QAWK The roleplaying game of the Dark Future

HANDLE RIGGS

6 | INT 7 | MA ROLE |Techie

9 | TECH 5 | BODY Sub. |Cat Burglar

5 | REF 21 | Run sex [ F

6 | COOL 5 | Leap

AGE | 21
8 JLUCK | 15| Throw
7 )JATT  [(200) Lift REP 4
S JL 6 JEMP 50 | Carry CASH [870¢eb
KILL _CYBERWARE QUTEIT
Skill Lvi[IP] [Type HC[Cost] [item Cost
JURY RIG 6 Gyro Stabilizer 2 Tech Scanner
Awareness 5 Cyberhand (Right) 3 B & E Tools
Basic Tech 5 - Lockpick 0.5 Electronics Toolkit
Cybertech 4 - Minilight 0.5 Video Camera
Teaching 2 - Scissors/Wirecutters 1 Media Player
Education 3 - Mace Sprayer 2 Monocable & grapple
Electronics 5 Cyberoptic (Right) 8 Adhesive climbing discs
Weapons Tech 3 - Micro-optics 0,5 Newsviewer
Electronic Security 7 - Digital Camera 0.5 Toyota Avante sportscar
Gyro Tech 3 - Infrared 1 Lightmesh Jumpsuit
Pick Lock 6 Skintight armor
Human Perception 2
Social 2 Ammunition:
Personal Grooming 3 * Flechette rounds - 28
Stealth 5 * Pistol rounds - 24
Library Search 3
Pilot: Gyro 3
Motorcycle 2
Handgun 4
Total Costs |19




FRIDQY NIGHT FIREFIGHT”

LIST WOUNDS
HERE:

WEAPONS

Weapon Type AJAmmo amage Conc

Malorian Arms Sliver Gun| P 0 7 2 | 1d6/2* J |[UR
Sternmeyer Type 35 (silenced) P 0 8 2 3d6 J |VR
Flash grenades |HVY| 0 | 4 1 | Blinds P [VR

REF | 5 CL| 6 BODY TYPE | AVERAGE

INT | 6 MA | 7 SAVE | 5
Armor Type(s) and Location COMBAT SKILLS
Lightmesh Jumpsuit _*4 Handgun _*5 Awareness _-_Athletics _
Skintight Armor: relexive armor, converts all lethal damage _~_Rifle _*5 Stealth _-_Dodge _
to blunt (causes REF penalty) - SMG - Melee - Martial Arts

LIFEPATH
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NOTES

* Flechette rounds generate 2d6 fragments per round, each causing 1d6/2 damage




