COMBINER RULES
Combiners are powerful, massive bots that were made by a team of combining Transformers, which can be of multiple “races” and sizes. The bot with the highest Leadership forms the chest, as the others form the arms and legs. The chest is usually the leader, unless players specify otherwise. As the combiners create their large Transformer form, they may make decisions as a group to pull off in-game. If the leader does something the others or one of the players do not agree with, they may make opposed leadership to take over and make a different decision.  If the size difference is too great, then the GM can determine whether or not to allow the players to become combiners. It is best for all of the bots to be the same size.
Usually combiner teams have five to six characters, though this number could vary from 2+. Teams with more than six characters are completely up to GM discretion. Size is determined by the combiners forming the legs and the chest, as this is what sets the height. Usually, the size is made by the bots forming the legs’ height, and the chest’s height, each added together. So a bot forming chest with a size of 45, and the leg bots’ height of 40 would come out to 40+45, so the height is 85. This can be chosen by the GM as well, as there are different types of transformations combiners can make.

COMBINER WOUNDS AND ARMOR
Wounds are determined by each player’s wounds and the Transformer location. The combiner has its own set of wounds, which are the combined wounds of each bot. Each player must keep track of the damage his bot has taken, because if he takes too many wounds, he can fall off. If the player takes over a third of the Combiner’s wounds, alone, he can be knocked off and heavily damaged. If a bot is knocked off, he falls to the ground at 1 wound left. If the leader is knocked off, the entire Combiner falls apart and they each take an equal part of the damage. 
When combiners detach and un-transform from each other, they each take an equal amount of the damage, if a bot would drop to a point where he would die, they would count as having 0 wounds left.

FIGHTING FOR LEADERSHIP
Transformers fighting for control over the body must make an opposing leadership for the round. For every player helping take control from the leader, the opposers gain a +10 to the roll. If the rolls tie, or if any of the players only get one single degree of success, the round is wasted, as the bots fight for control. If the opposing players win the opposing leadership test by two or more successes, they gain one round of control for every two successes. After the rounds are over, the leader gains control again.

WEAPONRY
Each character can gain weapons from what they had before, of their choosing. The arms each get the weapons they had before, but at larger sizes, as parts of the transformer go to creating a larger weapon. The leader may have one weapon, usually on the chest. Each arm gets at least a single gun of their choosing. The legs may have their guns form on the shoulders, or if they please, on the sides of the legs. The legs and chest may not use melee weapons.

Together, and with good teamwork, combiners can become incredibly powerful and intimidating bots. There are two ways for a Combiner’s characteristic to be rolled. 
The characteristics can be rolled, using 40 base of each characteristic, with a 2D10 roll, adding an extra 1D10 for each combiner character.
 The Intelligence and Courage stays at each player’s own as they can still make their own decisions and are affected by things separately as well. Perception is the leader’s perception characteristic. Players that have unnatural skills add half of the unnatural bonus is added to the Combiner characteristic. For every characteristic upgrade a player has bought, the Combiner gains 3 points in that characteristic.
It is usually best just to give the Combiner its own character sheet, as he will have every trained skill of the Transformers combined.
Combiners can be difficult to manage and balance.
