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Dmg)

Miss

MissHead

Standard-2 to Hit (Aim) ExtremeHard
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Shooting From The Hip d20
1Head

2Left Arm

3Left Leg

4Right Arm

5Right Leg

6-16Torso
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Death Saves

Suppressed

Poisoned

High Infected

Deafened

Broken Arm

Bleeding Wound

System Shock

Unconscious Withdrawal

Restrained
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One-Handed Right

Two-Handed Weapon
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One-Handed Left

Carrying
Capacity
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