


Hey there, thanks for checking out the  FERAL RPG Character Samples. 

Here's a bunch of pre-gen characters made using rules available at feralrpg.com. These are all guys who've turned up at 
the convention games I've run.

This version contains several additional characters, as well as an alternate blank character sheet with more room for 
features to be listed.

Please take them for a spin, make your own new characters, post them online, add them to you games and see how the 
rules work in action. And if you're feeling real helpful, let me know how they go. Bewdy!

 HOW YOU CAN SUPPORT FERAL
If you like what you see and wanna help bring this game to life (thanks heaps!) you can support its development on 
Patreon or buy t-shirts and game artwork on TeePublic. You can also stay up-to-date with all the latest FERAL info  
on Facebook, GooglePlus and Tumblr by clicking on the icons below:

TeePublic 
Giblet Blizzard

Facebook  
FERAL RPG

tumblr 
Giblet Blizzard

G+  
Jez Gordon

G+ 
FERAL RPG

Patreon 
FERAL RPG

 CONTACT
Got questions, feedback or need to get in touch? Email me: gibletblizzard@gmail.com

OPEN GAME LICENSE Version 1.0a 

The following text is the property of 
Wizards of the Coast, Inc. and is Copyright 
2000 Wizards of the Coast, Inc ("Wizards"). 
All Rights Reserved.

1. Definitions: (a)"Contributors" means the 
copyright and/or trademark owners who 
have contributed Open Game Content; 
(b)"Derivative Material" means copyrighted 
material including derivative works and 
translations (including into other computer 
languages), potation, modification, 
correction, addition, extension, upgrade, 
improvement, compilation, abridgment or 
other form in which an existing work may 
be recast, transformed or adapted; (c) 
"Distribute" means to reproduce, license, 
rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)"Open 
Game Content" means the game mechanic 
and includes the methods, procedures, 
processes and routines to the extent such 
content does not embody the Product 
Identity and is an enhancement over the 
prior art and any additional content clearly 
identified as Open Game Content by the 
Contributor, and means any work covered 
by this License, including translations and 
derivative works under copyright law, but 
specifically excludes Product Identity. (e) 
"Product Identity" means product and 
product line names, logos and identifying 
marks including trade dress; artifacts; 
creatures characters; stories, storylines, plots, 
thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, 
concepts, themes and graphic, 
photographic and other visual or audio 
representations; names and descriptions of 
characters, spells, enchantments, 
personalities, teams, personas, likenesses 
and special abilities; places, locations, 

environments, creatures, equipment, 
magical or supernatural abilities or effects, 
logos, symbols, or graphic designs; and any 
other trademark or registered trademark 
clearly identified as Product identity by the 
owner of the Product Identity, and which 
specifically excludes the Open Game 
Content; (f) "Trademark" means the logos, 
names, mark, sign, motto, designs that are 
used by a Contributor to identify itself or its 
products or the associated products 
contributed to the Open Game License by 
the Contributor (g) "Use", "Used" or "Using" 
means to use, Distribute, copy, edit, format, 
modify, translate and otherwise create 
Derivative Material of Open Game Content. 
(h) "You" or "Your" means the licensee in 
terms of this agreement.
2. The License: This License applies to any 
Open Game Content that contains a notice 
indicating that the Open Game Content 
may only be Used under and in terms of 
this License. You must affix such a notice to 
any Open Game Content that you Use. No 
terms may be added to or subtracted from 
this License except as described by the 
License itself. No other terms or conditions 
may be applied to any Open Game Content 
distributed using this License.

3. Offer and Acceptance: By Using the 
Open Game Content You indicate Your 
acceptance of the terms of this License.

4. Grant and Consideration: In consideration 
for agreeing to use this License, the 
Contributors grant You a perpetual, 
worldwide, royalty-free, non-exclusive 
license with the exact terms of this License 
to Use, the Open Game Content.

5.Representation of Authority to Contribute: 
If You are contributing original material as 
Open Game Content, You represent that 
Your Contributions are Your original creation 

and/or You have sufficient rights to grant 
the rights conveyed by this License.

6.Notice of License Copyright: You must 
update the COPYRIGHT NOTICE portion of 
this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or 
distributing, and You must add the title, the 
copyright date, and the copyright holder's 
name to the COPYRIGHT NOTICE of any 
original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to 
Use any Product Identity, including as an 
indication as to compatibility, except as 
expressly licensed in another, independent 
Agreement with the owner of each element 
of that Product Identity. You agree not to 
indicate compatibility or co-adaptability 
with any Trademark or Registered 
Trademark in conjunction with a work 
containing Open Game Content except as 
expressly licensed in another, independent 
Agreement with the owner of such 
Trademark or Registered Trademark. The 
use of any Product Identity in Open Game 
Content does not constitute a challenge to 
the ownership of that Product Identity. The 
owner of any Product Identity used in Open 
Game Content shall retain all rights, title and 
interest in and to that Product Identity.

8. Identification: If you distribute Open 
Game Content You must clearly indicate 
which portions of the work that you are 
distributing are Open Game Content.

9. Updating the License: Wizards or its 
designated Agents may publish updated 
versions of this License. You may use any 
authorized version of this License to copy, 
modify and distribute any Open Game 
Content originally distributed under any 
version of this License.

10. Copy of this License: You MUST include a 
copy of this License with every copy of the 
Open Game Content You Distribute.

11. Use of Contributor Credits: You may not 
market or advertise the Open Game 
Content using the name of any Contributor 
unless You have written permission from the 
Contributor to do so.

12. Inability to Comply: If it is impossible for 
You to comply with any of the terms of this 
License with respect to some or all of the 
Open Game Content due to statute, judicial 
order, or governmental regulation then You 
may not Use any Open Game Material so 
affected.

13. Termination: This License will terminate 
automatically if You fail to comply with all 
terms herein and fail to cure such breach 
within 30 days of becoming aware of the 
breach. All sublicenses shall survive the 
termination of this License.

14. Reformation: If any provision of this 
License is held to be unenforceable, such 
provision shall be reformed only to the 
extent necessary to make it enforceable.

15. COPYRIGHT NOTICE 
Open Game License v 1.0a Copyright 2000, 
Wizards of the Coast, Inc. 

System Reference Document 5.0 Copyright 
2016, Wizards of the Coast, Inc.; Authors 
Mike Mearls, Jeremy Crawford, Chris Perkins, 
Rodney Thompson, Peter Lee, James Wyatt, 
Robert J. Schwalb, Bruce R. Cordell, Chris 
Sims, and Steve Townshend, based on 
original material by E. Gary Gygax and Dave 
Arneson.

Feral Roleplaying Game Copyright 2017, 
Jeremy Gordon.
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JIMMY THE THING
Unknown Humanoid

Human

30' per Round +4

+7 300/1200 1d8*+3Assault Rifle (Medium Caliber) Firearm*: A,S,DT,SB,LB,FC,SF**

*See Firearm Rules

**A = Aimed Shot (10% of Clip), S = Single Shot (10%), DT = Double Tap (20%), SB = Short Burst (20%), LB = Long Burst (50%), FC = Full Clip (100%), SF = Suppressive Fire (50%)

29

Animal

1 +5

+4 — 1d8+2Large Bite Unarmed, Piercing

3d10Light:
Bullet Vest AC 12 
+ Dex Mod (Max 3)

Partial

15 +5

+5 20/60 1d4+3Knife Finesse Weapon

Athletics +4 

• Second Wind: Use Bonus Action to regain 
1d10+3 HP. 1/Short Rest

• Action Surge: take one additional action 
on your turn. 1/Short Rest

•Improved Critical: Crit Range 19-20

Assault Rifle + 3 clips Ammo
2 Knives
Light Armor (Bullet Vest)
Soldier's Pack
$100

• Proficiencies: All Armor and Weapons, 
Vehicles (Land)

• Fighting Style: Gunner: 
+2 to hit with Firearms

• Ambusher: Gain ADV to Initiative Check 
on 1st round of Combat

Human

15 +5

Stealth +5  

M1

+2

+3 15

Soldier 3 900XP
Para-dime Squalid $

Lawful Neutral

•Personality: Captain Whatever, Supremely laid back & chilled.
•Prisonsuit Orange Skin. Tiger Stripes.

•Ideal: Why can't we all just get along?
•Bond: I got drafted into this goddamn Echowar.
•Flaw: I can't trust you if I haven't licked you.

•Echolocation 60'
•Prehensile Tongue

  

•Ambusher: ADV 1st Initiative

Insight +5, Perception +5 

•Bite: Large 1d8+Str Damage

15 +2 +4
17 +3 +3
14 +2 +4
12 +1 +1
16 +3 +3
13 +1 +1

WWW.FERALRPG.COM  Feral RPG © Jez Gordon 2017 
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Captain Oozy
Slug Beastly

Animal

30' per Rnd, Climb 30' per Rnd +7

+4 20/60 1d4+5Love Dart Mild Poison, see above.

32

Animal

1 +4

+6 30/120 1d6*+2Paired Uzis (small caliber) Firearm*: A,S,SB,LB,FC,SF**

3d10

Human

13 +4

+6 30/120 1d6*— bonus action for offhand attack: Firearm*: A,S,SB,LB,FC,SF**

Athletics +7 (ADV to Climb Checks)

• Second Wind: Use Bonus Action to regain 
1d10+3 HP. 1/Short Rest

• Action Surge: take one additional action 
on your turn. 1/Short Rest

•Improved Critical: Crit Range 19-20

2 Uzis (Small Caliber) + 6 Mags Ammo
Fatigues
Soldier's Pack
Knife
$100

• Proficiencies: All Armor and Weapons, 
Vehicles (Land)

• Fighting Style: Gunner: 
+2 to hit with Firearms

•Love Dart: shoot poison dart from neck. 
Ranged Attack, if hits Target must make 
Con Save DC12 or be Poisoned for 1d12 
Rounds. 1/Short Rest.

Partial

11 +7

+7 20/60 1d4+5Knife Finesse

(ADV to Stealth Checks to Approach Target)

L1

+2

+2 14

Soldier 3 900XP
Experiment Squalid $

Chaotic Good

•Personality: I lived thru hell, I’ll make sure no-one will.
•Sorry bout the slime

•Ideal: There's a reason I survived: there's something I must do. 
•Bond: in the escape my Bud got left behind; that'll never happen again.
•Flaw: I got the jitters real bad, but a stiff drink calms me down. 

•Climber
•Stalker

History +2

•Love Dart

Perception +3, Survival +3

•Armor: Light 

20 +5 +7
15 +2 +2
14 +2 +4
10 — +0
12 +1 +1
7 -2 -2

*See Firearm Rules

**A = Aimed Shot (10% of Clip), S = Single Shot (10%), DT = Double Tap (20%), SB = Short Burst (20%), LB = Long Burst (50%), FC = Full Clip (100%), SF = Suppressive Fire (50%)

Natural:
AC 12 + Dex Mod 
(Max 3)

WWW.FERALRPG.COM  Feral RPG © Jez Gordon 2017 
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Nyuk Nyuk the Nyfe
Rhinosaur Hybrid

Partial

40' per Round +5

+5 — 1d8+3Horn Piercing

33

Animal

1 +5

+5 — 1d6+3Paired Kukri Finesse

3d12

Human

14 +5

+5  — 1d6— bonus action for offhand attack: Finesse

Athletics +5  

•Rage! 3/Long Rest. Lasts 1 minute. gain:
  - ADV to Str Checks and Saves
  - +2 Damage with Melee Weapons
  - Resistance to Bludgeon, Pierce, Slash.
•Reckless Attack: 1st atk, gain ADV. 

Paired Kukri
Stolen Clothes
Soldier's Pack
Walkman with 5 Cassettes
$200 

• Proficiencies: Light & Medium Armor & 
Shields, All Weapons, Vehicles (Land)

• Unarmored Defense: When no Armor 
(shield ok) AC = 10 + Dex Mod + Con Mod

•Danger Sense: ADV to Dex Saves
• Frenzy: when Raging, gain +1 Atk/rnd, 

but Exhaustion afterwards.
• Resilient: When dropped to 0 HP, go to 1 

HP instead. 1/Long Rest.

Human

12 +5

M1

+2

+3 16

Zerker 3 900XP
Experiment Poor $$

Chaotic Neutral

•Personality: Gimme a reason to go crazy. Gotta let off steam. 
•Twitchy chewy Psychosaurus.

•Ideal: Survival. Only one who’s gonna make sure I get out alive.
•Bond: Those who did this need me to complete their experiments.
•Flaw: You really don’t want to point that weapon at me. Ever.

•Horn: Large 1d8+Str Pierce
•Runner: +10' Move
•Resilient: see below.

Perception +4, Survival +4
Intimidation +3

17 +3 +5
16 +3 +3
17 +3 +5
12 +1 +1
14 +2 +2
12 +1 +1

A = Aimed Shot (10% of Clip), S = Single Shot (10%), DT = Double Tap (20%), SB = Short Burst (20%), LB = Long Burst (50%), FC = Full Clip (100%), SF = Suppressive Fire (50%)

None: 
Unarmored Defense!

WWW.FERALRPG.COM  Feral RPG © Jez Gordon 2017 



   

   

864

d4 d8

12-sided dice

d12

8-sided dice4-sided dice 6-sided dice

d6

10-sided dice

d10

20-sided dice

d20

2 x d20, take high

ADVantage

1210

2 x 10-sided dice

d100

10

2 x d20, take low

DISadvantage

lose DIS/gain ADV

Inspiration!

 
0

  
STRENGTH
DEXTERITY 
CONSTITUTION 
INTELLIGENCE
WISDOM
CHARISMA

SCORE 
 

  
 
 
 
 

MOD 

    

 

 
  
  
  
  
  

 

  
  
  
  
  
  

 

  
  
  
  
  
  

 SKILLS    
STR
DEX
CON
INT
WIS
CHA

            
 STR 
 DEX 
 CON 
 INT 
 WIS 
 CHA

 COMBAT INITIATIVE
MOVE
ATTACKS PER ROUND
PASSIVE PERCEPTION
PASSIVE INSIGHT

ATTACK    
MELEE
FINESSE
RANGED
THROWN

 
    
    
    
    

  
 

DEFENSE 
AC
WORN

HEALTH 
MAX HP
HIT DICE

      
      

SAVING 
THROWS

WEAPONS ATTACK    RANGE DAMAGE NOTES            AMMO

 EQUIPMENT

 FEATURES

 

DEATH
SAVES

 
 
 
 

 NAME   
SPECIES INSPIRATION
CLASS          LEVEL             XP
BACKGROUND  LIFESTYLE
ALIGNMENT PROFICIENCY BONUS
CHARACTERISTICS

 

 MUTATIONS 
SIZE          FORM
HANDS
LOOKS
SPEECH
STANCE

 
character illustration

 ABILITIES 

HIT POINTS 
 
 
 
 

The Doooom Shroooom
Mushroom Hybrid

Partial

30' per Round +4

+5 — 1+3+PoisonPoisoned Touch Con Save DC13 or Stunned d12 Rnd

28

Partial

1 +5

+5 20/110 1d8*+3Silenced Semi Auto Pistol (Medium Cal)

3d8

Human

13 +5

+5 20/60 1d4+3Bowie Knife (with Compass Pommel!) Finesse

•Sneak Attack: 2d6
• Cunning Action: Bonus Action to Dash, 

Disengage, or Hide
• Assassinate: ADV to attack surprised 

Target, auto crit on hit

Silenced Semi Auto Pistol + 3 Clips
Fatigues + Bandanna of Badassness
Amulet of Sacred Niknaks
Assassin's Pack

• Proficiencies: Light Armor, Simple 
Weapons, 1-h Blades, Pistols, Thieves 
Tools, Vehicles (land), Demolition Kit, 
Poisoner's Kit, The Cant 

• Poisonous Touch: Unarmed Strike to 
deliver poison, if Successful, Target must 
make Con Save DC 13 or Stunned for 
1d12 Rounds. 1/Short Rest.

Human

11 +5

Acrobatics +5, Stealth +9

M1

+2

+2 16

Assassin 3 900XP
Freak Wretched Ø

Neutral
• Thousand Yard Stare. Grinds Teeth.

•Poisonous Skin
•Toxin: Moderate

Nature +4

•Armor: Medium

Perception +3, Survival +3
Intimidation +3

15 +2 +2
16 +3 +5
17 +3 +3
14 +2 +4
13 +1 +1
8 -1 -1

•Personality: I... try use words, manners... Wild is strong.
•Ideal: Secrets. Never let them know the truth.
•Bond: Animals... terrified of me. Can smell I'm wrong.
•Flaw: Sometimes... if you don't talk to me... I just... stop...

Natural:
AC 14 + Dex Mod 
(Max 2)

Firearm*: A,S,SB,LB,SF**

*See Firearm Rules

**A = Aimed Shot (10% of Clip), S = Single Shot (10%), DT = Double Tap (20%), SB = Short Burst (20%), LB = Long Burst (50%), FC = Full Clip (100%), SF = Suppressive Fire (50%)
WWW.FERALRPG.COM  Feral RPG © Jez Gordon 2017 
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Tailgater
Alligator Hybrid

Partial

30' per Rnd, Swim 60' per Rnd +4

+8 30/120 1d10*+4Shotgun (Large Caliber)

23

Partial

1 +6

+4 — 1d6+2Bite

3d10

Human

13 +6

+6 — 1d6+2Machete Finesse

Athletics +4 (ADV to Swim)  

•Hunter's Reactions: ADV to Initiative
• Natural Explorer: Ignore difficult 

Terrain; ADV to Attack in 1st Rnd 
vs Targets that haven't Acted; plus 
Wilderness Abilities.

Shotgun (Large Cal) + 12 Cartridges
Machete
Hunter's Pack
$200
Poncho

•Proficiencies: Light & Medium Armor & 
Shields, All Weapons, Vehicles (Land).
•Favored Enemy: Humans: +2 Damage
  - ADV to track, recall info

•Fighting Style: Gunner: +2 to attack
• Slayer: +1d8 Damage to injured Target, 

1/turn.
•Sprinter: Can take Bonus Action to Dash

Human

11 +6

Stealth +6 

M1

+2

+4 16

Hunter 3 900XP
Freak Poor $$

Chaotic Good
•Never Blinks. Ever.

•Bite: Medium 1d6+Str Mod
•Swimmer

Nature +2

•Sprinter

Perception +3, Survival +3

•Armor: medium

15 +2 +4
18 +4 +6
14 +2 +2
11  — +0
10 — +0
12 +1 +1

•Personality: Feed me and I am your friend.
•Ideal: Instinct. Always go with your gut feelings.
•Bond: There's a hunter tracking me. He wants to claim my hide... 
•Flaw: I make sure everyone knows this is my territory.

Natural:
AC 14 + Dex Mod 
(Max 2)

Firearm*: A,S,SS**

*See Firearm Rules

**A = Aimed Shot (100% of Clip), S = Single Shot (10%), SS = Shotgun Shot (100%)
WWW.FERALRPG.COM  Feral RPG © Jez Gordon 2017 
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Mixy-Mo Joe
Long-eared Hare Humanoid

Human

35' per Rnd, Burrow 9' per Rnd +2

+8 200/800 1d8*+4Carbine Firearm*: A, S, SB, LB, SF**

23

Partial

1 +6

+6 20/60 1d4+4Knife Finesse

3d10

Human

13 +6

Athletics +2  (ADV to Athletics Checks to Leap)

•Hunter's Reactions: ADV to Initiative
• Natural Explorer: Ignore difficult 

Terrain; ADV to Attack in 1st Rnd 
vs Targets that haven't Acted; plus 
Wilderness Abilities.

Knife
$200Ol' Huntin' Carbine (Medium Caliber)

4 clips
Hunters Pack
Medium Armor Flak jacket
Fatigues

•Proficiencies: Light & Medium Armor & 
Shields, All Weapons, Vehicles (Land).
•Favored Enemy: Humans: +2 Damage
  - ADV to track, recall info

•Fighting Style: Gunner: +2 to attack
• Slayer: +1d8 Damage to injured Target, 

1/turn.

Human

11 +6

Stealth +6

S1

+2

+4 17

Hunter 3 900XP
Experiment Poor $$

Lawful Neutral

•Leaper: double jump Length

  

•Runner: +10' base Speed
•Burrower: 1/4 base speed

Perception +3, Survival +3  (ADV to Per. Checks to Listen)

•Keen Hearing

Deception +4 

10 — +2
18 +4 +6
15 +2 +2
11 — +0
12 +1 +1
14 +2 +2

Medium:
AC 14 + Dex Mod 
(Max 2)

•Mean ornery old Bastard.
•Personality: I lived thru what they did to me; I can take anythin'.
•Ideal: Justice. Those bastards will pay for what they did. 
•Bond: I was created to do Bad Things. I fight every day not to.
•Flaw: I’m never going back. I’ll do anything to make sure of it.

*See Firearm Rules

**A = Aimed Shot (10% of Clip), S = Single Shot (10%), DT = Double Tap (20%), SB = Short Burst (20%), LB = Long Burst (50%), FC = Full Clip (100%), SF = Suppressive Fire (50%)
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"Triple G"
Kodiak Bear Hybrid

Animal

30' per Round +5

+5 — 1d10+3Truck Axle Versatile (1d12)

37

Partial

1 +4

+5 — 1d4+3Claws

3d12

Human

12 +4

Athletics +5  

•Rage! 3/Long Rest. Lasts 1 minute. gain:
  - ADV to Str Checks and Saves
  - +2 Damage with Melee Weapons
  - Resistance to Bludgeon, Pierce, Slash.
•Reckless Attack: 1st atk, gain ADV. 

Truck Axle
Medium Shield (AC+3)
Hunter's Pack
Teddy Bear

• Proficiencies: Light & Medium Armor & 
Shields, All Weapons, Vehicles (Land)

• Unarmored Defense: When no Armor 
(shield ok) AC = 10 + Dex Mod + Con Mod

•Danger Sense: ADV to Dex Saves
• Frenzy: when Raging, gain +1 Atk/rnd, 

but Exhaustion afterwards.
• Resilient: When dropped to 0 HP, go to 1 

HP instead. 1/Long Rest.

Human

12 +5

Stealth +4

L1

+2

+2 19

Zerker 3 900XP
Freak Wretched Ø

Neutral Good

•Savage: +1 Crit die on Melee

 

•Resilient: see below.
•Claws: Small: 1d4+Str 

Survival +4 (ADV to Perception Checks to Smell)

•Keen Smell

Intimidation +4

16 +3 +5
14 +2 +2
18 +4 +6
13 +1 +1
14 +2 +2
14 +2 +2

Fur + 
Shield

• Grumpy Grumbly Grouchy old Bear.
•Personality: Always check lines of exit, always have bag packed
•Ideal: Loyalty. Once a friend, a friend for life.
•Bond: Can't bear to see animals in cages. will free'em every time.
•Flaw: I get... distracted... by food. The smells... so good!
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Techno Deathcat
Cougar Hybrid

Partial

30' per Rnd, Climb 30' per Rnd +3

+4 — 1d6+2Claws

26

Animal

1 +4

+3 30/120 1d8+1Katana Versatile (1d10)

3d10

Human

13 +4

+6

Athletics +5 (ADV to Climb Checks)

•Sneak Attack: 2d6
• Cunning Action: Bonus Action to Dash, 

Disengage, or Hide
• Assassinate: ADV to attack surprised 

Target, auto crit on hit

Totally American Ninja Katana
Silenced Semi Auto Pistol (Medium Cal)
5 Clips
Armored Trenchcoat
Cyborg Face (Darkvision 120', Radio)

• Proficiencies: Light Armor, Simple 
Weapons, 1-h Blades, Pistols, Thieves 
Tools, Vehicles (land), Demolition Kit, 
Poisoner's Kit, The Cant 

Human

11 +4

Stealth +6

M1

+2

+2 16

Assassin 3 900XP
Experiment Squalid $

Chaotic Neutral

•Personality: The pain made me what I am. Lemme make sumthin' outta you.
•Sorry bout the slime

•Ideal: I will do what was done to me. 
•Bond: My Creators still have a power over me, I still call them master.
•Flaw: I get flashbacks at the worst time and can freak out.

•Climber
•Claws: Medium 1d6 + Dex
•Savage: +1 Crit die on Melee

Perception +3, Survival +3

•

Deception +6

13 +1 +1
14 +2 +4
14 +2 +2
11 — +0
10 — +0
14 +2 +2

*See Firearm Rules

**A = Aimed Shot (10% of Clip), S = Single Shot (10%), DT = Double Tap (20%), SB = Short Burst (20%), LB = Long Burst (50%), FC = Full Clip (100%), SF = Suppressive Fire (50%)

Medium:
AC 14 + Dex Mod 
(Max 2)

20/110 1d8*+3Silenced Semi Auto Pistol (Medium Cal) Firearm*: A,S,SB,LB,SF**
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