370

300 350
420 470
560 610
610 660
680 730
730 780
5750
Cost: Notes:
1100 D10 on Strength
1300 D15 on Speed (2D8-1)
210 each N egates shock plate
3400 Negates shock shell
1700 +20 Speed, + D4 Barge
50
300
Cost: Notes:
150 Does shock damage
50 Lasts for 5 shocks
80 D6 extra damage
90
100

Grenades: Cost Normal: | Cost For Launcher:
Concealment 350 300
Corrosive 400 350
Shrapnel 350 300
Chemo 430 380
Bio 480 430
Cluster 300 250
Shock 220 170
Stun 250 200
Pain 360 310
Spasm 360 310
Para 400 350
Guns: Cost: Ammo Price:
Multi Gun 2300
Magna Gun 800 Battery 40
Shock Shell Gun 1000 5 or Acid 30
Cluster Gun 1800 15
Pain Gun 2500
Spasm Gun 2500
Grenade Launcher 1400
Shock / Bolt Gun 1500
Double Shock Shell Gun 1500
Double Cluster Gun 2300
Mines: Cost: Notes:
Concealment 420




Head (front):

Brain damage. See Head (back).
Lost right ear. Surgery Cr180.
Lost left ear. Deaf if both lost.

01-10
11-20
21-30
31-40
41-50
51-60

Lost right eye. Surgery Cr230.

Lost left eye. Blind if both lost.
Broken nose. Cannot use respirator.
Surgery Cr150.
Mouth hit. 60% chan

Throat. ExtraD10+2
1 stun and 60% chan

61-70
71-80

No extra damage.

Chest:

D3 ribs broken. D6
per rib.

Punctured lung. 1 stu
Health loss. Surgery Cr250.

Both lungs punctured. 2 stuns, 15
permanent Health loss. Surgery Cr300.
Heart. 25 permanent Health loss.
Surgery Cr400.

No extra damage.

01-50

51-60

61-70

71-80

ced Damage:

amage. Cr2000 to repair.

circuits destroyed. Cr500 to repair.
circuits destroyed. Cr500 to repair.
circuits destroyed. Cr500 to repair.
a damage.

brain damage. Roll below.

At start of each turn, droid will attack
0 him. Movement is compulsory.
and droid will be removed at restart.

K.O.d and removed from game.

Head (back):
10% chance of brain damage.

Surgery Cr400, roll D4.
1 20 permanent Speed |oss.

2 Roll D6. Loss of use of:

1- sight, 2 - hearing,

3 - right leg, 4 - |€ft leg,
5 - right arm, 6 - left arm.

Permanent damage. D4
Strength, D6 Health,
D6 Speed.

D4 Spasms.

Limbs

eives 4 or more Strength
ngle arm hit or 6 or more

nage in a single leg hit then
there is a 50% chance that the limb is
broken.

A broken limb cannot be used until fixed
by surgery - Cr500. A player with a
broken leg must crawl.

Chest:

20% chance of main drive
K.O. Cr1000 to repair.

Abdomen:
20% chance of fuel ignitio
Explosion has 2m radius a
damage of 2D10 to Streng
D6 moves remaining befol

Limbs:
20% chance that limb is de
Cr500 to repair.




€ opposite direction to last running move.

annot do full aim.

peed.

ers gut (unless other Stuntee).

damage plus an additional add D4 Stuns.

in appearance)
e effect as Jet Pack.
amage. Also can ‘Fly High’ (see rules)

enades or Harmful Weapons.

e, human size.
des opposite side)
on the pitch take D4 Stuns.




Normal Moves

ng The Ball- you can throw the ball up to 1/2 Str squares. St
3 squares, Health % chance of hitting goal.

g Chance of hitting Equipment Summa

ght line gives +5. Explosive Spike +2 off Strength +10 off Healt
in 5 squares, +10. Fish Hook Spike +D6 off Health
ion aiming, +10. Dog Tooth Spike Gives D6 Stuns
n aiming, auto hit. Flash Pack Blind D6 Rounds
Healant D10 Health (6 uses)
Shock Shell Gun:

Hit L ocations Head : Knockout + half norm dam.

roll D100: Chest: Knocked Back 1 square + half norm dam.

Head 01-10 Abdomen: 1 Stun (winded) + half norm dam.

Chest 11- 30
Abdomen 31-50
R Arm 51-60
L Arm 61-70
R Leg 71-85
L Leg 86-00

Arms. Drop Ball + Half norm dam.

Legs. Fal over + Half norm dam.

Close Combat M ove
Punch/Kick/Elbow/K nee/Head Butt -norm dam.

Jump Kick- Location, head. Requiresall running
actions to damage.

Flying kick- Location, roll. Must move straight i
6 Str D20 Hea | Leg sweep- Location, legs. Armour save or fall,

Shoulder charge- Target must make Str+D10 roll

20 Hea successful victim is knocked back D4 squaresin

en D20 Hea




