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NAME: James Gains - Scout(tan) RACE/SHTICK: Team Scout RANK XP:
Agility d10 | Charisma HINDRANCES Weapon Dmg RoF Range Notes SKILLS
Spirit d6 Parry 7 Quirk - jokester Flamer 2d10 1 Burst Cone 5 Charges Shooting d10
Strength d4 | Toughness _5/13 | Vow - no one left behind Blades STR+2d6 6(3d6) "2 charges” Combat Suit g 6
. Notice 10+2
Vigor  d6 Power Dmg/Effect Range PP Duration
—_— Computer Use d4
EDGES Gear Wi Strength d12+2 Armor Always Stealth d10+2
Two Fisted - no multi action penalty Stealth Armor Jump +10+Suit Skill +2/Success Instant Climbing dé
Combat Reflexes - +2 to recover from being Shaken | Reflective Coating +2 Stealth Tracking d8
First Strike - May attack one foe who moves adjacent | Trauma System - d
= Blad Missles d
xtra Blades AP 308 AP6  MedBurst 2 ;
Comm. Disruption Heat 4d8 Med Burst 2 d
Encumb: Total Wt: Mines 3d6 timed 3rds Lrg Burst 2 d
Wounds INC!'  FAT | MONEY | Armor Type Notes d
0—-0—0—0<—00 MI Stealth +8 Armor d
-1 -2 -3 -2 -1 HUD PC locate & +1 Ranged Sensors, Motion, IR, UV +2 Notice d

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




	Character Name: James Gains - Scout(tan)
	Race / Shtick: Team Scout
	Rank: 
	XP: 
	Strength: 4
	Spirit: 6
	Smarts: 6
	Agility: 10
	Charisma: 
	Other Derived Value: 
	Vigor: 6
	Hindrance 1: Cautious - overly careful
	Hindrance 3: Vow - no one left behind
	Hindrance 2: Quirk - jokester
	Other Derived: 
	Edge 7: 
	Edge 6: 
	Edge 5: 
	Edge 4: 
	Edge 3: First Strike - May attack one foe who moves adjacent
	Edge 2: Combat Reflexes - +2 to recover from being Shaken
	Edge 1: Two Fisted - no multi action penalty
	Edge 8: 
	Edge 9: 
	Edge 10: 
	Hindrance 4: 
	Gear 2: Reflective Coating +2 Stealth
	Gear 3: Trauma System
	Gear 4: Extra Blades
	Gear 5: Comm. Disruption
	Weight 4: 
	Weight 3: 
	Weight 2: 
	Weight 5: 
	Encumbrance: 
	Total Weight: 
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	Armor 1: 
	Armor Notes 2: Sensors, Motion, IR, UV +2 Notice
	Armor Type 1: MI Stealth
	Armor Notes 1: +8 Armor
	Armor 2: 
	Armor Type 2: HUD PC locate & +1 Ranged
	Weapon Damage 2: 2d10
	Weapon Notes 2: 5 Charges
	Weapon Range 2: Burst Cone
	Weapon RoF 2: 1
	Weapon 2: Flamer
	Weapon 3: Blades
	Weapon Damage 3: STR+2d6
	Weapon RoF 3: 
	Weapon Range 3: 6(3d6)
	Weapon Notes 3: "2 charges"
	Gear 1: Stealth Armor
	Weight 1: 
	Skill 1: Fighting
	Skill 2: Shooting
	Skill Value 2: 10
	Skill 3: Combat Suit
	Skill Value 3: 6
	Skill 4: Notice
	Skill Value 4: 10+2
	Skill 5: Computer Use
	Skill Value 5: 4
	Skill 6: Stealth
	Skill Value 6: 10+2
	Skill 7: Climbing
	Skill Value 7: 6
	Skill 8: Tracking
	Skill Value 8: 8
	Skill 9: 
	Skill Value 9: 
	Skill 10: 
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	Skill 11: 
	Skill Value 11: 
	Skill 12: 
	Skill Value 12: 
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	Skill Value 13: 
	Skill 14: 
	Skill Value 14: 
	Skill 15: 
	Skill Value 15: 
	Skill 16: 
	Skill Value 1: 10
	Skill Value 16: 
	Weapon 1: Main Gun
	Weapon Damage 1: 2d8
	Weapon RoF 1: 3
	Weapon Range 1: 50/100/200
	Weapon Notes 1: 150 Rounds
	Power 1: Strength
	Power Duration 1: Always
	Power Points 1: 
	Power Damage 1: d12+2
	Power Range 1: Armor
	Power 2: Jump
	Power 3: 
	Power 4: 
	Power 5: Missles
	Power 6: AP
	Power 7: Heat
	Power 8: Mines
	Power Damage 2: +10+Suit Skill
	Power Damage 3: 
	Power Damage 4: 
	Power Damage 5: 
	Power Damage 6: 3d8 AP6
	Power Damage 7: 4d8
	Power Damage 8: 3d6 timed 3rds
	Power Range 2: +2/Success
	Power Range 3: 
	Power Range 4: 
	Power Range 5: 
	Power Range 6: Med Burst
	Power Range 7: Med Burst
	Power Range 8: Lrg Burst
	Power Points 2: 
	Power Points 3: 
	Power Points 4: 
	Power Points 5: 
	Power Points 6: 
	Power Points 7: 
	Power Points 8: 
	Power Duration 2: instant
	Power Duration 3: 
	Power Duration 4: 
	Power Duration 5: 
	Power Duration 6: 2
	Power Duration 7: 2
	Power Duration 8: 2
	Toughness Label: Toughness
	Pace Label: Pace
	Parry Label: Parry
	Toughness: 5/13
	Parry: 7
	Pace: 6/8


