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NAME: Connor Black - Medic(blue) RACE/SHTICK: Team Medic RANK: XP:
Agility d6 Charisma HINDRANCES Weapon Dmg RoF Range Notes SKILLS
Spirit d6 Party 6 Bad Luck - 1 less bennie Flamer 2di10 1 burst cone 5 charges Shooting ds8
Strength d 4 Toughness _6/16 | Vow - no one left behind Blades STR+2d6 6 (3d6) 2 "charges" Combat Suit d8
. P Notice d6+2
Vigor  d8 Power Dmg/Effect Range PP Duration
Computer Use dé
E Strength d12+2 Always :
DGES Gear Wi J +10+Suit Skill +2/success instant Repair ds
Healer +2 Healing Comms - 1 channel ump Lt o instan Healing d 10+2
Nerves of Steal - ignore 1 pt Wound PEnalty | HUD PC locate & +1 Ranged d
Mr Fix It - Ml Armor - +2 Repair, 1/2 time | sensors, Motion, IR, UV +2 Notice Misslos KN - Bio Sciences (8+2
Scholar +2 KN Skills Bio Inspection and Capture KN - Doctor d8+2
. AP 3d8 AP6 Med Blast 2 charges d
Enhanced Bio Sensors HE 4d8 Med Blast 2 Charges q
Encumb: Total Wt: d
Wounds INC! FAT | MONEY | Armor Type Notes d
O0—O0—0—0—00 MI Medic Includes Med Kit/Suit Repair d
-1 -2 -3 -2 -1 Trauma System +10 Armor d

PP/Ammo: 00000 | 00000 | 00000 | 00000 | 00000 | 00000 | 00000 | 00000 I 00000 I 00000 | 00000 | 00000
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