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Archetype

Ability Scores
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Ability Base Full’e 12% 1/4% ; [ ﬂ Iﬂ:LU
Physique '
Intellect
Discipline
Aim Right
Aim Left
Reflexes \
Influence ’ i The SkillL.chart
Allure pt ﬁ"“ Q \ LSelggl Fail % 2% 14%
. K "
Health  (Novice) ' MOVQ . u l h Expert Poor Good Major | critical
Pulp ‘ ﬂ\' Yo f“ Novice | Failure Poor Good | Miajor
Detect: Seek: N "i-a,:“.. fl Unskiled | Bungle | falre | Poor | Good
T fats QLR Sk Skill Leve] Base
M = Major Wound C = Critical Wound ] C a3 mgge 1u ' ua:)'l m%ge
d10 Location Impairment(s) Wounds
1-2R. Leg  -20 Phy skills 1/2 Move OO0 161 172 183 194 12 6738910
34L.Leg  -20Physkills 1/2 Move QQQ 112131415
5-7 Torso -20 Health Saves OQQ 1617181920 1617 181920
8 R. Amm 20 Afm/ Ref skills OO0 2122232425 2122232425
9 L. Arm 20 AimJ’Refsl.ci]ls OOO 2627282930 2627282930
10 Head -20 Int/ Inf skills
OO0 Pulp Used
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Attack Defense DC Damage Special
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