
 

 

Freeo  
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200 Credits 
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Blaster Rifle Ranged (Heavy) Long 9 

- Inflict a Critical Injury on a hit for , and add +10 to your Critical Injury 
percentage result 

- Stun Setting:  as a free action, this weapon can be set to Stun, dealing Strain 
instead of Wounds (Short range only) 

Lt Blst Pistol Ranged (Light) Medium 5  
- Inflict a Critical Injury on a hit for , and add +10 to your Critical 

Injury percentage result 
- Stun Setting:  as a free action, this weapon can be set to Stun, dealing Strain 

instead of Wounds (Short range only) 

Vibro-knife Melee Engaged 3  
- Inflict a Critical Injury on a hit for , and add +20 to your Critical Injury 

percentage result 
- Hits with this weapon ignore 2 points of Soak when dealing damage 

     
 

Armor Padded Armor (+2 Soak) 

Utility Belt  (3 days food caps, stimpack, 1 extra reload, glow rod, comlink) 

Datapad  

“Go Bag” (5 stimpacks, 2 extra reloads, roll of mesh tape, thermal cloak) 

Action Figure (rare toy of Greepo the Bounty Hunter©, collector’s edition) 
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Bounty Hunter (Assassin) 
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Freeo took a foolish contract in 
his youth, and currently has a 
large bounty on his head from 
the Corporate Sector Authority. 

Bounty 

10 

Act 3 

 

Expert Tracker 1 92 
- Remove up to  from all check you make to follow tracks and track targets.  

Survival checks made to track targets also take 50% less time than normal 

Stalker 1 99 
- Add  to any Coordination or Stealth check you make 

Grit 1 93 
- Add +1 to your Strain Threshold 

Dodge 1 92 
- When targeted by an attack, you may suffer up to 1 Strain to upgrade the 

difficulty of the attack by 1. 

Lethal Blows 1 95 
- Add +10 to any percentage roll you make for Critical Injuries inflicted on 

opponents 

Precise Aim 1 97 
- Once per round, you may perform a Precise Aim Maneuver before 

attempting a combat check to reduce the target’s Defense by 1. 

   
 

   

 

   

 

 

  
 

 

 

 

 

 

 

 

 

 


