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NAME: Boom McDonald - Heavy(red) RACE/SHTICK: Second in Command - Heavy Weapons Explosives RANK: XP:
Agility d8 | Charisma HINDRANCES Weapon Dmg RoF Range Notes SKILLS
Smarts d6 Pace 6/8 Death Wish - Die in Battle Main Gun+1  3d8+2 1 50/100/200 100 Rounds Fighting ds
Spirit ds Parry 6 Heroic Flamer - | 2d10 1 Burst Cone 5 Charges Shooting d10
Strength d 8 Toughness _6/19 | Vow - no one left behind Blades STR+2d6 6 (3d6) 2 "charges" Combat Suit d8
. P Notice dé
Vigor d8 Power Dmg/Effect Range PP Duration
Strength dl2+4 Armor Always computer Use ds
EDGES Gear We J : +d10+Suit Skill +2 Success Inst yt Repair ds
No Mercy - Use Bennies on Damage Comms - 1 channel ump = = stan KN - Hard Sci d6
Level Headed - Best of two cards HUD-PC locate, +1 Ranged d
Trademark Weapon - Main Gun +1 Shooting | Sensors, Motion, IR, UV +2 Notice - d
-Name the weapon Missles d
& AP 3d8 AP6  Irg Blast 2 charges ¢
HE 4d8 Med Blast 2 Charges q
Encumb: Total Wt: d
Wounds INC! FAT | MONEY | Armor Type Notes d
0—0—0—0<—0-0 Suit Ml Heavy Trauma System d
-1 -2 3 22 -1 +13 Armor d

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