adding little extras to make the program a little harder to “fool” into not following the rules.





Version B1.0	First finished version released to our roleplaying group for testing.


Version B1.1	Removed ability for non-M.O.S. allowed O.C.C.’s to select an M.O.S. besides “none”


Version B1.2	Added three new mecha to the “Special Mecha” section; the VF-X, VF-1B Thunderbolt, 


and the Alpha Fighter VAF-6C,R,J.  All mecha combat statistics are the same (VF-X is 


identical to the normal VF series veritechs) except that one more attack per melee is 


allowed. Basic mecha combat remains unchanged.


Version B1.3	Added code to allow a person to update a new version of this program with character 


information from a personalized character sheet. See new section: “Updating an existing Character”





Creating a Character…


First, you’ll have to write over my character, but don’t worry, because all the cells you need to write in should be accessible.  As a side note, I have been playing Robotech for about 10 years with the same character, and he *is* legitimate. The only things that really are not are extra skills given to me by the GM along the way. As you can see, though, at the age of 13 my ideas for character names were fairly limited.





Personal Statistics


Roll 3D6 or whatever the rules tell you to roll, for each stat.  Perception and Luck are stats added by our GM, and I don’t believe you’ll hurt anything by leaving them blank if you wish.  All bonuses due to stats should be calculated for you.





O.C.C. Selection


Scroll to the right on the first page, and you should see a “drop down” box labeled “Valid O.C.C. Selections”.  Use this box to select an O.C.C.  After you select, below the drop down box, you should see all of the appropriate O.C.C. skills and bonuses, and available other skills.  If select a Southern Cross or Nonmilitary O.C.C., you may select an M.O.S as well.  I know that the nonmilitary O.C.C. shouldn’t technically have an M.O.S., but it works well within the program.  An M.O.S. selection will give you additional options available to you.  You can go back and change your O.C.C. or M.O.S. at any time before you select your skills without adverse effects.  If you do it afterwards, all bets are off.





Skill Selection


Please not that pressing the “F9” button will recalculate all cells.





This should be the hardest part of creating your character.  Your O.C.C. (and M.O.S.) will tell you how many skills you get for your character *at level one*. And the bonuses that apply to said skills.  However, *you* must enter these skills into the appropriate cells.  





There are two columns for skills to be entered in.  The “B” column, and the “L” column. Do not enter skill names into any other column or cell. Errors will result!   Your hand to hand combat proficiency must be typed into cell M30.





You must also enter the level you acquired any skill in the column immediately to the left of the columns skills are entered in (therefore, the “A”, and “K” columns).  This allows for the program to calculate the accurate percentage.





For any skills that receive a M.O.S. bonus, enter a “yes” into the column labeled “M.O.S.” the program will then add your M.O.S. bonus to this skill, otherwise leave these cells blank.





If you have any skill at basic proficiency, it *must* be placed in the “B” column for skills, and “Basic” must be typed into the column ahead of the M.O.S. column.  (This only applies to mecha combat skills… Radio: basic and such skills are entered separately into my program)  Look in the “Tips” dropdown box to see what mecha combat skills characters automatically receive based on O.C.C.





If you acquire a new skill at a level later than first, simply enter the new skill in an empty slot, and type in the level you got the new skill at, and percentages or bonuses will be applied appropriately. If any skill that modifies a stat is selected, you must change your stat manually.





This is the nasty and unfortunate part of my program… the skills you type in must be *exactly* as I have typed them into the program on the ‘Tables’ sheet, otherwise they will not register!  Even having one letter not capitalized as I do can give you errors.  I have tried my best to type them in as they appear in the Sentinels book, but I may have goofed, so use the ‘Tables’ sheet as the ultimate authority on spelling.





HINT: If you have checked and double-checked that you have the same spelling as I do for a skill, and it still gives you an error message, try placing a space before or after the skill name… Yes even spaces matter.





Once you have a skill entered correctly, either a percentage (for percentage skills) or a dash (for non percentage skills like boxing) will appear instead of an error message.





There is a spot for weapon proficiencies under the second skill column, if there is not enough room for them there, you may put them into normal skill slots, but a #### message will appear in the cell where


percentage is calculated.





Updating an existing Character


For version B1.3, there is a new button labeled, “Update an existing Character”.  If you wish to use this function, a few things must be in order:


The older version of the program must be renamed “Robo_Old.xls” from whatever it was named before. Otherwise, errors will result.


The newer version of this program must be named “Robotech Character Sheet.xls” It should download with name, but it may have been changed. It must be changed back.


You must know the location of your old version in your directory structure. Know the DOS names of the folders, you will be prompted for them.


You must update (press the button) from the newer version.


Pushing the button labeled, “Update an existing Character” will bring up an inputbox. It will prompt you for a directory.  You must now type in the location of your Robo_Old.xls file using DOS names for the folders.  Once “OK” is pressed, the program will take over.  It will take much of the information about your character and put it into the new file.  You must still reselect your chosen mecha on the Bonuses in Mecha sheet, and any changes on the Kill Sheet will still need to be redone. If you wish, you may also reselect your chosen O.C.C. and M.O.S. (if any), as the dropdown boxes will still show “RDF Veritech Fighter Pilot O.C.C.” and “None” respectively. This is because the character update function bypasses the dropdown boxes.





Bonuses in Mecha Sheet


There are 11 slots where you can select a mecha that your character can pilot.  The first box is designated for personal combat, and should not be tampered with.  To select a mecha, simply scroll to the right, and select a dropdown box that matches the slot where you want this mechas bonuses to appear.  Some mecha are house mecha, and some are from other sources on t
